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IVHAT DO DEION SANDERS AND
IVORLD SERIES BASEBALL ‘%
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[HEY'REBOTH INA
LEAGUE OF THEIR OWN.

TODAY AVG .000 HR- O SB- O
‘ = »

The Reds' Deion Sanders steps up Albert Belle of the Indians rips a shot
to face the Braves' Greg Maddux! off the Orioles' Mike Mussina!

WAl 28 Major League Teams & 700 Major League Players,
including McGriff, Bagwell, Key, Canseco and Bonds!

B Draft & trade players.
W League, All-Star, Playoffs & World Series action!
B Multi-player leagues-several friends can all be in a league together.

W Large battery saves complete individval, team and
league leaders statistics.

W All-Time Great Players, including Lou Gehrig, Dizzy Dean & Ty Cobb!

W "THE BEST JUST GOT BETTER... ALL THE STATS, ALL THE STADIUMS,
INCREDIBLE ANIMATION... WORLD SERIES BASEBALL ‘95 HAS ITALL."

-Dave Winding, Game fan Magazine!

&~ SIIp, |
SSoreaitfe & - P 'EHS‘
seaa (Y |

O ﬂ 4 3 5 <<y 0 C .

Sega, Genesis, Game Gear, 32X and Sew!wm mmmh a/J[GA The %r/t/Serm /xd[/d/md//r owM byﬂ,i/a/le.igw Baseball and may not be reproduced
Roberto Alomar faces Jack McDowell it it s, e stsaeused o leae Bl Pperts M0y MDA L
' . Officiall licensed by the Major Leaque Baseball Players Association. Allrights reserved. The V:/mwmpkdimg(nﬂna/ its Rating System, symbols
na / l -star bd ttin q mo d e, d/ld md/adﬂe trademarks of Sega of America, Inc. ©1995 SEGA. llights reserved.



P 8 .

- MATT TAYLOR

second class postage rates is ]J*"" {
. pending at Tarzana, CA and "'
. additional points of entry. 1o

TEAM
GAMEFAN

PUBLISHER/EDITOR IN CHIEF
DAVE HALVERSON
SENIOR EDITOR

JAY PURYEAR
ASSISTANT EDITORS
NICK DES BARRES
KELLY RICKARDS

FIELD'EDITOR

ANDREW COCKBURN
INTERNATIONAL EDITOR

KEI KUBOKI 5
ASST. INFERNATIONAL EDITOR
TAKAHIRO YAGI -
GF. SPORTS EDITOR,

CAL CAVALIER

PRODUCTION DIRECTOR

JODY SELTZER
PRODUCER

DAVID WHITE
EFFECTS PRODUCER
JOE KOBERSTEIN
PRODUCTION'ASST:
SHARLENE ALLANDE
DIGITAL IMAGING

JOE SUTTON

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 O

NLY:
| (310) 572-7272 - FAX (310) 572-7264

SPECIAL THANKS TO:
GAME YOU 2, SOFT BANK, TERRY TANG, SARAH RICH-
IMOND, ERIN SHIBA, RALPH, AND ALL OF OUR READERS!
AUDIT BUREAU OF CIRCULATIONS

LULATIUNY
ABC AUDIT & MEMBERSHIP APPLIED FOR:
NOVEMBER, 1994
ISSN# 1070-3020

ALL GAMES, GAME TITLES, CHARACTERS AND RELATED

INDICIA CONTAINED WITHIN THIS PUBLICATION ARE
COPYRIGHT AND TRADEMARKS OF THEIR RESPECTIVE
COMPANIES. DIE HARD PUBLISHING MAY NOT BE HELD
RESPONSIBLE FOR ANY TYPOGRAPHICAL ERRORS.
ENTIRE CONTENTS © 1993 DIE HARD PUBLISHING. ALL
RIGHTS RESERVED. REPRODUCTION IN WHOLE OR IN
PART WITHOUT WRITTEN PERMISSION BY THE PUBLISH-
ER IS PROHIBITED. ALL SECTION TITLES, CHARACTERS,
AND RELATED INDICIA CONTAINED WITHIN THIS PUBLICA-
TION ARE COPYRIGHT AND TRADEMARKS
© 1993 DIEHARD GAME FAN INC.

DIE HARD GAME FAN is pub- s
lished monthly for $47.90 per ©. &
year by Die Hard Game Fan, 5137

Clareton Dr. Suite 210, Agoura Hills

CA 91301 . Application to mail at .o

POSTMASTER: Send ¥ 5
Address changes to Die Hard

Game Fan, 5137 Clareton Dr. b .
Suite 210, Agoura Hills CA .55

91301. L]

fed up with the system and

revenues. We never thought
hecome as good at husiness as we are at games.
Sure, we could sell out, take on some huge investor and just sit back and make azine. | ;
that is not what GF is all ahout. | know | may sound like I'm up on the ‘ol soaphox, but that’s just the way it is.

i

"L wish | could stre
while competing W“n

GameFan is still a priv

ons that are able to
ed enthusiast based pub
er, with your support, have |
2’ become this big in such a she

a mediocre magazine. But

Raising the price was hard to do, and more than a little scary, as we are still a growing publication. But

unfortunately, we have two industries to worry abhout. The other one is publishing and we're in
— the middie of a serious paner crisis. We will continue to bring you the finest publigation human-

~ ly possible, you have our word on that.

I've been watching a new trend evolve over the last
year... the recent surge of highly talented American

_ design houses. They've come from around the globe
. and have all parked it right here, in America.

For the past six years the majority of the really great
games have come from Japan. Companies like Game
Arts, Treasure, Konami Japan, Capcom Japan, Sonic,
Climax, Nextech, AM2, Square, Enix, and Nintendo of
Japan have been responsible for mueh of 16-hit’s
astonishing success.

Games like Silpheed, Lunar, Gunstar Heroes,
Dynamite Headdy, Land Stalker, Shining Force, Ranger
X, Virtua Racing, the Final Fantasy series, Act Raiser,
Mario World, StarFox, and Metroid, just to name a
few, have captivated US audiences. But the tide is
slowly shifting as talented American development
houses continue to emerge.

Here’s a few of these great new developers and their
latest wares.

Shiny Entertainment-Earth Worm Jim and the

upcoming EWJ2; BlueSky- Stimpy’s Invention, JP

Rampage Edition, and the upcoming 16-Bit wonder,
Vector Man; Scavenger-Red Zone, Nitro Wrecks, and
the upcoming X-Men 3 for the Saturn and 32X;
Clockwork Tortoise-Batman & Robin; lguana-NBA
Jam, and the upcoming Saturn Batman Forever for

Acclaim; Crystal Dynamigs-Gex, Total Eclipse, Crash

& Burn, and several upcoming Saturn and PlayStation
titles; Westwood Studios-Jungle Book and Lion King;
and BOSS Studios, whom|you’ll hear from very soon.

Many of these companjes are developing games
that show the same ingenious design and originality
as the aforementioned Japanese itles. Although some
of these companies originated in Europe they are all
now enjoying the shaking, rain-drenched shores of
California, and other sun-firenched locales throughout
the US.

While we are still well behind in the role-playing
field, everywhere else, we seem to be closing the
gap, and in many cases eyen setting new standards.

This trend couldn’t cone at a better time. We are
currently enjoying the wates of nine platiorms, and
four more are about to enter the fray, so now more
than ever we need an abupdance of talented design-
ers, working on a multitude of platforms hoth here and
overseas. .

‘85 & ‘96 will undoubtefly be the most exciting
years in video game history. As our world grows
through licensing, and the emergence of the hig
three’s next generation cansoles, together with those
already in place... we're going to need a lot of silicon!




. A _LICETYEARS: & .
. ~ FROM HOME.

BUT WILL )
g : IT BRING 3 )
U BACK? ' '

f'l AN Hw{tkuum!v wi\rf\r:‘{\ hm'lyt‘n‘!,,i ‘_-,!‘v \:'3;’ : ; v I
T2 ¢ A ‘ i T, MOST AAZNG
\. gt - ; FIL OF T Yeaht™
e o i
: (rg.: o :
: SamS——— PR S A & e - i
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 VIDEQ
FROM LIVE® ENTERTAINMENT

SPRMNENID  GENESIS® GAME GEAR"  camesoy i ZAKlaim

ENTIATALNA - >
entertainment inc

STARGATE™ TM & © 1994 Le Studio Canal+ (U.S.) All 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. Al rights reserved.
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Whether the FDA approves or not, your eating habits are
about to change. Meet {’_:"j‘E"r)f’;L your tongue - :anarjm.nng
Smart-ass alter ego. With this § QC}J@D 5 gravity
defying r1D and 1612 a:ahlng tan you'll provi

a twisted world of TV-villains and B-movie
scoundrels, hurling WiC}:e@ orie mlinerg
and fireballs. It's one brain-frying, TV-land trip,
where dining out means CI”LII’IChY dragonflies, juicy
grasshoppers, tasty fleas and caterpillars.
Not exactly the colonel's snack'n palk, but

lip- smackin’ good, just the same. Without these
skanlk ¥ nuggets o'bug ‘g{ith to munch for power,
you're roadkill, baby. Oh, you'll bust a few
of Miss Marmers' rules in

this &2-Dit vattle. But hey,
only WIS S1€5

4011y about good taste,

T igh‘t i

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

3D gecko action, 450 frames of GEX animation,
hand-rendered backgrounds and CD- quality
sound boost realism to eye-popping proportions.

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

Call 1-900-737-4767 85¢/min. 18 or older touch-tone vhone only to hear @@ngﬂ__}
Dana Gould's hilarious GEX routines. Yeah, it'll cost you a little, but you'll cough up a lung ™
as he sends you reeling with side-svlitting laughter like only a guy who OD'd on 70's 1V 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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TAKE THE LAW INTO YOUR OWN HANDS
JUNE '35

GENESIS"™ GAMEGEAR" GAMEBOY. A((Ialm

enlerto;nment inc

Call 1-800-771-3772 for Information on Game Ratings.

JUDGE DREDD © 1995 Cinergi Pictures Entertainment lnc and Cmergl Produmlcns N.V. All rights reserved. © 1995 Egmont Foundation. All rights reserved. JUDGE DREDD™, and all names characters and elements thereof
are trademarks of Egmont Foundation. Licensed by C ht Pra | Limited and Surge Comic Properties, Inc. Nintendo, Super Nintendo Entertainment System and the official seals are registered trade-

marks of Nintendo of America, Inc. © 1991 Nintendo of Amenca Inc. Sega, Genesis and Game Gear are trademarks of Sega Enterprises Ltd. All rights reserved. Acclaim is a division of Acclaim Entertainment, Inc. ® & © 1995
Acclaim Entertainment, Inc. All rights reserved.




AIKMAN NFL FooTBALL™

“Its really impressive...the Jaguar
version is the best yet.” -EGM
“It has tantalizing innovations
and a well-prepared collection of
features.” —GamePro

TemPEST 2000:"

“One of the most intense video gaming
experiences ever.—Next Generation
“Further proof that the next

level of gaming has arrived.”

“This game sets a new standard for
intensity."-Die Hard Game Fan
“10-Editor’s Choice Gold Award.”"-EGM
“Best sound and best shooter—

all platforms.”-Game Informer

Best games.
~ Best system.
~ Best get off

your butt and

get one.

ALIEN VS. PREDATOR™

“A masterpiece and a milestone... AVP
scared the hell out of me."-VideoGames

“AVP’s graphics are stunning.” -GamePro
“Best Jaguar action adventure game.”
—Die Hard Game Fan

“Jaguar game of the year”

—~Game Informer & Game Players

“Blows Sega’s 32X version away!”

“The best version of DOOM for any home
system.”-VideoGames

“Doom is a gaming milestone.”
“10-a mega hit!” -GamePro

ZooL 2™
“Features superior level design... the visuals
are truly gorgeous.”-Die Hard Game Fan.
“Zool has everything...
once you play, you're hooked.” -EGM

VAL D’
“My adre
“The bes
ever crea
“The spe|
makes it

THEME PARK™

“...a sardonic strategy game
that honors the unique design
of SimCity and Populus.

“It’s worth the price of
adAmission."—GamePro

“Anyone who enjoys designing
things is gonna love this game.”
—Game Players

“Recommended.” —VideoGames

WOLFENSTEIN™

“The best on any platform,
including the PC.”

“If you want riveting action,
intense graphics, lots of
blood and tons of glory,
Wolfenstein delivers.”

“It’s candy for your senses.”
—GamePro

—Die Har

ZNAT

ARI Game tips and hints: 1-900-737-ATARI. 95¢ per minute. If you are under 18, be sure to get a parent’'s permission before calling. A touch-tone telephone is required. USA on
MnoEin Tne usa Forum on CompuServe. Type GO JAGUAR to access this area 24 hours a day. Atari Jaguar information is available in the Atari Roundtable Forum on GEnie. Type JAGUAR
one controller. ATARI, the Atari logo. Jaguar, the Jaguar logo, Burn Out, Fight for life, Iron Soldier, Tempest 2000, Hover Strike are trademarks or registered trademarks of Atari Corpor|
94089-1302. Made in the U.S. of domestic and imported components. All rights reserved. Troy Aikman NFL Football © 1994 Williams Entertainment Inc. Tradewest™ and Troy Aikman NFU

“Graphica

SYNDICATE "

“Jaguar strategy fans should be
stoked. One of the best Jaguar
games."-Game Players

“More than 50 missions of
mayhem and mob activity.”
—GamePro

ISERE SKIING AND SNOWBOARDING™
aline is pumping-I'm blown away!”
skiing and snowboarding game
ed.”

d at which it moves is what
o freakin’ fun.”-VideoGames

lly, the art is right on.”
Game Fan

. Atari Jaguar information is available in the Atari Gamin
to access this area 24 hours a day. *Includes Jaguar an
ation. Copyright 1995, Atari Corporation, Sunnyvale, C;
" Football are trademarks of Williams Entertainment In
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HOVER STRIKE™
“Hover Strike should blow you away."-EGM
“With 30 fully texture-mapped 3D levels,
and two-player co-op mode you simply
cannot lose with this game.”

CANNON FODDER™

“Detailed and ultra colorful...original and just
plain fun to play.”-Die Hard Game Fan

“War has never been so much fun!” -EGM

IRON SOLDIER™

“The best game of its kind.

“Simulation game of the year, among all hard-
ware platforms.”-Die Hard Game Fan
“Gripping first person game with edge-of-the-
seat excitement.” —GamePro

RAYMAN™

“The control is perfect and the artwork

A 3 . is phenomenal.” —Die Hard Game Fan
s if it weren’'t enough having “The whole game looks like

a cartoon."-EGM

the most killer system on
the face of the earth, we

created some of the

ULTRA VORTEX™
“The graphics in this game are mind

most mind-blowing, bending...the detail is unbelievable.”
-Die Hard Game Fan

head-exploding games in
the universe. All you have to

do is take one look at what

) FIGHT FOR LIFE™
\ “Its super smooth graphics... texture-

the magazine critics have mapped polygons... gives Virtua Fighter
a one-two punch.”-VideoGames
been saying and you’ll

know that the Atari Jaguar

is where it's at.

BURNOUT™

“Redefines the term hi-octane.

The fastest motorcycle racing game,
bar none.”-VideoGames

DO+THE

MATH

illiams ® is a trademark of WMS Games Inc. Al rights reserved. Team names, logos, helmet designs, uniforms, Super Bowl and NFL™ are trademarks of the NFL and its member clubs. Ultra Vortex is a trademark of Beyond Games Inc. Val
Isere Skiing and Snowboarding™ is a trademark of Virtual Studio. Doom™ and Wolfenstein 3D™ Copyright by id Software. Al rights reserved. Alien™ and Predator™ © Twentieth Century Fox Film Corporation. All rights reserved. Used under

iblicense from Activision. Zool is a trademark of Gremlin Interactive Ltd. Cannon Fodder is regi:

d k of Virgin | ive Entertail Virgin is a registered trademark of Virgin Enterprises Inc. Theme Park and Syndicate are trade-

arks of Electronic Arts. Game Programs © BULLFROG Productions Ltd. Manufactured under license by Ocean of America. Actual screen shots may vary. All other trademarks and copyrights are properties of their respective owners.



1. Donkey Kong Countty (:
2, Final Fantasy Il (SNES
3. Mortal Kombat 11 (SNES)
4. Earthworm Jim (Genesis)“

5. Doom (Jaguar)

6. Sonic & Knuckles (Genesis)
7. Alien Vs. Predator (Jaguar)
8. Earthworm Jim:~;(SNES)

. Super Metroid (SNES) ]
B 9. Sup — S — 9. Samurai
. 0. Super SF 2 Turbo (3DO) — W e
e : T

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,

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.

1@ piece of paper or a postcard then send them to:

/=% Jevonne Wells o
Kevin DiAmare of

a




PUSH YOUR GD
TO 1}

This official seal is your
assurance that this product meets
the highest quality standards of
SEGA™ Buy games and accessories
with this seal to be sure that they are
compatible with the SEGA CD” SYSTEM.

B ased
on the elite
‘Flying Nightmares”
Marine Harrier squadron,
this game really pushes the and radar-
envelope of CD technology. jamming pods. It's
Everything is state-of-the-art: It all adds up to the most enough to make your heart pound
Stunning 3D texture-mapped graphics.  exciting combat flight simulator on and palms sweat. Il also strain your
Intense full-motion video sequences.  Sega CD. Imagine the power under brain. This happens to be one intel-
Internal, external and missile camera  your command: Harrier jump jets that  ligent action-adventure game as well l: s
angles. Plus the hottest CD-quality can turn on a dime and stop dead in FLyiNG NiGHTMARES. Pushing CD “mmu “nn “n
sounds and special effects. midair. Laser-guided missiles, cluster technology — and you — to the max. SEEA l:n"'& 3““"'

o
D{ JMARK
%(\)% | Rated(byiV.R.C. GRMERATING

COUNCIL,
Sold exclusively in America by Time Warner e
Interactive, Inc. Phone 408-473-9400 for LS
ordering information.
SEGA and SEGA CD are trademarks of Sega Enterprises, Ltd.
All rights reserved. Published by Domark Software Inc. Flying

ARE TRADE-
Nightmares: ©1994 Domark Software Inc. Al rights reserved.
300 and the 3D0 logos are trademarks of The 300 Company.

bombs

MARKS OF
SEGA OF
AMERICA,
INC. ©1993
SEGA.




Donkey Kong Country
Super NES Set

40 Banana Bucks Super Game Boy

25 Banana Bucks
- 5 /,\

Donkey Kong
' tor‘éi‘ume Boy
;10 anan.%ucks

Donkey KongCount . | g : { s 20 Bucks
15 Banana Bu . O ‘s 2 M . A

v -

Collect ‘em when you buy
select Nintendo products!



ur Banana Bucks
Sg: nbdugghes of cool stuff!

to
Here's an offer that's :urieed
ense of g .
-peel to your s 74
i?rzt buy any (or all!) ofthe
i
Ninte;do products shown onh /5
pposite page between Marc
o

DKC Jacket
Price: 45 Banan
Bucks f

G T=Shirt
g:(ice: 18 Banana, Bucks

Fb@ﬁmeﬁﬁfi

a ltectible Jits
.: g(r)ice: 9 B‘m"aBu s ;
R Diddy Kong Cap

Make your move FAST!

These items are ?uthe:i;i:in_
top—quality, ca? t;geget
the—Sto;Ezts:zILéw the steps
yourigs order form. Start

- tb'n' your Banana Bucks
e d cash'em in before I
faSt3:n 1995! See order form
May ’

|
for‘il deﬁ’éj Ls,'“, m :
eaay E%%Niniéndoa |

©1995 Nintendo.

City

Super NES

Please fo(

Include

™and ®are trademarks of Nintendo of America Inc.
an

- .y gy
Price: 12 Banana Bucks ™ Banana Bucks Orger Form
I Please fi(( gyt all inf

ormation below, printing clearly, Orders
nust be postmarked by 5/31/95.
I Name e
Address

Telephone ( )

Donkey Konsq Country
et
Super Gane Boy

i
Il

| x5 Baran: Bucks= -
+ List coppect UPC number

original cash register receipt(s) a'long With order form,
eck_or money order fop shipp?ng & handling charges

and April 30. Then mail uiryour

ofs—-of-purchase and yo b
proana Bucks order form. wEe
zi:hange your proofs for t
cool stuff shown below.

THE ORIGINAL B
DONKEY KONG COUNTRY
SOUNDTRACK

Donkey Kong Countryss
Soundtrack GD_
Price: 14 Banana

—

Sweatshirt
gfige; 28 Banana Bucks

Il--'-...lllllllllll.ll.l.l

Allow 4-¢
5/31/195. 0ffer vali

may order as many Bucks value
allows; however, no credit or return wil( pe given for Banana
Buck(s) over the amount "spent"” on merchandise ordered,

State Zip Nintendo is not responsib|e for lost,
mutilated, illegal op Postage-due maj(
Customers of retailers only.

L WISH 10 spenp MY BANANA

late, misdirected,
- Offer available to

Banana
Bucks Each

9 Country
Soundtrack ¢p

UPc#
(Last 6 Digits
fron Bar Code)

0 Banana Bucks=

-.
=5-

Total # Banana Bucks Needed
Total Shipping & Handling
(See chart below)

Shipping&
Handlin Required
$4.00

—
=

TAL BANANA Buks: [

Total # Banana
Bucks Submitted
1-20

@
~
o
X
S

tendo), . 21 or more 0
+ Mail by 5/31/95. ngtesgg Bza9n7a7na Bucks stuff anana Bucks cannot e ygeq to help pay for shipping and handling
Redmond, WA 98073-2977. GF
————--h_--~--—--



IN CASE YOU ARE NEW TO THE

PAGES OF GAMEFAN, YOU SHOULD

KNOW THAT WE REVIEW GAMES

IN COMPARISON T0 OTHER GAMES

ON THEIR RESPECTIVE PLAT-
FORMS. ALSO, EACH GAME
SHOWN IS REVIEWED IN DEPTH
WITHIN THE ISSUE. SO YOU GET
FOUR POINTS OF VIEW.

SATIIHDAY NIGHT SLAM MASTEHS e GENESIS ° GAPGOM * 32MEG e WRESTLING e 1-2 PLAYER

characters in the US, and Sega box
art. I'm not too big on platiormers
and | hate FMV. I'm a tough critic -
what you see here has most likely
seen the editor’s knife (Not the
scores, just the falk).”

“I gravitate towards Japanese RPGs,

i shooters and fighters. | can live

without the following: Euro-art, the

v p hateful carnage done fo Japanese
a

NICK ROX

“I'm a big fan of cpin-op fighting

games, RPG's, shopters, and action P
games. While an gccasional rac- “
ing or ‘Doom’- style game will :

interest me, | try g stick to the tra-

ditional 2-D stuff. FMV, digitized

characters and loy-res 3-D tex-

tured polygons knpw its a good

idea to stay away from K.LEE.

Music is King”. LEE

SEE REVIEW PG. 28

Judged solely as a wrestling
game I'd have to say that
Capcom’s Saturday Night Slam
Masters is the hest one for the
Genesis so far. I'd also think that
pure fighting gamers will find it
impressive. With the added
Death Match mode, excellent
graphics and perfect control,
this is an excellent one or two-
player game. 32-Megs o’
crunching power! After that trag-
ic US-programmed 16-bit
Punisher 1 feel somewhat
relieved.

GRAPHICS
Music

PLAY MECH

8
7
CONTROL 9
9
ORGNALTY O

85

I’'m not a very big fan of Slam
Masters, but | cannot deny that
this is an extremely well-done
arcade-to-home conversion. The
graphics are clean and colorful,
the voice quality is decent, the
music is great for Genesis and the
control is perfection. The addition
of the cool new Deathmatch mode
should please fans of Slam
Masters to no end. Just one ques-
tion: Why didn’t this game come
out ages ago?

Not bad| Capcom does a
respectable job at matching the | GRAPHICS
coin-op ggme’s feel and impact. | yuq0

Not only do all the characters con-

GRAPHICS 8
8
trol identigal to the arcade game, | CONTROL 9
8
)

MUSIC

but 1 also thought that the voice | py ey
samples and music were better
done in this 32-Meg game than it
was in the 40-Meg Super SF2.
Overall, SNSM is a good arcade to

home translation. Nice job 85

Capcom.

PLAY HECH

ORIGINALITY

8
7
CONTROL 9
8
9 CRIGNALITY

WAHI.UCK o GENESIS o AGGI.AIM * 16MEG * ACTION/ADVENTURE e 1 PLAYER

Acclaim’s Warlock has a lot
going for it: Great play mechan-
ics, nice animation, and overall
good graphics. Each level is
long and complex giving
Warlock a nice non-linear feel.
However, way too many repeat-
ing enemies and backgrounds
stand in the way of goodness.
Still a quality adventure for fans
of the flick o’ demonic posses-
sion.

GRAPHICS
Music

7

7
CoNTROL 7
iy 7
8

ORIGINALITY

Euro joy for me! This title is a per-
fect example of the reason why
I’'m not into European games.
Ultrashoddy graphics and music
are complemented by extremely
repetitive stages and unbelievably
mundane gameplay in this death-
title. To its credit, however,
Warlock does have good anima-
tion and is fairly difficult.

65

Warlock is a game with good con-
trol, decent challenge, nice ani-
mation and little else. The levels | MUSIC

GRAPHICS 5
6
are some ¢f the most repetitive in | controL 6
7
7

Music

GRAPHICS

CONTROL
PLAY MECH
ORIGINALITY

recent mpmory, graphics are LAY HECH
passable but unspectacular and
the music (is downright annoying
at times. To add insult to injury,

the ending was hasic, short and 6 7
horing. Gogd movie though.
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ORIGINALITY

TRUE LIES o GENESIS ° AGCI.AIM * 16MEG » TOP-VIEW

SHOOTING « 1 PLAYER

True Lies is a quality top-view
shootet for the Genesis. While the
game offers nothing ground-
hreaking it does help fill a void in
Sega’s 16-Bit line-up. The graph-
ics are above-average and nicely
detailed. Multi-directional shoot-
ing really enhances the gameplay
and trickling blood and nice
explosions add to the realism. |
also liked the reactions of the
innocent bystanders as you lay
waste on the bad guys. A solid,
but difficult action/shooter.

GRAPHICS 7
wse 7
CONTROL 9
wEH 8
ORGIALTY 7

Agh! For me, this game exudes
little more than pain. While the
concept of the title is cool
enough, the execution was some-
what broken. Bad art and anima-
tion, 0K music and a completely
off learning curve add up to a
rather average title. But hey,
Mortal Kombat fans! Its got

65

Well, if yoir're looking for a good
GRAPHICS

Music

GRAPHICS
MUsIC

shooting/agtion game, with excel-
lent playability and blood and car-

7

7

nage galofe, then this is it. The | ML O

PLAYNECH 8
8

ORIGINALITY

only bad part is, the game gets to | P/ HECH

6
6
CONTROL 8
7
8

be so impdssibly hard in the later | ONGNALITY

levels that playing True Lies stops
being fun and starts being work.
This game |s frustrating.

* RACING/COMBAT e

1-2 PLAYER

" SEE REVIEW PG. 37

This is as close as you're gonna
get to the rapture of RR 3D0...
without a 3D0. But it ain’t that
close. All the grungy tunes are
intact (so bring a barf bag) as
well as the digitized racer and
vehicles. What is of course
missing, are the scaling back-
grounds, mucho color, and some
of the animation. Other than that,
it’s all here. Put it all together
and you've got a pretty cool 16-

Bit racer!

GRAPHICS 7
wse 7
coNROL 8
w8
ORGIALTY 6
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I don’t know ahout this 300
connection. Sure, Road Rash
CD is a good 16-hit racer,
hut let’s not go overhoard.
The 3D0 has joy-polygons,
powerful animation and
thousands of colors. The
Sega CD has no polygons,
OK animation, and 64 col-
ors. Still for 16-Bit, it’s
neato. I'm sure RR fans will
o backflips, like silly.
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Road Rash CD is a good game, but
its becoming obvious fo me that E | GRAPHICS 6
A’s running out of new RR ideas wse 10
and concepts. This game could he
the poster|boy for * Been there, | CONROL 8
done that Motorcycle racing | yyyy 7
games arg a rarity these days,
and | do like the ‘signature’ RR
control anfl playability that this
game possesses, but the Road
Rash series is quickly turning into
the Road Rehash series.
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Prehistorik Man is an 8-meg
wonder. The developers of this
premium platiormer really know
their way around the SNES
development system. Besides
the fact that the game is laid out
superhly and has one of the
coolest characters I've ever
seen, it’s mucho long, has tons
of play mechanics, and is
loaded with groovy special
effects like transparencies, line
scrolls, and multi jointed boss-
es. A legendary platformer with
a great sense of humor.

Recently, Acclaim’s movie-to-name
translations have been surprisingly
good, but Stargate comes darn
close to being the best one. I still
consider both Alien 3 games (SNES
anil Genesis) as kings of the movie-
game genre. Hey! didn't Acclaim
release those? Besides a tad too
much repetition in the back-
grounds, it's hard to find fault with
SG. The rotoscoping is heauty, the
art is very realistic, and the layout
and design are excellent. No big
hosses but a great adventure never-
theless.

GRAPHICS
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NICK ROX
PREHISTORIK MAN o SNES e TITUS ¢ S8MEG ACTIONIPI.ATFORM ° IPLAYEH

I am completely blown away by this
8-Meg cart. First of all, we're talk-
ing TITUS here - not a name synony-
mous with high-guality titles like
this. Secondly, I hate British games,
so for me to be impressed it MUST
he pretty darn batchin’! The effects
seen in this game are almost 32-Bit
- double transparencies, scary line-
scrolling with six layers of parallax
and a fairly large amount of charac-
ters onscreen. My ONLY problems
with this game are the character,
the music and the basic gameplay.

ararhics 10
wsc 6
CONTROL 8
e 7
ORGNALTY 8
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K. LEE

Way to go Titus! Sometimes big
surprises DO come in small pack-
ages. Take Prehistorik Man for
example. Here we have a game
that's only 8-meg, yet it features a
lengthy quest, amazing SFX, qual-
ity music, a personable main
character and play mechanics to
burn. How is this possible?
Through hard work. I highly rec-
ommend this game.

GRAPHICS
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STARGATE e SNES e ACCLAIM e 16MEG e ACTIONIADVENTURE ° 1PLAYEH

More Euro joy! Actually, this is an
excellent movie-to-game fransla-
tion. Add great art, a beautiful
rotoscoped character, many
scrolls, well-composed albeit
repetitive music, non-linear
stages and Contra-ish nuances
together and you get one of the
best movie games ever pro-
grammed. Definitely recommend-
ed.

GRAPHICS 8
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Stargate on the SNES is solid as a
rock. While the background
graphics are a little basic and the
music gets very repetitive at
times, Stargate is strong in every
other respect. The game is non-
linear, (somewhat of a rarity
these days) has pin-point perfect
control, silky smooth character
animation and an interesting sto-
ryline. The programmers at Probe
are turning out to be Acclaim’s
biggest asset....Stargate is the
proof.

GRAPHICS 7
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SEE REVIEW PG. 48

KYLE PETTY’S NO FEAR RACING  SNES © WILLIAMS ENTERTAINMENT « 24MEG  RACING e 1-2 PLAYER

What a cool racing game! No'

Mode-7 here, just fast, smooth rac-
ing, complete with trackside
altractions like grandstands, and
hig hanked turns. Kyle Petty is
NASCAR racing done right. When
you come out of a turn you actually
see the correct view of your car,
not just the bumper. Also, the actu-
al strategy you use to win, like
drafting and breaking, is just like
the real thing. Add to that every
option under the sun, two player
mode, a dose of SGI, and a great
soundtrack, and you've got one
solid SNES racer.

CRAPHICS 7
wse 7
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Kyle Petty has lots and lots
of frames of animation that
repeat over and over along
the track . Its a cool concept
to get stuff on the side of the
road, but I just couldn’t get
with it. The game controls
well and has tons of great
options, like a track edit
mode but in the end KP just
didn’t light my fire.

GRAPHICS
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PLAY NECH
ORIGINALITY
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This is the best NASCAR racing
game this side of Daytona on the
Saturn. The graphics and music
are the weakest part of this game,
and even they are very good. This
game does so many things right.
KPNEFR has great control, plenty of
diverse tracks, lots of replay
value, challenge galore, and a
perfectly executed split screen
mode. (that’s a switch) | can’t
wait to see what Williams can do
on the Ultra.

