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BLOB QUT! Make short order of hilious blos and evil trolls
with Prince Ali's weapons, punches and kicks — or dig
deeper to discover HIDDEN SECRET MOVES —a SEGA™ first!

ROGK OM! You'll need more than sticks and stones to
battle the Rock Boss. Count on the four Wild Spirits to back
you up — especially the superhot Efreet the Fire Spirit!
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FIRE UP! Wrap your brain around mind-hoggling puzzles
that lead to close encounters of the fire-hreathing
kind — then save up to 4 games with battery back-up!
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Extreme siyle! The real Marvel® comic
characters swing into action to stop an evil
DNA disaster. But the Cloning Factory is
1o match for Cyclops’ awesome optical powers-
especially when he gives ‘em the eye!

Magneto-manial Only SEGA” lets you ive
the adventure with the highest number of
playable characters ever-including Magneto!
Hag thic villain finally turned hero?

T
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Draw your claws! Play as Wolverine-or any of

seven different X-Mex® and watch your mutant
powers come alive! The only thing sharper than your|

adamantium claws is your pure aimal instinet!

s =




PUBLISHER/EDITOR IN CHIEF
DAVE HALVERSON
SENIOR EDITOR

JAY PURYEAR
INTERNATIONAL EDITOR
KEI KUBOKI
ASSISTANT EDITORS
NICK DES BARRES
MATT TAYLOR
KELLY RICKARDS
CRAIG KELLER
FIELD EDITOR

ANDREW COCKBURN
ASST. INTERNATIONAL EDITOR
TAKAHIRO YAGI
GF SPORTS EDITOR
CAL CAVALIER
PRODUCTION DIRECTOR
JODY SELTZER
PRODUCER
DAVID WHITE
¢ PRODUCTION ASST.
SHARLENE ALLANDE
DIGITAL IMAGING

JOE SUTT

ART DIRECTOR

TERRY WOLFINGER
VP-OPERATIONS

ANDY FELL
CONTROLLER

ALAN POWERS
SUBSCRIPTION MANAGER
ELAINE SCHINGS
(800) 454-2637
CIRCULATION MANAGER

MELISSA CHISOLM

NATL. ADVERTISING DIRECTOR

JE PUBLISHERS
REPRESENTATIVE CO.

DIVISION OF WORLD MEDIA COMMUNICATIONS, INC.
ADVERTISING INQUIRIES ONLY:
(310) 572-7272 - FAX (3 10) 572-7264
SPECIAL THANKS TO:
GAME YOU 2, SOFT BANK, TERRY TANG, MIKE WAKA-
MATSU, LINDA, JOE KOBERSTEIN, LAURIE THORNTON,
POOCH, AND ALL OF OUR READERS!

ABG AUDIT & MEMBERSHIP APPLIED FOR:
NOVEMBER, 1994

ISSN# 1070-3020

ALL GAMES, GAME TITLES, CHARACTERS AND RELATED
INDICIA CONTAINED WITHIN THIS PUBLICATION ARE COPY-
RIGHT AND TRADEMARKS OF THEIR RESPECTIVE COMPA-
NIES. DIE HARD PUBLISHING MAY NOT BE HELD RESPONSI-
BLE FOR ANY TYPOGRAPHICAL ERRORS.-ENTIRE CON-
TENTS © 1993 DIE HARD PUBLISHING. ALL RIGHTS
RESERVED. REPRODUCTION IN WHOLE OR IN PART WITH-
OUT WRITTEN PERMISSION BY THE PUBLISHER IS PROHIB-
ITED. ALL SECTION TITLES, CHARACTERS, AND RELATED
INDICIA CONTAINED WITHIN THIS PUBLICATION ARE COPY-
RIGHT AND TRADEMARKS © 1993 DIEHARD GAME FAN INC.

DIE HARD GAME FAN is published monthly for $47.90
per year by Die Hard Game Fan, 5137 Clareton Dr.
Suite 210, Agoura Hills CA 91301 . Application to mail
at second class postage rates is pending at Tarzana,
CA and additional points of entry. POSTMASTER:
Send Address changes to Die Hard Game Fan, 5137
Clareton Dr. Suite 210, Agoura Hills CA 91301.

Well here we are right in the middle of yet anoth-
er transition year for video games. 16-hit, to every
one’s surprise, is fading fast among third party
developers and the buzz ahout the Ultra, Saturn, and
Playstation, is everywhere.

We’ve heen talking about the U6% in GF for some
time now, while others have remained skeptical at
hest. Very soon people will find out how real it actu-
ally is, as well as how powerful. | can tell you first
hand, it's almost scary, and Nintendo’s plans for the
machine make me envision the industry the way
I’'ve always wished it could be (or the way our
industry once was).

The U64 is a cartridge hased console. Housed
inside is hardware so advanced that current CD-ROM

. technology cannot hamess it. The visuals it creates

are literally pixel free and surpass anything | have

" ever seen in a video game. And I've seen it all.

If there is to e one fly in the ointment it would be
that U64 is cartridge based. It is common knowl-

_edge, industry wide, that developers are not over-

joyed with the format. In fact, it is one of the rea-

- sons that 16-bit (and the cart format altogether) is

already steadily decreasing.

Before I discuss Nintendo’s strategy regarding
this, let me clear the air a little. I'm not saying that
16-hit is going to die tomorrow. Sega and Nintendo
will not let that happen, and I can tell you first hand
many of our readers and we ourselves aren’t ready
to give up our 16-hit friends. I'm speaking mainly
from my experiences talking with third party devel-
opers. Sega and Nintendo will continue to produce
16-hit games for at least two years and make it
desirable for third parties to follow suit. What you'll
see is both a gradual reduction of cart hased soft-
ware and/or games with limited releases among
third party developers. There are just too many sys-
tems out there to quickly abandon this format, so
although it will slow gradually, 16-hit will most
likely play a key role in gaming for at least
another year.

And now hack to our regularly scheduled program...

Nintendo’s strategy in regard to the whole cartridge
situation is simple, yet ingenious. It’s called quality
control. Does anybody remember that? Not just any-
hody with a design document can make games for

the U64. Submitted designs must first be approved
hy a hand picked staff (of gamers, not suits) at
Nintendo. Their job is to allow only the very best
games from each genre to be developed. Nintendo
will play a key role in the release of each game. The
goal is for every game to be the ahsolute best in its
category, surpassing anything else available.
Therefore, although there will he fewer titles avail-
able at any given time, the demand will he extreme-
ly high because each one will be of the highest
quality. Sounds like a plan to me. After all, how
many games does the enthusiast buy a month, five
or six? Imagine if they were all amazing. Of course =~
you’ll have us bringing you previews as well.

Nintendo has really opened up to us recently, and |

must say, they’ve heen a pleasure to work with.

So the plan is for everyone to win. You don’t get
stuck with any bad games and developers won’t
have to rent airplane hangers to house all their
unsold cartridges. Add to that the unbelievable price
of the Ultra (249.99 or less with a pack in!) and ‘
you've got yourself one heck of a winning ,
game strategy.

Over the last few months, we’ve tried to bring you
as much information as possible in regard to the
next generation of gaming and how each company
will introduce their new hardware. We are excited
ahout them all. As the news flows in from Sony,

Sega, SNK, and Panasonic, we will bring you those

stories as well. As the press in this industry, it is our

job to take what we are hear and convey it to you,

as accurately as possible, month after month. The

Ultra has heen shrouded in secrecy for some time

now, as Nintendo has prepared for its entrance into

the marketplace. The mail has literally been pouting

in, as the rumors of the Ultra’s demise has heen W
reported elsewhere. Well, now you know. Check out
the pictorial on page107 to find out even more. -

So, the stage is set. Sony, Sega, and now
Nintendo, are all ready to join the nexi generation
system wars. All three will unveil their powerful
new hardware at the upcoming E3. With the 3D0, i
Jaguar, Neo CD, 16-bit still humming, and these 3
monsters on the horizon, the face of gaming is tak-
ing a whole new shape. | hope you’ll continue to
read about it right here.
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Whether the FDA approves or not, your eating habits are
about to change. Meet GE&; your tongue-anaoolng
Smart-ass alter ego. With this § ec=0 '3 gravity
defying gT1ip and thr &bhlﬁfg tail, you'll prowl

a twisted world of TV-villains and HB-movie
scoundrels, hurling WiC}’;@d one-l1iners
and fireballs. It's one brain-frying, TV-land trip,
where dining out means CI’LIIlCh? dragonflies, Juicy
grasshoppers, tasty fleas ana caterpillars.
Not exactly the colonel's snack'n pak, but
lip-SMacH i good, just the same. Without these
skant LY nuggets o'bug gﬂtb to munch for power
youw're roadkill, vevy. Oh, you'll DUSt a fev«
of Miss Mammers' rules in
this S2-bit vattle. But hev,

only WilS S ies

worry about good taste,

i Al

Dana Gould, hyperactive star of his own
HBO® cable Lomvdv special, lends tons
of digitized voice and attitude to GEX.

3D gecko action, 450 frames of GEX animation,
hand-rendered backgrounds and CD- qualm

sound bOOs[ lcahsm to (.’)’C poppmg propornons

Each world inspired by either Kung Foo, Shmuck
Rogers, that Indiana dude, Boris Carloff, and
Rojer Rabbit. (Legal weasels require we be vague,)

Callid e Q00 -T37-4T87 s5¢/min. 18 ox older touch-tone vhone only to hear @@Y@mﬂz’
Dana Gould's hilarious GEX routines. Yeah, it'll cost you a little, but you'll cough uv a lung ™
as he sends you reeling with side-stlitting laughter like only a quy who OD'd on 70's TV can. DYNAM'CS

Crystal Dynamics and GEX are trademarks of Crystal Dynamics Inc. 3DO, the 3DO logos and Interactive Multiplayer are trademarks of The 3DO Company. ©1994 Crystal Dynamics Inc. All rights reserved.
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THIS SKULL STOMPING,JET ‘ B -
QPELLED 50 FOOT METALLIC roe
BEAST IS NOT FOR PEOPLE 4
‘WHOA‘LIKE THEIR MILK WARM. | WARNING %
W50 1E YOU'VE GOT HAIR ON & % L & ™ o (3 TR &
YOUR CHEST. STRAP YOURSELF i : : ; DO NOT ATTEMPT

\ {0} - -
vo ROSNl::'P%RF bﬁsx AHNee;v’?LLYOT 5 ¥ i : MACHINERY IF YOU'RE

RMED BATTLEDROIDS. A+ 0 A SPINELESS WUSS
DESTROY THE ENEMY ; ‘ A :
INE ,,C‘ARNAG}E-

PLASMA CANNONS.
"IVYOUR’ UNIT'S

You' RE EASY. MEAT. THERE S &
ALSO THE 2 PLAYER BATTLE- /=

FRIEND CAN MELT EACH
OTHER INTO BEDPANS. IT'S
KONAMI®’S METAL WARRIORS™

PICK IT UP AND YOU'LL
_ STAND TALLER, EVEN IF
o YOU ARE SPINELESS,

COMING SOONI METAL WARRIORS
CALL 1-900-896-HINT FOR FREE

: PREVIEW INFORMATION.

IWHniws"‘am @199‘ LucasArts Entertainment Company. LucasArs s a frademark of LucasArts Rigl ) ! fie o registered trademarks of Ninténdo of America Inc. ©1981 Nintendo of Amnica [ng.
*Konami Hintlne's normal rates are $.85 par ain. for pre-recorded hints and $1,15. s t ars ! 4 Toueh-Tone phona: You may be asked for information on this ad.




NES. GENESIS. or GAME GEAR. ..

1
2. Mortal Kombat Il (SNES . | ‘ i
3. Final Fantasy Ill (SNES) _ | . aturn)
4. Earthworm Jim (Genesis)
5.
6
7
8
9

10. Tempest 2000 (Jaguar)| == =

gr lv (Genesis)

Super SF 2 Turbo (3DO) at Il (3pg)

. Alien Vs. Predator (Jaguar) . ament Ey. (SNES)
. Samurai Shodown 11 (NEO*GEO) " goon (Saturp)

. Doom (Jaguatr) 3Do)

. Super SF 2 (SNES) 1M Jim Sp.Ed. (Sega op)

i9ger (SNEs) e

. " " ontest Mg
arvern James of Grass Va ' =

— SN diF=eeRathan Scarpelli of San Diego, ¢

» G <: Justin Krupa of DBN, M| \

All you have to do to enter the drawing is write down a list of your top 10 favorite games and the 10 games you want the most that aren’t out

yet, on a piece of paper or a postcard then send them to:
GAME FAN TOP TEN 5137 Clareton Dr., Suite 210 Agoura Hills,CA 91301
Drawing is limited to One (1) entry per person per month. Hope to hear from you soon.

