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Get ready for ane serious

See-Food Cocktail.
ns GEX, your bug-munching,
i | tmgue-laSthg alter-ego. Oh yeah, ve got
; Hung'y-man portions of pop-culture

" Gheese all right. With late nignt TV Ireaks

like Gamera and Flatulence lian. But
it’s our special sauce-—over 300 hilarious
one-liners and sound effects from HBO"

camedian Dana Gould—that give

cEX majoxr attitude.

S0 forget about

“..—
. K - ¥
= S v ' *
| good taste. And go o v

with the skanky

bug AU joux |
Iglgh{iar
Sega Saturn™

and the
PlayStation™

game console.
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Check out our cool Web site at hitp-/‘www crystald.com  Crystal Dynamics, the Crystal Dynamics logo, GEX, and the GEX image are trademarks of Crystal Dynamics, Inc. ©1935 Crystal Dynamics. All rights reserve
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ANDY FELL, FRANK, CLAUDIA, KEN, JENNIFER, SETH,
GARY, DAV L., TERRY, AND ALL OF OUR READERS!

Perhaps the biggest event in the history of
gaming, Nintendo’s official launch of the Ultra-
64 and subsequent re-emergence as the force
in gaming, is featured on pages 130 & 131 of
this month’s GameFan. We went so far as to
completely re-shuffle our printing schedule,

- changing the on-sale date of both the

December and January issues to assure you get
all the official Ultra launch information as
quickly as humanly possible given the channels
a publication must go through on its way to the
marketplace. As | write this | am bidding
farewell to Nick and Casey as they make their
way to LAX with Taka, for a journey we've been

_ waiting to take for three years. They
™ will (literally) land in Japan, sleep,
it ~ awaken to the

= .

Shoshinkai, raid the show floor and ’
press room, and just make Fed-Ex. Two

days from now with GF already on press we'll
tear open the Fed-Ex box, lay out pages 130-
131, drop in their text file, and courier the last
form to our printer. Is it worth all the hubbub to
get you this information a week or two earlier
than normal? | guess I'll know that in about 36
hours, when we get the big call from Nick and
Casey from the show floor.

Besides the U-64 info, this issue is full of
promising next-gen software, the Fourth Annual
Megawards and all the exclusives you've come
to expect from GF. So | won’t keep you any
longer. Enjoy!
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VICIOUS WHOOPS!
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RUGGED ROAD CONDITIONS
INCLUDING ICE AND MUD!

- af ouR EVE! & "

ﬁet rewed up for 3-D dirt bike action in Dirt Trax £X.” Wax
the competition or crash and burn in the most realistic,
moto-cross game of all time! Jump doubles, triples, whoops
and tabletops! 22 grueling courses with surprises around
every turn! Train on mud and ice in Training Mode! Play dirty
as you dare in Tag Mode! It's 3-D moto-Cross pumped to the
max and Dirt Trax FX mokes it dirt real!

entertainmen! Inc
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alter gazing al
pages 130 & 131
millions of peo-
ple will tinally
understand what
we've been
defending since
the u-64's delay

GAMEFAN
original art by:

TERRY WOLFINGER

THE 4th ANNUAL GF MEGAWARDS
With 32-bit on the way in, and 16 on the way
out it was slim pickin's. But overall this may
turn out to be a record year for innovative
design & overall quality.
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ULTRA 64
Just like they (and
we) said it would be...
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How long can you go with-
| out sleep? Because if you even

blink, Baron Dark's
diabolical dream wil
* anniilate your world. And the
human race is looking o you to reclaim
the powerful Lightstar Crystal. Not to mention his death
squad of Skeleton Warriors.”
S0 | These guys don't have a forgiv
% 3 ing bone in their bodies, so
Tfs , with over 20 level of gruesome

K }-D gamage, you may lose your
— . mind in a sleepless hell. But
if you're defeated, it's a sure bet you'll be sleeping with

the enemy. For eternity.
http://www.playmatestoys.com.

Interactive Enteviainment, Ini
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SEGA SATURN

Trus fhcaal sial 8 pour
ASKIHNCE T PPN Drodect
ety e Faghent Quaity
of stancands of SECA-
By garmes and aCCS0nes
with this Sl 1o B sure
thal thery afe COMpAtite
with your SEGA System

Skeleton Warriors~ and associated trademarks and copyrights are owned by Landmark Entertainment Group and used under license. <1996
Landmark Entertainment Group All Rights Reserved. Sega and Sega Satum are trademarks of SEGAENTERPRISES, LTD. All Rights Reserved.
Developed for Playmates Interactive Entertainment by Neversoft Entertainment.” Neversoft Entertainment is a trademark of JCM Productions,
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READERS'MOST WANTED

1. Killer Instinct 2 - U64
2. Loaded - PS

3. DKC2 - SNES
4. Virtua Fighter 2 - Saturn
5. Mario RPG - SNES

6. X-Men Children 0f The Atom - Saturn
il 7. Resident Evil - PS
& 8. Tekken 2 - PS

9. Final Fantasy 7 - U64
' 10. Sega Rally - Saturn

L e _'_"\1 3

I
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READERS’ TOP TEN

1. Mortal Kombat 3 - PS

2. Battle Arena Toshinden - Saturn

3. Daytona USA - Saturn  FEVRERS L N
4. Mortal Kombat 3 - SNES g
5. Panzer Dragoon - Saturn 5’y

6. Killer Instinct - SNES .
7. Chrono Trigger - SNES

8. Street Fighter Alpha - Arcade
9. Yoshi’s Island - SNES

10. Street Fighter: The Movie - PS

.

1. Virtua Fighter 2 (Saturn) 6. Resident Evil (PS)
2.Tenchi Sozo (SF) 7. Sega Rally (Saturn)

3. Samurai Spirits 3 (Neo Geo) 8. Doom (PS)

4. Tactics Ogre (SF) 9. Pulstar (Neo CD)

5. Skeleton Warriors (Saturn) 10. Yoshi's Island (SNES)

1. Doom (PS) 6. Marvel Super Heroes (Arcade)
2. SF Alpha (Arcade) 7. Super Mario RPG (SNES)

3. Warhawk (PS) f 8. Yoshi's Island (SNES)

4. Virtua On (Arcade) il 9. DKC 2 (SNES)

5. Toshinden 2 (PS) 10. Skeleton Warriors (Saturn)

1.Toshinden 2 (PS)

{ 2.Skeleton Warriors (Saturn)
3. Loaded (PS)

4, Warhawk (PS)

5 Wipeout (PS)

6. Hermie Hopperhead (PS)
7. X-Men (Saturn)

8. DKC 2 (SNES)

9. Sega Rally (Saturn)

10. EWJ 2 (Saturn)

1.Toshinden 2 (PS)
2. Dark Stalkers (PS)
3. X-Men (Saturn)
= 4. Loaded (PS)
5. Gargoyles (Genesis)

6. Virtua Fighter 2 (Saturn)
7. SF Alpha (Arcade)

8. Soul Edge (Arcade)

9. Sega Rally (Saturn)

10. Warhawk (PS)

6. Warhawk (PS) 1. Soul Edge (PS/Arcade) 6. Layer Section (Saturn)
[_;s 2. Sega Rally (Saturn) 7. Wipeout (PS) 2. New Japan Pro Wrestling (PS) 7 7. Fire Pro Gaiden (Saturn)
u 3. DKC 2 (SNES) 8.Tekken 2 (Arcade) 3. SF Alpha (PS) Q}f‘ 8.Tekken 2 (PS/Arcade)
4. Killer Instinct (SNES) % 9. Skeleton Warriors (Saturn)
BL 5 SF Alpha (PS) 10. D's (Saturn)

4. Warhawk (PS) 9. Yoshi’s Island (SNES)
5. Pulstar (Neo Geo) 10. Ridge Racer Revolution (PS)

WIN THE GAME SYSTEM OF YOUR CHOICE! ENTER TODAY!

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,
f paper or a postcard and send them to: GAME FAN TOP TEN, 5137 Clareton Dr., Suite 210, Agoura Hills,CA 91301

; Prize Second Prize: Third Prize:
; a 32X, Your choice of one of the Picks A FREE year of Diehard Game Fan!
vumm BIJ\' nr NOMAD. of the Month in Viewpoint. The best magazine in the Universe!

Drawing is limited to One (1) entry per person per month. Drawings will be held on the 21st of each month. The three (3) winners will be notified
by mail and listed on this page. For a complete list of rules and regulations write GameFan Top Ten with self-addressed, stamped envelope.

Congraloletions

to last month’s winners:
First Prize:

Johnnie Montgomery, Oakland, CA.
Second Prize:

Ronald Spencer, Southfield, MI
Third Prize:

Stephen Habisreitinger, Hanghto LA
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saves the King and

Critically acclaimed
by everyone and
their grandmother
Maybe it’s the cool
3D characters or
texture-mapped
backgrounds.
Maybe not.

You're overrun by
mobs of ravenous
Hordlings, each
blessed with huge,
colon-blasting
appetites.

35 minutes of
video explains how
piss-boy Chauncey

s rewarded with
the old man's
Grimthwacker
(It's a sword).

fvailable on Sega Satum™.

This official seal is your assurance that this product meets the highes! quality standards of SEGA™
Buy games and accessones with this seal to be sure that they are compatible with the Sega Saturn™ System

Forget about fields of dreams.

.’1 l‘ @ ¢
. . ——

With | 1€ HOLCE, it's more like
little slaughter-house on the prairie.

See, we've injected

belly-slx

sleepy-ass commune you

arcade-style,
fun into that
home. And

between digging deathl PILS and
hiring archers, enjoy same

serious, gut-popping

'Cause man, these neighbors

really Dite !

swordplay.

(Game Pro 3D0™ review |




I mhklsmll 1
of Mmmemm




I

#r

PlayStation ..

4 =
- — C 5 ‘

-
. S .
(- © L — —— a
e " vas - !
i -
e —— S—_ ——
e — e — = 1
. T e [T Ry .
- w — | W e ||
- il
2 . et
| g Fay Lk T
| i s 4
|
i |
s

| 3 irﬁo:l ke
| o " Gun Tmp ; ="

Lok
$
N |
| | [ o ¥
| L
i ! Iml
. e
- 3 e 1|| i

get parental permission to call. Touch-tone phcne is required. Available 24 hours @ day/7 deys & week. U.S, only. Sony is a registerad trademark of Sony Corporation. PlayStation and the PlayStation logc
registered trademark of The Interactive Digital Software Association.Call 1-800-771-3772 for Information on Game Ratings.
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OADEB
PLAYSTATION
INTERPLAY * CD
ACTION/ADV.

One of my favorite games of '95,
Loaded marks a new chapter in
the evolving gaming world.
Looking past the violent theme
and mind bending graphics, com-
plete with light sourcing from the
heavens, you'll find an amazingly nmale
game that sucks you into its dark world similar
to the first time you played Doom. Pure addic-
tion with a side of blazing sound, on the fly
zoom, and ca,ca,crazy freaks, and | want my
Momma! An absolute pre-requisite for the PS.

'a's'a'a'a@@

Loaded s an experience no video gamer
should miss. At first it looks like a 32-hit

gnarly, the music blasts your Iriggin’ lobes (lechno and
rock together, what more could you want!), and the light-
ing 1x put everything else to shame. Inmnllllolllh
gameplay style was a bit repetitive and there could have
been more interesting enemy patterns (level bosses
nIIl llnimhu nice), but otherwise Loaded's a

§.5,",9,5,93

Games are starting to get crazy. If af>
year ago, you had told me I'd be
playing a shooting game with a line-
scrolling 3-D-ish Smash TV view- \
Bloos steieod haliwans and u:nﬂ"i" g

ways -1
fully rendered visuals at home M—m-
under $60, | would've thought you were nuts. Yet
here is Loaded in all its gut spilling PlayStation
splendor. The game is a bit on the hard side and
none of the characters are anywhere near as effec-
tive as Momma, but that still doesn’t take away
from the lacl that Loaded is a greal game. Buy it

5P,

s %“3 5,"'

r_*'*r—"r 5 yr*:: m

cannol siress enough how much[ -
hls version annihilates all Ill'-
sions to date. Doom: Custom

| didn’t think WMS Industries would = |
give me a reason lo pull oul my WC

once again for yet another Doom, but F'I¥=" ‘g
boy was | wrong. This is the best
video game version of Doom imagi-
naghle. The only thing separating| —“Thhy
this from the PC is the resolution
limitations of standard TV against an SVGA moni-
for. Gorgeous transparency Ix, perfect controls, all
the levels ever, and the Link feature (FINALLY)
make this game a hall-of-famer. The only options
missing: an ability to import new WADS (levels),

It's amazing that Doom, really the
first game in its own genre, is still - -
so far and away the best. ‘This is .

definitely the best corridor action
game, and this is an incredible ver-
sion. Though the resolution is
down a bit, you get over 50 levels
of strategic acti

Pueg'l%l"lon nlmmdls. P e um-n-u'suung game, and such a well done version.
. C, P, M, 0
puish | %00 "0"%/95] %% e %% (%% " e %
uv:in-'crm n'nall: 300, Buz_vﬂasmd.l.l..l.l--"z ~1 m.l:gscxnlsemhl":;
the  PS. hartiv f'_"fuw. s"‘,"“:... = 3_'n' | ' ;:llll be new versions that would
Nt advantage of their form
v o e cran. The Plastation deris eSS | |00 St e el |
Bll.m. mﬂ. m as special as it was before. This game has| |the PlayStation Gex fixes all of the 300 ver-
for all you new faster scrolling, better special effects and| |sion's traminess and speed problems, but it's
action/platiorm power. The more precise control than the 300 version. | |y just the same game, a good action plat-
FMV, looks Unfortunately, Gex now swims in much | |, oo o, ™ T B bt
- '&"..‘:.‘..L“ T Gexls a quality platiormer nevertheless.
. G M G,C.,P 0
it vos | (% %% %0 "0 "5 %180] [% %5 75" %79

CRITICOM
PLAYSTATION

VIC TOKAI - CD

FIGHTING

pieces ﬂl“ﬂ.ll‘ A whole lotta’ pain.

963" %50

Criticom would warrant a pur-

chase if you bought games only| - | i
their comedic value.| -~
Compared to other games on the| ,~ 1
system - Tekken, Toshinden, and

especially the upcoming Sou/

Edge and Toshinden 2 - it truly seems like a
joke. Pixel-fest backgrounds, stuttery,
breakup-laden characters, glaringly bad Al
and zero gameplay destroy this game. Bul
hey... it has a nice intro!

93" " %040

Wow! | didn't know such a hor-
rendous level of game design
ineptitude  was  possible!
Criticom is the worst fighting
game since Rise of the Robots.
The texture-manped poly charac-| 1. |
ters aren't bad, the backgrounds are nothing
short of gorgeous, and the music’s surprising-
ly enjoyable, but the sloppy, ill-conceived,
WISH-I-was- Tekken-or-even-Primal-Rage
gameplay has to be put to sleep. This game is
as playable as a violin with one string.

VIE WPOINT
PLAYSTATION
EA - CD

SHOOTING

Wem[ntlll: a lot from ils new
red graphics. In fact, it looks
good fo be true... probably

aboul Viewpoinf) has been changed.
m“mws though at times painful, are for the
p

At first glance the PlayStation g
version of Viewpoint seems like| g =
a fan of the original Neo game's|

dream come ftrue: the same| . :
shooter with polished 1995 o
graphics. Upon close inspec-
tion, one notices that the music has been hor-
ribly changed and the frame rale slows to a
skidding crawl quite often. It's still one of the
only games of its kind and worth a purchase,
but I'll stick with the Neo version.

Bringing back a great, little seen
shooter with incredible new ren-
dered graphics and a new CD
soundtrack was an excellent

AT
idea... But Electronic Arts failed ll_"‘—l

ics and difficulty flaws, and actually ended n
compounding them with some untimely sprite
jerkiness and the removal of the slowdown that
was absolutely necessary to defeat some of the
bosses. The result is a game that looks great,
but just isn’t any fun past level 3.

%" %80

e L
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PHILOSOMA
PLAYSTATION

SONY - CD
SHOOTING

To play Philesoma is to be/

paintully teased. Philosoma Islo-'\ Lo
so good yet so short, itll drive ®

you mad. | waited two years for, » ™
this game and finished it in two

sittings. Setting the deficiency_ |
in challenge aside, this game has everything
going for it: the CG FMV is easily the best to
date, the story is awesome and the levels
themselves are beautifully rendered. SCE
should just go with this basic formula and
make a sequel with more of everything!

5,585, 5

Philesoma has recieved mixed
reviews and | can't understand
why. This shooter is filled with
not only cinemas from the
heavens but six, count ‘em six|"
engines! How 'bout top view,

side view, under view, 3-D line scrolling
view, front view, and rear view... all for you!
In addition, the music is excellent and the
rendered graphics are gorgeous. Maybe it's
not for everybody, but Philosoma is for me!

B,5,%,1,% 60

As you'd expect from (he
PlayStation's first shooter, Philosoma .
is a visually stunning game, with
incredible sprites, backgrounds, :.l'

650" % 84

e u B.'_'.l'-ﬂ ﬂ 24 .l
T

ZOOoP
PLAYSTATION
VIACOM * CD
PUZZLE

0K, so Miss Demeanor went a
little nuts. Hey, she lives for
this stuff! Honestly, Zoop is an
addicting, strategic, puzzle
gamers dream come true, with}, -
enough shape shifting madness ™ :
1o make the dog stare at the TV screen. |
still rank Puyo Puyo slightly higher but
respect the designers for achieving somet-
ing so original that actually works. Good

5,%,7,¥,9,85

Being a puzzle game fanatic, |was [~ ]
quite curious about Zoop consider-
ing all of the pre-release hype. A
mere two trials later, | was hooked.

How hard would it be if some- =2
one stuck you in a room and ~%

said “Make a puzzle game 51
that is mlummiumn-g \
tive, that anyone can easily:

pick up, but only the gurus of puzzling will
master."? I'd look for the nearest win-
dow! But hey, those wacky folks at
Viacom have done just that and for this |
salute them. Good show!

LT

JUPITER STRIKE
PLAYSTATION
ACCLAIM » CD

SHOOTING

Taito needs to take a break. Fora|
32-hit shooter, Jupiter Strike hllsb-' = ;, *
pretty short. The gameplay Is© %

enjoyable and the level end boss- » ™

es are cool, but there's a definite|
void in terms of “give me a reason

why | should play this.” The two channel PCM
music hurts, and the in-game graphics are just
beyond 16-bit. Considering Taito’s capabili-
ties, this game is a big disappeintment.
Jupiter Strike isn’1 terrible, but one tends to tire
of it after an hour or so.

56,%,%,%,70

Jupiter Strike tries quite hard to|
be Panzer Dragoon but falls flat =
on its back. The graphics aren’t
too bad, the control is slow but| 3
not heinous, and the music...
possibly the worst nexi-gen tunes ever. I's
not as if this game is painfully bad, but it's
just so middie-of-the-road. And it's guite dif-
ficult. If you must have a PlayStation shoot-
er, 9o with Philesoma.

UL

Sem e

8

Ha

WARHAWK
PLAYSTATION
SONY INT. - CD
SHOOTING/SIM.

barrier. What is that effect? Just amazing!
From here every op is a joy to behold and play.
A word to the wise... play zoomed out at all
times, tailor your control, and skip the FMV.

$6°6"% " 298

ndeed worthy of its power. The Singletrac pro-
grammers rools are in multi-million dollar, US mili-
ws. Il this is the PlayStation,
what the hell is the Ultra 64 gonna be like.

8.5, .4, 5,98

reflections, texture
(lightning!) have to be seen to he L

top of that, it plays as good as it looks. Try to
the full effect out of this game by enjoying it
a high-end audio/video setup.

25,74, ,/07

VIRTUA COP
SAURN

SEGA * CD
ARCADE SHOOTING

SEGA RALLY
SATURN
SEGA - CD
RACING

18

Su:;s.rutll' Iilis month! Su;'s:

arc: conversions -are really , &5 -
picking wp. Virtua Cop in 08}
arcades was the first light-gun ™
game that I'd enjoyed since Duck
Hunt on the NES. The game itself is|
extremely involving, constantly producing
enemies to shoot, before they shoot you.
control is odd with the Saturn pad, but it
works for me. The true way to enjoy VC is
play it with the light- gun. I's exactly like
arcade version, minus the cabinet.

8,5, 9,9,02

AM3 has taken a Model 2 game| g

and almost flawlessly brought it

over fo the Saturn. They've even

added a 2 player mode thatinmy____ ¥ |
opnion, makes Rally the best 2 player racing
game ever. The only drawback being diversity
with only three tracks to race upons, the amaz-
ing 3-D driving and superb gameplay more than
make up for it. As much as | love the PS, they
don't have anything that can touch Rally... yet.

%% "0 " %199

3 near-perfect translations ink

Sega's kind of scary. Here, again,
is an unbelievably close transla- - §
tion of the arcade game. This 3-D, .
should not be possible on Saturn. "~

iy L

version. This is a 180° turnaround from
Daytona - don' lel thal game make you think
this isn't power. And you have to buy Raily
anyway, 'cause you haven't lived until you
hear “Game Over Yeah!”

B RORCRONOL

represented in this translation. The only
drawbacks are its simplistic and repetitive
nature, and the exorbitant cost of the game +

T
]

e b




LOOK FOR ME ON K\q’

© Copyright 1995 UCS ™ & © Warner Bros. 1995
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HIGH VELOCITY
SATURN
ATLUS * CD
RACING

MYSTARIA
SATURN
SEGA * CD
STRATEGY/RPG

THUNDERSTRIKE 2
SATURN
US GOLD *- CD
SHOOTING/SIM.

VIRTUA FIGHTER 2
ATUR|

S. N
SEGA-CD
FIGHTING

=
=4

PO’ed

3D0
ANY CHANNEL * CD
3D ACTION/ADV.

NBA JAM

JAGUAR
ATARI + 24 MEG CART.
ARCADE SPORTS

20

HV is one of the best driving/racing
games for the Saturn to date. While
the concept isn't really ground
breaking, the game’s 3-D engine and
amazing playability really capture
you, maybe not to the extent of Rally,
but that's not what HV is about.

is more a competitive touring game and therefore
a viable additional purchase. Re-draw is nearly
non-existent, putting the graphics at the arcade
level and there’s even a 4-player mode! | played
HV for hours and never tired. The soundirack wore
a little thin but otherwise, | love it! -

G, [C,, P (]
OMOMO, @
While more a pure sttmll g ¥
game than an RPG, Mystaria .
does the sirategy thing well. in| '\
fact, maybe to well. This game is|"J
literally 99% strategic fighting.
If you like strategic fighting you Ry .
should be in heaven, because the graphics
and conirol scheme are top-notch, the
amount of attacks.. staggerring and the
length, forever. Personally a little to much of

a good thing for my taste, but a great game
nevertheless. Now Rayearth...

Core’s first Saturn game is a
winner! While the redraw is sus-
pect, everything else about
Thunderstrike 2 is excellenl. The
ops are diverse and can be con-
quered in numerous ways,
texture mapping (especially on the enemies)
is outstanding, the sound effects are totally
52 could have boen a tad longer but overall

a great chopper sim. for the first generation
Saturn crop.

4,5, m9,

Allow me to open this privileged
VP with this: | declare Virtua

}
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the sequel is a quantum leap
beyond anything | could have
e All the moves, all the gameplay and
all but a tiny bit of the incredible graphic punch
is reproduced astoundingly well on Sega's mon-
ster console. If | didn't already own one, this
game would be more than reason enough for me
to buy a Saturn. Perfection!

65,50,
RS

weapons and 3 Bond.  James|//

B850 %

| like this game. Although it's not
up to the high standards of a
Daytona, Ridge m‘::sr. or Sega
Rally, High Velocity has many pos-
itive mﬂn to its credit. The feel ‘
of the cars is very realistic and it's

adjustable to bool. Graphically, HV 1
provides not only a good sense of speed bul the
lexture mapping is pretty good and pop-up
doesn't exist in this game. There is a little bit
of slowdown in the split-screen multi player
mode but even then, it's very playable. Well
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Still, T2 is the difinative
sim by a wide margin.

.o,

The first thought | had upon viewing
VF2 for the Saturm was “This is

:
i
g
g
LI

| game is even better on the Saturn, h
| SNES. Buy it if you must, "cause only the lord
| heaven knows when or if another good Jag game |
| will come along again. |

8,5,F, 85,

| best version of NBA Jam? The
ggt':nﬂu are on par with the

%60 " %

racing game, and it's definitely Rally all the way.

RONCRORCROLL

While | would have enjoyed this
game a lot more about 6 months
#.Iuwhummm:m

:
1
:
i

you own
enjoy RPG's, odds are you'll have a lot of fun with
Mystaria. IU's no Rayearth, but a good game.

55,7, 8,9,
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only one 300 game this year, P0’ed should be
the one. Of course no one only buys just one
game but wasn't that a cool quote?

0K, the Jag is a 64 hit system,
right? So then why isn't this the

ES, as is everything else
except the music, which isn't as
good. In facl, the only thing that looks next-
gen is the title screen. If compared to White
Men Can’t Jump (the only other Jag b-ball

| game), this of course destroys it, so it is a

must own for Jag players, but | was expect-
ing much more from Atari’s first big license.
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Get on the winning team or get
out of the way. Jim Lee's
WildCA.TS" are slashing their way
onto the screen of your Super
Nintendo Entertainment System.
You take control of Spartan; Maul
or Warblade™ in their ultimate
mission against the evil Helspont
and his Daemonites. Work together
and the WildCA.T.S blast through
eleven worlds of tense battle and

unfathomable danger. Don't, and it
won't be just “looks” that kill you.




|1 thought Dirt Trax FX was long[9 | |I'm actually kind of shocked.” | again they ve
v Reclaim machine squts ou) | [s60n af the Eleche Brain oot SCR7 | ming ut was
?mmg;ﬁu‘m This tous !g b/ || [ior about & CES' and one £37 “g’ | N
i's personal- 1 | h ‘ |
Iy really look forward fo. With 22 so%| |Sure doesn't seem like it. A 5 !

year ago this game looked like

| courses, a two player option, and smooth poly’s |
my SNES is good to go for another spin. | won-| | 3 ChUNKY mess but now it ranks among the

. Ty

g . der if I'll ever part with it? Probably not. MX ang | DESt of the SNES racing crop. Smooth 3-D,

4 _Q_._‘)?_ racing fans alike should find plenty o like about | | DIazin' MX action, cool music, and supris- | |

| DTFX, especially if the SNES is still your sole = | ingly addictive gameplay, finally, from the L lor

| DIRTSL%ASX FX game system. | bet you're lovin' pg. 130... folks at Acclaim. |

| ACCLAIM * FX CART. @ E LP M. O 80: ‘ Cc D E] 88‘
MX/RACING D ® @ ® I ® ® ® | |

[ 8 As a big Spawn fan (1 mean, lown Iis has hecome harder and harder to s || |Spawn is an impressive SNES game,

: . all the action figures, garage Kits, take seriously any and all games 5° .°" | | featuring one of the coolest comic, =
comics, and spin-off’s big), | can that are artificially hard (you know, || |book characters in recent memory.
honestly say this game is kinda" instead of being difficull by inge- ‘ﬁ\‘  Bright spots in Spawn include the
hurtin’.  Japanese programming nious level design and/or item + || | music, much of the visuals, and the =
and wn just don't mix. Spawn placement, it cheals you with ene .| abundant play mechanics. The major £
would've been better served by mies and bosses that take 150 mil down fall in Spawn is the diffcully.

Probe. The biggest problem is the difficulty, but | | lion hits to kill). Spawn has fantastic This may be the hardest game since Battletoads, no
the often confusing control and weird jumping | drawn graphics, gallons of different moves and = | joke. Every level is impressive graphically, the art is
don't help either. In Spawn's defense the art is | | aclions, bul the experience as drawn very well, and although many of the enenies
pretty good but the animation on everything but | | rancid taste in your mouth because of its annoy- | repeal, it really didn't bother me given the diverse
Spawn is pretty bad. An average game. Spawn | ing “artificial difficully.” Spawm locales. Spawn could’ve been great, but, given the
NES deserves better. s that should've been even better. minor flaws, will have to settle for good.
ACCLAIM » 24MEG CART. @E [c]'l L?A Ml @j 70 G ﬂ E] E m m E]
ACTION/ADV. @ ® ® @® ® OMOMO O, @ @ ®
: N Much to my surprise, Garfield ) Jim Davis meets video games I'm not the biggest fan of games that
& - . turns out 1o be one of the year's|'"§ & Despite reservations thal some are based on american cartoons but
¢ better Genesis action u-es. may have aboul Garfield being Garfield is genuinely better than the
m ' While I detest the character in all | children’s litle, it's actually a very norm. The graphics range from
a . -Q his Saturday morning, Sunday|* "h solid platformer that should appeal mm“wn‘
. ﬂH funnies, and greeting card glory, . o a broad audience. Garfield scrolling backgrounds™ to “wow,
& 0 he does come across well as a video game  Impressive production values look & the Ranger-X lype action
—a . character. The gameplay is challenging, if plays better than a lot of the going on in this bonus stage” The fat cat himsell
s ey I.z."_m there today. The sraphics, which is well animated and has the perfect comic book
.. . SN |t aiad feats. G an Are VeV jine-scrolls, are greal, and ihe sound fx are look. The control is solid but the music is forget-
B good and the level desion is quite meliculous.  copecis guality. This along with table. So... | guess if carloon games are your
Definitely one of the year's best non-violent story and unigue play mechanics thing, knock yoursell oul. | prefer something
%Asnnpgg}sp (fun for the whole family) games. game worth owning. more serious, but this game wasn’t made for me.
DISNEY +» 16MEG CART. @ @5@ E 79 E D E D m 80
ACTION/ADV. ® @ 7) (@8 (8) (8) ®) ®) @
ot = Disneys first in house Genesis| Wow, where did Disney obtain
game is a hit. is a| power? Although the big “D” y
B great Genesis game. uum | more than enough money and
v the art and animation are fantas-|"J power lo create good games, I'm
, | tic, but this game goes much fur-| ke |0 savstsed 2t how woll Shey &
o a1 s | ther, with diverse gameplay, — A
o {| dark locales reminiscent of Demon's Crest,  carfores'eatve eal music ot
Sl IR and guality sound. Most of all, Gargoyles is their history) the ['“"
o . “7 = 11| long, very challenging, and extremely fun o o2t HoE T B evels
2Dy, ¥ play. Much of the time finding the safest ey layed oul. Gargoyles seems as
route is hall the fun. Disney's got some big from a company with a long
GARGOYLES falent. My PlayStation is waiting... it's Disney’s
GENESIS = I B M
SEGA » 16MEG CART. @J; [cj_l |£h_ M}, [0},
ACTION/ADV. OBOBRORBRC
First off, let me say how happy | am ' Yes, yes, finally a real RPG for a 32-bit sys-
| BB is coming here. Thank you, Sony. | ' tem. ol a sirategy RPG. nol a 3-D RPG, jus!
|mmlsml|mm|‘m- ‘a real lown-overhead map-dungeon old-
| | turing political srtruggles and charac- fashioned APG. BuL.. Um... well... | guess
| | ter conflict. That said here's what BTB now that | think about it, | wanted something
| | needs: More distance between fights! Iraditional, but not something this incredibly
You literally can travel only about six B LR sy g
to twelve inches on the map between y—
option to lessen the fights once you’
would be nice. Tapping the button during fights is

BEYOND THE BEYOND |  wihen It comes out here. | hase the iacte

"Aonyach " | (6 (€, P, M, O]

‘85 has great 30, impressive tex-
ture mapping, and rippin’ S0J
tunes. The GP slyle scrape the |
knee form is totally intact and two camera

angles put you on or behind the bike. The enly

fly in the ointment is the hyper sensitive con-

S5 e G- s e o ot et n o O i e
wall. Sega Sports oughta’ tune this beast up ¥ circuit make this
HANG ON GP '95 a bit’ and bring it out over here. L‘,".',‘,;'.".,",‘:,w R an obvious future Sega Sports game.

ikt | %% 0 %(19) (%% % 88] (% % B, %80

~ || |Rev up the GP racer and hit the
~{| |texture mapped splendor of
|| |S0J's latest racer, Hang On GP

22
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Jravel ‘With 5yhy Controller “In
Hand Fo A Tand “Where
(Cheaters Prosper...

Frrwt Dvise !
Receive a free Video
game* of your
choice, A GameFan
e T-shirt and a 12
month subscription
to GameFan
Magazine

v (Second Prise!
Win a
GameFan T-Shirt,
and a one year
subscription to
GameFan
Magazine.

* Any video game featured in our “Viewpoint” section

To this month's winners:

Jon Lenaway, New Baltimore, MI
Third Prize:
Robert D. l-dl. Fl_llllllt I].

SEND YOUR CARDS ANI
Hocus Pocus

5137 Clareton Dr. Suite 210
Agoura Hills, CA 91301

The code published last
month to access Smoke in
the PS version of MK3 was
the correct code [0-1-0-6-9-
61, but | forgot to mention
that it must be done on the
Ultimate Kombat Kode
screen! Access this screen
by rotating the directional
pad clockwise while the
game is on the copyright
screen. My apologies for
the mix-up. - The Stalker

At the game start screen
hold A+C and press start. A
screen with four names will
appear. Now you have an
MK3 endurance mode.

-Shane Swenson, Titusville, FL.

At the options screen, go the
the PASSWORD option. Hold
SELECT and enter TRIAN-
GLE, L1, SQUARE. Then
release the SELECT button
and enter TRIANGLE, L1,
SQUARE, TRIANGLE, L1,
SQUARE. “Round =" will
appear in the graphic box,
and you will be able to
select any level to start
from.

At the character select
screen (in Street Battle,
Versus, or Trial Battle
modes), enter the following
code while Guile is high-
lighted: UP, R1, DOWN, L2,
RIGHT, L1, LEFT, R2. Now
the mighty Akuma will
appear!

-Jon Lenaway, New
Baltimore, MI.

= B = '. . - = D == o
FSoeey covet DRy cvin civ——4
e i
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3 Eafwo____.q-_.
f'[ by ‘:1. A
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To access Akuma in the
Saturn version of SF: TM,
enter the following code with
Guile highlighted at the
character select screen (in
Street Battle, Versus or Trial
Battle modes): UP, B,
DOWN, Z, LEFT, X, RIGHT, Y.
Once again, the unholy
Akuma appears, to do away
with his inferiors!

On the character select
screen start on Akira then
press left to Jacky, then
right, back to Akira. Keep
doing this until you hear a
chime. Now go to Jacky and
press right. The cursor
should exit the screen and
you got the silver chick!

-Chris Elliot (not Cabin Boy)
Spring, TX.