GRAPHICS 7
wse 6
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The second you turn on Chaotix and
hear that music, you know you’re in
for something special... and you
are. Chaotix is a whole new twist
on the Sonic saga. This time around
the emphasis is on exploration,
groundbreaking play mechanics,
and fun. The graphics in Chaotix
are as bright and colorful as they
come and are laced with a mind-
bending amount of multi-direction-
al scrolling. Robotnik gets a big
facelift on the 32X, and you can
play the game with up to 35 char-
- |acter combinations! | can't nick the
. |ame in a little box, just buy it!

GRIPHCS  ©
10
covro. 10
vieen 10
oniciaury 10

Music
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Tm unerlv speechless - the high-
est power in platformers is a 32X
game?? In my opinion, the Sonic
series has heen on a downhill roll
ever since the fantastic Sonic 2
and this cart-0’-power destroys it
in terms of overall quality and joy!
Scary scrolls numbering in dou-
hie-digits, extremely cool teth-
ered gameplay and some of the
hest music ever heard in a video
game (On 32X!) adds up to the
title I'm buying a 32X for just to
play.

GRAPHICS 9
wse 10
CoNTROL 9
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oRGNALTY 9
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The best game for the 32X has
arrived. As expected, Chaotix
breaks new ground in several
areas. The graphics in this game
are the most colorful and detailed
yet seen on the 32X, (check out the
scrolls.) You want blissful music?
No problem. You want effortiess
play control and innovative play
mechanics? Step right up. Jaw
dropping SFX? Check. What really
separates this 32X game from the
rest is its overall refinement and
class. Numero Uno.
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RISE OF THE RO

BOTS ¢ 3D0 * ABSOLUTE  CD o FIGHTING o 1 ZPI.AYEH

I-can't say it enough, graphics
don’t make a game great. Rise of
the Robots has great graphics,
but' unfortunately, mediocre
gameplay. When compared to
today’s stiff competition like
Tohshinden, Virtua Fighter, and
DarkStalkers, (all slated for 32-
Bit home consoles in ‘95) Rise
falls way short in execution. Sci-
Fi fans or those looking for a
straightforward, simplified fighter
may find ROTR sufficient, but if
you're looking for combo-crunch-
ing gameplay, try another.

GRAPHICS
MUSIC
CONTROL
PLAY MECH
QRIGINALITY
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This very well may the the worst
fighting game I've ever played in
my entire life, despite all its
fancy, shiny SGl-ness. With chop-
py animation, incredibly shallow,
painful and lame two-button
gameplay, zero scrolls or even
stages that MOVE for that matter,
Rise of the Robots is one to
avoid... especially with such
power-games like Tekken,
Tohshinden, and Virtua on the

way.
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This is one of the worst fighting
games I've ever had the displea-
sure of coming in contact with.
The SGI graphics are great but the
control is spectacularly inept.
More than just stiff and unevent-
ful, ROTR’s gameplay is just....just
BORING. Its a pity that this grace-
less excuse for a fighting game
had to trip its way into GameFans
offices, all broken and haggard.
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HELP JCREEN S
EXIT -

Level Skip.

s AKUMA
1p Side:
Move the cursor to Spiral and wait about 5
seconds(from here on out, be sure to pause at
least one second on each character). Next,
move the cursor to Silver Samurai, Psylocke,

Colossus, and Iceman. Next, Move Up-Right to
Cyclops, right to Wolverine, right to Omega

Play

5 seconds and press Fierce, Roundhouse and
short at the same time.

2p Side:
Move the cursor to Storm and wait about 5
seconds(from here on out, be sure to pause at
least one second on each character). Now,
move right to Cyclops, down to Colossus, left
to Iceman, and left to Sentinal. Now move left
to Omega Red, left to Wolverine, down to
Psylocke, right to Silver Samurai and finally
right to Spiral. Wait 5 seconds and press
Fierce, Roundhouse and short at the same
time. Allan Sum, Flushing, NY

Is Ristar too easy for you? Then t

 PASSWORD~
. +

: - Under Sound Test in the options menu, set the Music to Beanstalk 1 and the Sound FX 1o
extra try. Line the pencil up with Exit and Hold down the L button on the controller for about 5 to 10 sec-
onds until you hear a heep. Then exit, and press start. Now you can select any level by lining up the pencil
with the level,and pressing right on the controller.

12 L1 - Under Sound Test in the options menu, set Music to continue, the Sound FX to appear, and the
Speech to take that. Then line the pencil up with exit and hold LEFT on the controiler for about 510 10 sec-
onds until you here a beep. Exit and press start. Now you can select any level by lining up the pencil with
the level title and pressing right on the controller.

% Cheat Mode

From anywhere in the game.
Hold DOWN, then hold DOWN
and START and let go of
DOWN. Continue holding
START while you push, RIGHT
(3X), LEFT (3X), RIGHT (2X),
LEFT (2x), RIGHT (1X), LEFT
(1X), and continue to hold
START. Now push A, B, and C all at the same time and release all buttons including START. If
done properly scrolls should appear on the screen. Exit the scrolls and bring up menu again,
at the hottom you will see "Cheat Mode." Travis Krousie, Cedar Rapids, lowa

BALLZ (Genesis}
Belt select.

These codes for Ballz for the Sega Genesis allow you to skip
right to Red Belt, Green Belt, or Blue Belt. When the game is
at the main title screen enter one of the following codes on
Controller One.
Red Belt: A, DOWN, DOWN, B, B, B, C, LEFT, RIGHT
Green Belt: A, A, DOWN, C, B, A, UP, UP, DOWN
Blue Belt: A, B, DOWN, DOWN, RIGHT, LEFT, UP, UP, UP
Trevor Wilson
Orem, UT
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Return Fire (300)

Open all unheaten stages.

" All you have to do is input “WOLF” as the password!

Weird debug mode.

1. Hold the RS and LS buttons together after selecting a stage until
the game hegins.

2. During the game, press huttons RS + LS + P at the same time.
This will bring up the menu.

3. Now check out what you can do with this menu!

AUDIO SCREEN

Flag in first building: On
Display FPS: On

EXIT

oo Nar R s vt
& g B T+ .
© VW X ¥ 2 ocew .

‘SUPER +-

+
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The nost monstrous production
bike ever fo rule the road.

(Iris v
CASH+

=5
ne
5

PLAYER A

DIABLO 1880 N

Below are the passwords for any bile, starting on Level One.
Rat Bikes: Corsair 4000 (45 hp) - AKO1 12HK
Kamakazi 250 (50 hp) - MK0O 15H2
Banzai 450 (0 hp) - CGO1 17HL

Ratzo 500 (65 hp) - EGOO 18HN

Stiletto 600 (75 hp) - AGO1 1AHO

Perro 250 (75 hp) - GCOO 1DHS
Kamakazi 750 (100 hp) - 2101 1FHL
Diablo 750 (90 hp) - 0100 1GHB

DMG 1000 (120 hp) - AGO1 11HO
Corsair 600N|(100 hp) - M221 1LH1
Kamakazi 750N (120 hp) - EQ01 1NHH
Banzai 750 1100 (140 hp) - QC00 10HF
Stiletto 900N (140 hp) - 0220 1RGI
Diahlo 1000N| (160 hp) - CGOO 1THC

Sport Bilees:

Super Bikes:

Ken Wilson
Seaford, DE

Rise of the Rolpots (SNES)
Play as the Supervisor.

To play as the supervisor, press UP, RIGHT, DOWN, LEFT, and any
button except select and start at the mode select screen using
control pad 1, also 2-P should be lit. Now press start at 2-P
mode and push right until you reach the supervisor. Now the 2-P
can play as the supervisor. Her maves are DOWN, TOWARD, UP
for a morphing burst and DOWN, AWAY, UP for an invincible tita-
nium pool.
Rohbie Strong
Wilmington, DE



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

| oo, |
£

ROGH ON! 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!

FIRE UP! Wrap your brain around mind-hoggling puzzles
that lead to close encounters of the fire-breathing
kind — then save

13y

S G B
o onor f SEGA
01995 SEGA. Aligh e,



Secret Characters

Scale and Rotate the tracks.

This trick wili allow you to scale and play around with the tracks in the options screen. Go to

the track selection screen and press the following buttons on controller two.

1. Hold START button and press A to scale the track.
2. Hold START hutton and press B to scale out track.

3. Hold START and C and press UP or DOWN to flip the track.
4. Hold START and press either LEFT, RIGHT, UP, or DOWN to move the track.

.Wilson Torres
Corona, NY

Initial J, Press any button
Initial A, Hold Start, press A
Initial Y, Hold Start, press B

Initial C, Hold Start, press B
Initial K, Press any button
Initial "space”, Hold Start, press Y

Initial G, Hold Start, press A
Initial 0, Hold Start, press Y
Initial F, Hold Start, press B

To be able to use a secret charac-

ter you must first have "Tournament

Mode" turned off. Choose "Yes"

when it asks you to enter your ini-

Initial J, Hold Start, press A
Initial F, Press any button
Initial “space", Hold Start, press Y

tials. Once at the "Initials" screen,

enter the appropriate initials and but-
ton sequences. If done right it will

say "Secret Character."

Initial A, Press any button
Initial M, Hold Start, press A
Initial X, Hold Start, press Y

Initial R, Hold Start, press B
Initial A, Hold Start, press A
Initial Y, Press any button

Initial L, Hold Start, press A
Initial G, Hold Start, press B
Initial N, Press any button

Initial D, Press any button
Initial A, Hold Start, press B
Initial N, Hold Start, press A

Initial X, Hold Start, press B
Initial Y, Hold Start, press B
Initial Z, Hold Start, press A

Initial A, Hold Start, press Y
Initial I, Press any button
Initial R, Hold Start, press B

Initial N, Hold Start, press A
Initial D, Hold Start, press B
Initial H, Hold Start, press A

Initial K, Press any hutton
Initial S, Hold Start, press B
Initial K, Hold Start, press Y

Initial H, Hold Start, press A
Initial T, Press any button
Initial P, Hﬂlﬂ Start, press Y

Initial M, Hold Start, press B
Initial P, Hold Start, press Y
Initial F, Press any button

Initial M, Hold Start, press B
Initial C, Hold Start, press B
Initial M, Hold Start, press Y

Initial M, Hold Start, press A
Initial J, Press any button
Initial T, Hold Start, press A

AN e ———— A7 £

v GOLDEN STATE DALLES
Initial B, Press any button ¥ 65 55
Initial J, Hold Start, press A ?

Initial R, Hold Start, press ¥ Lz

”
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Initial €, Hold Start, press A
Initial R, Hold Start, press B
Initial N, Press any button

Initial G, Press any button
Initial 0, Hold Start, press B
Initial R, Hold Start, press B

Initial C, Hold Start, press A
Initial I, Press any button
Initial C, Hold Start, press B

Initial H, Press any button
Initial C, Hold Start, press B
Initial “space"”, Press any hutton

Initial R, Hold Start, press B
Initial 0, Hold Start, press A
Initial Y, Press any button

Initial H, Hold Start, press A
Initial V, Press any hutton
Initial Y, Hold Start, press B

L
A
A

Initial S, Hold Start, press A
Initial A, Hold Start, press Y

Initial L, Press any button

Initial S, Press any button
Initial L, Hold Start, press B
Initial "space", Hold Start, press B

Initial T, Hold Start, press B
Initial W, Press any button
Initial G, Hold Start, press A

Initial J, Hold Start, press Y
Initial M, Hold Start, press Y
Initial C, Hold Start, press B

Initial B, Hold Start, press A
Initial R, Hold Start, press Y
Initial D, Hold Start, press A

Initial B, Hold Start, press Y
Initial L, Press any hutton
Initial Z, Hold Start, press Y

Initial B, Hold Start, press B
Initial N, Press any button
Initial Y, Hold Start, press Y

Initial H, Press any button
Initial G, Hold Start, press Y
Initial 0, Hold Start, press A

Enter the following codes in at the "Tonight's Matchup screen”. You will either
hear a "Chime" or see a "Message" that tells you the code worked.

Power-ups:

Shot Percentage:
Ouick Hands:
Max. Power:
Powerup G
FH'\/\’(‘,HW Fi
Powerup T
Powerup Offens
P 3-Pointers:
Powerup Dunks:

De hauy €
Rainbow

Speed Up:
Slippery Court:

S e
>I0LS:

UP, UP, DOWN, DOWN, B

LEFT, LEFT, LEFT, LEFT, A, RIGHT

RIGHT, RIGHT,LEFT, RIGHT, B, B, RIGHT

RIGHT, UP, DOWN, RIGHT, DOWN, UP

DOWN, RIGHT, RIGHT, B, A, LEFT

B, B, B, A, DOWN, DOWN, UP, LEFT

A, B, UP, A, B, UP, DOWN

UP, DOWN, LEFT, RIGHT, LEFT, DOWN, UP

LEFT, RIGHT, A, B, B, A (Hold A till tip-off)

UP, RIGHT, RIGHT, LEFT, A, DOWN, LEFT, LEFT RIGHT, B
UP, DOWN, UP, DOWN, RIGHT, UP, A, A, A, A, DOWN
UP, UP, UP, UP, LEFT, LEFT, LEFT, LEFT, B, A

A, A, A, A, A, RIGHT, RIGHT, RIGHT, RIGHT, RIGHT

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

Ipitial J, Hold Start, press Y
Initial A, Hold Start, press A
Initial Z, Hold Start, press A

Initial W, Hold Start, press Y
Initial I, Hold Start, press B
Initial L, Press any button

Initial S, Hold Start, press B
Initial 0, Press any button
Initial X, Hold Start, press A

Initial P, Press any button
Initial H, Hold Start, press A
itial I, Hold Start, press Y

itial M, Hold Start, press Y
itial K, Press any button
itial D, Hold Start, press Y

itial A, Press any button
itial D, Hold Start, press Y
itial R, Hold Start, press B

itial M, Hold Start, press B
itial C, Hold Start, press B
itial A, Press any button

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

Jaguar, Sega CD,
enesis, CDX, SNE.
or Neo Geo.

Ohiird Prizef”
Third prize will

win a Game
Fan T Shirt, and
a one year sub-

scription 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 cheaterscan prosper now,

like never before. (Current subscribe

one year extension.)

Allan Sum

Flushing, New York
Travis Crousie

Cedar Rapids, lowa
Chris Birks

Las Vegas, Nevada

Hocus Pocus

5137 Clareton Dr. Suite 210
Agoura Hills Ca. 91301

s will receive a
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k. LEE AND THE ENQUIRER.
DON'T YOU GUYS EVER
GET TIRED OF THAT GAME

NEY! KO RRE
\IQU?‘- WRRTTA YA
VD\‘\' I\ \\ERE.?‘-

WHEW! WELL
THAT'S THE LAST

OF THE LETTERS. I'M
= BEAT




" PLEASE, YOU ARE 7 Ny X
DISTURBING ME. DELIVER I8 Al A LOOK, | DON'T KNO

YOUR MAIL AND GO, | ) W& =S WHO YOU ARE, YOU
A 4 B\ ARROGANT SON-OF-
B 2) 0%1%, BUT YOU'RE

WS S\ ABOUT TO GET

(A MACED!

OH NO! NOT THE DREADED "PEPPER SPRAY"}
DON'T MAKE ME LAUGH, POSTAL TWIT




THAT'LL TEACH
TO STEAL

FILES! INDUSTRIAL
sP

v1 R S ae)

JUST TAKIN'
B\ CARE OF THIS
A\ THIEVIN'
PIECE A'

@I AINFILTRATIN'
‘ ﬁ TRASH!
—~—

NO, THAT'S SUCH
PAIN! THIS IS

POSTY. HE'S A §
NEW EDITOR (IR
JUST HIRED | TRt
THiS WEEK, b8
ARE YOU OKAYAH

SLASHER? 4INIRY /P asrt
MAN, TOUG YOU GOTTA LIGHTEN

A
UP, POSTY.
HEY, THE CROWD.

GLOWING RED &
EVESIS A AP | B |

GOOD LOOK (RES AT (I S
FOR YOU. | JREER—{ (I SR

GUESS JUST

\

WATCH THAT
"POSTAL TWIT"
CRAP NEXT
TIME,'CUz |




ONE MUST BE OF PURE MIND
AND HEART TO VANQUISH THE
WARLOCK'S EVIL MASTER!

SURVIVAL

i RBRRT DEPENDS ON
UNDEAD BEWARE DEMONS MASTERING
AND YE SHALL BE DEEP WITHIN MANY SPELLS!
ALLOWED TO PASS! THE DUNGEON'S
BOWELS!

) e
3 i : s ;
«-&‘-&%’T‘- x
A B A
R b S e
%:?v"} ey = no v‘:& L e e e e g g oy s v v
ENTER THE ARENA AND DO HAUNTING MELODIES
BATTLE AS A FIERCE MINOTAUR! STIR UNHOLY
APPARITIONS!
DRAGON'S FIERY BREATH!
DEWARE TAE LTIMATE EVi!
™
BASED ON

THE HIT MOVIE!

The once in a millennium
confrontation is
upon you! Using
the powerful spells
and potions entrusted to you

by your Druid ancestors, battle
gargoyles, the Undead, fire-
breathing dragons...and if you survive, the
all-powerful Warlock! Combining strategy,
intuition, and sorcery, you must be the first to
locate six ancient runestones-and save all creation
from unraveling! Afraid? He already knows that.

’ 7 ‘
. Theevilunfolds..(516) 624-3300

. SUPER NINTENDD GENESIS' Alaim

ENTERTAINMENT SYSTEM

entertainment inc.

Please get permission from whoever pays the phone bill before calling the above number.

Warlock™ Developad by Reaitime iates for Trimark ive © 1994 Trimark Interactive. Nintendo, Super Nintendo Entertainment System and the Official Seals are registered trademarks of Nintendo of America inc. © 1931 Nintendo of America,
Inc. Sega and Genesis are trademarks of Sega Enterprises, Lid, All rights reserved. Acclaim is a division of Acclaim Entertainment, Inc. ® & © 1995 Acclaim Entertainment, Inc. All rights reserved.

TM & © 1994. Warner Bros. BATMAN and all related elements are property of DC Comics TM & © 1994. All Rights Reserved.



SEGA * 16 MEG
ACTION/ADV.
1-2 PLAYER(S)
AVAILABLE JULY
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Well, this cart keeps getting more incredible every month...and it’s still not done!
Fear not Bat-faithful, this one will definitely be worth the wait..

The Adventures of Batman & Rohin is a side-view bliss-fest based on the animated
TV series. The cart combines scrolling fighting with various types of shooting scenes,
such as the Batplane and rocket packs.

New additions in the cart we received for this update include enemies for incom-
plete levels, a new multi-layered cloud cover over Gotham during the Batplane scene,
and a totally amazing, full-screen cat hoss with fully-clawed paws and a
warping head!

However, the most breathtaking addition to the cart is a boss I can only
describe as The Mad Hatter. This guy sits in a giant top hat which floats above
a transparent track. What's incredible is the track you're standing on
scrolls both in and out of the hackground, and obstacles appear along
the track. You must run and jump to avoid these walls while you
are hattling the hoss! The tracks twists, turns, and flows in
many directions all while tons of sprites are on the
screen...| am in total awe of the Genesis, |
had no idea it could do this!
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the most incredible 16-bit yame I've ever seen!” |
wouldn’t necessarily go tha far...but the game isn’t done
yet! Incomplete areas show tons of promise though; a tunnel
. filled with Swiss cheese holes will have a massive hoss circling
" though the holes!
By the way, several other alleged
P video game maugs have given this game
misleading, low scores. First of all, this game
is amazing...second of all, they shouldn't have
reviewed it at all, their version was alpha
(ahout 40% complete)... ooops. It's March
now and the game’s not due til’ July. |
already know this game is great, | just want
to know if it will be a living legend. You never
know until it's in the can...sure looks brilliant!!
—Slasher Quan

Nick Rox nu‘ it best when he said, “This is
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lues, w ]s 1o date one of Oceans best

g anl’ nrunnv llncla Fesler.%haf'ovable. ut smellv,ﬂuiibulh suckin brul i
Il s clan Is in tow to ai

- yum) wlm:h can restore
l for a Ilmlled llme Theg

cally, otq
sion, the game is colnrlul and hlgm‘ tlelailed and has a pretty
ndtrack. If you're looking for a

; cy the freaky, AFV will
undoubtedly fit into your game plan. We’ll review AFV for the
Genesis as soon as it’s in the n. (or in this case the coffin).

g —Mr. Goo




CAPCOM o 32 MEG
WRESTLING o 1-2 PLAYER(S)
AVAILABLE NOW
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The wrestling w like real life) with the
old match-ups, and the same old results. The fans were getting restiess
great entertainer, Capcom, decided to put some life back in to the ailing sp
and issued a challenge to the greatest wrestlers in the world: e prove
self as the meanest, strongest, most arrogant ever to rock the ring, and the
was born. Only ten men were nuls enough to she i r
world that Saturday Night... wow. ‘
much cooler. el T

If there’s ever been a coin-op wrestling game that non-wre
relate to, it’s this one; Capcom’s Saturday Night Slamm IC
you spent long hours watching grown men pounce around orming
ographed carnage of the now soap like WWF, you would have no reason to go out and buy a wrestling game for
ferent. SM combines the fighting genre with wrestling action, fo unigue one-on-one experience. Deliver
version delivers a good rendition of the popular coin-op.

7

new two-player Death Match. In this mode you do battle "
against a friend in a barbed wire ring. You can pick up,
swing, and throw tables and chairs, or grab a hottle
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thrown in hv an elated fan and bust it over your nnnonenl S head The death
matclles are a gas to play and turn out to be a huge bonus, especially if you've
the coin-op to death and need an excuse to buy this version.
e conversion can he compared almost directly to SF2 TE on the Genesis.
as good a translation to the Genesis as that was. Meaning the graphics
close while the music and sound effects (though good) miss hy guite a
H1] irse thi is expected given the Genesis’s capabilities compared to
m’ s coin-0p hardware. For a Genesis game the music’s pretty good, but
ist sllll llas a mouth full of marbles.
is the best wrestling game ever for the
-on-one fighter, and that’s the
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1 PLAYER




I’'m impressed...True Lies is a pretty denent movie-to-game transiation. |
Most of the time companies just toss out a weak, yeneric platformer with .
little-to-no connection to the flick. But Acclaim's True Lies for the Genesis »
maintains strong ties to the True Lies movie. The cart nﬁers un some Iairly
good, uverhead -view, Schwarzeneggarian run and gun action. .

i —r — “F
2 'g\tn_‘“\m._ ’M

 scenes taken directly lrom lhe movie, col- )

lecting useful armaments such as machine
- guns, shotguns, and grenades. You can : L s BEel
« Switch between the weapons easily. The | e ; ~».4 Way too sharply. Get set for a lot of replay-
- missions are pretty uncomplicated, and the - ' P %ag = ing to clear levels! Many players will be
*message is clear: fire at will! Well, 3 SRR
- almost...you'll be penalized if you kill too
" many civilians... duh. :

The game is progressively more difficult, %

30 TR TN AT il e

. On the nther hand, the game’s grealest
strength is how closely it follows the flick.
Unlike other move translations which all but
ignore their source material, True Lies faith- =
f - fully draws all its levels
~ from the film, and even
' throws in some

: LS8 Bl PV s T Bt
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old and die slowly

tion), TL is a welcome addition.




:'VPLAYM'ABENSI . vaEs E
ACTION/ADV. g ’
1-2 PLAYER(S) : PrGies e nnloi 21st century,

Wi el and the homosapiens
.AVAILABLE JUNE e ke o) have genetically engineered a

= new breed of humans: neosapiens.
<« Racial conflicts immediately develop, and
worse yet the neosapiens have engaged in
unauthorized time traveling. Your team of time
cops (the Exo Squad) must blast through the past, bust
the neos, and bring them back to the future. :
Don’t worry, this isn’t the plot of the latest V.
flick...it’s Exo Squad for the Genesis. The cart combi;
cate, full-screen cienematic storyline (check out the pix!)
side-scrolling action, roho-fighting, and 3D space shooting.
i In the side-view scenes, you conirol a massive well-armed rohot.
£ It's hig and may look clumsy, but it has a surprising range of move-
ments. The trick is to master aiming its arm cannon. The rohot looks
cool—it's a huge multi-jointed sprite with many animations.
Attimes you’ll go one-on-one with another mega robot. Here you have a
./ new range of moves and duke it out a Ia Mazin Saga or Black Hole Assault.
, The 3D flying scenes are forward-scrolling space sequences where you
-/ blast everything in sight. Practice your dodging, because it's tough to kill all
the enemies and meteors that litter the screen. As you fly you'll notic i
effect on the space and pretty smooth scrolling as the alien debris
on you. &
When Playmates puts the wraps on Exo Squad, we’ll have an in




‘Three Characters.
Two Outlaws.

Action/Role-Playing! 5
One Serious Mess.

CD Animation!

_ THIS OFFICIAL SEAL IS YOUR AS-
NCE THAT THIS PRODUCT
MEETS THE HIGHEST QUALITY
STANDARDS OF SEGA™. BUY

5 AND ACCESSORIES WITH

LTOBESURETHATTHEY

ST ™)
ARE COMPATIBLE WITH THE SEGA - AGES 6+ 0 /TM
CD™SYSTEM. ANIVIATED VIOLENCE W‘f’ an %Jf’ 4 %

SEGAAND 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 Creck Road, Redding, CA 96001. For a dealer near you, call (916) 243-3417 ext. 190.
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Dark l;rag;; ensued wh faust Army invaded. With the heroics of M and the Shining Force,
gon was defeated. The c/ict?‘rs retumégl to their normal lives, vowing for renewed peace. Sone dlsappearz f osome
or further adventure, and some returned to theif homes and families. And Anti, returned to hg kingdom as the Queen
Guardiana. With help from Ken, Lug, ap& Lowe they rebuilt the kingdoni from the ashes of the Runefaust invasion. \
i 4 he story begins 20 years after... ‘
' N rpr L T
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Back in the Dec. ‘94 issue of GameFan, 1|
reviewed the Game Gear version of Shining
Force. Now, five months later, I'm previewing
essentially the same game. Based on the two
Game Gear Shining Force adventures, one of
which didn’t make it to America, the latest
(And possibly the last - the original Climax
: i has dishanded into two smaller factions,
| : g Sonic Software Planning and Max
Entertainment, and the Shining Force license is held by Sega) is in many

ways the best of the series. The music is completely arranged, orchestral
power and the art, character graphics and spell eﬂe%ts are easily the
best of the series. Thankfully, the CD isn’t plagued WIIIIL8~BII gameplay
either - the Game Gear Shining Forces have just as much depth and sirai-
egy as their 16-Bit brothers, yet with a curious ahsence af towns. I'll 777
have a review of this excellent strategy €D next mon .-flu: ‘Rox
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:| Cypress resistance.
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EARTHWoRM M.

Special Edition

ONLY ON SEGACD. ERT DESERT.

;‘ .‘ New Bia BRUTY LEVEL ® PASSWORDS ® NEW WEAPON © EVERYTHING YOU WANTED TO

}E'M EAT EXCEPT DIRT.  LICENSED By SEGA ENTERPRISES, LTD. FOR PLAY ON THE SEGA
Ay CD™ GySTEM. SEGA AND SEGA CD ARE TRADEMARKS OF SEGA ENTERPRISES, LTD. ALL
RIGHTS RESERVED. THE VIDEOGAME RATING COUNCIL, ITS RATING SYSTEM, 5YMBOLS INDICIA ARE
TRADEMARKS OF SEGA OF AMERICA, INC. © 1993 SEGA. EARTHWORM JIM 15 A TRADEMARK OF
SHINY ENTERTAINMENT © THIS OFFICIAL SEAL IS 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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as widely regarded as the game that signaled a positive
t system. Now, Sega CD owners longing for a taste of the
funity to play a solid version of the 32-hit game on their
-bit cousin, RR CD features all of the FMV, all the cool
Therap! onster Magnet, and Hammerbox, all 15

arate RR CD from RR 3DO0. First and most apparent are
't produce textured polygons like a 300, all the levels
) previous 16-bit RR's. As with RR 3D0, RR €D emphasizes
than razor sharp reflexes and impressive jumps, like RR1,2
cludes a 2-player mode (albeit
pt split screen) and you can listen
and co. not only during the FMV,
you play (a major feature the 300

thirsty for another Sega CD racer, hit
ouch!) with EA’s Road Rash CD. -K.LEE
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ADVERTI

N\ Sper Game Boy l\inw
_IE—_ Includes a Free 72-Page
N/ Player’s Guide

q 10|0

SRCH N &

What’s the result when Game
Boy® and Super NES® have a head-

on collision? Super Game Boy® This high-
impact unit transforms your favorite portable

games into full-screen, multi-colored masterpieces! Super
Game Boy packs a lot of technology into a tiny Pak, but you don’t have to
be a brain surgeon to figure out how to use it. It’s a simple piggy-back job.
Just slide the Super Game Boy into your Super NES, as you would any other
Super NES game, then pop any Game Boy game into the Super Game Boy.

Instant color conversion! And it’s not just for new Game Boy games.

ANY Game Boy game can take advantage of Super Game Boy’s powers

of color transformation. That’s a lot of games, too—well over 350 titles!

And once you’re all set up, you’ll play your Game Boy games

using Super NES controllers. You'll hear the stereo Game

Boy music through TV or stereo speakers. You’ll play it

in living color on your TV screen Get the big picture?
ADVERTISEMENT



0\

“take it with you,” but Super Game Boy lets you

With Game Boy, you have the ability to

show off your favorite Game Boy games in an all-new way.
Your Game Boy games will look better, play easier and take on
a whole new level of graphic detail. In this case, bigger is definitely
better. Instantly mutate Metroids to 10 times their original size! If a
picture is worth a thousand words, the “before and after” shots

here are saying a lot of good things about Super Game Boy!

ADVERTISEMENT



If you have a Super NES
but not a Game Boy, you can
access a whole new world of games
once you have a Super Game Boy. Exclusive
Game Boy titles like Donkey Kong Land, Metroid II:

Return of Samus and the entire Super Mario Land

series can now be played on your Super NES! Paks like
the Legend of Zelda®: Link’s Awakening™ and the Final
Fantasy Legend™ series take on a whole new level

of excitement with Super Game Boy.

JERTISEMENT



When you plug a game into Super Game
Boy—POW—instant color. Some color
combinations look better than others,
and some might be fitting for one
game but not another. It all depends
on what looks good to you. If the

default color palette isn’t to your As you can see,

liking, that’s not a problem. Super games like Link’s

Game Boy has lots of palettes Awakening look

to choose from, 32, great in almost any

to be exact. color palette. When

j ' customizing the game
you’re playing, you’ll find
that contrasting colors

often work best.

There is a secret about the
border. IF you pause your
game and let it set long
enough, the border
image changes and/or
sets itself in motion.
It's like a Super NES
screen saver.

Try it!
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IF you really want to go crazy with your borders,
we suggest hooking up the Super NES

Mouse to port Il on your Super NES.

It will work kind of like Mario Paint®

Just select a color from the

7 : : i O color palette, click and
i ! hold the buttons, and
R L2 i i - paint away!

feature that will help you

o

Another custom

create stand-out screens is

Super Game Boy’s border

option. It has nine pre-

programmed borders, but your
choices are almost endless
because you can also design your
own borders. Be creative. Select
the Custom Border Icon and paint

your own masterpiece.

Using a border that complements ‘

your game screen can certainly

Super

enhance your gaming
Game Boy also
experience. For example,
allows you to edit the
set the scene for
various colors of any given
Link’s Awakening by
palette by increasing or decreasing
painting a border that
the brightness of each color. If you
features Koholint
come up with an unbeatable combination
and Egg Mountain,
of colors, write down the password that
or build an arena
you’re given, and then enter it any
around your
time you want to use that palette again.
NBA Jam™ court.
It’s versatile. It’s comprehensive. It’s cool.

TISEMENT




Programmers
can now pre-assign
" colors to provide optimal
contrast, vibrancy and
detail with Super Game
Boy Enhanced Mode.

Different levels of a game

8s"'°°r 6
Y £, IMe

h,
No JTo=
n

Land and more! Keep an eye out for

Wild Snake,™
Bonk’s Revenge,™

Mega Man V, Donkey Kong

the happy face icon on the box. It
lets you know that the Super Game

Boy Enhanced Mode is ready to roll!

can access different color palettes,
as well. And customized borders that surround
the playfield can be built-in to create an exciting
frame that complements the game. Check out

games like Donkey Kong, Space Invaders,™

"""lmu:

Get the complete o
A “,

quide to the colorful R
side of Game Boy with this
Free 72-page Player's Guide
now included with Super
Game Boy!

