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| Dr. Mario and Tetris are together
OK class, the answer is:

on one brain-frying cartridge.

That is correct. ALL that pill-dropping,

blﬂck—bust'ingis now on 16-bit

for the first time. ALl you need

is a Super NES (and a brain, but

hey, you've gotta supply that).

Is that P ASIARNEN or what?

So you and your bud could go

head-to—-head on Tetris or Dr. Mario. Or you

©1994 Nintendo of America Inc.™and © 1987 Horg. Tetrts licensed to Bullet Proaf Software and sublicensed to Nintendo.©1389 Bullet Proof Software, © 1989 Nintendo, Al rights reserved. Original concept, design and program by Alexey Pazhitniov
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could play both in LBEBPCEEIERAAM |_ike you could play Tetris

while he plays . Marim. Or you could play Dr. Mario while
_ ﬁ " ’ o he plays Tetris. Or he
could play Dr. Mario while

you Yell BGIVABEYGEE since

th1s 1S gett1ng reaLLy ann0y1ng Anyway, to

i_-] .' -l "| Ui "l.l. I lI

sum it up: there are six new ways to play

B your two favorites—that's more than

.IHEIL-:
Q&‘ﬁ IENDU you can count on one hand ‘
W (unless you grew up next to

a nuclear power plant).
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ROCKET SCIEMCE
GENERAL WNOFORS CORPORATION,

INC. ROCEKET SCIENCE,
TRADEMARKS OF

ARE

GAMES.

GAMES AVAILABLE ON SEGA-CD AND PC CD-ROM

MAKE-CONTACT

SCIENCE

caLL: 1-800-98-ROCKET ext 15

OR GO ONLINE www.rocketsci.com
TO ORDER YOUR GAME OR DEMO VIDEO
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X-Men: Mutant Apocalypse
(SNES)

The Adventures of Batman
and Robin (SNES)

Wolverine: Adamantium
Rage (Genesis)

Wolverine: Adamantium
‘Rage (SNES)

The Tick (SNES)
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Legacy (Game Gear)
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Return of Superman
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Here's how to blaze a trail to
Country’s hidden areas!
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Mortal Kombat lll, Virtua

Fighter (Saturn), Eternal
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PROSTRAIZY

120 Role-Player’s Realm: Final
Fantasy i
No Fantasy Too Final, Part .
132 SWATPro
Secret weapons and tactics for all
your favorite games.
138 The Fighter’s Edge
Develop killer instincts for Killer
Instinct (Arcade).
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he lethal labyrinth of The Pyramids

holds a host of deadly surprises for Rogue -
and hidden pawsr ups as well!
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Gamh‘f ‘s staff allows him to fight at
any distance. Play your cards carefully,
especially with Fabian Cortez in town.
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ss Bishop to dodge the deadly tornadoes
of Sienna Blaze, and take the fight to her.
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Cosmic Carnage™

Virtua Racing™ Deluxe
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What did you think we were
talking about, you little degenerate!
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All rights reserved. Golf Magazine is a federally registered trademark of Times Mirror Magarines, Inc.
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Welcome To The Next Level are trademarks of SEGA. © 1994 SEGA. All rights reserved,

Metal Head™

Get your mind out of the gutter and back on video games where it belongs!
Because when it comes to thrills, Genesis 32X games dish out all the excitement you can handle!

They blast your optic senses with over 32,000 colors.

32X games are more THREE-DIMENSIONAL, more realistic and 40 times faster than 16-bit games.
And there are lots of hot 32X games that can satisfy your urges in ways
other games can't. Once you get the 32X-PERIENCE, you won’t want anything else.

(Except that, you animall)
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Where fAre
All the Women?

YDU can get all sorts of games, from mind-numbing puzzlers
to thumb-numbing fighters. With all that diversity, you'd
think there'd be games out there to please every
palate. But there’s still something missing: female
heroes. Why leave out the women?

Here’s why: Money.

Video games have always been a “guy thing.” Since the begin-

ning, games have been designed by guys for guys. Nintendo
and Sega aimed their game machines at guys in their teens, so
guys in their teens bought the games. Which encouraged the
companies to make more games for guys, starring guys. Now
that video games are big business - they bring in around $7 bil-
lion each year - video game companies are set in their ways.
Why mess with success?

Here's why: Money.

If girls like Gina Gallego (whose letter appears at right) started
buying and renting video games at the same rate as guys, the
multibillion-dollar market could double. Some game manufactur-
ers, Sega included, have begun researching the potential female
game market. But these game companies are cautious - they
arent entirely convinced that females will shell out cash for
video games.

It's important, therefore, to acknowledge the strong female
leads in such blockbuster games as Alien Ill, Super Street Fighter
I, Mortal Kombat Il, and Super Metroid. These are first steps
across the gender gap. Let’s hope there are more. In the mean-
time, our female game experts recommend that you pick up
some of the games you can read about in this month’s GamePro:
Donkey Kong (SNES), Super Bomberman 2 (Genesis), Ecco 2
(Sega CD), or Doom (32X). They aren't necessarily “girl” games,
but we guarantee you'll like them a lot better than Barbie.

The GamePros
San Mateo, CA
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Equal Time

'm a girl wishing that there

were more video games star-
ring women. | know about
Super Metroid, Chun Li, Sonya,
and the rest of the fictional
characters, but what about
some real-life heroines? There
could be great RPGs based on
the amazing lives of Queen
Victoria, Cleopatra, or Cather-
ine the Great.

Gina Gallego
Foster City, CA

Indill the Incredible replies:

Hey, why not? We've seen RPGs
based on famous male figures
like Genghis Khan, Julius Cae-
sar, Nobunaga, and Ceorge
Washington. The queens you
mentioned were no less
remarkable and powerful, and
good games could be based on
their lives. Now if the game
companies would agree!

Where’s ﬂr fe equivalent of
a Nobunaga’s Revenge?

Fightin’ Words

One ad for MK |l said “Pre-
pare yourself,” then
another ad said “Nothing,
nothing can prepare you.” Uh,
does this make any sense?

Sung Noh
San Francisco, CA

February 1885

______________

Brian Knepp of Lancaster, Penn-
sylvania, showing off his fave
game.
our ratings of MK Il for the
Genesis are horrendous!
Here’s what you gave it:

Graphics  Sound Comirol  FunFactor Challenge

Bl e 3.

4. 5 3.5 Adjustable

Here’s what 20 of my friends
and | thought:

Graphics  Sound Control  FumFaclor  Challenge

®Bje ®

Al pstable

Justin Clark &
Michael Wynter

Scary Larry replies:

Horrendous? The scores are
almost identical, with ours only
slightly lower than yours. Obvi-
ously, what we thought was a
very good game you thought
was a phenomenal game. We
defend your right to make
your own judgment, and we
encourage you to read the text
of our ProReviews carefully so
you'll know exactly why our
reviewers give out the num-
bers they do.

n Super SF Il for the SNES,
who is Bison talking about
when he mentions the
“ancient one” during his end-
ing sequence?
Damian Ellenburg



The Obliterator replies:

That'’s the all-powerful Akuma
that Bison’s talking about.
Akuma’s in the Turbo arcade
game, and there are rumors
that a secret code accesses
him in the home carts.

In your October issue, you
showed photos from the SF
movie. Why is Sagat’s eyepatch
on the wrong eye?

Derek Ostrander

Doctor Devon replies:

At the discretion of the direc-
tor, Steven deSouza, Sagat’s
eyepatch is on one side only,
the left. It was impractical to
move back and forth. Keep in
mind that the movie expands
on the characters in the game,
50 not everything will be iden-
tical - you won't see anybody
flinging fireballs, for instance.

hat’s up with the sequel
to the movie, Super
Mario Bros.? The first movie
ended with the princess still
needing the Mario Bros.” help.
Is a sequel coming?

Mike Lowinger
Suffern, NY

Manny LaMancha replies:

Unfortunately, the princess
probably won't ever be res-
cued. The Mario movie was

such a box-office dud last year
studios will probably never
invest in a sequel.

Dennis Hopper starred in last
summer’s Super Mario Bomb.

The Magazine Biz

was recently in the Philip-
pines, and | saw your maga-
zine on sale there. In what
other countries do you have
GamePro magazines?

Mikhail Pugeda
Redondo Beach, CA

GamePro goes global! The
magazine is sold in almost 50
countries around the world.
Most mags are in English, so
wherever you travel you can
keep up on video game news.
You can find GamePro in
South American nations like
Argentina, European countries
such as Denmark and Italy,
and around the Pacific, includ-

Daniel Burapavong of High Point,

North Carolina, scored a mag in
Thailand!

Cart Queries

f you could only get one
SNES RPG, which would you
get: Soulblazer: lllusion of Gaia
or Secret of Mana?

Matthew Loveday
Custer, WA

GAMEPRD

The Tummynator replies:
Here are the original ratings
for those games. Secret of
Mana was reviewed in Decem-
ber 1993, and Soulblazer: Illu-
sion of Gaia was reviewed in
July 1994. Since our review,
Gaia has been bought and
released by Nintendo, but the
ratings are the same.

Secret of Mana
(By Square Soft)

Graphics  Sound Control  FunFactor Challenge

F

4.5 45

45  Intermediale

lllusion of Gaia
(By Nintendo)

Graphics  Sound

.E.t‘fbh ] _ﬂ.‘l’f

Meet Andrew Knapp, a 13-year-
old Street Fightin’, Mortal Kom-
battin’ guy from Waterville, Ohio.

re there any RPGs for the
Jaguar? Are any in the
works?

Justin Barnard
Tafts, CA

Coach Kyle replies:

No RPCs are available for the
Jag, and none are due any
time soon. Flashback is about
as close as you're gonna get.
So far, Atari has focused on
more popular genres of
games, such as space shooters
(Trevor McFur and Tempest
2000), to launch its system.

Address Central

apcom! | gotta write to
Capcom! Where are they?

Flynn Slattery
Boise, ID

February 1995

Andromeda replies:

They're in Northern California.
Call the game counselors at
408/774-0400 or write to
Capcom at: Customer Service,
Capcom USA, 475 Oakmead
Parkway, Sunnyvale, CA
94086.

Let’s Get Technical

I have a cast on my arm, and
it makes playing with a regu-
lar Sega control pad very
uncomfortable. Do you know
of any control pads designed
for people with broken arms?

Jeff Holmquist
Glendale, AZ

Quick-Draw McGraw replies:
A joystick would probably be
easier, because you could just
push the stick around without
having to manipulate the kind
of directional pad found on
normal controllers. Try STD’s
Arcade Pro, available in most
stores for about $49.95.