First highlight Player 1.
Hold L2, R2, Left, Start and
Select. Then press X to pick
the option.

Highlight 1 Player, press and

hold L1, R1, Right, Start,
Square, and Circle. Press X
to select option.

-Shawn Vyhiral, Pollock Pines, CA.

On the level select screen,
hold Select and press X, X,
Y, B, A. Now you can play
all the mini-games against
the bandit.

Ted Bionda, Lakewood CO.

Defeat each enemy and get
the ending with every char-
acter you can use. You may
use continues to do this.

To play as X-Tal - Set the
level at Normal or higher.
Beat X-Tal without using a
continue. (If you think you
are going to die, press 2P
start to stop the game)

To play as Neko - Get to the
ending with Juru and X-tal.

Computer vs. Computer -

Choose Versus mode start

game while pressing L1, L2,
R1, and R2. Choose the
fighters and watch.

Watch animations - defeat
Juru without continues. On
the title screen, place your
cursor on “option” then start
your game while holding L1,
L2, R1, R2 and select on
controller 2.

-SANGHOON RHEE, MARTIN, TN.
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Welcome to this issue’s exciting episode of
Postmeister Lite. Half the fat, 1/3 the sodium,
and not-yet-conclusively proven to cause can-
cer in laboratory animals. Yes, the powers that
be have decided that you, the gaming public,
might be slightly more interested in this new-
langled “Ultra Nin-ten-do” system than me and
my pointless diatribes. That’s too bad, too, -
‘cause | had a really funny anecdote about my
annual prostate examination, but don’t come
crying to me that you can’t hear it. No, you
wanted your little “Ultra" info instead.
Hmmmph. | guess it's just as well, though,
especially considering that once | eliminated
all the letiers that were Ulira related, | ended
up 'Ifl about 3 left. Well, let’s get to 'em.

‘,oar inslme!ster,

Id like you to stop saying that 16-bit sys-

are “dead or dying.” They're not! As

game companies are making games for

g systems, they aren’t dead. Squaresoft,

om, and Konami are still making great
games for the Super Nintendo.

‘.l':
long

rust me! Millions of people own a Super
indo and Genesis, and if the companies
art they won't abandon 16-bit yet. |

1, have you seen games like Chrono

er, Yoshi's Island, and Sega’s Vectorman?
! And not to mention that for the past 4

months your games of the month have been 16-
bit games. One more thing before | go, is

StarFox 2 coming out soon? | can't take the
wai '

Griffon
Ozone Park, NY

0Ozone Park? Doesn't that sound pleas-
Er, anyway, all of us at GameFan fully
with your points. 16-bit’s definitely slow-
pwn in terms of quantity of releases, but
ality is getting even higher than ever,
necially on the Super Nintendo/Super

nicom.

pfortunately, most of the big 16-bit series

'@ gone on to the next generation systems,

d that includes StarFox. Ultra StarFox will
shortly after the system’s release, but
SNES StarFox 2 is scrapped for good.

Dear Postmeister, ‘
Please give me as much information as you
can on the following:
1) A Castlevania All-Stars type game.
2) A Castlevania soundtrack.
3) Castlevania for Sony PlayStation.

T ¢

26

,

4) Castlevania for Sega Saturn.

5) Castlevania for Ultra 64.

Thanx.

A true Castlevania fan,

Tim Pedersen

Fanwood, NJ

Ah, it does the old Postmeister’s heart good fo
hear that there are still young people out there
who truly appreciate the classics. Let’s see
what we can do for you...

1) What wouldn't | do for that... Oh, the thought
alone makes me drool.

2) If you want Castlevania music, it'll take
some doing. Call up one of the mail order
places who sell soundtracks that advertise in
this mag, or go down to your nearest Japanese
bookstore, they can probably order them for
you or tell you who can. There's a Kinokuniya
bookstore in New York, | don’t know of any in
Jersey. Anyway, here are your choices of the
ones that are still available:

Perfect Selection Dracula (Akumaje Dracula is
the Japanese name for the Castlevania series,
of course) is definitely one o stay away from.
Lame, synthy Castlevania tunes with English
rapping over them. Ugh! But if you can get
your hands on Perfect Selection Dracula ~ New
Classie, you should definitely go for it... If's the
only arranged-for-orchestra Castlevania disc.
The Akumajo Dracula-X soundirack includes 2
discs, with the original soundirack to
Bloodlines, Dracula-X CD, and the Japanese
X68000 computer version original music. And
finally, you can get Perfect Selection Dracula
Battle 1 and 2, both of which came out fairly
recently, and have hard rock (no singing) rendi-
tions of all the Castlevania classics.

3) It’s called Dracula-X: Symphony of the Night
in Japan (What a cool title...) and will be titled

levania: The Bloodletting (Even cooler!)

. The main character is not a Belmont, but

ard, Dracula’s son, who appeared in lll.
You can get other characters too, and there are
over 200 items, and the over 70 levels are
arranged in an RPG style map. It comes out in
.”hpan early summer and shortly thereafter

ere.

4) Unfortunately, this seems to be on the back
burner at the moment. Why, Konami, why!?

5) No official announcement as of yet (of
course, I'm writing this before the Shoshinkai),
but Konami is making 2 Ultra games for release

_ before early '97, and Castlevania IV was their

2nd SNES game... Sounds very very promis-
ing.

Dear Postmeister, '

Thanks to GameFan for being the only gaming
magazine out there worth reading. #'m proud to
be a priority subscriber. | am writing in

Ay
response to a comment made by R.J. Migal in
the M2 Interview (in the November '95 issue)
that sounded to me like a bashing of Virtua
Fighter 2 and Daytona USA. About VF2 he said
that polygon breakup (which | have seen none
of in VF2) “...looks cheap and horrible, and
you'd expect they'd be willing to invest whatev-
er into the arcade system, but they didn't..." |
know it’s really nothing, but, say what?! Have
you ever developed anything that even com-
pares to Virtua Fighter I? | believe that if

* you're going to call AM2’s work “cheap and

horrible” you should at least have a product
that makes VF2 look so. Shut up and get to
work! Also, VF2 for the Saturn looks incredi-
ble! Are the polygons 640 x 480 resolution and
moving at 60fps? ¥

| need to know right now, is Andromeda work-
ing on Panzer 2 (with the new operating sys-
tem?!)? And when is Phantasy Earth phinally
coming phorth?

| am a big Aeon Flux fan and | would also like
to know about Viacom’s game, what's up?

Finally, in the December '94 issue of GF it
reported that Keio Flying Squadron and Target
Earth 2 were being made for the Saturn. Are
they still in development or have they been
canned? Thanks for your time.
Guideon Valera
San Antonio, TX

Hmm... Well, there is some breakup when VF
characters grapple, you know, sometimes they
put their arms right through each other, but it's
certainly not “cheap and horrible.” Perhaps
this is just the difference between hardware
developers who focus on what is possible to
do, and software developers who focus on what
is practical... Saturn VF2 actually runs at 704 x
480, at 60fps.

Panzer 2 is in the works, thank god, but STILL
NO WORD ON PH(F?)ANTASY EARTH! Does
Sega thinks it's funny to announce a vaguely
titled game and have ABSOLUTELY NO FOLLOW
UP? While we’re on the lopic, what did happen
to Target Earth 2 (Assault Suit Leynos 2)? It's
still on the charts, but in over a year I've yet to
see a shot or hear any specifics. The Keio
Flying Squadron game is for real though, and
this time it's a cartoony action-platform.

Well, that'’s it... There were actually a ton of
good letters this month, and | hate to have to
end it here. Oh, such pain it is to part so
early... Well, even if it means shrinking the
font down to subatomic size, | have to fit this
in: SATURN OWNERS! DO NOT PANIC! | gota
ton of letters from Saturn owners who were
upset that their format of choice was about to
be thrown away in favor of the Saturn 2. NO
SUCH THING WILL HAPPEN! It's just a new bit
of technology that Sega had Lockheed/Martin
make for them, which they may at a later date
implement as @ Saturn upgrade, stand alone
system, opboth. Sega is still 100% behind the
Saturn, and they realize that it would be com-
mercial suicide to release yet another new sys-

t So worry not, sit down, and enjoy a nice
*% of Sega Rally. Relax. Isn’t that nice?
~ "Yeah, | thought so. Well, 'til next month...

# Wit to We o V1l fun fo ATekident

ke PoStilen/: .
5137 reton Dr. Suite 210
Agoura Hills, Ca. 91301
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‘Im bricfed, fueled wp and ready for patro) baby. Yeah, it
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They say the last thing
you see before you die is a
blinding flash of light.

BUT HEIY, YMOU'RE A MERCENRRY. OU'RE UXSED TO THIS STUFF.

You’ve joined Da Wardenz. Big-time, (highly trained armed forces specialists saving

the world from injustice, corruption and global terrorism with the help of one

very bad boy: a fully armored, sophisticated M-13 Predator Battletank. Sure, war

LLSHOG

is hell. But at least your
hip-hop soundtrack of San

star and rapper William

Sl

-

kickin’ to the awesome
Francisco 49er football

“Bar None” Floyd.
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n and the Playstation log0SE

SEGA Enterprises, Ltd.




Right about now you
may want to press

the pray button.

B 5

OR YOUR EJECTION SERAT

Strap into ThunderStrike 2. True 3-D environments. 37 incredibly realistic missions
in real-time, first person perspective, that reflect today’s world conflicts. Rotate

your viewing position 180 degrees. Your control panels and multi function monitors
battle copter. Whether it’s

or piracy on the South China
So go ahead, start praying.

light up just like a real

gunrunning in South America

Seas, it’s in your face.

L

| L
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PlayStation

- lfe B .
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ThunderStrike 2 and U.S. GOLD are trademarks of U.S. GOLD, Inc. © 1995 U.S. GOLD—Playstation a "&ﬂaystatinn logos are trademarks of Sony Computer Entertainment, Inc.—
SEGA and Saturn are trademarks of SEGA EntBrprises, 1t —___
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-? able, | can assure you this is the arcade

game.
While the theme of Primal is
remely cool, its execution is any-
terful. You get seven
hoose from, but in terms
there are only five -
palette-swaps of
the construction
podels was diffi-
ly even harder
characters is
st my opin-
e will
Rage is
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NICK ROX e
A 100% PERFECT ‘é‘! &
: . - - S SIp—- . s ARCADE TRANSLA-
by Diablo!” To you | apologize,  multi-layered arcade parallax and ling-  T'ON-- FOR .‘."?‘" e

"+, but take heart... you finally have  scrolling floor perfectly, and the PS PR
2 < " a perfect version of your favorite fight-  has the largest characters so far of any version. The muslc is
er at home! also flawless arcade quality. We'll review Primal Rage next
The art in PR is admittedly gorgeous, and the month, but it's really just a formality. If you're looking for an
ultra-smooth stop-motion animation is quite exact conversion of coin-op game, here it is. -Nick Rox

nice. This PlayStation version mimics the
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Capcom arcade series
to the

' PlayStation this

- Christmas. In a move

_ is doing with their
- Museum collection,

i Capcomlclmking
- the appeal of their old
* arcade games. The

tha classh: mmm lmnlm as P

as an arcade game in 19
51& | as Buster B
{ arcade game

ames in question are
in Japan) series.

CD will include all 3 arcade games: Pang

eared later on

Ilm and Pann}ﬁm SGI rendered ﬂlh-
mmn nnwm‘hmmnh

Here’s a look at Shell SHE

the new military tank sim from
Core Design LTD. Right now the
game is in a very early state.
From what | gather, Shell Shock
will be based around complet-
ing specific missions and objec-
tives in a war time situation.

.. #d
|
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e
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. Dne of my favorite

% with limited sprites at your dis-

—! enjoying by now).

[é?ﬂ.i,w“.ul

-
At

-
RIUAETS
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music wasn't yei Mnmeslmmla Inlo!mmlu From

u:::‘:‘n a 100% perfect translation shouldn’t be out of the
Capcom will continue along this relh and

dmlae uﬁh;r” lassic games for the P aysmogng | lﬂ' s

Capcom is bringing the 1993 coin-op hit Mn :

slmana: Warriors of Fate in the U.S.) to the F

‘4

sions of those uames}

All | can do is pray

that the Buster Bros. .
collection is the firstof
... many classic Capcom

‘?a;

Pla Statlon
DEVELOPER - COMF
PUSLISEERR - U3 GOLD

iss sign
posal, no sound, and an in-
cockpit view. More camera
angles are sure to follow based U1 "]
on the recent TS2 forthe PS & [T @
Saturn (which you are hopefully BFFCETY - M

Expect to see plenty of texture
mapped 3-D playfields and
locales in this PlayStation
shooter from the folks who
brought us the military joy of
Thunderhawk 1 & 2 along with
countless other memorable
games. Currantly. Shell Shock

version of Shell Shock. -K. Lee

| remember when | firstsaw [T T3 7]
Warhawk running on the
PlayStation back in January. It
hurt beyond belief, but when the
game finally came out, it shone
brightly indeed, so I'll reserve
judgment until | play a finished

!
|
=

K. LEE
| THE JURY’S OUT.

|
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EXTREME G-FORC 1S A TRADEMARK OF W1P3'0

B —I

AILABLE NOW ONM CD-ROM AMND PLAYSTATION

"This is the single best racing game ever'' - Game Players 964

"More flash and substance than most games were ever meant to have" - Next Generation 5/5 KIS 10 ADWLTS

"Best home racing game ever'' - Die Hard Game Fan 93/
"Will Leave you drenched in sweat and grinning' - Game Pro
"The best reason to own a Playstation' — Ultimate Gamer 9/10 AGES 64

PlayStation and the PlayStation logo are trademarks of Sony Computer Entertainment Inc. WipeOut™ is a trademark of Psygnosis Limited. © 1995 Psygnosis. © 1995 Sony Electronic Publishing Company
¥ 0 ) Yo ¥ -
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,,/lllllll’ v I've been playing video
games for over ten years now. While | haven't tired of

them (never have, never will), | often wonder if | will ever be as
astonished as | was back when expectations didn’t run so high - the
first time | played Last Battle, for instance. | was fresh off the NES
and almost fainted the first time | saw parallax. Surprisingly,
Loaded, a seemingly simple game has not only astonished me, but
has done so with a stiff kick in the ass, if | may be so blunt.

With any action game, first impressions (graphics) are everything.
This is merely where Loaded begins to amaze. Once you start play-
ing, it’s a joy to discover that it goes much deeper. In Loaded you'll
explore vast mazes, teeming with secret areas, light source shading,
and hideous, ruthless enemies. Your missions consist mainly of
searching for the color coded card keys that access the many
doors that ultimately lead to each level’s climax. All the
while the perfectly tuned soundtrack wails and the

sound effects give you a sense of being
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Destes the st et~ 2227777 77277)
and visuals, sirategy plays a big part in Loaded.
Everyone knows that, no matter how good graphics are, without
you tire quickly and end up waiting for the cheats to come

out to get an eyefull before archiving your fifty dollar investment.

Each maze contains strategically placed weapon upgrades, medical
supplies, super bombs, bullets, and invincibility. The object is to
reach -ul you need before you lose what you've got, including your
life. Staying powered up is important, as certain enemies deal much
pain and take a load of lead to stop. Strafing is also key and should
immediately be re-assigned to the R1 button. Those thirsting for a
mega-dose of flyin’ cartilage will be in ecstasy as you

your

way through the population obliterating yo
path with extreme prejudice. If a picture is thou-

sand words these are worth a million. As you can see,

the blood does flow. Depending on how powered up your
n:; is, the destruction of oncoming foes
ases to -4
TILES
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. floor warping weapon that makes enemies go pop. Mama, by the way, is
the character of choice, offering the perfect
- | was overjoyed to see that the final version included on-the-fly zooming.
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the point that your beam literally splatters them like

juice filled rag dolls. Animated violence? Uh-huh.
And if you think you've seen cool effects before,

wait 'til you get a load of Mama'’s special attack - a

Sl i T IIIS

PlayStation

oy v

blend of speed and power.

Previously you had to pause to adjust the zoom. It's wise to remain completely
zoomed out during gameplay, zooming in only when searching dark rooms and corri-
dors. If Loaded has a flaw, | haven't found it. You need only like the top view cate-

« ~ gory. Then again, even if you currently do not, Loaded will change your mind.
‘ t Doom did for corridor games, Loaded does for the top view shooter. Need |
nore? -E. Storm
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TAKUHI
THE ULTIMATE
DOOM!

If you've played and enjoyed Doom on some infe-
rior platform, then you must buy the PlayStation
version. If you have a Mac or a crappy PC (crappy
defined as “you bought it a year or more ago.”),
and have been deprived of an acceptable version
of Doom, you must buy the PlayStation version. If
you've never even played the pin-
nacle of first-person action
games, then you must buy
Doom, and you must buy this
version. If, for some reason,
you're one of those people

who hate killing games and
complains about a lack of a
“story,” as if an extra 2
pages in the manual will

somehow make it a better
game, well, bite me. You don’t
deserve Doom.

*"  But for everyone

else yes, this is the game e
you've been waiting for.
A perfect version of
Ultimate Doom

THAT’S

g

i &
A £ ks WA
£29

A
:.:’..*:* Em:j & PP

(T

(Doom 1 + Upgrade) and Doom 2, featuring cool new music, transparencies, 50+ password- savable levels, and as much speed as-
you could possibly want, all of it interlinkable for mum-player fun. It's really hard to think of any feature the PlayStation version
lacks that was in some other version... Unless, of course, you consider the PC’s installation hassles, the Jaguar’s total lack of
music, and the 32X’s 2-inch frame as “features.” Don't even get me started about the Super NES version.

So, basucally, if you like Doom, or think you could like Doom, then buy this game, play it, enjoy it, treasure it, and pass it on to
your descendants. You'll never have to worry about it becoming obsolete, or being surpassed by some other version, ‘cause this
is Doom, as the creators intended it, 100% perfect, for your PlayStation. And that’s really all there is to say. -Takuhi
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MATURE

{rademarks of Sony Computer

and the PlayStation logo are

Iit’s 26 levels of
car-to-car combat
Customize buffed
monster-stompers
with trick engines

and air-grabbing
jump jets.

Get a Joad of O E=world
Intercevtor Extrene”

the cheotic death-capade featuring wicked
4¥4s ard a blood-thirsty arsenal.

i Red-line across the galaxy's most Intense,

::i ;r:;hﬂ- f.af':f Sz-b]l texture-mapped terrain,

gratuitous video switching on the fly between COCE ’;Dlt
and chase Vled Carefil, though. GL&DL]I]H

massive air coud

crush a kidney. Or two.

With our unique,
head-to-head 2
player game, grind
a pal’s ego into the
asphalt. It's cruel.

But there ain't no
2nd place.

Py Sl el iy

i 4

Available on the Sega Satum™ and PlayStation™ game console.

41
* This official seal is your assurance that this product meets the highest quality standards of SEGA™ . Buy games and accessories m
wilh this seal to be sure thal they are compatible with the Sega Saturn™ System
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o . .;t,-h,x for edvegona':’ has h'ea:: proelk:u'nedhby Crystal Dg‘nallucs 4
as they ready their famous little gecko for his debut on the 1‘-
CE _{{ ET E K Y % PlayStation and Saturn. | haven't had the pleasure of nl:mub the ~\1
%=, Saturn version yet, but | can tell you, the PlayStation har R L\l
% 5T » wears it well. Right from the start, the great CG infro is an dl-
o f.u _ | cation of things to come. It's clarity is twice that of the 3D0's and ,
7§l 5= Sthe audio is as crisp as a bowl of (,‘aptain runch. Not Mmlly
_AF. ldeslgnad for the PS hardware, Gex may not malt&tulkusen
_ Tewms o the PS’s goodies but it still remains a long, diverse and so
: 3 o= Mbit platformer. Post-3D0 enhancements include a las!ar trame
"-4vwP, .. rate, better animation, better control, better gr and better

: ﬁﬁ % sound. featugng vmcednverﬁy tulny man Dan G uld‘huga

PlayStation | P '

s TS - - al* Wl
vels filled with hidden stuff, an assortment of impressive power-ups,
oundtrack, Gex has just about cnrylunn vou &ufd ask for in a plal—

former. :‘
The gameplay in Bex gets a lot from the simple fact that"ou msommng a_.e8
{naeko With his ability to crawl upside dou., cling to walls, and work his tail as
‘a defensive weapon, Gex quickly takes 17:!““’ 3n bre ng free from ‘
wthe stereotypical platform character. The fa what he says is actual- ;
ly funny is welcome indeed. Done wm‘n. talﬂpg characters can becnme a nm-
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and a great
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L L hegually fresh re-worked for
e S te, there is not one lllaySla ion platformer On the market as Sony hu nutxul
eﬂ ed (or has simply passed) on the Mario-ish Hermie Hopperhead (who by the -
a would make the perfect mascot), so Gex is all alone for now. wnlte I’'m sure he
n 't mind, 1 sure would like to see more fromethis categoery en Sony's aal
Pﬁ ware. | can't imagine that a Gax sequel is not'in the works, being designe
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ADJUSTABLE
DEEMBER

- THE STALKER
BEST TO LEAVE THE
FIGHTING GAMES TO
THE PROFESSIONALS.

R iTico

Criticom starts out fine, with a brisk CG intro walking
you through the story. The game’s diverse cast of charac-
ters consists of eight fighters, including: S.1.D., the
stalky mechanized warrior; Gorm, a staff-wielding
behemoth; Sonork, an extra-terrestrial fighter; and
Dayton, the closest thing in this game to @ human. In
addition to the four male combatants, Criticom also
has four female characters: Yenji, a girl with claws
and quick kicks; Delaria, a one-eyed sword and shield
carrying warrior; Exene, a frighteningly masculine
female soldier and, rounding up the crew, Demonica,
a voluptuous evil sorceress with a mean streak. Why,
with a cast like that, this game’s gotta be good...
Right? Ah, if only wanting could make it so...

Criticom’s basic lack of spirit and originality is

t forgivable in this day and age, but the defi-

ciency in gameplay is intolerable. If you're going to
clone To len, at least take the time to improve on
the theme. It seems Kronos (the team responsible for
Eternal Champions) spent ample time on character
development and the brill CG, and then rushed the
gameplay, a big Bozo no-no in the fighting field.
Every character moves and reacts sluggishly, no mat-

‘ - L] £

¥
ter how you execute the peculiar moves (hold this, tap
these... what the?). Seldom can you do exactly what
you want to do, when you want to do it. A common
CPU battle has you luring your opponent to the edge,
jumping over him or her and then watching as the con-
fused mess of polygons leaps to its death. The numerous

it impossible to perform

 totally unbalanced.

ke Socket and the leg-

r their belt, and the

hin Shinobi Den, Vic

ile | don't feel this will

| purchase Criticom solely
pular genre), it may slow it

down. Oh well, every great game company has

its skeletons in the closet (some more than oth-

ers), and this will pass. | think it's time to call

The Professional... Golgo 13.

-The Stalker

special moves 2
quickly and the
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BE AN INDIVIDUAL. JOIN THE MASSES %I

AVAILABLE NOW Rt < | posrm s

PC Gamer Editor's Choice
KIDS TO ADULTS

"Every bit as clever as the original.'" - Game Players

"An immersive, satisfying and original experience." = Ultimate Gamer

"The only complaint I have is that I wish I had more time to play the game...3D

Lemmings is a winner.'" = Electronic Gaming Monthly (Editor's Choice Gold)

PlayStation and the PlayStation logo are trademarks of Sony Computer Entertainment Inc. 3D Lemmings™
s a trademark of Psygnosis Lid. 3D Lemmings is developed by Clockwork Games and based on original characters created by DMA Design. © 1995 Psygnosis. © 1995 Sony Electronic Publishing Company



Though not too widely
seen, the Neo-Geo
Viewpoint was a land-
mark of shooter history.
% And now, thanks to
Electronic Arts, it’s
i back and full of shiny
% rendered goodness.
While there was cer-
tainly nothing wrong
with the original hand- §.
drawn Viewpoint graph- §
ics, this version is a !
huge improvement
~ visually. The sprites
animate quickly and with an obscene number of frames, so that even
the tiniest of enemies manage to elicit a gasp of astonishment. The
whole look of the game is ultra sleek and high-tech, and is compli-
mented by some very cinematic light source shading effects.

The levels progress exactly as they did in the Neo version;
same enemies (but better looking) appearing on the same back-
grounds (but waaaaaaayyyy better looking) and firing the same num-
ber of bullets at the same speed. Though the backgrounds are spruced
up with everything from giant golden statues to weird larva patiems,
and the enemies are all brilliantly animated and masterfully rendered,
the game plays identical to the original... Still just the 2 side-mounted
bits and 3 bombs as your only defenses against the enemy onslaught.

| was in shock that EA would replace the Neo-Geo Viewpoinfs cogke
soundtrack with the wimpy techno that our last preview copy of
Viewpoint had, but (thank god) all that is now behind us. The final
version has an all new, very high-quality soundtrack that truly captures
that Viewpoint feel. Though it's not the original music, it's pretty simi-
lar to the ultra-weird, sample-filled, dance-style techno of the original,
as if it was done by the same sound team, or at least someone who
could see the genius in the original. There are some cool effects in it,
too, like the cat-like shriek before the 3rd-level boss.

The original had some major slow-down problems, no surprise con-
sidering its habit of filling every corner of the screen with enemy fire.
The PlayStation seems to have no problems handling the game, no
matter how many sprites are on-screen... but this is not necessarily a
good thing. | think some of the parts of the original were programmed
with the knowledge that processor slowdown would give the gamer a
couple of extra seconds to dodge a barrage of bullets, but that extra
little bonus is gone now, and certain bosses, like level 3's, have

become a frustrating ordeal.

§ Yes, as the voice sample in Level 1 seems to be saying, “it's f—-ing hard!"”
PSX Viewpoint is actually even harder than the nearly impossible original, with
the absence of slowdown and the limited number of continues. Like anyone
could beat this on just 3 continues! A password system records what level
you’re on, in addition to your number of remaining i
continues, so you can easily beat the 3 continue
restriction by restarting the game and re-entering your
level passwords instead of continuing. As inu \
can imagine, though, this process g \\\

fast. A couple other elements are equally

b

frustrating; as in the original, you don't N i )
get your bombs back when ¢ -—

you die, so if you use q“ 7

them all on a boss, and ‘ e -

then die, you might as well just : &

reset, ‘cause you don’t have a ghost
of a chance on any of the later bosses wilhotlms = vi  w—

Thehgame actually has 4 difficulty modes, from : ; f
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easy to very hard, but the only thin change is the speed of enemy bullets, which doesn’'t make much of a difference. Another annoyance is
the excessive loading time... Iemmel 3, it shouldn’t need to reload the entire level - but alas, it does.

Despite a high frustration , IS very good 10 oint back. With excellent new graphics and music and a release on a widely-owned
home platform, Viewpoint is finally ready to get the attention it deserves. It's unfortunate that so few gamers will manage to get to the impres-

sive later levels, but | guess it wouldn’t be Viewpoint if it wasn’t this ridiculously hard. -Takuhi ok
4y &%
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Play Station and the PlayStation logo are trademarks of Sony Computer Entertainment Inc. WipeOut™, 3D Lemmings™, Destruction Derby™, Novastorm™, and
Psygnosis™ are trademarks of Psygnosis Limited. 3D Lemmings is developed by Clockwork games and based on original characters created by DMA Design. Discworld™
Is a trademark of Terry Pratchett. Discworld is developed by TWG. Copyright 1995 TWG. Games; © 1995 Psygnosis. © 1995 Sony Electronic Publishing Company.



You've got the hottest
console around and it's

LTS
-

geLy tor software
. satisfies.
T 0 i worlds
'and realistic racing
_thrills,

Hungry for action.
Hungry for adventure.
o Hunory for an all-out-

Electronic Gaming - .- gaming feast.

.+ Werock-car racing
called 1t .me Players So what are you

on SKeTOIC st T UStC  waiting for?

Don't starve your
PlayStation.
Feed it with the
meatiest software you
can buy.
No fat. No flab. Just
100% protein From the
game-play chefs at
Psygnosis®.

Wou've never played

ings like this tﬁfor&“

WHEN YOU'RE READY
TO TASTE THE
DIFFERENCE.

PlayStation.
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ReadySoft is a frantic F

(4 through the doctor’s

Brought to life by vivid FMV animation:
fully ‘orchestrated sound
promises to be the modern answe
ancient FMV fossils (Such as the Dragon’s
Lair series). & d 13 sh 5
of the nicest animatio on
tem, with Disney-like attention to
see belqnlﬁk merely a sample of th
product, so : around for more cover: as
ReadySoft nears completion. This game may just get us
back into the long-forgotien genre spawned with the intro-
duction of the arcade LD machine. -The Stalker

Off in the shadowy w
brews. Deep ingide his se
to hatch his sinister plot in abid.
Our ignorant hero, a computer repair we
er named Lance, was summoned

to the doctor’s castle late one
night. Unbeknownst to Lance
was the doctor’s plan to kill him
and take over the word.

To do away with Lance, the evil
Dr. Neurosis dispatches his _
heinous half-human/half-pet Fritz.
Now the battle between good and
evil begins. Brain Dead 13 by
46




Resident Evil contains

a brilliant concept: '

Since the backgrounds -

are just simple e

bitmaps, that leaves >

_ rrourammers nearly the entire process-
ng power of the PlayStation just to play

with the characters. With that amount of pro- i/

cessing power in Capcom’s able hands, there’s no way mm: Evil could be

- anything but one of the best PlawSlatmn games yel.

= In this newest version, Capcom has added more characters, better texture
maps, flawless character scaling, and a lot of incredible tricks, such as the

perfect reflections in the wall-to-wall mirrors in one of the many new rooms of

the mansion. Crows now fly right in front of the camera, hluckin the entire

screen for a few seconds, zombies explode in many new excitingly different

- . \ ways, and shootinu the womb of a dead spider now produces even more green-blood-

= ed offspring. It's Jond to know that the designers are keeping their decidedly

unhealthy sense of dementia even at this late slaqe in development.

In the p r mechanics department, the “Recoon” (I kid you not!) police department is
now imsl gatlna this case as a team effort, and depending on which detective you
choose (new to this version is the 2nd chatacler of 4, Jill Valentine), you’ll be sent to
handle different areas of the mansion. You work alone, but the other characters are
always around to bail you out of a tough situation (such as the previously impossible
ceiling-crushing room), or die in really nasty ways (top middle shot), though.

The variety of bludgeoning weapons promised in the initial ress
release has gel to materialize, but you’ll have plenlr of fun Ii ling the
screen with bits o’ zombie by unloadlnn the new Colt on weapon o
point blank into a foe. The game actually gives you a different result  °
depending on how close you are to an enemy when you pull the trig-
ger, so the same weapon can produce a variety of effects, from sim-
ply loosening the target’s arm a bit to redecorating the wall paper
with glistening blobs of goo.

esident Evil truly hearkens back to Capcom’s
Strider days, when every new creation was an ﬂi
original masterpiece, unlike any game ever
seen before. If they can afford to expend this much
. & Creative energy on just one game, | can’t even begin
’ to imagine what else Capcom has lined up for the
gaming world in '96... -Takuhi

PlayStation

TAKUHI
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THE STALKER
ANOTHER HIGH QUAL-
ITY PS RACER IS ON
THE WAY!

<8, Vi | ¥ 2E
Impact Rar.lng, the new road racer from JVC, is upgrades. Out of the couple dozen or more cars on
set to give PS owners another entry in the fiercely a given track, most are those pesky generic “in the
competitive racing way” cars. You're constantly
category. So far, . in a pinch for time (it's one of
there isn't much fin- " those racing games with zero
ished (only one car is time to fool around), so natural-

complete), but IR the most helpful powerups are
already features afluid3-D0 R A € | IN G those that will push back the clock.
engine, complete with a few Other powerups and bonuses will
levels played outside of your help you offensively or give you
normal speedway environ- = >~ some exira points. The one
ment, such as multi-lay- §25% major drawback | can see
ered city landscapes ‘ '??:' early on is the lack of a
and huge tunnels e behind-the-car camera
with fast textures = = -~ . m angle. Otherwise, this game
warping over your P e is looking quite promising.
head. - . In addition to your average
In Impact Racing, the S et high-octane super-charged
scaling and frame rate are engine, each car is equipped
both noticeably smooth, with cool with a small battery of weapons to

keep the in check. Ah, wouldn't it be
nice to have that in real life? Commuting would be
so much more fun... Now the only things missing
are a network mode and a multi-view toggle or two.
-The Stalker

scenery surrounding you throughout each track.
Zooming through tunnels and soaring over hills,
you have to bob and weave your way past the com-
peting cars, destroying the occasional slacker with
- Your guns to pick up power ups and weapon




gmaur h! system, II 'lay an of the. | | ' dabn ical aspe f lhi eis not the
thought | finally had my increasing speed at which the shapes approach,
roblem under control. though they do get mighty fast

hen | was handed Z after a few levels. No, >
for the PlayStation. uldn’t the programmers at
have stopped to write about it . ‘Viacom decided to resort

if the controller had not been to science in their MEVEIGI])
ripped from my hands by a attempts to thwart you. They
fellow editor, who shall developed a visual deception called
remain nameless. Of all the Opti-Challenge.” The backgrounds
nerve... are specifically designed to misdirect your eyes.
Zoop's basic premise is to protect the four by four  The grid starts out monochromatic, so it is a simple
center square from the multi-colored shapes that task to keep your eyes focused. But as the levels
rapidly approach from all four sides. Instinct alone  progress, the color scheme and pattern become

F 1a
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more intricate, colorful, and misleading. Your eyes are forced to look away from the center and the shapes are often indistinguish-

able from the backgromnd.
Zoop is, or soon willle, available on almost eviystem. While the game . is virtually identical in version, the one for
PSX edges out the re e to its superior graphics'@and effects. I'm not recommending anyone rush out and"Buy a PlayStation just to

play Zoop, the differences aren’t that significant. But, if you've got the choice, this is the version to get.

When you are left wondering how those shapes suddenly piled up on you, you'll be cursing the fiendish minds who devised this
madness. Yet, you'll still press continue when your cute little triangle is pounded into submission. For puzzle fanatics, this is a
must buy game on any system. For those who just want to see what all of the hype is about, if you get hooked, don't say | didn’t
warn you. -Miss Demeanor
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! r Acclaim’s new 3-D
J U P I I£ R shooter for the
PlayStation, Jupiter
Strike, attempts to
S I R I I(E recreate the magic of
games such as StarFox
and Silpheed but unfortunately, it cnmes up a bit short.
Although JS's texture-mapped graphics are flashier than the
flat-shaded polygons of the 16-bit StarFox and Silpheed, it is
readily apparent that these 2 games are vastly superior to
this 32-bit pretender in everything, from music and control to
game balance and innovation. Instead of establishing new
paradigms and creating a fresh gaming experience, Jupiter
Strike is a lackluster composite of other great titles, and, in
the process, it single-handedly tarnishes the games it uses
for “inspiration”

Well, with a preface like that, what's left to say about
Jupiter Strike? First... the good. On first impression, things
start out well enough. Pop in the
shiny JS CD, turn on the power of the
PlayStation and you'll be greeted to
one of the coolest CG intros around.