® s a registered trademark of Nintendo. TM & © for games and characters are owned by the companies who market or license those products.
HEEEESSSEEE SN S NN IS S SN NN SN E NN NN N

HEy! RIP oUT THIS COUPON AND SCORE $5
OFF YOUR PURCHASE OF SUPER GAME Boy!

Save S5.00

CONSUMER: Coupon is only valid towards the purchase of Super Game Boy. Coupon must be submitted
to an authorized Nintendo retailer by the printed expiration date at the time of purchase in order to receive
the discount off the retail selling price. Limit one coupon per specified Super Game Boy purchase. No
other discount promotions may be used in conjunction with this coupon. Consumer is responsible for the
payment of applicable taxes in connection with the purchase. Good in the U.S. and Puerto Rico only. Cash
value 1/100c. Coupon expires December 31, 1995.

RETAILER: Nintendo of America Inc. will reimburse the face value of this coupon plus eight (8) cents
handiing, provided it was accepted from your customer and its face value amount was dedlucted from the
retail selling price at the time of purchase of the designated product. Limit one coupon per qualifying item
purchased. Other applications may constitute fraud. Void if copied or altered and where prohibited, licensed
or regulated. Coupons submitted become property of Nintendo. Reimbursement will bé made only to
authorized Nintendo retailer who redeemed coupon. Good only in the U.S. and Puerto Rico. Send properly
redeemed coupons with return address within thirty (30) days of printed expiration date to: NINTENDO
OF AMERICA INC., P.O. Box 880481, El Paso, TX 88588-0481

100152
5]”45496 82174”" 1

GOOD TOWARDS PURCHASE OF FEATURED SUPER GAME BOY ONLY.
Manufacturer’s Coupon Offer expires December 31, 1995

ADVERTISEMENT

When you purchase
one Super Game Boy.
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Seta’s lony overdue SNES title; Nosferatu, will
] finally he available this July. First shown over 2
< years ago, Nosferatu comhines the play mechanics
of Blackthorne or Prince of Persia with the dark
theme of Castlevania in one 16-meg cart. In this
- story, the evil and sinister vampire, Nosferatu has

3 - kidnapped your girliriend, and plans to tighten his
5 . ‘ - grip on innocent souls across the countryside. It's
e ite 00 ife§041 . up to you to sift through the dunyeons and cata-
e e memoeemen-U COmbs, and thwart the dark plans of that evil blood-
B sucker. In setting the mood, Nosferatu has dark
- f e . and ominous music. This contributes greatly to the eerie presentation a yame like this
& _ should have. Nice details include: seeing your character actually reaching into a chest
S ~ and grabbing an item, Streets of Rage style combos and dashing moves, highly detailed
B outside fighting scenes, and ultra smooth character graphics. Keep your eyes peeled

=% fora full blown, GameF;m review of Nosferatu soon.-K.LEE

Tl
8

5 1‘ Gl .;" é 3 e
TRl e SOAE

i 33 BRRERE . B
mféq;jﬁﬂl s oaE

ol :
;:time@zo Crpztal O
? il A

= = =

3

[
[‘.
I»

|k end TR

e T ey PR ey T e e

SECOLUEOEET

HQ%QW@E@Q?@W@QB”B}
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ACTION/ADV. « 1 PLAYER
4 AVAILABLE JULY
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Prehistorik Man is a game that really blows me away. As action platformers go, PM is an impressive package. | cannot
say enough good things about the visuals in this game. You think you've seen SNES power? | don't think so! When was the
last time you saw 7 layers of parallax sctolls PLUS line-scrolling water? How about rotating icebergs floating in a transpa
ent, line-scrolling ocean...yea, uh huh. Surely you've seen levels with transparent, moving sprites AND a co
efiectively enabling you to see throu

but a small sample of the

1 the SNES (sorry,

~ Iransparent foreground layer on the 16-bit Ninte uba_,tn

£ TITUS * 8 MEG
: ACTION/PLATFORM
i 1PLAYER
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ms, ranging from a hang glider and pogo
Xes, spears, and more, each bringing with it a new play
- vitally important to the stage that they are being
Prehistorik Man is one of those games
challenge giving it good replay value,
. Sam getting hurt and the prehist
joyful for my liking. That, howe:

Dl L g
e




-

v & g

§

S
i1,

4
.
[
2

ACCLAIN  16MEG
ACTION/ADV. + 1 PLAYER
AVAILABLE

APRIL

, non-linear quality. You find yourself traversing
; the level, back and forth, in order to find the
¢/ heople and/or items required to complete you

¥ Itseems eveﬂl ]
" video game hased on a major motion picture,
it's either insanely horrible, or delightfully
4" enjoyable... never anywhere
_ lucky for me, that Stargate on the SNES falls into
¢~ the latter category, because in this stage of the 16-bi
game, | doubt either one of us wants to waste our lm;j%
~ One of the things | really liked about Stargate was the
way you go about completing each level. Instead of breaking
~ _down each level into one mission (as is often the case) , your
character has to perform several different missions in every level.

in-between. It's 4

time | sit down and play a el within the

veral key inc

‘Games of late
1 animation is included as standard eq
{ﬂzrgal

charac

S

h ¥
to the fluid
hetter.

“* While not as impressive as the ¢
“game graphics are also noteworthy. T

" “the run-of-the mill action game.

|delivers impressively. Prok
an overall more realistic I¢

Flashback and

<+ mission. This feature separates Starga

frameworl of a movie-fo-game fitles
II%ms happen at the same locatig
are usually not considered gres

b
filess smooth char-
nt. In this depart-

ose to rotoscope the

. The results are similar
in games like Alien 3,
the results here are even

dcter animation, the actual
e mode-7 flying sequences
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gut the limited 3D capabilities of the
NES to ?oud use. In'the side
scrolling levels, the backaround
graphics in general, auﬂ,,lhe enemlr
sprites in particular look very good.
Everything is well drawn and has a
decent amount of detail.

getting really immersed in the
ame thanks to the interesting
elween mission cinemas, and
corn-free dialogue. The moody
music and perfect play control also
really helps put you inside the game.
Stargate is difficult enough to he

Games are sup-
osed to be fun, and §
this is where Stargate
really shines. You
start out doing the
“power up. m
weapon and find al
the hidden items”
thing, but after a
while | found myself

- =R

considered challeng-
ing, but never frustrat-
ing. Even if you didn’t
see (or was not a fan
of) the movie, it's easy
to become engrossed
in Stargate: the game.
Nice Eo Acclaim
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WELCOME TO EA

i OCEAN e 16 MEG : oy’
 ACTION/PLATFORM T
i 1PLAYER
e SN RIS o4 | AVAILABLEMAY | LTI L
WHO YA’ GONNA CALL? i > AN GARNET

DC Comics’ Green Eantern is coming to a video game system for the first time ever, courtesy of Ocean. The SNES cart will attempt to
capture the essence of this stalwart superhero, complete with his multi-faceted powers. ‘

The trademark of the Green Lantern, his ring, is a key element in the game. Kyle (a.k.a the Green Lantern) must use the many different
puwershnl his ring to solve a multitude of puzzles in this platformer. He also uses his ing as an offensive weapon to shoot up the
enemy hordes. :

DC Comics worked with Ocean to script the game, so expect the action and the plot to have plenty of comic hook flavor. Ocean has
heen able to properly capture the look of the character in his animation.
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SHOOT THE MOON!
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grand finale.
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The storyline features the dread Hive Queen of Xaos,
who directs her minions, the Khund, to steal all of the
~+ Universe’s emeralds. To stop her the Lantern must tra-
. verse all manner.@kside-scrolling areas, such as a bar, a
space chase, the surface of Utoplus6, and the streets of
Gotham City...er, New York. A Mode 7 level provides the

- So why does the Hive Queen want emeralds anyway?
‘@Apparently these precious green gemstones can grant the
+ power of invingibility, and the Queen wants to create an
army of invincible warriors. We can’t have that now!
- Slasher Quan
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1 gotta confess, I've had a big soft spot for auto racing games for
as long as | can remember. The newest racing game to come to my
altention is Kyle Petty's No Fear Racing, a superh addition to the
genre by Williams. Weighing in at a hefty 24 meg and featuring S6I-
rendeped graphics (a la DKC), Kyle is ahout as good as SNES racing
gets.

Kyle includes a great range of modes and options. In the Single
Race Mode, you get to race a stock car on any of 28 different
tracks, ranging from Talladega and North Wilkshoro to Road Atianta,
Watlins Glen, or the mighty Daytona Motor Speedway. If you pick
the Season motle, there's a password feature that remembers the
cash you earned up to that point in the season--a cool feature.

Kyle Petty Racing also includes the best and most comprehensive
bild-your-own track mode I've ever seen, iar none. In the Custom
Track edit mode, you have full control of not only the design of the
track, but you also get to place obstacles and power-ups on the
. ll'al:k including tires, gas, money and nitros, The only

< feature not available is a hattery to save
ynur track design.
Once you get start-

guv-A SELLE
VIEW LTEMS

. DKC was a totally different style of game...platform vs. racing.) No
worpies, Kyle Petty is awesome nonetheless. First of all, this is the
only 16-hit game 1o feature banked turns. Even in the split-screen,
two-player mote, the frame rate is just as smooth and fast as it is in
the full-screen mode. By far the most impressive special

.
e

effect is the fog; it's the most realistic and convincing I've "' %

ever seen on the SNES.
It's a good thing Williams listened to ‘

the avice of Kyle Petty during the 0 e 'g'
development of this game, ¢ 4 W
because the game play's ’¢"
just as good as the ,,'
graphics and ,,
options, ¢’
Tllanks .?

the Speedstiop. Speaking of the Speedshop, this is where you §
choose your car (one out of 11), buy a heaithy supply of nitros
tires, upgrade your engine, and more. Once you've souped
car, it's off to the track we go!

get a feel for the track without having hig 3500 pound
Luminas and Ford T-Birds bumping into you non-stop, ruining
fresh coat o' paint on your sparkling new NASCAR. Then it's time
the real thing, the race itself.
H.LEE looked around what did he see? Graphics, nice ones.
kind of ironic that Williams makes the biggest noise over SGI
graphics, yet I felt that Kyle's graphics weren't -
fuite as good as Donkey Kong Country’s. % ¢
(ot cnurse
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This here game is finer than frog’s hair and smoother than Kentucky Moonshine!
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2 '(;‘_‘1‘ pym o E R to Kyle, ig- POSITION
“24:{:‘ the game features details such as drafting, which is Gt 1edls
~<*° when you fall behind another car so it's absorhing the wind, and {(Tmep033¢8 |

then you zoom past it! The pealism is there, and the racing grooves and
handling feel right-on. Most of all, this game is fun!
0.K...now for Some hints. If you want to win, forget the good-ol'-hoy and
take these words of wisdom from K.LEE: use your winnings first towards
1) better fuel systems to reduce the number of pit stops, 2) engine
upgrades for a higher top end and 3) suspension upgrades to improve the
handling and reduce tire wear. Only one or two sets of tires or nitros are
necessary hefore a race hecause you can only put on a new set during a
pit stop and you'll never use more than two sets anyway. During the
" races, use nitros mostly on the corners to zoom past other cars. It you do
this, you will be so far ahead that when you pit, you'll be within Striking
range of 1st place (if you're not already there) and your nitros will again

L]
- L
posITion 1 O}

5 Fosmon 11
beful. 13 NTREEEED ;
In conclusion, Kyle Petty is highly recommended for all SNES racing |5 [TMEO 01 160 | 3
fans. This is just a SNES title, so | can't wait to see wiiat Williams will )
come up with on the Uitra 64!--K LEE re

Two Player Mode!!
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FIGHTING

1-2 PLAYER(S)
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. ting a familiar bell. Based on atal Fury 2, FFS has appeared on formals ran
Irum the Neo-Geo (naturally) an the P.C. Engme tn llle Sega GD and n
. SNES. Compared to the 150- mey SNK priginal, this 32 meg SNES Falal Fur
ial does several things right:JUC paid a lot of attention to graphic det
uh the scaling Japanese screel m Geese Howard’s stage are no

lhere -everything else pre ; from the dancers and disc
ety it e ]

ng waler in Mai
stage). All the hackyrounds are very.colo A
looks very much like the coi |
W can say is, it's nearly impossih e to
g _antd.the Neo-Geo original w
I's that good. | think the music, more tha
.. While it's is nowhere near as g
e tunes have a unigue metallic sound

If you're any kind oI tlghting ame fan, the words Fury Speci gﬁ

eard hefore on the SNES. Considering JVC hall @nlv 3 ;
its to wor I think the results are com@:

?. v, this game falls flat on its face, i
the all important areas of playability and control. Alli

characters felt stiff and awkwar a‘Ellll even worse,

hard to nertur nur special moves. Executing com-'
o's and two-in-one's hecame increasingly frus-
| lrating. Il elt as if the coniroller wasn't working
\ nronerl hul in faet, that wasn’t Se.
, this game had pe) control, it
d have to be something newer and
ore original for fighting game enthu-
siasts to sit up and fake no
% The impact would hav
b, . much greater a
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What do you get when you pull a rabbit out of Q*Bert’s hat? Whizz!

Whizz is an isometric-view, hop-n-hop puzzier by Titus. The hero’s a cuddwy widdle wabbit in a top hat who
spins to defeat his enemies as he jumps through and explores massive, puzzle-filled stages. Each area is an
obistacle course, where you must outwit both crafty enemies and crooked terrain to reach the finish.

The control initially reminds you of Q*Bert, but that’s where the similarities end...this is almost a Q*Bert ‘95, E

plete'with all the running, platform jumping, and maneuvering you'd expect, There are gears and levers fo
‘null, moving platforms to negotiate, and lots of different land surfaces. You'll find plenty of treasures and items,
most important being the hourglass. This game is definitely a case of “beat the clock!”
Whizz is one of the more original 16-hit games we’ve had the pleasure to preview in the last year. When this
one is tone, you may justwant to take a Whizz!--Slasher Quan
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Coming to a SNES near you is Squaresoft’s latest effort: The Secret of Evermore. Due out this August, Evermore is the first game to he designed
and programmed by US-1, Square’s new American development team. Evermore is a 24-meg, Secret of Mana style action RPG featuring SGI ren-
dered bosses, and Square’s new hattle system and Cinema Text. Your main weapon in Evermore is a bone which you'll power up throughout the

= game and use in conjunction with your dog. If you ;
5 —| toss the bone to the dog you'll play as the |dog and
gl | visa versa. Situations will arise making this feature | = -
= —| key in certain situations. This will undoubtedly be | = =~ _ g N
--| one 16-bit game to remember. S EEro
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“Somehody stop me!” One of the most successful movies of 1994,The Mask (even without the comic book carnage), is on its way to a
SNES near you. THQ is anticipating that The Mask will repeat the success it had pn the silver screen on the SNES and Genesis.
So far, it’s looking quite promising. We’ll have more soon.
T Y e —Tea s oV : P —

s W e o0 i e Wi 17, N o a2

e
¥ oo gy TS S i Kok
“\\‘ . 458, e

S -* s sy @y ¥ ~%
5 \\ v migeianm e adn A an . .
” ClC .y L n " o

- - =2 r

o s S s - .
—— i e sn® =
= i e

Titus, creators of the blissful
Prehistorik Man’s latest
platformer; Oscar, is looking
good. We’ll have a preview
next month.

Judge Dredd could easily become this Summets higgest hox office
action-fest. First of all, Sly is due. Secondly, the effects look super. After
seeing the game at the show | have high hopes for it as well. From the
graphics to the animation, it looks like Acclaim may have yet another hit
on its hands. We’ll have more on Judge Dredd next month...
and it won't be slide scans!
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Stfr’g with this season’s OB and team attribites!

e P

m====% ADVANCED PASSING: CAMERA
4

HEAT UP THE .
RUNNING GAME WITH <
IN-YOUR-FACE b

ADJUSTS FOR 80 YARDS OF
PERSPECTIVES!

VIEWABLE FIELD!

OVER 430 OFFENSIVE,

STATE-OF-THE-ART oo ——
GRAPHICS WITH OVER DEFENSIVE AND QB
_ 32,000COLORS! , g SIGNATURE PLAYS!
CELEBRATIONS! ~  HIGHSTEPS! SACKS! DEFLECTIONS!
L= s
; =
B < e
2 e | % —
g TmaE o f oy
- 3 h i RS ¥ WAL
7 - 478 = AR
"%~ COMPREHENSIVE GAME STATS o ULTRA SMOOTH-CAM REPLAY . VARIABLE FIELDAND . .
WITH SUPER ZOOM AND VIEW OPTIONS! WEATHER CONDITIONS!

AND SEASON SAVE FEATURE!

It’s 1st and 32X. Update your gridiron action with NFL" Quarterback Club,”
the 1st and only way to play-football on the 32X" — complete with the most up-to-date
QB and team attributes of any game!

All new advanced passifig gives you 80 yards of viewable field to hit the open man,
multi-view perspectives heat up the running game with in-your-face action and the exclusive

Smooth-Cam delivers theé most advanced instant replay from virtually any angle.
NFL™ Quarterback Club™on 32X™... REAL FOOTBALL FOR REAL PLAYERS!

I‘
Vg
L

The NFL Quarterback Club is a trademark of the National Football League. All rights reserved. Sega & 32X are trademarks of Sega Enterprises Ltd. Al rights reserved. Acclaim is a division of Acclaim
Entertainment, Inc. ® & © 1995 Acclaim Entertainment, Inc. All rights reserved.
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vOU TELL LANCE WHICH WAY

O NIMATION INTO ONE GAME!

HOOKS, EVADE THE ALWAYS VELL-

AR
EVIL DR. NERO NEUROSIS AS YOU RACE
P TI-IROUGH HIS TWISTED CASTLE. BUT

RO

ReadySoft Incorporated
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BrainDead 13 is a trademark of ReadySoft Incorporated. ©1995 ReadySoft Incorporated. ALL RIGHTS RESERVED.
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PLAYSTATION:
- GUNNER'S HEAVEN
BOXER'S ROAD
SD TOHSHINDEN .
ARC THE LAD
STREET FIGHTER THE MOVIE

SEGA SATVRN:
ASTAL

BUG!

VIRTVA RACING

STREET FIGHTER THE MOVIE
-DEADLVS

SEGA 32X:
KNVUCKLES CHAOTIX
SHADOW SQUVADRON
JET SKI RAGE i

3DO:

GEX
BLADEFORCE
KILLING TIME

ATARI JAGVAR: -
" RAYMAN

HOVER STRIKE
* FIGHT FOR LIFE



Welcome to the all new GF32 Ed Zone, thanks
Joe. Lets get down to bidniss. The GF office has
been hyper kinetic lately with so much happening
at once. Slasher is off studying MK3, the Enquirer is
on a mission in Japan, Kid Fan is in Europe check-
ing out the latest 32-bit wares, K. LEE is out trying
to hunt down SF Legends, and Nick Rox is out
searching for Morrigan, and I’'m sitting here putting
the finishing touches on GF32.

It's already starting to happen, the next genera-
tion of gaming is spreading like

product launch in the company’s history.”
thing that has not been determined is
Right now it stands between $350 &

The only
the price.

S— )

$450. My guess would be $399 with two pack-ins,
‘Daytona’ and ‘Virtua Fighter’.

Sega needs two strong pack-ins to do battle with
the two less expensive competitors, Sony and

Nintendo.

If the game 1 played (BUG!) during the recent

SOA visit is

any indication, the Saturn is going to be

tough to beat, at least in the action

wild fire throughout the US game
scene. Earlier this week Terry Tang
and Sarah Richmond from SOA
made a trip to GameFan to bestow
upon us the joyous news of the
OFFICIAL Saturn launch and to show
us some of the amazing games that
we’ll be playing between
September 2nd and Jan. ‘96.

category. It's so nice to see a launch
title that is totally original and sticks
to what we all love Sega for in the
first place.

I was told the second generation
titles that are currently in develop-
ment look eons better than what
we're seeing now.

Saturn development has been

I think alot of people are going
to be shocked when they see SOA’s first generation
line-up.

Quoting a recent press release; “At this time over
100 third-party publishers and developers are cre-
ating software. More than 20 titles will be available
at launch with an additional library of 100 games
by Christmas ‘95 from both Sega and third-party
developers.”

“Sega will launch its most ambitious marketing
effort ever in support of Sega Saturn. The introduc-
tion of the Saturn will mark the largest global

’ DAVE HAWVERSON &
€ STORM
KDFAN
SPECIALK

JOED
DAVID WHITE
JOE KOBERSTEIN
€. STORM

NICK ROX
K LEE

SOFT BANK
GAME YOU 2
RALPH & BANDIT

developers ¢
ation Saturn

underway since Jan. ‘94, so many
re already buttoning up second gener-
titles. Many of these will be shown at

the upcoming E3. For more info. on these check out

this month’s

It will be
each appro
most brillia
hoping they
with someth

PGS. 62-69
 PGS.7077

Other Stuff.

exiting to see how these three giants

ach the next generation. Some of the

nt minds in gaming are tucked away

have the answer. | bet they all come up

ng brilliant. Only five more months...
-E. Storm

~ PGS.7879
PGS. 80-83

PG. 84-89

SHADOW SQUADRON

PG. 64



Gr ab Thi S ! promotion.

Buy GEX plus any one of the o
products listed below, including
SLAM 'N JAM"'95, Crystal Dynamics™
in-your-face basketball game with a

new 3D ~fast break” perspective and

receive a FREE GEX t=shirt.

o

5 ON 5 FAST BREAK ACTION puts you courtside for

all the 3D breakaways and thunder jams.
Dynamic camera angles follow up close and personal.
PLAY LARGE! Rotoscoped players, twice as large as 16-bit games, give the twine

scorching three-pointers an incredible sense of realism.

o Make roster substitutions, call plays, set screens and picks.

e Replay the highlights from multiple angles
e Track players, teams, games, and season stats

e High-octane commentary by CNN Sports™ - favorite Van Earl Wright

£ auimt

Off-world Interceptor™

Samurai Shodown™
The Horde™
Star Control 1™

Just purchase GEX and any of the Crystal Dynamics titles listed on this page between 4/1/95 and 6/30/95. Place your original dated sales receipts and copies of
the UPC bar codes from each of your software packages, along with your name and address in a stamped envelope and mail to: Crystal Dynamics, GRAB THIS!
Promotion, 87 Encina Ave., Palo Alto, CA 94301

The UPC codes and the ORIGINAL dated sales receipts must accompany your T-shirt request. (Note: sales receipt may not be reproduced in any manner.)
Crystal Dynamics assumes no responsibility for lost, late, illegible, incomplete or postage due mail. No rain checks. Offer valid in the USA only. Offer void where

prohibited, taxed, or otherwise restricted by law. T-shirt request must be postmarked by June 30, 1995.
Crystal Dynamics, the Crystal Dynamics logo, GEX, the GEX character, Slam 'n Jam '95, Off-world Interceptor, and

The Horde are trademarks of Crystal Dynamics. Samurai Shodown is a registered trademark of SNK Corporation of ?7 T
m America. Star Control Il is a trademark of Accolade, Inc. 3D0, the 3D0 logos and Interactive Multiplayer are @E@ § Al—l—_’ 2
DY NANMICS

trademarks of The 3D0 Company. © Crystal Dynamics, 1995. All rights reserved.
Call 1-800-771-3772 for information on Game Ratings.




Not unlike any
- & "+ other system launch

o QSR‘EVIEW under the same
e, scrutiny as many of
its predecessors. Both the Genesis and
- the SNES got off to slow starts and to say
the least many of their first generation
titles were nothing to write home about.
. In fact, many of them downright stunk...

| g othe
" @hils in history, the 32X4s

remember Kaboom, orhow “» ©) 7
A —_— L B

about Sword 0f Sodan...

major pain. @f course after the developers
got past the learning curve of the devel- .
opment systems, things got much better,
and today we’re playing-games-on hoth
systems that we never imagined possible.
Case in point, the 32X is-Seda’s priority ,
hardware, stuff’s comin’. Look, here’s one
now!, and while it’s not of the highest

S7150 1
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power attainable by the 32X, it's

a darn fine shooter.

The game is a 3/4 view,
Viewpoint-esque shooter which
draws its appeal from flat shad-
ed polygon graphics and some
truly unique play mechanics.

The main attraction. is its
originality. Not only can'your
ship jump (yes jump), it can
also hack, and learn. If you see

another craft coming towards
you, and it has a red core, you :
can jump on to it and ride it,

making use of its speed and
weapons, or jump on, wait for

the signal, and jump off, having

stolen its weapon system -

", ¥

(learning)..

Along the way huge ships
from your armada will also be
available for hacking, these are
the most powerful ships in the
game and key to beating a level
easily. On your own, with stock
weapons, watch out, this suck-
er’s ‘Viewpoint’ hard. .

Later on in the-game, you lay
waste to some truly spectacular
polygon hosses. You’ll see that
and more, when we review this
fine shooter next month. .

—E. Storm
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- that wished it was ‘off the tracks’. For them, Sega’s answer is

LCULOR CHoNCE AobE

:HADnm 3
| i  SHOOTER
m Y ¢ i 1-2PLAYER(S)
. \) o £\ AVAILABLE APRIL :

u_ ,._m;; S Er;crasnjnsﬁhﬂ MZ i ;

i el :

i A4 = _ i

i | 7 /3

(!\) S.GNERG\%CE’CSCG.C’:}; i - CENCRGY k‘-’) S CNCFGJ@SCC

| don’t know anyone who didn’t Ilke StarFox. However, | know many

Shadow Squadron, a 1st person polygon shoot ‘em up done right.
Those familiar with Star Wars know how well the 32X can
handle flat shaded polygons.

Shadow Squadron is the game we hoped Star
Wars would be, so if you're a shooter fan, get
ready for some very cool shooting indeed.

This is one of those games that
has all the extras, like a great
intro., an extensive options
screen, a cool object
viewer where you
can play with ,
all of the
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ENERGY |

ships found in the game (spin ‘em, zoom ‘em etc.), ey () Treneregoon |
and a great take off sequence to get you started.
The action is either in the cockpit, or behind the
ship, go anywhere shooting rapture, as you
explode a wide range of enemy
transports, fighters, and
space stations. They all
blow up with nice
big explosions!

S 'ENERGY,
j Gese

ENERGY |

<
If you ’ : _\
get tired of s —FL
their color s

schemes, jump in to

the ‘color change mode’

and change ‘em. You can

change the color on every polygon
in the game with this great feature. Shadow
Squadron is just one of the many 32X projects hap-
pening at SOA. We’ll have a complete review next
month. -E. Storm
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Bolanic Base is prefly much free-wheelin fun, in €37
that’s it’s not too tough. This is a good place to

search around for one- ups and further practice your g ;
IB“IEI‘ skills. EIIIG% the amazmg scenery. This is one "¢ 44405 ahove

o b SCORE 133400
? ! TIME 7725”50
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In Marma Madness, you must first Imd lhe hutton that | T Bl quickly or hang arnund and search Ihev v mazes. -
moves the Yacht to access blocked off areas. From there 5 g g M@L! When fighting Robotnic, just be reckless and go right at
it’s mucho vertical gameplay and flying enemies. Marina | < i BN . Male sure to always chase down at least one ring
Madness is tall and short, so you can either pass Ihrough | W ¥ getting hit, and youw’ll be outta’ here in no time.
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‘Here’s where it start

itself. First thing you’ve gotta’ do is turn on the clock, :

that’s when the dimly lit level comes fo life in blazing
color. From there you've gotia’ find your way out, and as

e R 7 R B ST o ———

_ f"'smae | i f

TIME | (e,

P SLORE 254900
TIME 1745728
4 RINGS

O——— —

¥ scoie\athhi Poscore 23me00
¥ Tme Agl TIME 1°30°51
L PINES .28

Not only is

at times the graphics will totally astound you. Countl
layers of multi directional scrolls and huge mechan
lifts make you wanna’ stop and soak it all in. Don®

§§néed Slider the fastest level in Chaotix but N

e CUNENCRIIRNE L RS - b
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TME 020733 g
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PUIEAN (A A
the yame progresses, this gets increasingly harder. To

defeat the fat one, spin dash through the enemies he
g tosses out then jump up quickly and take a whagk. If you
% take a hit, hombard him while your flashing, but don't

ing!
forget gi?”_a_fﬂf,‘j e A I e
: ,
ey i

f yf SCORE 254900 ﬁ
TIME 209”48 |
T RINGS 3 Vs '

,........,_n-..,'i%..___., G
’n ¥.ctore 239300 . A A
VAT VAT

£

TUmME 300730 .
. RINGS 144 ;
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b R

KoKl

-
‘;,:
{

out for to long though, some enemies shoot homers or
you might get sucked up by a flying vacuum-hot.
Rohotnic’s got a nice Merry-go-round waiting for you to
| take a ride...stay on the platforms, and just aim high!
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ep inclines, the Téchno

! Travel way up and then |
there you’ll have to master hold-
ur mascnt into position. Look for

, lransnarem grul and tnss him un, then huldr and ;

ricochet sky high. This level is mazy and pure fun.
| heat Rohotnic here so fast | don’t ow how | did

@ it. | just know there’s this weak SBO ;
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cedfe 1900 7 0 SCORE” 171900
TIME 323750, > A1 Foame s
RINGS ¢ 005 wian il [N 0

—
?s:nns ETT

TIME -0:17°26
RINGS 1S

1)

r b codfe 171900
T TIMER S

f SCOE z‘zmu
e are
HE5H RN

WITH A WHOI.E NEW ADVE IERE 0

)
’IE’.I'I il 2

E".I'I

gnpun -.»

T, T _‘n_ =

BT W S T

RINES ‘m V' | & mm:s ~1

...THIS GUY WANTS A KNUCKLE SANDWICH!
I



‘clalm is bringing there heavy hlttmg wrestling game to the 32x
h all the bone crunching power, color, and hard hitting sounds
hat come with 32-bit power, er... we I’wpe. We’ll scrounge up
‘mebody who likes wrestling games and revnew WWF CEVAT BT

b
- o~ — —

s Rayman! Does this little guy . a1
t around or what? All  knowis | @V‘\ [ e
at the first system this game . \ FEA ELE’S“"" o _ :
mes out fo;; 3 ggnna see a big s S o TS Shuthe gé{ng - N
e. " Iz ,,_3_,_2‘_) W '4«\\»»—-«\1-» O SO = |
li‘é"-'.':é’ By thet Bhote no'Uohecmel - % ga M Digital Pictures have two == =
cky enough to obtain from UBI, | '°f their best full motion
ch version of Rayman is unique. i adventures ready to 90) ==
\ave a feeling Rayman is going to for the 32x. Corpse Killer'=:

come a staple of the industry. i E g:’aema‘gt';az?u::‘:;oz:: - A

—

? ﬁ

eat character, great concept. o 72-;; : - -n M= =7
ok for the 32x version around ‘@\;‘ i @nnnr[rl % the corner. :__1:':_3.0,299,!,%.'
= e e .

ily. & et

eloclty is working on two games for the 32x: Spectre VR, and
iis amazing looking 3D extravaganza, Jet Ski Rage, a full 360
egree first person racer. This game incorporates a range of
ew 3D technologles, mcludmg a rocking, turbulent water

D - = environment so real it’s said to
cause motion sickness.

Jet Ski and all Velocity’s upcoming
| titles will be networkable. We’ll
' _have more on JSR in future issues.
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Start Your
Sutur_ns!!
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Virtua Racing, the ground hreaking Madel 1 racing

game and the fitle that launched AM2 and Yu Suzuki into
the limelight, is on its way to the Salurn under the Time

Warner Interactive lahel. ?
Virtua Racing for the Saturn SIBVS lrue fo lhe (HERNH

Sega coin-op game with the original 3 tracks (Big Forest,
Bay Bridge and Acropolis) in the arcade mode. TWI also
saw fit to add 7 more tracks and 4 more cars, when you

play the Grand Prix season mode. _
The new tracks are: Amazon Falls, Pacific Coast,

Metropolis, Diablo Canyon, Alpine, Surfers, and
Speedway. -You can choose to race a high speed Go Kart,
a Porsche 911-like Sports Coupe, a Le Mans style Sports
Prototype, the high tech V12 Formula-1 car, or a vintage
1960's F1 racer. Inthe GP mode you start out racing the

Go Kart class against 15-other teams through an entire
season. Not only can you earn car upgrades within the
season, but you can get promoted to a higher class or

even fo a hetter team in the Formula class. Cinematic

‘Sequences provide information and introductions to new
aspects of the game, tips on new fracks and cars plus
commentary on race strategy. In addition to the 4 camera
views during a race, there’s also a 3D ‘Pan-Around’ view,

and 20 camera ‘Track Fly-By’ view before or after the

race. There’s even the option of selecting the team colors

and paint for your racing machine.
Due out in Iate March for the Japanese Saturn, look for

VR to be one of the first titles released with the U.S. sys-

tem, September 2.....32-bit Joy is rapidly approaching.
: E
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Form power that is...Astall This amaaaazing h
cters to come along since Sonic, and the bea‘t%grgphicﬁ you've
The Saturn truly is the side-view action gamers dream co
draws in and then power exhalis the wind, Astal also hés

. power. From the scaling, to the bfgaut‘ifu[iranspgrencyi s, to the 1
- Saturn’s biggest new
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- Dragoon exemplifies my idea of the shooter: fast-paced, difficult,

~ awell-placed charge hilast.

| have played the ultimate shnulmg game, and it's for my Sega

Saturn. There is simply none better on the planet - Panzer

graphically ultra-powerful and with some of the best tunes ever
to grace the world of gaming.