John Mavros of LaSalle, Quebec,
with the arcade-style console he
built. Six different systems and an
awesome stereo are all wired
together so you can easily change
systems. Talk about variety!

-
L ]

g’_hgddaya Think?
IS IS your magazine, so
tell us what youd like to

See in it. Send yoy
: ¥ Sla-
gestions to: “9

| PO. Box 5828
San Mateo, cA 94402

Sorry, but no grt can be
relurned, and we cannot send

Personal replies ¢, Your letteys

el



Each month’s winning artist
will receive their choice of
any Tiger Barcodzz game
from Tiger Electronics.

1L Canada
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Blast ‘'em and escape. You've got one
desperately slim chance to warn Earth.
These aliens are trying to unlock your
secret of MetalMorphosis and cross

through the interdimensional Hypergate

into our galaxy. But they won't succeed...

not if you can help it.
Ak

Ali éﬁ:leﬂment in genetic engineering
“and space technology, your body and

ship can instantly change shape and size., ;

* Five mysterious planets to investigate
and a galaxy full of aggressive alien life
forms to fight. \

* Two stages bf”ﬁl%y in every level —
intense hand-to-hand ground combat
and wickedly swift space warfare.

. * Force fields, sliding floors and conveyor

_belts l:ﬂl‘llp]ll:a'l:e every me

Nintendo, Super Nintendo Entertainment Srslem and the I'.IIIIIIH m-
are registered trademarks of Nintendo of America Inc. ' el

© 1994 Metal Morph is a trademark of ORIGIN Systems. Inc.
@ 'Im FI‘.:I Flll is a registered trademark of Fujisankei Communications
1ﬂl£ﬂlﬁﬂnl ﬁrﬂl. ﬂﬂl' llt, HT 10022-6017.

FCI?:‘i

N;G‘-t Just Kid Stuﬁ




THE FIRST TIME, YOU WON.
THE SECOND TIME, THEY WON.
THIS TIME...THERE WON'T BE A NEXT TIME.

What you are about to experience will either destroy you—or make you a hero.
#® Vader. Jabba. The rancor. The Death Star. The Emperor (yes, the Emperor!). Mode 7 graphics...
; Your worst nightmare brought to life in a massive 16-meg galaxy far, far away.
But don’t panic, young Jedi. You get to play five different Star Wars® characters,
including Wicket the Ewok and Princess Leia. Plus, you've got the Force on your side.

Training is over. Prepare to face your destiny!

e~ ..@., R

3800 Barham Blvd., T N LICENSED BY
Suite 305 R ‘ L - ;
Los Angeles, CA 90068 . N'"‘Iﬂ"{l‘]

& 19594 Lecasfilm Lid. and Lucasfrts Entertarnment Company. Star Waira i3 a registéred trademark of Lucasfilm Ltd, Super Ratarn of the Jedi and Retu i wl, Used unsdar authorization, Tha
LIII'.H--ﬂ-II i J 1% 8 riggistered rademark of LucasAns Entertainment.Company. Designed and |I sveloped by Luocasirt IZ|1I|,|I ANt I_'“'u |||'|1-..- Programin |||-..- SEl | |||.- j'»'. |_-. o | i | || s and distr | i | il |_ N Rilodieal Inckiagtrias: e
Mintendo, Mintendo Enertainment Systern and Supas Nintendo Enterlainment System are registered trademarks ol -] ntendo of Amerdea, Inc. All other e | wmarks aie the property ol ||-| HI TES A CTTNGETS




This Game is NOT Cool!

If you're looking for a COOL new SNES game, look
somewhere else. In The Ignition Factor, the

action starts at about 1,300° Fahrenheit, and
only gets hotter.

Dodge exploding barrels, douse scorching fires,
and perform dramatic rescues through eight levels
of blazing excitement. Pick and choose your own fire
fighting equipment. Talk fo people trapped in the
inferno, and use their clues to locate

other victims.

If you can take the heat, this is
your chance to become the

hero that you know

you really are.

SUFER NINTENUD

LICENSED BY

© 1994 JALECO USA, INC. JALECO AND THE IGNITION FACTOR ARE i,

TRADEMARKS OF JALECO USA, INC. NINTENDO, SUPER NINTENDO Jaleco USA, Inc.
ENTERTAINMENT SYSTEM AND THE OFFICIAL SEAL ARE REGISTERED g, JALECO = Wheeling, IL 60090
TRADEMARKS OF NINTENDO OF AMERICA INC. “ TEI {?oa) 21 5_1 B-I 1




As we reported last month
(see “CGamePro Labs,” GamePro,
January 1995), Catapult's XBand
Video Game Modem and Net-
work for the Genesis and
Super Nintendo is on-line in
New York, San Francisco, Dal-
las, Los Angeles, and Atlanta.
When players connect to
the XBand Network, they
receive game-playing tips,
personal stats, ranking infor-
mation, and updates on other
players and competitions orga-
nized through the network.
The network even matches
players to an available com-
petitor of equal skill level or a
competitor of their choosing.

XBand Aids

Using XBand should be a snap.

The modem unit plugs into
the 16-bit game system, and a
regular game cart plugs into
the XBand.

In order to offer on-line fea-
tures like those available with
personal computers, Catapult
created an operating system
for the Network because,
unlike computers, 16-bit game
machines do not contain an
operating system. For exam-
ple, the XBand operating
system supports a simple
user interface that enables
players to input data via an
on-screen keyboard.

Dial-A-Foe

Dialing an 800 telephone
number accesses the XBand
Network computer (the “serv-
er’), which contains a directory

18

A

XBand modem for the SNES

of players currently waiting to
play specific games. The
XBand Network either
instructs the XBand Video
Game Modem to dial an oppo-
nent or puts the XBand
modem in a queue to wait for
an opponent to dial it.

Unlike personal computer
on-line services, which lose the
connection whenever another
phone on the same line is
picked up, the XBand operat-
Ing system ensures that play-
ers do not lose connections -
even because of call waiting.
The system detects call wait-
ing, alerts the user that a voice
call has arrived, and then
allows for the call to be han-
dled and the game resumed.

Not Brand X
The XBand's challenge is to

propel game-play information
across the phone systemin a
major hurry. To accomplish

GAMEPROD o

Sixteen-bit players looking for new
challenges

can now consider taking
their games on line. Here’s a closer
look at the XBand Modem.

By Tie Winlkzz

this feat, the modem fea-
tures reduced response
time (called “latency”) in
the connection across
the network. Tradition-
ally, both modems and
networks have been
designed to maximize
“throughput” (the flow s
of digital information),
rather than speedy response
time. That meant on-line
games were limited to less
demanding games such as
chess or interactive-text

adventures, which could be
played adequately with long
latencies between commands
and response — sometimes as
long as one second.

Naturally, sports carts or
fighting games demand more
immediate feedback. To jack up
response time, the XBand
modem contains a custom ASIC
(@pplication-specific integrated
circuit) chip, signal-processing
hardware, and a custom phone-
line interface. Catapult clocks

Pick opponents and check your
mail at the main screen.

The Mailbox will offer electronic 4 XBand response time at
mail, news, and an on-line Y%oth of a second
newsletter called Bandwidth. T
The XBand
Plays On

At its launch, XBand supported
Mortal Kombat, Mortal Kom-
bat II, NBA Jam, Madden NFL
'95, NFL '95, and NHL '94 and
'95 - more than a few good
games. Now XBand’s looking
for a few good players. @

You have XMail.

February 1985






X-Men comic-book

- fans and arcade
freaks alike have been hoping
and praying that someone
would finally do the X-Men
characters justice in an arcade
game. Other companies have
tried and failed, but Capcom
finally delivers with a one-on-
one fighting game.

X Factors

Just like in the TV cartoon and
the comic books, Magneto Is

out to rule humankind. These

Storm’s special move scores mul-

tihit damage.

X-Men are on arcade duty:
Cyclops, Wolverine, Storm,
Colossus, Iceman, and Psy-

locke (who appears even before

her TV debut).
Omega Red and a
Sentinel are
among the bad [
guys you can play. g€
You picka !
hero for side-view
combat against the
other characters,
including your own. Defeat
them, and you'll face the Jug-
gernaut and Magneto.

cutting rotor foot.

X-Men’s arcade screens are as high as they are wide
to support aerial moves.

Watch out for Omega
Red’s multihit move.

huge ninja stars.

All the moves will be per-
formed in classic Capcom style
— directional-pad sweeps with
button presses to execute com-

You can’t tell who’s the real Psy-
locke during her clone attack.

GAMEPRO « February 1935

Iceman delivers a damaging
snowball attack.

bos, naturally. Every character

will have regular moves, spe-
cials, and a
super move
directly from
the comic
book and car-
toon series.
Psylocke has
a teleport that

slashing grabs reverses her

are graphic and DDD_[]T!E'HFS
cool. position on-

screen. If you
think you have her trapped in a
corner, zap! Now you're in the
corner!

You can alse take to the air
in this stand-up game. The
game screen IS shaped more
like a square than a rectangle,
SO you can move your charac-
ter up and down the screen as
far as you can move themto
the left and right. Super jumps
(quickly motion Down, Up),
which give you time to pull a
move, grab, or block in midair,
are also possible. Super jumps
also counter corner traps.

Calling All Heroes
Capcom spared no expense o
bring the X-Men to arcade life.
When the characters do a spe-
cial move, the voices you hear
are those of the actors in the
cartoon show. In future issues,
we'll see if the fighting’s X-cel-
lent, too!
By Capcom
Available Now




t press time, Killer Instinct
test units were slowly
trickling into arcades in Chica-

go and California — and not a
minute too soon! This game
looks so hot, we broke with
tradition to give you some

§ basic moves from the test unit
in this month’s “The Fighter’s
Edge” (see page 138).

= Instinctual Killer

| Game Play

The latest version of Kl has ten
characters and more than ten
selectable backgrounds. The
preliminary version we played
featured one end boss named
Eyedol, a two-headed giant

S TJ into the air
%ﬁmﬂlﬂﬂﬂ uppercit

Killer features ten killers.

that swings a nasty club and
spits fire. Early reports claim
that Spinal will be able to
morph into him.

The backgrounds will be
Interactive, especially when
fights occur on rooftops. You'll
fall off, which will mean saying
goodbye to 50 cents!

KI's combo system will be
relatively simple since it uses
an auto-hit design. You can
pull combos from a set
sequence of buttons, which
will also fire up multiple hits.
For instance, you might press
Button 1 and Button 2 to score
two hits, but several more hits
will automatically follow.