Drawings will be held on the 21st of each month. The three (3) winners will be notified by mail and listed on this page.
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)
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BATTLE RA’S DESERT DOGFIGHT O’NEIL HEATS UP FIREFIGHT IN
MORPHING IN A STOLEN THE PALACE THE STREETS
HENCHMEN! GLIDER! GUARDS! OF NAGADA! LOOK FOR STARGATE™

ON HOME VIDEO
FROM LIVE® ENTERTAINMENT

entertainment inc.

STARGATE™ TM & © 1994 Le Studio Canal+ (U.S.) Al rights reserved. TM designates a trademark of Le Studio Canal+ (U.S.) Nintendo, Super Nintendo Entertainment System, Game Boy and the official seals are registered trademarks of Nintendo of
America Inc. © 1991 Nintendo of America Inc. Sega, Genesis & Game Gear are trademarks of Sega Enterprises, Ltd. Acclaim is a division of Acclaim Entertainment, Inc. ® & © 1995 Acclaim Entertainment, Inc. All rights reserved.
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KILLER INSTINCT ARCADE i
PLAY AS EYEDOL (WE SWEAR, THIS ONE WORKS!) - — =

1. At the Character Select screen choose Riptor, then hold the joystick to the left while holding down Jab, Short and Strong. Do not release
either the buttons or the joystick. . :

2. Once the character animation screen appears (“Riptor VS opponent” screen), listen for the “whoosh” sound. Once you hear it, push the joy-
stick to the right, release the three buttons, and hit Strong, Fierce, and Roundhouse. The announcer’s voice should say, “Eyedol.” .

The human-controlled Eyedol does not regenerate energy by stomping his hooves. You can use the club to redirect an opponent’s projectiles
back at him. Nhan Nguyen, Houston, Tx

MEGA MAN X 2 (SHES)

You must have all eight weapons, all 8 heart tanks, and all four subtanks. Make sure you have 9
lives and have all weapons and heart tanks at full power. brtes

Play through the game until you reach the third level of the boss stages. The stage is Agile’s. Part of - #
the way through, there is a place where you can go down a ladder, but there is also a ladder that you
cannot reach. You need to crystallize one of the hats to reach the ladder.

Climb up and you’ll find a series of spikes you must cross. Power up the fire weapons and dash
acr:ssllltlle first set of spikes. Quickly fall through the spikes and use the air dash across the nest set
to the left. i

Then there is a long drop down. Stick to the right side wall and use the radar to find the invisible
section in the wall. Inside is Dr. Light's Special Present for Mega Man X. The Dragon Punch can be
performed just like in Street Fighter 11, but only works when Mega Man X’s health is at full bar.

R3.233332

{| Step inside for

Wowm! Yov are so coolt & special svrpriget

I'm not morthrist

S r'm mot worthwery

i1

(3D0)

Using the second controller on the inside-car view simultaneously press
and hold up, L, and A buttons. It will give you a new inside-car view with
a much larger viewing area of the track. If you continue to hold the but-
tons, it will make the rear-view mirror disappear, while holding it even
longer will make the speedometer disappear, eventually returning to the
original in-car view. ‘

Kevin Nelson & Jeff Lines - Racine, WI

DSTCA 18T 1994

AFTER BURNER (32X)

ENTER THE “TEST MODE”

At the Sega opening, press A, C, and Start on the 2P pad. Youw’ll hear a voice. At
the title screen, press A, B, C, and Start on Pad 1. You’ll enter a screen with
options like “CRT Test” “Bookkeeping” and “Memory Test.” This menu was
desi'gned for arcade operators, proving that Afterburner is a 100% direct arcade -
port! '

J4€ L .

At the main option screen where you can select your race and number of players enter
the following 4, 0, 8,5, 7, 4, 1, 4
This will get you to another option screen.

0 = Music On/0ff Select a Challenge - Fire A and number
; 1 = Podium Select a Race - Fire B and number
HRE B RN 2 = End of Ride Select Music - UP/Down (D-Pad)
ihELere 3 = Gold Cup Select Sound FX - Right/Left (D-Pad)
FETURN TO THE MEW........ w0 4 = Silver Cup Same sound FX - Fire C

mm..‘ d. g = g{onze (HIT] i o
! 3 5 = All runs opened (Free ride
Val o’ Isere Skiing and Snowhoarding (Jau) 7 = show Game over Brad Geiger - Logan, OH




EARTHWORM )™,

Special Edition

New Big BRUTY LEVEL * PASSWORDS ® NEW WEAPON ® EVERYTHING YOU WANTED TO
EAT EXCEPT DIRT.  LICENSED By SEGA ENTERPRISES, LTD. FOR PLAY ON THE SEGA

CD™ GysTEM. SEGA AND SEGA CD ARE TRADEMARKS OF SEGA ENTERPRISES, LTD. ALL

RIGHTS RESERVED. THE VIDEOGAME RATING COUNCIL, ITS RATING SYSTEM, SYMBOLS INDICIA ARE
TRADEMARKS OF SEGA OF AMERICA, INC. © 19973 SEGA. EARTHWORM JIM 15 A TRADEMARK OF

SHINY ENTERTAINMENT © THIS OFFICIAL SEAL 1S YOUR ASSURANCE THAT THIS PRODUCT MEETS THE HIGH-
EST QUALITY STANDARDS OF SEGA™. BUY GAMES AND ACCESSORIES WITH THIS SEAL TO BE SURE THAT
THEY ARE COMPATIBLE WITH THE SEGA CD™ SYSTEM.
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Begin hy entering the Gaia code: One the 1st player controller, wait } .
through the intro and do a fireball motion with Square while the B
options such as “1P GAME” “VS HUMAN” etc. are flying in from the |
left and right. Now, wait through the demo and intro once again and f'
perform a dragon punch motion on the 2P pad with Square at this \
same time. After entering each code you should hear the sample
“Fight!” Now, simply begin a game and press either Up and X
on Eiji or Down and X on Kayin to play as Gaia and Sho,
respectively.

TIIJHS'HINDEN (PLAYSTATION)

Enter the Options and set your control on “32.” Now, a hidden camera option
known as “YOUR SELF” under the “CAMERA ACTION” setting will appear; choose
it. Go back to control and make it “33.” Now, begin a game, pause, press and
hold all four regular buttons and press Select twice. (To get your menu back, hold
all four buttons and press Select again) The L & R buttons of Pad 1 & 2 can now
he used to change the camera angles to whatever you desire! If you don’t have
two pads simply pressing Select on Pad One will toggle between rotation and
scaling.

= Ko

ARTHWORM JIM (GENESIS)

In level 1 hefore the last boss appears, jump
on the spring, push up and hold the jump but-
ton. You will fly up, land on two platforms and
find some cool power ups!

Sylain Simard

Sarnia, Canada

- 1 PLAYER oy
BUBSY (JAGUAR) TR e 2
Level Codes: ! W QjOk:
Level 2 = 392652
Level 3 = 458227
Level 4 = 9538936
Level 5 = 739294
Level 6 = 184792
Level 7 = 812615

Level 8 = 781367

2JUMP:B caaxs
. {LOjOK: €

Level 9 = 126712
Level 10 = 236721
Level 11 = 673167
Level 12 = 792323
Level 13 = 672328
Level 14 = 782389
Level 15 = 672345

WARSH

STAR WARS (32X)

To use these codes, pause the game anytime during play.

limer Reset - Left, Down, “A”, “C”, Down, Up

Freeze Timer - Down, “B”,"B", Up, Right, Left

Piano Mode (Sound Test) - Up, Right, Left, “A”, Down, “C"

Note: These codes only work with a 6-button controller, hecause there is no way o pause the
jame on a 3-hutton controller.

Jon Lenaway - New Baltimore MI

Music _Processor (AaMP) 5.9
1994 Sega of America

bbbl

Song Mumber: 1

Advanced
w

Use Joypad To Select Song
Press ’A’ Key to Play Song
Press Start to EXxit

VIRTUA FIGHTER (SATURN)

Begin a new game and enter Down,
Up, Right, A & Left at the same time.
Yow’ll hear a whooshing noise to con-
firm that you've chosen Dural! He/She
is extremely quick and has many of
each characters’ moves.

ORMIBN+

DURAL
Gm

STAGE SELECT
STAGE SIZE
EXIT

At the title screen, where the words
“Press Start Button” are flashing,
press Up twelve times, press Start,
and enter Options. Youw'll hear the
“K0!” sample. Highlight EXIT in
options and press Down and A at the
same time. You can now change the
size of the ring and select your stage!

LTIMES CHREMPION 1 4WiN

iy 9959 LS bt Du“ 3
A JURAL?
e SET | - :

READY,

The winner will
receive a free game
console of his or her
choice. That’s
game console; 3DO,

Jaguar, Sega CD,
Genesis, CDX, SNES,
or Neo Geo.

Second prize will
win a free
GameFan T Shirt,
the game of his/her
choice and a one
year subscription
to GameFan.

Third prize will
win a Game
Fan T Shirt,

and a one year

subscription to
GameFan.

The Super Hocus Pocus Giveaway. Send in your codes, good
bad or ugly. We’ll choose one grand prize winner each month.
Codes cannot come from a previously published US magazine.
Winners will be drawn each month and displayed here in
Hocus Pocus, a place where cheaters can prosper
now, like never before. (Current subscribers will
receive a one year extension.)

Sylain Simard
Sarnia, Canada
Gerry Gonzalez
Inglewood, CA
Nhan Nguyen
Houston, TX

Hocus Pocus
5137 Clareton Dr. Suite 210
Agoura Hills Ca. 91301




agent Harry Tasker, it’s up dyb to prevent a nuclear holocaust and stop
the Crimson Jihad! Experience all the explosive intensity of TRUE LIES™—
including never-before-seen secret missions! All the action of the movie

megahit—and none of the romance!
Allaim’

entertainment inc

'| OF FIRING
POWER

TRUE LIES™ & © 1994 Lightstorm Entertainment, Inc. Nintendo, Super Nintendo Entertainment System, Game Boy and the official seals are registered trademarks of Nintendo of America Inc. © 1991
Nintendo of America Inc. Sega, Genesis & Game Gear are trademarks of Sega Enterprises, Ltd. Acclaim is a registered k of Acclaim Er i t, Inc. © 1995 Acclaim Entertainment, Inc.
All Rights Reserved. Screen shots shown are taken from Super NES® version of videogame.
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The #1 most popular fighting game
of the past two years is ahout to receive i
its second sequel, and smart money says g
part three will be three times hetter than the
previous editions! Mortal Kombat Ill. Need |

say more? -

Okay, | do need to say more....but what | N -]
won’t do is fill eight pages with meaning- R .. &P
less rumors, innuendo, and speculation. L™ '
Just the facts, Jax!

For starters, MK IlI takes place some-
where on Earth. The exact storyline is still a
mystery, but Shao Kahn is back. The
Outworld gang is coming to town...sounds
like Predator 2, eh?

0f the original casts of playable charac-
ters from MK I and II, only Sonya, Jax, Kano, and : - |\
Kung Lao are 100% confirmed to be playable inlll. £y Boon (seated) and
According to Ed Boon’s comments on the Internet, John Tobias Prepare
Liu Kang is highly likely to be in Il in some fashion, For Filming
possibly played by the same actor who portrays him
in the MK movie. As for the rest of the characters,
designers Ed Boon and John Tohias were consitder-
ing have them make cameos of some fashion, but
they weren’t talking at press time.

Why so few old characters? To make room for a
ton of new characters! Boon and Tobias don’t want

emmmmm@m%&m

s

Sneak Preview

Tony Goski: Artist for
Mortal Kombat Il

* : “
““““ w‘«&“ﬁ\ Srawnnes




Keno Prepares For Battle.

to get stuck in the SF Il upgrade rut, so with each
new version they always want to create a largely
all-new playing experience.