It has been thousands of years since civilization was at it’s
peak, and most of mankind has fractured off into tiny nomadic
hands. One of these groups eventually grew into what iS known
simply as the Empire. Controlling almost everything, the Empire
has begun to rediscover ancient technology, such as flying ships,
gunpowder-hased weapons and the most devastating of all, the
long-sleeping Dragons. You play the part of Kyle Fluegé, a young
hunter who happens to he in the right place at the right time
when he stumbles upon an antediluvian industrial complex and
witnesses a renegade Dragonrider die at the hands of the
Empire’s top warrior. With his dying breath, the Dragonrider hegs
Kyle to continue his quest to destroy the evil Empire and bring
peace to the world once more.

In PD there are four shooting modes, switchable with the
Saturn’s L and R buttons: Left, right, behind you, and facing

front... the only view in which you can actually B R
move your Dragon. A radar is available in & '\'i‘.,‘ ;
the upper-right portion of the screen, Y

allowing you to turn left, right, or com- | ;
pletely around in time to intercept the approaching “‘Q» i ' f

enemies. You have hut one weapon, a heam gun that 4,
can he charged up, R-Type style, which at full power can
release eight homing heams. The game system may seem \
archaic, but everything else in the game is decidedly un-hasic, \
creating an extremely cool atmosphere - a refreshing combina-

tion of the old and the new, so to speak.

Panzer’s polygon graphics are shocking. Even though they run
at 20 fps with a total of 50,000 polygons per second, not terribly
impressive figures, the visuals are uump amazing to say the least.
The feeling of being in a fully-realized, actual 3-D environment,
as well as the sensation of true flight, ls s0 astounding as to be

somewhat disorienting at first. Even mough there’s some sllght —

ohject pop-up to be found, you never reallv notice it - you're 100
husy concentrating on taking out the enemles in front of you with

Now for my favorite part of Panzer, me music. Composed entire-
ly by a professional Japanese TV musician, these spellbinding
funes are a comhination of classical stuff (Indeed, the title track
was recorded by the Czech Philharmonic) and modern, faster
heats. The effect is awesomely original and produces some of
the hest music ever heard in a video game.

When the Saturn is released in America this September, PD is
sure to he a launch title. If you're into shooters or great games in
general, pick this hyper-powerful GD up. You won’t he
disappointed. -Nick Rox
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GENTLEMEN..START
"y
YOUR SATURNS...

| as Panzer Dragoon
ally falrly smooth)

healthy 30 fps w:t,
polygons being shift-

BLIAZING TORNADC

- The game you see here is Human's Blazing Tornatlo, a '94 arcade
. wrestler based on the hyper-popular Super Famicom pro-
. wrestling series Fire Pro Wrestling. The yame scales to such a
% degree that the characters range from being full-screen size to
" about 1/4 the size of the scl'eenl Blazing annado is due this
Summer.
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the super-flop SFIl movie, this title fea-
ame, (SF the Movie is being released
1 soon after.

1 'the Saturn! Based on
m the film, pasted o hile not an actual Capcom g

Solar Eclipse

Crystal Dynamics Update: Saturn Joy! :

Just as the Chieftain mentioned in the Ed Zone, many powerful developers are here in California, creating amazing new games
for the Saturn and Playstation. Pictured here are two of the titles that Crystal Dynamics will be releasing on hoth platforms, and one ° -
(Solar Eclipse) that will appear exclusively on the Saturn. 'Solar Eclipse’ features 40 minutes of FVIV, many a texture mapped polygon,
and what looks like Total Eclipse-ish gameplay. Fine by me, TE rocked. The Baseball bliss you see helow and right is 3D Baseball ‘95", an
MILBPA licensed basehall game starring 3D players, Crystal's proprietary Real Motion Control (TIV) fluid life-like motion capture anima-
tions, commentary by Van Earl Wright and rendered photorealistic 3D stadiums modeled on SGI workstations. Sports power is what |
see. Pictured at the hottom of this page o joy is 'Dragons of the Square Table” where you control a fluid interactive cartoon. This
adventure features over 3000 frames of animation, 15 hours of voice overs on 40 characters, multi-layered hand drawn backgrounds
and zany arcade action where you control whacky gizmos like CAT-a-puits that loft Kitties. you play the part of Ricker... but | ]Ba
doubt you'll see any. We'll have more on all of these amazing titles as they d Wi
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GEILING CROSSING! o THAT BREATH' F

N‘For the fast six month's or sn,,ﬁanv an anxllﬂmmmer Ilauleen slaring.al satgm screen shots from JaQQ&WeIIJIIiESaiuh ison ils way te America and ll’s Ilme ~
lgst  at some homegrown product. o

We recentl ll?d the great pleasure of wewinﬁ’ﬂ@gg S Bum anﬁ‘aé"i far as Im’lwmed BuﬁhﬂneﬁMat%mﬁme I: have seen fo ummlnam Hnmhuul ‘
mllnd “m:':gw are cnmnlélelv 3D!You mayeinto, len‘rﬁﬂl ant HII en. One Would lhlmim,;u%exnv. f"ﬂmcs would mnhul it's

'lustue opposite: BUG! is brimming over wi nds.of platforming mayhem. I don’t want to o into too much detai n vou SO muc ure, |n
future issues, but | must'say that this chara mass appeal...the likes of Sonic and heyond. I'I'biig you more mo

. Sto

y - SEPTEMBER 2ND, SEGA’S iATURN ‘“"“‘w“* DEVCON 5
- WASHES LIP ON AMERICAN i/ B oo Teones
SEGA | $SHORES |  upcoming Sega Saturn
= M Al
Soon, (September 2nd) you’ll walk in to a fine estah- . ////'. //// £ ) game are mind blows-
lishment and see these Saturn wares staring you in 7 ing..- we’ll have more
the face. Pictured helow are Illl Saturn av_gr s / e ! D5 |n our Juljg issue.

tap, memory backup
cart, and the b )
lrollerlhav

i
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Outlaws of the Lost Dynasty

Warlords from Chinese Mythology battle for power in
Data East’s new fighter for the Sega Saturn. Choose
from 11 characters and watch the camera zoom!
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____Inthe year 2077, mankind faced it
Service, or WSSS, to take drastic measures. Deada

RERLIS
s greatest crisis - World War 1II. This war decimated the world’s population, causing the World Silent Security
lus, a massive space station orbiting Earth, was built. This totally self-sufficient space station was

fite—

designed to dispatch mechanical, unmanned weapons to halt any skirmish or war on Earth. Mankind enjoyed an 800-year period of peace.
The year is 2877. Everyone who remembered Deadalus’ actual use disappeared long ago, and most people view it as God. A small group of rehels,
however, helieve they know the truth in thinking Deadalus is an archaic system designed to rule over humans... and they intend to stop it. Journeying to
 the space station, all but one of the intruders is seemingly destroyed by Deadalus’ defense mechanisms. This one lone warrior, you, is intent solely on
" destroying Deadalus. What you do not know, however, is that destroying the massive machine will probably lead to the complete destruction of mankind.
And so Sega’s Deadalus hegins as you enter the first floor of the immense space-fortress. This ultra-smooth, extremely well texture-mapped blissfest

is without a doubt the hest corridor game ever made. Several weapons, like the Vulcan Cannon, a laser, the Arm

Punch and heat-seeking missiles are at

your command, as are special items like boosters, shields, and hover jets. The graphics are phenome-
nal (This title screams Genki, the makers of Kileak the Blood and Burning Soldier) and the music is
100% PCM joy. I’'m talking the best machine-made music ever heard! We’ll review this CD of much joy
in our June issue. -Nick Rox
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GUNNER’S HEAVEN

2-D power is on the way to the
PS! Sony’s Gunner’s Heaven
features Gunstar Heroes-type
gameplay with many parallax
scrolls and an immense num-
ber of sprites on-screen. GH is
due in April.
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STARBLADE

The periect version of Namco’s arcade hit
StarBlade is finally out. SB features textured or
non-textured modes of play.

ARC THE LAD

It's official - Square is doing Arc the Lad on PlayStation! This godly company formed
a 32-Bit division, G-Craft, to make a
PlayStaion game, and this is it. The first
part of Arc, a two-part game similar to
Saturn’s Clockwork Knight, is due in May.

JUMPING FLASH
Sony’s Jumping Flash is to he the first 3-D action

platformer on the PS, similar to Bug! on the Saturn.
JF, starring Robbit the robotic rabbit, is due in April.

. VAMPIRE/DARKSTALKERS

' Capcom’s perfect conver-
. sion of DarkStalkers is
‘nearly ready! The game
~ will be available April
28th, so look for a review
next issue.

GUNDAM

Bandai’s Gundam is a 3-D strategic shooter, due in
early Summer. The current version of this CD is a far
cry from the pain seen in last year’s demos.




Tokuma Intermedia Publishing of Japan has
released a Tohshinden strategy guide, the Tohshinden
Periect Fighting Book, which comes bundied with a
limited-edition premium CD-ROM. Contained on this
CD is “Tohshinden Otanoshimini-Ban,” a special
version of Tohshinden which features a control-
the-camera CPU vs. CPU mode and a special VS.
mode in which you can control keen SD versions
of Eiji and Ellis, as well as select extremely cool
black costumes for them both. Wait until you
see Ellis in her see-through black duds... tres
sexy! :

ame with 20 views. Look for a review next issue!

shots of Boxer’s Road, New’s incre

dible 3-D hoxing g

—= &

Boy, talk ahout quick. The arcade arrive in American game stores along-

game hasn’t even officially hit the side the Saturn and PlayStation this
streets yet, and Capcom is already September.

showing screen shots of Street Fighter:

The Movie for the home 32-Bit sys- Shown on the right is Street Fighter II:
tems. Here are a few pix of the The Interactive Movie, due on
PlayStation version and judging by PlayStation, Saturn and 3D0 later this

these shots the game is close to being  year. This CD uses footage from the
done. Expect to see this digitized bliss  Japanese SFIl motion picture. -K.LEE
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g fhat one of the
ied genres in the
gaming will become

ik
d

- Programmed by Francois Yves
- Bertrand, Fight for Life opens with an
. - amazing, fully-sampled hard rock
track, accompanied by somewhat
| impressive texture-mapped block
i men (they're not done yet) dueling
on a fully Gd/uraud-shadyed checker-
. board. From this astounding aural
. utopia we venture into a world filled
with tinny Euro music and an
. .announcer who's voice (if it's even
. possible) is twenty times deeper

MKIl’s

e ,!'y.\\.\,\_ﬁus;.‘\, \g.
ATARI
FIGHTING o

LR,

Sega’'s VF: B

GG

chick with a crate on her head,
Kimura, a Ninja, Pog, some Gen-X

freak, MJ, a boxy boxer and lan, a

Guile character. Unfortunately, at this
ﬁoin‘f, in development each fighter
1as the same moves. It isn't known
yet whether certain attacks will be
exclusive to each character. Another
intriguing aspect of this game is the
fact that you can only jump straight
up. This isn't due to the Jag’s
unwieldy pad, either: You simply can-
not jump forward or back. There are
certain special moves, like the
Rotative Jump Kick, however, that will
make the character jump forward
automatically. ~

Atari ¢laims that this game will fall
somewhere between Takara’'s peer-
less Tohshinden ayStation and
control than

P et L e S e
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in a desert of mediocre games, Hover |

-

5 ATARI * IEMEG
SHOOTER
1-2 PLAYER(S)
" AVAILABLE

some liumnﬁ terrain, aml flnallv fake out
the main larget(s] Nothing especially
st driving and

as ice, and melemenl eonditions m con-
tend with such as darkness. With its hat-
tery back-up and many missions, Hover
Strike is a game you can kick back and
play for a long time...but if you're like
me, you’ll end up itching for the smooth-
ness and depth of Doom. _

If Jaguar owners are hermits stranded g

Strike is at least a saltine cracker.
--Slasher Quan

Selact:Left\Right - Fire £:Laznch
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Okay everyone, toss aside all your preju-
dices and open your mind to what could he  *
N ¥ the hest original game on the Jaguar “* R

:' & A X ; 2 ‘ tTT] . i :
2 A e yet...Rayman. Some of you may he skeptical

{ UBI SOFT + 16 MEG ;
2 ACTION/ADVENTURE
i 1PLAYER ;

Sda sl about Jag carts. Don't he with this one.
Rayman is a wonderful, light-hearted platformer starring one of the
strangest, yet appealing heroes ever. He's (it's) a no-armed, no-legged
dude who has to restore balance to his world. See, Mr. Dark has
stolen the tool of eternal peace, the Great Protoon. The Electoons who
used to gravitate to the Protoon are just a bunch of smashed atoms
without their fix of Protoon. Cool story, huh?

The game takes place in a brilliantly illustrated and animated
world, with tons of colors and some of the coolest scenes you've ever
seen. | felt like | was flashing back to the first time I played Castle of
Illusion for the Genesis.

Rayman starts with only the abhility to
jump, but the awesome news here is
he can gain new skills as he pro-
gresses. For example, Ray can
heok up with a friend such as a

fairy, who will endow him with a

new talent. When Ray meets his

friends and learns new tricks, UBI
is planning full voice dialogue!
s . ; Rayman will learn to hang from
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ledges, wind up his fist for a long-range projectile
\ punch, hover with his helicopter-like hair, fly, and
g swing with his extendible fist.

The vertically-scrolling and side-scrolling levels vary
and require many different play technigues. In one very creative
scene, Rayman must “plant” platforms, which instantly grow rig
out of the ground. As for levels of scrolling, each new version 0
Rayman that arrives in our office has more and more parallax!
; prid It's been a while since | cou

o ersseiiibieiceicaiiiicis gy this ahout 1
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!ore’ﬁrounds are llawless“"" | g \7 want ‘em $o running and jumping is a breeze, GEX controls very well espe- .
. ullra-hrigh and colorful. -« . L ‘ cially with a Goldstar controller. The Goldstar still ain’t the answer, butitir
. Now lets cover some groundwith o | = : ' have to do until someone wisesup and makes a Sega 6-button-ish pad. .
those all important play mechanics: « | SR Now oma llle levels The levels in GEX are divided into five parts and are i
m;s is one of the spols where GEX RS / . vastlo say the least. There is much fo do |
really shines. Sinc X iS a lizard, K 1 ;  in each and ewv one as GEX must find F
' on new levels and VHS  «
progress. You can stay uq
g as you like and explore
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Why would anyhody spend so
much time on such an elahorate
game and then completely miss the
hoat on gameplay? That is the ques-
tion you must ask yourself when vou
. fire up Rise of the Robots.

Everything starts out Brimming st

: cool techno sound- ;  ABSOLUTE

 rack, aicely snimafRiuily et iV
ered intro., and a cast of highly : 1

detailed mechanical monsters. But : ‘“"‘“-“BLE APRIL

. then... "Fight!”. What's this?, I can only play. me
~ as the main character? He's only got two moves! | could
" live with that except they're pretty hard to pull off when

game... 0h no! Him again? Player
two can choose any fighter, and
once again I'm stuck with rulm-
dude. This gu

) the trash com

ﬂ the corner. I.ets try a two player

tweaking or m
pro-class fi

e e

%REVIEW the granhle
with a game that will appeal fo science fiction
fans than fight fans. | believe dder group is the
intended target audience. : |
-Sgt. Gamer

. some mle of junk with 18|ESGODIG arms IS jamming me Ill




PDIGITAL PICTURES
1 PLAYER
FMV/SHOOTING
AVAILABLE NOW

" g
REVIEW

It’s no hig secret that many a reviewer at GameFan frowns on the FMV genre.
Well, | happen to like it. | guess that’s why | was chosen fo review Digital Pictures
latest; Corpse Killer. In this throw back from those great horror flicks of old, you
assume the role of the Lieutenant, who upon landing on the Island of Cay Noir is
hitten by a crazed zombie and therefore, right from the start is dying... well sort of.
Being dead on this island can mean heing more alive then ever. You see, the evil
Necrobiologist, Dr. Elgin R. Hellman is hent on overtaking the entire world with his
race of zombhies.

In order to start this joyous process he’s resurrected a most heinous group of ser-
ial killers, gang members, mercenaries, and death row victims. The US Gov't. has
called upon the Special Forces to wipe out Hellman and his zombies before it’s to
late, that's where you come in. The first, (well, second if you count the zombie) per-
son that you meet is Winston. He comes o your rescue, briefs you on the situation
and introduces you Julie. Julie is a struggling journalist who has stumbled upon
her story of a lifetime and she’ll stop at nothing to get it.

So, the stage is set, time to interact! In CK you’ll have o think, and plan, as much
as you shoot. As you progress in the game, no matter how well you do against the
hordes of zombies, you have to acquire ‘breath’ to restore your health throughout
the game, as well as ‘Datura’ coated hullets, ‘Ju-Ju’ sticks and other assorted
voodoo-ish supplies. You gotia’ kill the zombies, Winston will handie the potions
and what-not accordingly. It’s kind of hard to explain since the way you play the
game may differ from the way I did. Basically, the story unfolds as you see fit to
unfold it. There are many strategies to reach the end.

The video in CK is excellent, as is the interface. A guick read though the instruc-
tions is all it takes to get started since important dialogue comes from hoth your
two buddies, and the Datapod, where you’ll plan your strategy from. Here you can
have Winston role the Bones for hints, save your game, and use the items you've
earned for zombie Killing.

The shooting sequences in CK are pretty diverse for an FMV title. DP has concoct-
ed a wide assortment of zomhies, many of which can only be killed a certain way.
So you cant just glue down the button and plug away. You'll have to change
weapons sporadically to kill the nastier enemies and conserve valuabhle ammo. The
zombies in the game vary from the scary, to the down-right funny. The un-dead
gang-members and serial killers lumber along like helpless taruets, while the
Renegades and Cult Killers hover in at frightening speed.

There are many aspects to Corpse of which I've named only a few. If you're one
of the many who loves a good DP adventure do not hesitate, I've played them all
and would have to say that so far, this is the best one! -F. Rizzo

ZOMBIFIEDY

g8 AMBUSH! : MY HE'S FRYTN' KEN DOLLS!



KILLING TIME
Welcome to a remarkable new 3D adventure for the 3D0, Killing Time. Recommended for
those over 17, KT is what | always wished 7th Guest was... action and shooting! 0f
course, there are also mazes galore and a great story line. You're trapped in an Isiand

mansion filled with the attendees of a tawdry 1920's party. A haunting apparition (you
don't wanna' know how she died) will beckon your help (I hate when dead people beck-
on). You must uncover her horrible secret and break the spell which keeps the island in
chaotic limbo. Take my word for it, this yame's hot... and it ships in June!

BLADE FORCE

All | can say about Bladeforce is... amazing. For a system that
can only display 50,000 texture mapped polygons per second,
this is mighty impressive! You'll swear it's more. You want ‘off
the tracks, go anywhere 3D shooting? You got it... 28 areas of it!
Take flight in 360 degree 3D world with guns at the ready in a
futuristic HeliPak. Bladeforce features: 16,000 true 3D ohjects
per level and over 76,000 polygons per level in RAM, more than
500,000 polygons of texture mapped 3D geometry, more than
1000 TV screens worth of terrain is offered on each level, and
the "Bungi-cam", which gives the player a sense of being just
behind the HeliPak on another helicopter. This just may be the
best 300 game to date! Look for it this June!

| don't know who these
two are, but they sure.
do look mean & ugly!!!

THE ALL NEW PEOPLE’S GAMESHOW
“The All New People's GameShow" features more than
2000 interactive (there's that word again) challenges,
including: FMV jigsaw puzzles, visual memory tests,
pop-culture guizzes, concentration games, and more.
It's referred to as “the thinking persons" video game... |
guess | never think. Actually, GameShow games are
quite popular and for those that like to kick it with ‘em,
this is your ultimate game.
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ady available. A CD version would be worth picking up, but the game ain’t worth $200.
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CAPCOM o 300 MEG+
FIGHTING © 2-PLAYER
IN ARCADES LATE MAY

Cesaeaaas,

¢ N One of the most underrat-

f » S ed and underplayed arcade

i . games of ‘94 was Capcom's .

4 $ .~ phenomenal DarkStalkers. P~

' = In our November issue | \

&5 ‘called it the best fighter of all |
> time. And to me, it was... until

- now.

Night Warriors is
without a doubt my
favorite fighting game yet. Not only has Capcom added control-
lable bosses, many extra moves and two awesome new char- |
acters, but they've fixed the previous version’s minor quib- )¢

hles, like balancing the fighters’ abilities and fixing Demitri's |ls

Warriors could be considered DarkStalkers Champion
Edition... basically, what Capcom'’s done is made a great
game greater.

Let's begin with the two new characters, Donovan Baine and
Hsien-Ko. Donovan is a Dark Hunter, a son born of a human
woman and a demon male. His goal is to destroy all darkness

in the world, with his main target being the vampire Demitri )=

Maximov. Accompanied by his enchanted, living Tibetan
hlade Kilshred and an emotionless little girl named Anita,

4%
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who he helieves can lead

him to evil, he is setto.
11 bring light to the world. -

5 Hsien-Ko is actually

two sisters, Ling-Ling

- and Lei-Lei, housed inside
/ the hody of a Kyonshi,

or Chinese ghost. Lei-

Lei died untimely and Ling-

" Ling sacrificed herself to

i save her sister’s life.
Becominy Hsien-Ko, the duo decide to enter the battle of the

‘ Night Warriors.

Gameplay remains the same for the most part, but there are a
few additions. The most important of these is the Ghain Comho
system, comho moves which are performed with normal
,;,_/ punches and Kicks. You are also no longer limited to chary-

.. ing your Special yauge just once. You can now store up to
»4®  hine super moves, which carry over hetween rounds. The

*...4{ yuard reversal attacks introduced in DarkStalkers are now
~given actual on-screen honuses, as are the aforementioned
. Chain Combos. The auto-hlock feature found in X-Men is
implemented here, as well, but is limited.

+ Next month we'll have a review and a move guide for
J this truly awesome fighter, so look forward to it and to
: j playing the game in
: 1 early Summer! -

{ N.Rox
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LOOK FOR THE
NIGHTWARRIORS
MOVE GUIDE
NEXT ISSUE!




Mortal Kombat 3 made
its worldwide debut at a
Chicago test site on March
12th, then was rolled out
before the public at the ACME
coin-op show in Reno, NV on
March 23rd. Thanks to John
George, other Internet
sources, and our own hands-
on play test, the picture is real-
ly starting to take shape.

14 Characters...and More?

For starters, MK 3 features
14 main playable characters (see
sidebar for descriptions). There's
also a mysterious empty hox on
the select screen, which will
allow you to access at least one
playable hidden character (there
are at least three hidden charac-
ters total). And yes, Random
Select still works...just hold Up
and hit Start.

There’s no indication yet
what happened to the MK Il char-
acters who didn’t make it to 3.
Some could be dead, hidden, or
in disguise! (Cyrax is rumored to
he] Scorpion, but don’t count on
it.

MORTAL MANIA

The story is Shao Kahn has

left the Outworld, and turned his
attention to Earth. Using his gqueen Sindel,
who he resurrected from the dead, Kahn has
already started to take over our world. All of

the souls on the planet have heen
lost...except for the 14 Mortal Kombat
Warriors chosen for this tournament, who
fight to determine the fate of Earth.

New Button, New Speed

On the game play front, the big new
addition is the RUN button, located to the hot-
tom-left of the Low Punch hutton (all five
other buttons remain the same). The new but-
ton configuration is very ergonomical, and
once you get used to it, RUN is easily
accessed by your thumb. MK 3 is definitely
faster than part Il, and the use of the RUN but-
ton really picks up the pace!

According to designers Ed Boon and
John Tobias, the RUN button was added pri-

marily as a way to combat that “it’s just a
waiting game” criticism of past MK games.
Some players didn’t like how you could
always just sit in one position, wait, then
counter anything the enemy did. The RUN but-
ton is supposed to give the aggressor the
advantage and enable them to start a move or
comhbo while running. A little green har shows
how much RUN energy you have left, and it
quickly regenerates as soon as you stop run-
ning.

Killer Kombos

MK 3 still has the familiar juggling
air combo system, only it’s been expanded
and many more moves now provide a “lifting”
effect to set the enemy up for a comho (i.e.
Kitana’s Fan Lift from MK II). For example,
check out Shang Tsung’s new Flaming Skulls
which send the enemy rocketing into the air!

In addition to the familiar juggling
combhos, there’s an ALL-NEW ground combo
system! If you get close and hit the enemy
with a certain normal punch or kick, they will
bhe stunned and then you can immediately
string together a series of three to four more
normal punches or kicks. Sometimes the final
hit in a ground combo will even send the
enemy flying into the air so you can juggle
them for more hits! So, which punches and
kicks work in ground comhos? It’s different
for every character!

All of the combos are in the MK tra-
dition, which means YOU must execute all the
joystick moves/button presses. This is NOT
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like Killer Instinct where you hit six buttons

and get a 30-hit combo!

By the way, MK 3 now displays
combo info, including the number of hits and
the damage percentage (similar to Primal
Rage). Players are already finding 7-hit/42%
comhos...even a 10/63% combo!

Finish Him

Only a handful of Fatalities have
heen found so far, but they look just as amaz-
ingly violent as ever. Ed has stated there will
he DEFINITELY be Animalities in MK 3, in addi-
tion to two to three Fatalities per character,
hackuround-related Fatalities, and mayhe
some other “alities” yet to be revealed.

Mysterious Boxes

There are also now Six boxes dis-
played at the bottom of the VS screen when
fwo people are playing. Each player controls
three boxes. By pressing the respective but-
ton, each box cycles through nine possible
pictures. Some of the possible pictures
include: MK'3 symbol, Skull, Question Marlk,
Raiden, Yin Yang symbol, Lightning Bolt, Shao
Khan, Peace symbol, and more....

Many different game effects are pos-
sible depending which hoxes are selected!
For example, if one player displays Shao Kahn
in all three of his hoxes, he will be handi-
capped hy the loss of half of his energy at the
start of each round. Or, if all six boxes are
made to display Yin Yang symbols, then all
blocking is disabled! Since there are six

hoxes with nine possible choices, there’s a
lot of potential for hidden stuff here!

In the single-player mode, there are
no hoxes but you can “Choose Your Destiny.”
You choose to start at one of three different
towers, with three different bhattle plans.
Could this mean different enemies along the
way, different bosses, and different endings?
One hoss we’ve seen is this hig centaur-look-
ing heh'emnlh...the sprite takes nearly half the
screen!

New Backgrounds

The new hackgrounds are set on an
eerie, unpopulated version of Earth! The hack-
grounds look highly improved over MK Il and
wetre created using rendering technology. One
of the cooler backurounds is the Subway,
where you can uppercut the other guy so he
gets smashed up into another level called
“The Street,” and you follow!

In the Subway, you're down on the
subway tracks of a depot with flickering lights
and a sign that says:

<-- Boon Tobhias -->
300N 400E

Another interesting backgrounds is
the Boonyard, a graveyard with a full moon
hehind moving cloud. Four of the tombstones
display some interesting names with the fol-
lowing hirth and death dates:

Boch Tohias Beran Mikicic
3/22/64 8/24/69 8/29/67 8/6/69
4/1/95 4/1/95 4/1/95 4/1/95
What does the April Fool’s date sig-

— -

nify? A few of the other gravestones have
these names: Cage, UTB, and CAL.

More Kombat

Ahout six months after MK 3 hits the
arcades, Ed and John are planning to release
an MK 3 chip revision which will add new
characters (possibly as many as SIX), new
hackgrounds, new Fatalities, and much more.
This way, gamers can play original MK 3 on
the PlayStation when it hits this fall, but still
have new things to find in the arcade game.
Will the revised MK 3 ever come to a home
system? It’s highly likely that the Ultra 64 cart
(Spring ‘96) will contain all the new features
from the update.

Midway’s plans to keep the MK hype
going extend far heyond just a chip revision.
When MK 3 is launched, the fever will start
with TV ads on networks like MTV. Then the
hype will continue with the MK movie in July,
an MK animated series, an MK live-action
tour, and possible Midway-supported MK 3
tournaments in arcades. Remember those
hoxes on the VS screen where you input
codes? Get this: codes for that screen will be
revealed in the advertisements for MK 3!

‘Til Next Time....

Ed and John have promised 100%
final code (no revisions will he necessary
unless bugs appear) for MK 3 in arcades prob-
ably by the time this issue’s in your hands.
Stay tuned to GameFan for the latest in our
next issue! --Slasher Quan and The Enquirer

e wmow




MK 3 Current
Move List!

Here’s a full description of each
character in MK 3, plus all the
moves that have heen discovered
so far. Please note that all moves
are hased on a preliminary test
version of MK 3, and many com-
mands could change hefore the
final release version!

KEY: D=Down, U=Up, F=Forward,
B=Back, HP=High Punch, LP=Low
Punch, HK=High Kick, LK=Low

Kick, HCF=Half-Circle Forward, .

QCF=Quarter-Circle Forward,
HCB=Half (HI{H[ Back,
QCB=Quarter-Circle Back.

SINDEL

Sindel is Shao Kahn’s Queen.
Played by Lia Montelongo, she’s
scantily clad in purple with long,
flowing white hair with a hlack
stripe down the hack. She wears
thigh-high black hoots. She was
reincarnated when Kahn took over
the Earth Realm. When she wins a
round she floats around in the air.
Known Moves

Yell (holds victim): F.F,F,HP

Float: B,B,B,HK

Diagonal Down Fireball: HCF,LK

SHEEVA

She’s supposedly one of Goro’s
seven wives. She has four arms,
black hair, and wears a red out-
fit...she has a really nasty-looking

face!

Known Moves
Teleport Stomp: D,U
Firehall: QCF,HP

CYRAX

A gold-colored Robo-Ninja played
by Sal DiVita, he’s rumored to he
Scorpion in disguise. He wears
full body armor and has a black
ponytail.

Known Moves

Exploding Teleport: F,F,LK

Throw Green Net: B,B,B,LK

Throw Bomb: B,B,D,HK

Fatality: According to Ed Boon,
Cyrax has a great Fatality. He
stands in front of you and all this
machinery comes out of his chest
and just crushes you. :

KABAL

He wears a helmet and a gold-col-
ored outfit. He fights with what
look like hig crowhars (a.k.a.
hookswords). He’s played by
Richard Divizio.

‘Known Moves

Purple Firehall: B,B,HP
Tornado Spin: B,F,LK

LIU KANG

Kang now has long hair. He wears
red and black pants. Supposedly
he’s played by the same guy who
portrays him in the MK movie.
Known Moves

High Fireball: F,F,HP

Low Fireball: F,F,LP

Flying Kick: F,F,HK

Bike Kick: Hold LK 3 seconds
TigerRun: F,F,B,HCF,LK

SHANG TSUNG

He’s got longer hlack hair, eye
makeup, and a goatee, hut no
heanie. He’s played hy a new
actor named John Turk. When he
wins he raises his fist in the air
and it glows green.

Known Moves

Throw Skulls: B,B,B,LP

Fire Eruption: F,F,B,LK

Sub-Zero Morph: F,B,F,HK
JAX

- Jax now wears purple pants and

has metallic (bionic) arms. He's
played hy the same actor from MK

11, John Parrish. Player 2 Jax

wears green pants.

Known Moves '

Double Missile: F,F,B,B,HP
Single Missile: B,F,HP

Running Shoulder Slam: F,F,HK
Ground Slam: Hold LK 3 seconds

SUB-ZERO :

He’s now unmasked and wears
more of a blue suspender-type out-
fit. He's played by John Turk. Sub-
Zero no longer wears a mask
hecause he dropped out of his ninja
clan, and now two Cyber-Ninjas are
out to execute him!