Impressive looking space armadas
explode into huge SGI explosions,
which then diffuse into a million
rlwlnu particles complete with a
Inn-scrulllng lens flare... it’s all very
Prncned on to the game and aln

‘%’*’ﬁ;

things LOOK pretty good. Your s
has a cool look to it (sort of like an

\

K. LEE
LOOKS CAN BE
DECEIVING!

updated Arwing fighter from StarFox). There’s good texture-
mapping on the various 3-D space meteorites, space stations,
space cruisers and so on. The explosions also look good,
plus the pop-up is kept to a minimum. So... great intro, good
graphics, what more could you want in a 3-D shooter... a lot
more.

The music in Jupiter Strike inflicts an alarming amount of
pain in the ears. Although the PlayStation is capable of pro-
ducing gorgeous PCM sound samples from its powerful 24
channel,16-bit sound driver, the music in JS makes the PS
sound more like a half destroyed Genesis (and I'm not exag-
!enlinn] Only nnels are used for music and another

are used ng sound effects. Overall, JS wins
Ele aw?lrd fur worst sound and music in a PllyStallnn game

y a mile

The gameplay isn’t very balanced i
JS are so aggressive, they act as if:
with a truck. To add insult to inj

ither. The enemies in
Ill over their dog

e response of your ship
agu whlcll makes JS

so !lall if JS was
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quantities. Sadly, most pf themwill never experience the game was meant to be played, unless'perhaps a Saturn
version is released. Pul'simply, PlayStation §ersion is a pa mntall of the arcade original. Sure, it plays the same
(though it’'ll punish yo umb if you're self-important enough to dare rming a special move on a darﬂ pad) and
the characters are virtually the e, but the backgrounds’ glo pa x has been reduced to one | en, none.
This grave fault is at its most I: ious in Reiji *jage in which the a 's parallax (a sefting sun) is pealed ree times,

w U.S. players ever got fo the fine a ; ll that was ar Instinct 2... It was distrihute in incredibly mmule

back to back... yeah! isn't the PlayStation'sllault, either - Sireet ler the Movie has six layers of full-screen parallax.
In all other respects gamep , characlers, @inemas, and music - Power Instinct 2 is exact. Atlus has even expanded on

the arcade or al . Imm as Goketsuji Ichizoku 2 in Japan - by including features of the brand-new arcade nlle

N Gokelsun oku Gaiden: Sai n n or G.I. Side Story: The Ultimate Violent Legend.

2 Consequently, this PS version i‘ I.2: Chi e Retsuden, or G.I. 2: The ;:gﬂly

~3 Ultimate Wolent Legend. Whew! These new featurgs are a KO le team battle mode, the ability to

ara and Ki ro s alter egos, Super Kufara and Poclll, and two characters foun
, Kuroko a k for a total clers, c Img alter egos.

ics, as can ee, are above verap with plenty of little background details and,

. no parallax. The characters are reasonahly well animated and highly detailed... ’a

can aclualh see Kintaro's, uh, Jz when he takes a hit. The tunes are typical Gokelsuji fruit
- most'songs have actual slnnlng, from Angela’s “Give me Money, Give me Money...

Please!/Give me Money... Jesus Wist!zwe me Money, Give me Honey...Help Me!/Give me
Money...Oh my Gudl" to a hard-core Japane Enlla hﬂlad anzo's stage, and to gl.gful

Japa emmuho lers g out m e in Kintaro's stage.
tsay “Bur OW! m:iZ el the de game,” because chancps are

nly in




If you're a graphic designer/animator: 3D, the rewards of a terrific pay and benefits package.

SGI, sound desigr ound programmer: C, C++, We're looking for the most outrageously tal-

graphic/animation progiammer: C, C++ assembly, ented people to come create in our state-of-the-art
. . ,make the a lcapoKo! puter Entertainment  facility just outside Chicago. So send your resume

hicago Inc. Y¢ of what real creative  and salary history to: Konami ’

»edom can do fok, Computer Entertainment Chicago
L We're aqan ‘ Human Resources Dept: (code), 900
'_; R&D arm ella Deerﬁelds way, B 0 Grove, IL. /
- ' JUBY-L U

~NOr
nd of |

-

KONAMY/

Konami is an equal opportunity employer, Konami ® s a registered trademark of Konami Co. Umited,. © 1995 Konami (Amenca), Inc.
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Quickly becoming a force in today’s gaming scene, Playmates continues to lead the action
pack, successfully making the jump from the Genesis and SNES to the Saturn and soon the
PlayStation. Their first Saturn title, brought to life by Neversoft and based on Playmates’ own
Skeleton Warriors, possibly the finest action figures ever to dangle on a hook, this game
encompasses the best of two tried and true categories while delivering them beyond the next
level. Why do | say beyond? Because, like Clockwork Knight 2

(although this game is much longer), Skeleton Warriors looks better
than anything currently available on any next-gen platform.
The gameplay in Skeleton Warriors is reminiscent of both

Castlevania and Shinobi, with the whips and shuriken being replaced

by a sword which can be powered up, similar to Simon’s whip. The
P“E"IEW similarity to Castlevania is the dark theme and platform gameplay,

while the similarity to Shinobi is the ability to grapple on overhangs.
Additionally, Skeleton Warriors has 3-D shooting, and features cam-
era zooms on nearly every level. In the first level, just as you're
thinking “been there, done that” you’ll hop on a mining cart and go
on a hellish ride zooming in and out as you leap over, and duck
under, passing beams. This is only the first of many breathtaking

-_— scenes.
The enemies in Skeleton Warriors are a big part of the game’s

SEGA SATURN appeal. If you're not familiar with the Skeleton Warriors, they are

some of the most gruesome assemblages of bones ever procured.
DEVELOPER - NEVERSOFT  Besides skeletons, packs of post-mortem hounds, fleshless vultures,

and other haunting beasts do all they can to wreck your day. In your
PUBLISHER - PLAYMATES  gefense, your sword can shoot forth the collected souls of downed
FORMAT - CD foes. When a warrior dies it will begin to reform, until you snaich its

glowing soul which you can stockpile and fire from your sword.
4 OF PLAYERS - 1 When no sword energy is stored, you're left to attack by swinging it in
three directions. The most effective method of attack is right out of
Shin-Shinobi-Den where you jump, thrust down, and stab your ene-
mies from above, out of harms way. Skeletons atiack in patierns
from all sides and each different breed has its own style, so master-

[

THE SATURN REMAINS
THE KING OF 2D.
MAKE ME MORE!
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_ ; ~ing lhls tech-
mque is @ must for survival.

The bosses also attack in patterns and are very

hard to kill. Just when their energy bar drains

and you begin to relax, they refill and become

harder. Save any special attacks for the levels

end, you'll need all he help you can get.

To top it all off, Skeleton Warriors has possi-
bly the best soundtrack | have ever heard. It
definitely earns a spot in my top five of all
time. It ads so much to the action | can’t even
begin to describe it. Playmates could easily
stick it at Tower’s listening station and sell a
bundle.
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—— : At press
llme Skeletan Warriors was about
90% complete, so it will make its scheduled
December release. While we cannot yet put a
number on it in Viewpoint | can guarantee I'll iy S i
score it in the mid to high nineties. Basically, "N ATTR T e
the moment you see it, buy it! Skeleton B Pl
Warriors is the season’s brightest spot in the e i ' AR L O TR
action category. Next up for Playmates is the F Gk = Lt . IEININ I
enhanced-for-32-bit EWJ2, and then the ' | & . . ' '

motocross game to beat all motocross games. - H
Playmates is putting as much into its game line § | iEH'FIH‘ 3
as its toy line and it shows! -E. Storm ' R RI
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WHEN Yllll BUY NBA JAM T.E.
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ALL NEW JAMS GO FOR THE 7 POINT SHOT NEW ROOKIE AND ROCKET ACROSS THE
FROM THE HOT SPOT ALL-STAR TEAMS GDI.IRTsﬂHIJlﬁKSUPER

1 10 WS

SWUS'

[GENESIS
32X

PURCHASE PRICE...ccesssssrnssas 539.99
REBATE . i i isiimansmoncnsatics DU

Less Manufacturers Mail-in Rebate

YOUR COST..cvrerransnnssnsanssnnsnsd29.99

To receive your $10.00 rebate check by return mail:

1. Purchase one NBA Jam Tournament Edition for Super NES. Sega Genesis, or Sega 32X only, between October 31
1995 and February 29, 1996, and obtain an original, dated sales receipl. Store name must appear on recespt
Remove the proof-of-purchase (UPC symbol) located on the back of the NBA Jam Tournament Edition video
game packaging

Please print all information requested on the form at nght

No photocopies of this official rebate certificate, or the UPC symbol or daled sales receipt accepted

Mail this completed certificate along with the original, dated sales receipt showing store name with price

circled and UPC symbol 1o NBA Jam Tournament Edition Rebate Offer
P.O. Box 1192 Grand Rapids, MN 55745-1192

Limit one rebate per household and mailing address. Group or organization rebate requests will not be acknowledged
and are not eligible. Offer good only in the U.S. and Canada. Void where prohibited, taxed, or restricted. Allow up 10 6
weeks for delivery of rebate. Offer Expires 2/29/96. Purchase must be made between October 31, 1995 and February
29, 1996. Rebate requests must be postmarked no later than March 4, 1996 and received by March 15, 1996. Not
responsibie for lost, illegible, misdirected, or incomplete rebate certificates. May not be combined with any other
offer Hﬂﬂ'ﬂdl.m sale, meumhasemmmﬁuiemn‘mlmwﬂmmp-ﬂwm

%

£ Lad

Ln

Tra MEA 0 - o WRA T driE il % e v i . sl pampErty of NBA
Frapa e ¢ dn) tha repeche Teams snd muay -.' e ] Sy _J'I w Mg "'-r prage wlt '1.“}- | " E 154 "I'hl' b T
¢ Al rghly redarved Lo et Voen Gane Software O 10l Homs VErLaBn S L il b L (1] tachL i ™ v ALcla . .‘ —
5 it resnecnd  Matends Saned Kimends Entertasment System and e 0o Seals are regetered trademarics of Nelendo of Amence. In 1961 Nannndds
b H b ", i A " .

Lt i Soga enevd and SN gre Iraemans
" '} v T e




.% :‘TE_-‘
<o

A 2B W m wra

AKIRA VUK JACKY BRVANT

-

InEv'Ew L
wfe” R T R e

LS Ve L el T e s T
U e

Pt el

R W e
;ﬁ'@-ﬁh"’ — =

— e e TRuat - -~

CHANPION 2 Wi | TP on | win
=

T | 10, S~

- acay —eod

SHUN
& g li=;
T %?:...m . ’

o VUL L TRUL VUL

SolREET S




PA/ L *’M/ SARAH GRVANT | SHUN DI

Er LR

?

Virtua Fighter 2 is possibly Sega’s most important
home video release... ever. Though the game never
caught on as well as it deserved to here in the U.S., in
Japan, it entered the arcade charts at #1 a year ago
this month, and has held the top spot ever since. And
that truly gives it the power to make or break the
Saturn.
Play control is perfect, as everyone knew it would
be. The question is whether or not the Saturn can even &
come close to equallng the visual impact of an arcade & °
machine 10 times.ils.&6 E
| was going , 2,000 word review for Virtua Fighter 2, but then it occuszed to me-
who cares? If already onto the next page, and if you love it (as well you: ould!)
you just want to see how the §  you can see!
Beautiful 640x480 resolution (su high that we couldn’t even take lhe pu:tures thruugh normal means
hence the “Pause” signs), stunning backgrounds, and gorgeously textured characters. It's nol an_
exact translation by any means: the backgrounds are missing most of their impact, especial “
bridge scene (you's te now simply beside the river, watching as it flows on without you), your
longer animates, § hun has lost his bottle (censored!), and there are a few other slight dmm-neu.
what you see here iuellmlelv what you get. There's none of that embarrassing flicker that plague
the first. R
New surprises on the Saturn version include a new CG intro, the addition of the 2.1 mode, inc s--i _ *.;:
the ability to play as Dural and enjoy the re-tweaked damage and combo system. Also there are many
new tournament modes, including a ranking mode, expert mode, team battle mode, and a lovely .’_" &
arranged soundtrack. Si’-f;
Sega has spared no expense to make VF2 the game that the original should have been, and the “
result speaks for itself. This is Sega’s big chance to leap ahead in Japan, and regain some lost g
over here. Better yet, it's a chance for home gamers to enjoy a surprisingly excellent version of ﬂlll#ar*
arcade masterpiece. -Takuhi
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official seal is your assurance that this product meets the highest quality standards of SEGA™. Buy games and accessories with This SESFtD 1ga Saturn™ System
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Saddle up. 'Cause at dawn you ride
the death POIXIY. And it's gonna be
pure neck-snapping, retina-tearing

-
' - oo Pick from a shiny collection of do-it-yourself death tools. E-Z
1 S‘peeﬂ! YOU. See, S(ﬂ.al ECl]-U be High Explosive Plasma Guns, convenient Thermal Tracking

Missiles, handy Pulse Laser Cannons. (Tool belt not included.)

boasts third generation SD technology
for the highest frame rate ever. That means
tent-pitching Veloc Ity for our latest space
combat n' carnage convention. But hey, it's more
than some cosmic Spe@ trlp Your mission's
to battle a computer gone HAL—with all the  mmsm e s siwos s, iy pane

surfaces, lava filled caverns, and other sunny destinations
high-tech weaponry your top gun WEL dream

can handle. And where are you dancin'
this metallic lambada? On the new
Se%& SAtULTY, of course. Oh yeah, you'll be

smokin' mister. But don't bother cracking a

Working around the clock, scientists in our speed lab achieved

T . - | : T hyper-realistic Full Motion Graphics. Qur t7 Ass-kickin
Nlndo“" It’ S 52 -blts Of SOlaI proprietary engine naranllel i}arzc:;smg wii;'id's 5;2 i'—i*:mln::E
Wwindburm out there.

sesasinsdiie Sevae
ansa ae

£l 1
.

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

RATING PENDING

/-E Fa '
| | \ ] AL
Call 1-800-771-3772 for game rating information. @'] @ [.I = ]4/ - "
e Crystal Dynamics and Solar Eclipse are trademarks of Crystal Dynamics. Sega and Sega DYNAM .cs
QHEENIOE  Satumn are trademarks of SEGA ENTERPRISES, LTD. ©1995 Crystal Dynamics. All nights reserved




A lot can happen in 6 months. It's hard to believe that
that's all it's been since we all winced at the Saturn con-
version of Daytona USA, a pop-up filled mess that proba-
bly hurt the Saturn more than it helped. And that’s why
it's all the more shocking that the Saturn is now home to
the most visually impressive 3-D driving game ever.

SEGA SATURN

| think the trick is to play it in the behind-the-wind-
shield mode, as the game just can’t replicate the illusion
of speed as well in the behind-the-car mode... With that
exception, the game has no play control pnﬂms at all,
and can quickly become as second nature fo you as

Daytona and Ridge Racer. | also really enjoyed the

z That's not something | say lightly. Ridge way the game’s set up... You start at 15th
DEVELOPER - AM3 Racer has held the title for one full year “N.\-V c"‘lfp, place, and whatever place you get fo by the
PUBLISHER - SEGA now, and it's still a graphically astound- > of( end of one race carries over to the next,
ing game. But Sega Rally @c’ % so you're not facing the toughest oppo-
FORMAT - CD Championship has stunning 3-D, an  nents until the final laps of the last
alarming frame rate, and
# OF PLAYERS - 1-2 very little pop-up... music isn’t as awiul

Ridge Racer Revolution

DIFFICULTY - INTERMEDIATE might tip the scales
toward the PlayStation
AVAILABLE - DECEMBER again, but for now, it’s

A

Sega Rally all the way.
| must admit that | was
not a big fan of the coin-
op. Looked nice, of
~course, but the game had
the twitchiest control in (
 arcade history, and | didn’t enjoy ’
the experience of my car turning a
full 120 degrees eveliy(hme 1, say,

P

sneezed on the wheel (the home version has
extensive car modification options, but they can
only be used on practice modes). Once | had that Saturn
controller in hand for an hour or two, though, the game
became as fluid and instinctual as Ridge Racer, the type
of game where you can’t stop at just “one more game,”
‘cause you get into that racing mindset and know if you
turn away for even a fraction of a second, you'll lose that
all-important psychic bond with your car.

5

Mﬁm"g\, ﬂ»’

as Daylona’s ultra-ultra-
ultra-no-word-in-the-
English-language-to-accu-
rately-describe-it fruit-
track, but it isn’t anything
special either. It's one of
those soundtracks that are
just, ya know, there. | did
articularly enjoy the
Game Over, Yeah!” and

RAL

)
( ples but lhe emutmnless voice
that announces the turns ahead of
time, with each word being a totally differ-
ent sample, is pretty annoying. As a result, you

get a constant flow of disconnected “Very long easy right
turn” comments, with the occasional “baby” tacked on
to the end. “Middle left turn baby?” Okay...

The game’s biggest flaw is the flaw that all racing
games have these days. Plenty of quality, total lack of
quantity. There are a scant two cars, and each of the 3
tracks is about a minute long. Once you've played this

152764
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| u just can't ge
".ﬁ.i m;t"wmnﬂy mrt;vlde m with something new,
may retty qui
Y line is that this game is the most visually impressive
to date, surpassing even Virtua Fighter /I, and one
rcade canvminn: ever. | don’t know what happened
ona... Ma e ule naw n erating system really is that
i, blows at Saturn programming
m the reason, this is yet anoth-
ralin Sega arcade translation, and a must
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SEGA SATURN
DEVELOPER - AM2
PUBLISHER - SEGA
FORMAT - CD

TAKUHI

I never liked gun shooting games before Virfua L‘ap, T that S prnhably ;ust because there were never any

BANG, YOU'RE DEAD! 440 ones until now. Virtua Cop is a storyless, repetitive, realism-free game in which you shoot people,

STAGE SELECT

STAGE 1 SIAGE 2 SIAGE 3

- Everything’s exactly as it was before, maybe a bit lower-res, but the same in every way that

and shoot more people, and then - yes - shoot some more people. Yet, because of the incredibly
well-done 3-D world and the wonderfully animated “virtua” people that populate it, it ends up
being one of the most satisfying and infinitely replayable games ever made.

If you've played the arcade, you'll definitely be pleased with this near-perfect translation.

counts. The gun is wonderful, nice and solid, and as accurate as the coin-op, if a tad more e
gouging in color. All the animation is there, and Sega 't censored or toned down any of t
violence... The enemies still do a great number of very painful looking flops, falls, and spasm
when shot, and they still shudder as you pump extra bullets into them, even after they're dead.

That's what makes Virfua Cop fun, really, that ev@étyone dles msswely It's almost as if

Sega gathered together a group of unprog ot them with live ammunition

] SGI intro that introduces you
s and Michael “Rage” Hardy,
ic’s sort of arranged, and now
ia fruity, but pretty good overa
pst you. The game + gun runs ;

e probably won't even be so
aying one of those Mario Teaches
ith a control pad, and you can't pla

der, and... | don’t €

fause this game is about as much
vithout it. You can’t play a shnnlmg ga
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game with a keyboard. It’s a simple fact of life. Now, if you have friends, and they’ll want to play too (or if you like to play the
Joe Koberstein way, with a gun in each hand), you’'ll need a second gun, and now we’re into the $120 range. So casual fans
should realize that this is gonna run them the price of two new games. Ouch.

If you have the cash, go for it. This is the best gun shooting game ever, home or otherwise, and another incredible Sega arcade
translation. It's a drain on your cash flow (and a drain on your spare time) but if you have an excess of both, | couldn’t imagine a

more entertaining (well, ya know, /egal) way of spending it. -Takuhi
65



Atlus is introducing High Velocity, a Saturn driving game
with a twist. Unlike the NASCAR racing of Dayiona or
the international rally driving of Sega Raﬂy High
Velocity introduces a unigue racing venue..
one on one, alpine-style mountain racing.
The first thing | noticed when play-
ing High Velocity was the steep-
ness of the racing circuits. |
can't say it’s quite like
- racing up and down a
wall, but it’s
close. This

tical
quality
of the race-
/' ways is both
High Velocity's
most distinctive char-
acteristic and also the sin-

gle feature that got my adrena-
line pumping more than any other.
Imagine racing up and down seclud-
ed twisting European roads with crazy

and picturesque mountain back-
night get a small inkling of what

o

High Velocity is all about.

Before starting a race, you can choose your car, its
color, and performance upgrades. Race vehicles include:
1) an Acura NSX, 2) a 4-door Nissan Skyline Turbo-R, 3)a
2-door Nissan Skyline Twin Turbo GTR, 4) a Mazda RX-7

Twin-Turbo, and 5) a Toyota Supra Twin-Turbo.
In addition to this, you can earn upgrades for
your car. Things like softer-compound perfor-
mance tires, turbochargers, superchargers, larg-
er springs, and high-downforce spoilers (among
others) can increase the overall performance or
change the handling characteristics of your car.
What's even betier is that these upgrades severely
affect the overall feel of your car (i.e., a car with a super-
charger has a broad, flat “torque curve” and therefore
accelerates quickly in the lower RPM ranges; conversely,
a car with stiff springs and a “high downforce” spoiler
handles very flat and has lots of grip). Not only does this
bring a sense of realism to the game, it also means that
you can lailor the control response and feel to your lik-
ing... very cool.

Once you hit the track, you'll be greeted by some

impressive 3-D graphics. There's almost none of the

‘famous (or infamous depending of your point of view)

polygon m-td that plagued early 3-D Saturn games (like
you can actually see background
from waaaay in the distance and they almost
V. 2




on screen, or
| mazing. The frame
enough to provide decent 3-D
and, even in the split-screen 2 player

-
E REAR W yde, the slowdown is minimal. This tells
L0 me that the Saturn hasn’t even begun to

reach its 3-D potential (big surprise), and to
expect many great things from Sega’s big 32-
bit system.

The diversity of each track (3 in all) is also
amazing. One second you could be scream-

LEFT
RIGHT
BIRD'SEYE

: Tomve T mf ¥ FIXED ing through a concrete tunnel, then in a few
1 SoCH . - e 7 £ moments you’'ll powerslide around a steep
i?"""““ : a8 uphill turn, and then, before you know it, the

scenery changes again as you zoom across a
suspended bridge in the middle of a city.
There's never a dull moment.

High Velocity is by no means the definitive
Salurn racing game (it's not even in the same
time zone as Daytona and Sega Rally).
However, it's loads of fun to play and is sim-
ply a well executed game. In other words, if
you're in the market for a Saturn racing game
and you desire fast 2 player action, great 3-D
graphics, unique racing environments, and
lots of replay value, then High Velocity is the
game for you. -K. Lee
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dina umque way, wnh environments
our craft instead of directly ahead.

7 ; |s what gives TS2 its meaty
E. STORM P @ available views: full screen, %
Rt ATION: - g g rom behind the chopper. All feature full
: ' 4 e fields "of view. This is most prominent
g in the cockpit. 5
e control in TS2 is the best I've encountered in llnbjr o _
- T a simulator, with altitude, rotation, strafing, Ty =)
. . t,‘ll\qugm y choosing weapons, firing Weapons, camera l'l'm'ernK i Is
- changes, and rotation all assigned their own
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8 gunfire. The s

a recon, some security, some
~search and destroy. They take
) and night, over land and
‘Al are equally impressive
grapmcally but the most fun is had
bluwmg uehl_ {[
[ tle m __ ~as they run for
" Follow them as long as you
... then laytllmhrest |
The music (sort of a military mck
e _g) is nicely arranged but s
‘aimed more at I|slenmg
mbat. | prefer silence, so F'tan
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well be real
TS2 is "*;_"?
in lh

Vi

] | : 1T i

. £
.l- !

on the Saturn. 1 look

their "96 line-up. ;
I'm finally starting to accept Ihe

fact that Wonderdog got run over or

s eﬂlmg, so now I'm expecting

“M-

i 1*_1

%

‘Chuck or his kid to soothe my urge

for Core platformers. Don’t make
me come down there Jeremy... ko
-E. Stnrm




SEGA SATURN
DEVELOPER - US GOLD
PUBLISHER - US GOLD
FORMAT - CD

# OF PLAYERS - 1
DIFFICULTY - N/A
AVAILABLE - JANUARY

E. STORM

SGI ROCK 'N ROLL
AND 10 TONS OF
PLATFORMING POWER

Touted as a “living cartoon,” Johnny Bazookatone, US
Gold’s second Saturn entry in ’95, is the first Saturn
action/platformer with enemies, foregrounds, effects,
and, of course, the hero, comprised completely of SGI
rendered graphics. The graphics in JB are a sight to
behold. Johnny bops along very impressively, with ani-
mation and personality to burn. He's easily one of the
coolest video game characters ever.

Though still in mid development at press time JB is
already rich in play mechanics. Johnny can fire “riff
tunes” and “ultra blast tunes” from his bazooka-like gui-
tar in 8 directions, spin attack, perform 360-degree rota-
tion jumps, spin attack, and shoot and hover above ene-
mies and obstacles. The game has a heavy plat-
form influence and a mixed bag of rockin® @ ?P
tunes from jazz to rock to go along with it.

There’s even an exclusive Richie Sambora

tune in JB! Richie's
the guitarist in Bon
Jovi, which is nearly
unforgivable (unless
you're a ten-year-old
with a subscription to
Teen Beaf). He is

— JOHNNY

married to Heather Locklear and plays a nasty guitar
however, so | guess he’s not all bad.
The story takes place in 2050 AD, with the world in
utter peace and harmony due to the groovin’ tunes of
Johnny B., the ultimate 21st century rock
dude. Meanwhile, festering in
Hades, L. Diablo, who's envious of
JB, decides to kipe Johnny’s guitar,
Anita (he named his guitar, how
twisted). Hoping to create his own
~~ brand of music L.D. discovers he
can’t play the magical guitar, so out
.oi frustration he kidnaps some of
¥ the world’s biggest rock leg-
" ends, and the world goes quiet.
You can guess the rest.
A5\ Story shmory, this is gonna’
3 pe one helluva’ cool action-plat,
something the world of gaming desper-
ately needs more of. I'll bring you a
big blazin® Johnny Bazookatone review
- next month!

-E. Storm

6600 €.
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Sho & twin brother Kazuma don’t th
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Kazuma’s got a vendetta against him, and
has made arrangements with several «.f

mercenaries to wipe him off the face of
this earth. A bit bitter you say...

Obviously someone wasn’t treated right
when they were growing up.

Sometimes you just can’t depeng
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every single 16-bit RPG but mysteriously never appears
. Sers, in the newer 32-bit ones.
certainly a heck of a lot bettel ‘ i The battles are this game’s selling point, and strategy
go y fans will definitely not be disappointed. Your characters
domestically released RPG of hy far! Yes, even learn a variety of techniques and spells, and there’s a
HWIEW better than... than... um... errrr... heh heh. Okay, clear- good deal of strategy (despite a ton of repetition) in the
ly that's not saylng a wholo [ it Mystaria is an battles. The 3-D scenes are much cooler now that they

enjoyable quest that RPC fans will thoroughly run at a respectable frame rate, and the carefully
i — enlw. and that’s a good lhi i mapped 3-D terrain actually does
3 ‘cause it's apparently all we'll play an important strategic part
" be getting any time in the near in the game. The locales, from
future ' tropical islands to occupied cas-
- My:taria is the English ve tles and ancient ruins have a
sion of the Japanese- titled great deal of variety. A good

SEGA SATURN
DEVELOPER - MICRO CABIN
PUBLISHER - SEGA AMERICA

thing, considering that you'll be
spending 95% of your time in
battles. It's like a 3-D Shining
Faorce, basically.

One big plus is that there are

FORMAT - CD actual non-linear elements to the
game... You can fight certain
# OF PLAYERS - ONE ha:tles in different orders, or
; skip some entirely. And the
DIFFIGULTY - INTERMEDIATE game is quite long, a big change
AVAILABLE - NOVEMBER from the usual rushed-to-market

. 10-15 hour quests common on
e 4 7 - the new platforms. The music’s
<2 7 f ) et great, but doled out very poorly:
. You'll spend the vast majority of
-, the time listening to 3 or 4 tracks
; over and over again, while oth-
ers appear only once for a
i minute or two.
side their differences and There’s a lot to impress in Mystaria, though you might
decide to g 2 warriors of legend who  get a bit tired of the repetition before you finish it.
can save the world from darkness. Pretty typical RPG Mystaria is definitely not a first-run epic like the
stuff, but it's actually quite comforting to see typical RPG  Genesis’ Phanfasy Star I/, but it is an actual 32-bit RPG,
elements on a 32-bit system. This game has actu: English. And that’s definitely not something RPG fans
towns, an overhead map, all that good stuff that ord to ignore. -Takuhi







SEGA SATURN

Original Saturn titles are a rare com-
modity. By original, | mean not being an
arcade spawn and exclusive to the sys-
tem. Besides Bug!, Astal, and Panzer
Dragoon, few stand out as anything to
write home about, and two of those hail
from Japan. To say the least, expectations
are high for Sega’s own Ghen War. ;
It's an uphill climb right from the start. Why? Because Ghen
Waris a “go anywhere” 3-D shooting adventure, something the
Saturn hardware doesn’t exactly excel al. Ghen War relies more
on gameplay than graphics. The visuals are OK, with decent
looking texture mapped polygon enemies, but the usual dose of
pixelly backgrounds that fill in just ahead of the player are ever-
present. On the bright side, the levels themselves are vast and
the player can move about freely, and completely uninhibited.
You can even jump and hover, climbing mountains while scour-
ing for power-ups or short-cuts. Later in the

game city-scapes and corridors come into
play. However, the absence of light
- «y4s~ source shading and the drawn look of

& everything equates to a less-than-realis-
‘ tic look and feel. In contrast, the cine-
~_, mas are, unfortunately, all too real, to

the tune of several five-bucks-an-hour
¢ actors making complete fools of them-
J/ selves while drowning the game with
, cheesy dialogue. The CG portions, how-
- ever, are masterful. What ever hap-

JY oened fo animation? When I'm in the
middle of a space age adventure consisting
of polygon graphics, the last thing | want to see is a cheap
Star Wars/Aliens imitation. Ghen War would’'ve been much bet-
ter served by animated or all-CG cinemas. | wonder who's wait-
ing all the tables in Hollywood?

At this point, you probably think | don’t care much for Ghen War,
but on the contrary, | do, for its length and great gameplay. If |
wasn't spoiled by PlayStation 3-D, | probably wouldn’t even men-
tion the re-draw and absence of light source shading. Ghen
War's visuals are far beyond that of the other two next-gen plat-
forms, the Jag and 3D0.

Your assault against the revolting “Ghen” takes you through
countless missions spanning the galaxy.
Mission ops are usually search and destroy, _.4'
but strategic weapon usage, exploration,
and shooting skills all come into play.
The accompanying soundtrack sets
the tone well, as surrealistic ____




* thought out and harbors vehicles, different

S NEe )
|
I
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tunes transform to techno rock whenever the
Ghen are attacking. Character development
is also paramount. The Ghen race was well

military rankings, and a sinister intelli-
gence. GW is big on game design as well.
The areas themselves are so vast that with-
out the HUD (heads up display) the game
would be impossible. At certain points early
in the game, you'll need to eliminate huge
reactors surrounded by circling Ghen ships,
jumping to neighboring ledges to get your
shot. This sort of gameplay is what makes
Ghen War so playable. Additionally, some
of the boss characters are huge texture
mapped beauties. One grievous error, how-
ever, is the lack of a behind the suit camera
option. You ALWAYS look from the helmet
and can only see your character when the
game is paused. This makes certain
maneuvers quite difficult as you jump, often
facing a wall of pixels to negotiate a peak.
When all is said and done Ghen War is by
all means worth playing. But one thing puz-
zles me. The Saturn does one thing better
than the PlayStation, that being side-
scrolling games such as Asfal, Bug!,
Clockwork, and the upcoming Skeleton
Warriors. They also have three great RPG’s
sitting in Japan and could lead that calegory
as well. | always thought that exploiting the
competition’s weak point was the key to suc-
cess. But after Blackfire and Ghen War I'm
beginning to wonder who's running the
show. The producer of Bug! should be work-
ing on Bug! 2, especially now that Sega has
abandoned Sonic, not struggling to make a
N, -~ 3D game against the odds.
veme Ghen War is executed as well
Wi, asitpossibly can be, but is it
. ., enough against the splendor
A" of Jumping Flash? Not by a
/ long shot. -E. Storm
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SEGA SATURN
DEVELOPER - CRYSTAL DYN.
PUBLISHER - CRYSTAL DYN.
FORMAT - CD

# OF PLAYERS - 1
DIFFICULTY - INTERMEDIATE
AVAILABLE - NOW
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MISS DEMEANOR
THE HORDE COMES HOME.

The king chokes on the wad of turkey leg that he’s crammed in his mouth. Like any good serving boy,
Sir Chauncey gives him the Heimlich maneuver to save his life. In a show of gratitude, he is knighted
and gml!ld substantial land holdings. Yes, Crystal Dynamics is bringing The Horde to the Saturn.

As Sir Chauncey, your cheerful villagers will build up your town (and your pocketbook) as long as you
keep them safe from... (gasp!)... The Horde. These evil beings have a taste for your crops, your live-
stock, and even those cheerful villagers. As your towns thrive, the king will give you land in the forests,
swamps, deserts, and tundra, much to the chagrin of your rival, the High Chancellor.

Can't get enough of Kirk Cameron on his new WB show? Rejoice, the video (in which he plays Sir
Chauncey) looks and sounds fabulous on the Saturn. The sound effects are realistic, though many hard-
core gamers will find the voices annoying (especially your own). But don't you dare turn the volume
down - the munching, pounding, and burping are invaluable tools for locating the Hordelings before they
devour everything they can get their grimy little claws on.

In the beginning, the player control is very difficult. You move slowly and awkwardly through both the
building and fighting sequences. This can make it challenging to install your fortifications and to chase
down those whirling Hordelings. Luckily, after a few years (game time) you will be able to wield that
monstrous sword without becoming dizzy and with some new shoes you can zip all around the towns.