-l

Some multihit combos
will inflict massive damage,
but the game also features
anticheese combo-breaker
moves. In the early test units,
one combo breaker fired up a
brutal Shadow counterattack —
a shadow of your character
mimics your moves, and they
connect, too!

It’s Killer

Killer should make a killing
among arcade fighting fanat-
ics. Each character has multi-
ple fatalities plus humiliations,
SO you can take your best
shot..and rubitin! 3

By Williams Entertainment
Available Now

g -
Meltdown com-
bos TJ.

This teleporting
puddle is Glacius
on the move.

Spinning upper-
cut a la Fulgore.

GAMEPRO » February 1395

i

- Orchid plants herself in preparation for her
spinning leg whip.

D)

$ {0

S Efmﬂ E / s ~ Wl
oy Mﬁmﬁszsm

charge up pis o

Special thanks to Adam for his help on KilleFInstinct. which can be found on test at Golfland USA_ 855 E. El Camino Real sunnyvale, CA.

Wi fireball attacy
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To BuiLb A BETTER FIGHTER,
START WiTH THE GAME PLAY!

hen two Street Fighter Il
V designers jump ship
from Capcom and tell the 4 &8
world that they planto £ 358"
re-invent the fighting- #=
game genre, a lot of people
listen. That's exactly what

| The barbarian Korr clashes

james Goddard and Dave Win- R&ﬂ&ﬁﬂiﬂg redefine many of the basic
stead have done, landing at A Genre game-play elements common. . .___ =
Namco Research to create Early on, Goddard to the current lineup of '

 forgeda relationship fighters. For example, instead
. betweenNamcoand  ©f giving players only one way
 Visual Concepts (the  t0 block an opponent's attack,
~ developers of Clay ~ WeaponLord will provide three
» Fighter, ClayMates, =~ Ways. Players will also be able
and Madden '95 SNES)  to Guard Drop the opponent,

SNES and Genesis versions of
the fighting game they claim Lo
- will join (and possibly surg 93 i
f ﬂﬂ"”ﬂ%‘hﬁk’s of the Street Flghter .
and Mortal Kombat elite.

| ??ew ,b'drimhr-g l df N . Ui to produce WeaponlLord. Their kﬂDCk!l’lg away their block and
R4ponLDid, SCIeCUie Jof N ' goal -tocreate the king of all ~ €Xposing them to attack.
reiease in Ma»,f. isa weapuns ednoR b yeapon Righting WeaponLord’s game-play

games — was born in part from  System will also more accu-

EEs Y M SN Gﬁddard’s hfe!ung fascination rately assess damage from
itto Eiﬁﬂhfﬁwiﬁfﬁl@"-tﬁﬁ%;:if___ NNT= == ;gil'.“_" ﬁ : . . weapon collisions. When

ﬁghtang ga?e crowd w";h the st = = At the heart of Wéaﬁd:ﬁ;dw “weapons collide, instead of .
deepest and most complex Kﬂl’fﬂﬂlfﬂfs is, ﬂlﬂ' : | will be a game-play SYSIEITI bﬂth players tﬂkllﬂg damage _"w-'

game play ever,
Namco’s mission: To boldly
“go where no fighting game has  and Goddard played and
gone before. To many players, intensely studied every avail
~the fighting-game genre has ~  able home and arcade ﬁghting 3
~ become so cluttered with ~ game. Accurdtngtu Goddard i

e dﬂngs 1{5 iugg_a had SEIE st fit

Lord, swing with power. that seeks to chmge:md the weapons will recoil witha
e T huge shower Qfag@rks that

is, if both WEap@n attacks are

_of relatively equal strength. It

~will also be possible for play-
_ers m werpawer and knock

o -FI = e
T D

§ e ¥
ﬁ_-.-.-n-_:- = #b
1=
=]

r
L omm e

3
".: E

\ 1'
F

" iﬁiﬁ

Guard Drop, for example, 1mll

al.many gamesare . . garme would nave to p 5555 — : . i  be able to overpower a normal
Just Street Fighter |I and M{thal -putt, nrig‘ﬂﬂ gamE o Nios up his Ham,,,g Double  block, but a Thrust Block will
Kombat in new dressing. play” but still be familiar enough  strike for double damage. overpower a Guard Drop. A
Prior to the initial develop- for players to adapt to it. Double Strike can knock away

ment of WeaponLord, Winstead
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Korr’s amazing poses include his wind-up frame, his fow Thrust M his ready
stance, and his victory pose.

a normal attack. Namco says
that while Street Fighter |l and
Mortal Kombat have more
than 20 and well over ten
match-ups, respectively,
WeaponLord will have 138 col-
lision match-ups.

16-Bit: Barriers and zorws Take Down will be a major

Breakﬂtmughs part of his offense, as he demon-
strates here against Talazia.
WeaponLord is not an arcade it e
game, a Saturn game, oran - --Andjudging by the prelimi-
 Ultra 64 game, It's not even a nary designs, thev look the 7
Pt me.ltsa24-meq Part | W
Zom spins his Axe into a 32-meg game. t's a 24-meg SRy
Jreesprrs B title for the good ol SNES and WeaponLord has seven ;-.'-*::;--'::'-%fﬁ':?'-:ié"-f--:-
PP E B Genesis - aging systems, but  characters who look S”U"3f[‘f= o
BN Sy 10 e \. '_-stdl the most viable home units ~ they'd give Conan Wﬁbm?
inearly 1995. Inthe faceof ‘EQS Kﬂ" 15 thﬁ ﬂamﬂ s 'Ead
a8 ﬁghtmg game— weil . | o ._:_:
-adv&nclng‘technﬂiegy, makmg Sit <
. =, | over ten per character. W G
S -- eaponLord state of Pl
a Thrust Elnck...ant_:l_ thisisjust ~ With the vanety of tech- __theartis a big chal- Ry

This incredibly complex” many Tﬂfhfﬂqtf% DTDdUCIﬂg Talazia attacks with the
weapon system will lead toa  different results), WeaponLord fury of a falcon, but the
will boast an astonishing num- &/ DL a ]
ber of “collision match-ups -

-

§ ‘lenge. Rotoscoped, tex- [
IUTE’mEDpEd, po]ygnn.h . it 7

ks and Prwa o] axe- bearing thiek whose skul
players to recoil. ‘The Thrust Block is a good way m oo shmld is more than it appears
; ‘ L knock back ng enemiesas .
staggering variety of fighting oy atis Ek.*‘""'"‘“‘

action that will either excite or e
daunt players when they see  the most to date, in fact. A col- weapunt_ﬂ_m 3 charatters i
the raw numbers. According to  lision match-up occurs when  purported to be the biggest,
Namco, WeaponLord's fighters  two different attacks meet most detailed, buffed, hand-
will have the greatest number  each other, such as an invinci- - drawn animated characters to

of special techniques found in- bl special technique meeting  grace a 16-bit fighting game.

."ﬂ

3) He then two-in-ones into his Flamlng Double Stnke whmh scores twu Iuts 4} kﬂar knocking duwn the uppunent, Korr follows with
Pl | _ %o a jumpmg sword attack for a final deuastatmg hnt. ke

i
J-':
e P el .r
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sen-rafmmmmraw

Thrust Block.

a massive, raw fighter whose  animation frames than any
past is as mysterious as his previous fighting-game char-
wolf's mask. Gen-Tai is a acters, and there are no
female barbarian who rules an  palette or head-swap combat-
arena with the strength and ants (like MK's ninjas or SF’s

Ryu/Kens).

The Guard Drop leaves

an opponent temporarily
defenseless. Korr’s

Guard Drop knocks aside
his opponent’s block.

L. Namgo. believes:aes e~ i
WE&pﬂﬂLﬂl‘d will gr& e e
 vide the depth to chaﬂerigﬁ i

" grace of her people. Finally,
| "'?hé'DémﬂnLE?rd E. the Endw - and E}-{FFE gamers 1 plav fﬂr

hoss ke IR toumm months, |ranmwng their skills [ ———
. time. Learning to execute W7y IR E R
ment that brings these cham-  2V&' ;
pions togeth erg a Guard Drop will be one mﬂﬁﬂgﬂﬂﬂn‘s
e thing: learning to Guard Dro e, leaving the barbar-
SEVRM CRArRCIErs b A geid: mtnga Take Dgwn into a Puwper SNE T -
- tively smalls number fora

fighting game. Hnwé%’ﬁﬁ%muf i %E'k‘?w‘“_ b? SGmE’fhmg else

designers Goddard and th ners’ &%}l * I ',__.'-;gggmlg, and a - e e
_ tocreate a new Teammgﬂ{uru& - secret ending! Spe 1 i ,
stead plan to pack their fi ght fur Fp e e e O 1 o
ers with more moves and ghting-g are 3}5'-'5 buried for p'lavara Lo

have already conquered the who master the game
old curve set by SF and MK:
WeaponlLord won't be a remix
of learning to throw a Fireball
and following with a Dragon

__ Punch, skills most fighting

#  fans have masterecL@-

e
m v
huffmfzﬁ_r EE:I"""

; e i o T ol _‘":l“"" "'F:'.'-';"' : . LT .;_- .' SN -:
"-:-. '.r'::-..'l ; it 1 :I -'_I-g" ! gﬁ - ke z, .._..'- .
ﬁj@l?&?;;'i:irﬁlfl ) «'-_ _ F,'_ A __“:- .'\-_._ - r--'.' PR R R e e ... .Ea:"-" r ; t . . : . 5 ‘: 5 - _l_ - _:._-.._ oy 3 x -_ . LALL ot rEEt I ter D Gn tn
o e AR =t - : i - ELER | 9 3 I
SR owerful Double ... b eiv i 9 S FEE TR A i —— thﬂEE [6 bit 5y5tem5 ~the
e S “EpEs gL S ARG e, - ; : i x e _-, Lt i : i

Strﬂm, wﬂfcﬁ . lalazia uses a 1nrust Bloc . e n f
Talazia’s Thrust Block. each player willhave astory  more aggrmrvﬂm;m-m i ﬁghﬂ 9__ '“" ?Wf}’: HE%
introduction, cut scenes as the ~ 2side Korr’s attack. - b

tournament progresses, a reg-
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Work in Prugress

Here’s what the still frames of a full WeaponLord move look
like! The following screen shots are character-animation

frames created on PCs by Visual Concepts.