Known Moves

Ice Shower: QCF,HP

Ice Clone: QCB,LP

Slide: B,LP+Block+LK

SONYA

She has blonde hair and a green
outfit quite similar to the old one
in MK 1. She wears green, hlack,
and white spandex. She’s played
by Kerri Hoskins, the Playhoy
model who played a cheerleader
in NBA JAM and starred in
Revolution X.

Known Moves

Energy Rings: QCF,LP

Upward Bicycle Kick: B,B,B,LK

KANO

His new costume is a mix of red
and black. He’s played by Richard
Divizio, the same actor who played
Kano in the original MK.

Known Moves

Flying Roll: Hold LK 3 seconds

Knife Throw: QCB,HP

Knife Uppercut: QCF,HP

Fatality #1: Get close and tap
F.F,F,F,LP. (He rips their skeleton
out through their mouth....)

Fatality #2: Stand just outside
sweep range and tap F,F,F,HK. (He

sends a heam of light from his eye-
piece into the opponent, who
explodes.)

STRYKER

He’s looks like some sorta cop,
wears a black cap backwards,
and has a red outfit. He fights with
a baton and throws grenades.
When he wins, he fires his gun
into the air.

Known Moves

Baton Throw: F,F,HK

Grenade: HCB,HP

SEKTOR

He’s the red-colored Rohe-Ninja.
Cyrax and Sektor look the same
and are just palette-swapped.
Known Moves

Heat-Seeker Missle: HCB,HP
Straight Missle: F,F,LP

Teleport: F,F,LK

NIGHTWOLF

He’s the Native American played
hy Sal DiVita. He’s very modern,
and his

costume is cool.

Known Moves

Shoot Arrow: HCB,LP

Hatchet Uppercut: HCF,HP

Reflect Shield: B,B,B,HK

Shadow Shoulder Ram: F,F.F.LK

KUNG LAO

His costume is quite similar to the -
old one, hut his vest is more like
wide gold suspenders. He's played
by Anthony Marquez, the same
actor one who portrayed him in
MK I1.

Known Moves

Hat Throw: B,F,LP

Teleport: D,U

Diagonal Down Kick: D,HK in the
air '
Thanks to the following Internet sources
for contributing to this report: John
George, Brian Smolik, Mike Kokal, Angelo

Llanes Cruz, Rory Groves, and everyone
else on the MK newsgroup!
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he wizards at SNK present : Super Sidekicks 3 The
t Glory. This 158-med title is more a refine-

it of Sidekicks 2 than a whole new game.

concept has stayed the same hut the graphics

e been tweaked slightly. For example, the actual grass on the play-
d is detailed to the nth degree. In certain stadiums, the grass is cut
pok like arrows and even the soccer ball itself. In the stands, the
wds don’t look like pixely bit-mapped graphics anymore. They're
longer flat looking: they now have 3 layers of depth, resulting in a
re realistic 3D look. Also in 3D, are the close-up goal shots. The first
son shots are just like they were in SSK 2 but now you also get a

overhead 3D view that looks great. The after goal cinemas are also .

new and highly detalled The scaling effect is smoother than ever
and it adds an exira visual impact
when the action heats up. In my
%\ 4 opinion, the noise of the crowd has

SUPER SIDEKICKS 3
/

not improved as the fans no longer sing, chant or heat

their silly little drums like they did in the previous game.

The only shouts you get from them is when you approach

the goal area-nothing exciting enough to do backflips over.

More than anything however, Sidekicks 3 shines in gameplay.

It's not that the controls are overly complex (they’re not) there-

fore, it’s easy for a novice or non soccer fan to play (and there-

fore get absorbed in). The only fly in the ocintment is that playing

SSK3 is like listening to a remix version of your favorite song- it's

hasically the same thing you’ve experienced before. This would be

0.K. if such groundbreaking games such as F.L.F.A. Soccer on the

3D0 or Victory Goal on the Saturn did not exist, but in fact, they do. If

SNK is to remain a maior player in the soccer genre, they must build

upon previous achievements not rest

\nn their laurels -K.LEE

v»";r KA
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! highly reminiscent of Konami's Run and Gun arcade game, but
- amazingly, Slam 'N' Jam's graphics are far and away sune-

- NBA on HDTV. There is next to no

[PLAYOFF QUARTERFINALS

Eacnuamenanzumnmmnﬂllll ints. The
"Power Tab" pepreseats the sum of the toal
score. Each "Power Tah" equals 20 point

power!

I
24 60 66 72 63

" 26 56 61 73 62

100
10
100
10
100
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7 ATLANTA,

ALL THE FIXINS’!
Ever since 1992 my favorite haskethall game of all time has been NCAA Baskethall for the SNES. | thought

nothing would ever have a chance to displace the champ...until now.

From the early preview version, Slam 'N' Jam for the 3D0 looks like it could be one of
the most imporiant sports simulations to be released in 1995. The game could
hlow away NBA Jam, NCAA, etc. and set a new standard for basketball

The amazing 3D above-and-behind-the-court camera angle is

rior to the coin-op. It's astonishing that the 3D0 home
system hardware, released over a year ago, can
outclass high-tech, multi-$1000 Konami
arcade hardware, released last year.
The visuals in this game are so
incredible, you'd think it was the

chopiness or pixelization o be
found. The scrolling is

smooth as jersey silk, and
the player animations
are so sweet, you'll
be screaming, "I
can see every
frame!"

7
NEW-YORK 2
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32.BIT B-BALL AND JORDAN’S RETURN TO THE NBA... SOMEBODY PINCH ME!
— ’ q ) e e ) rvro v e V%
. ‘i"—”l i : ' - oy 0 l Sy o —— I

4 ‘,ﬁﬁ;ry&xgz
- _ E i e g - A l'ﬁ I? S ‘r'- 7*
FLIGHT NUMBER 3 - NOW ARRIVING...
The pix are perfect, but how about the game play? Crystal Dynamics shoots the rock, baby! At least it looks that way. Steals,

posting up, treys, monster dunks, even midair rebound put-backs...gimme alley oops and play calling and you won't hear

me gripe abhout anything!
The preview version was incomplete in many areas, especially options, play mechanics, and
_Nteamslnlavers. At this moment the players are fake and the teams have their correct NBA

' 4 15T QUARTER

| P

jersey colors, hut not the NBA logos. It's possible that CD might get some real licenses,
\ stay tuned. But no license is required for realistic arenas--check out the parquet
< floor at Baston Garden!
The sounds were also incomplete in the version we played, hut the
ultra-sharp announcer was full of great basketball slang and color
commentary. There was even a funky rap thing at the options
screen.
Unlike other latrines masquerading as basketball
games (such as NBA Hanatime '95 for the Sega CD),
Slam 'N' Jam is a full-on, five-on-five pro bhasket-
\ hall game. This means you get all the options
you'd expect: exhibition, playoff, and season
options, plus statistics records.
NBA Live '95 and NBA Jam T.E. are
good, but the 16-bit limit has heen
reached and it's time 1o push new
frontiers on 32-bit systems such
as the 3D0. With Slam 'N' Jam,
Crystal Dynamics sends a
crystal clear message fo
all the other companies
stuck in innovation ruts:
"Get that junk OUT!!"
--Cal Cavalier

TA CRYSTAL (b rSTAL
XY MA ’.SI’.“IA.:GMN
V'(‘: . A Y R
i
)

T




ARG | % i j 1 s PAESIHE
FONHINE FONHINE
BLTLRING
TACRLING
T

= 4 COVERAE)
srECICT Tene). i i spECIRLTER NS,

(whose last
nntball eﬂorl‘

SACKED!
BY #56 FOR
AN 11 YARD LOSS




groans for those bone- crunching hits. except for one thing: the button ca
~ The controls and game play are as are just a tad small. Depending on
responsive as you’d hope them to be. The i
game features very precise run conirols
and the standard moves such as spinning
and diving. The play-calling meets the cur-
rent standards, with ~
. hree levels per play
(range, formation,
and specific nla%r) -

J\Q ' ‘armed with a 32X, it all boils down to:
:  BUY THIS GAMEY!
--cal Cavalier

3L

almost at ground level, or pan outto a
igh-up blimp view. The slow-mo even

S o " Cordinals
s like a live broadcast! Rans
have only three quibbles w : ( o
0B Club. First, | wish the develope ] - Pe———
taken full advantage of the six-button ca - L e
troller. You figure gamers who spring for
32X probably have invested in the relative-
ly inexpensive six-shooters, why not use
§ mem" There are plays where more than
‘ vers run routes, why not use X,
addmunal recelver nmions‘? Or

-

=

§oe
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Hple 8
PiyAsLy,

= |l Prayer-1 [
| 2nd stroke

Hole 11
Par

0.90f ert

Pur3 407y,

i ol 7

Hole 17,

= Inside ul evel'v Video game nlayer is a golfer, struggling to get out. It's the ultimate game of counts and - features a really great graphic tutorial (pictured here) on fiow o play the game.
. Mmeasures. When done properly, as Sega's Pebble Beach golf is, video game golf can hecome even more I course with golf comes the inevitable... elevator music, tiey, golfers love the stuff, and I guess it fits. If
. fun than the real thing. Of course | can't goi, so that's easy for me o say. But get me on the bil-mapped  it's any consolation, his is dapn good elevator. The sound effects and vaice are excellent.

o course, and I'm a demon. Another fine addition to this version of PB is the addition of animated caddies. That's right! They don't
- With Sega's Pebhle Beach, you're prohably expecting Something Similar to those versions popular on  just stand there ke Stifts, they reach in and grab your club. “Good catdig, now get me a Beer!” (or a
e Pe (yuk)-and the 300. But that's not what you get. There's more than just a few yoodies soda if you're tnder 21). The animation on the golfers is also silky smooth.

lere's one last little bit' o' joy before | dart. Before each hole, you'll see an over
\ view of the next hole which will ift off the map, scale in, and then mom
\ by as Graig Stadier doscrites the terrain ahea..
more cool stuff!
Hey, if you're in to video-golf as | am, this is -

; the ticket. Penhle Beach on the Saturn is
ﬂ\‘g N ahout as real as it gets. S, trn on the
e fan; cue the birds, and Sega will
put you pight in the middie of

R \me acton. -CHIP

packed in:to the Saturn version. I'd have to say my favorite feature is the hall-cam,
something | think all ol should have. After clioosing this option, once /

 hit the ball, the camera follows,and although the scaling S
t perfect (it's darn good, but not perfect) the effect g
greal. Usually, you just watch as the screen
 clicks forward showing your- lonely ball
- tivibble along the fairway.

- Besides this choice option, the /

me is surrounded with
L voice and scenic

WATCH A - .
- PRO...

©SEGATEE
SIMULATION

©  1-4 PLAYER(S)
¢ AVAIL, NOW JPN.
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STADLER’S PINCH HIT |

#
PEBBLE BEACH GOLF LINKS
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Back Tees 209 yards | Back Tees 548 yards
Middle Tees Suu= | Middle Tees 38 yards
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Depression...
" unhearahble,
unending depres-

""SEGA SPORTS  * sion...players greedy as
¢ 2UMEGeBASEBALL / , " theif best Don Corcone .o The |
i 1-2PLAYER(S) : 7/ Godfather) impressions, President |
* AVAILABLE APRIL : i Clinton unsuccessfully trying to inter-

ene, scabhs masquerading as real nla¥-
- ers... was just ahout to get a wet cloth, siit
my wrists, and kill myself when, lo and
hehold, the only thing that could have shaken
~_me out of my deep strike-induced funk has
arrived: a nearly-complete version of World Series =
Basehall ‘95 for the Genesis! '

“ﬁ existence. The cart offers a truly complete baseball expe-
/ rienced, marred only hy the very slightest of flaws. o
/" What truly separates WSB is the guality of the simulation.

% i From the awesome batter’s hox perspective, to the sharp

scrolling field, to the down-to-the-Green-Monster real park

details, to the superb player animations, you really feel like

you’re in The Show. : . ] ; o

/_ _ While you can’t quibble with the graphics, you will take
' issue with some of the controls. The game supports six-hutton con-

, trollers, but only partially. Let me explain. During certain actions you

J can use all six huttons (such as hase running), but during others you

only use three buttons (such as batting or pitching). Those extra buttons

: i are sorely missed, because functions such as pick-offs and stealing

would hetter he handled by the extra three buttons than, say, a double-tap

, olrnne of the regular buttons, which are already heing used for other
/ Rurposes.
Other than this annoyance, the news is all good. You get full season,
' playoff, and exhibition game nﬂuons, plus a home run derhy and batting
. | Practice. Of course, battery backs you up. All the extra touches are great,
- such as the scorehoard sequences afier a hig play or big out. A
. The sounds are good, but not perfect. The announcer’s voice is a hit
£ grainy, and this was probably a compromise: lower sampling. rate for higher

__ Quantity of verhiage. |

~ ~ WSB ‘95 is required for hasehall fans, and at least worth a look-see
! for owners of the original WSB. This is just about as good as 16-hit haseball |
can get, other than the incomplete usage of the six hutions. Even if we may not §
hear the following words on opening day, | have only one thing to say of WSB

95: “PLAY BALL!"—Gal Cavalier

: VISITOR
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WSB ‘95 is the superior basehall video game in ¥
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ACCOLADE * 16MEG
BASKETBALL e 1-4 PLAYER(S)
. AVAILABLE APRIL

@6@6 While Accolade really should have
4 called the first cart in this series

: Barkley: Shut Up and Quit Complaining
About the Boring Game Play, the sequel contains a surprising number of
innovations and moves to raise it ahove the mediocrity of its predecessor.
Larger sprites, more moves, and alleged hidden characters place Shut Up 2
just a few rungs helow the current king of two-on-two hoops, NBA Jam
Tournament Edition. :

Essentially, Shut Up 2 is a two-on-two street haskethall game with fake
players and fairly solid play mechanics. The game play is very NBA Jam-
ish, with similar (though not quite identical) button controls. The big ditfer-
ence is how much interaction you can have with the ball while it’s in the
air. You can specifically set up an alley-oop, put back a ball as you rehound
it, or pass the ball just when you've stolen it in mid-flight. This adds
an extra dimension to the game play missing from NBA Jam.

Despite these features, Shut Up 2's game play is a bit choppy. The &
collision is off in places, and stealing is haphazard. Instead of touch- ==
ing the hall, often you must touch the player to pickpocket him, which -
makes no sense at all. Generally the game is rough around the edges,
:wlh i the fluidity of the animation and the interaction of the charac-
ers.

But can Shut Up jam? Definitely! While the dunks don’t have all the
high-flyin’, ball-on-fire, phi-slamma-jamma, in-yer-face guality of the
slams in NBA Jam, they're pretty good stuff. But wait 'til you see the
Godzilla dunk when your juice bar is full, that's bitchin’ The hack-
hoard-brealer’s also bad-ass. i

As for the graphics, it's good that the character sprites are way
larger than Jam, but why did Accolade go with bland hand-drawn
computer art instead of shar, lifelike digitized sprites? The sounds
and music play 500 ball. You'll get down with the “Barkleyisms,” but
sometimes you’ll have to use a de-hiss-ifier to understand what
hometown’s trying to say. )

You'll find several other areas where Shut Up 2 needs polish.
While there’s a tournament mode with a hattery save

¥ (good), the Al is way too smart and the computer

| steals your ball too easily on the first level

. (bad). Another no-no is the lack of a difficulty
select, making the one-player mode frustrat-
ing for all but the best hoopsters. = ,}

Shut Up 2 has merit, and is worth renting |
at least. But Barkley isn’t ;
Michael Jordan, and this R
ain’t NBA Jam. If Jam
learned to do alley-oops
and put-backs, or Shut Up
learned good graphics and
smooth game play, we’d he
getting somewhere.

-Cal Cavalier
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| , =" { PLAYMATES * 4MEG :
P : ACTION /PLATFORM |
: o YO IR
: T = . i_AVAILABLE JULY

EWJ on GB! Handheld enthusmsls
rejoice, the platform power is here and
it's in the form of a worm.

Jim for Game Boy does a remarkable
~ job of capturing the 16-hit masterpiece.
The game play is great, and the
~. control is hetter than you'd
think it might be. If you hold the
controller neutral you shoot,
then direct your shots; if you hold
in any direction, you whip. This is
sy avery good method of shrinking a

5 three- butlon game into two

.

G"
»
R

Most of your ¢
fave levels are here, from '
hoth Buttvilles to Peter Pupppy.
(Bet you'd thought you'd seen the
last of that obnoxious pooch, en?) If 3
you're itching for a great GB nlaﬂnrmer =
Jim looks like the way to go -
--Slasher Quan

>
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PLAYMATES 4MEG
- ACTION /PLATFORM
1 PLAYER
(AVAILABLE JuLY
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So Jim’s gone Gear, too. Now ya wanna
know which is better, Game Boy or Game
Gear?

From the looks of the preview versions, def-
initely the GG. With ultra-crisp colors and
great animation, this feels like an 8-hit
Master System masterpiece (I wonder why).
The hackgrounds are great, and even Jim’s
hilarious rope-skipping win animation is pre-
served. Eurocom did a great job with the
translation.

Even if not every single detail and ohscuri-
ty from the 16-hitters are here, the gen-
eral hilarity and fun of

Jim is preserved. Where else can you launch

a cow, slide down the slopes of hell T

(make that heck), or bungee jump? Ay
The play mechanics are the same as the '

Game Boy, hut the color really makes this edi-

tion shine. It’s special!

--Slasher Quan
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FREE

SHIPPING

Place an order
for an out of
stock software
item & receive
FREE overnight
shipping when
product be-
comes avail-
able. Handling
$2 per ship-

We also
carry

PC
Games,
Pen and

Paper
Games,
and
Board
Games.

OVERNIGHT SHIP-
PING in US $4 per
order. Mail to
Canada, PR, HI, AK,
APO, FPO $4 pwe
order. Worldwide
airmail $6 per item.
Handling $2 per
shipment.
Hardware orders
may require addi-
tional shipping
charges. Call for
details.

Visa, MC and
Discover accepted.
Checks held 4
weeks. Money
orders same as
cash. COD $8.
Defectives replaced
with same product.
Most items shipped
same day. Shipping
times may vary.
Price/availability
may change. All

GFAN 595 1

‘ILLUSION OF GAIA’ Radiating an ominous light in its
path, the Chaos Comet threatens the existence of the
planet. Battles erupt and a tentative peace is retumed to -
the land while beasts lie waiting. $64

WEAPONLORD’
Weaponlord fea-
tures seven bar-
barians, each bat-
tling to be the ulti-
mate bad guy. All
of them are big-
ger than you've
ever seen in a
16 bit fighting
game. fight with
swords and axes,
everything to get
your blood flow-
ing. SNES $59
GENESIS $58

GENESIS

]

‘HARDBALL 95’
The pre-season
predictions are in,
and Hardball ‘95 is
the clear winner.
We've included
new player ani-
mations and real-
We've even given
you a more chal-
lenging computer
opponent that will
attempt pick offs
and adapt to your
pitches.  $49

‘TIMECOP’
Travel through
time and des-
troy a mad tech-
no demon from
sabotaging the
course of histo-
ry. Armed with
you're time con-
trol bracelet you
must get from
1929 to 2117.
Digitized graph-
ics, and nerve
snapping sce-
narios. CD $44

0
0
L
V4
L
0

Allaim

‘WARLOCK’
Based on the
spellbinding cult
hit movies,
gamers chal-
lenge a powerful
Warlock  that
wants to unravel
creation. Superb
graphics, haunt-
ing sound
effects and an
abundance of

magical spells
make this game
a hit. $52

‘GENESIS 32X SYSTEM' Genesis 32X will tum your
existing Genesis & Sega CD into state-of-the-art
machines! Features crisper & smoother video footage that
have never been seen at home. $99

GEN HARDWARE GEN ADVENTURE GEN SHOOTERS GENESIS SPORTS m SNES HARDWARE

6 Button Arcade Stick
Aura Interactor
Batter Up

Gme Gun Sega CD
Gen CD Bckup Cart
Genesis CDX Sys
Gen System 2 core
Gen Sys / Sonic 2
Gen Team Player
Gen Team Player 2
Lethal Enf. Gun 1
Lethal Enf. Gun 2
Mega Mouse
Rmote Arcade Pad
Remote Arcade Sys
RF Unit for Gen 2

GEN ADVENTURE

Addams Fam Values
Adv of Batman&Robin
Aero the Acrobat 2
Akira CD

Batman & Robin
Beavis & Butt-Head
Boogerman
Bouncers CD
Cadillacs & Dino's
Comix Zone

Corpse Killer CD
CyberWar CD

Dark Seed CD
Death of Superman
Demolition Man CD
Desert Demolition
Die Hard 3

Dragons Lair
Dragons Lair 2 CD
Dungeon Explorer
EarthWorm Jim
EarthWorm Jim CD
Ecco Dolphin or CD
Effacer CD
Fahrenheit CD
Flashback CD

Flink CD

Flintstones Movie
Incredible Hulk 2
Itchy & Scratchy
Izzy Olympic Quest
John Mnemonic CD
Judge Dredd
Jurassic Park Ramp
Kamen Rider ZoCD
Lion King

Loadstar 2 CD
Lords of Thunder CD
Mansn of Hidden Soul
Michael Jordan
Mickey Mania
Mickey Mania CD
Mighty Max

Mutant Chronicles
Myst CD

No Escpe/Cliffthangr
Out of ths Wrid CD
Pagemaster

Penn & Teller CD
Phantom 2040
Pitfall

Pitfall CD  _ -
Power Rangers
Power Rangers CD
Ristar

Scooby Doo

$39

$49
$399
$99
$129
$19
$34
$18
$18
$34
$19
$36
$19

$56
$46

Secret Mnkey Isind

Shadow of Beast 2 $52
Snatcher CD $44
Sonic Hedgehog 4 $59
Space Ace CD $52

Space Adv Cobra2 CD  $46
Spider&Venom:Max Carn $52

Spiderman TV $56
Str Trk Deep Spce 9 $56
Star Trek: Starfleet $46
StarGate $54
Steven Seagal $54
Stone Protectors $54
Sylvester & Tweety $54
The Mask $56
The Punisher $56
The Shadow $56
The Tick $54
Thunder in Pardise $52
Time Cop CD $44
True Lies $54
Warlock $52
Who Sht J.Rock CD $49
Wild Woody CD $52
X MEN 2 $52
X-Perts $58
Young Indy Jones CD  $44
Zorro $58
GEN KICK & PUNCH
Brutal CD $49
Clayfighter $52
Cybernauts $54
Fatal Fury CD $44
Final Fight CD $44
Justice League $58
King of Monsters 2 $49
Kung Fu $58
Mortal Kombat 2 $62
Mortal Kombat 3 $69
Power Instinct $54
Primal Rage $58
Rise of the Robots $56
Rise of Robots CD $44
Samurai Showdown $58
Samurai Showdwn $44
Streets of Rage 3 $56
Super St. Fighter 2 $59
Supreme Warrior $52
WeaponLord $59
oo nouc riar|
After Armageddon $49
Battletech $54
Battletech CD $52
Beyond Oasis $68
Cybercop $44
Dark Wizard CD $43
Dungeon Master | $44
Eye of Beholder CD $42
Heimdall CD $44
Lufia $56
Lunar 2 CD $54
New Horizons $62
Phantasy Star 3 $59
Phantasy Star 4 $82
Popful Mail CD $49
Rvengr of Vengnce $44
Shadow Run $49
Shining Force $48
Shining Force 2 $66
Shining Force CD $46
Vay CD $48

Battle Frenzy CD $42
Contra Hard Corps $49
Crime Patrol CD $49
Drug Wars CD $49
Exo Squad $52
Fire Team Rogue $49
Keio Flying Squad $45
Lethal Enforcers 2 $56

Lethal Enforcer 2 CD $44
Lethal Enforcer w/gun  $56

Lode Runner CD $46
Mad Dog McCree 2 $49
Soul Star CD $39
Star Strike 2000 $56
Surgical Strike CD $52
The Exterminators $56
Total Carnage CD $52
Urban Strike $52
View Point $56
Zero Tolerance $52
GEN SIMULATIONS
Al Unser Jr Racing $46
B.C. Racer CD $44
Battle Corps CD $44
Daytona USA $79
ESPN SpeedWorld $58
ESPN Speedworld $56
Flying Aces CD $52
Flying Nightmares $44
Formula 1 GP CD $39
Full Throttle Racing $52
Knights of the Sky $52
Megarace CD $42
Micro Machines 2 $54
Midnight Raiders $52
Pacific Theater Ops $59
Rally CD $54
Road Rash 2 $42
Road Rash 3 $52
Road Rash CD $52
Rock & Roll Racing $49
SeaQuest DSV $56
Super Bike Chal $49
Super Strike Trilogy $52
Tomcat Alley CD $49
Top Gear 2 $52
Virtua Racing $69
Wng Cmmandr CD $39

World Champ Rally $44

GENESIS SPORTS

ATP Tennis $49
Barkley Basketbll 2 $49
Bass Masters Clssc $56

Bll Walsh Coll Fb 95 $54
Brett Hull Hckey 95 $49

Champ Soccer CD $46
Coach K Cllg Bsktbl $54
ESPN Baseball $54
ESPN Baseball CD $54
ESPN Football $56
ESPN Football CD $58
ESPN Hockey $58
ESPN Hockey CD $58

ESPN NBA Hngtme $58
FIFA Internt Sccr'9s $54

F.Thomas Big Hurt $64
Greatst Heavywghts $49
Hardball 95 $49
IMG Internat.Tennis $52
J. Nicklaus Sign $44
King Salmon $42

Line Drive Baseball $54
Links Pro Golf CD $56
Madden Football 95 $56
Marco Magic Sccer $49

Minnesota Fts Pool $56
NBA Action 95 $54
NBA Jam Session $54
NBA Jam Sessn CD $52
NBA Jam Tourn Ed $62
NBA Live 95 $56
NCAA Bskbll Final 4 $54
NCAA Football $54
NFL Football 95 $54
NFL Quarterbck Clb $64
NFL Team Heroes $52
NHL Al Star Hock $54
NHL Hockey 94 CD $49
NHL Hockey 95 $54
PGA Tour Il $54
Payne Stewart Golf $54
RBI 95 CD $42
Rugby Wrld Cup 95 $52
Slam City CD $52
Slam Masters $54
Soccer World CD $44
Sporting News Soccer ~ $46
TNN Bass Tourn $49
Tecmo Hockey $56
Tecmo Super Bwl 3 $59
ToughMan Contest $54
Troy Aikman Ftball $59
Unneces Roughnss $52
WWF:Raw $59
W. Gretzky Hockey $54
World Cup Golf CD $47
Wrld Series Bbll 95 $66

GEN STRATEGY

Aero Biz Supersonc $59
Animaniacs $44

BrainDead 13 CD $49
Dune CD $49
Generations Lost $49
Jeopardy CD $49
Liberty or Death $56
Mega Bomberman $44
NFL Trivia CD $49
Operation Europe $59
Pac Attack $44
Pac Man 2 $52
Pac in Time $52
Panic! CD $44
Powermonger CD $43

Risk
Star War Chess CD $44

Rise of the Phoenix $58
$46

Theme Park $44
Trivial Pursuit CD $49
Wheel of Fortune $52
Wirehead CD $52
Beavis & Butthead $34
Itchy & Scratchy $34
Lion King $38
Mortal Kombat 2 $39
NFL Football ‘95 $38
NHL All Star Hockey $38
SeaQuest DSV $38
Shining Force 2 $42

Sonic Tripple Trouble $38
Super Bike Challenge ~ $32
X Men 2 $38

Gen Mars 32X System  $99
Neptune System $399
Alien Trilogy $62
Alone in the Dark $52
BlackThome $52
Bump & Run Drivng $54
Chaotix $58
Clayfighter 2 $52
College Basketball $62
College Football $59
Cosmic Camage $58
CyberBrawl $58
Doom $59
Dragons Lair 2 $52
F. Thomas Big Hurt $59
Genesis System $99
Golf Mag's 36 Great $62
Helioblades $54
Incredible Hulk 2 $54
Izzy Olympic Quest $52
Kingdom:Far Reach $59
Metal Head $59
Mortal Kombat 2 $62
Mother Base $49
Motocross Champ $52
NBA Jam Tournt Ed $59
NFL Instant Replay $56
NFL Quartrbck Clb $59
Over Drive $94
Pitfall $59
Primal Rage $58
RBI 95 $57
RayMan $54
Revolution X $59
Slam City $56
Star Wars Arcade $52
Stellar Assault $56
Super Spce Harrier $39
Supreme Warrior $58
Tee Off $56
Tee Time $54
Tempo $59
Totally Brutal $52
ToughMan Contest $56
Virtua Racing Dixe $59
Voyager Star 2 $54
WWF:Raw $59
World Series Bsebll $62
Zorro $54
SEGA MARS 32X CD'S
Corpse Killer CD $56
Dark Ride CD $58
Fahrenheit CD $52
Flying Aces CD $52
Loadstar 2 CD $58
Loadstar CD $56
Midnight Raider CD $56
Night Trap CD $59
Power Rangers CD $52
Surgical Strike CD $52
Tomcat Alley CD $59
Wirehead CD $52

SEGA SATURN

Dragon's Lair $52
Dragons Lair 2.Tme Wrp $52
Myst $59
Space Ace $52
Saturn System $499
Virtua Fighters $66
Daytona USA $74
Minnesota Fats Pool $56

Mazin Mah Jong Station $56

Batter Up

Game Genie $49
Lthal Enforcer Gn 2 $18
Over Drive $94
Power Plug $34

Pro Action Replay $54
Sper Nintendo Sys $149
Supr Nin Sys Core $109

SNES ADVENTURE

Addam Fam Values $56
Adv of Batmn &Rbin $59

Aero the Acrobat 2 $58
Akira $59
Arty Lightfoot $49
Beavis & Butt-Head $54
Bebe's Kids $46
Biker Mice frm Mars $52
BlackThorne $52
Bonk's Adventure $58
Boogerman $58
Bubsy 2 $54
Death of Superman $59
Demon’s Crest $59
Die Hard 3 $56
Dnkey Kng Country $64
EarthWorm Jim $59
Flintstones Movie $56
Generation 2 $54
Ghoul Patrol $52
Great Circus Mystry $59
Green Lantern $58
Home Improvement $54
Horde $56
Hurricanes $52
Ignition Factor $54
Incredible Hulk 2 $58
Indi Jones Greatest $62
Itchy & Scratchy $52
Izzy Olympic Quest . $54
Jelly Boy $54
Judge Dredd $59
Jurassic Park 2 $56
Lion King $46
Mega Man 7 $59
Mega Man X 2 $59
Mickey Mania $58
Mr. Nutz 2 $56
Mr. Tuff $56
Mutant Chronicles $59
Ogre Battle $58
Phantom 2040 $58
Pitfall $61
Popeye $52
Porky Pig $59
Power Rangers $59
Road Runner 2 $56
SWAT Kats $58
Scooby Doo $56
SeaQuest DSV $59
Sink or Swim $49
Speedy Gonzales $52
Spider&Venom: Max Carn$62
Spiderman TV

Str Trk Deep Spce 9 $56
StarGate $62
Steven Seagal $54

Super Advent Isind 2 $58
Sper Return of the Jedi  $63

Sylvester & Tweety $59
The Mask $59
Thnder in Paradise $54
X MEN $59
Zorro $58



‘MAGIC THE
GATHERING
STARTER
DECK’ is the first
inthe DECKMAS-
TER series of
collectable trad-
ing card games
from Wizards of
the Coast.
Featuring more
than 300 differ-
ent cards, this
is a fantasy
game of epic
proportions.  $8

‘HELL' Beyond
imagination, to the
pits of a man's
fears, lies a new
breed of evil. lts
2095, and you are
a fugtive for sins
aganst the state.
Unlock the secrets
ofthe underworld to
prove your inno-
cence. Offers
Lavish high resolu-
tion graphics &
full motion
video. 3DO $39

SNES KICK & PUNCH

| Dobunaga's
| ‘nﬁmbi!!%n

YOUR RIVALS Wi L

i GENESIS

‘NOBUNAGA'S
AMBITION' No
one can be trusted
in 16th century
Japan. Warlords
hungry for power,
ninja spies on ter-
rorist missions, and
rebellious peasants
fight in your back-
yard will strike &t the
first chance they
get. Meet the chal-
lenge in 4 scenar-
jos for 1-8 play-
ers. $29

‘BEYOND
OASIS’ On the
mystical island of
Qasis, Prince Ali
embarks on a cru-
sade against evil.
The warrior prince
must unleash the
powers of the four
wild spirits to stop
the resurrection of
a ruthless sorcer-
er and save the
empire. 24 MEG,
one player
game. $68

SNES SIMULATIONS NEO GEO GUAR

‘JAGUAR POWER KIT’ This high performance 64-
bit design system has endless possibillities. 16.8
million colors, 12 button controller, and mind blow-
ing graphics you'll never outgrow.