As for the characters...we’ll let the pictures do
the talking. John Tohias (I love this guy’s art) did
hand-drawn illustrations to show what the digitized
characters will look like. Check out that buffed i i
female who looks like Goro’s sister, and the new ggl‘ﬂeumes the armor
white-haired, black-figernailed vamp character! mansy(:g?age“ in the
Sexy, awesome, devastating! As for the T. Hawk ©s & hattles
lookin’ dude...looks familiar?

Additionally, the photos depict some heavy work
sessions from the making of the game. With Boon
hehind the keyhoard, Tobias behind the easel,
and hoth hehind the camera, you know it’s all
good.

We refuse to speculate on things like extra but-
tons, new fatalities, etc. hecause there are simply
no facts yet available. MK 11l is due to go on test in
Chicago in March, with a national arcade release
sometime this Spring. We’ll be there! (P.S.—Check
out Other Stuff for details on the home versions).
—Slasher Quan

Sonya prepares

€ count!!



»hEF 1 L | I\ " IN.CASE YOU ARE NEW T0 THE PAGES OF GAMEFAN, YOU SHOULD KNOW THAT WE REVIEW

GAMES IN COMPARISON TO OTHER GAMES ON THEIR RESPECTIVE PLATFORMS. ALSO, EACH.
GAME SHOWN IS REVIEWED IN DEPTH WITHIN THE ISSUE. SO YOU GET FOUR POINTS OF VIEW.

Nick Rox K Lee Nick Rox K. LEE

STARGATE o GENESIS  ACCLAIM ° 16MEG ¢ ACTION/ADVENTURE o 1PLAYER
et e e B L Tl

Stargate brought me back to| crpwics 9 | |As many of you may know, I'm not | Gapwes 7 | | The programmers at Probe work | aipies 8
those great Aliens days. This too fond of European games, but | their magic once again. The
game looks and plays just as|MSC 8 | |cannot disagree with the fact that this | WS¢~ 7 | | graphics are well shaded and | WS¢ 8
ood, if not better than that fine litle is pure quality... and without a the rotoscoped characters ani-
E genesis cart. It's got graphics, | CNTR0L 8 {'&".ﬂ.';'}'i’.,?.'s"fu2?51;"}':::7':{9:33 i 8 | mate very smoothly. What's | COWTROL 9
rlustt, ontrol, and lensth, ¢OM- | yyugy Q)| | mechanics are invaived here,such a | Ay~ © | | BVED better is that the questis |\ g
letel d long and it really draws you in
pletely covered. i) multinle weapons, puzzle overlones i
I'Il never get used to jumning | R 9 | | and much exploration of the massive | CRGNUTY 8 | | to the story. The music is areal, | groy 9
with the ‘A’ button, but I'll contin- levels. While the art and music may|————" | but it gets a little repetitive at
ue to make an exception whenev- not be for me (they’re decidedly timgs. | found Stargate to he a
er this team at Probe comes out Euro), the game makes up for it in polished well rounded game.
to play. design. Excellent.
CHUSADEH OF CENTY o GENESIS o ATI.US ° IGMEG * ACTION/RPG » 1 PLAYER
:mésuguﬂrvd lzfzn::l':sh‘;,}‘;';:;ﬂ GRAPHCS O | | Finally! Here's a game long, long, | GRPHCS 8 | | What a game. Centy provided | caaeics 9
2 g overdue on the Genesis - a Zelda- the Kind of enjoyment found in a ;
like this uame too much! As 9ot | jsc 9 | | oo Action/RPG. Although | Mse 7 game such as Zelda 3. The |"™* 9
further and further into Centy, | Crusader of Centy doesn’t sport i 2
realized, hey! this is going to end! | coxtRo. 10 the frighteni "V & of B contRoL 10 | | 9ramhics and music are very | conrroL 10
And I didn’t want it to... just like x".l"% "“'""' griects ““9'"; well done, the story is cool, the
aeilll:'ah ’;z)g(::fl;( hu;::dn% s::::;:g w10 ués;gn :r‘::' :h‘;'r:;':ﬂ“;:z:];::n M - 9| | quest is vast and I love the way | P 10
done it again! Corona is the coolest | NGNATY 10 | | and some of the most original | ghghuny § | | YOUr Character can perform so | o 4.0
character I've ever conirolled, and |———— | gamenlay ever for the Genesis. \————| | many tasks. More than just the
this game will be etched instantly The story’s slightly mundane, but sum of its parts, Centy is one of
in to my top 20 Genesis games of the gameplay will keep you rivet- those games that can consume
all time list. ed until the very end. 3 you for days on end.
PHANTASY STAR e GENESIS e SEGA ¢ 24MEG * RPG « 1 PLAYER
Ell;?'ﬂ l::lflllﬂzageﬂ'gg ;z;l?;sge\;':g GRAPHCS 9 | | The ultimate Sega RPG has finally | GhPics O | | This game is the Genesis’ Final | caipiics 8
testing the RPG waters with this| yuisc 9 anl:v:d. ﬁ::llm"h . \lr:as lmllsh-lrans!?len wsc Q| | Fantasy Ill gorgeous graphics, | e g
title, it's 85 hucks in a paper box and fas little connection to the previous 1 | amazing music, a fantabulous
i i i ames because of this, the game itself g -4 LA
with Xerox instructions, and the| covraoL NJA | | 9 01 this, the game sell | coyreoy NJA | | - - controL N/A
bonehead magazines have is the same and is undeniably one of the involved storyline and many
alr:addv done completely vv;:_r'(;lng e 10 | | greatest RPGs ever fashioned. The | M 10 | | original features like vehicle | Ptk 10
and damaging reviews. Wi raphics are beautiful, the music is
strikes against it PS4 will never| Ry 10 :wfmm and the non.stop ariginal | SN O | | battles and bounty hunting | gy 10
to as well as it deserves, and| T — _— ideas ma;(e {his cartridge an abslute . mamm | | SUb-guests make this a game
ettt Q)] | it s | Q| | o o e e | G D)
and done this is a GREAT RPG! chintzy packaging or not. Truly brilliant!
TERPLAY o ACTION/PLATFORM e 1 PLAYER
I've plaved the cart about a hun- | capiics 10 | | What is quite obviously the | GaupHcs 9 | | The impossible has happened. | Guphics 9
dred times so the excitement greatest platform game ever Shiny has taken a near perfect
has worn off a little, but Big WSC 9 | | cooaesichow in its final incar- | "¢ 7 | | game and made it even hetter. Not | wisc 9
Bruty and the new stuff hooked nation, but | can’t warrant giving L kg frawely/
me once again. conto. 10 s ! coNRoL 10 | | the shortest Sega CD loading time | covRoL 10
Whether you've played the cart ita higher score simply because ever but it's even faster than most
) ik 10| | we all probably own it already | RVl 9 | | 300 games, The cool €D tunes in | Atk 10
1 ok fiera 5 sTenen Kéro ta and this CD isn't quite worth the this new EWJ would have heen
:’:srlri?::atdall:l?gearl r?n";l:n‘ir:llsilhngl: theur 10 purchase if the cartridge is | ROMATY 8| | enough improvement for anyboy, | G 10
5 g = = gy but DP and co. added new levels |—————
:Il:ll:::,' sw:r::in Igllsa::’v:lgws.r;iex already yours... h_ut ] vou gun( - and even more appealing charac-
e el L vet have the original, this is an ters. Shiny never cuts corners.
ics + the tunes= buy it! absolute must-buy. Groouy.
I.DHIJS OF THUNDER o SEGACD ¢ SEGA e SHUUTING o 1PLAYER
What a great idea! Take one of | GRiphics 8 Unnqne ha"qh';!" l:i'muv thata wid;r GRAPHICS 8 | | 1 nersonally have a huge soft spot | GRaPHIcS 8
the hest shooters from the the | e g | | joy thatis Lords of Trunder but on | yugp @ | | ' SHOGIEF. and this is one of the wse 10
now defunct TurboGratx, (rest the other hand I'm disappointed by 85 BESters svor made_ LOT com:
¥ 5 g CONTROL 8 the fact l'hﬂl all these potential CONTROL 8 bines massive shooting intensity, CONTROL 9
in peace my friend) and port it users!wuntm: nl:vlﬂn? ll:le gamlt'a :I;e pin point control accuracy (a
to the “we ain't got many | Avkes 7| | U 0 Ve Blenoed to e Hall e Ynurues 8| | necessity in this game) and amaz- | WVEH 8
oters” a CD. Little i mas hurt the game a tad, but not ing CD tunes. Unfortunately, the
shoeiers? sesa G- Lt s Iwsl ) gupu sy {68 o2 et Ok wame a i shooting [ HSMUTY 7| | o are more washed out i nie | PRGN 8
in the translation. Some color | ———— i —— Unthis
g gt g ::;L",'; a;:us:f::] %er;e;i'c:;":"ﬂﬂei: version and the game seems easi-
is missing h_ul besides that it’s comes 1o PCE ports. Still an amaz- er than it was on the TG-16. Still, 5
exact. It's still a good shooter. ing shooter. its a good translation.
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OGRE BATILE o SNES o ENIX ¢ 12MEG » STRATEGY o 1PLAYER