A\ The Arnruue Behind £

The Weapons!

ames Goddard and Dave

Winstead are animated,
opinionated, and creative
game designers. Their
vision drives WeaponLord.
Prior to joining Namco, God-
dard was concept creator
for Street Fighter Il Champi-
on Edition, a co-designer of
SF It Turbo Hyper Fighting,
and creator of Dee Jay in
Super SF II. Winstead was
Dr. Dave of GamePro maga-
zine. He later joined Cap-
com, providing ideas for SF
Il Turbo and working full-
time on Super SF II, Alien vs.
Predator, and Slam Masters.

GamePro: What makes you
guys qualified to “redefine”
fighting games?

James Goddard: We listen
to the players. | created the
concept for Champion Edi-
tion based on players’ feed-
back. Many of the changes
in Hyper Fighting were based
on what players wanted.
Wherever we travel, Dave
and | play fighting games
competitively. Plus [ orga-
nized all the major SF Il tour-
naments for Capcom.

GP: What attracted you guys
to the SF |l series?

Dave Winstead: Head-to-
head competition that could
never bore you.

JG: When | first played SF I,
my mind was just reeling — |
couldn’t believe how much
depth it had.

GP: Are there some things in
SF 11 that will be in Weapon-

Game designers James Goddard
(left) and Dave Winstead

JG: SF Il was the only game
where you'd hear players say
things like, “Watch out, he’s
going to play his Zangief. It's
devastating,” or "He's got
the punk Guile. He just
hangs back — you have to go
after him, and he falls apart.”
That's amazing for everyone
to have their own personal
style of play. People will be
able to create their own
styles in WeaponLord.

GP: What is unique about
the WeaponlLord team?

JG: This is the first full-scale
project for everyone on the
team. Everyone, from Dave
and | to Lead Artist Alvin
Cardona and Lead Program-
mer Steve Chiang, is willing
to try anything to make
Weaponlord awesome.
We're all fresh blood and,
most importantly, we're all
hardcore players who have
the guts to be innovative.

GP: What do you like and
dislike about other fighting
games?

JG: | hate losing to cheap
Junk that the designers just

(continues)
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(continued from p. 25) -ﬂ-#;. -r_lt'“ B
didn’t fix. A great game should  When I joined Namco, | was ' ey
: have its own unique controller ~ so sick of hand-to-hand fight- ey

commands and strategies, ing, | wanted to do something

characters that are very differ-  totally different. A lot of critics

ent, with enough balance so say there’s nothing left to do

most of the characters can in fighting games and it's all

compete seriously with each been done before. | think

other months after the players  they're wrong.

have learned them.

DW: Any game that has a GP: What makais you think e

combo system that requires WeaponLord will succeed?

real skill is good. | don'tlike  JG: A lot of players liked how S, % TR

games where you can do one  long it took to learn Street R

joystick motion and the move  Fighter and Mortal Kombat. It

hits many times for an auto- seems like everyone is wait-

matic combo that takes half ing for a game that will have

your life. That’s ridiculous. new strategies, and not be

JG: There are so many games ~ JUSt @ bunch of Fireballs,

that are just all copying each ~ Dragon Punches, and fatall-

other. | hate it when one or ties. WeaponLord is going to

two combos kill. | hate it be a real learning experience,

when there’s a simple pattern ~ @nd at the highest skill level

that someone can do over you'll be able to kick butt
qe 8 and over again, and there’s DEEEUS? you're the best.
Y 1o counter against it. They Every time you beat someorne

can sit there without moving 't Will be because you're

and keep you out good, not ber:aqse you're

cheap and you just used
GP: Why weapons? ;rtfh&{’s wrong with the game
0 win.

JG: I've always been fascinat- :
ed by Conan the Barbarian . Look for continued coverage
— | draw that stuff like war- of WeaponLord and its devel-

riors battling skull dudes. opment in GamePro!

e such as
t:j dc!r{gmﬂf Lﬂbﬂ In fy 1t :
th on to creating [ Q) 7
€ DoX art for [ PR g

€aponLord, Bjs/ey,
Wprk, Dictured';ieys
right and
below, afsq
graces the
cover of

-
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Comic-book
characters are
crossing into the
fantasy world of video
games. GAMEPRO
X-amines the X-Men
and other comics
turned carts.

X-Man has two lives and a
specific level to conquer, and
you must finish each level to
advance to the final show-
down with Apocalypse. Even
in Training mode, the final

| IN PRINT

Name: X-Men
Publisher:

By Doctor Zombie

Capcom’s first X-Men game
scores. Although it's a linear
action/adventure game, the
graphics and game play show
a strong SF Il influence that
leaves you hungering for
head-to-head action with the
X-Men, Street Fighter-style! Did
somebody say “sequel™?

Classics, X-Men |

Faithful to its origins, X-Men: 4
! & Adventures,

Mutant Apocalypse will be =2 Uncanny X-Men
familiar to comic-book fans. ' i .
Professor X has dispatched his | First Appearance: “X-Men #1

top X-Men (Cyclops, Psylocke, | Bio: Founded by Professor Charles

Beast, Wolverine, and Gambit) Xavier, the world's preeminent
to the island of Genosha to mutant mind, the X-Men team start-

nab its leader. Apocalvpse ed as a way for mutants to band
P together against a mistrusting and

Nonstop action ensues as you fearful world of humans. Now, having |

2 B Marvel Comics
Just Another Bﬂy E M Comic Books:
In Genosha : e A v
=

©

put the X-Men through their splintered into several satellite
paces against waves of troops, groups, the X-Men are a powerful
traps, and bosses. force that fights evil.

Expect a challenge. Each

bosses are & e |

g - o ;

Super NES Game ProFile difficult to beat! | . 79 |

X-Men: Mutant Apocalypse B s (131 2\ b e % g W rerEEa (2]
@y Capcom) passwords P o LR : PROTIP: As Wolverine, slash

Capcom adds an SF lI- enable you to m_reryﬂring in sight to reveal
\\| style slantto Marvel's | lock in finished hidden power-ups.
zxmzi X-Men to create an levels, and extra and detailed backgrounds.
mﬂgmﬂfmﬁﬁg' lives and 1-ups Since it's a Capcom game,
mak this game a solid hit are scattered there's a definite resemblance
everywhere, to SF II's graphics. The sound-
Grghics _Sund __Conol__Funfach_Chalnge ST track, though, is fairly stan-
= |2 g‘:‘g’;‘;”ke PROTIP: As Cyclops, anticipafe dard, with the usual synth-rnfzk
SR R the di n;cﬁnn of the’hnve rhike themes and a limited repertoire

The well-rendered graphics

Price not available 1 player

attacks. The bikes spin around  ©f sound effects.

E;:::Efa i :1'::::_:;h“u dre Sharp! WIth |arge SpritES‘! ﬂﬁ'ﬂmﬂﬂ and meet }'OH head- W|th K'MEH,S CI*ISD CﬂntrDIS,
Action/adventure  Passwords smoothly animated moves, on in the foreground. executing moves is as easy as
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pulling off classic SF I attacks.
Although there aren’t as many
different moves in X-Men as

there are in SF II, the game has

PROTIP: As Beast, puil this killer
combo: Jump up when approach-
ing an enemy, punch down, hit
them high when you land, then
squat and executs a low punch.

enough So you can create
your own game-winning com-
bos. You also get each hero’s
unique Mutant Power, such as
Cyclops’ Optic Blast.

X-Men: Mutant Apocalypse is
well done. However, it doesn't
stretch the boundaries of this
genre, and it may become
repetitive after a while. Comic-
book fans will probably be
more enthusiastic about it
than hardcore gamers. With
graphics and game play that
approach SF II's high stan-
dards, the sequel possibilities
loom large. [

The tame fighting and intricate
challenges in The Adventures
of Batman and Robin should
please thoughtful action/ ad-
venture fans. But its beautiful
graphics and supernatural
sounds will impress anyone.

Bat Signal

A jailbreak of mammoth pro-
portions has unleashed
archcriminals like the Joker
and Catwoman, and it's up to
Batman to head off catastro-
phe. You duke it out through
eight stages that showcase
scenes like a roller-coaster
rumble and a battle across the
top of a blimp. Tough brain-
teasers, like the Riddler’s
maze, are interspersed with
the combat, adding some wel-
come variety.

PROTIP: Roll up to an opponent

and low kick them to escape
unscathed from most combat.

7 BAIARN

|l.'-l £ AR ER
'.l ™

PROTIP: To survive this fall with
Catwoman In the Tale of the Cat
stage, stay on the lefi side and
snare a pole on the right with
the grappling gun.

If-"}51’IT¢"L1'IH

I o il i i T
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PROTIP: To survive this harrow-
Ing roller-coaster ride, crouch at
the front of the car and kick the
few bombs that drift near you.

With a broad array of fight-
ing moves and fancy equip-
ment (including the grappling
gun and batarang), you have
everything you need to take
down the bad guys. Although
much of the fighting’s easy
and repetitive, by the time
you've weaseled through

PROTIP: In the No Green Peace

stage, complete seemingly
Iimpossible jumps by riding the
grappiing gun up halfway and
Jumping off in time fo snag the
tree limb you couldn’t reach.

twitchy steering and weak
graphics harken back to eight-
bit games. Regardless, there’s
enough depth in this fun,
intriguing game to keep you
dashing across Gotham City
for quite some time. &

the tough puzzles, the
action will captivate you.

Holy Cow!

Sadly, Robin never lends
a hand; Batman'’s side-
kick is restricted to the
cut scenes. Even worse,
the interminable dialogue
in the cut scenes will
infuriate you. It can't be

© 1995 DC Comics

am::ﬂ “Detective Comics #27"
Bio: Orphaned as a child, young

—“.4")

f_ IN PRINT
BATARN ""} Name: Batman

Publisher:
DC Comics

Comic Book:
The Batman
Adventures

First Appear-

switched off, so you
have to wade through
the same vapid conver-
sations again and again.
Fortunately, once you
hit the streets, the gor-
geous graphics and
sounds reel you right into
the shadowy, somber
atmosphere that perme-
ates the Batman movies.

You'll marvel at the sprite ani-
mations: Batman moves with
powerful grace, and even the
crooks are imbued with realis-
tic touches. Haunting sound-

tracks and strong sound

effects, such as the swoosh of
Batman's cape, refine the eerie
atmosphere. You couldn'’t ask
for more from a 16-bit game.

Master Bruce

With the steadfast controls,
you'll blast through each stage
— except behind the wheel of

the Batmobile, where the

February 1985

Bruce Wayne trained to become the
world's greatest crimefighter with
the strength of an athlete and the
brain of Sherlock Holmes. The new
adventures more closely resemble
the Art Deco, film-noir style of the
popular animated series. Having
already spawned a full-length ani-
mated movie (Batman and the Mask
of the Phantasm), this bat just keeps
on flying!