However, fighting is only a minor part of this game. Like any good leader, most of your time should be
spent in the planning stages. To chop or not to chop, that is the question. Whether 'tis nobler in the
minds eye to save a tree or chop it for gold to build defenses elsewhere... Should you build traps that
will kill the Hordelings but need to be replaced? Or spend the big bucks building stone walls that will
keep the enemy out, but not kill them? Purchase livestock that can be a good long-term investment, but
need diligent protection? Hire soldiers to assist you in battle? Or save your gold for special attacks in
battle? The possibilities are endless, and change every time you play the game. With a good balance of
strategy and action, The Horde is a game that will keep you entertained for hours. -Miss Demeanor
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Bug!™
Ridge Racer™

Virtua Fighter™

To you they‘re games.
To the Game Shark they‘re lunch.

SHARK By

~Eay INTERTET

Make your
Kill faster! Jump higher! Never die! hottest Saturn and PlayStation titles! It's

own rules.
Interact's GAME SHARK™ for the Sega got tons of built-in codes, and it's totally

Saturn™ and Sony PlayStation™ systems updatable for all the new releases. exclusive Game Shark codes!! GAME

is the ultimate game enhancer! GAME Hardcore gamers can join DANGEROUS SHARK will change the way you play your

SHARK gives you total control over the WATERS, the members-only source for games—forever.

For the latest codes call the Game Shark Hotline at 1-900-773-SHARK
(Call costs $1.29 per minute. Must be 18 years of age or have parent's permission to call. A service of Interact Accessories, Inc.)

Ridge Racer is a trademark of Namco Hometek, Inc. Virtua Fighter and Bug! are trademarks of Sega Enterprises, Ltd. Sega and Sega Saturn are registered trademarks of Sega
Enterprises, Ltd. Sony PlayStation is a trademark of Sony Computer Entertainment Co. THIS PRODUCT IS NOT A GAME. GAME SHARK for the Sony PlayStation and GAME SHARK for
the Sega Saturn are each sold separately. GAME SHARK is a trademark of Interact Accessories, Inc. © 1996 Interact Accessories, Inc. All Rights Reserved. Interact Accessories, Inc.
A RECOTON COMPANY, 10945 McCormick Road, Hunt Valley, MD 21031, (410) 785-5661.
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CAPTAIN QUAZAR ONLY ON 3DO GOLDEN GATE: TREASURE BY THE BAY ( 0 PH
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300, the 300 logos. BattieSport. Captain Quazar, Golden Gate: Treasure by the Bay, Phoenix 3. Snow Job and Star Fighter are trade-
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Arena football meets General Patton.
.~ You choose a tank. You load up on
firepower. You enter the arena. You
try fo score goals while opponents try
to blost you to hell and back. It's a
sport where a cup doesn’t offer much
profection.

“Look! Up in the sky! It's a rocket!”

No, it’s a grown man in very snug
tights. Meet Captain Quazor - the

bumhhng superhero with gawers far

beyond mortal men (and brains far
be(wl Battle evildoers with an

arsenal of weapons and the wits of

the witless Captain.

——
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Someone left more than their heart in R
San Frandisco. It's hidden treasure,
and no Tony Bennett around to help
rou locate it. Decipher puzzles, scour

or clues amongst the 3000 beautiful
watercolor images of the City by the
Bay. Like MYSI% You'll love Ih:s
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' hke grem space mmbut and bllthm

~ weapons? So do we. As hero Derek

. ﬁeemn you must locate starships

"~ and brave pilots to fight some surly

* aliens. Of course, that entails shoofing
the green snot out of them. Can’t we

" all live in peace and harmony? In a

| word, no.

3DO D()\'T

marks and/or registered trademarks of The 300 Company. All other trademarks or registered trademarks are properties of their respective owners. © 1935 The 3D0 Company. All rights reserved




I’'s been about a year since we first saw screen shots of PO’ed. Now that development of the game has been compl
extrla time and effort taken by the programmers at Any Channel was time well spent. In fact, P0’ed is my favorite 3-D
explain...

First of all, the 3-D engine in this game is incredible, eclipsing almost everything I've ever seen on this system. Now
D abilities are no match for the newer systems, the graphics and texture mapped environments in P0’ed are downright stagg
places. Overall, the level design in P0O’ed is fantastic. much more three-dimensional than other games of this type (vertically in p: )
and even the auto-map feature (the best I've ever seen) can be viewed, scaled and rotated in 3-D. In this game, you really have to think 3-D.

Some of the enemy characters, however, were a bit too fruity for my liking. In P0’ed, you'll see "TE'" from huge leg/butt creatures run-
3'““ aro:iqd. lryivl'l‘% lg kill you with their fart-projectiles, to odd female/insect beings clad in G-string bikinis and toting d shotguns!

ne question... Why?
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There aren’t any puzzles to speal: of really, the
emphasis is more on collecting items (wea
health, rocket-packs, fuel, etc. ] hitting sw ch-
es, blowing away bad guys, and finding the exit.
That may sound simplistic, it may sound crude,
Iml| |the fact is, in PO’ed it works and it works
we
At a time where many 300 gamnmw
themselves a bit too seriously, PO'ed elbows
and flatulates itself to the hlml of the pack.
This game sacrifices subtieties and refinement _
for raw charisma. PO’ed is w&nmw playable. K. LEE

: MY FAVORITE GAME
P0’ed is insanely addictive. ed is mindless FOR THE 3DO0. NO KID.

fun. And, with an enhanced PlayStation version
already on the way, P0’ed is not about to fall
through the cracks anytime soon. -K. Lee
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THE STALKER
SHOCKWAVE 2 GOES
BEYOND THE GATE.

s
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In the mid-
dle of a bustling
industrial operation, a
unusual artifact was uncov-
ered one day in Sector 41.
Right away, various officials
were vying to take the artifact
off the hands of those who
found it.
The clutch of investigators
that showed up to claim the
artifact aroused suspicion, and i 8
when their cover was blown, it
was discovered that pirates had
fooled the humans and seized the
device. Subsequently, the first mer-
cenary unit to go after the device found
no survivors at the outpest, and they e ol
weren’t too sure it was the work of pirates.
Soon after, an alien ship attacked the mercenary ship
in orbit, then j to the safety of The Gate. Who is responsible for this
atrocity? That, and the secret behind the Jump Gate are about to be known as your own
squad of mercenaries takes a chance and ventures... Beyond The Gate.

EA's new chapter in the Shockwawve saga is another first person 3-D shooter derivative of
the original story, set twenty years after the last conflict ended. Fans of the original will
be glad to hear that this next step in the Shockwave legacy features new live players and
all new missions.

the previous installments, with major enhancements done to boost the visual power of the
game. The overall game layout and feel in Shockwave 2 is similar to the original, yet it
looks and sounds very much superior. Already it sporis some of the most impressive CG
cinemas and texture mapped flight sequences yet seen on the 3D0.

The controls are fairly basic, puiting you in command of forward and reverse thrusters, a
laser cannon, missiles and special weapons. Learning the controls of the craft is easy,
thanks in part to the (ugh) lack of complete elevation control. It's mildly aggravating to
it doesn't spoil the fun.

Every level is fought with a specific goal (i.e. taking out
a certain alien command post). A small
. Il flash FMV clips of your flight .

. commander giving you in-flight instruc- ‘i

£
§
£

= tions. As you work
-~ through the mission, \%

- you'll receive further -

~| orders as you go. -
- Shockwave 2 is sure to be one of :
- the more talked about 3D0-based -
- sequels. EA is still in the midstof =

- development, but we’ll keep you e,

- posted as this game matures. A

------
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« The number one choice for

all diehard gamers HEAD FOR GAN1 EFAN'

« The first and last name in the

video gaming industry!
« In-depth reviews, previews, the
from Japan, interviews, entertain-
ment, the hottest exclusives, and
the best graphics this side of a frog
taco!
- Eye poppin’ coverage!

- Sony PlayStation

« Ultra 64

SAUE OFF NEWSSTAND

65"

« M2

-

GET 12 ACTION PACKED
ISSUES OF GAMEFAN FOR ONLY

$299

GAMEFAN

(Without it...you're just playing with yoursell.)

for VISA or MASTERCARD orders




TEKKEN'8 of the
worlds  finest,
most deadly fight-
ers are brought
together by the
Japanese
Mishima Empire
for one reason
only, money. This
s the ultimate bat-
fie for supremacy,
where the winner
goes home rich
and the loser goes
home in a pine
box. PSX$46

‘SONY PLAYSTATION’ Sony’s breakthrough 32-bit
processor, CD ROM architecture delivers real time
experience with ever changing 3-D perspectives
and stereo CD quality sound. $319

‘MEGA MAN X 3' Those tricky reploids are on the ram-
page again, and Mega Man X stands tall against them.
New and familiar robotic enemies and new rebot cus-
tomization feature for tremendous replay value. $56

;& PlayStation

- ‘VIRTUA ‘BLADE FORCE"
FIGHTER 2' You are entering

- *?  This revolution- Meggagrid a thriv-
:/ ary fighting ing  metropolis
> game is faster, buit on the ruins

| 4 more realistic of Los Angeles.
i and harder to With the aboliion
7 beat. Two new of restrictive mea-

characters and
texture mapped

—
—rl

taxes and envi-

([: graphics  with ronmental regu-
(,) ever changing lations, large
‘DONKEY KONG COUNTRY 2' Greater 1) 3-D  perspec- corporations
graphics and faster action for this even bigger U} tives make this are thriving gnq
adventure! All new worlds populated with new game outstand- so are the crimi-
enemies and new friends. $64 ing!  SAT $56 nals. 3DO $52

e ceness mrowane Jllcoress roueranvoll o
3DO System Goldstar 5299 Chaos Control $as Gargoyles $ JAGLINK Interface s25 Power Drive Rally $59
3DO Syslem Panasonic $299 Ciue 2 $46 Light Crusader $62 Jaguar Audio/Video Cable $19 Primal Rage CD $59
3D0 2nd Player Gun $49 Creature Shock £ Lunar 2 Etemnal Blue CD $49 Jaguar CD System $149 RayMan $58
3D0O 6 Button Control Pad $26 Crime Patrol $44 Nightmare Cin $52 Jaguar Controller $19 Redemption CD §52
3DO0 Action Pak $35 Dark Castle $34 Jaguar Memory Track $26 Return 1o Zork $56
3D0 Compilation $42 Delender of the Crown  $34 Genesis CD B: GENESIS SHOOTERS Jaguar Power Kit $149 Robinson's Requiem CD  $54
3D0 Control Pad 2 $25 Disk World $36 Genesis CD guar Pro Controller $24 Ruiner Pinball §52
3DO Decathion 8§52 International Tennis Open $44 Genesis System 2 899 Demolition Man $54 Jaguar Team Tap 8§22 Sky Hammer $59
300 MPEG Mod Goldstar $199 Kingdom: Far Reaches  $39 Genesis Team Player 2 $29 Exo Squad $46 Jaguar VR Headset $299 Soul Star CD $58
7th Guest 2: 11th Hour  §52 Kingdom: Shadoan 344 Lethal Enforcers Guns ea $18 Mad Dog McCree 2CD  $49 Jaguar Video/TV Switch $19 Space Ace CD §52
Alone in the Dark 2 848 Lost Eden $45 Perdmer Steering Wheel $79 Surgical Strike CD $29 Alien VS Predator CD $56 Space Wars 2000 $52
Ballz:The Director's Cut  §52 Mad Dog McCree 2 $44 Remote Arcade Pad $19 The Exterminators CD §58 Alien Vs Predator $58 Star Raiders 2000 CD §52
Battle Sport $52 Myst 44 Remote Arcade System $36 Vector Man §52 Arena Football $59 Starlight Bowl-A-Rama CD $52
Blade Force §52 NFL Instant Replay $36 Zero Tolerance $29 Atari Cart $52 Sudden Impact §54
BrainDead 13 $52 Secrel Mission $35 W Attack of the Peguins CD $56 Supercross 3D $56
Cadillacs & Dinosaurs 544 Thunder in Paradise $39 m BIOS Fear $56 Syndicate $58
Captain Quazar $54 Voyeur 2 §52 6 in 1 Cartridge $56 Barkley Basketball CD $52 Tempest 2000 $38
Carrier: Fortress at Sea  $52 Who Shot Johnny Rock? $45 Addams Family Values 344 Road Rash 3 §52 Batman Forever CD $59 Thea Realm Fighters $56
Casper $52 World Cup Golf $36 Adv Batman & Robin CD $44 Rock & Roll Racing $49 Battle Morph CD $52 Theme Park $58
Clayfighter 2 $46 Batman & Robin $52 Super Strike Trilogy CO  §52 Battle Wheels $54 Ultimate Brain Games $54
Creature Shock $52 m Batman Forever $64 Top Gear 2 544 Black Ice/White Noise CD §59 Ultra Vortex $58
Cyberdilio $s2 BrainDead 13 CD $49 Breakout 2000 $54 Val D'isere Skiing $38
Cyberia $44 GG Sstm/Super Columns $109 Casper $58 GENESIS SPORTS Brett Hull Hockey CD $50 Varuna's Forces CD $54
D $59 Batman Forever $38 Comix Zone $54 Buggy Ball $62 Wayne Gretzky Hockey CD$59
Daedalus Encounter $65 Best of Mega Man 1-5 $34 Cutthroat Island $54 Barkley Basketball 2 $29 Burnout $54 White Men Can't Jump  $44
Deadly Skies $52 Bust-A-Move $32 Dragons Lair 2 CD $52 Bass Masters Classic $52 Cannon Fodder $44 Wild Cup Soccer $54
Death Keep $48 Chicago Syndicate $32 Dungeon Explorer CD  $29 College Football 2 $54 Casino Royale $54 World Class Cricket $54
DefCon 5 $49 EarthWorm Jim $32 EarthWorm Jim CD $52 College Football USA 96 $59 Castle Wolfenstein 3D $29 Zero Five 554
Doom $52 FIFA Intemat’l Soccer 96 $36 EarthWorm Jim 2 $64 Converse Hardcore Hoops $59 Chaos Agenda CD $52 Zone Hunter $56
Doom 2: Hell on Earth $58 Frank Thomas Baseball $38 Fahrenheit CD $52 FIFA Internat’l Soccer 96 $56 Club Drive §29 Zool 2 $22
Dragon Lore $46 Garfield:Caught in the Act $36 Flintstones Mowvie 4 $62 Commander Blood CD $59 Zoop $44
Dragons Lair 2:Time Warp $52 Getaway High Speed 2 $36 Garfieid-=Caught in the Act $58 ey $45 Commando CD $56
Drug Wars $52 Jungle Strike $32 Green Lantern $59 Hardball 85 $49 Creature Shock CD §52 m
Duelin’ Firemen $54 Madden Football 96 $36 Indiana Jones $54 Head-On Soccer $52 Dactyl Joust $52
Eye Spy §$52 Mortal Kombat 3 $3g lzzy's Olympic Quest 52 Madden Football 96 $56 Dactyl's Nightmare $62 B.C. Racers $52
Fast Draw (w/Game Gun) $64 NFL Quarterback Club 96 $39 Judge Dredd $49 NBA Action 95 $54 Deathwatch $56 Brutal Above the Claw $46
Fire & Ice $39 NHL Hockey 96 836 Kingdom CD §52 NBA Live 96 $54 Defender 2000 $56 Chaotix §52
Firewall $39 PGA Ivitational 96 $36 f Thunder CD $39 NFL Quarterback Club 96 $62 Demolition Man CD §52 Corpse Killer CD $39
Foes of Ali 852 Phantom 2040 $32 Impossible $56 NHL Hockey 96 $58 Doom $58 Doom $59
Gender Wars $54 Power Rangers 2 Movie $32 Mutant Chronicies $59 PGA Tour Invitational $56 Double Dragon 5 $54 FIFA Interation’l Soccer 96 $56
Grandest Fleet $56 Primal Rage $39 Myst CD 8§46 Payne Stewart Golf $54 Dragon's Lair CD $52 Golf Mag's 36 Great Holes $62
Isis $45 Return of the Jedi $36 Penn & Teller CD $39 Prime Time NFL Ftball 96 $58 Dragon: Bruce Lee Story $29 Heavy Machinery $54
Killing Time $52 Sonic Drift 2 $36 Phantom 2040 $54 Soccer World CD 544 Dune Racer $54 Judge Dredd $62
Kingdom O Magic $54 Sports Trivia Champnship $29 Pocahontas $59 TNN Outdoor Bass ‘96 $56 Evolution:Dino Dudes $24 Kolibri $58
Lawnmower Man 2 $54 Super Columns s27 Popeye §52 Tecmo Super Bowl 3 $62 Fever Pitch $52 Maximum Camnage 2 $59
Loadstar:Legend T.Bodine §52 Urban Strike $36 Power Rangers 2: Movie $52 Triple Play Baseball $59 Fight for Life CD $59 Metal Head $59
Lost Eden $32 VR Troopers $36 Radical Rex CD $45 WWF Arcade §59 Flashback $39 Mortal Kombat 2 $59
Lost Vikings 2 $46 X-Men 2 $38 Real Monsters $54 Wayne Gretzky Hockey  $54 Flip Out $52 Mother Base $46
Maximum Surge 8§54 Zoop $34 Revolution X $59 World Series Baseball 95 $66 Formula 1 Racing CD $56 Moltocross Championship $49
m m.m PGA Tour 96 $54 Zormo $38 Scooby Doo $52 Frank Thomas Baseball $59 NBA Action 858
PO'ed §52 Skeleton Krew $54 GENESIS STRATEGY Freelancer 2120 CD $52 NBA Jam Tournament Ed $59
Pagoda of Puzzles $54 Spot Goes 1o Hollywood $54 Gunship 2000 $54 Night Trap CD $49
Penn & Teller $52 Star Trek Deep Space 9 $46 Dune 2: Battle For Arrakis $49 Highlander CD $52 Pitfall $62
s Perfect General $56 3D0 Game Secrets Vol 2 $13 The Ooze S44 Jeopardy CD $49 Highlander 2 CD $56 Primal Rage CD $58
ource Phoenix 3 $52 Atari Jaguar Secrets $14 Toy Story $66 Mega Bomberman $44 Highlander 3 CD $56 Prime Time NFL Fiball 96 $66
Planet Strike 852 Chrono Trigger $16 Warlock $29 Zoop $44 Hover Hunter $54 RBI 95 857
1 0524 Police Nauts $52 Chrono Trigger Strategy $8 Waterworld $56 Hover Strike CD $54 Rachet & Bolt $59
Primal Rage $49 Donkey Cong Country 2 $12 Worms $59 VIRTUAL BOY I-War $54 RayMan $56
Prowler $52 Dnky Kng Cntry Unofficial 89 X-Perts $58 Iron Soldier $29 Shadow Squadron $52
Al Psychic Detective 8§52 Doom s8 Virtual Boy System $149 Iron Solider 2 CD $54 Shell Shock $52
chlps & Quarterback Attack $56 Fighting Secrets: Bick Belt $9 m Virtual Boy AC Adaptor  $18 Ironman/Exo Manowar  $56 Siam City CD $39
Return to Zork $47 Final Fantasy 3 s Devil Busters $49 James Pond 3 $54 Soul Star X $52
= Robinson's Requiem 8§52 Lunar 2 $13 Eternal Champions CD $44 Galactic Pinball $38 Kasumi Ninja $29 Spiderman: Web of Fire $58
Blts, |IIC. Rock & Roll Racing $48 Madden Football 84 s12 Fatal Fury Special CD  $44 Jack Bros $44 Legions of the Undead  $52 Spot Goes to Hollywood  $59
Shock Wave 2 852 MK3 Fighters Kompanion $8 Future Zone §58 Mario Clash $38 Magic Carpet CD $56 Star Wars Arcade $49
Po Box 234 Shootout at Old Tucson ~ $52 MK3 Players Guide $1 Justice League:Task Force$54 Nester's Funky Bowling  $40 Max Force $54 T-Mek $62
Star Fighter $52 MK3 Pocket Codes s9 Kartoon Kombat $48 Panic Bomber $40 Mind Ripper $54 Tempo $56
Strahl 8§52 NBA Jam Tournament Ed 59 Lobo 8§56 Red Alarm $38 Missle Command 854 ToughMan Contest $54
Dept 1 0524 Syndicate $54 Phantasy Star 4 $12 Maximum Camage 2 $56 Teleroboxer $38 Mortal Kombat 3 8§59 Virtua Fighters $59
Top Gun M2 $54 Pitfall $12 Mortal Kombat 3 $69 Vertical Boy $40 Myst CD 854 Virtua Hampster $59
Varuna's Force $52 Primal Rage: Unauthorized $8 Primal Rage $59 Vertical Force $40 NBA Jam Tournament Ed $59 Virtua Racing Deluxe §59
Rochester, WaterWorld $52 SNES Secrets/Great Tips  $8 Samurai Showdown CD  $44 Virtual League Baseball $39 Phear 854 Virtual Golf $52
Wing Nuts $44 Super St Fghter Unauthor 9 The Dragon §52 Wario Cruise $46 Pinball Dreams $54 WWF Raw $59
vT 05767 World Cup Special Soccer $52 Virtua Fghters Pckt Codes $6 VR Troopers $52 Waterworid $50 Pinball Fantasies $54 Wirehead CD §52
XS $54 Yoshi Isl./Super Mario W2 $12 WeaponLord 564 Worms $49 Pitfall $54 World Series Baseball $59

© 1995 CHIPS & BITS, INC



‘MADDEN 96’
Redesigned for-
mations and
plays plus all new
3-D rendered
graphics and ani-
mations which
include kneeling
and one handed
catches, left
handed QBs and
swat  passes.
Pat Summerall
and Lesley Visser
join the broad-
castteam. $56

‘URBAN STRIKE' You are the leader of the UN
Special Forces Unit. It is your mission to prevent
a takeover of the US government. High tech air,

land and sea crafts.

A

. ‘ 3
A 3
LWLY \\
[

MMLIARE 3OFT

‘SECRET OF EVERMORE' Get propelled into a
world of fantasy that has been turmed upside
down. 24 megs, Silicon Graphics and environmen-
tal ambient sounds will make you shiver! 564

Neo Geo CD System

3 Count Bout CD

Aero Fighters 2-3 ea CD
Agressor of Dark Kombal

5399
S69
$69

169

Agressor Dark Kombat CD$69

All Star Vollyball CD
Alpha Mission 1-2 ea CD
Art of Fighting 1-2 ea CD
Blua's Journey CD
Burning Fight CD
Bust-A-Move CD
Choshinkan CD
Crossed Swords CD
Cyber Lip CD

Double Dragon CD
Fatal Fury 1-3 ea CD
Fatal Fury 3

Fatal Fury Special CD
Fight Fever CD

Firm Guy CD

Football Frenzy CD
Galaxy Fighter

Galaxy Fighter CD
Ghost Pilots CD
Goh-Kaiser CD
Gururin CD

Kabuki Klash

Kamov's Revenge CD
King of Athletes CD
King of Fighters 84 CD
King of the Monsters

$69
569
$69
569
%69
$69
$69
S68
$69
$69
569
5249
569
$69
$69
869
£219
$69
$69
569
$69
8289
569
$69
%69
S69

King of Monster 1-2 ea CD $69

Last Resort CD
Magician Lord CD
Ninja Combat CD
Palstar CD

Robo Army CD
Samurai Showdown 2 CD
Savage Reign CD
Sengoku CD
Shinryu Senki CD
Soccer Brawl CD
SpinMaster CD
Stakes Winner CD
Streat Hoops CD

$69
569
$69
$69
$60
69
$69
S68
$69
$69
$69
$69
£69

Super Sidekicks 1-3 ea CDS69

Super Spy CD

Super Vollyball CD
Suplex CD

Thrash Raity CD

Top Hunter CD

Top Players Goll CD
World Heroes 1-2 ea CD
Zed Blade CD

ULTRA 64

$69
569
$69
569
569
$69
$69
$69

ULTRA 64 System $269
Alien Vs Predator §56
Cruis'n USA 556
Donkey Kong Fantasy $59
Doom $56
Final Fantasy 7 S50
Gidden Eye $59
Ken Griffey Jr. Baseball $59
Killer Instinct 2 $59
Mega Man $59
Red Baron $56
Robotech 556
Star Wars 862
Street Fighter 5508
Top Gun $56
Top Gun: New Adventure $56
Turok: Dinosaur Hunter $56
Ultra Mario Kar 559

S 1098 CHIPS L BITS 1K

PLAYSTATION HARDWARE

Playstation System $319
Playstation w/Game $349
ASCII Flight Sim Stick 542
PSX Controller $22
PSX Game Gun $38
PSX Memory Card $24
Perdmer Steering Wheel S$79

PLAYSTATION ADVENTURE

Tth Guest 2: 11th Hour $52

Alien Trilogy £52
Batman Foraver $52
Blazing Dragons $52
Casper 852

Castlevania: Bloodletting $44
Chronicles of the Sword $54

CyberWar $54
Cyberia $52
Dark Stalkers 552
Disc World 8§52
Dragons Lair §52
G-Police 554
GEX 8§52
Incredible |diots in Space $52
Judge Dredd $48
King's Quest 7 858
Kingdom O' Magic $54
Lawnmower Man 2 854
Legacy of Kain: Bid Omen $56
Monstrous City $54
Myst §52
Philosoma §52
Project: Over Kill 544
Prowler $52
Psychic Detective $54
Revolution X 852
Sentient 554
Space Ace 552
Space Griffon s52
Spot Goes To Hollywood $54
Storm $52
Velocity $54
Waterworld $52
X MEN:Children of t' Atom $54
PLAYSTATION KICK & PUNCH
Criticom 256
Dimm & Witt 554
Mortal Kombat 3 $59
Parasite $54
Primal Rage $54
Street Fighter Animated  $54
Street Fighter:Alpha $52
Tekken S48
Toh Shin Den §54
PLAYSTATION SIMULATIONS
4x4 Gears & Guts $52
Descent 2 $52
Destruction Derby $52
Jumping Flash $52
Magic Carpet $62
Off World Interceptor 544
RazorWing 554
Road Rash 554
Rock & Roll Racing 2 544
Solar Eclipse 554
Top Gun:Fire at Will §52
Twisted Metal 52
WarHawk:Red Mercury 552
Wing Commander 3 $52
Wipeout 8§52

PLAYSTATION ROLEPLAYING

Dark Seed 2 852
Dark Sun £54
Dungeons & Dragons $52
King's Field 2 856
Mo Mouth & Must Scream $52
Slayer 852
Waearewoll: The Apocalypse $66
Assault Rigs 852
Don Pachi 852
Doom 54
Fade 1o Black 852
Hi-Octane $52
Hive 554
Krazy Ivan $54
Last Bounty Hunter 554
Loaded 552
Novastorm $52
Resident Evil 8§52
Star Blade 546
View Poirt 852
xS 8§54
PLAYSTATION SPORTS
3-D Goll S544
3-Decathion $52
3D Baseball ‘85 $56
Baseaball 852
Basketball §&82
Big Bass World Champion $52
Boxing 96 $52
Double Header $56

Frank Thomas Baseball $52
Front Page Football Pro 96 $58
Front Page Sports BsB 96 $58

Hardball 5 554
MLBFA Baseball 544
Madden NFL 96 554
NBA 96 8§52
MNBA In The Zone S
NFL Game Day $52
NFL Quarierback Club 96 $52
NHL Hockey $52

Power Sports Soccer 8§54
TNN Qutdoor Bass ‘96 854

Track & Field 544
Upper Deck Basketball 554
Upper Deck Football 554
VA Baseball 856
VR Basketball $56
VR Goill $56
VR Pool 556
VR Soccer £58
WWF Arcade 852
World Cup Golf Pro Ed ~ §52
PLAYSTATION STRATEGY
A-Train 549
Buster Brothers 554
Chessmaster $48
Endorfun $52
Extrema Pinball $49
Lemmings Paintball $54
Panzer Gaeneral 52
Penn & Teller $52
Romance of 3 Kingdoms 4§58
Sim City 2000 $49
Syndicate Wars $52
Transport Tycoon 852
Warhammer Fantasy Bttle $52
Zoop 544

Saturn Arcade Racer SE6
Satum Back-Up Cartridge $46
Satumn Control Pad s$a2
Satum Messon Stck S66
Satumn Stunner Gun 544

Satum System $309
Satum System wGame 5349

Satum Virtua Stick 554
SATURN ADVENTURE
Tth Guest 2= 11th Hour $52
Alien Trilogy §52
Alona in the Dark §52
Batman Forever 852
Blazing Dragons 552
BrainDead 13 $52
Casper 352
Clockwork Knight 2 §$54
Congga 852
Cybena $52
Dark Stalkers S54
Dragon’s Lair $52
Earthworm Jim 2 S48
Fox Hurnt 8§52
GEX 52
Gender Wars 554
Horde S44
Hyper 3-D Pinbal 852
Kingdom O Magic 354
Lawnmower Man 2 354
Layersacton 54
Maximum Surge 852
Mr. Bones $52
Myst 8§52
Mystery Mans:on £54
Project: Owver Kill S44
Rayhlan $52
Retumn to Zork 546
Revolution X $52
Riglord Saga 562
Skaleton Warriors S48
Space Ace §52

Spot Goes To Hollywood $54
X MEN:Children of i’ Atom $54

SATURN KICK & PUNCH

ADAD Fighters $46
Criticom 554
Mortal Kombat 2 548
Night Warriors $52
Panzer Dragoon $52
Prmal Rage $52
Rise of the Robots 2 554
Shinobi Legions $48
Street Fighter: The Movie $52
Street Fighter:Alpha 852
Supreme Warrior 852
Toh Shin Den $56
Van Battle $52
Virtua Fighters 2 $56

SATURN SIMULATIONS

Agile Warrior: F-111X $54

Battletech $52
Blackfire 8§52
Descent 2 552
High Velocity $52
Magic Carpet 852
Rally $52
Road Rash 554
Virtua Racing $52
Wing Arms 554

SATURN ROLEPLAYING

Dark Sun 5§54
Dungeons & Dragons $52
Iron Storm 554

Magic Knight Rayerth 554
Mysteria: Realms of Lore $62
Werewolf: The Apocalypse $66

SATURN SHOOTERS

Deadalus $54
Last Bounty Hunter §54
Solar Eclipse 852
Virtua Cop w/Stunnar Gun $89
Xs £54
3-D Soccer S
3D Baseball 95 $56
30 Basketball £54
Center Ring Boxing 8§52

FIFA imternational Soccer $52
Frank Thomas Baseball $52
Hardball 5 554
MLBPA Basaball 44
NBA Jam Toumament Ed $47
NFL Full Contact Football $44
NFL Quarterback Club 96 $52
Prime Time NFL Fiball 96 $59

Prize Fighter $48
Quarterback Attack 852
Upper Deck Basketball $54
VR Baseball 856
VA Golf $56
VAR Soccer 856
Virtual Pool 46
WWF Arcade §52

World Sernes Baseball £59
SATURN STRATEGY

PTO 2 $58
Romance of 3 Kingdoms 4 $58
Shanghai: Triple Threat  $29
Sim City 2000 £54
Theme Park £52

SNES HARDWARE

Lethal Enforcers Guns ea $18
Perdmer Steering Wheel 579
Super Nintendo Systemn 5134
Supr Nin System Core 599

Arty Lightfoot $49
Boogerman 558
Casper 856
Chrono Trigger §72
Cutthroat Island 862
Donkey Kong Country 2 564
EarthWorm Jim 2 564
Godzilla:Destroy Monsters $58
Green Lantern $56
Marvel Super Heroes 554
Mega Man X 3 $56
Mission Impossible 356
Ogre Battie $58
Oscar 849
Pocahontas 565
Popeye 552
Power Piggs 549
Radical Rex 554
Real Monsters 556

‘ULTRA VOR-
TEX' Mankind
must prove that it
is worthy of the
powers of the
Ultra Vortek, the
eternal energy
source for all life
of Earth. Failure
to meet this
challenge will
result in the
Earth's destruc-
tion. The fate of
mankind is in your
hands! JAG $58

Ravolution X
Seventh Saga 2
Sink or Swim

Spawn

Spot Goes to Hollywood
Sylvester & Tweety
Warlock

Final Fight 3
Killer Instinct
Lobo

Mortal Kombat 3
Primal Rage
Tsushima
WeaponLord
Wid C.ATS

SNES ADVENTURE

$64
$62
$49
$66
558
$59
$29

§52
89
$56
S59
$64
258
564
£59

SNES ROLEPLAYING

Brandish 2

Breath of Fire 2
Dragon Warrior 5
First Quaen
Gargoyles

Golden Empire
Secret of Evermore
Syndicate

564
559
$72
$56
565
$62
564
244

Tecmo Secret of the Stars $56

Apocalypse $62
Doom 858
Future Zone 558
Galactic Defenders S56
Mechwarrior 3050 $58
Realm 249
Super Turrican 2 $44
Comanche £62
Dirt Trax FX 59
Kawasaki $58
Super Bike Challenge S84
Urban Strike 859

SNES SPORTS

FIFA Imermat’| Soccer 96
Frank Thomas Baseball
Int'l Superstar Soccer 2
Jimmy Houston's Bass
Madden Football 96
NBA Give & Go

NBA Live 96

NFL Quarterback Club 96
NFL Team Heroes

NHL Hockey 96

PGA Ivitational 96

THNN Qutdoor Bass "96
Tecmo Super Bowl 3
WWF Arcade

Wayne Gretzky Hockey

SNES STRATEGY

Chnlization
PTO 2
Prehistorik Man

The Brainies
Whizz

$56
S66
546
$52
556
846
$56
$64
£56
S58
859
$62
562
66
$59

$62
$62
552
Romance of 3 Kingdoms 4 564

$44
849

-
—
1
&3
§20
—
—
&
&

PO Box 234
Dept 10524
Rochester.