::ls] um:m ahout, a card battle in the | gapyics 9 g:: :’ullh:angresa’:eissl '\:':sﬂ:f:%s “e::r GRAPHIGS 9 | | 1 cannot stress enough to you, | GRPkics 10
is long over do, not fo mention 7 how amazing this game is. All :
release of Ogre Battle, th : !
another game from the RPG masters | "'C 8 fantasy slrale!s'wega:n'; evnlar ?ngﬁ:l wsc 8 | e graphics are super detailed | WSC 9
al Enix. Oure Battle is a strategy  cowmpo, NJA | | &% Enix s tiony last brnoing M | coyrgor. NJA an ",',i",’“f;:,s f:,:,',','; anwor 15 | consoL NJA
: ! - gorgeous art, y h
fans dream come true. I's got| g | | beauteous orchestral tunes and |, .. g | | is amazing and Waterford does ... g
amazing 3/4 view graphics, intense g::euz a:'twg ;nn?:lsivnsell:;iuus a':d not have crystal as clear as the
: ; rent; s on the ice in thi
battles filled with magic, a great ORGMUY 10 |1 Fone “e it vou don't care that | OHGNm 10 ;::::;l;l:hlsnsﬂ::l:) (Are straleay | iy 9
plot, and fitting music. These ingre- much for strategy games, lile me, a : s
dients are SO important in a strate youllleve K. By i ewand fhos b LR L
s l" ' oW up a few weeks to spend with this Fantasy .1l was to RPG’s.
setting. 0B’s got ‘em! joy game. Groundbreaking!
METAL WARRIORS  SNES  KONAMI o 16MEG  ACTION/ADVENTURE ¢ 1-2 PLAYER
Anyone who dug the great Gmwscs 8| | I'malittle disappointed with this | gaspwcs 7 | | 1 had fun with this game. The | Gapkcs 7
Cyhernator will be overjoyed with game. While Metal Warriors isnot overall theme of MW gave it the 2
Konami's sequel, Metal Warriors. | MUSIC 8 | |an outright sequel to Cyhernator, MUSIC 6 look of Konami's Cybernator, hut | HUSIC 7
This game is similar, but has fea- MW is too close in concept not to not quite the execution or refine-
luresglhal male it different than | % 8 | warrant a comparison. cowrroL 8 310!:1':1‘ ‘;'S'i'é H": :;:’n‘:gif:na:;t"m cowhoL 9
the first, including being able to g | !0 the areas of music, animation| e 9 || g gets downright cheesy at | RIEK 8
climb out of your mech. and blast and graphics, MW is good but not limes. MW could (and should)
away! The music, level design, | oGty 9 | |@s good as the big “C”. But alas, qyewiury 6 | | have been a little bit more pol- | ONGHALTY 7
and graphics, are all of the same ————— | MW was programmed in America, ————— | jshed overall, however the forgiv- | ————
high quality and the 2 plyr. fea- not Japan like the first game. A ing gameplay, 2P mode and mul-
ture is a nice bonus. The SNES cool game that could have been anIe mh;lsumake up for some of
keeps rockin’ even cooler. the rough edges.
TRUE LIES * SNES * ACCLAIM  16MEG e TOP VIEW SHOOTER e 1PLAYER i
True Lies fills a gap on the SNES, that | caapycs 8 | | Oh Joy! | enjoy being target | cawhics 7 | | Here's a case ;vhgre a '“"‘:?3 aRAPHICS 7 .
being the top view action category. It practice for a bunch of comput- license is made into a soli e
0 the ton view action calegons. 1 © oo 7| | &y thugs and dodging bullets it | WS¢ 6 | | game, (somewnat of a rarity | wsc 7 il
tdoes a good job too, but oh my, is it | hurl. On the serious tip, TL these days) but the overall expe- Syt e
hard in the later levels! Arnold is | CNTR0L 8 | | was frustrating on two levels. |COWTRL 9| | rience is crinnled by the high | coithoL 8 !
! The game is I:(Inl:enluallv solid | level of difficulty. Now don't get
drawn like a midget (no offense) but | puied 81 | e linie wraphics and | MY 8| | me wrong, I enjoy playing a | P 8
e looks pretty cool, Tom’s along with bl ic left game you can't heal in one day,
J onGwury 8| | unmemorable music left me | gonury 8 | | put there's a difference between | ORGHALTY 8
commentary and the goons die ina | ———— ;’:I:“J;'l‘:e';‘s“;eh-““;: llh:‘ie“'l‘;'n“s“ ——— | | challenge and frustration. Unlike | ———
= ; . e1sa T Super Battletoads, for example,
sourting pool o' hemoglobin. Greal ’ 9 sible side..jeez. Arduously ’ o TL is not quite a good enough 7 3
movie, good game. strenuous. game to justify all that pain.
GALAXY FIGHT o NEO GEO  SUNSOFT o 170MEG © FIGHTING * 1-2 PLAYER )
he first thing 1'like about GF are the | copyes 40 | |! thousht the limits of the NeoeGeo hadf geroios 40 | | Sunsoft has made a spectacu- | GRiwhcs 8
awesome characters. One’s a meaty been reached, but softs like this and the Jar Neo-Geo debut with Galaxy '
emale with exaggerated features and | yysc 9 | |upcoming Pulstar from Dino are quickdy{ wusc 10 | | pion ™ ny tirst. the game drew | "¢ 9|
one's a comho-crushin’ robol. In other i ini ght. kA 2
omuo-crushin: C changing my opinion of Neo hardware. by virtue of great music
ords, originality is alive and well inf controt. 9 | |y ; il CONTROL 9 | | Me In by virtue ol g ISIC, | conmor 10
+ e At This game has five parallax scrolls with a
Galaxy Fight. The second thing I like is deep line-scrolling floor... and everything insane line scrolls and unique
he smoooth zooming camera effects § iR 9 Myt 8| | characters. However, where | Pkt 9
hal make ‘Art of Fighting’ look scales! Near-perfect gamepiay, art, and GF ‘shlaas s i its.playabilify
chunky. And finally, this game just | ORGINALITY Q | |music don’t hurt, and this game’s got ‘em.| orgmauy 8 b DalaxyiEiont. oatlina i sne-. ORIGINALITY 8
nlays extremely well. I'd have to say | ———— Hopefully this joy-title will be releasedj—————— 5 y Fight, p 9 T
hat Galaxy Fight ties Samurai 2, as with the American NeoeCD, so that you cial moves and cool comhos is
my favorite Geo fighter. I can’t wait for 100 can experience the bliss that is a snap. Another great fighting
he CD. : Galaxy Fight... way.to go Sunsoft! game for the Neo-Geo.
TEMPO o 32X o SEGA © 24MEG o ACTION/PLATFORM e 1 PLAYER
empo’s a hard one to call. IU's a | caaphics 8 | | This game would have been fif- | crapnics 8 "fi':i:‘e 0“'::;';:'0[:’;‘:“'::0“*:!1'0‘:%“5 GRAPHICS
cool game, but not all that 32-bit. teen times better if Sega had -hop I , | foun
> " iwsc 5| | 1ost the painful rap and hip-hop | Wisic 3 | |10 be unigue and aclually enjoy- | yusic
he game revolves around music... throughout the game. Tempo able. We all agree Tempo is of
but the music hurts. The graphics | CNTROL 8 | | himself is a cool little charac- | CONTROL 8 h:u;l;)r( quality llTl:{l the first batch | contRoL
i . ; 0 games. This is an impres-
and gamelay are pretty high quali- |, 7 | |ler, and much of e Game I |\ g | |iye game-there's color aalore, | Ry
y, especially for younger lads. If highly original and very much movement in the back-
; i SR 9 | |Japanese - all the more reason 8 :
SOA woulda’ gone wit' techno I'da’ | ORGINALITY 1o lose the lame American ORIGINALITY grounds, cool special FX every- | ORGHALTY
liked it a whole lot more, but, in the tunes. Despite Sega’s claims, where you look, and Tempo him-
¥ = A ‘ self has personality to burn. |
end I just think Tempo’s OK. He sure Temuupwilinetimeyoy)out would love to see asequel done
ras smooth rotation! mind. on the Saturn.
AFTER BURNER © 32X ¢ SEGA ¢ 16MEG * SHOOTING * 1 PLAYER
After Burner is a perfect transla- | gupycs 7 | | Despile what Skid hastosay | GRaehics 8 | | 1 am totally amazed!. | cannot | chipiics 8
ion... of a game that could have about After Burner, 1 still consid- 7 convey to you, how perfect a 8
stayed buried forever. | have a | WSCFX 8 | | o 1o ne one of best and most | MUSIOFX !ransla:;unnnlle:l I:'lllrn_c:lrl elzst: HUSICEX
“new” 32-bit system with TWO ground-breaking arcade titles swear to you, all the i .
i ONTROL
SH-2's in it, right? So, why can't | U ever and thus still guite fun cowthoL 8 qam:zjnlav, elvervugranmcl, evlen: 9
et a more recent arcade port? | | AUER 5 | | today, let alone nostalgic joy. It | At 7 :;:'::uisna-m:l ?sa:nsz}'f{gweﬁﬁu Il;' auy 8
played this to death years ago. oGk 4 | | yowve never played the arcade | . 7| | cated on the 32X. Trouble is, | gamury 7

Left, right, shoot, fire!, fire!, zzzzz.
Sega, read my lips, Stadium
Cross, Outrunners, PowerDrift,

Galaxy Force...

70

game this carl is amazing...
hardware scaling galore and
very good 3-D, not to mention a

great game. A worthy purchase.

83

the game is so ancient, you'll
need a good memory and a dose
of nostalgia to give a hoot.

- Melancholy.

79




WHY ARE YO
WASTING YOUR TIME
ON THESE MERE MORTALS?

ALL THEY EVER DO IS PLAY ¢

VIDEO GAMES. WHY CAN'T
| HAVE MY OWN COMIC
LIKE ALL THE OTHER
SUPER HEROES?

VHY “TEAM
GAMEFAN',

TERRY? VHY NoT
“THE, ADVENTURES
OF POSTMEISTER'
THINK OF IT. T COULD

BE THE BIGGEST THING EVER!
\E. COULD DO AN EPISODE oN
1OV TO TEARUP LAVNS, ONE

ON THE WONDERS OF MACE,
oNE ON




LEAPI&G LIZARDS! SPIDEY'S FLAME ON! THE HUMAN TORCH™ SPIDEY GETS THE
CLEANING UP THE SEWER. HEATS UP THE BEETLE™! “JUMP KICK” ON VENOM™

e

]
Spider Man® and all other Marvel Cl and the distinctive il thereof are of Marvel Entertai Group, Inc. and are used with permission. © 1994 / Y
Marvel Entertainment Group, Inc. All rights reserved. Nintendo, Super Nintendo Entertainment System and the official seals are registered trademarks of Nintendo of America, Inc.
© 1991 Nintendo of America, Inc. Sega & Genesis are trademarks of Sega Enterprises Ltd. All rights reserved. Acclaim® is a registered trademark of Acclaim Entertainment, Inc. © l -
1994 Acclaim Entertainment, Inc. All rights reserved.
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N = | Bl
oes anybody remember the ﬁennﬁelﬁ;ﬁl Tenesis q Yo to iﬁm 0a vmerga ¢ Screen, the
-Rliens? If you do, I'm sure you have fond memories. Well, pre- ~  reflect the actual actors. If you're a ‘fan of the movie, this f’eéTTsﬁl e
“pare-yourself to play an equally joyful game ohviously created by  really helps get you into the flow of the show. The enemies in
-the same team of talented designers arjd programmers, Staruate. - Stargate-are impressive as Weil mnlrgh they are imt mhnv ol Oy 5;

‘ §

AEEREY

- +Like Aliens, Stargate is as non-lingar.and adventirous as ;;; ., (maybe eight !“ all), they, look an fammale very « 'L

;Ganesgs@ames come. It also features stellar rotoscoped. ..~ | 4% th;allstlcallv...ixaenunr tite. gulsnnﬁmﬂm armadlﬂ mey i, .J*‘

;gtzm‘i:s. hich surgaSs any thatuye syzmM&«syﬂem 4 ju Mnuk ma'p Silly.: s : E \ ‘

2 (1] i woE e = "1y AT S ¢

i ’SW&,& t;:i)munsed of many mlss,wlr wnlcn you

jwm receive as you progress into the game. Youw'll ‘s

conduet massive exploration while dealing with i . holding ‘C’ allows you to fun.

nasty beasts from the deserts, caves, and o A Kurt can hang and climb up ledges, snpﬂar to

dwellings olihe movie’s version of a Ioslﬁ ogiill | oty % the ever-popular Prmcg oFPersla le can also
Egyptian‘city on an alienworld. | ¢ \ | Blimh up ropes and vines. The animation an
Inthevame Kurt looks like-Kurt, and. - 4 TR these movements-is-utierly-periect. nnce J“‘

Jamesloo ks like James. Even. % , A t-get s gmhei%lr kyou

ook ;wm
LHELELE

' -rmlviMr a 16 MEG » 1 PLAYER :
[LLLL] l: ACTION/ADVEN. |

- - 1 - e sl , ;
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X-Ranza/Range! any
iy m o himselt “Wow! When will l

be abl nI:V a new Gau game?” Those
gamers have had their wish granted - well,
sort of. Gau is dead, but from its sooty ashes
rises its newest form: Nextech.

In Crusader of Centy you take the role of

| Gorona, a hoy caught i
of his own puberty as he
" into his uneenm ar

with the help of his sword, nassed on hy the

noticeahly absent father figure. | know what

you're thinking: “Okay, okay... nice piet, and
I's Zelda lI- esuue.. but to i

the exact same
elda Il seemed to
na also fravels up into heaven
* where another obstacle course exists that hin-
‘Need I say more? Well, in any case, | shall: ders your way from proceeding on to the far-
“The Animal Friends that Corona employs as thest reaches of the afterlife. There you'll meet
“items,” are acquired mmughm"@uame jn _deceased Animal Friends and take the Nestea
various dungeons ant : Plunge onto platforms that
other places reveal
more and more of lhemsell

* ANIMAL FRIENDS.

“equipped” tw at a time,
all have special powers,
; amnle, some of

ans cheddar residue; a flamingo tha . J-
accentuate the power of whatever other Animal '€l even more so lha I, and some
Friend is equipped; and an armadillo used for scenes are wildly fantastic = fighting the drago .

ing around like a block, just like allrep- in Heaven, a
s use their armaillg

g
rea"v qu“e himsical and he’s a great all- ingested I.Sll 0l aﬂtua“v "erd the toad. "%
around companion. The great thing, though, is were a year ago, I'd be required to say, “Whoa!
that the animal friends are easy to control and " '
do what you wish, unlike your companions in
§ the “other” recently released overhead
Genesis adventure, Beyond Oasis. This also
holds true with Corona’s control, whichis
insanely tight. He s ‘got all of the basic adven-
his jump, in which his
, IS super-precise.” ¢

ime. Corona finds himself ¢
ations. For instance, helore ¥
: agic sword, he’s got to go

“Ihrough the three levels of of a giant training

ATLUS * 16MEG
el 7 ACTION/RPG « 1 PLAYER  ’
IR t____AVAILABLEMARCH  }
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Japanese version, Neogenesis Ragnacenty was

released, whereas the
between the Japanest
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Jommonplace ne
nesis!” Well, very nice,
hics is rather keen. The boss-
ge directions!

it has that special “aura 2 fact
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i g“ fotlego * Looks liKe you're bad
! N0 A policenan’s life is at everything you do.
z 4 \% har: 2“5'18; ':m :” Too bad. No one crosses
) / ny hard work, | noKe 3 ) 4
i )\"} %k’ only a peasant’s Wage" ne. Ginme the Keys q
-i \ 'I'ii e Y COST OF TICKET FOR GAME OVER ‘
N PLAYER A -$400 3
-g :
£ 3. 010010016016 0100 | . S
H 1IN TN TN TR TN IR TR TR INNTR
2 2 s g The rules are still the same: strap on the lead nads ” A
Watchout for the cops! Meaner and go as fast as you can, rub out all other riders Geez! falk alloql kicking a guy
than ever & ugly too! and try not to get busted in the process! when he’s down!
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ELEGTRDNIG ARTS ¢ 15 MEG 3 Harlev-navldson or a Ford pick-up truck, you

RACING » 1-2 PLAYER r can actually tell its a Harley or a Ford.