$139

¢ CLUB DRIVE’
Sure you've
always wanted
to blaze down
the streets of San
Francisco in a
souped up hot
rod, just like in
the action
movies. Well now
you can! Or
plow through an
old western town.
Strap in and join
the 64-bit
club. JAG $39
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rutal $56 8 Hours $49 Neo Geo CD System  $569 Jaguar CD System $149 Control Pad Goldstar $36 AD&D: Dungeon Mast Gd $15
X Fighter $59 Aero Fighters $52 Gold Sys/ Fatal Fury ~ $569 Jaguar Composite Mon ~ $19 Control Pad Panasonic ~ $39 AD&D: Menzoberranzan $22
atal Fury Special $59 Air Cavalry $49 Gld Sys/ King Mnster ~ $569 Jaguar Power Kit $149 Gun $44 AD&D: Monster Manual  $19
lagane $59 Air Strike Patrol $56 Gld Sys/Wrld Heroes 2 $569 Jaguar System $249 System Goldstar $399 Ars Magica 3rd Edition ~ $19
ustice League $64 Al Unser Jr Racing $52 3 Count Bout $149 Air Car Wars $52 System Panasonic $399 Call of Cthulhu $16
ung Fu $59 Carrier Aces $52 Aero Fighters 2 $169 Alien Vs Predator $56 11th Hour $59 C.C.: Horror Orient Exp ~ $29
lortal Kombat 2 $66 Choplifter 3 $44 Agrssor of Drk Kmbat ~ $169 Arena Football $54 All New People’'s Game $52 Chill (Soft Cover) $16
Aortal Kombat 3 $69 Comanche $59 Fatal Fury 2 $169 Battle Sphere $54 Alone in the Dark $46 GURPS: Aliens $14
rimal Rage $59 Dirt Trax FX $59 Fatal Fury Special $169 Battle Wheels $54 BIOS Fear $52 Gurps: Basic Set $16
tanma 1/2 2 $59 ESPN SpeedWorld $58 Karnov's Revenge $169 Brett Hull Hockey $59 BrainDead 13 $52 GURPS:Bunnies &Burrow $14
ise of the Robots $62 Freeway Fly Boys $52 King of Fighters 94 $199 Bubsy $44 Clayfighter 2 $46 Gurps: Magic $14
)amurai Showdown $59 Full Throttle Racing $58 Nam 1975 $119 Cannon Fodder $54 Corpse Killer $52 Paranoia Rules Book $13
shadow of Ninja 2 $54 Kyle Petty No Fear $54 Samurai Showdown 2 $229 Castle Wolfenstein 3D $39 Creature Shock $54 Pendragon:Bloos & Lust $14
urvival Arts $56 Micro Machines $56 Street Hoop $199 Checkered Flag $38 Crime Patrol $52 Robotech $11
VCW Super Brawl $52 N. Mansell Indy Car $59 Sper Sidekicks Scer2  $199 Club Drive $49 CyberClash $52 GURPS :Robots $14
VeaponLord $59 Pacific Theater Ops $59 Top Hunter $169 Doom $59 Cyberia $46 Star Wars (2nd Edition) $19
Volverine $62 Speed Racer $49 Top Players Golf $69 Double Dragon 5§ $52 Demolition Man $58 Vampire (2nd Edition) $19
Vorld Heroes 2 $56 Star Fox $49 WindJammers $169 Dragon:Bruce Lee Stry ~ $38 Doom $56 Vampire: Masquerade ~ $16
Star Fox 2 $62 World Heroes 2 Jet $199 Dune $54 Dragon Tales Lore $46 Wraith $19
SNES ROLE PLAYING Star Trek: Starfleet $52 World Heroes 2 $169 Dungeon Depths $52 Dragons Lair 2 $52
Street Racer $56 European Soccer Chall ~ $56 Duelin’ Firemen $54
3attletech $59 Sper Bike Challnge $54 NEO GEO CD'S Fight for Life $59 FIFA International Soc ~ $52
3rain Lord $56 Super F1 Roc 2 $49 2020 Super Bseball CD  $69 Flashback $52 Family Feud $34 Axis & Allies $29
Srandish $62 Top Gear 3000 $56 3 Count Bout CD $69 Flip Out $52 Flashback $46 Battetech $16
reath of Fire $59 Turn & Burn $52 Aero Fighters 2 CD $69 Gunship 2000 $54 Flight Stick Pro $89 Blind Justice $19
reath of Fire 2 $64 UniRacers $48 Agress of Drk Kmbt CD ~ $69 Hardball 3 $52 Flying Nightmares $52 Blood Bowl $45
dragon Warrior 5 $66 Urban Strike $59 Alpha Mission 2 CD $69 Horrorscope $54 Fun ‘n Games $52 Civilization $29
DragonView $62 Wild Trax $52 Andro Dunos CD $69 Hosenose & Booger $56 GEX $52 Gulf Strike $29
-arthBound $62 Wng Commander 2 $62 Art of Fighting 2 CD $69 Hover Hunter $56 Guardian War $49 History of the World $27
i $49 World Champ Rally $52 Art of Fighting CD $69 Hover Strike $52 Hell $39 Talisman:City Adventre ~ $29
$66 Bsball Stars Profl 2CD  $69 Iron Soldier $54 Killing Time $52 The Crusades Il $28
$56 SNES STRAT] Baseball Stars Prof CD ~ $69 Jag Formula 1 Racing ~ $54 Kingdom:Far Reaches ~ $46 Warhammer 40,000 $47
-irst Queen $56 Blue's Journey CD $69 Kasumi Ninja $59 Lemmings Chronicles $52 ‘We The People’ $29
3emfire $54 Aero Biz Spersonc $56 Burning Fight CD $69 Legions of the Undead ~ $52 Mad Dog McCree 2 $54
Solden Empire $62 Animaniacs $54 Crossed Swords CD $69 Lester the Unlikely $54 Madden Football $49
llusion of Gaia $64 BreakThru $44 Cyber Lip CD $69 NFL Football $56 Magic Carpet $54
nindo $56 Bust-A-Move $42 Fatal Fury 2 CD $69 Pinball Dreams $54 Myst $59 Day of the Tentacle $42
_ord of the Rings $54 Civilization $56 Fatal Fury CD $69 Pinball Fantasies $54 Need for Speed $52 Gabriel Knight $42
_ufia $54 Jeopardy 2 (Dluxe) $52 Fatal Fury Special CD ~ $69 Power Drive Rally $57 NovaStorm $52 Sam & Max Hit Road $29
_ufia 2 $59 Kirby's Avalanche $52 Fight Fever CD $69 Primal Rage $58 Off World Interceptor $52 7th Guest $44
Vight & Magic 3 $59 Lemmings 2 $56 Football Frenzy CD $69 Rage Rally $58 PGA Tour $54 Quest For Glory 4 $44
New Horizons $62 Lord of Darkness $56 Ghost Pilots CD $69 RayMan $58 PQO'ed $52 Eric the Unready $19
Obitus $58 Mighty Max $54 Gururin CD $69 Return to Zork $56 Pagoda of Puzzles $54 Fred Pharkas Frontier ~ $32
Paladin’s Quest $52 Operation Europe $62 Karnov's Revenge CD  $69 Rise of the Robots $59 Panzer General $59 Alone in the Dark $46
Robo Trek $58 Pac Man 2 $52 King of Fighters 94 CD ~ $69 Soccer Kid $56 Pataank $52 Doom $48
Savage Empire $62 Pac in Time $52 King of Monsters 2CD ~ $69 Space Wars $52 Perfect General $56 Doom 2 $44
Secret of Evermore $66 Pinball Fantasies $52 King of Monsters CD $69 Syndicate $58 Primal Rage $59 X-Wing Collecters $46
Secret of Mana $59 Rise of the Phoenix $58 Last Resort CD $69 Theme Park $58 Pyramid Intruder $52 Privateer $19
Seventh Saga $56 Risk $52 League Bowling CD $69 Tiny Toon Adventures $52 Quarantine $34 System Shock $47 Fax
Syndicate $56 Super Bombermn 2 $52 Magician Lord CD $69 Troy Aikman Football $59 Rebel Assault $52 The Horde $19
Tecmo Sper Rle Ply $62 Super Pinball $49 Mutation Nation CD $69 Ultimate Brain Games $54 Return Fire $52 802 67-3382
Ultima 6 $56 Super Tetris $49 Nam 1975 CD $69 Ultra Vortex $64 Rise of the Robots $52
Ultima 7 $59 Tetris & Dr. Mario $54 Ninja Combat CD $69 Val D'lsere Skiing $52 Road Rash $56
Ultima $49 The Brainies $54 Ninja Commando CD $69 Valus Force $54 Robinson’s Requiem $52 Atari Jaguar Secrets $14
Uncharted Waters $59 Theme Park $56 Panic Bomber CD $69 White Men Can't Jump ~ $56 Rock & Roll Racing $48 Battletech Batte Book $9
Warrior of Rome 3 $52 Wario's Woods $48 Puzzled CD $69 Wild Cup Soccer $54 SHADOW $52 Beavis & Butthead Chtrs ~ $9 SDu rce
Wild Snake $46 Riding Hero CD $69 Zool 2 $46 SamuraiShowdown $52 Brain Lord Official Playrs ~ $9
SNES SHOOTERS Robo Army CD $69 Shanghaii $52 Bubsy 1& 2 Book $12 1 0274
CDI Samurai Shwdwn 2 CD ~ $69 JAGUAR CD'S Shock Wave $56 Donkey Kong Country $9
Fire Striker $52 Samurai Shwdown CD  $69 Barkley Basketball CD  $52 Space Ace $52 Double Dragon 5 Book $9
Fire Team Rogue $56 CD-i 450 Magnavox $289 Sengoku 2 CD $69 Battle Morph CD $52 Space Pirates $49 Fighting Game Secrets ~ $9
Future Zone $58 CD-i 550 Magnavox $479 Sengoku CD $69 Blue Lightning CD $52 Star Blade $54 Final Fantasy 3 Players  $11 N
Galactic Defenders $56 7th Guest DV $52 Soccer Brawl CD $69 BrainDead 13 CD $52 Star Control 2 $52 It's a NBA Jam Thing Bk~ $9 C h | ps &
Lthal Enforcer w/gn $64 Axis & Allies $44 SpinMaster CD $69 Chaos Agenda CD $52 Star Trek TNG $56 Lion King Official Book $9 o
Metal Morphin $49 Apocalypse Now DV $22 Super Sidekicks 2 CD $69 Creature Shock CD $52 Lufia Official Players $9 Blts Inc
Metal Warriors $59 Beverly Hllls Cop 3DV $24 Super Sidekicks CD $69 Demolition Man CD $52 Mortal Kombat 2 Fighters  $9 I 5
Operatn Thunderblt $54 Burn Cycle $46 Super Spy CD $69 Dragon'’s Lair CD $52 Mortal Kombat 2 Playrs = $11 PO B OX 234
Super Metroid $56 Dark Castle $34 Thrash Rally CD $69 Freelancer 2120 CD $52 Playstation System $429 Mortal Kombat 2 Pocket ~ $8
Super R-Type 3 $56 Dragon'’s Lair 1 or 2 $44 Top Hunter CD $69 Highlander CD $52 Zeitgest $62 NBA Showdown Guide ~ $12
Spr Snic Blastmn 2 $56 Earth Command $44 Top Players Golf CD $69 Primal Rage CD $59 Galaxy Fight $58 NHL Hocley ‘94 Book $12 D e pt 1 0274
Super Turrican 2 $56 Escape From Cyber City $44 View Point CD $69 Redemption CD $52 Parodius $58 Sonic Hedgehog 3 $9
Tin Star $48 Jeopardy $36 WindJammers CD $69 Robinson Requiem CD ~ $52 Cyber Sled $58 Sonic Stratagy Guide $16 H UC h ester
View Point $54 Mad Dog McCree W/Gn  $72 World Heroes 2 Jet CD  $69 Soul Star CD $58 Ridge Racer $58 Super Street Fighter 2 $9 ’
Vortex $49 Star Trek 6 D V $22 World Heroes 2 CD $69 Space Ace CD $54 Minnesota Fats Pool $56 Sper St Fightr 2 Pocket ~ $11 \’T 05767
Wild Guns $54 Voyer $44 World Heroes CD $69 Star Raiders 2000 CD  $52 Mazin Mah Jong Station $56 Virtua Racng Racng Gd ~ $9
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Interviewers: Special K & TJ B /“ T
Date: 3/1/1995
Interviewee: Consumer R&D Dept. #1 Producer, Mr. Tomohiro Kondo :

First of all, thank you very much for creating such an awesome game. | het
that all the American people will he very excited to play Panzer Dragoon. One of the
elements of a popular game in America are the graphics, an area in which this game
excels. | bet you went through lots of hard work... please tell us about it.

Tomohiro Kondo: Well, before this project | was working on the MegaDrive and
Mega-CD, all 2-D games. This is our first 3-D effort and | wouldn’t say we didn’t
have the know-how, but we were still inexpetienced at 3-D, so much of what you
see in Panzer Dragoon was accomplished hy trial and etror.

How many frames per second is displayed in Panzer Dragoon?
TK: It’s 30 frames per second for the opening demo and 20 for the actual game.

How is th Saturn’s 3-D capability?
TK: The actual number of polygons per frame, | think, is 1,500.

Do you think you used the full potential of the hardware? .
TK: This is one of the games that was supposed to he released with the launch of
the Saturn, but it took a little more time than we thought. During the process of
development, we discovered much more about the possibilities of the hardware.
The Saturn has 2 CPU’s, and we didn’t use the full capacity of either of them, so
I'd say we used ahout 70% of the hardware’s potential. Since we now know more
about the Saturn than we did a year ago, our next game will show 100% of the
system’s power and we’ll be ahle to have more polygons and more frames.

Sumare there any plans for a sequel? | know the game’s not out yet, though.
(Laug
TK: (Laugh) Well, it depends on the consumer’s reaction to this game. Please tell
us about what you think!

How about pre-reaction to the game? -
TK: It was quite good, actually. We distrihuted a demo version of the game helnre
the release date and many consumers responded to it. We also ran a demo at
12,000 retail stores in Japan as a promotion.

How long has this project taken you?
TK: A long time! (Laugh) | can’t really say how long, but over a year.

How about the game’s difficulty?
TK: The first thing we considered is the fact that we didn’t want our game to be
laheled “difficult.” A shooter is more likely to appeal to gamers, but | wanted
everyone to enjoy this world setting. Our target is all ages. We want people who
aren’t gamers to enjoy this game with their family, too. We made the balanced
Normal Mode and then put in the Easy Mode for people who’ve never played
shooters to he ahle to at Ieast pass the first stage. From a gamer’s standpoint, the
Easy Mode isn’t even a game, so we of course added a Hard Mode for this type of
enthusiast.

Who originated this concept?
TK: Planners and the designers on my team.

How about the story hackground?
TK: The story takes place on an ancient planet somewhetre in the universe. It's
heen 2 or 3,000 years since civilization was at it’s peak. Since the weapons is
similar to A bowgun, it's not really an advanced civilization.

Who was in charge of the music?
TK: We worked with another company fo do the BGM. The musician’s name is Mr.
Azuma who is a composer of music for Japanese TV shows.

When we interviewed the producer of Clockwork Knight, we mentioned that
the game itself was pretty short. How about Panzer Dragoon?
TK: There are a total of 7 stages in the game, with a total play-through on Normal
Mode taking about an hour.

How ahout the Easy mode?
TK: We restricted stages for Easy mode... you can only play up to Stage 4. We
didn’t want people to heat the game easily... that’s not fun.
While TJ and Special K play through few stages......

Is the Dragon supposed to he a rohot?
TK: No, it’s a living thing with ceramic-type armor. We set it up as a living
weapon. We wanted people to feel the pleasure of flying with a dragon so we con-
figured the game to be rather easy in stage one. It’s actually possible to get to the
hoss without controlling the dragon! (Laugh)

Why did you pick a dragon as the main character?
TK: We went through trial and error to pick a character. First of all, we wanted to
make it something unusual. When you think of 3-D shooting, most people think of
science fiction-type characters like spaceships, jets, etc. | wanted create some-

s

thing way different, so we asked ourselves “what else is there?” We came up
Wwith the idea of the dragon.
The ocean looks so real!

“TK: If you don’t get used to the ocean, you’ll be sick by looking at it. (Laugh)

While you were producing this game, were you thinking ahout any markets
other than Japan?

TK: No, not really, but I have a feeling that this type of game will be popular in the
foreign market.

Shooting games aren’t that popular in America. Were you thinking of reintro-
tucing interest in the shooting world with your game?

TK: (Laugh) | don’t have such high expectations! All | want is to bring you a fun
game with excellent visuals. Since we aren’t marketing people, we had to use our
sense to create'a game because it’s entertainment. (TJ’s still playing...)

Since this game has excellent graphics, | cannot help thinking ahout the US
market.

TK: Well, then, we are lucky! As you know, the Japanese like precise games.
Jananese shooters may he too ‘husy’ for American tastes... you have to keep mov-
ing all the time. But since our game has excellem graphics, | should say it con-
tains American taste.

What games have you done in the nast"

TK: I worked on “Panic.” (Switch)

| can’t imagine that you worked on Panic by Iuokmg at Panzer Dragoon!
(Laugh)

TK: (Laugh) Yeah, I've changed my style. Before that, | did “Shadow Dancer” for
Genesis.

I know for a fact that this game is scheduled to be released at the launch of
the Saturn in the US. Are there any differences hetween Japanese and US ver-
sion? Like difficulty?

TK: In the Japanese version, some of the enemies don’t attack you, so SOA asked
us to make them more aggressive.

So you're making it more difficult.

TK: Umm, not really. We just didn’t want people to think that the main character is
shooting things that aren’t resisting. We fixed it o make sure that nennle can
recognize what the enemies are.

I'know that you just finished with this product, but do you have any ideas for
the next title?

TK: Yes, but | can’t say anything concrete. Our work is endless... there is always
something waiting for me as soon as I'm done with one project. (Laugh) ;

Since we are asking everyone about this, what do you think of the next gener-
ation and what differences do you feel from 16-Bit?

TK: Since Saturn has two CPU’s with workstation performance, we can provide 3-
D Computer Graphics (CG) with less cost to the consumer. The level of Saturn’s 3-

D capabilities is very close to the arcades. We’ll franslate many arcade titles to

the Saturn and perhaps some consumer titles to the arcade. Through this project
we collected a lot of know-how, and | want to use this know-how to make great
games in the future. :

So you’re saying that CG games will be the main platform from now on?
TK: Umm, not really, but I think the CG genre is the one that has more possibilities
and fun.

Even though the Saturn can display full color, the amount of colors in the
game seems small.
TK: We tried to use hasic colors because of the story background. Since there are
living things, we couldn’t use bright colors.

*: The movement of the wings is so realistic... did you watch videos of an actual

bird?
TK: Yes, the designers studied a lot. There’s no actual dragon, though. (Laugh)

Why did you choose a 3-D perspective shooter? Why not horizontal or verti-
cal?
TK: Because the Saturn excels at 3D.

Do you have any suggestions to the people who will be playing Panzer
Dragoon? !
TK: Most of the past 3-D shooters have had a behind-your-character perspective.
In Panzer Dragoon you can look around in full 3-D. So, once you get used to the
game, look very carefully to find some funny events while you’re playing.

Do you have any comments to the American consumers?
TK: This is the just the heginning of what the Saturn can do. We will nruvme you
more incredible games... have fun and enjoy our Panzer Dragoon!

Thank You for your time. Good luck!
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/) Is there a greater company than Square? Let's really think about it: For me, their
@, only real competition is Enix, and that is because of Dragon Quest. But how often ﬂ&_ 3
¢, does a Dragon Quest come along? Once every three years? Now, Square: Three :;v g

. / 100+ titles have come from this godly.company in less than a year: Final =N

# " “Fantasy VI, Chrono Trigger, and this astoundingly awesome game, Front Mission.

% Programmed by G-Craft, Square’s primarily 32-Bit division (THey're doing Arc the Lad . ~ |

on PlayStation) Front Mission s a ‘meth simulation set in a not-foo-distant future in which | &
most of the countries of Earth have merged into two factions, the Oceana Community Union | '

(0CU), comprising most of Asia and Australia, and the United States of the New Continent ~ & 3y

(USN), containing North and South America and Canada: Tensions between these two ’ |  F RN o
megapowers is high. On a small island located between the two countries, Huffman, one of &< s e e ' ;

the OCU's factories explodes. The OCU accuses the USN of masterminding the event, while ! " S smmms oo

the USN re-accuses the OCU of staging the incident for their owri gain. The stage seems set e

for World War IV. You play the part of Roid Clive, an OCU elite pilot caught in the middle of

these-events. 3

The gameplay can only:be compared to Shining Force, as itisn't heavily strategy-game
oriented - no hex patterns or reams of meaningless commands will be found here, just
clear, concise options (in ENGLISH no less) and a game system that's exiremely easy to
become accustomed to, just like Shining Force's. The battles themselves, of course, share
nothing with SF. You're in control of a Canyon Grow, a small squad of OCU operatives,

who are all ace pilots of Wandrung Panzers, (Walking Tanks' in German.-Danke again, A d = B e f
Craig) or “Wanzers” for short, ‘mechs that you can completely equip in whatever way you CNHENTLBROEAI.
desire - they can be outfitted with tank-style freads, massive missile launchers, cannons STTTTTTTT T ETTITTTE
and rifles, new bodies, arms and legs. I i i i i i i ]

The graphics, as you can'see here, are totally gorgeous - but what else could be expect- & el |
ed from Square? Amano Yoshitaka's character designs are once again reproduced faithfully
for the character's portraits, while Square's masterful artists supply the backgrounds. Ample
special effects are featured as well - the transparent shadows actually follow the contours of

* the stepped and varied 3/4 view baltle areas, and the multi-jointed Wanzers during the bat-
fle scenes are truly amazing. Explosions are rendered in massive Akira-style dome blasts

with keen transparencies aplenty. -

[he music, too, is excellent... of course. As usual, its:some of the best SNES music ever

Lo o heard. A wide varicty of styles is to be found here, ranging from the Square {rademark

i P e—— S A ambient stuffto extremely modern, action-packed, almost techno-ish tracks. Front Mission

e e B s efinitely a gane [ going to buy the music CD of. The sound effects are equally as joy-
‘ ous as the music, featuring many a sampled explosion and grinding metatlic sound.

i | Front Mission has replaced Ogre Battle as my all-time favorite SNES strategy/RPG

&8 (Although | have a nagging feeling that Tactics Ogre might knock Front Mission out of

\ the top spot) and | HEAVILY. recommend it to any RPG gamer, even if you don't read any
~ Japanese. Most of the commands are in English, as is the opening cinema, and any
experienced RPG hand should be able to find his way-around easily. For the rest of
us, sadly, there's no American release planned of this beauliful SFC game... We can
look forward to G-Craft's Arc the Lad on PlayStation, though = Sony will hopefully

: ca oy N
[ i-""m‘ e ¥ Y release it at launch -Nick Rox
N B S i

jIA h \ . 2

5.
3 "

™
231N

AN

“;,““\“\m“ ~
SSSRN SRR NANNS

Id s L R SR
f oCUpvEsrIc TS
= v\' Voe -

na @

heads ¢

3 ven (kg
wictatinn ¢f humen TlZsls.

) | lepicatine znd ektines foc TR
4 finr hyniam subjeccs and gaiion:

Y /w centodt gt imedleal senvces 2

4 thos a€ ceagitioax) palcraalie

- SAKATA
113




ARE * 32 MEG
" RPG *1PLAYER :
AIL. NOW JPN.JAVAIL FALL USA |

3
¥
y
:

the ultimate video game. The ¢
Trigger, currently available for t
s of work from three industry leaders
) a k aguchi is the vice-president of Square Soft and
producer, Horii is the scenario writer of Dr. and Toriyama is the author of Dragon Ball... all three'a
top of their field. For me, Chrono Tri @ perfect melding of the fwo superlative game series, Dragon Qu
In Chrono Trigger you assume the role of Chrono, a young boy of Truce Village in the Kingdom of Guardia, O
bumps into a mysterious young girl named Mal, who wears a strange pendant. (Remind you of anything?)
Luca is exhibiting her amazing new “Telepods,” transporting devices, and Mal decides o try the machine out. As's eps into the pod,
her pendant begins to glow and a portal opens, which engulfs her and disappears. Being the brave sort that he is, Chrono.elects to wear
her pendant (Which had fallen off during the fransport) and enter the pod. After an unhelievable 3-D ling-scrolling,
he finds himself 400 years in the past. After finally locating Mal, who the citizens of the year 600 have taken fo
Leané, Luca appears, afier having put on the pendant and stepped into the Telepods fo satisfy her own curiosity.
Princess Leané, the trio returns fo the spot where they were warped into the past, when Mal’s pendant sparks a re
continuum. After our heroes are safely back in their own time, it is revealed that Mal is in fact Princess Maldia. Uniuekil
of Guartdia castle insists Chrono is a ferrorist who kidnapped Mal - despite her profests - and is sentenced to die by guillo
makes his escape with Luca and Mal, but is eventually cornered by the chancellor's men. Suddenly, a time gate opens b
They now face a choice: face certain death or take a leap into the unknown reaches of time. And so the story begins
Ghrono Trigger is chock-full o’ enough innovations and oriuinaﬁ%s tofill a entire issue of GameFan. | won't go
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of the information

and specs bheing
thrown at you by the
manufacturers of these
“next  generation
machines,” a lot of you
out there are on the
verge of throwing up
your hands and
screaming at us:
“WHICH ONE IS BET-
TER?” or “WHICH ONE
SHOULD | GET?” or
mayhe even “WHY SHOULD | CARE?” So now, | feel
it is probably high time to explain some of the
meanings behind the specs, as well as attempt to
give you a look at the PlayStation and the Saturn
from a software developer’s point of view.

"m sure that with all

world as we know it is on the verge of a hig

change in the way it does things. With the
advent of 32-hit processors in (relatively) cheap
quantity, we are now faced with many choices
about which direction we want the world to go.
While we were hemmed in by the distinct speed
and handwidth limitations of earlier machines, now
there is the freedom to choose a support structure
that will really favor the types of games that come
out. In this article we’ll take a look at the four

First off, a little stage-setting. The video game

sound chips, and decompression chips) and leav-
ing the CPU time to worry ahout other things. By
combining these in a good layout, you can have a
relatively slow GPU system that can hlow the doors
off a system that runs at twice the speed. One
caveat, however: knowing how to get the most out
of the division of labor (especially when you have
slave processors) is a rather arcane art which can
take the software houses quite a hit of time to fig-
ure out. In other words, the difference hetween
first-generation software and later generations is
going to be that much more pronounced (i.e. total
garhage to elegance).

K, let’s get down to the silicon tacks.

According to information gleaned from mags

and promo literature out there, Nintendo’'s
Ultra 64 has a 64-bit RISC processor running at a
clock rate of 100MHz; Sega’s Saturn has two 32-hit
RISC processors running at 27.5 MHz; NEC's heast-
ie, the PC-FX, has a 32-bit RISC chip running at
21.5MHz; and | don’t know diddley about the Jag.
RISC stands for Reduced Instruction Set Computing
(as opposed to CISC, or Complex Instruction Set
Computing), which is industry jive that means all
pieces of data and program code flowing into the
processor all have the same size. This is a fairly
recent invention that allows more streamlined
designs of the stuff around the processor. ‘Nuff
said. Next we have the clock speed of the chip,
measured in megahertz (or thousand of cycles per

major new systems:
the Saturn, the
PlayStation, the PC-FX,

“WHICH ONE IS BETTER, WHICH ONE
and the Ultra 64. The  SHOULD | GET, WHY SHOULD | CARE?”

second). This is an
incredibly useless
statistic, as nowhere
is it defined in stone

Sega Saturn has an
architecture that will support many completely dif-
ferent types of software (sort of a jack-of-all-
microchips) while not exactly excelling in any of
the new areas, but certainly allowing for many
MAJOR improvements on the old stuff. Sony’s
PlayStation went whole hog in the 3D direction,
which means there are some definite limitations on
what it can do flat-wise, but it’s currently the
champion when it comes to the depth stuff. NEC’s
PC-FX headed in the “full-animation” direction and
has a set-up where the programmers can throw so
many pixels at the screen each update that you
almost wonder if you are staring at a TV screen or a
window. So, while there are definite areas of over-
lap, unlike previous system generations, in the 32-
hit age there is definitely a system that is sironger
in a particular arena than the others. Games that
are bhased on one of these advantages will most
likely he designed for that particular heast.

CPUs in the case of the Saturn and Jag) func-

tions as the ‘foreman’ in the system, deciding
what needs to be done hy whom and doing all the
things that nobody else can. Where the Saturn and
Jag are concerned, this is further assisted by hav-
ing a second processor designated as a ‘slave’ who
can do everything the master can do, if the master
tells it to do so. This division of labor technique is
what really makes or breaks a game machine,
hecause there is always a way to design a subordi-
nate chip that can do one thing umpteen-times
faster than the CPU ever could (for example graph-
ics chips, 1/0 control chips, 3D rendering chips,

NUW for a word on processors. The CPU (or

what a particular
processor can do in a single clock tick, and so
much else depends on the support structure around
the CPU that comparing unlike systems using this
number is like asking who among Beethoven and
Mozart could write a symphony faster (i.e. it
depends on the symphony and the conditions
around them!). In general, you can say that a
machine running with a clock rate an order of mag-
nitude higher than the others would no doubt bhe
faster, hut in reality faster is something that only
concerns code warriors like me, not game players
like you. (A GOOD codester can always come up
with a way to make the system look and feel faster
than it really is.) As to the other information up
there, a 64-bit processor can think about twice as
many hits in one operation than a 32-hit chip can,
hut unless you’re doing real-world simulation
where you need to calculate things down to the last
decimal point, I personally can’t see a need in the
gaming world for a 64-bit machine until we get
holographic projectors. Give me a dual 32-hit mon-
ster with lots of memory and a great set of support
chips any day. Of course, Nintendo has not seen fit
to let me see their design specs or programming
manuals yet, so | can’t know anything about their
support structure, but considering the cost jump in
materials, I'm left wondering if it’s worth it.
Speaking of support structures, this is one of the
major failings of the PlayStation as almost EVERY-

THING has to have the CPU hold its hand to be done

(sort of like a computer version of ‘Mother, may
I’...), so even though it is a fast chip with a great
frack record, it can occasionally REALLY bog down.

Everything you wanted to
know about system specs,
but were afraid to ask...

Nintendo reports that the U-64 can display

100,000 textured polygons per second (PPS),
while Sony’s PlayStation runs about 1.5 million flat
or 360,000 textured and shaded PPS. The Sega
Saturn’s PPS capabillity really depends on what
else the graphics chips are doing at that particular
micro-second, but it’s somewhere around 60,000
textured PPS. The PC-FX has no specific hardware
for 3D, hut you can always code it up yourself. For
reference’s sake (no test later...): a polygon is a
shape in three dimensional space (usually a trian-
gle, as every other shape can be made out of ‘em);
a flat polygon simply means that the object in
space is composed of a single color; shaded means
that the color will become darker or lighter across
the polygon to simulate light effects; and textured
means that there is actually a picture painted onto
the polygon (ves you can shade textured polygons
t0o). In essence, these numbers give a vague idea
of how “real-looking” (a real slippery term) a dis-
play each system can show for you. Once again,
this is just one-upsmanship as unless you have
good programmers, 3D graphics will just sort of lie
there and die, no matter how many polygons there
are, and REAL GOOD programmers can make a cou-
ple hundred polys look like thousands....