VT 05767

OVERNIGHT SHIPPING
in US $4 per order
Mail to Canada, PR
Hi, AK, APD, FPD S4
per order. Worldwide
alrmail S6 per item
Handling $2 per ship
ment. Hardware orders
may require additional
shipping charges. Call
for details

Visa, MC and Discover
accepted Checks
held 4 weeks. Money
orders same as cash
COD S8. Defectives
replaced with same
product. Most items
shipped same day
Shipping times may
vary. Price/availabili
ty may change. All
sales final
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Why look,

e Atari  Karls!
PUBLISHER - ATARI No, you aren’t
FORMAT reading  the
(MNECHL e wrong.
# OF PLAYERS - 1-2 Atari Karls is
actually  the
ONFICHIY - EASY name of this
AVAILABLE - DECEMBER ~ new  Jaguar-
?_“. "..
00}
7. =N
THE STALKER little  liposuc-
A tion for the
LITTLE sake of origi-
i nality.
Alari Karts

has four racing circuits and four diffi-
culty levels to choose from. |
had hoped that

ch would feature
ifferent tracks, but
most are simply
rehashes without so
much as a scenery
change. Atari Karts'
lack of depth and
easy  completion

i h i
:SLL';T.’\? ¥
While AK ostly straight out bar-
dodging, there are power-ups on

each track that you can collect for
greater performance, and little glow-

g"en.

 orignal. Jour sesaries

the track for no particular
huge bodies of water.
that, it seems

1
b in Hrst lacs
il traveling

88 ‘

*

~ actually very little pop-up on the few

icons that propel you over

al assortment: rocks on  gan
the course, pudllll.lllllm.:'f Loo

" colors make decent use of that
‘famous 64-bit hardware, and there's

sprites visible ahead of you. One
very nice feature that Afari Karis
doesn’t seem to use enough is the
multi-layered, parallax-laden back-
grounds on certain stages. Some
stages are much more impressive
than others, but all

of them are solid
and up to the stan-
dards of the Jaguar.
Atari Karts has to
be considered a
musical dud. The
days of three-
channel PCM are
far behind us, yet

thrown in at various
Considering the

Jaguar, I'd have this game is
less than we Ma for. urts me
that the “64-bit" Jagu biggest

look no better than 16-bit.

PS’s Ridge or Wipeout...
alf the cost of a 32-bit sys-
In have a game with about
lity. Do the math.




Battle Morph repre- =
sents one of two things: the R _
beginning of good things to comeor “5

the Jaguar CD’s swan song. My R -
money’s on the former. | know for
a fact Atari has some 32 games

currently in development. There

are those who would dismiss the

:' Jag but | for one view mine as
an addition to my other systems

‘3 ‘! n . o | - and therefore remain opti-
? mistic. As you know, if

l“' I ' ‘ ' ‘ nels and smooth techno, a hot CG
intro and cinemas and a voice you'd

you own a Jag, Cyber
Morph was a fantas-
tic game. I'm here totell

you Battle Morph is five llm; '

swear belongs to Sean Connery are just

some of the enhancements. I'd dive — e |
deeper into Batt/le Morph but I'm gonna save ; h\ N : s £
that for next month. There's no way I'm eSS \ ' mm m

gonna blow the chance to go in depth on B 3 TR
one of the Jag's brightest lights. Tune 18 I’Ilﬂlﬂlﬂl
in next month. PS: Let’s not for- | mm““ o
| | g

get about Defender
2000, either.

# OF PLAYERS - 1 _
DIFFICULTY - INTERMEDIATE




The 32X is finally beginning to pay off. Following the recent
release of Kolibri (a great game) and VF2 (another greal
game), four more excellent games are ‘headed your way.
Scavenger's X-Men, Acclaim’s Spat Goes To Hollywood (by
Westwood), Sega’s Blackthorne (by Interptay), and the game
before you: Spiderman: Web of Fire by none other than Blue
Sky (the company responsible for the amazing Vectorman),
are all closing fast.

‘*A'A.l"' VR
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Spiderman: Web of Fire is basically a (very good) side
scrolling Genesis game on 'roids. Visually, SWoF isn’t big
on effects but does feature quite a few rendered elemenis,
loads of parallax, and lots of color. That's only part of where
the memory went. The rest lies in the animation, which is
excellent, the digitized explosions, and the game’s length,
which are all impressive aspects of SWoF, especially when
compared to the average Genesis game. I've accepted the




e r : # -
$ ‘ \*_:: ~ i' /tf\: ‘
AN

i
TSRl ] rrwrrs o Tme—

HEE _ s & & o
FEmLTH

fact that the 32X nesis booster,
and not a viable comparisen to the other
.32-bit machines on the market. The

300,000+ l
.

“of themselves
have been calm from day
| stray and get my own

anics as our
y of neato
0 both dodge or kill the enemy.
y can climb walls and ceilings, flip
- about acrobatically, has several differ-
- ,- went punches and kicks, and can swing or
. *shoot with his web. Web power runs out
-+ and must be accumulated throughout
- each level. Run out and you're ground-
ed, and in this game, you don’t want to
be grounded.

The version | previewed was about 80%
~ complete with the difficulty set on
~ impossible. I'm told after final tweak-
age the game will be tuned to do-able
yet challenging. If this is the case
look for this to be
e ot W | the best game fea-
SPIEY VICTostost 2 g turing Spiderman

a4 yel. Review to fol-
low. -E. Storm
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)’APAN SOFT feature), where you have to beat all

36 Puyo Puyo characters. Whi

games are a decent pastime and y

learn the craft, playing against anal

fan is an experience not to be m

| PP2’s graphics and sounds are
truly sive, but I'm actually glad the g

& can’'t esti-  instead of being doctored up forthe
4 mate how The only changes made were actuall
5' g‘ l f ‘ 4 many hours I've a bigger bonus (more stones on your opponent) for
V spent over the years clearing your screen of all beans, the ghance to

“'3' % ; perfecting my game of Puyo  eliminate penalty stones before they drop and a curi-
2 %‘ Puyo on the SFC and PC Engine.  ous new remix of the traditional Puyo Puyo sound-
s """ | generally detest puzzle games, track.
= EXCEPT for Puyo Puyo. Puyo Puyo 2 is simply one of those games that

The basic design is almost the same as itis makes you have to swallow your pride and enjoy.
in the other Puyo games. Links of two “puyo’s” It's possibly the most addicting game of all time, and
will fall from the sky, and you have to guide them so s certainly worth a look for all of you import Saturn
like colors can connect in a chain of four or more in buyers. -The Stalker
any direction. Chains of four or more are

eliminated from the screen, causing the /'-\
“beans” on top of it to come crashing 3
imes (either by luck or by / \

wy
]

jﬂh.‘@ —

and the ¥ -
another four, and So on.

Those chain re: z what make Puyo
Puyo the sira m.

Puyo Puyo 2 comes with three dilficulty settings to
[EVETEIN] tlvu: shyu (f ce) mode, a
beginners’ g ga#mornn' mputer oppo-

_nents; normal mode, where ¢ BW enemy is
arter and the pve faster; and Tsu’
e lete with save game
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- There really isn't anything not to like about Hang On  side, but after a while | hecame accustomed to it... no
k= Wi=* @GP '95. The racing is fast paced and challenging. the  worries. There are also 5 different bikes to choose
. ¥ ' 3-D graphics are amazing, there are plenty of bikes from (all with different strengths and weakness), 3
and tracks to choose from, and the sound totally courses (each with an extended version, so in reality,
kicks. s there are 6 courses in all), and 3 difficulty lev-
More than anything else, the graphics in this & els. These added options and choices give
game rock. The 3-D texture mapped visuals ' Hang On GP 95 long-term challenge
are very convinecing with undulating track ele- “and appeal. 2
vations, complex roadside scenery, zero poly- Hang On GP '95 has a realistic e
gon pop-up, cool multi-angled replays, lots of sound and feel. The game itselfis 1.
on-screen bikes (with no slowdown), tunnels, closer in concept to the actual Grand /-' -
bridges, | could go on and on... Oh, and the Prix motorcycle circuit than the classic ~ =

. game is smooth, smooth, smooth. The frame arcade game that hears its name.
rate is high enough (about 30 ips) to provide seam- Without a doubt, Hang On GP '95 is my
~ less, glitch-free racing enjoyment at all times. favorite GP motorcycle racing game of all

At ﬁrst the nuntrul seemad (1] ha a bll on lha twilchv time. It's that unud -K. l.aa
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can get quite hard, especially later in the game.
e wsuals are an odd mix of godly polygonal mnes and decidedly 16-bit towns and dungeons. Camelot (Sega fans will know
Camelot as Sonic Software Planning) obviously
") but when compared to the 2-D scenes it’s like | al two different games. It's not that the overhead art is bad, but it presents no
«=n advantages over most recent 16-bit RPG's. | can safely say that these are the best command-b
rapid camera angle changes, light-sourcing, spelis from heaven and beautiful non-polygo
ield map is also extremely cool - I'm sure everyone will be copying this one. The music is typical Sonic Team confusion,

nical quality of the PCM is incredible.

Tlmunh BTB is not of the hlthml IEGH
- oy-crammed world of 16-bit R
in-ptrlplngly ous tlrltaqy guide on the following pages 1o work

"*.%MLI”}I\ S GLIDE TO

's it wouldn't cut it. Hopefully someone will release this in America, but until then
r way through SCE's ﬂemmm -N
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nt the most hgrngramminu and art time on the battles and field scenes. Fair enough,

battles I've ever seen, however, with
characters. The Clockwork Kni m-styla
ut the tech-

ality, | have to recommend it simply because it's the first true 32-bit RPG. It's far from bad, but in
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the arcade game Iml
as well.
hooter, In the Hunfs game-

_ Ydli can only shoot ~
drop depth charges
gr power-ups change h—-
Your torpedoes little, and
anges even less. The most interesting of Hunf's
he fact that you move the screen forward by yourself -
Pmatically. Not very exciting, | know, but different
Hunt looks and feels like a Neo*Geo game (the ultra-
is remarkably similar to Last Resort) with no slow-
lhlgc tairly nond@script 80's-ish shooter tunes, although
et a choice from the ultra Genesis-sou ding original arcade sound-
and a2 much better arrangetl score.
Ihlghly recommend /n the Hdnf to every PlayStation owner - even if -
you've never played good ol Iém’s truly groundbreaking arcade game, /n L4
' the Hunt is extremely fun, if short, and a most welcome break from the
. general 3-D pap on the PS. Lét's hope Xing has secured other lrem
aruade treats... | pray that Undercover Cops is on its way! -Nick Rox
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You're driving off on your honeymoon and a
band of ruthless thugs forces you over a cliff,
killing your bride. What's a guy to do?
Power up your car and obliterate every last

A one of those @#*%! At least that’s the reac-

MISS DEMEANOR
A GREAT DOUBLE CD
FOR FMV FANATICS.

tion of Data East’s Road Blaster. Your car is
your only weapon. Use it to ram your ene-
mies into and over a multitude of obstacles.

The music has a good pounding beat, a
necessity for any driving game (even the
FMV variety). Though there’s nothing spec-
tacular about RB’s graphics. What's there,
runs cleanly on the Saturn. Another slight
drawback is the action - it's feast or famine.
You are either watching the computer
maneuver you, or your thumbs are flying in
order to keep up. Control-wise, | felt like |
had to overreact after the obstacles had
passed in order to be successful, but you get
used to it rather quickly.

Non-Japanese speakers fear not; the small
amount of text is in English. So just turn on
the ignition and start smashing your way to
vengeance.

In Thunder Storm your mission is simple:
Use your high tech jet helicopter to destroy all
terrorist strongholds across the globe. But
beware, every compound is viciously guarded
on land, sea, and air.

Though it looks a little pixelly in certain lev-
els, TS has some good visual effects. My
favorite was zooming around the statues on
Easter Island. Reaction time is a tad slow.
You can have a direct hit on something and it
won't register for several seconds, leaving you
to debate whether to keep shooting at the tar-
get or get ready for the next one.

The voice is clear and in ENGLISH - too b
the directions you are given are somelimeé}
reversed. Rely on your eyes, not your ears
The sound effects are perfect, though I'm only
guessing that’s what it sounds like when your
helicopter is ripped open like a toddler’s pre-
sent on Christmas morning.

Thunder Storm and Road Blaster packaged
together is an action packed combo that no
FMV fan should resist. Both titles will keep
you hlasting and crashing for hours on end.
-Miss Demeanor
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Newcomer Santos Mﬂg the finishing touches on their 2- | YES! Can it be?? A SHOOTEF :nosoft, makers of the Thﬂr

‘Jaleco is currently developing
‘the PS. SD, the first game todruly .. onal back-
! rounds and rendered fighte 1erg \ aracters, guard boy.” you may | | ng, “How original!” Nut m worry, in this game
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f shooters populated by posing 'I
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I've been waiting for a Spawn  (MeeEEECREEREERCEREERINENERENRRERRIE  (ORORRREGany !
game to surface for a long time = _.éé 6.9:7:1 ) BERY "‘h'- . 1.;_%&-;- A
and I'm glad tha it's finally mate- = : 5 s @i
rialized on wwrjss. $ S} g £ o s Fad
Programme kiyotei (the = %” - . e O o AN ety
same group responsible for Sony H R g s = s &2-;-;" P ! =
Imagesoft's Hook and Sky Blazer = ' = & = I Sy | 4 =
and who also did some work for = B B o 2l S e, e o3 =
Capcom of Japan), it's great to 8 g 2 s gy Y VR
see that Todd McFarlane’s comic = s = A =
book hero is represented by a = : = = - AT - - =
good development team. For tlil-lul-iduuutui-iuuuiluul T

this, | am thankful.
Unfortunately, Spawn (the game)
turned out to be the tried (and
somewhat tired) Final Fight-type
action/fighting game, with a touch
of platforming added. | feel that
the Castlevania-style action or
action/RPG genre would’ve been
a more fitting game style for a
dark (no pun intended) character
like Spawn. Now that I've gotten
that off my chest, we will now
return to our regularly scheduled
program...

As it stands, Spawn turns out to
be a decent (albeit excessively
difficult) game, with many
plusses to its credit. Let's take
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K. LEE graphics for starters. The Spawn § A ALLLLTLLLLT LA LCLCCCCCLTE LT
SPAWN... A GOOD GAME  cgmics are known for their visual IR — ety
PLAGUED BY INSANE style and the SNES game is no

DIFFICULTY. different. Each level is brimg
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hics as clean and
and boss design are
| lion . The character
i quite a bit.
ne however, was the
r the composition.
| Panzer Dragoon.
e bottom line.
" For one, there are
uts, tele-
rin the game.
delivering cheap
pro I have with
re wasn't a slight
2 enemies weren't so

enge, likes this
s arrived. For me, |
elieve the TRUE Spawn
W ltﬂhlled breath...
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On one fine afternoon, we find Garfield
sitting back in his easy r.halr relaxing
and watching some TV, when all of a sud-
den, Odie lets out a huge unexpected
bark. Naturally, this scares the fat cat
and, in classic Garfield style, the feline
goes flying up out of the chair. He then
comes crashing down on the TV, breaking it
into a million pieces. In an effort to rectify this
situation, Garfield tries to do some patchwork
on the TV and in doing so, he somehow gets
captured by some weird, alien creatures and
ends up trapped inside the TV. Garfield now -
has to traverse each level/TV show and find the
remote control in order to make his way home.

Now, | know this story may sound a bit fruity at
first and the theme may appeal more to children rather than
serious gamers, but Garfield: Caught in the Act is one of the
best action/platform games I've seen on the Genesis in
months. Why?

#1: Uniqueness. Before you can even get to a level, you
must first find where it is in the TV set. In each of these pre-
levels, Garfield must jump, climb and grapple around broken
TV tubes and electrical wires in order to find the entrance to
a level. Not only is this a novel and unique idea, it’s also
challenging, because you can lose a life in this area plus
each area gets progressively harder. Thankfully, you start out
with maximum energy each time, but nothing is automatic,
you must earn your way to each level... Very cool.

#2: Diversity. Since the game takes place in a TV set, each
level has a individual episodic look. After all, almost every-
thing you can think of has appeared on TV at some time or
another. Between the unique pre-levels and the distinctive
main levels, Sega could’ve left it at that and | would've been
happy, but they went the extra mile. Not only are there
power-ups and hidden stuff scattered throughout each level,
but the action is broken up by two bonus levels. The first one
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heing a “Chuck E. Cheas : [i ,

N s oth
’ "« flyin -
able Rangar X-style line scrolls.
#3: Challenge. The difficulty in Ihls game
ranges from moderate to pretty dar

. DEVELOPER - SEGA INT.
—_—

| -' | | “ Al

© and it takes a while to ﬂguru )
bosses’ patterns. One thing’s
gamers will find plenty of chal _

trated by the difficulty... Uh .
#4: Graphics and Animation. | fou _
animation in Garfield to be smooth ant
which is to be expected in a game based on an
character. What | did not expect was the sheer
graphics. Not only does everything have a neat,
look to it, this game also has some amazing m \

scrolls and warping backgrounds.

The play control in Garfield is solid, albeit basic and a little
floaty and the sound effects and music are good, but not
great. These aren’t really gripes | have about the game, just
observations. It's just that the other features in Garfield
stand out so much, its hard not to have high expectations for
the sound and control.

In the face of the brewing 32/64-bit console war, developers
creating games for the 16-bit systems have been challenged
to increase the quallty of the software, or face extinction.
Sega Interactive’s latest game, Garfield: Caught in the Act,
successfully steps up to that impending challenge. It blends
a great look and a cool
character with a unique

K. LEE

FOR ONCE, THE
GAME SURPASSES
THE CARTOON.
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game layout and plenty of é
challenge for the seasoned
gamer. | like it. -K.LEE
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JACE FURY
BIG TIME DISNEY
QUALITY.

So you grammers
say you .~ were about the
can't get " visuals in
enough of . Gargoyles, consid-

Gargoyles? A klller cartoon and toy line is just not
enough, huh? No problem. Our friends at Disney
Interactive have delivered. It's time now to welcome
Goliath and his pals to your Sega Genesis.

The year is 994 A.D. and a ruthless Viking king and
his army of madmen have created the ultimate instru-
ment of destruction. Known as the Eye of Odin, this
ancient artifact gives its possessor unimaginable
power. Set on destroying all that stands in their way,
the Vikings and their power-hungry leader set off to
destroy Castle Wyvern, home to the mighty Gargoyles.

Throughout the game you play as
Goliath, fearless leader of the gar-
goyles. Luckily Goliath comes
equipped with a variety of attacks includ-
ing claw swipes, a shoulder roll, hawk dwe
and the all powerful crouch-kick. In all there’s a
total of 6 levels with 18 stages of breakthrough
battle moves and aerial combat.

Although the game is set in ancient Scotland, you
soon find yourself playing atop a huge skyscraper in
downtown Manhattan. Boy, how time flies when
you're having fun. Other stages include: the gargoyle
rookery, where living gargoyle egg cases are nurtured
by the volcanic energy of the Earth; and the forge,
where Goliath must fight his way through an iron maze
of danger and destruction.

At a glance it’s quite clear just how serious the pro-

ering the game looks every bit as cool as the cartoon.
All characters are drawn brilliantly up to the most
minute details. Colors remain for the most part dark,
and along with the music, which | can only describe as
being heavy, gives Gargoyles that certain artistic some-
thing that you'd expect to find in a 32-bit title. The ani-
mation is a sight to behold. Disney will no doubt be a
force in gaming for years to come. They obviously take
their gaming very seriously. Gargoyles is easily 16-bit
cartoon game of the year for the Genesis.
-Jace Fury
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NTIRE GAMEFAN EDITORIAL STAH
-DAVE HALVERSON (E. STORM)
-ANDREW (OCKBURN (THE ENQUIRER)
-NICK DES BARRES (NICK ROX)
-KELLY RICKARDS (K. L£€)

-CASEY L0F (TAKUHI)
~AND DAN GRANETT (THE STALKER)

OUTSIDE EDITORS (TAKAHARA, MR. GOO, SGI. GAMER)
YOTE ON OYERALL CATEGORIES ONLY.

SPORTS AWARDS WILL BE CHOSEN NEXT MONTH BY MATT

TAYLOR, KELLY RICKARDS, AND DAYE HALVERSON.

N/ A MEANS EITHER NONE OR ONLY ONE EXISTED, OR, NONE

WARRANTED AN AWARD. IN THE EVENT OF A TIE IN THE

OVERALL CATEGORIES BOTH COMPANIES RECEIVE THE COVETED
MONITAUR TROPHY CRAFTED BY TERRY WOLFINGER.

genesis-vectorman
snes-Yoshi's island
playstation-rayman
saturn-astal
3do-gex
32x-chaotix

genesis-wrestlemania genesis-toy sto
snes-killer instinct snes-judge dredd
playstation-tekken

saturn (tie)-vi2/sega rally

3do-primal rage \\
32x-wrestlemania
L)

genesis N/a genesis

snes n/a snes-dirt trax fx
playstation- philosoma saturn-sega ra
saturn-panzer dragoon playstation-ridge acer
3do-bladeforce (motor toon woul

32x-kolibri won - if available)

genesis-earthworm jim 2
snes-mega man 7
playstation-loaded
saturn-skeleton warriors
3do-po’ed




»

playstation-warhawk
saturn-thunderstrike 2

-
genesis-zoop .
snes-kirby’s avalanche
playstation-zoop /
saturn-zoop
3D0-zoop

sega (16-bit)-lunar 2
snes-earthbound

genesis-n/a
snes-n/a y
playstation-wipeout
saturn-off world
interceptor

-

souls
playstation-discworld
3do-d’s

genesis-beyond oasis
snes-secret of evermore

genesis-earthworm jim 2
snes-diddy’s kong quest
saturn-skeleton warriors/day-
tona/panzer dragoon [3 way
tie (5 min. fight between
editors woke us all up)]
playstation-ridge racer

best gg-ristar

best gameboy-donkey
kong country

best virtual boy-red alarm

genesis-vectorman
snes-baby mario
playstation-robbit
saturn-astal
3do-gex

- genesis-gargoyles

snes-looney tunes b-ball



; yoshi's island
(with strong resistance - the enquirer & e. storm
voted for diddy's kong quest)

i

r-skeleton warriors
! vi2 (saturn)
killer instinct (snes) 2
panzer dragoon-pulstar '

skeleton warriors
earthbound
beyond oasis
sega rally championship

-Yoshi’s Island-

Yoshi's Island

e~

Yoshi’'s Island

I

Jumping Flash

- wipeout
tl zoop (playstation)
warhawk
ogre battle
red alarm \ ‘ -
warhawk

skeleton warriors by tom
tallarico (big one hour cd-fest broke out. this was
the toughest category. play it on the radio and peo- g
ple would pull over. testosterone level is 100+)
honorable mentions-panzer dragoon, astal, daytona
(blue, blue skies), dracula X, dkc2, loaded.

o year-astal 311 GAM _ il m
» mping Flash
el —
R ping rias
: _ ; HEAD MANEUVERS gyp )
sega of band NERAL FUMBELINA
(games eligible only if no US Japan: ray gargy and shining ' 2
release date is planned) 2. the music jn chasey
un-game fike b

o - psq
hermie hopperhead-playstation 4. lunar 3 pee: (e

darriusr g'aiden—salurn

motor toon gp-playstation

tenchi sozo-super famicom
mjstii: -érdiéupel famicom

tactics ogre-super famicom o8

" 0TS
BRISNT jaunch of all ti

1. the ultimate
2. the ulna-ldu
1 waver
3. ;:::act arcade ports
4. acclaim hel

developers
5. playmates sh

puﬁo puyo tsu-saturn

assault rigs
u.s.), rayman

me h' IIIII' -
is etched in ston

a reality

sc

s homeless game
P 4o with their power
t a first ye

divide in record time

ir rpg’s for u.S-
th of th:‘ i l:.’ producing S

wk (single trac us.)




JADDEN NFL 95

ALSO IN THIS ISSUE:
NHL FACE OFF (PS)

MADDEN NFL ’96 (PS)

WORLD SERIES (32X)

PLUS: CAL'S CORNER



- elcome back to GameFan Sports
ity Wand my new monthly column, Cal’s
Corner! This is my personal vent-
—, ing ground where | get to dump 500 words
A_, from my brain into newsstands all across
-~  America... Scary, huh?
““—  This month, | want to discuss in-depth an
O issue that many of my colleagues have
- scorned, but | feel is very important to
\_\ sports games: the proper usage of six-but-
ton controllers. When modern (16-bit)
sports games first started, it was 1990, the
kh Super NES wasn't out in the U.S., and EA
~ "' decided to make the huge jump from PC
— into Genesis cartridges. The first and
m most important games (John Madden

. Football and NHL Hockey) were originally

K.\ conceived and designed for the Genesis

three-button controller.

Since then, six-button controllers have been
released for the Genesis, and the SNES was obvi-
ously six-button from the outset. Over the years,
EA slowly upgraded its games with more moves
and techniques which required more buttons.
However, instead of including an option for
Genesis six-button users, EA continued to jam all
the new features/moves onto three buttons (and
Start), with crazy movements such as double-taps
required to do certain moves (which of course
meant moves could be easily confused).

What was EA (and other companies like them)
thinking? Why not support a six-button controller
OPTION for those who don’t want to have to dou-
ble-tap the button or hit the awkwardly-placed
Start button to do a move? | have two pieces of
advice for companies still in the 16-bit sports mar-
ket: A) more is better (I'd rather have three hock-
ey checks than just one), and B) support the
Genesis six-button controller, because you'll never
be able to fit three checks plus changing players
and goalie control in three buttons.

The point is, the more moves and techniques you
have, the more realistic the game, and these tech-
niques should be optimized to a system’s con-
troller whenever possible. Now we are in a 32-bit
sports world, and what a difference it makes when
a company develops with an EIGHT button con-
troller specifically in mind, instead of massaging a
three-button game to be better, but still in only a
three-button format.

Take for instance the new greatest hockey game
of all time, NHL Face Off by Sony. One little
design change makes all the difference in the
world, and here’s a perfect example: Unlike in
past hockey games, body checking and shooting
are now activated by DIFFERENT buttons. Why
does this matter? Think back. In 16-bit NHL, how
many times did you quickly tap the check button to
do a rapid series of checks, only to take posses-
sion of the puck and then accidentally shoot it? All
the time? Me too, | hated it!

While NHL Face Off is not perfect, it truly pushes
the PS controller and uses ALL eight buttons. Is
there such thing as too much? If the design is nat-
ural, never. Think about real sports. How many
ditferent ways do football players avoid tacklers?
Let’s see: spin, straight-arm, dive, speed burst,
sharp cut... How many pitches can a pitcher
throw? Fastball, slider, curveball, change-up,
forkball... The day | can make as many moves,
jukes, dives, dekes, and tackles as a real sporis
player, and they are all executed naturally with the
controller, is the day | will have found the perfect
sports game. See you next month! -Cal Cavalier

108

-

NHL Face Off is so good that |
almost feel proud fo be toothless.
Motion captured players that
move like the wind, 100% realis-
tic situations, perfect balance (for
a change) and an array of camera
angles make for the best hockey
game since.. well, ever! The
sights and sounds of the real
thing are finally within our grasp!

So600 98

NHL FACE OFF
PLAYSTATION
SONY

Never have | experienced such
hockey power. What truly sets
this game apart is the four view-
points, effectively creating four
differenl games in one. Add this
to the fast, smooth camera
angle changes, motion captured
sprites, and ice reflections and
Face Off stands as the greatest
32-bit graphic power since...

NFL Gameday.
G/ICIPMO @A
0600

Konami puts the emphasis on
sports, before they smash the
action competition. Just Like the
good ol' NES days! Konami has
proven they are still a force in
sporls gaming with /n The Zone,
the first sports game where poly-
gon characters actually work
properly. Great control, slammin’
action, and good tunes lo bool
I'm lovin' this one!

0080090

Okay, so | never conceived tex-
ture-mapped polygons with a
wacky distortion crowd and hip-
hop music could ever have
translated into a decenl basket-
ball game, much less the best
hoops ever.. Boy, do | lack
imagination. Konmami pulls
together a near-flawless game
with bitchin’ animation, replays,
moves, and spectacular dunks.

$e50093

You know, | have this game on the

Genesis, and being thal the 32X is
a $100.00+ add-on how can | justi-
fy buying almost the same game?
It does say 32X does it not? Se,
i's still “an amazing baseball
game"... if you don’l already own
it. Cal must be smokin" astro turl.
Buy it only if you don't already own
it. And if you're in to BB games,
chances are you already do.

I

WORLD SERIES BASEBALL
32X

SEGA SPORTS
32 MEG CART.

WSB for 32X is based on the
Genesis version, and I'd have to
call this one a very minor
upgrade. Still an amazing base-
ball game, but compared to the
multiple camera angles, color
commentary, and 24-hit true
color brilliance of the Saturn
version, this is just a broken-bat
single.

08600090

| disagree with the anal retentive
bonehead on the righl. So
Fenway’s lost the Green Monster.
What are ya' stupid? Il's a video
game you bonehead. Big Hurt
looks and plays better than
almost anything eise out there
and features cool motion cap
graphics. The pitching is just fine
too. Wake up and smell my
Louisville slugger, nerd boy.

%0

BIG HURT BASEBALL
SNES

ACCLAIM
24 MEG CART.

Hmm... who's Acclaim trying 1o
fool? | like this game’s features, but
many of them are four balls short of
a walk. There's a VERY complex
pitching system, but it is cumber-
some, takes too long, and could
have been streamlined. You can
choose from “all” the team's stadi-
ums, but they are FAKE stadiums!
(Fenway's lost the Green Monster
somehow.) Greal motion captured
graphics, sorta busted game.

2650601

Again, Cal is a bit off the mark.
Bringing back the Blades of Steel
perspective is the only way to jus-
tily another 16-bit hockey game
and they've done it guite well. As
afan | appreciate the diversity. It's
a good reason to buy another game
before 16-bil goes away. While
it's not a perfect game Gretzky Is
very good. If you want to fake out
the goalie, master the pass.

GRETZKY HOCKEY
SNES

TWI
16 MEG CART.

I was NOT a fan of the Genesis ver-
sion, and my opinion remains
basically unchanged about the
SNES game. Don't get me wrong, |
love the concept of reviving the
Blades of Steel perspective, bul
the game play just ain't right.
Faking oul the goalie seems
almost impossible in this game,
and scoring in general seems like
an act of randomness, not skill.

$560 009
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SEGA SATURN IS THE ULTIMATE SPORTS MACHINE FOR YOUR ONE-TRACK MIND.

SATURN TITLES YOU CAN'T PLAY ANYWHERE
ELSE! THE SPORTS EXPERIENCE IS SO REAL,
YOU'LL THINK YOU'VE DIED AND GONE TO
SATURN! SO GET YOUR NOSE OUT OF THIS

MAGAZINE AND GET YOUR HEAD IN THE GAME!

FORGET THE SATELLITE DISH. TO GET THE GAMES
YOU REALLY WANT, YOU JUST NEED SEGA
SATURN. 17 ADRENALINE-JACKING GAMES
IN SEVEN DIFFERENT SPORTS, INCLUDING
SIX INTENSELY AUTHENTIC, EXCLUSIVE SEGA

f 1 i k.
.—...... — \
— — “"'-_"") —— = - N‘J - \- - "t

A LITTLE TOO REAL

B A 8 regEEead B pdersach IGA Sags Sat g sty prd mll garee ey 50w B edesa i
% . e TpFua &R U ~ T Jigh el T Loy e ‘ parY f T WL and The fEap vi TmaSti @
v B =L i e SRS Py e il i = @ PRty (AL e, Lil | . "l B
parrthad i3 L1 ap JTIX] pa T LU BPA - MLEPL WL 6 phiipd By ul
tete B e vBR i T tiew |aEP B =ary S0l b weed -
T - o Wtwripd Mamtaitunng “ompas by ke e | atertisirs AN g iwieEd Devmispit Sy gudni
i i I B W i igh 1
yame play help, call 1-900-200-sega in the USA [S85/min_ or $1.05/min [live]l. Call 1-900-451.5252 in Canada ($1.25/n

fo. 1-800-see-saturn emal segasaturn@segaoa.com http://www.segaoa.com puServe: GO SEGA.



it

NNA BRUISE MORE
HANEGDS.

SEEA

Enmrem  Call 1-800-771-3772 for game rating information
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| ‘\';Je’ré.rt-:hangsing thé face of baseball.
And it's gonna leave more than a few

scars. We're talking mind-blowing

3D technology—Real Motion Control™,

Where we've blended over 22,000

frames of animation with real player

f‘ " moves, for the most seamless,
: in-your-face action. And with over 700
MLBPA licensed stars and their stats,

you'll be double-stealing, throwing

smoke, and jacking them out of

photo-realistic 3D stadiums. So while

everyone else is crowin’ about their

polygon this and motion capture that,

remember: Real Motion Control means

ruthless, hyper-realistic action.

Championship Sport’s 3D Baseball.

We got it. They don't.

Available on the Sega Saturn™ and the PlayStation™ game console.
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a masterpiece of tight gamep
superior fexture-mapped p
graphics.
: While Sony’s Tofal NBA (due
'96) looks like a total Zone
RE"IE I'll keep that out of my mind { : al player name ‘
review. Zone is one of the greales! o o N he sirange confortions of
~ basketball games of all time. The — © = foaa AN ‘mappet tretched

meplay is like the ultimate wish /= n its own

<o

o il

picks, put-backs, sp , Three perspectives are avail- ..
| jer-rolls, to! g rej ' __ab is game’s always fresh. Get In
- é - a Godzilla-jammin’ # 'one or get outta the game.
‘!' dunks ever! Who needs on-fire- -Cal Cavalier

thirty-foot-high silliness when you

S AAAAAAASARA
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Already hyped by other magazines as
the savior of 32-bit football (and who
wouldn’t just assume that the 16-bit
king would take the 32-bit throne),
Madden NFL 96 is finally nearing com-
pletion. Based on the early preview
version we received for this article,
and the fact that NFL Gameday has
established itself as the game to catch,
Madden’s got a long way to go to reach
the pinnacle the series achieved in the
days of 16-bit.

The game starts with one of the most
incredible CG intros I've ever had the
privilege to witness. Yes, every PS
game these days has CG intro power,
but this intro is the intro to end all
intros (almost). It really is spectacu-
lar, trust me.

The game itself was very incomplete, so no real judg-
ments can be made yet, but at the conceptual level
EANisual Concepts seem to have their heads in the right
place. There are many new features, a few of them not
found in other games. For example, not only are all the
real stadiums included, but you can play in ANY of the sta-

Bowl match taking place at the
Superdome, no problem, even if the
Saints didn’t make the playoffs.

The gameplay features several per-
spectives you can choose from on-the-
fly, including the traditional Madden
view, a somewhat close side view, and
a very far away, zoomed-out side view.
The smoothness of the camera and the
usefulness of the different perspectives
will remain questions unanswered until
the game’s completion.

lent to his first 32-bit game. Madden
and partner Pat Summerall call the
play-by-play on the fly. Their speech
was a bit choppy, but this might simply
be an aspect of the incomplete version.
Also, the game actually loaded (for
quite some time) between the play calling screen and the
play itself on every down, but this also could (and should)
be rectified by the time the game’s done.

Our shots should tell the story best, so take a look and see
what you think. We’ll review this highly-anticipated
title very soon. -Cal Cavalier

diums during any game. If you want to simulate a Super e
x
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Madden’s name isn’t the only thing he

Ko

)

MEVAIGI])
DEVELIPER - VISUAL CONCEPTS
PUBLISHER - EA SPORTS
M - &

CAL CAVALIER
WILL THE 16-BIT FOOT-

BALL KING CONQUER
A 32-BIT WORLD?