Super NES Game ProFile

The Adventures of
Batman and Robin

detail utﬂns game for its sheer
good looks...and to penetrate
its puzzielike challenges.

Erapruli Sound Control  FumFactor Chalkenge

29 ADJ.

Adjustable

45 45

Price not a'.rallahla

8 staqas

16 megs Multiple views
Available now Multiscrolling
Action/adventure Passwaords

1 player




Rage! Rage at your control
pad, that is. It just doesn't
seem to be functioning cor-
rectly in Wolverine.

Out of Control

Except for an exciting license,
Wolverine for the Genesis has
limited appeal. It's standard
platform fare, and it lacks

PROTIP: Save your Mutan
Power for battling big enemies.
You'll need it.

© 1995 Marvel Comics
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IN PRINT

et Name:
Smem \\V0lverine

Publisher:
Marvel Comics

Comic Book:
Wolverine

First Appear-

L .-‘_.._._l

s b _-- ; -'H"F'
r l.; I.

ance: "Hulk #181"
Bio: Wolverine is a super-powered

intensity. The
biggest problem
is the control:
The button lay-
out transposes
the normal loca-
tions of Jump
and Attack (with
no option to
reconfigure).
Most games have jumps that
are difficult to make; in
Wolverine, the very act of
jumping is difficult! Wolverine
has lots of moves, but they're
all hard to control. This game
IS annoying with a capital “A”!
Although the control is
bad, plenty of other problems
abound: disappointing graphics,
for one. Many of the enemies
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PROTIP: Use jumping kicks or
punches to defeat the flying
metal bugs in the first level.
Don’t try standing aitacks.

Poor Wolvy, all dressed up but shot down by
weak controls.

consist of little flying thing-a-
ma-bobs - not exactly the
coolest Marvel Comics villains.
Many backgrounds look like
scenes you've seen lots of
times before, and the sounds
are just as ordinary.

Time Killers

The number of levels in this

game is pretty hard to deter-
mine; most players won't be

able to clear the first level. Is

the game hard to beat or just
hard to play? Both.

When the highlights of a
game are its mediocre graph-
ics and sounds, that should
trigger an immediate red flag.
You need this game like you
need an adamantium claw in

the head. [

PROTIP: Always walk in a
straight-on, unswerving fashion.
If you stutter-step back and
forth, you’ll scroll the screen and
enemies that you already defeat-
ed will regenerate.

PROTIP: Jump over these rapid-
firing enemies rather than duk-
ing it out against them. Get to
the staircase on the right as

500N as you can.

mutant who can heal himself, no
matter how severe the injury. His
skeleton has been replaced by an
unbreakable adamantium alloy, and
he has retractable claws that extend
from both forearms. Wolverine’s a
fierce fighter, whether battling solo
or with the X-Men.

shots, then jump up and start
slashing when it’s safe.

Genesis Game ProFile

Wolverine’s bite is

worse than its bark,
xxewsl and its control is worse

than either of them.

Graphics  Sound Conirol  FunFaclor  Challenge

2

e PROTIP: Rock your enemies by
Jjumping in with an atiack, then
doing a standing claw swipe as
soon as you land.

— GAMEPRO » FebruJURALl ¥

: 1 player
Available now Side view

Action




By Dr. Zombie

Continuing its hot licensing,
Acclaim introduces its latest,

greatest Marvel Comics adven-

ture, Wolverine: Adamantium
Rage. Like its namesake, this
SNES cart is full of spunk.
Sharp graphics, nonstop
action, and intense challenges
make this game a formidable
opponent for any supergamer!

Clawin’ to the Top!
This lavish SNES cart brings
Wolverine’s super abilities to
stunning life with seven long
levels of complex mazes over-
run with goons, traps, and
supervillains. At your disposal

are a wide assortment of fight-

ing moves, including the use

¥ 4 Wolverine: =
o X Adamantium Rage

of Wolverine’s
indestructible
adamantium
claws that pop
out from the
back of each
hand. Wolverine
also has his
unique Mutant
Power, which enables him to
heal himself. The controls are
easy to learn, and their
response time is flawless.

X Marks the Spot

First-class graphics with large
sprites and intricate details in
the multilayered backgrounds
make this game a comic book
come to life. Care was obviously

Bl Lre

PROTIP: Wolverine’s mutant
healing powers slowly replenish
his strength if he’s left alone.
Charge up your strength before
rejoining the battle!

PROTIP: Get to the health icon by

clinging to the ceilings and
destroying the laser cannon.,

PROTIP: Who needs an elevator
when you can scale walls with
your claws?

GAMEPROD -

This game brings
the comic book

to life!

oDNE OF uS IS GOINNGSG 7T0O AAYE T0O
L e iis =Ewe® iy om0 PR o

GONMNA BE mE . . ¢

PROTIP: Maneuver your enemies

to one side fo protect your back.

taken to make Wolverine’s
movements smooth and

PROTIP: Learn to identify which
enemies are self-replicating and
which ones are necessary Kills.
Go for the kill every time!

PHU HP ff you dﬂﬂ ’t hear a
“clang” when attacking your
opponent with your claws, you
haven’t connected.

realistic. Additional touch-
es, such as him teetering on
ledges and the windmill-like

MDHE IN
PFIINT

e & Name:

fury of his multiple-claw Y Wolverine
attack, earn a big thumbs § = Publisher:
up for the graphics. % b ':-1 Marvel Comics
The cool sound effects |= :
: 2 4 Bio: No one
and music are strong but ~ |= nows Wolver-

not overly spectacular. Hey,
Wolverine never really was
one for tunes.

The game has three
difficulty settings, but even
the easiest setting is a hand-
ful. The hazards are many,
with very little relief avail-
able to replenish Wolverine’s
limited health meter. Fortu-

ine’s true |dent1t3r, thnugh he goes
by the name “Logan.” He was origi-
nally a Canadian secret agent, but he
later established himself stateside as
a member of the X-Men. Extremely
skilled in all aspects of hand-to-hand
combat, Wolverine is also a ninja-
class warrior. Part man, part mutant,
and part animal, Wolverine fights
with bestial rage.

nately, he’s able to regenerate
his health if left untouched for
a couple of moments. Don't
dawdle, though, because a
deadly android hunts you
down if you stay still too long!

Make Mine Marvel!

One of Marvel's most popular
characters, Wolverine has long
deserved his own game.
Wolverine: Adamantium Rage
is a well-crafted wonder that
reaches the expectations of
his superstar status. It's seri-
ous superhero fun! [

Febhruary 1885

H“” Like its formidable
L\E.E namesake, Wolverine:
el Adamantium Rage is
full of spunk, nonstop action,
and intense challenge. Sharp
graphics make this game a
live-action comic book!

(hallenge

ADJ.

Graphics  Sound Control  FunFaclor

A@al

Adjustable
$74.95 1 p!a';ar
Available now 7 levels
Action/adventure Side view

31




By Manny LaMancha

Superheroes are imposing
figures, but the Tick’s differ-
ent. He's 400 pounds (and
doesn’t know it), seven feet
tall, and dances ballet. He's
also the star of his own video
game — with more stumbling
than soaring, unfortunately.

Stranger Danger
Basically, the Tick battles vari-
ous ninjas, carnival creatures,
and other fumbling super-
heroes. Luckily, he has a few
buddies on his side, like his
flying compatriot Arthur and
Paul the Samurai. This game’s
control is intuitive if you've
played the scrolling battles
like Double Dragon or Fatal

=1 IN PRINT
@8 Name: The Tick

R : l . 2 Publisher:

*3 ‘5'“ New England
M Comics Press

“8% Comic Book:
) 4 The Tick

© 1995 New England Comics

ance “The Tick #1™

Bio: Not much is known about this
tongue-in-cheek, twin-antennaed
superhero, but then he doesn't know
much about himself, either. His
adventures began when he busted
out of a looney ward; since then, he's
battled goons, creeps, and a million
zillion ninjas! It's anyone’s guess
what’s next!

PROTIP: If you slide in to attack
enemies from the side, rather
than head on, you have a better
chance of getting them before
they get you.

32

Fury. There are some slight
variations, but it's all familiar.

The graphics are uneven.
Frame rate on the animation is
pretty low, so everything
comes off looking pretty jerky.
The rope walk is innovative
and well handled - featuring a
smoothly bending wire that
flexes under Tick’s weight -
but it doesn’t make up for the
deficiencies of the other 98
percent of the game.

Some nice stereo sounds
come out of this game. How-
ever, voices are clipped, and

PROTIP: On the streets, lure
adversaries fo the manhole,
which damages them when it

pops up.

other sound effects lack real-

ism. The music’s pretty good,
but its redundancy can get on
your nerves.

Tick...Tick...Tick

The FunFactor is below par.
The game play starts out okay,
but it soon turns mundane.
Even with its subplots, most of
the game is an endless wave of
the same enemies. The Tick
has a lot of the biting humor of
the comic, but personality and
a ton of levels aren't enough to
make a good game. The Tick's
flaws will really bug you. £

The Tick By Fox Interactive

Eraphu:s Sound l'.:urllml FunFacior EhaIIPrl_]E
E"E Infermediale

$64.98 44 levels

16 megs Side view

Available now Multiscrolling

Action/adventure ESAB rating: Kids

1 player to Adults

GAMEPRD -

Sharp graphics and good,
varied game play make this
adventure an X-cellent addi-
tion to the X-Men saga.

X-tra! X-tra!
If you played Spider-Man/X-
Men, you know what can hap-

Small sprites and murky game
play can generate eye aches,
headaches, and thumb aches.
more than aches and pains.
The game presents a
lengthy maze mystery that

as all the X'ers. The effective

Unlike Spider-Man/X-Men,

X-Men:
Gamemaster’s
Legacy

pen to Game Gear superheroes:
Fortunately, this X-Men delivers

enables you to eventually play

controls change to take advan-
tage of the unique Mutant Pow-
ers of Cyclops, Storm, and the

other heroes. You can also con-
trol your direction in the game:

PROTIP: Creepy creatures are
usually lurking outside the
Transporters, so be ready to

fight as you emerge.

PROTIP: Mutant powers, like
Cyclops’ Optic Blasts, are in lim-
ited supply, so never use them
when simple punches will do.

which made you solve a
tedious maze before you
could choose characters,
this game begins with
level-select and character-
select options that
immerse you in the action.