AVAILABLE M AHGH 4 Everything’s digitized including you, similar
=10 the godly 3D0 version.

v \ The lramtlnnal RH blind jumps, road lull and pavement obstacles are still present,
I've heen a huge fan of { but in RR3 they’re more frequent. So hitting a car, or varmint in the road is more likely
Road Rash since it first came out f' ‘ Z=5:2%  Inthis version, resulting in higher difficulty and deeper gameplay. Also, once you grah
on the Genesis in 1991, | loved. . | S==== 2yl i aweapon from another biker, you keep it throughout the rest of the game, so grah a
the incredible scaling effects, {2~ 2 ¢ good one!
varied tracks, and in particular, ¢ s mes . F o The computer rashers are now more intelligent, more aggres-
the instinctive gameplay. Now 5 oA, ; e sive, and much more difficult to pass. | found that in ordet to
it’s 1995, and rashers have a newi T . he competitive in RR3, you hest find a weapon to keep the nas-
game to contend with: Road Rash Sttt . ties off your hack.
3-Tour de Force. In this, the third variation on the Road { * If you and a friend want to play together, the two of you can
Rash theme, players race their machine’s around the world. & . race against each other alongside the computer rashers in

As | picked up the controller and attempted to get a feel for ¢\ split screen mode, or race against each other without any
the hike, that old Road Rash feeling came hack into focus. CPU hikes on the track. The frame rate however, does slow
Even when you ride one of the worst handling bikes in RR3, i
there is a sense of precision and control that inspires confi-
dence.

With RR3, not only do you experience different feel and per-
formance parameters with all the various hikes you can buy, you i
can even go one step further by purchasing different body panels, @
suspension parts, tires, and engine enhancements-a new feature. \=>"

Once I got the control wired, | started to look around at the scenery. What
did I see? Well, there’s definitely a lot more ohjects on screen and the
granhlcs are more detalled For example, when you scale up to a police

et N

.~ One last little bonus are the cinema’s when you win or
Inose They may not be 32-bit hyper gnarly graphics bhut
@, they sure are funny! Next
v . month we’ll review RR for the
% Sega CD. See you then!
-K. LEE :
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The highest power in the realm of Sega RPGs has finally been reached: Phantasy Star: End of the
Millennium is here! Never before has the Sega RPG gamer experienced such fantastic art, music, and
gameplay, and the levels of joy reached while playing this title may cause even the oldest RPG hand to suf-
focate with the absolute magnificence of it all.

The Phantasy Star saga is without a doubt my favorite Sega series, and as every RPG fan knows, he
doesn't like people messing with his series.

Unfortunately, that's what's happened here. Aimost every name was changed, and changed painfully: Why
change Rudy to Chaz, Fal to Rika, Pyke to Gryz, Slay to Rune and Lyla to Alys? Much of the game is mis-
translated, too, leaving little relation to the original Phantasy Stars: In the first twenty minutes of playing you'll
come across three glaring mistakes - Palma’s called Parma, Dezoris is called Dezolis, PS1’s Dr. Luveno is
Dr. Lubetz, Alsulin is Alshline, and the list goes on and on. C'mon, Sega, how hard could it possibly be to
have your translators play through the first three Phantasy Stars if only to retain continuity? Forgive me for
ranting about this, butto me the most important aspect of the RPG is storyling. To make such obvious mis-
takes is just... silly. :

Enough of that... on to the actual game. Unlike other gaming magazines seem to say, PS:EOTM is one of
the most original RPGs I've played in a long while, with plentiful original ideas: Attacking from vehicles, com-
bining two or more spells to form a gigantic, hot-death-dealing, color-cyeling, “combination attack,” bounty
hunting-style subquests, space travel, full-screen anime cinemas every couple hours, etc. etc... obviously
the “other guys” played through only the first scenario of the game: The graphics are gorgeous, the music is
some of the best I've heard in a while on Genesis, full of batchin’ samples, and the game exudes nothing
more than pure, joyous power. If you're a fan of the series, you have no excuse not to purchase this game

now... even with the obvious mistakes. If you're
an RPG gamer who's never played a PS
game before, you owe it to yourself
to experience the series’ majesty...
- ™ 50, in effect, no matter who you
e« are, the purchase of Phantasy
Star: End of the Millennium is
< required! - N.Rox
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And the name of that castle
is Zio’s Fort!




Geta rip your truslv broadsword
enter a harsh world filled with |
Ceresses,
fighting. The game’s Wea
the Barbarian fan, your fighter bas ar ve !
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Three Characters.
Two Outlaws.

Action/Role-Playing!
One Serious Mess.

CD Animation!
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The ultimat® SEGA

THIS OFFICIAL SEAL IS YOUR AS-
SURANCE THAT THIS PRODUCT
MEETS THE HIGHEST QUALITY
STANDARDS OF SEGA™. BUY
GAMES AND ACCESSORIES WITH
THIS SEAL TO BE SURETHAT THEY

ARE COMPATIBLE WITH THE SEGA : : ™
s o L @w;am&;/o Lo 77/

CDR SYSTEM. g ANIVIATED VIOLENCE

SEGA AND SEGA CDARE TRADEMARKS OF SEGA ENTERPRISES, LTD.ALL RIGHTS RESERVED. Original Game (C) 1991 FALCOM, Reprogrammed Game (C) 1994 SEGA, English translation (C) 1994 Working Designs. " Popful
Mail" is a trademark of Falcom. Twice the fun and half the fat of the leading brand! Licensed from Sega Enterprises, Ltd. by Working Designs, 18135 Clear Creek Road, Redding, CA 96001. For a dealer near you, call (916) 243-3417 ext. 190.
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" you can also select
the hidden charac- *
ter, Ryo Sakazaki,
without inputting a
secret code. What

one that features ,
¥ plenty of technigue, good conirol and cool cumhus
Well, JVC may possibly have the answer to your

" prayers with its Fatal Fury Special translation, com-
ing from the NeoeGeo to your Sega CD. This version:
| is very close to the original, hut a few missing
touches and details keep it a ways from perfection.

With the added memory capabilities (over carts)
of the Sega CDand the 150 megabits that make up
.the arcade Fatal Fury Special, you would think that
the two together would he a match made in heay-
en...well, | wouldn’l go that far.

On one hand, the sound is fantastic. Allof the
sound samples and music of the Geo FFS have been
digitally recorded and directly transferred over o
this SCD version. The voices are super sharp.

The game play is great, too. Not only can you
select all 15 llghlersfnund |n the arcade game, but

‘..- .....
]un-...-_:

really separated FF
Special from the older FF2 (other than the abili o
play all the bosses) was the improved control an
playability. Again the SCD is close o the Geo, and
performing multi-hit combos and secret moves i
a snap. !
Despite the positives, there are a few things
ahout this game that hother me. Take, for instance,

‘excruciatingly long cn access nglween fights.
It’s really just in the little details where FFS CD
stumbles, but they are still significant flaws. FFS H]]
could’ve heen a slightly hetter conversion of the
arcade game. It's the details that make a great

P s e s R it SRR e

Wolfgang Krauser
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e - i i
- SEcaAcp - e Right from the opening belch, you'll know Earthworm Jim Special & ot
”F’WE\; Edition is a platform masterpiece so damn good it’s disgusting. Z PL:\'}I‘%?II;\III.&Y{S;IH\':EH “’;
- i

Developer Shiny Entertainment reaffirms its commitment to excellence £
with this greatly enhanced SCD version. Just a few exira levels, Fiaaans ‘“’A"'ABLE Now s
S— smoother animation, and mega-rockin’ Tommy Tallarico :

I 4 tuneage go a long way to dispelling that shovelware stigma
| attached to the Sega CD.

| By and large EWJ SE is ahout 80% identical to the Genesis
| version, hut the extra touches and new features will hook you
‘4 faster than fish bait. Get set for a full-blown all-new level, Big
Bruty. You gotta outwit these big gnarly junkyard dog-lookin’
creatures who go nuts when provoked. What’s great ahout Big
Bruty and all the levels in Jim is how well-balanced the action
is hetween fast movin’ reflexes and brain tinglin’ puzzles. It's |
nothin’ that requires a high school degree, but if you thought it =~ %
had all been done hefore in platformers, think again!

My favorite aspect of the disc is the awesome all-new music. i
It’s just so perfect for Jim...it makes you laugh, it makes you -
scared, then it makes you laugh again. On one level the theme starts out dark i
and foreboding, then a record-skipping sound plays and the music switches into i

A alight, breezy, upheat ditty. All this happens while volcanic flames scorch your
. hide and ghosts chase you down perilous cliffs! While some Game Fans prefer |
. the cart’s music, I go for the clarity and brilliance of Tallarico on CD.

It’s hard to think of a Genesis/Sega CD platformer with sharper, cleaner,

mote fluid graphics, so | won’t even hother trying. New additions here j
include a hilarious pencil test animation at the title screen and scanned-
art intermissions.

Nitpickers will have a lot of time on their hands, because it’s hard to
find any faults with this game. The loading time is minimal, mayhe five secs
hetween levels. There’s no loading at all during game play! I think the control
could have heen oh so slightly more precise
“{ at times, but that’s barely worth the band- |
| width. A password feature rounds out the list
| of new-and-improved.

Sega CD gamers who own and love Genesls
Jim should definitely check out SE. It’s not an .
all-new game, however, it is a wonderful new
experience. -Slasher Quan
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atest tank sim is RDF for Ihe Sega CD, and I would have to say, |l lonks Ilke il b 2 one the hest games in its genre. RDF isan mlense
s combat experience.
From the cockpit perspective you get an excellent sense of dimension, meaning it's easy 1o judge how far away another vehicle is when you shoot
t. Since your tank is not very quick and agile, you will often find yourself trading blows with the enemy. Your armor is pretty strong tllpugll so that’s i
not a problem against a single enemy. But yow’ll find that the had guys quickly mulllnly in each subseuuenl level (15 levels in all). As ynu get deener ' “
nto the game, it hecomes incredibly difficult to survive the massive bar- , i e
age of guns hiazing your way. When you get low on fuel or your damage — = _ L ;
_meter gets too high, you can destroy a supply truck to replenish yourself.
. You have to be strategic with your attack plan, because the supply trucks.
are few and far between. If, for example, you replenish your fuel supply too
smm. you may run out of gas hefore you intercept all your targets. If you
repair the damage to your tank too early, you won’t be able to take as many
its and you won’t get very far in the game. RDF rewards patience.
. It you’re a fan of tank sims or just looking for a good game that com-

' ines strategy vilElh shooting skill, give nnr a trv lt was a great experience
or me.
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Dust off your sﬁhrds, shlélus, and TurboGrafx-16
controllers...PSYGH! Dungeon Explorer is similar to the
action/adventure maze masher you remember from the heyday (if
\/d’ lhereI Iever wasdone) of ltllie I(|§ -16, but this time it’s on the Sega CD. This
!'i'l'!'!'! gzlmlll[lgisll mamenemne Vo edition is still overhead-view, hutit Ieans much heavier on Gauntiet-style action j
2 B “’uﬁ w15\ than on RPG and dlalogue :

?o‘o

ro g7/ and monster fighting.

ik 255/  Two or more players sumultaneou%l ; Iwnse from several medieval character
el | ' glasses, such as knights, wizards, monks, and elves. Then it's off to delve into dark,

i dagk, multi-level dungeons which are constructed very similarly to the mazesin

tk &7/ Gauntlet. Monster generators must e estroyed, traps sprung, keys procured, and
== _., i all' manner of potions imbibed if you wanna et out alive. It you make it, there’s
ill‘iilililililil'llmllirhllrl i also a massive countryside to explore complele with to i
The controls and movement are even like Gauntle Your hero
» Can move and shoot in eigh
& definite strategy in almmg your shats,
i thick-skulled monsters in. reuﬂons, and wip
ing out the generators. Il:ggme Gauntlet, you can devel-
{ op your character with experience nuln!s and new

weapons, and you can save the stats to battery.
Dungeon’s araphics are generally
adequate. The dungeons tend to be depicted in single-
color themes, but hey, Gauntlet is a mid-80’s game an
i Dungeon Explorer’s graphics cenamlv aren’thetter th
i Gauntlet. Excent, of course, when you're treated tn
i SCreen cinema unnlg entering a new dungeo
While the art isn’t tot ‘,‘n ts;al;,ging. the animation is sur
prisingly good. The small sprites movi th more than en
like the litile heasties...until they slarl*pnlind g you over the head with their clubs.