I 117



CAL CAVII.IEII
A MINOR UPGRADE
OF A GREAT GENESIS
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The two greatest baseball
games of all time (besides
Baseball Stars 2) are resting comfortably at home in
my Saturn and Genesis, and they're both entitled
World Series Baseball. However, they're vastly dif-
ferent games... WS Saturn is based on the
Japanese import. WS 32X is a fairly minor upgrade
over the Genesis version (I can’t say the 32X proces-

sors are being strained), but lt’s still well worth your
time.

What can Sega do to an alm.
game? Well, not too much, uch
about this game is 32-bit. The main new feature is
a special auto-zoom camera which scales in for out-
field plays such as pop flies and diving catches. |
also noticed extra crowd details and color touch-ups,
but otherwise this is the Genesis game.

The 32X version offers all the play mode options as
the Genesis, including home run derby, season, and

,playoﬂ The controls are the same, the perspeclives
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are the same, the teams are the same. But hey,

updated rosters are worth something, right? This
game was completed right after the World Series, so
all the stats are updated and currenl to the final '95
numbers.

| really don’t want to
waste my time and
yours rehashing the
World Series '95
Genesis review from
last May. Let'’s just say WSB is a
game worthy of your 32X, but on the
other hand, WSB Saturn is a 400%
better game... Gosh, if | were some-
one who owned a 32X and not a
Saturn, I'd save my money up, buy a
Saturn, and get WSB SS instead of this
one. This is half the 32Xperience |

-Cal Cavalier
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Trivia
Do You Know
_These Bahles

An'
World 2. Y
tion to GameF:

QUESTIONS

1.

Mario is more recognized by more

American children than Mickey |

Mouse. But the Super Mario Brothers S538 .
games were not the first appearance 1"_’“'25' -
of Mario. What was the 1981 big ape (5 winners) cartridge, a one'
video arcade game that Mario first Y Magazine and a Yosl
appeared in as Jumpman? " 2nd PRIZE: A one year snlwi meFan Mauazina

i (10 winners) and a Yoshi T-shit. =

Nintendo’s new Super Mario World 2: v. 'y A" YOI.I have tu dO IS am 5 Ma’lo mwa mln‘sm
Yoshi's Island features a friendly B EETE TR0 TR TR I VA0 S b Il T A paper and mail it to: Mari @ Contest:
dinosaur Yoshi. What was the first GameFan Magazine, 5137 CIar 1W|IIs, 91301.
game Yoshi appeared in? - Be sure n include your name, b

ite your

3. L wdeo games All

Super Mario World 2: Yoshi's Island is % entries must he g b =
a side scrolling action adventure receivedby Fe . Biaee Snin
game featuring baby Mario and his 2”'4”0* s "

pal dinosaur Yoshi. Including this ; >

game and the games for the first

Nintendo Entertainment System | ' Y - Y9
released in 1985, how many total / " v “. - L
Mario games are in the series? )
ENTERTHECON’?‘EST EJDIfm moumuswmsm MARI0 mn@ ONFEST /0 GAMEEAN MAG INES
5137 CLARETON DRI 0, AGOURA HILLS, CA 91301. ALL WINSDRS WILL B TIFIED"BY MAIL.
S WILL BE"ACBERTED. EACH ENT 4

4. Al ENTRIES MUST BE SUBMITTED, PLAIN WHITE PAPER. POSTCA
In the SNES video game Super Mario MUST HAVE YOUR NAME AND An%sﬁcw ON THE SUBMITTED ART. MULTIRLEBENTRIES ACCEPTED
BUT EACH MUST BE SENT IN SEPARA ADLINE FOR ALL ENTRIES |S'FEBRURRY 29, 1996 %LL _

World 2: Yoshi's Island, Yoshi and ENTRIES MUST BE RECEIVED BY THIS DATE £LIGIBLE. DIEHARD GAMEFAN AND NINTENDO ORIIER:
baby Mario travel down drain pipes to ICAPANDITHEIR AFFILIATES ARE NOT RESPONSIBUS @81 MAIL. EMPLOYEES OF GAMEFAN-,!
UGGELNEVEERRGRUEEE TS RULEIR S MAGAZINE NINTENDO OF AMERICA AND THEIR SUBSIDIARI ES ARE NOT ELIGIBLE. SIXTEEN S
Mario’s occupation? {16) WINNERS AMELUDING (1) GRAND PRIZE WINNER WILL BE SELECTED aw E GAMEFAN JUDGES, WHQ
. SHALL HAVE GOMPLETE AND SOLE DISCRETION IN SELECTING WM &?& %E FINAL AL
TAXES ON PRIZES ARE THE SOLE RESPONSIBILITMLOF THE WINNERSH R MRS
5. ZINE AND NINTENDO OF AMERICA AND THEIR.SUBSIDIARIES AND AF:WEQ IN ALL MATTERS RELATING TO
- : - . THE USE OF PRIZES. NO SUBSTITUTION OF PRIZES OR CASH EQUIVALEMT ALLQWED. ONE PRIZE PEREAMI
I eI CUEE I |\ \\(\1/ERS GRANT PERMISSION TO USE THEIR NAMES, ADDRESSES. 0S FOR ADVERTISING DR
Yoshi’s Island takes place on Yoshi's PROMOTIQNAL PURPOSES WITHOUT ADDITIONAL COMPENSATION. G WHERE PROHIBITED BY 1
% | Island, but what city lays claim as the W AND OTHERWISE GOVERNED BY CALIFORNIAMAW. (C) 1995 NINTENDO OFRMERIC 1. ™ and @ ARE

*._, i proud home of Mario? E ADEMARKS QF NINTENDO OF AMER'CA
- e &
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{:apcnm is getting a little bit too c¢
=4 / that mere months ago they, well... res
¢ Now they're not only releasing bliss-packe
home games but a great many arcade fran
they're all, of course, perfect. Here &ﬂle
of the most common gaming laments among th
“Why doesn't Sega/Konami/Capcom release their ol
on 32-bit?” At least one of the three is. i
Warriors of Fate, known as Tenchi wo Kurau Il in Japz
first game in the series was called Dynasty Wars in At
is a side-scrolling Final Fight-esque game based on a f

-

Japanese manga, which in turn is . Jei ; PlayStation

tory. At : . 1
Unfortunate- 3 ¥ FIEY YL .

ly, when

Capcom release 2
Fate in

America, they
butchered the sto-
ryline and .
changed authen-

-

&
-

i s

el W z
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Zhao d ﬂlﬁlh into
if, ho intact.
a few new faatu : SFII-
You have five heroes to
ngths and weaknesses.

te is incredibly fun to play with a

. e sheer amount of sprites on-

lic Han Dynasly heroes Zhang
| pseudo-medieval lameness,
Fate is a standard Cap
motion special moves an
choose from, all the

standa i
frlenll Thou

NICK ROX
| The joy of vintage
games truly cannot

Capcom m'sm..ﬂ. be getting Alien | 2
| Vs. Predator and The Punisher...
| Dare | dream? - Nick Rox




£z Welcome to GF's first ever
hands-on Ultra 64 cover-

B <t age. Before you dive
ln. please nole that

; these games are

et 'between  20% and
“ o (e AR Rewi 68
an ow
> ® were the only
two playable
Sames at the show, the rest were
demo’ed on video. Nintendo

balked on more playable
games to curb the early criti-

cisms inherent in many publications.
As you, |, and Yamauchi know, many pub-
lications pass judgment hased on unfin- '
ished work. Nintendo's head honcho
wasn't lﬂtﬂnn to let anyone destroy his
day in the sun. Except for Mario 64, all
these games will look quite different the next
time you see them. Also note that to see
an Ultra game (either via scans or video
grabs, both of which hurt dramatically), is
one thing; to see and play an Ultra game is
a completely new experience. What I'm trying to
say is that these screen shots simply do not do the games
justice. Unfortunately, setting up our Mac’s on the show floor for
some quality GameFan RGB grabs was strictly out of the question,
so0, as usual, we've heen reduced to slide scans and video grabs
which lose much resolution in the make ready process.

Nintendo has indeed delivered, as promised, a machine capa-
ble of taking us to a completely new level that, for the time being,

GF SPECIAL REPORT

has no equal in the home console market. The hardware alone is
spectacular, but the real proof is in the innovative ﬂama designs
which are just heglnnln take shape. The controller is a whole

'nother story, which you II read about here.
| cannot stress enough how early everything at Shoshinkai was.
It's way too early to form an opinion, r than the fact that this
hardware marks one of the most impressive technological break-
thrnunhs In namlnn Ill 5 and lurllur. will indeed be above
s in a world all its own, a 3D

mers or glitches. They are clean to the point of disbelief
even at an early state. The only drawback is
that it may be quite some time (I:II to a year
before we see any third party titles out
.lapan America will have a handful but
ny big names are absent. All initial

NI[N [I I] ot hatShows gt s g op,shin

Japanese Ultra games are from NCL,
which, when you think about it, isn't so

had "Under the NCL umbrella lies Rare,
A Design, Hal, and Paradigm. The Ultra
isin nnod hands and will retail for under $250.00
as promisatl The Ultra 64 debuts in Japan
ril 21st, 1996, and about a month

Ialar n the us.
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Mr. Yamauchi's opening remarks included an introduction to the Nintendo 64

and then dealt with the mixed success of the new Virtual Boy system.
“Despite the lack of unique titles, we still thought it (Virtual Boy) could be
sold. | want to return to the starting point and find titles that emphasize the
difference that Virtual Boy games can provide. | want to start afresh in 1996."
Mr. Yamauchi recommitted Nintendo to the development of unique software
for this 3-D immersive system. He noted that several new titles were in the
works for the Virtual Boy. In particular, he noted that several new titles were in
development by an Osaka developer that showed some of the unique possibilities

- that Virtual Boy can deliver in a game.

“But I'm here to talk about the market and the Nintendo 64, not the Virtual Boy.” Mr.
Yamauchi went on to comment on the state of the video game market and how the Nintendo 64 will raise
expectations. He explained that the reason for there being only two playable games at the show is that
people are disappointed when they view incomplete games. He noted that Super Mario 64 was 50% com-
plete, but that players are already familiar with Super Mario games and therefore they can see the unique-
ness and quality of this new Nintendo 64 title.

“I might be bragging, but when this game is complete, it may be the best video game in history. The
launch of Super Mario 64 with the Nintendo 64 will occur next April 21st.” Mr. Yamauchi indicated that
even though titles based on popular games such as Mario Kart are in development, fans of Super Mario
Kart won’t be able to see the uniqueness of the Nintendo 64 version of Mario Kart until it is at least 80%
complete. He indicated that the game would be so fun and unique when it reached that point of comple-
tion, that it would help showcase the new video game system. “Clearly, when users who have been play-
ing with Super Famicom Mario Kart can tell exactly how different the (Nintendo) 64 title is, then the play-
ers would know for themselves what the features and characteristics of the Nintendo 64 are. And they will
know just how different the Nintendo 64 is from other video game systems.”

Mr. Yamauchi then asked, “What is the true nature of video games?” He feels that many people, includ-
ing critics, miss the point of what makes a video game special. “The real value comes from playing high-
guality, finished games.”

Taking 2 moment to look back at the disastrous collapse of the video game market in the USA twelve
years ago, Mr. Yamauchi pointed out the importance of satisfying customers with excellent titles. He noted
that many developers stress the number of titles they make over the guality of their titles, hoping for a big
hit. But Mr. Yamauchi feels that this is a recipe for disaster. “Users will just reject repetitious titles. They
are sophisticated. They aren’t fooled by copycat titles.” He also pointed out that next generation hard-
ware is meaningless without next generation games.

“The market should be led by software. But when you're talking about the next generation machine,
you're talking about hardware. Users want software... creative, innovative software that offers a fun expe-
rience they have never witnessed before. This is a market that is led by software, so it doesn’t make sense
to talk about the so-called next generation machine.”

In addition, he noted that many titles for new video game systems concentrate only on filling up memo-
ry with graphics and music while not adding to the game experience. He also mentioned that distributors
should have greater expertise so that they don’t put poor titles on retail shelves.

“Why did we launch the Nintendo 64?7 To defend and protect the video game market? For Nintendo to
become the sole, absolute, hegemony in the market? No. We are launching the Nintendo 64 to rescue and
save the market that is being threatened. Our objective is not to dominate the market. Rather, we want to
change the market so that users won't leave us. We want to assure our future.”

Mr. Yamauchi’s vision of the Nintendo 64 controller enables new seeds or ideas to grow with develop-
ers. For example, the 3-D Stick can be used in sports games such as soccer and baseball for more real-
istic control. A gualitative difference can be felt by the users. Without those changes, there may not be a
future for video games.

Next, Mr. Yamauchi touched on the benefits of cartridge-based games. “Many of you feel that CD-ROM
is the call of the day. But look at the latest buzz word in the computer world—plug-and-play—which is
nothing but Famicom culture. In addition, customers thought that having no loading time is a great advan-
tage, but more importantly, by using ROM-based games, other chips can later be incorporated into the car-
tridge, which allows Nintendo to offer new game opportunities to game developers. The Nintendo 64 will
carry on this tradition of using mask ROM and computer chips to provide the most advanced games.”

Mr. Yamauchi also talked about plans for a bulk storage device for the Nintendo 64. “In addition to Mask
ROMs, Nintendo intends to provide a large capacity, high-speed peripheral that not only reads data, but it
writes it, as well. At next year's exposition, this new media should be introduced in video games, and
hopefully, visitors can play with and see what this new media can provide.” He emphasized that the
read/write peripheral is not just for storing large amounts of data, but that it will allow the development of
significantly new types of game play. He went on to
list two potential projects that could make use of
this new technology by the end of 1996—Legend of
Zelda and Dragon Quest VII.

Mr. Yamauchi concluded his speech by inviting
developers (who want to begin working with the
Nintendo 64) to join him on Dec. 14 at NCL in Kyoto
where issues of game quality and innovative design
for the Nintendo 64 will be addressed. In addition
to this, he stated that game cartridges for the
Nintendo 64 would cost 9,800 yen, which is cheap-
er than some current Super Famicom titles. With
15 million Super Famicom/SNES systems in Japan,
Nintendo will continue to support 16-bit gaming
next year.
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Mr. Yamauchi talked about Mario Kart R more than any other game, so expect great things from this one.
Designed by Mr. Miyamoto and his EAD team, Mario Kart R should be an unbelievable title. Some cool fea-
tures include: a single player mode, a split-screen 2 player mode and also a 4 player mode, transparent weath-
er effects and billboards that are similar to real advertisements (instead of Mobil 1 we have Yoshi 1 and the
Nintendo sign has Marlboro-style lettering). As impressive as the game was at the show, Nintendo claims MKR
will blossom into a different beast altogether, with graphics and special effects that will truly show off the
power of the Ulira 64.




There were only a few seconds of Go/deneye shown on the tape running at the show.
It appears to be a Doom-style game with a more flexible trigger, ala Virtua Cop. The
graphics are early, and besides the traditional James
Bond intro (with a polygon Pierce...), the tape
showed only the one game mode, while a variety of
levels and perspectives should be in the final.

GOLDENEYE

The on m besides SMB 64 that was playable at the show, Kirby Bow/ 64 looks a bit
like Ki Bmm Course, but the play is much more varied. Instead of basing the
game on elemcnls of golf, Kirby Bowl/ plays with the idea of Kirby as a ball that you
a uide. One game mode lets you snowhoard with
irby down a wild slope where you collect stars and
- jump over obstacles. In the 4 pl er mode, every-
- one controls a round Kir eaisto knuck the
; ~ other Kirby’s out of a bow -shaped arena with an
e _ % ever-changing surface. What makes Kirby Bow/
:::::; unigue are the control characteristics of the 3-D
R stick. Kirby's speed and momentum can carry him
> off the edge of a course so you must adjust constant-
~ ly using the stick. Imagine a 3-D Marble Madness-
type game where you are the marble, and you'll get
an idea of what Kirby Bowl is all about.

KIRBY BOW

- -

- Imagine making your own dinosaur, ﬁuﬂing itina
— world of other creatures, animating it, controlling
== your dino so he eats the others, and it's all accnm? »
.o nied by your own soundirack. Software Creations is
putting the creativity in your hands. Although unusu-
al, this one sounds innovative.

Harvest, you control a series of vehicles used to combat an alien inva-

:ion (ala “Body Snatchers” ). The linear track takes you from one hot spot to

another. If you make it to the target, znu Il get a new

-vehicle. In all, there are said to be 80 vehicles rang-

“ing from tanks to rlanas. The graphics looked unre-

fined and very unfinished (this game and StarFox 64

had the least impressive graphics at the showk But,

~as Mr. Yamauchi pointed out in his speech, both these

-games probably won’t have that “Ultra 64 look” until
' they are further along in development.

Bus ' DOZE R This wild ride from Rare puts you in command of one of several types of high-pow-
ered bulldozers. Your job is to race through cities and towns, clearing a path in order

, 5 1o avoid catastrophe. Using an Alias Particle physics
0 -model, Rare has created the most intense and realis-
1 tic explusiuns ever to grace a computer generated

' - 1« scene. The graphics looked like they were in an early
i ~  state, but you could see the potential in this title.

Words cannot begin to explain the graphic excellence of this game.

Surpassing even the graphically stupendous Pilotwings 64, Buggy
Boogie’s real-time graphics look as good as some

- pre-rendered intros on other CD game systems.

~ | Under the guidance of Mr. Miyamoto, Angle Studios

BUGGY BOOG'

_ " | has created a cool, futuristic arena battle/driving
e - | .| game that could prove to be a big hit. If what we
VWA st - | o oot %“" e “hear from representatives at Nintendo are true and
= = ' | & .\ '_ ' these graphics are just a small sample of the power
ut the Ultra.
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“We’ve been doing special effects on $250,000 SGI
workstations for years, the Ultra 64 appears (to be) almost
exactly the same.” - Micheal Limber, CEO of Angel Studios

STARFOX e ..,.": ZELDA

This game is way, way  and will therefore be introduced

early. At this stage, this  in the winter of 1996 along with 1/ A
pame doesn’'t look as  the Nintendo 64 upgrade, it was oy J g
el good as other games on  the earliest game Nintendo .~ i ! .
N the system (low polygon  showed. It was little more thana | ; 7 _ e~
LAE o coun's on ODIECIs and  short, polygon demo of Link ‘s = F AN l’
N\ _r P | ) I'nq! a:d"wgm" 2 very llahting a enemy. Although the , \ y

un-Ultra 64-type look to  92me is very, very early at this
it), but StarFox 64 has 3 things going for it. #1: The SNES game was unbe-  Point, the demo showed off additional features of the Nintendo 64. For example, the

lievable so you know that this sequel should be even better. #2: The Ultra  enemy seemed lo be made of reflective chrome and when swords collided, realistic
was specifically designed for this type of game, so it should be godly when  sparks went flying. The game is rumored to be set up just like SMB 64. Again very,
it's released. Finally, #3: Mr. Miyamoto is assisting its design... 'nuff said.  very early. As a sidenote, Square will be releasing Final Fantasy VIl (FF 4 in the US)
and Enix will be releasing Dragon Quest VIl at the end of 1996. Both games will use
the UltraDisk format. Imagine the Joy of playing 64-bit versions of Dragon Quest,

Final Fantasy AND Zelda on your UltraDisk next Christmas... WOW!
AVE R A CE Talk about a surprise. What was this minor Game Boy litle doing being reprised on the
video game system of the future? Well, it was looking incredible, kinda like F-Zero with
- Sk e o

P S e « == we  waves. The water features realistic rippling effects (the boats create a wake that real-

g ; % wans 12 117> jslically alfecls other racers by throwing them off course). The textures all look realis-
&“W “_ : tic and natural (no pixels in sight here) and the water not only looks like real water (with
SETRTE L S

» an awesome light-source based reflective, shimmer effect), but it has all the convex
\§

and concave bobs and weaves of real waves, too. The game is under development at
EAD, the department at NCL headed by Mr. Miyamoto. water bikes featured in the
o ‘l Game Boy title have given way to futuristic speed boats.
. This game looks awesome.
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Pilotwings has a seamless (and | mean seamless) environment that eﬁﬁp:ﬁlales the entire

United States (including Alaska and Hawaii). You can fly across the country and encounter

famous landmarks. (There is one deviation: Mount Rushmore has Mario’s face on it.) Courses
b oxe

no longer require stunts such as flying through hoops, either. It's more a matter of time
R)

and survival. Developed in conjunction with Miyamoto's software team at NCL and
Paradigm Simulation in Texas, Pilofwings 64 showcases the incredible 3-D capabilities
of the Nintendo 64 in a big way. Picture an island in Hawaii with waterfalls, natural
bridges, sand beaches, mountain-tops and amazing scenery. The type of place you
might pay a lot of money to go visit. You can strap on a hang glider and fly straight off
s the mountain. Follow the waterfall down the mountain, looping in and under some
 bridges and flying through a cave or two. The visual quality and blazing excellence of
— " this game are difficult to comprehend. Imagine Ilying about 3000 feet in the air over
_an island and then looking down and actually seeing the waves crashing on Ihefeach.

= | The graphical effects and quality is easily on par with a SGI Onyx Reality Engine“ work-

3 * station computer. In fact, Mr. Michael Limber, CEO of the Carlsbad, California-based
#— Angel Studios (a computer animation firm whose film credits include: “The Lawnmower
-

v

Man” and Peter Gabriel's music video “Kiss That Frog” and who are also developing
" . Buggy Boogie and Ken Griffey, Jr. 64 for the Ultra 64), was quoted in The Wall Street
o W8Sens | Journal recently. He said, “We've been doing special effects on $250,000 SGI work-

stations for years... The Ultra 64 appears (lo be) almost exactly the same.” Brad Hunt,
chief technology officer at Angel Studios, said, “Nothing can match the Ultra 64.” Pilotwings

STAR WARS: 64 was easily one of the best games at the show. R

SHADOWS OF THE EMPIRE

 This is the big one. The only
/ scene that was shown was an
“Empire Strikes Back”-style
| snowspeeder sequence set on the
~ |ice planet Hoth, but even so,
Shadows of the Empire oozed
class and style like you wouldn't
believe. Featuring huge Imperial Walkers, beautiful textures everywhere and an envi-
ronment miles and miles wide, this game is unlike anything you could picture in your
mind. In fact, when you begin the level you can actually see the battle in the distance.
The finished game will also include Doom-ish levels set in the Dark Forces mold, reg-
ular action sequences and other levels that incorporate outer-space battles and hyper-
space-jump scenes.
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recently in J . Hitachi'
HiSaturn Car stem
Sega's Internet Satum )
HIIaChé S system |Flns
exceedingly popular car |
ﬁ-h =9 tion systems, devms
o LCD monitors that fe
‘a1 and on-line help. The O | 2 EN
HiSaturn model, basically & i)

: : Saturn with nawgghon 0
» Hitachi's new HiSaturn CarNavi S}"S{EITI' and a screen, is at xtur
mapped polygons display your locale in 32-bit splendor. Notice % i!H:asmg IS CC .
ent from regular Saturns. Sega's sh?htiy more-exciting Internet S ur - 1odem, a joint effort batwodn 2ga,
Nissan, and 'net company Aplicus allows easy access to the Web via ’gzou a Saturn, and should be avail-
able next year. Wﬂh Nintendo and Sega slated to offer modems in Sony can't be far behmd Time will tell.
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NEN INEUSLD FACK-IN IHEPIEEA GAME AUGELERATOR

In @ move to gain more users, NEC Home Electronlcs has announced the PC-
SNK is including the “Neo*Geo  FXGA, or PC-FX Game Accelerator board for their
CD Special” with every NeosCD  family of PC-98X1 computers. This board does not
purchase. This limited edition enhance the PC-FX hardware. but allows would-be
CD contains demos of many game developers to create PC-FX compatible soft-
SNK games, including Samurai ware on their
i | Shodown 3, as well as many PC's. The unit
other keen treats. will be out in

: f, e et December and

comes with sev-
BLAL&E [?f- =:f_..,?*:.;

eral 2-D and 3-
D tools, sample
8l games and the
SNK's 282-meg Samurai Shodown 3 gKnown in Japan i like, Some of
as Samurai Spirits: Zankuro Musoken) is almost here,

and it looks incredible. There are only twelve selec-
table characters, but you can choose two "modes” for

Yl
e

a>0390aN |

gy G

M the sample
M games are 3-0D
Cube, Nnyu,

each character, Rasetsu and Shura. Each mode will _ nd B decinnar and
totally change the character’s moves and strategy, so oW you, SR ol fesgrer! DoGAGENIE.
retail for under 50,000 Yen.

in effect you have 24 fighters. The new characters The PC-FXGA
are Caffeine Gaira, the grandson of Caffeine Nicotine, _ _
Kubikiri Basara, an evil-lookin’ dude with a retractable
blade-wheel and a bat, Rimururu, Nakoruru's sister,
and Hisame Shizumaru, a young boy with an umbre!-
la. The returning characters are Haohmaru, Genjuro,
Nakoruru, Galford, Ukyo, and Hanzo, Kyoshiro, and
Amakusa Shiro Tokisada, the boss of SS1. The last
boss is called Zankuro and Kuroko also returns as a
hidden character, Numerous gamplay enchancements
have been added, like a move to get behind the other
character, weapon parries, air-blocks, KOF-style
?auge charging, the ability to push the oppon
rom you, and mulitiple top-down attacks for eac
character. We'll have a review on SS3 next issu

! smza DITRHITAGION

another Super

k# = L
| Fe “-5'* “‘*’“"? Te} Thé one'’s supposed
{to ar to Shm:ng Force. Look for

Simshmkal coverage.
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The compaoser of
Dragon Quest,
Koichi Sugiyama, is
conducting this
year's Game Music
" Concert, an annual
N ¥ event devoted entire-
' 1 |y to live, orchestrat-
+ Koichi Sugiyama ed game music. The

Game Music Concert V is being held
at Tokyo Shibuya Kokaido on 1/28/96.

DRAGON QUESTIYIFRENTY
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« You Am::w a company's conﬁdent
they run an ad like this!

Dragon Quest madness hasm
again hit Japan, and at time it is
but two weeks until the big DQVI:
IMusionary Earth hits the streets. Enix’s
slogan “The only thing that can eclipse
DQ is DQ" will likely prove to be very

frue... expect at least 3,000,000 copies
e _.*In be sold. GF will be first in line to

a rewew next month!

B ‘"] ]
..

intendo (Ultra) 64
lhat Just Systems,

buddy is develop-

d processor for the

2 E3 e
)¢ 'mll be held from
. .. @6 in Makuhari, Chiba.

has announced that adult
mn now be made for the
=1 On

'1".?

" Enix, Capcom, Konami, SNK and

e

|othe Japanese developers are official-

signed up to do Windows '95 games.
- Yu Suzuki recently stated that the

- VF3 character based on the wrestler

. Abdullah the Butcher's fat will ripple (or
11 “Mojomojo,” in Yu's words) when he
igets up. That must be some hard-
'ware... Imagine all the polygons

required for fat rippling! He also said
that the fat character cannot kick
above his head, and that the female

se character may be Akira's sis-

_taf from the current TV animation.

- SNK has announced a game entitled
Fatal Fury: The Real Bout. Could this

 be a digitized Fatal Fury??
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.~ lowed by birds, animals, and finally
humans. This is when the real "
game begins - developing culture

and humanity through many option-
- L

N 1

moves at his disposal, few of
which, unfortunately, are of much
use. No, | take that back - lhey d

: Mhmn
cared

SUPER Famicom

purchased with magic stones called Prime Blues. These are fairly basic gaming sta-
ples - healing, dungeon wm to puluﬂu -
and mug“ ny effects, many of w never seen r
before. The nt of unmmm'pnuu Inlan:- 4
ln““whztm etc.) and of puzzie dun-
F?ennu: mel hasn't been a true action 4
th?ﬁ on the suisl:i;nwm #?. and as far as I've played,
- the g

.. "';.(j.
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Enix's last releas
,  Of the best art in Tenc
scenes that illustra

are excellent fractal-based CG I
figure for the life of me why they 1 |
game. Enemies, and especially the main character, are
animated beautifully, and the massive multi-jointed
bosses are awesome. The music is
good, but some tracks of heaven are

If you're an impo r I'd recommend
Tenchiin a heart eat isisone of the ¢
best action RPG's |'ve am la
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shields
to knock
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A gdmefdN iNterview witH gleN

by Jason Weitzner

Anyone around Glenn Danzig knows he’s got a lot to say. Whether he’s tackling
the forefronts of the music industry, or single-handedly redefining the very core
of the comic book world, he's always been one hundred percent true to his
work and his beliefs. |, myself, have been a huge fan of his for years, and being
given the chance to interview him was a dream come true. Everybody seems
to have an opinion about Glenn, often speaking of his work as too dark, even
satanic. This is not true. Glenn Danzig is perhaps one of the most articulate,
well-gathered individuals | have ever known. The fact that his comic company is
changing the face of the comic book industry is no joke. It's very real. Verotik:
The New Covenant is well on its way to redefining the industry. They've
already signed on a number of the hottest artists in the business: the legendary
Frank Frazetta, Simon Bisley, Duke Mighten, Eric Canete, and Liam Sharpe, to
name but a few. The Verotik books carry a note of promise that our industry,
like that of the comic industry, is headed for many changes. It just took some-
body like Glenn Danzig to get the “balls” rolling. My apologies, however, for
s tly c*ns*ring someone so opposed to c*ns*rship.
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GameFan: What sort of connections
do you see between your music and
comics?

Glenn Danzig: There's no connec-
tion between, say, Superman or
any of that kind of crap... None at
all, except maybe imagination. But

lately, to me, most of the comics
don't really have much imagina-
tion; they're just backpedaling, you
know, same old stories, same old
sh™*. Maybe some of the stuff
that we're doing, and a few other
companies are trying to do, is
more of what's going on today
with the culture. Again, like with
this gaming stuff, we're getting
involved more and more in gam-
ing, and other stuff like CD ROM.
Animation, too, we're doing a
Satanika animated thing over in

Japan.

GF: Did you always want to become

involved with comics?

GD: No, not really. When | was a

kid | wanted to be a comic artist.

It was either that, a musician, or a

brain surgeon (laughs), and |
ended up being a musician. The
comic book scene, when | was
growing up, was more like the
seventies thing, and comic books
really changed, nobody was buy-
ing, there was no direct market,
and the only comics | really was
buying at that time were like

Ghost Rider and, you know,

Frazetta paperback covers, and

stuff like that, more along that

line.

GF: I've been a huge fan of your

music for years. |, like all of your

fans, find myself drawn to just
about everything you produce.

What do you think it is about your

work that creates such intensely

loyal fans?

GD: We don’t compromise. You

know, in any band I'm in, we

sure didn’t compromise... | do
what | want, and if people don't
like it, that's tough. | say things
that a lot of people are scared
to say, because they don't want
to offend this or that person. |
try to represent the world the
way it really is, you know what |
mean’

GF: Yeah, | think that’s what our

industry needs.

GD: Yeah, and again, imagination

is a great thing, so we take reali-

ty stuff, and as I've always said,
our books are reality-based fan-
tasy, and that’s what we do with
it. Sometimes that reality comes
really close to home, and might
freak a lot of people out, but
you know what? If we wanted
to do books like Marvel and DC
and Image we would be doing
it... It's not that hard. But we
don’t want to do that. We want
our own identity, and | think
we've kind of accomplished that.

GF: Yeah, | feel that the “main-

stream’” comic companies are too

conservative. They're so afraid to
take risks.

GD: | think so, too. Recently, |

guess they took Magic: The

Gathering and made it into a

comic. Unless that thing was a

big card game hit, they would

never have done that.

GF: Oh, | know. | agree a hundred
percent. It’s like all super-heroes
have to be the red cape and the
shiny underpants, with no story...
GD: Well, you know, it’s really
funny, when we first started; actu-
ally about six months in, the Doom
people wanted us to do their
comic, 'cause we wouldn’t censor
it. And we were working out the
deal, and we hit a few snags, but
nothing major, and eventually they
said, "Well, we think we might
wanna go with a bigger company,”
and we were like,Fine, everyone

as card games. I'd love to see
Death Dealer as a D & D game. |
mean, even Satanika would be
awesome, because of the cast of
characters. So, basically now, it’s
just (a matter of) finding the right
home for them, where they’ll be
treated right. | don't know who
that would be.

GF: Yeah, it's changed a lot in the

else is going to censor your stuff.
Good-bye.” So, recently, it's been
almost seven months or so, they
just called us back:"“Oh, we're
interested in doing the book
again.” And | was like, Yeah, you
went around, everyone f**ed
with your sh** only we're not
interested anymore. | mean, I'm
sure they'll find somebody, but |

“The Verotik titles have brought in a
whole new group of customers. They are
Danzig fans, but more importantly, they
are looking for cutting edge entertain-
ment. Once exposed to these books, we
find that they are repeat customers for
both Verotik and other cutting edge
material.”’ -Bill Liebowitz, Golden Apple (Los Angeles, California)

past few years. | used to play D &
D a lot, and it’s just become so com-
mercial now...

GD: And everybody plays Magic
out here. You go into any comic
shop, they're there.

GF: You had once said that MTV was
reluctant to air a number of your
videos. You spoke about the imagery
and visuals being too powerful for
the network executives. Do you feel
that your comics face the same sort
of dilemma?

GD: Well, what's happening is...
Most people approach comics, like
DC and Marvel and Image, or
whatever, as a marketing tool.
They never offend anybody,
they're comics are kind of like, for
little kids. They don’t understand
that little kids don't care about

don't think they'll find anybody
that could do it as well as we
could do it. You know, ‘cause we
were really committed to the pro-
ject back then. But we're on to
newer stuff now.

GF: The video game industry is
based largely on character-driven,
unique storylines. Steve (Wardlaw,
Verotik managing editor) talked a bit
about Sega’s interest in using a few
of your titles for games.

GD: Yeah, we're working on that.
GF: Do you think your involvement
could inject some much needed life
into the gaming world, as it has in
comics?

GD: Well, you know what!?
Because we're always back and
forth to Japan, we see the cutting
edge stuff. You know Virtua

Fighter? comics, they care about video
GF: Yeah. games, and card games. They
GD: | saw it a year

ago. In the arcades, 3

the machine jumps up
and down when you
play it over there.
Bounces all over, you
know what | mean?
And it's awesome.
See, we're also
involved in probably
soon doing some CD
ROM stuff, and so I've
seen people like Mike
Sands, who's got Virtual
Valerie 2 now. | mean,
he’s been doing that
stuff for years. And it’s
going to go even fur-
ther than that. When
the bugs are finally out
of all of that stuff, it's
going to be great.