Great X-pectations

This Game Gear cart is a
good-looking game. You'll
instantly notice the bigger
sprites, imaginative back-
grounds, and good details
that make the graphics X-
citing. The sounds are bet-
ter than average for a

© 1995 Marvel Comics

= |VIORE IN
S5 PRINT

Comics’ top-
selling line of characters, having
spun off into more than nine titles
currently in print. They are also the
top-selling line of toys for Toy Biz,
and the number-one rated cartoon
show on Saturday mornings. Every-
where you look in the comics world,
X-Men rule!

handheld, with clear music
that changes each level.

If the beat-em-up style of
Wolverine’s 16-bit games is
disappointing but you still
want some mutant mayhem,
X-periment with X-Men:
Camemaster’s Legacy. At the
Mental difficulty level, it can
be a tough game, but X still
marks the spot for fun. 3

February 1995

X-Men: Gamemaster's Legacy
By Sega

Graphics ’iwnd Fl}ﬂlml FunFaclor  Challenge

SO

Rdjustable

$44.99 8 levels

4 megs Side view
Available now Multiscrolling
Actionfadventure ESRB rating: Kids
1 player to Adults




Still looking
for more comic-
book heroes to

fly onto your game
system? Check out
these upcoming
titles.
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The Darkhorse comic and
Jean-Claude Van Damme’s
movie manhunt come to the
SNES before spring break, and
a Sega CD version will follow
soon after. The 16 megs of
side-view action/adventure
send you time travelling
through eight levels in search
of a technodemon attempting

to alter history. You'll travel
from 1929 Wall Street to a
1950s nuclear test site to
22nd-century LA. with an
arsenal of submachine guns,
harpoons, and grenades at
your side.

By JVC
Available March

GAMEPRD

This 16-meg beat-em-up fol-
lows the plot of DC Comics’
popular series. You control
five different characters,
including The Cyborg, Eradica-
tor, and Supe himself, Each
can hover and fire off eight

The Death
and Return
of Superman

HALF MM .

HALF M&GCHINE . a
CYRORG*S NERGANICT PARTS MATCH
SUPERMAM S DMA TOEMTICALLY
HHILE HIS METALLIC PARTS
APDTAR KEVOTOMIAM TN NRIGIM.
149 THTS SUPERMAM DEBUTLTS

unique attacks. Among the
game’s ten levels are several
shooting stages. Cartoon cine-
mas appear between levels.

By Sunsoft
Available Now

Legends of the Justice

League Task Force

With its two-player head-to-
head battles and special fight-
ing moves, this 20-meg
brawler is reminiscent of World
Heroes and SF II. Match up pop-
ular heroes like Superman,
Batman, Wonder Woman, Flash,
Creen Arrow, and Aquaman

February 1985

against evil clones of them-
selves. You'll also face
supervillains like Cheetah,
Despero, and Darkseid. The
action takes place in familiar
settings, including Metropolis
and Gotham City.

By Sunsoft
Available March



DRAGON’'S LAIR® Dirk’s back,
only this time he’ll be fighting
dragons in your home. [t'll
take the Jaguar's raw 64-bit
power to the max. Available

1st quarter.

HicHLANDER™ Based on the hit movies
and TV series, Highlander will take
your swordsmanship to the 64-bit
level. Available 1st quarter.

ROBINSON'S REQUIEM™ Imprisoned
on an alien planet, you either
escape or die. You'll cover 3 miles

- of 3-Dterrain as you fight off star-
vation, predators and insanity.
Available 2nd quarter.

BATTLEMORPH™ This much-anticipated
3-D sequel to Cybermorph has a killer
new twist. You can seek out new
worlds underwater and underground.
Available 1st quarter.

BLUE LIGHTNING™ You're in an F-18 battling
arenegade general. Can you handle precision
flying and stomach-wrenching dogfights or do
you need your mother? Available 1st quarter.

BRETT HuLL Hockey™ With awesome
digitized graphics and a realtime 3-D
rink, you'll feel every slapshot, save
and humiliating slam into the boards.
Available 2nd quarter.

i

CREATURE SHOCK™ You're on a mission to find
the remains of a lost ship on the near-dead

Planet Earth. 3-D graphics and eerie special
effects add to the chills. Available 2nd quarter.

A ATAR Game tips and hints: 1-900-73- ATARI. 95¢ per minute. If you are under 18, be'sure to get a parent's permission before calling. A touch-tone telephone is required. USA only. Atari Jaguar information
is available in the Atari.Gaming Forum on.CompuServe, Type GO JAGUAR to access this area 24 hours a day. Atari Jaguar information is available in the Atari Roundtable Forum on GEnie. Type
JAGUAR to access this area 24 hours a day. ATARI, the Atari logo, Jaguar, the Jaguar logo, Jaguar CD, VLM, Virtual Light Machine, Battlemorph are trademarks or registered trademarks of Atari Corporation. Copyright

1994, Atan Corporation, Sunmyvale, CA 94089-1302. Made in the U.S. of domestic and imported components. All rights reserved. All other trademarks and copyrights are properties of their respective owners. “Dragon’s

|




How can we possibly make the 64-bit Jaguar more powerful? Attach an Atari
double-speed CD player. It’s a lot like attaching an atom bomb to an F-14. We're
talking explosive power that no other CD-ROM combination can match. Just : ““
piggyback this 790-meg monster onto your Jaguar and watch your TV come alive | LY

with insane true color, movie-like images and CD-quality stereo sound.

DeEmoLiTion ManN™ Get ready for

e

= I 1
= : gl ' ! an interactive adventure with live
: ' e ‘ moﬂzs' : action footage of Stallone and
i - = =Tl ,

Snipes. Now your sappy dreams

of movie stardom can be a reality.
Available 1st quarter.

VIRTUAL LIGHT MACHINE™

Watch the beats of your
If our Interactive CD games don'’t rearrange your brain cells, the

_ : built-in Virtual Light Machine will. Throw on your favorite CD, and
ool L SEST watch the music morph, contort, and pulsate in a psychedelic light

CD’s come to life in a pul-
sating collage of 65,000

mind-blowing colors. Or

create your own cosmic

light show at the touch of show your ex-hippie parents may even appreciate. So check out the new CD play-
a button,

er for the Jaguar. It’ll crank the torque up to nuclear proportions.

& O

MULTIMEDIA PLAYER

- =/

et el

Lair” is a registered trademark of Bluth Group; &1894 Character design 1983 Don Bluth; all audio, visual and concepts - used under exclusive license of Epicenter Interactive Inc. Programming ©1984 ReadySoft Inc. All
right reserved. Brett Hull Hockey is a trademark of Accolade, Inc. and is officially licensed by Brett Hull and the National Hockey League Players Association. NHLPA is a trademark of the National Hockey League Players
Association and IS used under icense Dy Accolade, Inc. Logo and name & 1884 NHLPA. Creature Shock is a trademark of Virgin Enterprises, Ltd, Photos ©1992 NASANIctoria/Johanna/Photobank 1994, Highlander
L1994 Gaumont Television. "Highlander is the protectad frademark of Gaumont Television.” $149 is Manufacturer's Suggested Retail Pricea for the Jaguar CD Player. Prices may vary.




N Although he’s no
threat to a particular Sega star
who hogs the limelight, lus-
cious graphics and a healthy
dose of good old-fashioned
hop-n-bop platform action
make Ristar an up and comer
in the video game heavens -
at least for beginning players.

So You Wanna
Be a Star

Yet another alien being has
invaded an innocent planet,
and this time it's Planet Flora.
You play as Ristar, a valiant,

[ s N
rd AT R

Beautiful graphics and
(1 . fun game play help
nﬂ make this an auspicious
debut for Sega’s newest hop-n-
bop star.

._..l'.l.,!...._'u

$59.99 2 players

16 megs 1 levels
Available February Multiscralling
Action/adventure Side view

yaung er.. star hteraﬂy .
- Another cutesy little video game
 character, Ristar strolls across

each planet, using his repertoire
of special moves to free the
brainwashed inhabitants.

Each of the seven planets
that Ristar travels across has
unique obstacles and enemies,
such as Undertow, an under-
water world with strong cur-
rents and deadly projectile-
tossing lobsters, and Sonata,
where the instrument inhabi-
tants are less interested in
making beautiful music than in
drumming you into the ground.

PROTIP: On Planet Scorch, jrau’ﬂ
fight a boss ﬂmtappﬂamma
series of holes. Notice the order
of his appearances and then
destroy him in that order.

GAMEPRD o

~often straight into speciai |
- bonus rounds. The movesare e

simple one-hutton controls- ~ ®
~ easy to manage and precise,

Sonata, mmmmmm

merhead boss as he swims past.
When you knock all the corks
foose, the water drains oul, leav-
ing Hammerhead high and dry.

In a variation on the stan-
dard hop-n-bop theme, Ristar
grabs and tosses enemies with

his extending arms, His other @

gymnastics inciude swinging

around poles, scaling ladders

PROTIP: Slam Undertow’s Ham-

and walls, hanging, and swim- (ST

ming. When he locates Speﬁai

Star Handles, Ristar revs up
and shoots across the scr{ee“
in an invincible Meteor Strik

The only complaint is that Ris-
tar feels a little sluggish in
comparison to lightning-fast
characters like Sonic and his
new buddy, Knuckles.

Starlight, Star Bright

Ristar's an extremely colorful
game, with cartoony visuals
that include clever enemies
and backgrounds rich in detail.

FL AN B ,ir‘:'ttt-;_

FHUHP'ﬂnPIanewndaTnm
press Butiton C to swim rapidly
to the right when you reach the
area with the current. If you get
caught, swim down into the gul-
ley to avoid being washed away.
When you reach the pipe, grab it
to stop the current.

February 1985

MMHmmmﬂﬂfW

mmwmmm

Ristar's animations aren'tas _ff jizfl__':'
plentiful as other current plat-
form stars, but he’s a comical

enough sprite. The tunes are
standard video game fare - =
original for each level and |
accompanied by cutesy sound
effects, but nothing special. =~~~ |
L
Star Burst G
Despite great looks and clever
game play, Ristar's no match @ |

for experienced players. Play-
ing at the toughest difficulty
setting, veteran gamers wont
even break a sweat until the |
last levels. Nevertheless, its |
entertaining enoughtobe
worth playing through once.

Ristar won't be the supernova

in this year's galaxy of games,

but it's a good choice for less
experienced star gazers. [J




SOON YOU'LL BE

LOVINGLY REFERRED TO

AS 'SCAB BOY.