Explorer’s CD music Is quite good. Iit* d crisp enough to bring out the
wanderlust in anyone. The sound eﬂe 1S Ggre )kay, but the voice t:uqln have heen a
ali‘iiile “Dungeon Explo need& he

ﬁ FAST
ANULET

sampling rate, badly!” "
If you want a GD-size Gaumleb or

'l Geld
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I am a die-hard shooter fan, and one of the finest games in the genre was the TurboGrafx-16
Super CD’s Lords of Thunder. Featuring an original concept and theme, amazing parallax, art,
control and some of the best music ever heard in a video game, it quickly won a spot as one of
my favorite games of all time. When | heard a Sega-CD version was to he released, naturally | -
jumped at the chance to review it.

The storyline is rather mundane, but some country called Mistral is being invaded by the evil
High Priest Sornbul, and as Duran, the last descendant of Drak, you must defeat him. Fortunately,
Drak’s armors - those of Fire, Wind, Earth or Water - are available for your use. Just one ques-
tion... why change such a neat name like Landis (the TG-16 version) to a fruity one like Duran?

There are a total of seven stages in Lords, each grouped by element. Depending on which stage
you enter, a different armor should be equipped: For example, if you enter the fire stage,
Liamarada, it would behoove you to equip the Water Armor. Likewise, the Earth armor would
make the most sense for the wind stage, Cielom. Before you enter each stage, you're greeted hy
a hyper-breathy shopkeeping tart from whom you can purchase any of the myriad power-ups,
such as exira life, hombs, shields, etc. with _ :
cash you've gained from other levels.

The shooting action itself is slightly easy
on the normal level, but well-nigh impossi-
ble on the hard and basically of kill-your-

- self-difficulty on the Super level. Any semi-
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experienced shooting gamer could beat Lords of Thunder in a day, (on the Normal level, at least)
hut the ride is more than worth it. Not only is the game’s concept highly uncommon (getting close
to enemies allows you to attack with your sword, and your character ¢an run along the ground if
you so desire. Plus, each armor is totally unique in its attacks and bomhbs) but the truly batchin’
part of LOT is in the presentation.

The graphics in Thunder are fantabulously joy-speckled, with plenty of parallax and constantly
changing scrolls. No level has the same scenery for more than three minutes. Unfortunately, some
of the color has been lost in the transition from the TG-16’s 128 colors to Sega’s 64, and HAM has
heen used to compensate, but unfortunately the yame always seems to he flickering minutely - a
drawhack of the hold-and-modify technigue. »

Now for the music. Ah, the music, what joy! Composed entirely of hard rock, Thunder’s tunes
are the perfect shooting score, and without doubt some of the hest tunes to grace videogaming in
quite a while. Sound effects are good, with many sampled shrieks of pain from the bosses and
your character, as well as the aforementioned breathy samples of the shop chick.

All in all, Lords of Thunder is truly one of
the hest shooters ever, let alone on the
Sega-CD. The near-perfect mixture of art,
music and action will satisfy even the most
demanding shooting freak. -Nick Rox
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| mation, average graphics, bland enemies, and limited movement you'd

|- with straightiorward exploring, item-searching, and shooting. From
' there it’s basically all downhill.

| -1993 for the PC (and-more recently for the 32X), Doom proved how - - ]
-tiverse and realistic' 3D movement gan be. The hest part was being able {i

= Domark hasn’t been doing their homework for the past two years,

| shooting with no dodging. What a hore!

"l 1t! The same can’t be said of the graphics. The game seems to have

| then you do it all over again. Finally, you kill the boss (the same reactor

. ambulance. -

‘i about games you shouldn’t have wasted money on,-you

- would call Battle Frenzy average. If not, save your dough for

Salurn —Slasher Quan
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frenzy

Why is it that all Doom clones range from mediocre to -

worse? Why can’t these companies put a nickel in the Xerox machine
and get it right? Domark’s Battle Frenzy for the Seya CD (ported-from. ~
the Genesis) is a substandard 3D action/blaster with all the choppy ani-

expect from a weak Doom knockoff.

Battle Frenzy kicks off with a well-rendered cmemallc intro delallmg
how the-aliens took over the moon hases and now it’s up to you to blow
‘em away. The game play is decent, placing you in fitst-person mazes

The higgest problem is the pathetic control schematics. Released in -

to turn normally, strafe left and right, and/or dash fast. Obviously

because in Battle Frenzy you cannot strafe or dash. This eliminates -

almost all possible battle strategy and turns the combat into mindless

After you notice how limited the controls are, you notice the anima-
tion. Or, you almost don’t notice it. The screen chunks forward so

annoyingly you'd think this was Doom on a 286/33 PC.
~ Rbout the only saving grace is the music. It sounds like a 1982 Casio
keyboard “best of” selection, but it's techno-funky and | actually liked J}

low-res, 16-color artwork. It could be worse, but not much.

Finally, the game play itself is pretty repetitive. There are no surfaces
or stairs to explore, just flat mazes. You enter a room, find a key, open
the door, shoot some rohots, the game sloews down, the rebots die, and

over and over again), then have an 80-second countdown to refrace -
your steps and exit the level before it self-destructs. Right around level
two you'll have a case of deja vu so had you'll need to dial 911 for an

There’s also a two-player versus mode. You go head-to-head in a’ =
split screen mode that’ll give you a splitting headache, because with - |
touble the players on the screen, the yame’s ahout half the speed: |

If you love 3D shooters and like to be generous with your praise

hoth of the Sega CD games that are worth buying. Or just
| put if in the bank and pull it out this November and buy a




" Here’s the infamous cancnm wrestler, ) e
-~ Saturday Night Slam Masters. These graphics L—

" look mighty impressive for the Genesis. Let's

4 hope the ammatinn and gamenlav malcn em.

Wuw' Road Rash C cn has aII lhe neat FMV allracl sureens Irnm Ihe 3D0 game, nlus many of lhe cool tul ;
game’s real gnnd foo! We’ II review it next month... | hope lhal guy’s 0K
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&'y ¥ The amazmg Genes1s game due uul in 1 May, Balman & thm. has heen sllrunk duwn fo m Ihe Game Gear. If it's as good f
ST - the Genesis I'll be in handheld heaven... if there is such a place.
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' i here are due out August 25th. The 3D0,
Jaguar, 32X cD and Saturn v § will follow in mid November. Original code develnned for the arcade version
is being used to create softwar@¥@kthe home versions and will be re-work E
strengths. The goal is to have dtforms look and play like the arcade. T




fhe Unoderworlo

NOW that you've mastered games like Breath of Fire™ and Brain
Lord™ we think you're ready for a role-playing game where the
sun doesn't shine and the monsters grow big, really big!

In Brandish, you stand accused of murder, being pursued by a
fearless bounty hunter looking to collect the reward. About to be
captured, you fall into a deep underworld maze filled with dan-
gerous traps and deadly monsters including: giant crabs, headless
fist-pounding warriors and fire-spitting gargoyles. With the
bounty hunter still hot on your trail, you must navigate your way
out of the mazes and back to the surface ASAP. Our only advice:
stay alert, well armed and always moving upwards!

' NAVIGATE YOUR WAY THROUGH FIVE
TREACHEROUS LEVELS AS YOU FIGHT TO

RETURN TO THE SURFACE
" DEFEND YOURSELF AGAINST 55 DIFFERENT
MONSTERS FROM THE UNDERWORLD
KEEP A LOOKOUT FOR TRAPS THAT WILL
SEND YOU BACK LEVELS OR TIME WARP YOU
TO A NEW LOCATION
SEEK OUT MORE THAN 50 DIFFERENT
ITEMS THAT WILL HELP YOU IN YOUR QUEST

Visit THE MAGIC, WEAPONS & ITEM
SHOPS FOR USEFUL MERCHANDISE & ADVICE

KOE!

KOEI Corporation, 1350 Bayshore Highway, Suite 540
Burlingame, CA 94010
Brandish is a trademark of KOE! Corporation. Nintendo, Nintendo Entertainment System,

and the official seals are trademarks of Nintendo of America. -
Breath of Fire is a trademark of CAPCOM Co. Ltd., Brain Lord is & trademark of ENIX America Corporation.

Narrow corridors &
rolling boulders are a
deadly combo

Some underworlo
characters give helpful
advice for a price

KIDS TO ADULTS




Nintendo®

Introducing the GameBoy®Play It loud"™ Series. Five killer new colors and a cool,



Nintendo®

clear storage case with room for five of your favorite games.

(Nintendo)

(Hair dye not included).

intendo of America Inc.
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Prehistorik Man. is near-
ing completi other greaﬁsma game is on the way!
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‘as much an adventur ‘as it isa mﬁormer Throughout Ihe game you
_will meet fellow tribesmen, selected fo aid you on your journey, like %%@Iacksmlth
hunter, elder, and your Iulurem hupetullv They may have a We or vehicle to
Lthe tet am or task ahead

as‘well with mang,ass ted \{ehlcles and_

un%cvcle use a ﬂﬂgﬂ

* 1 snm 'noggin
.* “ . xﬂﬁt " “,ﬁ," g = kinds n%nonstu duwn the many heasts i
2 , nalh You'll even use the wind in one of the many
‘ hollig) BE scenarios.
0 so execute the
natented Mario head bounce in g
this game. Like Matio World, 2.
when you hold down the
butten.you project higher. |
_This-allows youtoreach
» hig atforms for extra
podies like big hurlv burg-
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| at wha ht find. If you find yourse

uation Prehistorik Man can let out am cry that’ll wipe out
everything on scﬁ‘en"; he animation as well as the sound that pr

is hilari i et really knows how fo

n the area of graphics Titus has really done their homewor

they’ve managed to pack the gam:

ical and horizontal scrolling
els, mind ing parallax, and huge
ulti jointed hosses, all'on'an 8-meg cart.
JI’ve seen 16-meg games that.don’t even
come close to this game.
We’lgi,hﬁve alotmoreon
Prehistorik Man in"an upcoming

this gan@'s a winner.

I can already tell you...
_ Mr. Goo

2AU -

©X0 Girwy

£ ol

i'l

WM WU i

'y
[T

AT w :

L
Vo, mm——

. v.;J‘& AT
WA




“ENIX * 12 MEG
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One of the genres most overlooked in the American gaming indus-
try is strateny. It's almost as if US software companies think all we
play are licensed action/platformers, sports titles and fighters. Luckily,
there are a few companies like Square and Enix that are “on our side,” and

walthough their releases may he few and far hetween, they are always of the high-

‘estquality... and Ogre Battle is no exception.

i Programmed hy tiny developer Quest, (Whose only other yame is the PC-Engine/TG-16's
' Magical Chase) Ogre Battle: March of the Black Queen is a masterpiece of game design.
Never before has a fantasy strategy game been so... coherent. I'm not too fond of strategy
, fitles, yet | consitler Oyre Battle to be one of the ten hest SNES games ever. Perhaps it's
- 4. the game's gorgeous art and sound that did it for me; when 1 think of the strategy game |
think of scary hex patterns, drah graphics and endless menus full of arcane commands.
Although there are a fair amount of somewhat difficult-to-grasp commands here, most
of the game is set up in RPG style.