GF: Are you personally
into playing games?
GD: D & D, a long
time ago. | still have a
whole closet full of
just D & D leads that |
used to paint. | think
we might... we may or
may not license some
of our characters out
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don't care anymore about comics;
that’s an old art form. We cater
more to the adult, the mature
audiences. That’s where our mar-
ket is, and that's who we cater to,
and we are really into innovative,
fresh ideas and stories; you know,
new artists that no one else’ll
touch. Usually, with the artists
that we hire, a year later, the big
boys are knockin’, you know?
We're not a corporate company,
it's all my money... We don't have
anyone like Time Warner or Ted
Turner telling us what to do and
what not to do.

GF: Yeah, when | was down at
Verotik, | think there were like, four
employees. But | think that's pretty
cool.

GD: Yeah, so we keep it lean.
Everyone here is very dedicated
to what we do, regardless of what
you hear from the big companies’
lapdogs, we really support our
stores, we give them free ad space
in our books. We're totally anti-
censorship, of course. It freaks
me out, about censorship, that
they blame the comic companies,
and not the local authorities who
oppress the stores. That's who
should be blamed. And | think a
similar thing is gonna start hap-
pening with games.

GF: It’s funny, 'cause now they have
the ratings on games...

GD: Do they really?

GF: Yeah, all the newer games, all
the 32-bit stuff; they're all being
rated... It's kinda weird, but it’s what
they have to do...

GD: Didn't they take the blood
out of Mortal Kombat?

GF: They did in the first one, but
there was a code to get it, you know.
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It’s kind of ridiculous, really... | think
you would get a kick out of some of
the newer games. There’s one com-
ing out called Blood Omen:
Legacy of Kain, where you're a
vampire, running around, and you've
got these two swords, and when you
walk up to somebody, and cut their
throat, you see all the blood come
from ‘round your mouth, and then
you see your guy wipe his mouth and
go “Aaah..”

GD: You know, I've got a bunch of
Nintendo and Super Famicom
games, and | just put my adapter
in, and man, they're so much bet-
ter than the American ones!

GF: Oh, | know, even the artwork...
That's one of the biggest things we're
blown away with; you see the
American artwork, and you see the
Japanese artwork, and there’s so
much detail in the Japanese art-
work...

GD: In Astro Boy, to
make him fly, first
you have to make
the jets and the
boots go off, with
different buttons, and
then you direct him,
and if you stop using
the boots, he starts
to fall slowly. So you
can direct him to
spots and then drop
him wherever you
want to drop him.
And you keep the
controller going, so
he goes wherever
you want him to go,
while he drops. You
can angle his drop, so
he doesn't just drop
straight down. It's
awesome, and that’s
an old game, you
know?

GF: You know, seeing
Death Dealer in a
game would be so
cool...

GD: If we do Death Dealer, | defi-
nitely want it to be something.
Not as stiff as, like Virtua Fighter,
but something in between what
we have now, and that. Or some-
thing better than Virtua Fighter.

GF: There’s a game called Tekken, |
don’t know if you're aware of it, but
it'’s basically like taking Virtua
Fighter, and just making the charac-
ters and movements much more
fluid.

GD: | saw it right before we were
leaving last time. We were just
there in, | think August... yeah,
right after San Diego, | had about
two days off, and | went right to
Japan. So | saw that, and | played
the Vampire Hunter game. Have
you seen that?

GF: Yeah, Capcom’s Yampire
Hunter...

GD: Yeah, it's awesome. It’s in the
arcades in Japan, and I'm sure they
have it for the home games, too,
now.

GF: Here in America, it’s
coming out pretty soon.
GD: Yeah, when I'm
there next time, actu-
ally, I've got Rick,
who's in charge of all
the Japanese stuff.
He's going over there;
I'm going to give him
the money to get me
the game Vampire
Hunter.

GF: That game came
out in Japan, and was a
huge hit. That game
over here didn't seem to
generate much interest
at all.

GD: Well, the charac-
ters were really good
comic characters over
there, way before the
game came out.

GF: Yeah, they just came
out with a line of
Vampire Hunter:
Night Warriors toys that're just
intense.

GD: Where, here!?

GF: No, in Japan. They are so cool.
You know that one character,
Donovan, with the big Tibetan blade?
GD: Yeah.

GF: Yeah, they have scale models,
preassembled and already painted...
GD: Oh, you mean models, not
toys.

GF: Well, they're kind of garage Kkits...

GD: Yeah, yeah, | have Morrigan,
and a few others. | thought you
meant toys. These are resin kits.
Yeah, | have a ton of those. And
they have super-D’s with all the
characters.

GF: Yeah. Going back a bit, | really
liked the Satanika super-D’s.

GD: Yeah, Satanika and Dalkiel.
We just got back the Igrat and the
Inquisitor one from the Satanika
series. And we're doing a
Devilman. Then, right after the
Devilman super-D is the Sirene
super-D, because we're having
Satanika fight Sirene in
the first
Japanese/American
crossover. It might
end up as animation.
The first animation
we're doing is
Satanika, then we're
doing Igrat, and we're
trying to make it pos-
sible so that Eric
Canete can do the
art. He’s the Aeon
Flux artist.

GF: Yeah, | thought it
was great that you guys
got him.

GD: He's got a new
story in the new
Verotika that just
came out this week,
Verotika 6. At the
office we just got our
copies today. But, he
does the Igrat mini-
series, and we're

going to try and make it so that
he directs it; he's at least doing
the storyboards, so it'll look like
the Igrat mini-series. It'll be wild.
GF: When you go about developing a
character, how much of your original
ideas make it to the comics?

GD: All of them.

GF: All of them? Everything?

GD: Yeah. Everything... It's my
company. | don't have to run it by
anybody. What | do is | make sure
it all works, and then it goes on
from there. So, in Satanika 2, we
launched her book after the three
issue mini-series. In issue 2, she
finally had sex. Her whole body
freaks out, she grows extra boobs,
her eyes start glowing, she just
freaks out. But, we just do what-
ever we think makes sense. So
that's what we do. The only things
we don’t do; we don't do any
child pornography kind of stuff, or
animal stuff, we're just not into
that.

GF: I've been into comics since | was

a kid, and I've collected everything,



but this is the first time that the old
excitement is back.

GD: We get a lot of letters like
that, and we always appreciate
hearing it, because that’s why we
do it. I'm excited about it. It’s
really a drag when we have all
these older comics people kind of
freakin’ on us, you know. It’s like,
you know what! We're not part
of your comics world. We never
were and we never will be. We're
not about what you're about.
Don’t lump us in with you; we're
something totally different. If we
wanted to be like you, we would
be, but we don’t want to be, so
just leave us the f** alone.

GF: What sort of comics are you
into?

GD: It depends. | like Witchblade,
which is pretty wild. | think the
Top Cow studios is probably the
best studio... That's just my opin-
ion, right now. That’s about it; not
much else... | can’t say | buy a
regular title. If | see something
here | like, or if | see an artist that
| want to try and get to work for
us, or a colorist... That's the only
other reason | buy books, you
know?

GF: | know you have a great admira-
tion for Frazetta and his work. Are
there other artists, musical or other-
wise, who have made a similar
impact in your life?

GD: Well, in music, of course,
there's tons. Uhh, let me see who
made a big impact on me... Black
Sabbath, of course, the first band |
ever saw, you know, of course,
with Ozzy, Elvis Presley, seeing
“lailhouse Rock™ was pretty wild,
Jim Morrison, a couple of records
by the Doors, old blues, Howlin’
Wolf, and lately, I've been listening
to stuff like Lords Of Acid, Nine
Inch Nails, Ministry...

GF: I've heard that you were inter-
ested in doing a sequel to Black
Aria, as a sort of soundtrack to the
Death Dealer.

GD: Yeah, I'm already doing work
on it. We might do that as a film,
a movie. We've been talking to a
lot of Hollywood studios out here
about doing it. Frank really wants
to be involved with it... It'll proba-
bly be a PG-13 movie. It'll be vio-
lent, but there'’s not much sex in
Death Dealer, anyway. There’ll be a
lot of supernatural stuff, but for
the most part, it'll just be violent.
Then, there’s talk about doing
Jaguar God as a movie, which
would be awesome. Actually it
was talked about as a video game.
GF: You write many of the Verotik
books yourself. Was this your first
experience writing comics, or is it
something you've done before?

GD: Actually, when | was a little
kid, like | said, | wanted to be a
comic artist. But I've been writing
stories and stuff for a long time,
and then of course, I've been a
songwriter. |I've been writing
movie scripts for about five years.
GF: I've heard that you do a great
deal of the original designs, character
drawings, and even some of the color
guides yourself. Do you have any
plans to include your work in any of
the books?

GD: | don't know, | mean, | just
did a drawing of Dalkiel, and
Steven wants me to use it as a
trading card.

GF: | think your fans would freak
out if you did that. I'm a pretty big
fan, and | would dig seeing that.

GD: Actually, | never draw myself,
but | did a caricature of myself on
the bus once, and | showed to
Eerie (Von, Danzig’s ex-bassist),
and he started laughing; he said "It
looks just like you!” It's pretty
funny, so | might put it in my next
editorial.

GF: Tell me a little about your newer
projects, like Goth, and Igrat. |'ve
heard you've got Liam Sharpe doing
the artwork on Goth, and | know
Igrat was done by Eric Canete.

GD: Yeah, Liam Sharpe is doing
Goth. The first issue
comes out, | think, in
a few weeks. We're
doing an actual Go
Nagai gallery, where
all the artists are
going to do their
favorite Go Nagai
character. He's got
so many characters.
Liam did a Devilman
that's awesome. So
Goth is some govern-
ment scientific
experiment that goes
crazy, and then they
try to cover it up.
Igrat is, or course, the
mini-series, that tells
you how she
becomes the assas-
sin. It's based on bib-
lical stuff, just like
Satanika...

GF: When | was down
at Verotik, Steve

showed me a page from, | think it
was Igrat, where at the end, she
takes on Jesus Christ.

GD: One of her first assassina-
tions is Jesus. YWhat happens is it
ties in with the Spear of Destiny
myth. So, basically, in the end of
lgrat number one, Dalkiel hands
her the spear, with all this armor
he's given her. It turns out it's the
Spear of Destiny. What happens
is, because of all this armor she’s
wearing, when she goes to kill
Jesus, and he’s already on the
cross, they all think she’s a Roman
soldier. She puts him out of his
misery, actually. It goes back to
the whole myth of Jesus, that this
Roman soldier stabbed him in the
side so he would die, because he
felt sorry for him. You know, not
let him hang there nailed to a
cross in misery for days and days
on end. So it’s Igrat, actually, and
they think that it's this Roman sol-
dier. It should freak a lot of peo-
ple out. It's just another take on a
mythology story, you know.

GF: What would you say to those
“conservatives” who view your work
as, uh, too dark, too morbid, or too
grim?

GD: You know, | don't screw with
them, and they shouldn’t screw
with me. If this wasn't America,
then maybe we'd have to move

somewhere else, but this is
America. | have my rights, you
have yours, leave me alone. We
don’t solicit our books as all ages,
we solicit them as mature and
adults only. It's not like little kids
can go in and buy our books.
Usually, whenever they do this, it
means that somebody’s running
for office, or somebody’s trying to
get famous. Somebody’s trying to
use you to go somewhere else.
So, you've got to take it with a
grain of salt...

My personal thanks to Glenn
Danzig, Steven Wardlaw, and Ruthie
Smith-Barlow at Verotik, and special
thanks to Bill Liebowitz and staff at
Golden Apple, Los Angeles.
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In the last 2 or 3 years, anime fans have seen the amount movies, Ghost in the Shell is in competent hands. As a fur-
of anime video tapes released each month increase from a  ther sign of the growing influence of Western fans in the
trickle to a flood. Oddly enough, however, there’s been anime world, Manga is actually a co-producer in the pro-
almost no increase in the amount of anime that goes ject, insuring timely releases for Ghast in the Shells the-
straight to theaters. In fact, | can't think of a major anime atrical and video releases.

theatrical The year is

release since 2029, and the
Wings 0 Ministry of
Honneamise, Foreign Affairs
which was has covertly

like 8 months — _ reated a virtu-
ago. And what was the last one before that? r e B = » al lifeform to do its bidding on the world’s data
Well, starting in January, we’ll be lucky I8 e s . { networks. The problem comes when this

biggest anime theatrical release since /| “Puppet Master,” decides that he truly is
Akira... Ghost in the Shell. 0Of course, - 2 alive, and requests political asylum from
when we say “major” in terms of anime, o his creators. Now he's caught in an
we're talking about as little as 20 screens : ! internal struggle between two political
a
don’t live in or near a big city shouldn’t $ 19 Enter frequently-topless cyborg
lose hope yet). Still, if you haven’t = Y Y ') Motoko Kusanagi, who's assigned to
actually seen one on the big screen, = b i stop him, but is able to sympathize
you can't know what you're missing. ™ L 3 o with his desires. He proposes they

enough to witness what could possibly be the . physically formless agent, called the
nationwide (Manga has yet to announce agencies who want to either suppress
the extent of the release, so people who or free him.
With stunning animation, a rocking © % | WS merge themselves, and she... Well,
soundtrack, and a mass appeal sci-fi _5 . like / know what happens. The
4 1

o
% )
storyline based on the comic series by . 4 y L% movie's only ever been shown in its
Ropiesoed, Black Magic M-6 and \ TN Bl Elrope. " Like e reat of you. i
k -66, TR ; - in Europe. e the rest of you,
iDomnwal;an).. .:?Itm:t in the Shell lsidelinite- &\ Nl . Y hhawe to wailP “til J:nélary to see it on the
a film that deserves the big screen < ig screen. Provided they use real voice
t!aalmem. Produced by the folks who = N actors other than the half-asleep ones on
brought us Akira, and directed by basically " ‘\ the demo tape, Ghost in the Shell could be
the same team responsible for the Patlabor ¥ oA‘k £’ the anime event of 1996.

- T
-

g While fighting game conversions
=& [ -/ seem to invariably end in failure,
- . 7~ I . RPG-based anime continues to be
’[‘ among the industry’s best. Atlus’
flagship Megami Tensei, which is sort
of a high-tech, demonic Wizardry, is one of those
game series that are huge in Japan (there’s a new
release every week, it seems) but never even men-
tioned here. The newest game in the series, Devil
Summoner, is due for the Saturn on Christmas Day.
The animation for the two 29 minute OAV episodes
is excellent, and the character design is very cool, done by that one sorta-famous guy
whose name | don’t remember. The villain, Kobayashi, was particularly well done. He's
just your average angst-ridden teenager who got beat up a lot as a kid, and learned how
to retaliate by summoning demons through his personal computer.
Hopefully some bold company will take a chance and release this one domestically.
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Satoshi Urushibara and Kinji
Yoshimoto need therapy. Badly. Nul
that they're not geniuses, of course,
I've always been a huge Satoshi
" Urushibara fan... He's the guy who
did the incredible character designs
for the Langrissa series of strategy
games (ahem, note the placement of
Elwin’s hand on the Der Langrissa
cover art), and there's a beautiful origi- | If ever you find yourself in
nal Street Fighter Il poster he did on my | Japan on a Monday night,
wall. But - both together with Kinji | find yourself a TV. At 6:00,
Yoshimoto (who's more famous for his | start your evening off with
soft porn efforts) and alone - he has | ZENK/. At6:30, it's time for
some serious fetishes | don’t even want | Virtua Fighter. At 7, it's
to talk about. Street Fighter IV, and at

Their most famous collaboration was | 7:30, Magic  Knight
this year’s Plastic Little (released here | Rayearth. Yes, this is the
courtesy of AD Vision) an excellent bit | charmed life Japan-based
of anime which had a 2 hour plot | anime fans lead, every day
crammed into 45 minutes of anime, | of every week of every
| about half of which were used for lin- | STINKING YEAR. Not that

~ | gering breast shots. Well, it’s good to | I'm bitter.

know that they’re getting better, as their | Okay, | am bitter, but after
1989 collaboration, Lemnear, was | finally seeing Virtua
almost constant bare breasts, mixed in | Fighter, much of the sting
with a fairly generic fantasy storyline. | is gone. | don't want to say '

Lemnear is finally getting released | that it's bad, but... well... man, is it ever bad! If you've ever seen the
here, via U.S. Manga Corps, and it's | Japanese Streel Fighter TV series, you know what to expect. In fact,
certainly worth a rent. The plot is | you know exactly what to expect. | wouldn’t be surprised if they just
painfully generic and quite predictable, | dug the scripts for the first two episodes out of Capcom’s dumpster, and
but Urushibara’s excellent (if constantly suggestive) art, and a very cool hard | just replaced “Ryu” and “Chun Li” with “Akira” and “Pai” instead.
rock soundtrack (no vocals, thankfully) make it worth a rent. : m . Exactly as with Street Fighter, our proud, stoic Akira has
Released by U.S. Manga | | A N
Corps, 49 minutes, parental f {_ .;.1 I
guidance definitely 1? ?‘

suggested. s ) |
i - ]‘:;

been reduced to a boy-am-l-ever-cool teenager who
spends 90% of his time eating, but always has his gi
and headband from the game underneath whatever
he's wearing.
In the first episode, Pai is fleeing from the evil
crime lord she was arranged to marry, and
Akira agrees to help her out in exchange for
waiving the debt on 10,000 platefuls of his
A ‘favorite food, gyoza. The wacky thmg is, Pai
hates gyoza! This is one of the series’ many,
um... “wacky” running gags. Ha ha.
_ Episodes 3 and 4 introduce Sarah (reduced
: from a cold, hardened, brainwashed killer into a
/ ,-.) J» mindless slut with a flying squirrel named Alexander on her
" shoulder) and “Smile Steaks”-sponsored racing star Jackie.
J A Those four, plus yet to debut Kage, will form the series’ main
characters, although everyone from the series will appear in it
eventually.
Though it’s only the fourth episode, | was disappointed by the
: cliché-filled direction chosen for Virtua Fighter, and the ani-
mation quality is pretty poor, especially considering the qual-
C ity of earlier Studio Piro works (most notably Yuyu Hakusho).

A
O

Before we go, there are a couple of exciting anime/game deue!-
opments on the way.

As | said earlier, 's the next fighting game on the way,
unless you count that not-so-hot Neo*Geo fighter, :
:BBS;‘II features a:lt I’J:y Mfa’s._akl Ohbari, who did the character demgns
or the pretty good Fatal Fury movie. , ; :

Quovadis is an anime-filled strategy game coming for the Saturn_ ?#ewm:éé:;f NEDS TH IANGY. FE ARG CO8 TOVOISS
on December 21st, with character designs by Haruhiiko Mikimoto,’ trend of bad
most famous for his excellent work in Macross II. is also fighting
a weekly radio drama now, and soon to be a feature length anime of '”\ game 1o
some sort... | . \anime
Sony'’s sprung for 15 minutes of high quality animation for the open- \ \conver-
ing and ending of their new flight simulator/RPG, due in \ sions.
February. Character designs are by Yutaka lzubuchi, but to perfect-
ly honest, | have no idea who he is. Must be pretty famous though.
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GAMEGEAR
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DEVELOPER - US GOLD
PUBLISHER - US GOLD
FORMAT - 4 MEG CART.
#OFPLAYERS - 1

PERHAPS THE LAST
GREAT GG GAME.

i

(=) .l-"

The Game Gear MegaMan takes two bosses each from MegaMan 4 and
EE A MAM 5 BrightMan, StoneMan, StarMan, and NapalmMan, complete with their
stages and weapons. While does remove quite a bit of strategy in
selecting the right weapon for the right boss, it be remembered that this is a Game Gear
we're talking about. In retrospect, however, MegaMan 4 and 5 were both 4 megs each, and
what this GG cart is. Odd. _
eplay is total MegaMan, with the charge-up Mega Busl'ﬁ. sliding, and even trusty Rush. The

ga
that'’s j
The g
only lh! Rush can do for you is spring you to high platforms, but hey... at least he’s in there! For you

poor, poor souls who've never played MegaMan, the entire g s based around defeating various
robots, gaining their weapons, and then defeating other robots with the new weapons. It was up to you to
find out which weapons did the most damage to which enemy... there was immense strategy in what
order you played the game’s levels in. This strategic planning is mightily reduced by having only four
boss enémies, but it’s still there in some form.

MM’s graphics and music echo the NES perfectly. MegaMan is slightly bi in relation to his sur-
roundings than the original versions, but this is for the GG's miniature displ@y. Other than this minor dif-
ference, everything y MegaM. rounds, enemies, and weapons - is lifted direct-

t exactness, with that tmrni‘ Capcom com-
I highly recommend Me, n. It’s as
and play such a classic game of joy is | e
come out eons ago... ck Rox .

position.

If you still whip
fun as it ever wa
extremely cool.
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Provide your name, age, and

/

address and send

your creation oz
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ffal Bay 3-Deep contest

/'

Your Part:

ENTER GAMEFAN € NINTENDO'S

VIRTUAL

ANDWIN BI(!

Have you experienced the ultimate

-D world, Nintendo's

Virtual Boy™ from Nintendo? If not, here’s your chance to

et in on the fun absolutely free!

stamp)

iust think 3-deeeep!

If you don’t count the

Draw it. shoot it. or just go wacky and be creativ
0f course, it'd hel

if you've ex

\w‘ﬁamefan Mdizine

’

a one year subscription to GAMEFAN, and a GAMEFAN T-shirt

Y’ 4

- ‘h:,: "t
53] (laretmmo-%

- Our Part:

qaar hills. Ca. orot
@2 95

ENTER THE CONTEST BY SENDING IN YOUR DRAWING
TO VIRTUAL BOY 3-D CONTEST, C/0O GAMEFAN MAGA-
ZINE, 5137 CLARETON DRIVE #210, AGOURA HILLS,
CA 91301. ALL WINNERS WILL BE NOTIFIED BY MAIL.
ALL ENTRIES MUST BE SUBMITTED ON PLAIN WHITE
PAPER. NO LINED PAPER OR POST CARDS WILL BE
ACCEPTED. EACH ENTRY MUST HAVE YOUR NAME
AND ADDRESS DIRECTLY ON THE SUBMITTED ART
MULTIPLE ENTRIES ACCEPTED, BUT EACH MUST BE
SENT IN SEPARATELY. THE DEADLINE FOR ALL
ENTRIES IS JANUARY 31, 1996, AND ALL ENTRIES
MUST BE RECEIVED BY THIS DATE TO BE ELIGIBLE.
DIEHARD GAMEFAN AND NINTENDO OF AMERICA AND

——

* 15 Second prize winners will receive a one year subscription to GAMEFAN, and a GAMEFAN T-shirt

» 25 Third prize winners will receive a one year subscription to GAMEFAN.

ame system. and 1 Virtual Bo

THEIR AFFILIATES ARE NOT RESPONSIBLE FOR LATE
OR LOST MAIL. EMPLOYEES OF GAMEFAN MAGAZINE,
NINTENDO OF AMERICA AND THEIR SUBSIDIARIES
AND AFFILIATES ARE NOT ELIGIBLE. FORTY-FOUR (44)
WINNERS INCLUDING (1) GRAND PRIZE WINNER WILL
BE SELECTED BY THE GAMEFAN JUDGES, WHO SHALL
HAVE COMPLETE AND SOLE DISCRETION IN SELECT-
ING WINNERS. ALL DECISIONS ARE FINAL. ALL TAXES
ON PRIZES ARE THE SOLE RESPONSIBILITY OF THE
WINNERS. WINNERS RELEASE GAMEFAN MAGAZINE
AND NINTENDO OF AMERICA AND THEIR SUB-
SIDIARIES AND AFFILIATES IN ALL MATTERS RELAT-

ING TO THE USE OF PRIZES. NO SUBSTITUTION OF

N

ames: Teleroboxer. Galactic Pinball, Red Alarm, Mario Clash, a
two vear subscription to GameFan. a GameFan T-shirt and a quest editorial spot in "Hands On.

ears and older. No entry can be made if under the age of 7.

PRIZES OR CASH EQUIVALENT ALLOWED. ONE PRIZE
PER FAMILY. WINNERS GRANT PERMISSIQON TO USE
THEIR NAMES, ADDRESSES AND PHOTOS FOR
ADVERTISING OR PROMOTIONAL PURPOSES 'WITH-
OUT ADDITIONAL COMPENSATION. CONTEST VOID
WHERE PROHIBITED BY LAW, AND OTHERWISE GOV-
ERNED BY CALIFORNIA LAW. (C) 1995 NINTENDO OF
AMERICA INC. ™ and ® ARE TRADEMARKS OF NIN-
TENDO OF AMERICA INC. SYSTEM INCLUDES MARIO'S
TENNIS. BATTERIES NOT INCLUDED. ™ AND ® 1995
T&E SOFT INC.. LICENSED TO NINTENDO
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Thls is the issue that everyone
has been waiting for, with the
unveiling of Nintendo's Ultra 64
(Nintendo 64 in Japan) resting

comfortably on page 130. I'm
actually writing this on 11/17, a
full week before The Show of the
Decade. Before we dig in, |
want to remind everyone that
we’ve been saying the Ultra is
the most advanced video game
architecture from day one, while
the other mags wavered. For 3
years, I've been talking to 3rd
party developers, publishers,
game editors from other maga-
zines, programmers, designers,
and, most importantly, fellow
colleagues at work. Few
believed that Nintendo could
pull it off. Now that it’s a reali-
ty, the other guys are jumping
on the Nintendo train head first,
like they spent the last three
years believing. They'd have
you think they were first, but
good, bad, or otherwise, I've
been spewing out Ultra news for
as long as | can remember, dri-
ving the Editor-in-Chief wacko
and running up phone bills.

The big news from last month
regarding the Killer Instinct
upgrade has changed a little.
The upgrade will actually be
Killer Instinct 2, and will hit the

arcades January
'96. Test versions
should start hitting
around December.
Right about now
you're thinking
“What happened?
You said KI2 wasn't
going to be
released in the
arcade, but as a
home exclusive!”
Basically, Nintendo
changed the game
plan, and, uh, well,
hey, | just call 'em
like | see 'em (or
hear 'em). If I'm right half the
time, we're smokin’. This is
after all, a gossip column...
Not! 1 really try to get you the
best info available and have
some high powered sources.

The home version of KI2 may
feature major upgrades not
found in the arcade version,
such as extra moves, tricks,
backgrounds, better graphics
and extra characters.

In other Ultra news, Mario RPG
for Ultra is said to be currently
in development. Programming
won't start until January 1996,
due to the fact that the Square
team, who did the Super fami-
com game, won't be back from
their vacation until January.
Square sends their teams on
dreamy vacations between pro-
jects to dream up more power.
It seems to work! Soon after,
programming will begin and a
1997 release is planned.

MIK4, Cowld It Be True?

Yes, you've read correctly. MK
4 is koming late next year and
will finally be in real-time 3-D.
MK4 will use Computer Graphics
similar to Killer Instincfs.
While nothing is concrete, my
sources suggest that the
PlayStation could be the first
recipient of a home conversion.
While we're on the subject of
MK, Ultimate MK3 is scheduled

for both the 3D0 and
PlayStation. Previous reporis
suggested that Nintendo would
have it exclusively, but recent
Nintendo/Williams negotiations
must have broken down due to
Nintendo’s exclusivity clause.
As it stands there are no plans
for MK of any kind on the Ulira.

J‘f r' !'Ia“ _;:_"_

In Saga nem this month we
start off with some Virfua
Fighter 3 info. The game that
will surely set the standard for
3-D fighting games in 1996 is
close to completion. VF3 will
feature real-time computer
graphics, like in Sega's recent
VF2 portrait collections for
Saturn, all in real-time 3-D.
Look for it to hit the arcades
sometime in the 1st quarter of
'96 in Japan, with a 2nd or 3rd
guarter release here in America.
The Saturn version is actually
being worked on simultaneous-
ly. VF3 is scheduled for release
on the Saturn in time for
Christmas '96. Question is, how
will AM2 port a 64-bit arcade
game on to the $8? | wish |
knew. Perhaps an upgrade is in
the works. Hey, maybe it's the
RU-64 rocket top!!

: Al Sona
Al volyd,

Rumors are still eirculating
insinuating the M2 hardware
still might be licensed for use in
future Sega arcade games.
Matsushita won’t confirm the
rumor, but sources at Sega of
Japan say negotiations are still
under way.

>y
2111N
;%‘.’u.f,.'

n a04IcC...

There Is Hape

The sequel that everyone has
been waiting for is almost cer-
tainly a reality. The game is
rumored to be about 30% com-
plete, being programmed by
Sega of Japan. Sources say
Sonic will make his debut for the

Saturn at next year's E3 in Los
Angeles and should be released
by Fall '96. In last month’s
Other Stuff, 1 reported that
Daytona Remix was in develop-
ment for the Saturn. What |
failed to mention is that a
sequel is also planned for
arcade release in the winter of
'96, and the Saturn sometime in
the 1st guarter of '97 (after
Sega’s Indy 500). Also in the
works from Sega for the Saturn
is a new Siar Wars game and a
new fighting game from the
same team that brought us
Eternal Champmns

*:f ropt Fin

( ‘Jh

Rellahle suurces have verified
that SF3 could start testing as
soon as April '96 in Osaka,
Japan. In America, testing
should start sometime next
summer with a release shortly
thereafter. This time around the
competition will be fierce. Will
Capcom once again revolution-
ize the fighting category? I'm
diggin’ for infos like a golfer on

steroids...

SiaySiation )

A new version of the
PlayStation  hardware is
rumored to be in development,
scheduled for release in the
summer of '96 in Japan with a
price tag of only 25,000 yen
(about $250).

This system, touted as the
PlayStation Type-C, would fea-
ture all of the PlayStation hard-
ware better integrated, creating
a smaller, easier to manufacture
board. The CD-ROM would be
4X speed, (current PlayStations
are 2X) which could cause Sony
to reprogram a few of their
existing titles for the new sys-
tem. Both systems would, of
course, be fully compatible oth-
erwise.

See ya’ next month!

100N = THESE SHOTS WERE SO ULTRA LAST MINUTE I'M LEFT WITH ONLY TWO LINES FOR WHICH TO CONVEY ITS SPLENDOR. IT PICKS
UP WHERE 1 LEFT OFF AND IS SHOCKINGLY EVEN MORE INNOVATIVE THAN THE ORIGINAL. WE'LL HAVE THE WHOLE STORY NEXT MONTH.
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SAY HELLO TO
MY LITTLE FRIEND...
The character that started it
all will make his fourth 16-bit
appearance this January 27th
in Japan in Square/Nintendo’s
incredible 32-meg SGI Super
Mario RPG. The Super
Famicom will continue to
receive ample support in
Japan throughout '96 with Kid
Kirby, Furai No Shiren, Far
East of Eden Zero, DKC3, Front
Mission, Gun  Hazard,
Square’s newly announced
Bahamut Lagoon, and many
more. Recently, Secret of
Mana 3, Y's 5, Tengi-Makyo
Zero, and Dragon Quest 6 all
came out in Japan and are all
top quality games, albeit a bit
difficult to decipher in
Japanese. 16-bit collectors
may consider a closer look as
these titles, especially Mana 3
and Y’s 5 (both are action/role
playing) as they are not slated
for US release. The Mario
RPG, Kid Kirby, and DKC3
however, will all appear in the
US next year.

MORE M2 FOR YOU

Warp’s D2 is well underway
but is currently the only game
in development for
Matsushita’s M2 in Japan. To
be released in Japan, Europe,
and the US next year, the M2’s
price, availability, and hard-
ware configuration, are still
under lock and key. Will the
only system on par with the U-
64 gain enough support to
compete at the top? Price will
be a major factor for those
who currently do not possess a
3D00. An add-on unit will be
available for 3D0 users which
should be competitively
priced. Sources close to the
project say the M2 out-per-
forms the Ultra. However,
there’s more to a successful
platform than pure power.
Nintendo has the support of
some of the worlds top devel-
opers and a firm grip on
Japan's best designers.
Unlike the 3D0, the M2 will
need major licenses and a low
price to compete at the Ultra’s
level. Third parties currently
on board in the US include
Acclaim, Interplay, and EA... a
healthy start. Regardless, the

stage is set. | just pray they
pack in a decent control pad.

FREQUENT FLIERS...

Atlus, a company showing
great business prowess by
picking up Space Griffon for
the PlayStation, and High
Velocity and Virtual Hydlide
for the Saturn, all from Japan,
have made their best move
yet. They've acquired
Steamgear Mash, the insanely
fun iso-action game from
Takara Japan, for the Saturn.
With minimal translation
required, SGM should make
Christmas.

ZERO DIVIDE TO TWI

Time Warner, another com-
pany with a good eye for qual-
ity product from overseas has
pulled off a shocker by acquir-
ing Zoom’s amazing polygon
fighter, Zero Divide, a game
we thought SCEA would surely
grab. ZD should be in stores
by the time you read this.

SONY MAKES
FIRST MOVE

Speaking of Sony (America),
they too have made a brilliant
move. SCEA will release both
Arc the Lad and Beyond The
Beyond, two blazin’ RPG’s, in
the States early in the new
year. How funny that Sega has
two brill action RPG’s of their
own (Shining Wisdom and
RayEarth) enjoying massive
popularity in Japan that they
have no plans to release here.
Looks like Sony will be the
company to work closely with
their Japanese affiliates and
read the trades. We've been
begging for RPG’s since the
word Saturn was first uttered.
It fell on deaf ears at Sega.
Sony’s radar must have picked
up our transmission.

WAKE UP SEGA!
In a related story, reporis
from Japan say that Sega

Japan is asking that Sega US
take another look at both
Shining Wisdom and
RayEarth. Sega US passed on
both titles based on very early
versions. They can borrow
mine... Stay tuned.

PANZER DRAGOON... 2!

On a positive note, sources at
SOA have informed us that a
Panzer Dragoon sequel is in
the works with a release
planned for 1st Q. '96. Panzer
2 will feature levels where you
ride on the ground (similar to
part one’s intro.). Your dragon
actually grows with you in part
2, maturing as you progress.
Perhaps you meet up with a
baby dragon, teach it to fly,
etc.... Look for shots on
Panzer 2 as early as next
month. Many of our staff are
currently headed for Japan for
both the Shoshinkai and the
Saturn one year anniversary
which is being held at Sega’s
Amusement World.

THERE'S A BUG
GOING AROUND

While we're talking sequels,
here’s some great news (if
you're a Bug! fan). And who's
not? Bug 2 is already in the
works! Little is known about
this sequel other than it is in
the early stages of develop-
ment. We presume that Bug!
is Sega of America’s new mas-
cot, having ditched Sonic (a
move | personally view as a
fatal mistake) and given the
great response to Bug! It's a
no-brainer. Bug! is a great
character, and Sonic has been
damaged by the hyper lame
American cartoon of ultimate
cheapness, but still, he's a
staple in gaming, or at least
he used to be. Perhaps Sega
of Japan will give Sonic anoth-
er whirl.