THE RASH IS BACK

The nastiest, no-holds-barred motorcycle combat game returns to Genesis'.




llllll

\WRSIRE. Rejoice, bomber
®=* fans, your tiny hero

PROTIP: Bridges are safe areas, = PROTIP: Take out this banana

has surfaced on the Genesis at so lay bombs right next to them = boss by bombing his monkey
last, and he won't disappoint and jump onto the bridge for and then setting a corner trap.
you. New levels, new ene- protection. Be careful - a single touch from
mies, and plenty of other new i vl either enemy will do you in!
touches make this game one  pporip: with the fiery power-up, strategies. You also get a
of the best bombers ever. the explosions extend complete- power-up that's not in the

Iy across the field, so reireat original game: animals that
Bombs Away! farther than usual to find safety. you ridegiike Star Wars Taun-

Just when you thought the
original Bomberman concept
was exhausted, Sega revital-
ized the explosive little guy

Tauns! These touches, coupled
with the classic head-to-head
(-to-head-to-head) action,
should once again make

PROTIP: Your bomber is much

'w:lth great new adventures for [ 1 quicker than the walking, crawl-  goberman a party favorite.
his Genesis debut. In the one- ing enemies around you, so use
player Standard game, you your speed to surround enemies  Syner Bomber Sights

scurry around odd-shaped
fields, laying bombs to de-
stroy weird new critters and
big bosses while trying to
reach the exits before time
runs out. Like Super Bomber-

The graphics and sounds are
...well, they’re Bomberman, so
you know what to expect. The
man himself and most enemies
are still small, stiffly moving,
Japanese-style characters, and

man 2 on the SNES, which also
introduced new action/adven-
ture levels, these new Genesis
levels invigorate the basic
Bomberman concept, which is
almost five years old.

In addition, you can also
challenge up to three other
friends in the traditional Battle,
which presents the familiar
grids, hides recognizable
power-ups like Multibombs
and the Kicker, and requires
traditional Bomberman

Graphics  Sound Control  FunFacir Challenge

ClElssi v

4.5  Inlermediaie

E.H

PROTIP: On the Hi-Speed Field,

4 players (using
8 megs Team Player)
Available February 5 areas
Action/adventure Multiscrolling
38 GAMEPRD + February 19885

the backgrounds are about
average for 16-bit games.

The familiar theme music
permeates the Battle mode,
but thankfully new tunes high-
light the Standard action. More
sound effects (like voices or
enemy noises) would've really
added texture to the game.

Mega Hard but Fun

Just because this game looks
simple, you shouldn't expect
simple game play - it's the
hardest B-Man yet. You'll be

- PROTIP: Your bomber travels surprised by the trickiness of
your bomber is so quick that the = gjower through water, so give h P Y :
d ; > : the Standard levels, and with
blowina vourself up. . : no difficulty select and a vari-
NIDS 7O ADULTS ng yo P safety on this wet field. ,
The B-Man makes an : ety of special bombers to
W ﬂm":':ﬂﬂ:'? aI'*l'-':i"' RIDE “EM, BOMBERBCOY! choose from in Battle mode, it's
AGES g+ a Hm . v
With impressive new features, ANIMAL POWER-UIPS every Bumberman fqr himself.
this bomber steps to the head With a little practice,
of the class. though, you'll master these

easy controls and turn into a
bombin’ fool. This is one
addicting Bomber, man. [



VIDED GAMES HRE

LIKE HIGHTOPS.

THE NEW ONES

ARE COOL,

gUT AFTER

AWHILE THEY

THRT TO STINK.

1418 If it's not a challenge, it's not a game. You need the hottest, toughest games

- acRUST
%mﬁﬁ:ﬁu @ and you need them now. You need to go to Blockbuster. Where there's

L ,
® always a massive amount of the latest games for you to rent or buy. And
when you've got those beat, there'll be even harder games to take their place.

WHERE THE CHALLENGE NEVER ENDS.

BLOCKBUSTER VIDEQ name and design are registered trademarks of Blockbuster Entertainment Corporation, Ft. Lauderdale, FL 33301 ©1994 Blockbuster Entertainment Corporation,



By Bonehead

%o Fans of Capcom’s

v classic Magical Quest
will find this new game just as
fun. The colorful graphics and
the ability to get new powers
make this adventure a magical
mystery indeed.

Mystery Mouse

The title is actually a mis-
nomer: There’s not much cir-
cus in the Circus Mystery.
Playing as either Mickey or
Minnie, you hop-n-bop from
the first circus stage to a
dense jungle, haunted man-
sion, submerged caves, and
more. As in Magical Quest,
you switch between costumes

PROTIP: Beat the Haunted Circus

boss by jumping over his flying
mane and bopping him.

- o

PROTIP: The safari suit’s climb-
ing skill will help you avoid the
e JiiNgle’s boss. Bop this big ape

Suils when he’s under you.
L MIOUS€  (including a gun-slingin’ cow-

boy outfit and a tree-climbing
safari suit) to negotiate obsta-

~ cles. Figuring out which cos-

B tume to don is the game’s

simple strategy.
The Genesis version of
GCM is identical to the earlier

ser . SNES game, and both borrow

wor | Capcom continues its
ﬁmﬂmhﬂn
Disney games with this
colorful adventure for younger
gamers. If you liked Magical
Quest, you'll like this easy game.

Graphics Sound  Conirol FunFaclor Challenge

u@@@ ADJ.

4.5 Adjustable
Price not available 6 stages
16 megs Side view
Available now Multiscrolling
Action/adventure Passwords
2 players
40

~ lots of elements from Cap-

com’s other Disney titles (such
as Castle of lllusion). You still
butt-bounce to dispatch ene-
mies, dogpaddle underwater,
and face bosses with simple
charge-and-shoot attacks. The
controls are generally effec-
tive, though Mickey's cowboy
jump is a little hard to control,
and he seems to fall off ledges

too much
when he's climb-
ing in his safari costume.

Great Circus Graphics
As usual for Capcom’s Disney
games, the cartoony, colorful
graphics are bright and imagi-
native, with nice subtle touch-
es like snarling bosses.

The sounds are just what

PROTIP: Shoot the ghost only
when his eyes are aflame.

Wy
i
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PROTIP: Climb the walls to
dodge this Frozen Plains enemy.

you'd expect in a well-crafted
game, highlighted by enchant-
ing music that constantly
changes. However, the
routine sound effects
need to change with
the times. How about
some voices?

= Circus of
| The Stars
. So Mickey and Minnie
"~ | starinyetanother
The world of the Great Circus Mystery
GAMEPRD <« February 1885

PROTIP: Dodge Pete’s blue rays,
jump past his flying books, and
nail him when he lowers his
head. About a dozen hits will
take him out.

o Sl A o "y
PROTIP: Switch to your cowboy
outfit to gun down the dragon at
the end of The Caves.

delightful adventure. What else
is new? Well, the limited chal-
lenge is. This game is much
easier than Magical Quest or
Castle of lllusion, and it’s really
targeted for younger gamers.
The two-player mode is good
for experienced players who
are teaching novices. While it's
too easy for veterans, begin-
ners will find Great Circus Mys-
tery as fun and gentle as a
sunny day at Disneyland. [




Crush the CRUSHER with a
turhn head smashl

“Animation you could die for™  suerGaner agazin

“Speed and feel that make you want
to play again and again

bamesworld

SLts T et

“lraphically outstanding fast action beat iy 9

. mlilltﬂl !IE d3 ﬂ F hlcsl
w : rr . EETTTT L-I ] 9ooas ﬂ:|
More than just another brawler”™ cnenaes <2

“Excellent graphics and great animation™ vitesane

. * # . Dehugmemurphmngupemslr\m
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MIRAGE Ve i A laim\

ntertainmen
A3 CYBORG ILLUSTRATION, RISE OF THE ROBOTS™ © 1994 MIRAGE TECHNOLOGIES (MULTIMEDIA) LIMITED. ALL RIGHTS RESERVED. MIRAGE TELHHGLDGIES and RISE OF THE ROBOTS™ ara
trademarks of Mirage Technologies (Multimedia) Lid. and used with permission. ALL RIGHTS RESERVED. Nintendo, Super Nintendo Entertainment System and the official seals reqn stered trademarks of Nintendo ul‘
Amernica Inc. © 1991 Nintendo of America Inc. Acclaim is a registered trademark of Acclaim Entertainment, Inc. © 1994 Acclaim Entertainment, Inc. All nghts reserve d




- Lots of options do
- * notagreatcart
make. This game certainly

~ gives you plenty of choices,

~ but the racing still misses
the checkered flag.

_ The Racing de |
-~ Created by Damark
Kawasak; bears a

[

(A9
MLl

E-HMH SUATER
| (M R i@ M

cially tough challenge.

from a behind-the-handlebars
perspective with lots of options,
including 15 tracks and three
basic ways to alter your bike.
The action’s fast, and your
bike really responds to your
_controls (notice the differences
~ when the weather turns ugly).
~ Unfortunately, the graphics
look like any number of other
~ racing games. Big, blocky
polygons scroll toward you,
and undetailed landscapes
surround you. You don't see
sparks, smoke from bikes, or
juicy wrecks - the fun touches
that other racing games pro-

track one of the twistiest, it'sone |
#mmmﬂmm '

- vide. On the positive side, the

Kawasaki Superbike Challenge
By Time Wamer Interactive

Control  FunFaclor Challenge

....AD.I

35  Adjusiable

First-person view

Forward scrolling

Passwords

ESRB rating: Kids to
Adults

Graphics  Sound

$59.95

8 megs

1 Available March
Motorcycle racing
2 players
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PROTIP: To lea the best racing -

line on a new course, follow
closely behind lead bikes.

many tunnels and overpasses -
add to the game’s complexity,

and your on-screen map is
easy to see.

This game has some gnod'- "

sounds, especially the tire
screeches. However, real

motorcycle engines are pretty'

annoying, and you'll probably

turn these whining engine
-nnisea_right down.

Racer’s Edge

While not the best racing of

‘the season, Kawasaki Super-
_ bike Challenge is still decent,
~and it has enough variety to
- suit all skill levels. Fanatics can

even take on the eight-hour
Suzuka course.
But is it champmnshlp-cal

__iber competition? Only nnwcg
- -_-gamera mlght think so. O

=1 moves and attributes that

Ready for live-
action wrestling at its rawest?
WWEF Raw ventures into the
squared circle with all your
favorite grapplers and moves!

Raw features twelve of
wrestling’s biggest superstars,
all with the special signature

made them famous. Imagine
unleashing Yokozuna’s Banzai

Drop on your opponent during

a twelve-man Royal Rumble.