Next, we have polygon rendering information.

gloss over most of it as unless you are a musi-

cian, most of the data doesn’t mean much. The
makers hoast about “sound channels,” but that is
actually a very meaningless figure, as the number
of actual notes that can be played by a single chan-
nel is not defined. Add the fact that every system
except the U-64 has a CD-player built right in, and
wailin’ sound is yours for the listening. (0f course,
while the CD is in use for music, it usually can’t be
used for other things like loading more code or
graphics....) One comment since | seem to he
standing on a soaphox: With the exception of the
Saturn, all game systems have gone to completely
PCM (Pulse Code Modulation) based sound sys-
tems. This is great for recording voices or making
trumpet-like sounds or strings, but for explosions
and other sound effects, it bites the big one. Truly
hoss sound requires hoth FM and PCM to cover the
spectrum.

Suund will be next on our menu, and I'll really

| have no data on the Ultra; the PS has 28 Mhit
total RAM; the Saturn has 32 Mbit total and
the PC-FX has 26 Mbit total. For those of you won-
dering what a Mbit is, it means Megabhit...as in
eight times smaller than a Megabyte. Basically, the
companies want big numbers on their spec sheets,
so they use that number instead. So therefore, the
Saturn has 2 MB of memory. Prohably way less
than half of your average home computer. And my
great, howling question to the designers: WHY IS
THAT ALL THERE IS? With enough RAM for storing
graphics and programs, almost any system limita-
tion can be worked around. But they aren’t giving
us a chance. Granted, we have for most of the sys-
tems the luxury of 630 MB of storage on the CD-
ROM, but to get that into memory so we can use it
takes time, and one of the higgyest complaints |
hear recently is that CD games are too slooooow.
On the other hand, the U-64 has carts only. With its
talk of data and program compression on the car-

Now for the biggie: available memory, or RAM.



tridges, Nintendo seems to hetter realize that there
needs to he lots of space to store the uncom-
pressed data while the game is running. One clue
as to why I'm upset: a RISC program is approxi-
mately 20% larger than a CISC program that does
the same thing, although the RISC program typical-
ly runs 30% faster. So even though we have the
same amount of memory available to us as was
used in, say, Final Fantasy lll, we couldn’t fit that
program into any of the new CD-based systems
without going out to CD-ROM several times during
the game, instead of just once. The situation is not
entirely hleak, however, because in the case of the
Saturn, PC-FX and PS, there are provisions for
adding additional memory to the system, as well as
n::'w chips to give them even spiffier graphics and
effects.

nd then there’s the stuff that they don’t hother

to talk to you consumers about. The

Development System. You know, the stuff the
programmers have to use in order to create these
keen-o-reeno games. All | can really talk about
here is the Saturn and PS, but based on the prob-
lems I’ve had with these systems, there are a
whole zoo of complications for other developers.
Without getting incredibly technical on you, suffice
it to say that development machine costs for 32-hit
systems are WAY more expensive than for previous
hoxes, and the makers themselves need to think
more about what they are providing to their third-
party programmers. Sony’s concept for a develop-
ment environment is way behind the times, as well
-as huggy and SLOW. Sega’s is quite a bit better, but
| can imagine that development houses that aren’t
quite as tech-headed as our’s are having fits trying
to understand what’s really happening and why.
I've had a sneak peek at the PC-FX's developer’s
manuals, and they’re almost as bad as Sony’s.
Sega throws almost T00 much data at you and
makes it next to impossible to find what you're
looking for in any reasonable amount of time. All in
all, | think the makers REALLY need to concentrate
on supporting their third-parties in order to have
any kind of a base of games o sell a system. (After
all, look at the Jag...rumors have it that the lack of
games is certainly not for lack of trying....)

K, now that I've gone and expounded on these

next generation machines for quite a while,

I'll het that I've made the situation even less
clear for you. “But...but...which system should |
buy?” you’re probably wailing. The answer is actu-
ally simple. Buy the one with the games you like
available for it. Each one of the systems out there
has major potential, but the potential heads in dif-
ferent directions. You like 3D stufi? PS or U-64 are
probably your best bet, but don’t count the Saturn
out either. The PC-FX is the king of animation and
FMV stuff, with a good handhold on scrollers, too,
hut unfortunately it doesn't have many developers
yet. The jury is still out on the Jag (after a year???)
and the 3DO is still lookin’ good, especially with
the 3D0 hooster looming on the horizon. My advice:
keep looking for that Killer, ahsolutely must-have
game fo appear in the pages of GameFan, and then
huy the system that produced it. Chances are
excellent that more will follow just like it!

- The Mystery Developer

From what we hear, the Ultra-64 is the most
advanced video game architecture of all time,
home or arcade. Don’t beleive us?, Well how about
this.... .

Ultra vs. 32-Bit

If you were to compare the overall performance of
the Ultra 64 to the Saturn or PlayStation, the Saturn
would rate a 1, the PlayStation would be around a
30 and the Ultra an unbelievable 1,000. How is this
possible? SGlI is the key.

You see, neither Sega, Nintendo, nor Sony actually
design and manufacture the microprocessors that
are inside their game machines. Game companies
use either off-the-shelf, non-custom chips from
companies like Intel, Motorola, IBM, or NEC. Or,
they implement specifically-designed silicon like
Hitachi’s SH1 and SH2 found in the Saturn, the LSI-
designed custom chips inside a PlayStation, or the
Ultra’s 64-bit chip set, designed by SGI. Because
SGI makes the most powerful graphics computers
in the world, and hecause Nintendo signed an
exclusive deal

stuff in advance. And, as you may or may not
already know ahout a CD-powered game system,
things like graphics and game code almost always
have priority over “Red-hook” audio. The informa-
tion must first he located and then read from the CD
by the system’s laser pick-up, where it is then
loaded into the hardware’s internal RAM...and that
takes time. In other words, you will not hear or see
anything game-related until your CD game system
is good and ready. Can you see the seconds ticking
away, as you stare at a hlank screen with the
words “Now Loading” on it?

The cartridge-powered Ultra 64 has a 64-bit sound
chip that is much more advanced that the Saturn’s
sound hoard. In fact, it is so advanced, you can
take a single sound sample and digitally manipu-
late it to an extent that the original sample can
sound like sev-
eral different

with SGI, only
Nintendo, not
Sony or Sega,
will be able to
harness that
unrivaled

.=« the Ultra 64 is the mos
atvanced video game archite
ture of all time, home or arcade.

notes, hangs,
crashes and
= Whatnots.
Therefore, since
the Ulira 64 is
capable of

power.

This is no joke sports fans, the Ulira 64 gaming
experience will be miles ahead of even the most
expensive and sophisticated arcade hardware,
widely surpassing Sega’s Model 2-powered VF 2,
Daytona, and Sega Rally, as well as Namco’s sys-
tem 22-powered Ridue Racer, Ace Driver, and
Cyber Commando.

Polygon Comparison

For example: when you look at a polygon car in
Daytona, it's made up of around 250 polygons and
indeed, it looks great. This arcade hardware how-
ever, is not as efficient as the Ultra. Nintendo’s 64-
hit hardware will be capable of producing stupefy-
ingly realistic visuals that are beyond any game
you've seen hefore. Take a look at the November
cover of GameFan where Donkey and Diddy Kong
are riding Rambi the rhino. Picture a game that
looks as good as that (if not better) moving at 60
frames a second and you’ll get an idea of the stag-
gering performance of the Ultra 64. No joke.

When a polygon object scales away from the
screen on a traditional 32-hit game system, sprites
are progressively removed from the object, leaving
tiny holes in it. When that happens, you see a
twinkely effect known in Nintendo jargon as Point
Sampling Glimmer. On the 64-bit Nintendo, the
holes on that same scaling polygon are filled with
sprites, so you never see any glimmering redraw.
3D movement on the Ultra 64 is so smooth, you
don’t really even perceive a scaling effect per say,
everything is just...real!

Memory Tricks and Audio

Although memory is constant (in other words, one
megahyte on the Ultra is the same as it is on a
Saturn or PlayStation) the U-64 will be ahle to per-
form several memory-saving “tricks” that are not
possible on any of the 32-hit platforms. Let’s take
sound and music for starters. It is common knowl-
edge that the 40-channel, 16-bit sound chip in the
Saturn is the most sophisticated game sound board
seen up ‘til now. However, a majority of the music
on the 32-hit Sega (and the 32-hit Sony for that
matter) will be prerecorded “Red-book” audio sim-
ilar to the sounds found in your garden-variety Sega
CD or Turbografx-CD.

So why won’t you hear more games that use the
high quality, real-time, 40-channel samples that
the Saturn is capable of? Memory. Forty channels
of on-the-fly game samples take up a bunch more
¢D memory during the game than pre-recording the

manipulating a
sound sample (real-time) in more ways than any
other game system known to man, you don’t have
fo create as many samples on the Ultra. Needless
to say, this increased flexibility and performance
saves memory and time. To a lesser exient, the
Saturn is capable of such effects, but not to the
degree of the Ultra.

Silicon vs. Optical

Also, since the Ultra 64’s software will at first use
silicon (cartridge) instead of optical (CD) for stor-
age, and since that memory runs at a blazing 500
MHz, the Nintendo will have the fastest loading
times in the history of gaming. In the department of
graphics, non-prerendered U-64 objects are, in a
way, like the sound samples previously mentioned.
Many, many real-time effects can he done to an
ohject on the fly, such as light source shading,
phong shading, anti-aliasing, deformation, Kine-
matics, Ray tracing, transparencies, fire, weather
effects, the works.... That would only be possible if
it were pre-rendered on another system. Rendering
on the fly saves the Ultra memory galore. Let me
put it this way: it's the difference between tediously
programming all the effects before hand, and sim-
ply telling the Ultra hardware to do it automatically.

Visual Power

Not only is the U-64 technically more advanced
than its competition, the hardware produces visu-
als in a slightly different way than any game sys-
tem before it. The graphics are produced more
along the lines of a Silicon Graphics workstation
computer. Let’s say you want to display a 3D tex-
tured building on hoth the Ultra 64 and the
PlayStation. The Nintendo would he able to display
the object at a much higher resolution than the
Sony, and (unlike the PlayStation) all four sides of
the building could be individual 24-bit color tex-
tures (16.9 million colors). But let’s make things a
little easier on the poor PlayStation. Let’s say each
side of that building had only 256 colors and the
resolution was a measly 640 x 480. Even then, the
U-64 would have the upper hand... How? When a
texture is mapped onto a polygon on the Nintendo,
it is softened and blurred to a point where the
object doesn't pixelize when moved in U-64’s 3D
environment. (The effect is called Tri-Liner-Mit-
Mapped-Interpolation.) No pixely 32-bit textures to
he found here.

Since no 32-hit game system features real time
anti-alising, you can clearly detect the redraw of a
PS scaled object. On the PlayStation it would obvi-
ously look like you were playing a game, but it
wouldn’t look like a game on the U-64...it would
look real! --K.LEE



MAKER:
AVAILABLE:
CPU(s):

MEMORY:

GRAPHICS:

SCROLLS:

POLYGONS:
SOUND

SEGA

September 2nd (America)
Two SH2's (28.6VHz, 25
MIPS)

16Mbit Work RAM, 12 Mhbit
Video RAM, 4 Mbit Sound
RAM, 4 Mbit CD Buffer
RAM, 256k Backup RAM
320x224, 640x480 resolu-
tion, 16.8 million colors,
transparencies, scaling,
rotation and deformation
9 Parallax, 4 XY Scrolis, 2
Rotary Scrolls, 2 Window
Scrolls, Line Scrolling and
Cell Scrolling

Approx. 60,000 textured,
Gouraud-shaded polygons
Yamaha GS8EC000 32-
Channel direct MIDI com-
patible sound board

MAKER:
AVAILABLE:
CPU(s):

INTERNAL
MEMORY

GRAPHICS

SOFTWARE/ME

RESOLUTION
SOUND

T
PRESS START EYEDOL

NINTENDO

JAPAN/USA SEPT.29

64 BIT RISC CHIP (CUSTOM VERSION
OF R4200) RUNNING AT 100MHz
WITH A CLEARING CAPACITY OF
100+ MIPS, ALSO WITH A CLEARING
CAPACITY OF 100+ M-FLOPS AND A
BUS BAND WIDTH OF 240+ MEGA
BYTES PER SECOND.

64 BIT RISC GRAPHICS CHIP (CODE
NAMED REALITY IMMERSION CHIP)
WITH A CLEARING CAPACITY OF 100
MIPS RUNNING AT 100 MHz.

/A

REAL TIME ANTI-ALIASED TEXTURE
MAPPING OF 100,000+ POLYGONS
PER SECOND. GOURAD AND PHONG
SHADING EFFECTS. TRUE 24 BIT COLOR
CARTRIDGE. MINIMUM 64 MEGA-
BITS-MAX 550 MEGA-BITS.

10 TO ONE REAL TIVIE COMPRESSION.
MIN. 320K224

MAX. 1200X1024 (PROGRAMMABLE)
64 BIT DSP. SAMPLING RATE; 44.1
KHZ

[ e ]
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PlayStation

MAKER:
AVAILABLE:
CPU(s):

GPU:

MEMORY:
GEOMETRY ENGINE:

SOUND PROCESSOR

IVIDEG:

(Data
Decompression
Engine)

B

Sony

Fall ‘95

R3000 RISC CPU (33.8688
MHz, 500 MIPS)

4,000 8x8 Sprites on-screen
every 1/60 of a second, with
scaling, rotation and deforma-
tion applied to every sprite.
16.8 million colors. 320x224,
640x480 resolution.

16Mbit Main, 8Vbhit VRAM,
4\Vibit Audio

4.5 million point calculations
per second/1.5 million flat-
shaded polygons per sec-
ond/360,000 texture-mapped,
depth-gueued, Gouraud-shad-
ed, fog-applied polygons per
second.

24-Channel, 16-Bit Digital ;
Effects. 44.1KHz sampling rate
CPU-Bus direct, JPEG
Compression, Full-screen, full-
color FMV.




“SYSTEM ARCHITECTURE"
BUS BANDWIDTH:

“RENDERING SPEED"

GRAPHICS:

PROCESSORS:

SPECIAL EFFECTS:

CD DRIVE:

STORAGE CAPACITY:

DATA RATE:

64-BIT
106.4 MEGABYTES PER SEC.

850 MVILLION+ PIXELS PER SEC-
OND

16.8 MILLION COLORS

GPU, DSP, OBJECT BLITTER,
MCG6800

TEXTURE MAPPING, MORPHING,
WARPING, LIGHTING EFFECTS
AND TRANSPARENGIES

DOUBLE-SPEED/FULL SCREEN,
FULL COLOR FULL-VIOTION VIDEQ

790 MEGABYTES
352.8 KBYTE/SEC.

Known worldwide as the “father of the Jaguar,” John
Mathieson is seen by many as Atari’s 35-year-old savior.
Born and raised in Scotland. Mathieson obtained his
education at Fettes in Edinburgh, then at Cambridge
University. He currently holds a Master’s Degree in engi-
neering and in computer science, as well as the title of
Vice-President of Advanced Technology at Atari Corp.
Interview by Travis Guy

Are you a video gamer? What's your

favorite game?

Well, sort of. | spent a Iot of time on Sinclair Spectrum
games, Manic Miner being my favorite. In recent years, |
have enjoyed Doom and Cybermorph particularly.

Are you currently involved in the design,
planning, consulting or
overseeing of Jaguar peripherals?

| am involved in the planning, but that is all.
What do-you presently do for Atari?

1 am Vice-President of Advanced Technology. | run a group
whose primary responsihility is the Jaguar ASICs. We do
support and cost reduction of the existing chips, plus the
development of future versions.

For those readers who aren’t engineers (like
me), what is an ASIC, and why does it sound so
terribly important?

It would be perfectly possible to put together a machine with
the performance of Jaguar using chips picked out from the
catalogs of the major chip vendors. Unfortunately, doing it
that way would result in a retail price of a thousand dollars
or more. What I do is work out the Ieanest, most efficient
way of doing the functions we need, and then desian the
chip-set to do it. By making the hardware do just what is
needed for games, and no more, there are a lot of cost sav-
ings to be made.

We then put this desian info custom chips called ASICs
(application specific integrated circuits, if you really want to
know), and it is the twe Jaguar ASICs (Tom and Jerry) that
make it so special. Having done these, they then hecome
unimportant, and the games become everything.

How long did it take to develop the Jaguar?
Three years from start to being production ready.

Was there a single guiding principle behind the
design of the Jaguar?

Our main aim was to guess what technology would be prac-
tical when Jaguar was in production (chip sizes, DRAM
architecture, speeds, and so on), and to leap-frog the rest of
the world. Compare Panther which was more of a me-ioo
response to the SNES and Genesis. We took the leap to 64-
hit DRAM, and very large ASICs and package pin-counts.

We also set out to make it cheap and very fast!

What was the first “breakthrough” in the Jaguar
desiun process?

The main one was realizing that designing our own RISC
processors made sense. By intearating all the video anima-

“tion logic - RISC processor, Blitter, and Object Processor - in

one chip, performance could be higher and costs lower.

The CRY color scheme Jaguar uses, which allows smooth
shading of 16-hit pixels, was also a useful discovery.

<Laugh> | would guess that your CRY scheme is
now patented hy Atari!

Yes. As you know from the Seoa deal, Atari has a strong

portiolio of patents, and Jaguar has added to that. (Sega
paid Atari $90M hecause the Genesis infringes some key
Atari patents.)

All other companies are now on official notice...
<grin> What was the most difficult obstacle to
overcome in the Jaguar design process?

1 think we underestimated the problems that would arise
because we were pushing the technology envelope, The first
Jaguar silicon, which was effectively beta test hardware,
proved much harder to lay out and get working in simulation
than we expecied. We believe at the time that it was the
largest ASIC, apart from test chips, that the major Japanese
silicon vendor we were working with had ever done.

The 68000 aside, how were the chips decided
upon? How were
Tom and Jerry arrived at?

It's hasically a simple division into a video chip and an
audio chip. The names were arbitrary.

What was the reasoning behind using the
Motorola 68000 in the Jaguar? Was it a “last
minute” decision?

We had no strong feelings about an external CPU in the early
days of the Jaguar design. Atari were keen to use a 68K
family device, and we looked closely at various members.
We did actually build a couple of 68030 versions of the early
heta developers systems, and for a while were going to use
a 68020. However, this turned out too expensive. We also
considered the possibility of no CPU at all. I always felt it
was important to have some normal processor, fo give
developers a warm feeling when they start. The 68K is inex-
pensive and does that job well. | always maintain that it's
only there to read the joysticks (although Leonard Tramiel
now recommends that developers do that with the GPU too!)

Here’s a fresh question for you, I'm sure. <grin>
Is Jaguar really a 64-bit machine?

Jaguar has a 64-hit memory interface fo get a high hand-
width out of cheap DRAM. We achieve over 100 MBytes/sec-
ond, which is very respectable, and gives the system its
speed and flexihility. Where the system needs to he 64-hit
then it is 64-bit, so the Object Processor, which takes data
from DRAM and builds the display is 64-bit; and the Blitter,
which does all the 3D rendering, screen clearing, and pixel
shuffling, is 64-hit. Where the system does not need to be
64-bit, it isn’t. There is no point in a 64-hit address space in
a games console! 3D calculations and audio processing do
not generally use 64-hit numbers, so there would be no
advantage to 64-bit processors for this.

Jaguar has the data shifting power of a 64-bit system, which
is what matters for games, So can reasonably he considered
a 64-bit system. But that doesn’t mean it has to be 64-hit
throughout.

You feel that Jaguar is the most powerful
“yideo game” machine on any market?

In the U.S. today, certainly. Worldwide, the Saturn and
PlayStation are serious opposition. But in terms of entry
nrimil,_Jaguar offers much more hang-per-buck than those
machines.

Where do you see the video
gaming industry going, in terms of hardware, in
the next few years?

It is a technology led industry, so you should look to SGI
workstations, and state-of-the-art arcade machines, to see
what will be console priced in a few years. It is interesting
the way 3D0, Sony and Sega all think there is a market at
$400. I believe that the real volume remains at a much
lower price than that.

“The lower, the better.” Right? <arin>

Absolutely. I think if you look at Nintendo's public state-
ments on the Ultra 64 (no CD drive, simple architecture), you
will see they think the same. The really high sellers, the old
Atari games consoles, the NES, SNES and Genesis are all
around the hundred dollar mark.

Not a hardware question, but do you think that
future video game consoles will rely on operat
ing systems?

No, not really. There may be some movement to standard
libraries, but | believe that the best performance will always
he had by going straight at the hardware.

Ever since the late 70s, video game hardware
have followed, and sometimes led home com
puter hardware in terms of innovation and per
formance. CD-ROMSs for storage, and parallel
processors for computational ability are the
current rage. While many companies are seek
ing o increase the amount of data that can be
stored on CD-ROM, and others are working to
develop faster processors, what do you see as
the next leap in innovation in video gaming
hardware?
Realism and interactivity are what makes these machines
exciting. Realism is what we pushed for in Jaguar, hy allow-
ing 3D games. | wonder if VR headsets will be the next
eap...

Full color or monochromatic?
1 wonder as well. We will see. The Jaguar headset we are
working on with Virtuality should be a lot of fun.

One final question: How does it make you feel to
know that there are so many people around the world who
enjoy your design - both users and developers?

It's a good feeling. Having been in this industry for 14 years,
this is the first product | have designed to make it into 6 fig-
ure volumes. (And here’s hoping for 8 figures! (Tens of mil-
lions for the non-mathematical.)) But as | said eatlier, the
haby has left home, and my work on it is over. | think more
about Jaguars 2 and 3.

On hehalf of my readers, | wish to thank you,
Mr. Mathieson, hoth for spending this time with us, and for
all of the hard work you've put in on Jaguar. We wish you
and your creations the hest!
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Nintendo Co. announced it has staried developing
an original large-capacity magnetic disk for a
new type of 64-hit video game machine that will
allow users to record such data as scores of
games still in progress. Most video game
machine manufacturers such as Matsushita
Electric Industrial Co. or Sony Computer
Entertainment use a compact disk read only
memotry (CD-Rom) as game software, but users
cannot record data on it

Nintendo’s new disk will w
be used for Ultra 64, a 64-

hit game machine to be

...more than 100 third Party scss of mercs amoumcowar . . =

Gametek has announced they’ve obtained an Ultra 64 license and will he releas-
ing Rohotech for the Onyx-like gaming system from Nintendo

Virgin Interactive Entertainment Inc. recently announced their plans to develop
games for the Ultra 64. VIE’s first title will be a first-of-its-kind action game pos-
sessing real-time, 3D game environments and hench-mark play mechanics. This
NUG4 title is scheduled for release in early 1996

Nintendo’s self proclaimed “Dream Team” of partners and licensees are as fol-
lows: Rare LTD, WMS Inc., Williams Entertainment, DMA LTD, Alias Inc., Acclaim
Entertainment, SGI Inc., Rambus Inc., Multi-Gen Inc., Paradigm Inc., Spectitum
HoloByte Inc., Software Creations Ltd, Sierra On Line Inc., Angel Studios, Ocean of
America, Gametek, GTE Interactive, and Virgin Interactive Entertainment Inc.

Nintendo will introduce 2 hrand new high-powered SNES games at the E3. Game
#2 will be the 64-meg DDO. DDO is said to pack the same visual superiority over
DKC as DKC had over other SNES games... and that’s just the beginning... The
Numero Uno game will not only make DDO look embarrassingly inferior, but it will
unequivocally he the most impressive looking yame ever, even heyond Clockwork
Knight, Toh Shin Den and all other Saturn and PlayStation games... and that's not
even Ultra... also making an appearance at the E3 will be Starfox 2 (which is
rumored to have upgraded graphics).

: SNK requested GameFan to revoke statements made about the 64-hit
system now in development. The new system is targeted for Japanese arcades
only... oooops.

Following on the heels of a sucessfull November,

1994 launch in Japan, (500,000 S~

'
'

its much-anticipated U.S. version B~

sold next autumn, The I]ul]“Shﬂ['s and ﬂﬂ\[ﬂlﬂﬂﬂl‘s dl'@ of the Sega Saturn will be avail-

dual-purpose disk will

ottware and merooame cpeating software for the Saturn”

ahle across the nation on
“Saturnday,” September 2, 1995, one week before the
American version of the Sony PlayStation. At this time, more

game SCOres. Beginning me—————————— than 100 third-party publishers and developers are creating

next autumn, Nintendo will supply traditional
cassette type software for the Ultra 64 and will
begin selling the new disk in 1997. Nintendo
President Hiroshi Yamauchi said his company
decided to develop the new disk to prevent copy-
ing, which is much easier to do on CD-Rom. The
disk is thought to be a scratch resistant,
enclosed double sided optical disk, able to hold
1.3 Gigahytes-as much memotry as 2 CD’s (that's
1,300 megahytes, or a whopping 10,400

‘megabits). What this means to gameplayers is

Ultra Disk games will contain an unprecedented
amount of sound and graphics. With Nintendo's
recent collaboration with GTE etched in stone,
the big N now has a partner with MAJOR experi-
ence in fiber-optic technology and interest in the
information super-highway. By doing that,
Nintendo could (in theory) download games onto
the “Ultradisk” through fiber-optics. Imagine
playing a special version of Cruis'n U.S.A. where
you could upgrade your car and save your game.
You could then download, (for a small fee, of
course) say... Cruis’n Japan or Cruis'n Europe
into your U64, play the new game with your old
car, and save the whole works on your

~“Ultradisk™. You could also have 10 or 12 U64

cart games on one disk or one MAMMOTH Ultra
Disk game containing Gigs of audio-visual hliss.

software for the Saturn. More than 20 titles will be available at launch with an
additional library of 100 games by Christmas ‘95 from hoth Sega and third-party
developers. Electronic Arts and Acclaim Entertainment are just 2 of many U.S.
Saturn licensees. Not surprisingly, EA plans to release some of their key sports
franchise titles as well as exciting new properties not yet announced. Acclaim is
developing some of its marquis properties for the Sega Saturn including Batman
Forever, NBA Jam Tournament Edition, Frank Thomas Big Hurt Baseball and Alien
Trilogy. Of those 4, all but NBA Jam will feature Acclaim’s new motion capture
technology. While an exact price has not yet heen announced, Sega Saturn will
retail between $350 and $450 in the U.S. Software pack-in plans have not yet
heen announced.

Acclaim announced that they are now an Atari Jaguar licensee. Their first two

games are: NBA Jam-Tournament Edition (the smash hit arcade basketball game)

and Frank Thomas ‘Big Hurt' baseball, which uses Acclaim’s motion capture tech-

nology. Both titles are due out for the Jag in the fourth quarter of 1995. This coin-

gides with Atari's recent announcement of a price reduction of the Jaguar to
160.00

‘v :
y

Control a reluctant vampire who must feed on blood to maintain his health
as he seeks vengeance in the Gothic world of Nosgoth. It's Crystal
Dynamic’s ‘Legacy of Kain Blood Omen’ for the PlayStation. Why is this hot
info in Other Stuff you ask? Did you see anywhere else we could put it?



ar Postmeister,
\ couple of months ago | purchased a 3D0. Now | am
iring about all the awesome things that the

yStation and Saturn can do. Will the 3DO he able to
npete? When or if the Bulldog comes out, what will it
for the 3D0? What is the 3D0’s polygon rate per sec-
1? Finally, my friend told me that Ridge Racer might
coming out on the 3DO. Is this true?

phen Schumacher

sking Ridge, NJ

ar Stephen,

When you bought a 3D0, you made a fine choice. It’s
e the Saturn and PS have exciting titles in the warks
 so does the 3D0. While the 3D0 cannot currently
ich the power of those two machine’s (it can current-
handle 50,000 textured poly-want-cracker-gons per
sond), when the Bulldog is introduced later this year
vill turn your 3D0 into a fire breathing monster. I'm
orn ta secrecy as to exactly what the BD will do until
xt month, when we’ll do a special report on its
pressive power. Ridge Racer is indeed a possibility,
wever no formal announcement has been made. If it’s
e it will be announced at the upcoming E3, in LA next
nth. In the mean-time check out BladeForce on page
. That oughtta tide you over!

ar Postmeister,

Why are the other mags judging the 32X wrongly? The
stem just came out, and they’re already dooming it. It
t shows how biased some mags can get. Have they
en seen the games coming out? MKII looks great,
aotix looks astounding, and Batman is getting some
rious raves. You, on the other hand, kick butt. Every
ue ends up being better than the last, and | don’t see
ople filling the mag with biased opinions of what is
rth it. Keep it up...

On another fopic, can you name any 32X RPGs yet? |
int one bad. Also, what 32X games can we expect to
e this year from Konami, Capcom, and Takara?
anks...

P.S.: Is it true that there won’t be a 32X EWJ?
ncerely,

ve Wilcox

w Haven, CT

2ar Dave,
It's mind-boggling how many of these posers got jobs
2 magazine in the first place. Any true gamer knows
at you NEVER judge a system based on the first few
les, especially when it’s got a force like Sega hehind
That is rule number one! I've seen stuff on the 32X
at looks as good as many PS, and Saturn 1st genera-
n stuff. The reason we’ve seen it and the other guys
ven’t is A, because they can’t keep a lid on anything
cretive (they wanna’ be “cool” and say.it first), and B,
ey form opinions based on preview material. We know
ings that would and will blow your socks off. But we’re
vorn to secrecy. But when we tell you something has
ajor potential as we have with the 32X, you can take
at to the bank!
We never guess, because we don’t have to.
Sega has 32X RPG relief in the warks. You'll see it
ght here very soon. More exciting 32X titles can be

T ~Fecem.

read about in this month’s Other Stuff. To date Capcom
and Konami have no 32X titles in development because
they are so busy working on Saturn, PS, and Ultra
wares, however there is a 30+ man team at Sega of
Japan working around the clock an 32X titles. As the
system grows in numbers, Konami and Capcom will
surely come on hoard. EWJ2 is currently being devel-
oped for the SNES and Genesis, Shiny will announce
further plans for EWJ very soon. I'm sure you'll read

. about that right here when they are ready to break the

news. Great letter by the way, enjoy Chaotix, it’s a gas!

Dear Postmeister,

1 am not a video game nut by any stretch of the imagi-
nation. | am just a 24-year-old guy who likes to come
home from work and relax with a few video games.
However, | am very involved in the video game scene in
terms of new technology and what's in the future. | am
able to stay involved by reading game magazines.
GameFan to me is the most informative, honest, and
interesting to read, which is why | will not renew my
subscription with the other mag and join on with you!

With all that being said, no mag has been able to pro-
vide me with the following info | so desperately crave.
First, | am @ proud owner of a Sega Genesis, and since |

' am loyal to Sega, | plan to purchase the Saturn upon its

U.S. release. | have a dilemma. | am a huge Alien Vs.
Predator fan, and | have to admit the Jaguar version
looks awesome and | want it! However, | will not buy a
system for one game, so my question is since Sega and
Atari reached some form of agreement or merger deal,
are there any plans to port AVP over to the Saturn? [ am
also curious as to whether or not the Saturn will be get-
ting home translations of arcade games that are not
made by Sega (MKIII, NBA Jam TE, etc.).

Lastly, | own a 32X, and | am eagerly awaiting NBA
Jam TE. | am wondering if this game is going to feature
scaling, rotation, and improved graphics more similar to
the arcade or if it’s going to be a spiced-up version with
better sound. Also, any word on whether 32X games will
be able to be played on the Saturn?

I'hope you can answer these questions for me and
help put my curious mind to ease. Keep up the good
work! Thank you!

Sincerely,
Matthew Coppola
Naugatuck, CT

Dear Matthew,

Your best shot at AVP is if Capcom ports over their
rackin coin-op version to the Saturn. This is very likely
since the game did mediocre business in the arcades.
As far as Sega/Atari cross licensing, don’t hold your
breath. Sega paid Atari a bunch of dough because
they've heen using one of Atari’s patents for the past
few years. No other deal was made, although Acclaim
signed on with Atari recently and that’s big Jag news. .
the 32X Jam has upgraded sound, color, and depth of
play. The most impressive versions will be the Saturn,
PS and Jag versions. These versions will he as good as,
if not better than the coin-op. MK3 will be released on
both the Saturn and PlayStation with the PS version
being first. Enjoy your Saturn! It truly is a high power.

Dear Postmeister,

Last month | wrote you and asked why the magazines
never compare the systems using the same terminology.
For example, they might give the sprite capabilities of
one and polygon capabilities of another, and the sys-
tems are never truly compared. You guys, however,
came on strong, and in your Editorial Zone (March
issue), compared the 3 newest systems in terms of pro-
cessing speed, polygons, sprites, sound, and special
hardware capabilities. My question is: Can you give
those same specs for the Atari Jaguar and 3D0, so | can
compare them to the newest systems? | would like to
know what the Jaguar can do, because the programmers
certainly aren’t showing me. Also, some people say the
Jag isn’t truly a 64 bit machine. Please tell me what the
deal is - is it 64 bit, or is it false advertising?