Much of the game consists of linerating cities, which then serve as your hases. After
liherating a city you draw a tarot card. In each turn of battie you must use one of
these cards to attack, or defend: Some cards produce amazing warping, transpar-
ent, color-cycling spells o' power, while others heal or boost agility, strength or
— v defense. The cards are also used to develop your character at the outset of the game, similar
o " " toUltima IV: You are asked various questions, such as “You are drinking with friends the night hefore a hat-
tie. How much do you drink?” and “You are staring at a starry sky the night hefore a battle. What are you thinking of?"
which determine your character's strengths and weaknesses. :

The real strength of Ogre Battle is in its scrumptiously beauteous art and incredible classic tunes. In fact, some of the effects for tarot
cards in this game have never heen seen since, like the truly mind-blowing Sun card.

4 Inamarket starved of this type of title, Enix, one of my favorite software houses, comes through big time... they should he commended
in the highest for deciding to release this fantastic cart in the US. Now all we need to the 24-Meg sequel, Tactics Ogre, which should be
out in Japan this summer... | can't wait! Until

then, however, Ogre Battle is here and it's
finally in English. Any strategy or even RPG

i e- gamers simply cannot be complete without
this cartridge of power. -N. Rox
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3 The SNES is about to be the proud recipient of an excel-
lent and fun new sports/action game, Nintendo style! Kirby's
Dream Course is on the way, and it’s like no golf game
you've seen hefore.

In KDC (not to be confused with DKC) there are no golf
|clubs; you only control Kirhy, and he’s the ball! The control
is responsive and unique. If you hit your shot on the ground,
you can make Kirby spin sideways to aveid obstacles. If you
launch an air shot, you can put topspin or backspin on Kirhy.

You can also give him a hoost by hitting the A hutton.
In each course, there are different enemies scattered around the playfield
and each foe contains a star or power-up. When all but one of the enemies
have been hit, the last one will hecome the cup. Your main objectives in the
one-player story mode are: 1) collect all the stars in each course; 2) complete all 8
courses; ;I'n)d 3) defeat King Dedede to win back all of the stolen stars and return them to Dream Land. (How
cute...NOT! :

KDC really shines in the two-player mode. Players take turns hitting balls and compete for points. After
playing all eight holes, the player with the best score hecomes the winner. You can select from four standard
courses and there are handicap settings to even things up.

In the higger and more complex courses, not only do you have to avoid obstacles and collect stars, hut ATt g
you can: steal the other players’ stars, bounce them over the edge, steal their power-ups, reverse the score- - /(B SPORTS/ACTION
board, and do all kinds of other dastardly deeds to ruin their day. The possibilities are vast and the action is SDhuic,

a bilast. If you're trying to end a friendship, look no further than KDC! i 2 PLAYER

KDC’s colorful graphics and melodic tunes are up to Nintendo’s high standards. This game is easy o learn | [ \
and play, but difficult to truly master—that is usually the mark of a great game. | had an insane amount of "
fun playing Kirby’s Dream Course.—K.LEE
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Puzzler fans may remember the superb Dr. Rohotnik’s Mean Bean Machine
for the Genesis. Now, Nintendo is bringing out Kirby's Avalanche, which is
extremely similar to Robotnik hecause they're hoth based on the Japanese yame |
{ Puyo-Puyo. . :

Everything from the Sega game is here. Same colored heans, same strategy.

You must match four of the same colored jelly beans by stacking ‘
them next to each other. It's even possible to execute a huge chain o
reaction and send the beans to your enemy. ‘

KA is a conceptually simple but highly addicting yame,
with a high degree of challenge. It's one of the most fun
puzzle games ever.—I.LEE
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Izzy, the official mascot of the 1996 Atlanta summer Oly
game: IZZY's Quest for the Olympic Rings. In this action/platform hopfest, IZZY is on ¥
a quest to find all 5 Olympic rings and prove himself worthy of compeating in the ¢
Olympic Games. IZZY's a mazey platformer laced with power-up's, where you'll work
your way through each level, trying to find the exit (which may require finding a cer-

tain item), bouncing on top of the bad guys' heads and locating useful items. As | played = US. GOLD ' : P
IZ2Y, it hecame obvious to me, with the cute main character and simple play mechanics, 5 ACTION/PLATFORM © 16 MEG s
that this game is most likely targeted towards a younger age group. We will see if IZZY ; AVAILABLE APRIL i

stands up to the test in an upcoming issue of Game Fan. Those kids are getting harder
to please everyday! K.LEE 3
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W Although it’s not an actual sequel, Metal Warriors for the SNES is
. L% extremely reminiscent of Cybernator. Cybernator is held in very high

- . " regard here at Game Fan, and it looks like Metal Warriors will live up to
P the legacy.

7 When I first played Metal Warriors, | was immediately impressed

hy the excellent play control. The movement of each robot is very A by
tight and refined. Additionally, the overall feeling of weightiness gives the
player an uncanny sense of the size and bulk of these futuristic machines.

While we’re on the subject of robots, there are six different “Battledroids” in MW.
Not only that, but you can actually jump out of one Battledroid and enter another one—very cool. The six e
robots add a great amount of diversity to the game. &\ J‘;

Uty

Each Battledroid has its various strengths and weaknesses. For example, you start out with a Battledroid called Sweg (¢
i PRy ‘

Nitro, who has very balanced attributes. If, however, you come across the slow-moving Prometheus, you will be in
control of a unit Iha_ll has great weaponry and heavy armor, but suffers from a lack of mobility.
Throughout all nine levels, you will need to proceed hoth inside robots and on foot—this is the hasis of MW’s

variety. There’s also a cool two-player, split-screen mode, where you and a buddy choose your Battledroid and go i KONAMI « 16MEG

Ew

at it head to head. i ACTION/PLATEORM ?2

MW’s graphics are as futuristic, dark, cool, and killer as Cybernator’s, if not more so. It's as simple as this: 3 2 [{Myﬂ; :
Metal Warriors is great fun to play, either by yourself or with a friend. Then again, I've come to expect great * AVAILABLE APRIL i
things from the pros at Konami. With MW, they deliver. - K.LEE b

LEVEL J: BoRRDWE PARTY. THREE MITAD UNITS WikL BOARU THE SHIF AND CAFTURE V1S COMMAND
BRIOGE. OuR MIS5i00 TODRY 15 T0 CAPTURE INTACT A FULLY LORDED AHIS SGUPPLY GHIP.
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LEVEL L: SkiP Derense. OuR MTR0 UATS ARE BROLY W0 NEED OF RESTS AND REPAIRS. § WANT 10 USE
THE TLID CAPTURED PROMETHELS UMTS T0 STRENBTHEN OUR DEFENSES.

LEVEL G5 FRONTAL ASsAULT. K. LEE'S CROUP Wikk ENTER THE ATMOSPHERE 01 A LOW LEVYEL RAPPROACH.
TRREET 15 THE HUBE EROUND DEFENSE CANNON 1 WETCHIAN, ALASKA.

EAPTAIN K. LEE, THE LMTED ERRTH LOVERNMENT 15 5TiLL UNDER ATIACK BY THE EYiL FORCES OF THE OARR
¥ AHIS. §T 15 N0W WP 70 ¥OU T0 YAROUSH THEIR COMMANDER, YENKOR AMON. FROM HERE DN OUT, YOU'RE OF
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et Ready Inratlghlmg game mal fea-
A lures completely original special techniques, a
new and unigue system of fatalities, no dragon punches, the
largest 16-bit fight game sprites ever, and a new genre? Namco's
barbarian battier WeaponLord might he the answer to the fighting game
innovation malaise. Sure games like Killer Instinct have ground-breaking

iNAMGUNISUAL coNcEPTs’ ~ yraphics styles...but when was the last time you pulled off an incredible combo,

% 24 MEG % : did a bad-ass move, or executed a complex strategy and thought it was original and not
§~ FIGHTING ‘ ~ arip-off of Street Fighter or Mortal Kombat? .

H o Lf\ ;’té\:ﬁﬁ Bt 7 WeaponLord’s prime cutting-edge innova-

: )

3, = A 2 s

lion is its combat system. The warriors all use
massive medieval weapons, such as a Stone .
24 arhammer, a Bastard Sword, or an Ivory Axe. All

the moves and techniques are weapon-hased, and
revolve around a weapon-to-weapon fighting style that
~ resembles real-life swordplay!

Imagine holding a sword and engaging an enemy in hattle.
“You hoth start swinging your weapons, and the swords collide.
J What happens? This is the basis for WeaponLord's game play. There
7 are moves you can use to deflect an enemy’s weapon, knocking their
/' hlade away and causing them to recoil. There are moves which ¢an

drop an enemy’s normal block, exposing them to attack. Of course, they
could use an aggressive Thrust Block, which is a new way to hlock that
can reverse many moves that a normal block can’t stop.

Each character has around ten special techniques, and taking into
“ account the complex weapon system, WeaponLord should require a lot more
© learning and skill development than most other recent fighting games. The
¥ moves are also executed somewhat differently than other games. There are
. many “hold-down” moves, where you hold a button and then do a motion, such
an “over-the-top” from back to forward.

Combos are a major factor in WeaponLord. Street Fighter-style two-in-ones
form the basis for many combos, but moves such as Double-Overs add technique
to the comho system. The designers have promised to make sure there are no per-

JEN-TAI ZORN  ZARSK  DIVADA

50



petual combos, or combos that take off
too much life. In fact, there are two life bars per
round to allow for heavier damage!

The cast of characters features seven buffed barbarians who
are all finalists in a grand tournament held by Zarak, the
DemonLord. A prophecy has foretold that a child born under the Warrior's
Moon will rise and slay the DemonLord, thus hecoming the mighty
WeaponLord. No coward, Zarak is an evil but honorable tyrant who lives by a
strict Warrior’s Code. He is holding
the tournament so he can find this

WeaponLord and meet his destiny!
| Here’s a look at the characters. Korr is an

unlamed barbarian of the Tarok tribe, and con-
sidered the forefront hero. Zorn is a warrior/thief
who uses a wicked axe. Jen-Tai is an incredibly
"~ huffed and powerful female barbarian, taller than N
.| everyone else except the DemonLord. Talaziais a Iemale
' jungle warrior with deadly avian grace. Divada is an evil sor-

ceress whose hunger for power is unmatched. Flnallv. Bane |s
the strongest of all the fighters, a llull( of a man f
hidden by a wolf’s mask.

On the gore side, WeaponLord could be as vmlent as MK I1. The
hlood gushed red in the preview version we saw, and there were
plans for a full-on Death Blow system. There was also talk of Death
Comhos, hut how these might he executed was a secret.

WL’s features include several play modes. The Story Mode offers possi-
hly the most plot ever in a fight game, with many cinematics per character
and surprise/secret endings. The Versus mode is much like SF Il, but Namco
is trying to sign on full X-Band support so players across the country can
challenge each other one-on-one over the phone lines.

Designers James Goddard and David Winstead (two former SF Il series
designers for Capcom) are working with developer Visual Concepts, so expect
| no less than the best. WeaponLord is definitely being aimed at expert players;
we'll have to wait to see if it makes the cut. —Slasher Quan




£ INTERPLAY 0 24 MEG %
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He’s a would-he superhero. He wears a goofy cape.
He’s got a big chin. At first | thought Kid Fan was star-
ring in his own video game, but no, it’s nothing that
exciting. It’s just good oI’ Boogerman, getting nnrled
over from Genesis to SNES.

Boogerman: A Pick and Flick Adventure features
more jokes about bodily functions than Dumb and
Dumber. Belching, drainage-tossing Snotty Ragsdale
(Boogerman himself) is off on a multi-level platform
adventure to Dimension X-Crement. He defeats his ene-
mies by hopping, hopping, burping, and snotting.

Although the game play seems pretty standard in this
side-view scroller, the animation is exceptionally
smooth for a SNES game. Booger’s a likable little
chump with his whirling, pesing, and finger pointing.
You wonder if he has his own dog pound.

The areas are far-fetched and funny. Slime-covered
smiling trees, random eyehalls, and bosses such as a
gap-toothed red neck named Hick Boy provide the
sights and snots. If nothing else, Boogerman’s stand- :
still animation will keep you entertained. Everhada —~ . °
lunger stuck to your finger? \ q'/A

In the grand cosmos of heavy role-playing games, ‘
bloody fighters, and hone-crunching sports games, \
Boogerman is all about the simple things. He just wants £
a fun platform game, and of course, an answer to that
great mystery of life: “What’s green and goes hack-
wards?” Snort!!! -Slasher Quan
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"] WILL PUMMEL YOU AND PUMP YOU
FULL OF LAD. SIZZLE CHEST!"