LUCASARTS TO CREATE

NEW STAR WARS STORY

FOR NINTENDO’S ULTRA 64
Redmond, WA - Nintendo of

America, Inc. and LucasArts

Entertainment Company will

be bringing a never-been-told

Star Wars story to the
Nintendo Ultra 64 by mid
1996. Shadows of the Empire
will take place between The
Empire Sirikes Back and
Return of the Jedi. Howard

Lincoln, chairman of NOA
claims, “Combining this
amazing original Star Wars
story with the Nintendo Ultra
64 system will give players
everything they’ve hoped for in
video game play. In addition
to real time 3-D on the screen,
players will have full freedom
of movement and be able to
control the action throughout

the game. |It's very, very
real.”
MATSUSHITA BUYS M2

Osaka, Japan - Matsushita
Electric Industrial Co., Ltd will
purchase exclusive rights to
the M2 technology and its
operating system technology
from the 3D0 Company for
$100 million plus any addi-
tional royalties. Matsushita
plans to develop a 64-bit next
generation system as well as
using the technology for com-
mercial arcade games and
computer hardware and soft-
ware. Plans are to release a
$E§EOM based system by mid

RICHIE SAMBORA TO0 DO
EXCLUSIVE SOUNDTRACK FOR
JOHNNY BAZOOKATONE

San Francisco, CA - Bon
Jovi’'s Richie Sambora will be
releasing his exclusive hit Mr.
Sambo on U.S. Gold’s Johnny
Bazookatone game. The game
will be available on the
Saturn, PlayStation, and PC-
CD/ROM in January of 1996.

NEW FACES & NEW PLACES
Virgin Interactive
Entertainment:

Jeanine Gaylord-Mouchawar
gnrmerly of Twentieth Century
ox Home Entertainment) is
now Senior Product Manager.

Kris Kraves (formerly of
Ocean of America) is now
Director of Publicity.

Konami (America), Inc.:

Robert 0’Conner is now
Divisional Vice President of
Sales.

Acclaim Entertainment, Inc.:

James Derose, Jr. is now
President of Acclaim
Interactive Software.

The 3D0 Company:

Hugh Martin (former Chief
Operating Officer) has been
promoted to President.

Paul Milley (former VP of
Finance) has been promoted
to Chief Financial Officer.

Steve Fowler (former VP of
Developer and Customer
Service) is now the Vice
President, Operations and
Service, Studio 3D0.
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Romancing Saga: Final Fantasy:
Eternal Romance Grand Finale

29.99 29.99
Tactics Ogre Dbl Disc *69.99 Magic Knight Rayearth *44.99
Secret Of Mana 3 bl Disc*69.99 Ridge Laser *44 .99
Street Fighter Zero *44.99 Final Fantasy Sym. Ste.*29.99
Y's 4 Pertect Collection *44.99 Y’s 4 Renewal *44.99

PACKAGE INCLUDES:

HERMIE
HOPPER HEAD

.1 PlayStatlon contfollor ( ) Game P

= Coming to the 100+ Hours Of Game Play,
| Magio Style Length With

.n“’. W .. &a‘_’:s; - Rowerful PS Graphics

*Ninja Scroll Anime

24* '0'974”

J) X-Men Q) Tnslnmlenz

Import Saturn Import Saturn Import Saturn Import PlayStation

79> 84 797 T79%
OVERNIGHT DELIVERY! e COD'S WELCOME! o CALL NOW!




GAME l:lIIB

" Metal iecial Collect m- nnam FAX YOUR ORDER:
- 8’,. stalliers lii:L%

INCLUDE YOUR PHONE #
.i"‘! h é; Import PS e ard

et 5 1“’9

Import Saturn - §i '
‘ 90 Pre-assembled, Puumhln m s:m [A 12" Tall) Replicas.
%’ ;_ Tnm 7ing Figures Feature Real Hair And Amnmm,nual |
‘abic Capes (Demetri) And Lots Of Stunning Detail.
/..[f N “ w

" .; Z Prices are subject lo change. No refunds.
& & Exchanges only on defective mechandise.

" 5.\ CHECK OUT OUR WEB SHE:

i EBI IFree m-aynn nan Ltater Jauan a0

g San]_ural Ridge Racer

ot | ﬂ .
$ l;al en <£ Heroes Marm Spirits 3 Revolution
Import Saturn Import Saturn Super Famicom NEO GEO CD Import PlayStation

79 84 Call Call 79
CALL NOW! 818-865-2599 HURRY!
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. Super Stores! ? i

\lmt the Diehard Game Cluln

WE BUY, seu, »
r TRADE € RENT VIDEO GAMES, s Suner Store Near

A N I MATI 0 N 5 (D Ro M SOFTWARE. Arlington Heights, IL 60004 Austin, TX 78752
WE CARRY THE BEST SELECTION OF ) 7s) 5s3'came 6406 N. IH 35, #1250
SYSTEMS A N D G A M E S B 0 T H Nashua, NH 03063 ((::-’;I?)S?t?;rfz)gdhis Grand Opening
DOMESTIC € IMPORTED, FOR THE 8 scs) 5s175504 i e

Waterford, MI 48329 Winchester Plaza
5637 Dixie Hwy. 14560 Manchester Rd.
(810) 623-298 St. Louis, MO 63011
Call Ben, Tom or Pat 314-230-8998
Call Ed for his Grand Opening
Miami, FL 33183

Town & Country Center Nassau, Bahamas
8356 Mills Dr. East Bay Shopping Center
(305) 271-7197 East Bay Street West of Pl Bridge

Grand Opening in November
Spokane, WA 99218

9105 N. Division "C" Tacoma, WA 98498
(509) 468-4246 Lakewood Mall

Converters

: Call Kim, Neil or Jamie 10507 Gravelly Lake Rd. S.W. #22
tch
Now Avaitabte (206)-581-6080 _
A Manhasset, NY 11030 Call Dale for his Grand Opening
Sony PlayStaflon 1508 Northern Blvd.

™ (516) 627-6200 Taftville, CT
Call Todd, John, Eric ,"Remix” M&M Plaza
or the enforcer on Long Island 1 Jewette City Road
(203) 887-5861

[ Hauppauge, NY 11788 Call Frank, Tina or Mark for their
Trade In Your Games And Systems For Hauppauge Shnppin? Center Grand Opening

Store Credit Or Same Day Cash* Call: 391 Nesconset Hwy (Rt. 347)
(708) 253-GAME (516) 979-1210 Jackson, WY 83001

Il Pet Rich
948 W. Dundee Rd Arlington Heights, IL i e fggY\r;;é_%rngway

Plano, TX 75075 Call Rod for his Grand Opening

m 4 l 721 N. Central Expressway #420
(214) 422-5567 North Olmsted (Cleveland), OH
N s | Call Mark, Woody or Chris 4725 Great Northern Blvd. #3A
> / 1) (216) 734-3996
PlayStation [ El Paso, TX 79912 Opening Late November

Promenade Shopping Center

7500 N. Mesa #226 ALL LOCATIONS OPEN 7 DAYS
(915) 581-2582 A WEEK - ALL MAJOR CREDIT
Call Joe for his Grand Opening CARDS ACCEPTED

:Giz‘“rfési'-s‘ -
Al syﬁis are lndepeng!ly“@ﬂd andgaperated

Find out how to purchase your very own Diehard Game Club
Super Store - call 800-425-2500 today! o
ﬂEl.'d\DﬂIUE SUPER FamICOm

COMING SOON:

L vm“m Im . Washington, DC  Brooklyn, NY  Chattanooga,
o COMPUTER . ANIME - Dallas
_l New Orleans, LA  Westchester, NY '
..And Much More! CALL NOW!! . overss wy  Mouston
\: |g‘l.|‘|_’_mni, NC McAllan,



Send us your old games |E | .

Receive a check back or purchase other titles of your choice

Import and American »

Prices in this ad are good thru 1/31/96 t —
Visit our World Wide Web Homepage - http:.-f.fwww.cybergate.comf ~bre a 5 l a I D n
3D0 S| and Saturn

S G552 "'f“*""“‘jf?"f Now you can buy at the lowest
--’-5;. e, B3 M B R unbeatable prices.Think of it! *
BU® CBEAA S Aswrmes  Nm® prov U3 Saving $1 D, 520 or more on
each and every game you buy.
«  There 1s only one call you

need to make In this universe
and that Is *

o SRS S B0 B fBiE Bi, 12 Light Years Ahead 0f The Competeifion With Down To Earth Prices
2222 NINTENDO WS BRER ACEINE  RRAN S A b PI ) E
. THSAGA Mg SEPATDN I Dark Stalkers
R, aysStation Dark Stalers
Street Fighter 2 Movie Mortal K@n*:ijatB free Unierse Spring
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0 P WHOCOMMND. BI51200 SIMETM O] LB e - Alone in the Dark 2 idewinder

.-..-
—
"\

.......

bH’A sl | Trade in your old game > SEGAAI

Dragon Ball Z WF Wrestlemania GP '95

systems & cartridges for: Golden Axe-Duel X-Men Primal Rage

AF ! B — —
- . I Son y * Guaranteed *
ey 5 PIayStation Lowest Unbeatable Prices In The Unive_rse

On All Import Games, Systems And Accessories.

. _— Saturns * Saturns ® Saturns
e Lwan Genesis core system $30 Saturn Universal Converters now available. Play

oo 44884 Super Nintendo core system $40 g 3 .
- 3DO (any model w/1 control pad) $100 American and Import Saturn CD's on any Saturn System.

2235 Saturn (w/1 control pad, AV cable) $150 Limited quantities, call now!

s20t Sony PSX (w/1 control pad, AV cable) $175
Y Youck prices osty. Wo do fut sell et D-- . Pad. AC Adagter ard F Mastercard and VISA accept.ed
* *

Instant cash for select systems and games.*

b A D S0 iy PR A S ik B We carry a complete line of games
LT T o e SRR and accessories from around the world.

| To Buy qurrfdges - Playstation, Saturn, NEOeGEO CD, 3D0, Jaguar,
e L S .0 it * SFC, MD, PC Engine and more.

G- nuan oot ¥2i2  To Sell Cartridges

*
MAVSON HD0EN SOUL 3 38700 TEom 3 o PO 8 4SRN L Seyov oow 6 b wcren wow P * Call for overnight delivery.

WMNESOTAFATS B30 1  S¥®Y Send your Cartridges/Orders to : . .

Tk :'.'.:..'.';-: ;_-_ BRE Software Monday-Friday 11:00 am-8:00 pm EST

NBA -w__ VI MBBN ATUAL BAR M 9514 352 W Ep{‘ c:- d Av &ﬁ b..]q[: 104 Dept F1
— "~ Credit Card Orders Call (209) 432-2684 st i R g 1
Dealer and Wholesale Inquiries Welcome.
oo  cain o Geres. G Ge Sigs e, i 6 3 carva All rights reserved for all parties mentioned. We reserve the right to

i - - refuse any sale, trade or purchase. Games are subject to availability

AY WARRANTY and are subsect o avadabilty 'We reservs The no 5 roksss @ ma

i e Dept - " - £ ’ . )
World Wioe Web: hip www cybergaie com -bre  Super Penieno
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You have the POWER. In this contest you don't rely on the luck-of-the
draw. You determine if you win or not. You win by outscoring others in a game of
skill. Can you solve the puzzle below? Then you have what it takes. It looks simple,
bmil'sonnwmestan.&chdﬁvemp a little harder. But this time it's
all up to you. Stay in to the end with the highest score and the gear is yours.
With whatever options you want. Do you have what it takes? Then play to win!

Computer Contest. Win a blazing fast computer with Pentium 133 Mhz
processor, 16 meg. ram, 1.2 Gig. hard drive, CD-ROM, 17" monitor, modem and more!

Video Game Contest. Play on the hi-tech cutting edge with this line-up:
Sony Playstation; Saturn; Virtual Boy, 3D0; and Atari Jaguar. Get all five or
trade the ones you don’t want for CASH! Bonus options include: 33 inch monitor,
$1,000 in games, cash, accessories and more!

Media Rig Contest. The Ultimate Gaming Environment, 40 inch monitor,
130 watt receiver w/ Dolby Pro Logic Surround Sound, and all components shown.
Win DSS Satellite Receiver as a BONUS OPTION! This rig will blow you away!!

Directions. Fill in the Mystery Word Grid with words going across
out the Mystery Word down the side. Hint: use the mm

Iin the future. There will be four more puzzles at $2.00 each and one tie-
breaker at $1.00 which will be sent to you by mail. You will have 3 weeks to solve
each puzzle. We don't know how many wi but typically 55% will have the
highest score possible score 1o Phase ), 3% 1o 11, 36% to Phase W, and 32%
to Phase IV. The tie-breaker determines the winner. If players are still tied they will
split the value of the grand prize they are playing for.

that spell

Yes!

ENTER ME TODAY, HERE'S MY ENTRY FEE:
[]($3.00) Computer Contest

[]($3.00) Video Game Contest

(] ($3.00) Media Rig Contest

("] ($5.00) SPECIAL! Enter them all (SAVE $4.00)

YN ANY dIN0

c

ng SEND SAS

WORD LIST and LETTER CODE chart

PINCH
BREAK
STOMP
CRUSH

K BLAST....A WRECK
S SPRAY.....C TURBO
R--PRESS i B DREAM .0

H SLANT
Wi .
WORLD RULERS HAVE IT AND IN THIS CONTEST YOU HAVE IT

y M.0., OR CHECK TO:
EMONIUM, P.0. BOX 26247
EAPOLIS, MN 55426-0247

VOID WHERE PROHIBITED « ENTRY DEADLINE: POSTMARKED BY FEB. 17TH, 1996 « ENTRY FEE MUST BE INCLUDED
Only one entry per person. Employees of Pandemonium, Inc. and its suppliers are ineligible. Judges decisions are final
Where judges are in error the sponsor’s liability is limited to the amount of entry fees paid. Not responsible for lost, delayed or
stolen mail. Open to residents of the U.S. its territories and Canada. You can request Winners List and Official Rules by writing
Pandemanium, Inc. 7204 Washington Ave. S., Eden Prairie, MN 55344. Merchandise names and models are trademarks of their
respective companies who, along with this magazine have no affiiation with this contest. © 1935 Pandemonium, Inc
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L ldyOLdl
Sony Playstation System
Air Combat

Battle Arena Toshinden

Call
Razor Wing

DONT
WASTE
TIME

What do you want from your
game dealer? You want
wide selection. You want fast
delivery. And you want
friendly people who know
games. That's why
Gameware Express is here.

Batman Forever
Battletech
Castlevania Dracula X
Chrono Trigger

Emmit Smith Football
Frank Thomas Baseball
Killer Instinct

We can ship overnight for just
6. No hidden costs. Our
selection is secondifornone®

EECEEREEEEERRERERER

Ridge Racer Call
Romance of 3 Kingdoms IV Call
Tekken Call
Twisted Metal Call
War Hawk

AND MANY MORE...

3IDO p
300 System
C2: Judgment Clay s$54

Daedalus Encounter Call

Bug
Doom $51 2
1Mth W $50 Clockwork Knight Call

ot et Daytona USA Call

Ghen War Call
Immercenary sa3
Madden Football $51 Sotha Col

Myst Call
:::::m ?.: NBA Action ‘95 call

. Panzer Dragoon Call
R - Prime Time NFL Football  Call
Victory Goal Call
'l‘ ||||ﬂ|| I|I‘ Virtua Fighter I cal
I. llln d Universal Adapter Call

il Ilﬁll l jariw AND MANY MORE...

|
ware: hnp [/www.tyrell.net/ —gameware
an stf e-mail: gameware@tyrell.net

A AN R LH

Saturn System Call
Astral Call
Call

Gall fo ad] impart/domesiz ttes not sted! ﬂVEI‘IIIﬂlII SIIIIIIII

Visa, MasterCard, Money Orders and Personal Checks accepted. Add §7 for C.0.D. Price & availability subj

Subscribe To
GAMEFAN
for only...

Send your check
Or money orter fo: (12 lssues)
DIEHARD BAMEFAN

5137 Clareton Dr. Ste. 210

Agoura Hills, CA 81301

o calk 1 '800'454'2637

Please have your Visa or Mastercard ready.

- Ganada and Mexico orders add $20.00 U.S. funds. Allow 6 to 8
- weeks for your first issue, CA residents add 8.25% sales tax

“GAMEFAN T-SHIRTS - CALL NOW!

“ll--glﬂlm-mm-lul-ﬂn

1l

SAVE OVER $40'

There's a
'3, G.‘amteFau ﬁ’

B logo on the

4%

M:@m;a_n:

E x» res

s

rihworm Jim 2

__Frank Thomas Baseball

Mortal Kombat 11l
Primal Rage
Revolution X

Samurai Showdown CD

~ Spiderman Venom

Weaponiord

Batman Forever (32X)
Blackthorne (32X)

C2: Judgment Clay (32K)
Totally Brutal (32X)
AND MANY MORE...

ADVERTISER'S INDEX

THE 3DO COMPANY 80-81
ACCLAIM 5.57
BRE SOFTWARE 145
CHIPS & BITS 86-87
CRYSTAL DYNAMICS 2-3, 13, 37. 60-61, 110-111
DIEHARD GAMERS CLUB 142-143
DIEHARD MARKETING 144
FATBOY VIDEO 147
GAMEWARE EXPRESS 148
JAPANIMANIACS 137
KONAMI 53, 114-115
MASCO ENTERTAINMENT 151
NINTENDO OF AMERICA 10-11
PANASONIC 25, 27
PANDEMONIUM 146
PLANET GAMES 150
PLAYMATES 91721
SEGA OF AMERICA 23, 109
SONY 6-7, 14-15
SONY INTERACTIVE 33, 41, 44-45, 51
STD 77
TIME WARNER INTERACTIVE 152
UBI SOFT INC. 7
UNIVERSAL FAMILY ENTERTAINMENT 19
UNIVERSE VIDEO GAMES 145
Us GOLD 28-29
VIC TOKAI INC. 71
VIDEO GAME NETWORK 149

SHBER NINTENIR

SBB
Call




FREE!! FREE!! FREE! FREE!! FREE! FREE!
] FREE!! PRICE CATALOG
WE BUY * SELL * TRADE

LOW PRICES!

GO Ahead Punk
Make My

Game!!

6233 University Ave. NE
Fridley, MN 55432

612) 574-9882
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3DO “s==== AN\
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J\Gl:\R ‘_'_ \ 8 N Y
SATURN = ¥ o -
GENESIS N
SUPER NINTEN
AND MANY MORE! \ o

N AESRE U CILLESPIE 14

CALL OR WRITE FOR A FREE CATALOG.

(612) 574-9882 e =
VIDEO GAME NETWORK

\ \ - VISA |
6233 University Ave. NE -

Fridley, MN 55432 @
OR CALL THE GAME GODZ! P

SEND VIDEO GAME NETWORK

TO: 6233 University Ave. NE
Frnidley, MN 55432

Q PLEASE SEND FREE CATALOG

NAME:
Please call for current prices We deduc! lor misang boxes and manuals Buy back ADDRESS:
pnces are slore credit only uniess you ask for check pnce Out of stock orders may
be hald up 10 60 days No COD's We accep! personal checks. although your order : _
wil be delayed at least 4 weeks Money orders are usualy shipped within 48 hours Cily/State Zip
i in stock All sales are inal 90 day warranty on cars, 30 days on CD's We reserve
the nght 1o refuse any sale or purchase Please call if you have any questions PHONE: ( )
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2566 HWY 10, MOUNDS VIEW, MN., 55112

GALL US

FIRST

FOR BEST
PRIGES!

0 GA T DRAGONS LAIR $39  DESERT STRIKE $36  ROCK N ROLL RACING $31  DAFFY DUCK $27
AIR COMBAT $56  PRIMAL $59  FIFA INTL SOCCER $29  EARTHWORM JIM $48  ROLLING THUNDER 3 $24  DEMON CREST $22
JUMPING FLASH $55  NHL 96 $56  HORDE $29  ECCO DOLPHIN $27  SHINING FORCE $38  DESERT STRIKE $38
NBA JAM TE $49  POWER RANGERS MOVIE $49  JOHN MADDEN $39  ETERNAL CHMPNS $25  SHINING FORCE 2 $39  DONKEY KONG CTRY 539
PGA TOUR 96 $53  LIGHT CRUSADERS $68 JURASSIC PARK INTERAC ~ $19  FATAL FURY $16  SKITCHIN $28  DRAGON VIEW $36
MK3 $59 VENUM SPIDERMAN $56 MAD DOG 2 $43 FIFA SOCCER 95 $49 SONIC & KNUCKLES $38 DRAGONS LAIR $16
NOVA STCRM $52 TECMO BOWL 3 $64 MEGA RACE $36 FLASHBACK $19 SONIC HDGHOG 3 $38 DRAKKHEN= $9
CYBER SLED $46  MOTAL KOMBAT 3 $69  MONSTER MANOR $39  GENERAL CHAOS $27  SPLATTERHOUSE 3 $27  EARTHBOUND $59
PSYCHIC DETECTIVE $53  WEAPON LORD $59  NEED FOR SPEED $45  GOLDEN AXE 2 $19  STAR TREK NEXT GEN $38  EARTHWORM JIM $39
DISC WORLD $52  VECTORMAN $49  NOVASTORM $42  GUNSTAR HEROES $21  STREET FTR 2 SPCL $19  FZERO $15
FORMATION SOCCAR $52  NFL QB 96 $65 OFF WORLD INTERCEPTO  $30  INCREDIBLE HULK $27  STREETS RAGE $16  FACEBALL 2000 $18
THEME PARK $52 BIG HURT BASEBALL $66 OUT OF THIS WORLD $38 JEOPARDY $36 STREETS RAGE 2 $21 FATAL FURY 2 $21
SHOCKWAVE $53  REAL MONSTERS $56  ROAD RASH $45  JEOPARDY! DELUXE $34  STREETS RAGE 3 $38  FINAL FANTASY 2 $38
DEFCON 5 $52 SLAYER $39  JEOPARDY! SPORTS $25  SUPR SMASH TV $15  FINAL FANTASY 3 $57
WIPEOUT $52 FATIENITTEEEE STAR BLADE $39  JOE MNTNA 94 $12  SUPR STREET FTR 2 $39  FINAL FANTASY MQ $14
DEMOLITION DERBY $53  CHRONOTRIGGER $75  STAR CONTROL 2 $29  JOHN MADDEN 95 $31  SWORD VERMLION $15  FINAL FIGHT 2 $27
DOOM $59  DOOMeKILLER INSTINGT §72  SUPER STREETFGHTRTUR $39  JOHN MADN 94 $14  TASMANIA $25  FIREPOWER 2000 $17
WING COMMANDER $53  PRIMAL RAGE ¢63 VR STALKER $39  JUNGLE STRIKE $38  TAZ-ESCP MARS $28  HAMMERLOCK $28
LEMMINGS $52 ' NHL B8 56 WING COMMANDER 3 $45  LETHAL ENFRCR $29  TMNT-HYPERSTONE $24  ILLUSION OF GAIA $43
200P $44  MECHWARRIOR 3050  §59 SLAM & JAM $39  MAXIMUM CARNAGE $33  TMNT-TOURN FTRS $21  JEOPARDY DELUXE 538
PANZER GENERAL $54  THE MASK s59  RETURN FIRE $39  MORTAL KOMBAT 2 $35  TOE.JAM & EARL 2 $30  JOHN MADN o4 $16
CYBERSPEED $49  DRACULA X $57 MUTANT LG FTBL $16  TRIPLE SCORE $27  JOHN MADN 95 $31
PRIMAL RAGE $52  yOSHI'S ISLAND MARIO 3 Ses  TOPISTTNGRIITS MUTANT LG HCKY $35  URBAN STRIKE $49  KEN GRIFFEY JR $33
TEKKEN $56 URBAN STRIKE $59 4 IN 1 CLASSICS s NBA JAM $27 VIRTUA RACING &39 KIRBY DRM CRSE $35
TWISTED METAL $53 SCOOBY DOO $59 COBRA COMMAND $8 STREETS RAGE 3 $38 WARRS ETRNL SUN $32 MARIO KART §28
DO TITLE! VENOM SPIDERMAN $65 ETERNAL CHAMP $25 SUPR SMASH TV $15 WWF ROYAL RUMBLE $24 MEGA MAN X $27
FLYING NIGHTMARES 555 Ghin Seo FIFASOCCER $16  SUPR STREET FTR 2 $39  X-MEN $19  MEGA MAN X2 $38
SIS 55 Doty IhooicRs s4q  FINAL FIGHT $17  SWORD VERMLION $15 ) $49  MICKEY MANIA $33
SR 0 Tecam Rae S64  GAND ZERD TEXAS $21  TASMANIA $25 $37  MONOPOLY $45
NHL 96 $59  700p s44 LOADSTAR $19  TAZESCP MARS 528 MORTAL KOMBAT 2 $35
DRUG WARS $52  MORTAL KOMOAT 3 sgg  LUNAR $29  TMNT-HYPERSTONE $24 MYSTICAL NINJA $14
DAEDALUSENCOUNTER  $69  PORKY PIG HAUNTED ooy  LUNAR? $47  TMNT-TOURN FIRS $21  7TH SA NBA JAM TE 847
BUADE FORGE W aer Oh et TOUR MAD DOG MCCREE $33  TOE JAM & EARL 2 $30  ACT RAISER $16  NBA LIVE 95 $49
KILLING TIME §53  s63 MICKEY MANIA $17  TRIPLE SCORE $27  ACT RAISER 2 $24  OGRE BATTLE $59
WOLFENSTEIN 05 pru iR an s53  MONKEY ISLAND $12  URBAN STRIKE $49  ADVISLAND $24  OUTLANDER $11
ALONE W THE DARK 2w S5  MORTAL KOMBATARCAI  $12  VIRTUA RACING $39  ALADDIN $35  PEACEKEEPERS $28
SATURN TITLES =~ | SECRET OF EVERMORE $63 PRIZE FIGHTERS $14 WARRS ETRNL SUN $32 ALIEN 3 $24 PGA TOUR GOLF $47
d;“E.éRéPEEDWAY $59 NFL QB CLUB 96 $60 ROAD AVENGER $9 WWF ROYAL RUMBLE $24 AXELAY $16 PILOT WINGS §19
e ol so5  ROAD RASH $28  X-MEN $19  BATLTDS/BTL MNCS $19  PITFALL HARRY $46
i T $16  PRINCE PERSIA s21
D tes N S9  SILPHEED $13  X-MEN2 $49  BEST OF BES 6
SIM CITY 2000 851 BIG HURT BASEBALL $69 SNATCHER $33 ZERO TOLERANCE $37 BILL WALSH FTBL $17 ROCK N ROLL RACING $31
. TOMCAT ALLEY $27  NBA JAM TE $47  BREATH OF FIRE $39  SAMURAI SHOWDOWN  $33
DARK Lo \GOOMS  $59  KAWASAKI STREET BIKE  $56 $31  NBALIVE 95 $45  CAPT AMERICA §$17  SECRET OF MANA $36
L $49  REAL MONSTERS $56  \WILLY BEAMISH $15  NFL OB CLUB $33  CASTLVANIA 4 §16  SHADOWRUN s27
S s $52  WAYNE GRETSKY HOCKEY $59 OLYMPIC GOLD $12  CLAYFIGHTERS $34  SIMANT $47
NBA JAM TE EYTI USD 300 TITLES e
THEME PARK W RTTEe . USED SEGA TITLES RNV $34  CLAYFIGHTERS TOURN $31  SIMCITY $44
AFTER BURNER 2 $24  PGA EURO TOUR $38  CONTRA3 $28  SIMEARTH $24
o OMAT 2 $48  BURNING SOLDIER $43 ol ADDIN $28  PGATOUR GOLF $28
B HAGE $53  CRASH N BURN $19  BARKLEY'S JAM $19  PGATOUR GOLF 3 $55
CYBERSLED $53  CRIME PATROL $39 0 u E H 3 0 0 U U s E n
BATTLE TECH $39 PHANTASY STAR 4 $59
¥ % BEAVIS & BUTT-HEAD $36 PTO N A R MAEDS 188 AT
UISA-MASTER CARD-DISCOUER [EERIERE NS Wl = 1 cc |\ STOCK
CHECKS HELD 4 WEEKS C.0.D. MONEY ORDERS 35"8'2‘5' mﬂ g; hSK. i :gg _— =~ T
H
NEXT DAY-SECOND DAY-GROUND BEGE= $19  ROAD RASH2 $45 FUB AI.I. SYSTEMS
T TR ISR T T I TR sl CASTLVNIA BLOOD $27  ROAD RASH3 510 [ ———— S

PRICES SUBJECT T0 CHANGE-ALL SALES FINAL

ALL

PLUS MANY, MANY MORF T/TLFS/
USED GAMES "COME WITH 90 DAY WARRANTIES!

MOST NINTENDO GAMES 3.99 EA. OR 3/10.99 CALL NOW!

MOVES

AVE OBTAINE

LATEST CODES

FIG

MUST BE 18 YEARS OF A
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Artesia, CA

For Mail Orders Call: (310) 860-4235

ket
7429 Pioneer

SONY PLAYSTRATION
System + 1 Game CaLl
Controlier b gl
RF U Adaplor g
Memory Card pval
11th Hour- Sequel G-
A-Tran Al
jr.].md:.m 13 e

{ reature Shock S
Criticom 5%
Cyber speed S
Cybera Se
Dark Net b5 L]
Dark Stalkers oS
Deadly Skes H1s
Destructon Derty s
Doom Lo
Dungeon & Dragon 5.
Fade to Black Sies
Fox Hunt Lo
Impact Racng S99
Krary han e
Lcaded 5SS
Madden NFL % k]
Martal Koméiat 3 =
RbA Bashema el
NFL Foll Comtact el
NFL Gameday SR
NFL Otack Oub %6 e
WML Hocks, s
NHl Hockey % SMe
Panw Generdl =S
Prumal Rage e
Reviiuton 1 e
Road Aash e
Rormance 3 Kngoior b 3
Synchacate Wart e
Tewaen e
Tryrted Rlets 7.
War Haod ) e
Wing Communger 3 Se
Wipe Out sre.

Call for oiher TITLES = siock
GAMEBOY
New Gametioy Tevs, 9%
FiFA Soccer % ¥ b
Kaller st Yo b
Mortasl Kombat 3 N9
NBA Lve % v L)
NFL Oback Db % b k]
NHL Hocke; % SNw
PGA Tow % b L
Vegas Stakes ¥ b
Call for other TITLES in stock
SUPER NES
Control Set SR
System + 4 Games SIE®
Bag Hurt Basebat 565 9
Boogerman G 9
Breath of Fire 2 55 %
Dt Tran FX B5 9
Dionkey Kong 2 54 %
Earttrvorm Jim 2 58 94
FIFA Soccer 9% $5499
Fnal Fight 3 S57 99
WMadden NFL 96 $54 09
Mario All Stars 526 99
Mano Kart $29 9%
Mega Man X2 53199
Mega Man X3 855 08
Mortal Kombat 3 $59 99
NBA Run ang Gu £44 00
NFL Orsack Club 9% k)

- PGA Tow 9% Ghb 09
PTO 2 50 04
Rewolution X Sh5 o9
Secret of 559 94
Super Turr 4204
Urban Str 558 %9
Water Wor 555 94
Wid CATS $5999
WWF Wiestie Acade 56599

Call for other TITLES in stock

FOR ORDERS BY MAII
CALL: (310) 860-4235
OR FAX: (310) 824-5300
17429 Pioneer Bivd., Artesia
California, 30707 USA

Address

17358 Colima Rd.
Rowland Heights, CA

219 S. State College Blvd.
Anaheim, CA

Fax: (310) 924-5300

Presents:
A-Train ror psx

Life as a railroad MAGNATE is not for one-track
minds. Besides making the trains run on time,
you'll also create the city they’ll run to - and
build your empire with the money they make.

Hollywood Animation Standards
Killer CD Sounds

Exotic Cast of Characters
Fighting to Live For

Gameplay to Die For
Everything else is for Mere
Mortals.

ORDER BY PHONE

310-860-4235

We carry SONY PLAYSTATION, SEGA SATURN, SUPER NIN-
TENDO, SEGA GENESIS, GAME BOY, VIRTUAL BOY, GAME
GEAR, and 3DO,
FOR DISTRIBUTOR PRICES.
CALL MASCO 310-860-9696 FAX 310-924-5300

SEGA SATURN

Core Sel CALL
Set + Virtiia Faghters CALL
Control Pad §2999
Black Fire §50 o9
Centre Ring Boming 9%
Craature Shock 556 99
Deadly Shies $51.99
Dedcon 5 $51 99
Dugeon & Dragons §51 99
FiFA Soccer 9% 850 949
Fom Hunt §50 99
Ghen War 53099
Impact Racng $51 99
Magc Carpet 5099
Mortal Kombat 2 §46 99
Mysiera S50 99
NBA Jam TE M599
NFL Full Contact $42 99
NFL Oback Club 9% S4999
NHL All Star Hockey 858 99
Parodius 547 9
Primal Rage 4599
Raily Championship 850 99
Revolution X $49%
Sioar Echipse 55099
Varuna's Forces 8§50 99
View Port $5099
Virta Cop+ Stunner Gur $65 %9
Virtua Fighler 2 8519

Call for other TITLES in stock
SEGA 16-8IT

Core System ? 588 99
Coliege Foothall 2 529
Earthworm Jim 2 58 99
HFA Soccer 9% §$51%
Madden NFL 9% 552 99
Mortal Kombat 3 $5099
NBA Live 9% 552 99
NFL Oback Chub 9% 562 99
PGA Tour % §52 99
Prime Time NFL Football S5/ 99
Revotution X §58 99
Tecmo Bowl 3 557 %9
WWF Wrestle Arcade 5999
Call for other TITLES in stock
ipo
Panasomc 300+3 Game §294 %9
Refurtwshed 300+3 Game §24499
300 Controlier 2 5§79
Panasomc Controsier 2499
1 1th Howr 55199
Brandead 13 Hix
Captan Quasar B
Carnes Fortress 2t Sea $5099
Cyber Dilo $5099
Cybera $0299
Deathkeep AD & D 599
Foses of Al $50 99
Lost Eden 5899
NHL 96 550 99
PGA Tour 96 857 %
Scrambile Cobya §50 99
Shock Wave ? 35099
Varuna's Forces 39
World Cup Proftessonal 54699

Call for other TITLES in stock

JAGURAR <D
Jaguar System $14399
CO Lt 51439
Call for other TITLES in stock
NEO GEO
Soul Star $250%9
King of Fighters %5 §25999
Gow Carses 525899
Stakes Winner §254 09

Call for other GAMES & CD'S in stock

MASCO
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