Gamingly yours,
Chris “the Pack” LaPack
Memphis, TN

Dear Chris,

| feel a little guilty here, as | toa bought into the non-
64-bit gossip. For that reason we’ve shined a bright
light on the 64-bit Jaguar on page 116. It’s all explained
by the CREATOR of the machine, so everyone can give it
a read and know once and for all what's inside the cat.
Next month we’ll climb inside the 3D0 and Bulldog, so
stay tuned!

Dear Postmeister,

Greetings from the land of country music #@*&!
Thank God video games are not designed down here. All
of the music would probably be composed hy Garth
Brooks or Billy Ray Cyrus! (Yuk!) That leads me to my
first question. Will we ever play video games with good
old fashioned ROCK in them instead of so much of this
candy-coated ca-ca? | am a huge fan of 70s and some.
80s rock (Van Halen, Rush, Boston, Scorpions), and now
that the new systems have such incredible sound capa-
hilities, | would love to hear this style of music put into
some of the games. | realize that rock would not he
appropriate for all video games, but just imagine play-
ing an aerial combat game with “Eruption” blaring from
the CD. How about a driving game with Joe Satriani’s
“One Big Rush” or “I Can't Drive 55" playing? How
about it, Mr. Postmeister... anyone at GameFan share
my thoughts?

Keep up the good work, guys!
Sincerely,

Jason Parton (no relation to Dolly!)
Chattanooga, TN

Dear Jason,

Well YEEEHAW PARDNER, you got yerself some great
taste in music there! What the heck happened fo the
American music scene? Total ca-ca rules the charts
while the true power is buried in a sea of CD'’s. If just
ain’t right! I've takin’ to listening to the JERKY BOYS,
cause I’m silly and fruity like that sizzlechest. Otherwise
it’s Steve Vai, the new Van Halen, Dream Theater, and
all the great arranged game music CD’s we have like
import Sonic CD, the Castlevania collection, and
the awesome new arranged DKC 3D CD from Japan. |
pray Americans snap out of the trance and start rockin’
again soon, the world would he a better place! | couldn’t
fit your U64 comments in but trustme... believe it!

P.S.

Phillip Jones, | would've printed your letter... but Phil, man was
that sucker long! Shorten” it up and well talk!

Special thanks to everyone that wrote in! | read ‘em all. Even if you
.don’t see ‘em here, we still use your opinians in the development of
each issue! Be nice to your Mailman, and I'll see ya’ next month.

Write to [fle off ¥l Dun fofl AWedident!

PoStilel il
5137 Clareton Dr. Suite 210
Agoura Hills, Ca. 91301



HEY, Welcome to the wall. It's just wait-
ing to be splattered with your art. That’s

just plain old envelopes to use as your

ing on paper or cardboard or rice paper,

And the winner

o is...”ACE” from

Santa Cruz,
CA. This one
wins for just so
many reasons;
Monitaur is

w8l pumped up &

mean lookin’,
the staging is
excellent, and
it’s a situation

or WHATEVER... Just go nuts (as long as

Nik

Fournier of
Manchester,
NH must
mean, “KEI”
Kuboki, our
International
Editor. Kei is
heading
down to the
beach as we
speak to con-
gratulate you

relate

love it!

e Aaron
| \g# » Swanson of
it Waupaca,
WI does the
" D K C ”
W thing with

# 2% this

5. way-cool
9% drawing.
L") Gramps

=¥ o looks a tad

confused
‘/ r” though.

.J’a

SDO o

we all here can

“Tuna-X",

7 on your fine
Z. G [ENIE) drawing.
to. & 2 AAEEE What is that,
| Another nice piece Redondo?
comes from Kevin
ﬂohnson 05 lNew
ampton, MO. | like oL
the theme I'm seeing WHOA, psychedelic!
here. Had to put my shades on
for this day-glow artwork
from Damian Fox of
- Tampa, FL.

&- Julio Estrada of S.
,(.! Portland, ME sends us
174, this fine portrait of,” Gen-
N})‘ £ an”. Nice render! And
@MW\ 4w what a cute little scene,
l he must be having guests

Eﬁx ' \\*\t*‘k £ fordinner.

JAG

PHoNe oRDeRS CaLlL

you keep it around 8 1/2”x11”). So keep
that original artwork coming in, and
: ; i maybe you too can win an original ink
right kids, no longer are you restricted to board from “THE ADVENTURES OF MONI-
canvas. If you're more comfortable draw-  TAUR” Comic book signed by yours truly &
and ( as if that weren’t enough) a
GAMEFAN T-shirt. Let’'s show those
other mags who the real artists are.

This menacing S.F. pic. comes to us
from Nathan (Spot) Daniels of Portland,
OR. It didn’t quite survive being affect-
ed by our _, —

recent rains. g,
Kinda’ gives ’
it a cool’
effect 1)
though. A

Here’s an exciting one from
Sean Rivera of Waianae, HI.
You scared Kid Fan with this
one. He’s allergic to cats.
“Hang on little monkey!”

Ll /1 4. 996 . 0355

C.0.D.'s WELCOME

Prices subject to change without notice NO REFUNDS 90 day warranty on games and systems. During warranty merchandise is %
replaced with same item. We reserve the right to refuse any sale or purchase. SNES is a registered trademark of Nintendo of America Inc.
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With more attitude than a dlsgrun-
tled postal worker, the “Postie T”
is the perfect attire for all those
formal gaming occasions.

Order # 001

There's elx >
very coo

(CEWETE Ah
logo on the *9
front too! "

i l
i You too can be large and in charge

When ordering please specify Small, Medium, Large or X-Large sizes. Add $3.00 S&H. Send check or money order to: with the “Mighty Monitaur -T"
Diehard GameFan Game Gear: 5137 Clareton Drive, Suite #210, Agoura Hills 91301, Allow 3-4 weeks for delivery.  Order # 002

What do you want from your

Jaguar System . ‘;niil - Playstation System Call 9 Bobby's World $53
Jaguar CD System Call AtV Call game deuler. You want a Deep Space Nine $56
Alien vs.Predator $56 Cosmic Race ; : wide selection. You want fast ~ Donkey Kong Country $59

Battlemorph CD call Crime Crackers o y Earthworm Jim $63
‘Blue Lightning CD call Cybersled o delivery. And you want Exo Squad

_ Cannon Fodder $50 King's Field _ 8 bt Fatal Fury Special
Checkered Flag $36 Motor Toon 6P frlendly people WhO know _ Final Fantasy lll
Demolition Man £D call d games. That's why Flintstones :
_ Doom $56 5 George Foreman Boxing
bragors Lair €0 cal Gameware Express is here.  Looney Tunes B-tal $59
Fight For Life . $58 h : Metal Warrior
Flashback $52 Mighty Max
Highldrier (0 Gl We can shlp overnight for just
Hover Strike g5 %W .
Iron Soldier $43
Kasumi Ninja $56 3 + M
Rayman $59 n‘:g:vﬂ W :;1
Space Wars Eall Flashback s49
Syndicate : $58 GEX 55
Tempest 2000 $48 Immercenary $53
;‘;;';";’lr:ll'; e Madden Football $51
Need For Speed $53
AND MANY MDRE... Return Fire $53
Road Rash . §55 §43
e o Y4 Super Streetfighter $48 $43
S A AND MANY MORE... ::g
32X System Call ::;
Doom $56 43
Knuckles Chaotix $56
Fahrenheit CD $43 SE
Metal Head $56 Saturn System Call saa
Midnight RaidersC0 $49 s o e bl it
Mortal Kombat Il $59
Star Wars Arcade $56 g":ﬂ“" Panzer g“:: :::
Supreme Warri $57 pite a
S::;i:::l Strai;::ll.l sagl Victory Goal Call '
Tempo 356 Virtua Fighter Call ?:I::El';:‘:“ w
IIB 7 T X-Men 2
| 8 AND MANY MORE...
nall | ‘

No one can beat our mlyen gane seiciin! - QVErnight 5||I|I|llllﬂ sﬂ\

Visa, MasterCard, Money Orders and Personal Checks accepted. Add $6 for C.0.D. Price & availability subject to change. All sales final
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DON'T FORGET ABOUT 16-BIT... CHECK OUT THESE
AWESOME MEGADRIVE GAMES IN STOCK NOW!
GAI.I. Foﬂ BETA“.S'

Light Crusader

SURGING AURA

DRAGON SLAYER

YU YU HAKUSHO

STORY OF THOR
ROCKMAN MEGA WORLD

I.unar Elemal Blue

- Captain Commando

' Wrestling Special

(;AMERS (,LUB

|
L — ==
', Svamly The Best in The
415 ; _W_‘mv~

 GET YOUR PLAYSTATION AT THE
32-BT SYSTEW HEADQUARTERS|

"SUPER FAMICOM
AVAILABLE N!]W

Rockman 7

Lady Stalker
Front Mission

Dragon Ball Z (RPG)
Nosferatu
Dragon Ball Z 3
-Albert Odyssey 2
~!  Yu Yu Hakusho 3
Yu Yu Hakusho Final
Battle Tycoon

Great Battle IV
Breath of Fire 2
FX Fighters
Super Fire Pro




 AMERICAN & IMPORT 300!

CALL FOR PRICES

Strahl
D‘s Diner
Yu Yu Hakusho
Tetsujin 2 (Import)
Dragon Tycoon EDGE
(Import)
Policenauts
Sailor Moon S

Slam ‘n’ Jam
Killing Time
Gex
FIFA Soccer
Flashhack
Need for Speed
Immercenary
| Spr.Street Fighter I TE |

TAKING SPECIAL
ORDERS FOR
D L GARAGEKITS B
Wi FROM JAPAN!  herms

AVAILABLE NOW:  AVAILABLE NOW...
MOTHERBASE - SEGA’S
SHADOW SQUADRON
NFL QUARTERBACK CLUB
SONIC CHAOTIX
SPACE HARRIER: $29.99

o0

| For Fact Overnight Ilelwerv call

81 8-865-2599 3 \: uu:

OR FAX YOUR ORDER: (818) 865-2595 YOUR USED
PLEASE INCLUDE YOUR PHONE NUMBER! ;. GAMES AND

‘ =y e <7 SYSTEMS!

COD.s WELCOME

PRICES ARE SUBJECT TO CHANGE WITHOUT NOTICE. NO REFUNDS

VISIT THE
DIEHARD g
GAMERS CLUB 55
STORE NEAR
YOU!

(Mail order service not
available at the
following locations.)

¢ 948 W. Dundee Rd.

Arlington Hts., IL 60004
(708) 253-GAME

¥ 343 Coliseum Ave.
* Nashua, NH 03063
"~ (603) 881-8884

~ 3035 Walton Blvd.

Auburn Hills, MI 48326

Town & Country Center
Miami, FL 33183
(305) 271-7197

9105 No. Division
Spokane, WA 99218

i (509) 468-4246

; Ventura Mall
= Perryville Rd. &

Walton Dr.
Rockford, IL
(815) 395-1123

1508 Northern Blvd.
Manhasset, NY
(516) 627-6200

721 Central Expressway
Plano, TX 75075
(214) 422-5567

INDEPENDENTLY OWNED
AND OPERATED.

COMING
SOON:
Washington D.C.
El Paso, TX
St. Louis, MO
New Orleans, LA
Chattanooga, TN

Spnngfleld \% (0]

S




$10.00 BONUS

I Receive a $10 BONUS when you sell back 10 or I
more 3DO Titles. This coupon must be included

l with your cartridges. No copies accepted. Limit
1 coupon per customer per month. Cartridges
must be received by May 30, 1995.

Send us your old cartridges

Receive a check back or purchase other titles of your choice
Prices in this ad are good thru 5/30/95

Used (GENMESIS) Cartridges

We Sell Used / We Buy
ACME ALL STARS
AEROBIZ SUPERSONIC 49 %’25 00
AN 39.95/20.00
ART OF FIGHTING 34.95/15.00
ATP TENNIS
BASS MASTERS

34 95/15.00
BATTLETECH
BEAVIS & BUTTHEAD
BEYOND OASIS

COACH K BASKETBALL M 9&’25
NTRA

HARD CORPS 34.95/14.00 BLACKTHORNE
RTN SUPERgINAN 44, %'2200 BRUTAL
44

ESPN SPEEDWORLD
FIFA INTL SOCCER '95
GENGHIS KHAN Il
GOOFY

GREATEST HEAWWGT

SEGA
32X

We Sell Used / We Buy
S CREATHOLES 39.95/18
951500

49, 9525
4405/
49 95’25 00
49
BAS ETBALL 49, 95'25 00
CORPSE KILLER lCD) M.SS
COSM 00

CVEER ERAWL 49952500
DOOM

39.95/15.00
DRACULA X 95725
FAHRENHEIT
L HEAD
MIDNIGHT RIDER
MORTAL KOMBAT Il
RBASE
MOTOCROSS CHAMP
L
NBA JAM TOURN EDIT
NIGHT TRAP (CD)

3995’!800
44.9522.00
49.9525.00
39.95/15.00
49.95/25.00

00 SOUL STAR

ITCHY & SCRATCHY

3
JUNGLE BOOK
KING OF MONSTERS 2
LAWNMOWER MAN
LIBERTY OR DEATH
LIONKING:
LOST VIKINGS
LOTUS TURBO CHALL
LoTuS i

Fl

49 55r25 00
95’22 00

MAGICAL QUEST
MAXIMUM CAHNAGE

44,
MEGAMAN WILLV WAHS M
MICKEY MANIA
m‘G,:iT &MAGIC 4

49,
MORTAL KOMBAT Il 39
NBA JAM TOURN EDIT. 44, 95’24 w

NBALIVE '95 44.95/20.
NCAA FINAL FOUR 49.95'2590
TBALL 34.9514.00
49, 9:25 00
NFL QUARTERBACK 29.95/1
NHL ALL STAR HDCKEY M 95424 00
IHL HOCKEY ¥

NOBUNAGAS AMBITION 44 95’20 00
OPERATION EUROPE 44 95/20.00

44,9520.00
PEBBLE BEACH GOLF 39.95/15.00
PGAT( 49,
PGAEUI TDUFL GOLF
PHANTASY STARII
PIHATES DARK WATER
PITFALLMAYANADV. 4
POWER INST/NCT
POWER RANGERS
PUNISHER
RADICAL REX
RED ZONE
RISE OF PHOENIX

ISE OF ROBOTS

49.9525.00
39952000
34.95/14.00
39952000
299511000
SPDEAIAN énccww 49953000
R STRIK 3

\TTLE CARS
00 BATILE GERAND PRIX

STAR WARS ARCADE

SUPREME WARR. éCDi

SURGICAL STRIKE 49.95/25,
EE OFF

TEMPO

VIRTUA FIGHTER

VIRTUAL RACING DLX
WIREHEAD

THE FOLLOWING ARE
BUY BACK PRICES ONLY

0
32X System Cartridge with

cables, parts, box 60.00

SUPER
NINTENDO.

7TH SAGA 34.95/14.00

KIRBY'S! DHEAM %O%RSE:” 95/15 00

KIRBY'S AV/
KIRBY'S TEE SHOT 39 95"|8 00
LEMMINGS 2

LIEERTV OR DEATH

49,
LOONEY TUNES BBALL
LORD OF THE RINGS
LO%K VIKINGS 2
MARIO & WARIO
MASK

MAXIMUM CARNAGE
MECH WARRIOR

00 BHAWDEAD 13

METAL MASTEHS

ME TAL WARRIORS 4495400
ICHAEL. D RACING 39.95/18.00
MKCKEV

44.9522.00
MIGHT & MAGIC 59 9530, 00

49952500
MONSTER TRUCK WAHSM 95/25.00
MORTAL KOMBA
NBA JAM TOURN EDﬂ'
NBALIVE ‘95
NCAA FINAL FOUR
NCAA FOOTBALL
NEW HORIZONS
m;l. QUAHTERBACK
NIGEL MANSELL INDY
FEAR RACING .95/25.(
NOBUNAGAS AMBITION 49.95/25.00
LOEDS OF DARKNESS 5495{32_!”

49 95125 00
OPERATION EUROFE

00 I
JOHN MADDEN F/B

PEBBLE BEACH GOLF
PGA TOUR GOLF
PHANTOM 2040

L 39,
PIRATES DARK WATER
PITF 4,
POWER RANGEHS
POWER INSTINCT
RABBIT RAMPAGE
RADICAL REX
RANMA 1211
RBIBASEBALL 95

ACME ANIMATION 44.95722.00
ADDAM’S FAM. VALUES 44.952 00 A
C BA 4 ROBOTREK

22.00 R
AEROBIZ SUPERSONIC M 9524 00

ALIEN VS FREDATOR 34 QS’N 00

22.00
ARDV LlGHTFOOT 34 95 14.00
AST

SAMURAI SHODOWN  44.9522.00
SECRETOF EVERMORE 49.95/30.00
SECRET OF MANA 3995220,

HA| 44.9522.00
SHIEN'S REVENGE 34.95/14.00
IDE POCKET

) 22.00
BAHKLEYSHUWPJAM’NQ52400 SIMCITY

39.95/15.00
39.9515.00
BATTLE

M 95!22 00
44 95125 00
Bi M 95/22.00
BRANDISH 49.95/25.00
BREATH OF FIRE
RUTAL
BUST. BUSTS LOOSE
CHAMPIONSHIP POOL  44.9522.00
39 95’!5 00

|
DEM'H IRTH SUPERMAN M 95’22 00

9.05/20.00 DEMO!

STAI
STARTREKDEEPSP9  44.9525.00
STREETSOF RAGE3  34.95/14.00
SUPERBATTLESHIP  34.95/14.00
SUPER BATTLETANK 3495 1400
SUPER OFF ROAD
SUPER OFF ROAD BAJA M 95?! 00
14,

TAZ ESCAPE MARS 95/14.00

TECMO BASEBALL 33 95/18.00
SUPER BOWL Il 44.9520.00

TECMO SUPER HDCKEV

TNN 125,00

TOE.IAMAEAHL? 39951800

TOP GEAR2 39

WWF RAW
X MEN 2 CLONE WARS
ZERO TOLERANCE .95/1
ZERO KAMIKAZE SQUIR 34.95/15.
THE FOLLOWING ARE
BUYBACK PRICES ONLY

Genesis Control Deck with
1 Control Pad, AC Adapter
and RF Cable 0.00
Sega CD Player w/mounnng
plate and cables 40.0
Control Pad 4.00

300 DRAGON VIEW.

X FIGHTER 49,
00 GALACTIC DEFENDERS
00 GEMFIRE
GENGHIS KHAN 2

DESERT STRIKE

DIRT TRAX FX 49.95/30.00
DONKEY KONG CNTRY

DRACULA X 44,952

ESPN HOCKEY

ESSN SPEEDWORLD
V(
EXOSQUAD

FATAL FURY SPECIAL

WEST
FIGHTER‘S HISTORV
FINAL FANTASY
FINAL FANTASY 3
FIRESTRIKER
FIRE] LEM! ROGUE

K
FRANKENSTEIN

:L’LL THROTTLE

GHOUL PATROL
GP 1 PART u
HAMMERLOCK WREST.

HOSENOSE & BOOGER 49.

HURRICANES
IGNITION FACTOR

!TCHV& SCRATCHY
JOE &

JUNGLE
JURASSIC

JUSTICE LEAGUE TASK u 95’22 00
KING OF MONSTERS 2  44.95/20.00

49.95/30.00 SFIDE
00 BEAUTV&THE EEAST 39.95/18.00 F
B 44.9522.00

39 95’20 00 STREET
39.9520.00 STREET RACER

SF'IDEFIMAN (ACCLAYM) =
. 2

STAFI FLEET ACADEMY 49 95!25 00
STAR TREK

S
STONE PROTECTORS 44 95/22 00
T HOCKEY '95 39 95/18 00

SUNSET RIDERS

00 DRAGONSLAIRIl
DUELIN' FIREMAN!
FIFA INTL SOCCER

00
LOST VIKINGS . X
00 MAD DOG M X DRAGON’BHUCE LEE

00
MICROCOSM
MYST

SPACE ACE
00 SPACE PIRATES

ZERO KAMIKAZE SQUIR 39.95/18.00 SUPER STREET
THE FOLLOWING ARE
BUY BACK PRICES ONLY
Super Nintendo Control Deck
Bt

apter an able
Control Pad 0 TIVE & BrokeN

39.95/20.

TRANCE MISSION 39.95/20.00
UNIVERSAL STUDIOS ~ 39.95/20.00
VIRTUOSO 39.95/20.00
VR STALKER 34.95/14.00
WAIALAE G 39.95/20.00
WAY OF THE WARRKJH 39.95/15.00

WHO 5

?OTH CENTURY ALMAN. 25 95’\0 00
ALONE N D W/NG COMMANDER ] 19 95’30 DO
WORLD CUP G

THE FOLLOWING AFIE
BUYBACK PRICES ONLY
0 %0 30O System with 1 Control
CORPSEKILLER Pad and cables 150.00
REA

TURE SHOCK 95720,
CRIME PATROL Control Pad 12,00
CYBER CLASH
YBERIA

BURNING SOLDIER
CLAYFIG:TEH I

DEAD HUNT
00 DEMOLITION MAN

DENNIS MILLER
DERELICT

)
INOBLAZE 00 AIRCARS
DAAEON LorE 559000 ALIENVS PREDATOR
DRAGONS LAR 951000 ARENA FBLEAGUE
44, .
a0y BARKLEY SHUTUP
BATTLEMORPH
FLASHBACK
FLYING NIGHTMARES
GEX 8
BLUE LIGHTENING
BRETT HULL HOCKEY
BRUTAL SPORTS F/B
BUBSY
CANNON FODDER
24, 5/|DDO INO ROYA
19.95/5,00 CHECKERED FLAG
S50 G DRE

GRIDDERS
GU;EDIAN WAR
IMMERCENARY

JURASSIC PARK
39.95/20.00
29

00 DOOM

DOUBLE DRAGON V.
MAD DOG MCESEE FIGHT.
MADDOGMCCHEE2 30952000 FiC o
49.95730.00
NEED FOR SPEED INTL SENS, SOCCER
NEURO DANCER as IRON SOLDIER
NOBUNAGAS AMIBIT. IV 49 9500 oo

KASUMI NINJA
LEGIONS OF UNDEAD
PINBALL FANTASIES

R

FF WO
lNTERCEPTOR 39.9520.00
PATAANK 34.95/14.00
PERFECT GENERAL .95/20.00
PGA TOUR GOLF
POWER SLIDE
QUARANTINE

A

REDLINE RACING
95/22.00

39.95/20.00

REAL PINBALL
REBEL ASSAULT

RN FIRE
00 RISE OF ROBOTS

H 44,
HOEINSON’S REQUIEM
SHODOWN 39,

SEWEH SHARK

LTI
ULTRA VORTEX
VAD DISERE SKIIN(
D SNOWBOARONG 44552000
WOLFENSTE\N 0 200l b
THE FOLLOWING ARE
BUYBACK PRICES ONLY
Jaguar System with 1 Control
Pad and cables 60.00
STARBLADE Conuol Pad 6.00
STATIONINVASON 3598000

To Sell Cartridges

On a full sized piece of paper, write your name, complete
address phone number and a list of all the cartridges with the

SHERLOCK HOLMES
SHOCKWAVE
OPERATION JUMP.
SLAYER

SLAMCITY.

STAR CONTROL 2
STAR TREK NEXT GEN.
STAR WARS CHESS

°° buy back prices rou are selling

0 SUPER STREET FIGN\'Z 20.95/12.00
00 34.9514.00
00 TAZMA I

TEC!
4.00 TECMOSUFERBOWLII umoﬂ
00 TECMOSUPERHOCKEYdS%w

34%/1400

S
THE DUEL TEST DRIVE 2“ 95(&00

00
TINV TOON SPORTS
IN BASS TOURN.

00 TURN & BURN
ULTIMA BLACKGATE

ULTIMA RUNES VIRT.
UNCHART. WATERS

UNIRACERS
URBAN STRIKE

00
VIRTUAL BART

VORTEX
WAIALAE GOLF

g.

If you would fike to purchase cartridges with the money or
credlt received, list the titles you would like to order on the same
piece of paper.

3. Pack your cartridges, all paperwork and bonus coupons in a
box. Send the box fo the address below by UPS or registered
mail. Be sure to include the 'Dept #' on the outside of your
package.

4. Your check will normally be mailed within 3-4 working days
of receiving your cartridges.

To Buy Cartridges

On a full sized piece of paper, write your name, complete
address phone number and a list of all the cartridges you would
like to order. To speed processing of your order, list an
alternative for each title you are ordering.

2. Calculate the total for the cartridges you wish to order,

includmg shipping & handling charges ($7.00 for the first
idge, $1.00 for each additional. Alaska, Hawaii, PR, APO,

FPO 0 Boxes double shipping & handling charges). California

residents add 7.85% sales tax,

3. Allow 21 days for personal checks to clear - send money.

order for fastest processing

95/22.00 g.
Lo 4. Send your order to the address below.

WHEEL OF FORTUNE
00 WHEEL FORT DELUXE

WICKED 18
WILD GUNS
WILD SNAKE

00 WIZARDRY 5
00 WOLVERINE 4
WORLD CHAMP RALLY 34,

WORLD HEROES 2
WWF RAW
XMEN

% Send your Cartridges/Orders to:

BRE Software
Dept F5
352 W, Bedford, Suite 104
Fresno, CA 93711

Credit Card Orders Call (209) 432-2684

g’glgsc ITALICS are newer and may or may not be available, please call for avail

Il Used Gene:

, Game Gear, Game Boy, Super Nintendo, Jaguar, ai

pel
jes/CDs must include box, instructions, and any hint books/maps that were included with the game. We will deduct $2.00 for each SNES cartridge

without a cardboard insert and $5.00 for broken

CD cases. Cartridges without box, instructions, etc will be refumed at your expense. Cartridges/Discs not in

resellable condition or with evidence of rental store stickers will be retumed at your expense. We pay cash for Genesis, Game Gear, Super Nintendo, Jaguar, and
3DO cartridges. All Used Cartridges have a 90 DAY WARRANTY and are subject to availability. We reserve the right to refuse any sale or purchase. Allow 40 days

1o receive orders placed with money orders and 60 days to receive orders place with personal chy
$7.00 for the first cartridge and $1.00 for each additional. Alaska/Hawaii/PR/AP
Residents add 7.85% tax. No COD's. Prices are for mil order only. If we do not

receive your package by 5/31/95 or your

. No refunds or exchanges on cartridges. For shipping, add

pel
0/PO Boxes double’ shipping charges. We do not ship to Canada. California

jame titles are no! listed in this ad, you

will be paid from our current catalog/price list. Prices are based on 1 copy per title, to buy or sell in quantity, contact our wholesale dept. To receive prices in this

ad you must include the ‘Dept. #' from this ad on the OUTSIDE of your package.

If you are unclear about any of our policies, procedures or prices, please call.

FAX (209) 432-2599. Internet: BRESW@AOL.COM Super Nintendo is registered trademarks of Nintendo of America Inc.

DIEMN AP D

. N § ' |
NEXYT CENERATION VWIDED CAME RMAGCAZING

SUBSCRIBE TO
GAMEFAN FOR JUST:

sz A

SEND YOUR CHECK OF
TO:

9137 CLARETON D
AGOURA HILLS,

37

| [ D READY.
Canada and Mexico orders add $10.00 ¢ Al other forelgn orders add $20.00 US funds,
Allow 6 to 8 weeks for your first issue. California residents add 8.25% sales tax.

Acclaim.....................5,9,25, 57
Marl ............000. e 10-11
Bre Software ............cenvnvn.n..126
Chips NBitS .........cc0uvuna..110-111
Crystal Dynamics .................67, 61
DieHard Gamers Club ..............124-125
NN ....................
Y ................00.... L
Gameware EXpress ........cuvuen.es.123
Y ...............c00..... 000EN0
Nintendo ...................14-15, 39-44, 109
Panasonic Software ............ceeeennnsnsll
RO ..........c0uii .00
Realm Entertainment ................122
Segaof America .............c00n...2-3
Squaresoft .....................130-131
.. ....0 .. .............128
S EEE RS - )
Working Designs .....................35



Neo Geo CD

Aggressor's 0f Dark Kombat 75.00

~ King Of Fighters '84 80.00
- Samural Showdown 2 80.00
80.00
70.00
Rise 0f The Robots s 58. L i ; v 80.00

Road Rash 3 B — " g y : 5

Soan WE WANT YOUR

USED STUFF
55.00 per Sled 00 .
i King Feld . CALL FOR ANY TITLES
W:&ﬁm':«m. e & i o e s NOT LISTED.

DIfC®VER

rue Lies

Jitima - The Black Gate Wolverine

Iniracers World Series Baseball '35

WCW Super Brawl WWF Brawl

Warlock X-Men 2 50.00

OUR PRICES DON'T SUCK

“ATBOY VIDEO BUY / SELL / TRADE POLICY: We warranty our games for 90 days from purchase. Prices and availability are subject to change with out notice. We have the right to refuse any sale, buyback or
ade, Merchandise must arrive in satisfactory condition or will be sent back at owners / senders expense. Price quotes and auth.# are only good for 10 days. Fatboy Video is not responsible for safe receipt of your games & systems.



TUREBO -

¢y Allaim

'f,&\” LICENSED BY SEGA ENTERPRES, 17D,
FOR PLAY ON THE SEGA™ GENESIS™ SYSTEM

SECRET <
LAYER

€

TOURNAMENT EDITION

“AKlaim

enturtainmant inc

MAJERLE MANNING BOGULES  JOHNSON

FOR WHOLESALE INQUIRES: TEL: 8;18-839-8755 FAX: 81 8—839-8752
TOMMO INC. P.0. BOX 862707, LOS ANGELES, CA.90036-2707

| FOR MAIL ORDER CALL: 818-839-8755 |

All trademarks are registered to their respectiv owners.

DISTRIBUTED BY:




PLAY STATION

4

GEO CD; 20

WE CARRY ALL
THE SOFTWARES!

f 4. B A : |
SYSTEMS ORDER FORM QTY. PRICE 3o

PLEASE SEND PAYMENT WITH THIS FORM TO: X $529 =
TOMMO INC.. PO. BOX 862707, LOS ANGELES, CA. 90086-2707 X $649 -

Please send check or money order payable to Tommo Inc.
ADDRESS: _ (Personal checks require a 10 to 14 days before order is shipped out) SUBTOTAL _
C.O.D. WELCOME  shisping ssssipsnomaross| |
TEL: 3 2 X £ TP ‘ PRICES FlE SUBJECT TO CHANGE ITHOT NOTIC. 0 REFUNDS. A g o L _



INTRODUCING THE LATEST IN RPG WEAPONRY

SECRET OF EVERMORE

Secret ni Eggrmnram is a trademark of Square Soft, Ind. Squareséft@ isa registered trademark of Square Co.,Ltd. ©1995 Square Soft, Inc. All Rights Reserved. Ninter



LEAS, SLOBBER AND CHRONIC BAD BREATH.

NLEASHED SUMMER ’'95.

SQUARESOFT

i i i i . All Rights Reserved.
oo e and tho official seals are registered trademarks of Nintendo of America Inc. ©1991 Nintendo of America Inc. All Blg



STRADDLE THE HOTTEST
THING ON TWO WHEELS...

..for the adrenaline rush of a lifetime!!! Kawasaki SuperBike Challenge
saddles you on real, high-powered Kawasaki motorcycles that scream
around 2 multitude of SuperBike circuits, including the
oo, Suzuka 8 Hour Endurance race. With superior graphics and
’@ sound, you'll experience lightning fast, realistic motorcycle
sive wennen | performance with pit stops, tire wear and ever-changing
weather conditions. Blow past the competition and earn points
toward your ultimate goal, the SuperBike championship.

Kawasaki SuperBike Challenge is motorcycle racing at its fastest!!!

Available at your local retailer for the Sega™ Genesis;" Sega Game Gear™
and Super NES™ game platforms.

“Kawasaki*” is a rademark licensed by Kawasaki MolmsCmp USA Al rights reserved. TM and © 1995 Time W ve,Inc. Al righs reserved. Sega™, Genesis™
ghis reserved. Nintendo, Super Nintendo Entertainmg M and the oficial seal ae registered Wrademarks of
Ninkendo of America Inc. ©1991 Nintendo of America Inc. Game Pak (SNS-GP).

Time Warner Interactive, Inc., 675 Sycamore Drive, Milpitas, CA 95035 . (408) 473-9400, Fax (408) 435-7470