AT,

;;;;;

i

wasn’t a run-of-the-mill, horing
movie game. Overall it’s a fairly

: = solid overhead action fesl, but
hiand sound and a way-too-high level of difficulty stop it from heing the ultra
pumped-up game it could have been.
~ What I found refreshing about True Lies is how it concentrates on the most
memorable parts of the movie, and replicates each key scene as a level in the
game. Do you remember the heginning of the movie when Arnold had to sneak
into a room and attach a modem to a computer? The first level is based on
that entire scenario. Another level takes place in a mall and ends with a hig

il shootout against Aziz’s henchmen in the bathroom...sound familiar?

th
Keys causeuay.

‘| _ The perspective is an overhead 3/4 view, similar to Smash T.V. or Zelda.
1! Personally, | am a hig fan of this bird’s-eye view, and the graphics were pretty
|\ good. Additionally, the short and stubby characters work very well in the 3/4
'! view game environment. Each level is a maze and certain items/tasks must
| he found/done before you can get to the end of that level. So far, so good.
¢\ The music and sound effects, however, were extraordinarily unextraordi-
nary. The average tunes in TL neither offend nor allure. The sound FX of bullets
flying, grenades exploding, etc. are pretty much standard fare as well.
_ Tome, the game’s higgest downfall is the difficulty. When you see a poten-
tially harmful object fly your way, you simply press the dive button A
- fo roll away to safety. Simple, that is, until
=~ you get to the later levels where the : b £
I\ screen hecomes littered with L ‘\
' hullets, and basic survivalisa 1
i laughahle exercise of futility. Even
! though TL has a password feature, this
' game is hard. € s
While I liked the amount of blood inthe -

ame and the fact that True Lies stuckto = &
he movie’s plot, the difficulty detracted / » '*"J)r,_,ls,

. from the overall experience. True Lies is
game you might like if you don’t toss it

M ¢ 16 MEG
ACTION « 1 PLAYER

. out the window in frustration first—K.LEE ~ .
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\I* The masters of the RPG genre are ahout to release
"yet another, King Arthur & the Knights of Justice,
hased on last year’s Saturday morning cartoon
series. Expect this one to he a little different, as Enix
pf Ametica is overseeing all areas of the develop-
ent. With the successes of lllusion of Gaia, Final
BFantasy 11, Breath of Fire, and hopefully King Arthur,
it seems as if RPG’s could be making a comeback in
‘the US... I sure hope so!
%i= The story is a twist on the Iegend of King Arthur and
' the Knights of the Round Tahle. Morgana has impris-
ned King Arthur and his Knights in the Cave of
lass, and her warlords control all the lands of
ngland except for the legendary castle of Camelot.
There, Metlin, the wizard of King Arthur’s court, with |
he help of the Lady of the Table, must travel thru
ime to find new Knights that will fight the hattle
gainst Morgana’s evil warlords and free ng Arthur
nd his Knights.
The game is still early (it's about 70% complele],
a nd is expected sometime in early summer. King £
Arthur & the Knights of Justice has a ways 1o go, but | EN.
'm sure Enix will continue the fradition thathas ~ ©; ABVENTURE/RPG.

‘maie them a leater in the RPG field. -Kid Fan ; ,,,,,,’,l’,’,‘,’i’;‘f,,,,f
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ENTEP THE GAMEFAN SUPER GAME BQY GIVEAWAY!

THE SUPER GAME BQY GRAND PRIZE WINNER
(I WINNER PER AGE GRQOUP)
» SUPER NES DONKEY KONG COUNTRY SET. SUPER GAME BOY.
AND A DONKEY KONG LAND CARTRIDGE!
THE SUPER GAME BQY FIRST PRIZE (5 WINNERS)
- SUPER GAME BQY. AND A DONKEY KONG LAND CARTRIDGE!
THE SUPER GAME BQY SECOND PRIZE (0 wWINNERS)
" 2SUPEREGAME BQY 1
NERS WILL ALSQ RECEIVE ;
WBSCRIPTION TO GAMEFAN

Ll

. .(A BUNCH OF LEGAL STUFF)
YOUR DRAWING FOR THE SUPER GAME BOY CONTEST. EACH OF THE WINNERS WILL BE CHOSEN
IN EACH OF THE FOUR DIFFERENT AGE GROUPS; UNDER 8, 8-12, 13-18 AND 19 & OVER. SEND YOUR DRAWING TO: SUPER GAME BOY
CONTEST, C/O GAMEFAN MAGAZINE, 5137 CLARETON DRIVE, SUITE 210, AGOURA HILLS, CA 91301. ALL WINNERS WILL BE NOTIFIED
BY MAIL. ALL ENTRIES MUST BE SUBMITTED ON PLAIN WHITE PAPER. NO LINED PAPER OR POSTCARDS WILL BE ACCEPTED. EACH
ENTRY MUST HAVE YOUR NAME AND ADDRESS DIRECTLY ON THE SUBMITTED ARTWORK. MULTIPLE ENTRIES ACCEPTED BUT EACH MUST i

BE SENT IN SEPARATELY. THE DEADLINE FOR ALL ENTRIES IS APRIL 30TH 1995, AND ALL ENTRIES MUST BE RECEIVED BY THIS DATE TO §
" BE ELIGIBLE. DIEHARD GAMEFAN AND NINTEN:;D OF AMERICA/AND THEIR AFFILIATES ARE NOT RESPONSIBLE FOR LATE OR LOST MAIL.
EMPLOYEES OF GAMEFAN MAGAZINE, NINTENDO OF AMERICA AND THEIR SUBSIDIARIES AND AFFILIATES ARE NOT ELIGIBLE. NINE- i
TEEN (19) WINNERS SHALL BE SELECTED BY THE GAMEFAN JUDGES, WHO SHALL HAVE COMPLETE AND SOLE DISCRETION IN SELECTING |
WINNERS. ALL DECISIONS ARE FINAL. ALL TAXES ON PRIZES ARE THE SOLE RESPONSIBILITY OF THE WINNERS. WINNERS RELEASE i
GAMEFAN MAGAZINE AND NINTENDO OF AMERICA AND THEIR SUBSIDIARIES AND AFFILIATES IN ALL MATTERS RELATING TO THE USE
OF PRIZES. NO SUBSTITUTION OF PRIZES OR CASH EQUIVALENT ALLOWED. ONE PRIZE PER FAMILY. WINNERS GRANT PERMISSION TO
USE THEIR NAMES, ADDRESSES, AND PHOTO’S FOR ADVERTISING OR PROMOTIONAL PURPOSES WITHOUT ADDITIONAL COMPENSA- &'

' TION. CONTEST VOID WHERE PROHIBITED BY LAW, AND OTHERWISE GOVERNED BY CALIFORNIA LAW. ©1995 NINTENDO OF AMERICA, |
INC. SUPER GAME BOY, GAME BOY, DONKEY KONG LAND ARE TRADEMARKS OF NINTENDO OF AMERICA, INC. ALL RIGHTS RESERVED.

NINTENDO AND SUPER NES ARE REGISTERED TRADEMARKS OF NINTENDO OF AMERICA, INC.
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At first, we thought we may have been a little premature with a full
- hlown 32 & 64-bit magazine, hut we’ve learned otherwise as hoth
you and the manufacturers are all fired up ahout GF32.

The E3 show is approaching fast, where all the next yeneration
hardware will debut, so we’ll he hegin covering more American
product very soon. Gompanies are already calling us with dates and
plans for coverage! The next generation gaming scene is definitely
gaining momentum...

While the Saturn has had somewhat of a gameless launch in
Japan we have learned that this will not he the case when the sys-
tem comes out here this Fall. Look for at least twenty games to sur-
face within the first sixty days of the Saturn launch in the U.S.,
including some never hefore seen sports games,

extensive number of quality titles, will undoubtedly change the face
of gaming as we know it. Soon it’ll he “the hig three instead of the
“hig two”.

Beside the powerful M2/Bulldoy 64-hit Power PC upgrade coming
later this year, the 3D0 Co. (who are enjoying hig success overseas),
has the FZ 10. The FZ has a new clamtop design, a new and improved
controller, plus a new memory management feature which allows
you to save your game at any time. Some Fall titles include Crystal
Dynamics new Sports lineup, Primal Rage, Doom Il, Killing Time,
Wing Commander I, and Policenauts from Konami. | helieve the 3D0
is here to stay. My mail indicates strong user loyalty.

Things have heen relatively quiet over at Atari (cue the crickets)
as they ready their initial line of CD titles. It will

and other original titles that will he announced at

the upcoming show. Even with the rather slow S0, they
trickling of software in Japan the Saturn is still whole CD thin
the number one selling “next generation” con- Who cares? |
sole there. that areat

I'm sure that the upcoming releases of Daytona . =
(April 1st), Shinobi (July), and Panzer Dragoon 25 aNV0N
(March 10th), have a lot to do with the Saturn’s ue
success thus far. The current sales figures in righ

Japan as of 2/19/95 are; Saturn- 500,000,

he interesting to see how much of an impact they
can have on the U.S. gaming scene. There’s no
doubt about it, if they’ve heen waiting to release
the bhig guns, it’s now or never.

~ And last hut not least by any stretch of the
imagination, is Nintendo’s Virtua Boy. Many are
skeptical ahout this system’s power, hut after
seeing Mario run on it, | can tell you first hand,
this is quite an amazing piece of hardware. With
the Virtua Boy, Nintendo is introducing true 3D

PlayStation-300,000, 3D0-350,000, PC/FX-70,000,
and Jaguar-2,000.

The most recent entry into the next generation console race is
Nintendo’s Ultra 64, which has now heen officially confirmed for a
Fall release. The graphics that we have seen actually running on U6%
hardware are astounding and Shiguru Miyamoto has his hands in
quite a few projects that will he announced at the upcoming show.
The Ultra will most likely be launched simultaneously in the U.S. and
Japan. The U.S. version will retail for 249.99 or less, with a pack in!

Sony is gearing up with a huge display planned for the show
where they will show many powerful PS games, many of which
you’ve seen recently right here, along with there many U.S. releases.
Combining Sony’s marketing power with their amazing hardware and
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gaming to the household for the very first time.

Once it catches on, you can het the price will drop and the technolo-
gy will progress, as 8 and 16-hit did.

| cannot understand why everyone is doggin’ this great new tech-
nology. Mayhe they should do a little research hefore they put stuff in
print for thousands to see. I’'m really getting tired of all the inaccu-
rate rumors floating around about the Ultra and UR Boy. This is
Nintendo we’re talking about. So, they passed on the whole CD thing
hack in '91. Who cares? It hasn’t been all that great up to now any-
way. Has anyone stopped to wonder that mayhe they made the right
decision? Well, it won’t matter in a few months anyway. I just wish
everyone would read GF so they’d really know what’s going on. Oh
well, you are! Enjoy GF32!
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mes. You know
kind, they 5

iome around 2 couple«

f times a year and no "g‘h -

r what else you’re playi g they

eem to consume you, I|ke¢~the origi-
- nal Sonic an ‘,_‘ the import Somc CD
ever, to

Chaotix is by far the

have seen, and further proof that the
system has incredible

- potential and can ulti-
matel ' do great




That is, as long as it’s
in the hands of the
top Japanese pro-
grammers. As you are
most certainly aware,
the 32X in the U.S. '
has become sort of
the Sega CD, Part
Il...in that most of the
mes

ht off the bat
otice the
olor. Those

what a Sonic game
would look like in
thousands of colors
will be astonished at
the results, but that
is not where the

- beauty ends. You will

your car and da
traffic, and most
importantly some




highly original
play.

Being tethered to
one of six mascots,
any of which you can

- choose as your main
character, makes for
some of the most orig-
inal game play ina

ever expe enced.

Another gleaming

aspect of this game is

its length and nonlin- —ram—

ear design. In previous = ¥ m%sn

Sonic or Knuckles 2729738 :
* games, once you E ; H mgawn
: ‘rrived atalevel you ‘ e !







tradition of
impressi