With six match options (includ-

ing tag-team and one-on-one
matchups), you can choose
different paths to glory.
Controlling these maniacs
is a blast. With more than 20
moves at your disposal, you

- guide your grappler with

speed and precision. Some of
the moves are wild - wait until
you bring down a chair on
your opponent! What's more,
virtually no slowdown stalls
the action.

Championship
Features

| Colorful graphics and clear

sound are key fac-
tors to winning the
title, and Raw has
'em. However,
every wrestler
appears to have
the same height
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Pﬁ‘{? TIP: Pasitioning is sﬂl’ﬂﬂ!’fﬂﬂf

when performing special moves.

Learn where to start each move

] before playing.

HIIEPIII . Hirurr 1985

PROTIP: When Your opponent js

weak, throw him into the upper

turnbuckles the
o 1en climb uy
Potnd his face jn, o

and proportions, which can be
a little confusing when the
5’5" Luna Vachon somehow
stands as tall as the 70"
Diesel. Each competitor does
have their own theme music,
though, and distinctive moans
and groans punctuate the
action in the ring.

With tons of options and
the WWF's most popular
wrestlers, you can't go wrong.
And with ten skill settings,
gamers of all abilities can hit
the mat. So do you have what
it takes to be the king of the
ring? WWF Raw is a fun way to
find out. [3

thejr energy,

WWF Raw By Acclaim

Graphics  Sound Conlrol  FunFactor Challenge

A

Adjustable

$64.95 4 players (using the
Available now Team Player)
Wrestling ESRB raling: Kids
Side view to Adults
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@’YES! Enter my one-year subscription to SWATPRO for the unbeatable price of just $14.97.
a savings of 50% off the cover price. That's just like getting two issues for the price of onel

Name

Address kS -
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- Bill Me Send to: SWATPRO, PO. Box 50309, Boulder, CO 80322-0309
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This second Ecco

N game should come
with.a label: "Warning! Pro-
longed exposure to Ecco 2 can
lead to addiction.” The Tides of
Time is packed with some new
sights, sounds, levels, and
dangers that will both thrill
Ecco's many fans and draw in
a lot of new fans.

W

King of the Sea
This CD’s very similar to the
cartridge version (except for
slightly snazzier graphics and
superior sounds), but if you
loved the original Ecco, just
rush out and get this game -
you won't be disappointed. The
undersea world is very similar,

UL Eeco’s back with a
("%.\| splash. Beautiful graph-
| ereaedd iCS and sounds, as well
as the familiar strategic game
play, combine to make a won-
derful undersea experience.

Graphics  Sound Control  FunFactor Challange

® 5]

Adjizstable
$59.99 1 player
cD _ 40 levels
Available now Side view
Action/adventure Multiscrolling

44

PROTIP: Not everything
is as it appears. Use
your sonar on shells,
rocks, and aliens fo
uncover secrets.

THE TIDES OF TIME

PROTIP: Refer often to your
sonar map during long levels.

and the controls are instantly

familiar, featuring all the usual
Ecco moves, such as charging
attacks and aerial flips.

This time, Ecco’s mission is
to destroy the Vortex Queen,
who was weakened in the first
game but not killed. The game
sends the bottle-nosed hero
through two possible futures -
your challenge is to defeat all
the enemies and solve all the
puzzles to ensure that the
good future will come true.

Along the way, you have to
save baby killer whales,

PROTIP: Ecco can fly...sort of.
When you find sea gulls, press
Button B to charge out of the
water and touch them. Youw'll
morph into a gull and fly to the
next level.

exciting action from Ecco’s past,

dodge sharks, sing songs, and
morph into other creatures.
Succeed, and everyone in the
world gets along like the char-
acters in The Partridge Family;
fail, and angry aliens will take
over and set up the Vortex
Queen as Earth’s ruler.

Dolphin Delights

What has always made Ecco
stand out are the superior
graphics. They're awesome.
Study Ecco’s smooth, graceful
movements or the alien crea-
tures in Medusa’s Tube, and
you'll see why the graphics
get a 5.0. Adding to the enjoy-
ment are the History Glyphs,
which are only on the Sega CD
version. These digitized clips

February 1985

PROTIP: Press Button C to keep
up with Blackfin as he leads you
through the Four Islands.

PROTIP: To defeat the Globe
Holder, sonar it loose from the
walls, continue to sonar it into
the walls without getting
crushed, and swim from comer
to comer when it attacks.

PROTIP: Some Glyphs are broken
in half. Move the two halves

together with your sonar.

PROTIP: To loosen a
*1 Glyph, approach it from
=" above at a 45-degree

—| angle and press Button A.

show you spectacular high-
lights from earlier adventures.
The sounds are equally
superior. Plug in some head-
phones to hear beautiful
sounds like singing whales.

Sea Quest

Like the recent Genesis ver-
sion, Tides of Time Sega CD is
an excellent sequel, offering
enchanting graphics and
sounds. It's not easy, though,
so be ready for a strategic
challenge. Nor is it a fast
action/adventure game, which
means you may be calling out
the tuna boats if you don't
have a lot of patience. But
those who love long, slowly
unfolding strategy adventures
will love this mammal. He's
still the King of the Sea. [
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The game other flghtlﬂg games R

/
/ would kill tﬁ}:be. ’
Eternal Champions on Sega CD brings back the original nine, plus four blisteriny new fighters® ,
There are also four extra-heinous ways to finish off your enemies: Enhanced Overkill, Sudden Death, Vendetta and Cinekill™
/
’ , p An all-new Tournament Mode pushes your skills to the absolute limit.
.*z:,_, #, MATUHE | Mortal? Be Eternal. —

This olficial seal is your assurance thal this product meets the highes! guality standards of SEGA
Buy games and accessories with this seal to be sure that they are compalible with the SEGA CD
Sysiem. Sega, Sega CD, The Sega Seal of Ouality. Eternal Champions and Cinekill are frademarks

of SEGA. © 1994 Deep Water Games, P.0. Box 8097, Redwaond City. CA 94083 All Rights Aeserved
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{}*%hjf By Captain Squideo

ﬂﬁq‘— Blasting into the

= D galaxy is Soul-

Star, a behind-the-vehicle

shooter that wants to give you

outrageous outer-space sensa-
tions. Strong graphics and
sounds help you achieve lift
off, but game play that moves
at less than warp speed pre-
vents this game from soaring
to record heights.

Space Chase
SoulStar puts you behind the
joystick of three different
futuristic vehicles: a grounded
Walker, a hovering Turbo
Copter, and an interstellar
Strike fighter. As you fly
through space and skim high-
tech landscapes, your vehicle

morphs into different crafts
for different stages. The mor-

phing is automatic, unlike that

Sega CD Game ProFile

SoulStar
(By Core Design)

in Vortex for the SNES, where
you select vehicles randomly.

In space, you fly forward as

enemies scroll toward you or
loop in from behind. On the

pilot and one gunner, which
might feel limiting to some.

Star Search

For the most part, the graph-
Ics are striking. Some of the
sci-fi settings are eye-popping

and reminiscent of 3DO shoot-

ers like Total Eclipse. You'll fly
into dense asteroid fields,

m— wm  ow— o —_—

PROTIP: Follow your computer’s
instructions - it'll tell you what
to target and what kind of
defenses you’ll encounter.

ground, you can lumber around
in any direction to chase down

enemies that shoot at you
from all sides. The varied
crafts are good but not excep-
tionally fast.

Although the variety keeps
you interested, the controls
aren’t dynamic enough to sat-

toward volcanoes, and even
underwater. But your ship
often gets lost against the
metallic backgrounds, and
your own shots are tiny and
hard to follow. The game
sports good intro and game-
over footage, though.

'-'-l ,.“ﬂ
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PROTIP: Enemy ships are easier
to hit if you wait for them fo
turn broadside to your guns.
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sor, you can see your shots

more clearly if you stay near the

bottom, then weave back and

PROTIP: When flying the Aggres-

The strong sounds feature
clear vocals that provide
detailed mission instructions.
Stirring Star Wars-style music
creates the right martial mood.

Solo Star

Veteran rocket jockeys will
enjoy SoulStar. It gets hard
quickly, though, so novice
flyboys should expect lots of
crash-and-burn endings. Stick
with it — this Star shines. @

Phhe
"
Hp
g

PROTIP: Inside the enemy Warp-
ship, use the map grid at the top
to locate the main compuiter;

mrn Different flying and :
. stomping yﬁ:ﬂ;g take isfy veteran space aces. True, ~o/th to dodge enemies.
Scan QU IRICEL VR PN each vehicle handles different- | & = =
colorful, detailed galaxy in this ly and commands different i
good shooter. It's not too fast, weapons (the copter goes in -
but it’s definitely a blast. :
reverse, for example). But the G - N il
Gapics swnd  Comnl rorracor cralence [ interstellar flying, which domi- i AL N
nates the game, makes you e e PROTIP: '_’“";' Walker :3@9‘5
v feel like you're confined in a W e AulonaicaRys S S DR
C— tight, invisible box - a draw- - SN frale on MAnORIRI S
2 players hg K for Mode 7 f dthe  PROTIP: Watch for telitale smoke tion. Use your jump (Bution C) to

iﬂa'lahle - 20 stages ack for Mode / fans. And the Siat signals your ship’s about fo get a better vantage point.

Behind-the-ship view
Multiscrolling

two-player option doesn't
mean two ships; it means one

blow. You stilf have time to grab
a Shields Pick-Up.

46 GAMEPRO » February 19835
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Cut to the chase! Play as Wile E. Coyote e s AV AR L o
to get your paws on Road Runner or turn the s  Railroad ‘em! Ride the rails in your
tables and play as Road Runner for a completely .' > i o il Rocket Skates and catch-up with Road Runner
different game! It's two games in one! ' Semetonin|| | |der ! ~ torake in a jackpot of Acme Saving Stamps!
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By Manny LaMancha

A space mission
g8 gone awry. An inno-
cent planet targeted for
destruction. A killer security
robot on the prowl. It all
sounds like a suspense film,
but it's Iron Helix, the latest
Sega CD thriller from Spec-
trum HoloByte.

‘Bot Against the Wall
Iron Helix makes its way from
computer CD-ROM to Sega CD
—as Myst and Dark Seed did -
and the transition is smooth.
Full-motion video clips tell the
story of a space-combat drill
gone awry. During the maneu-
vers, the ship’s computers

Pﬂﬂm' ﬂlm nf! Autnscan ln
the system settings. It lakes
more time to find DNA, but you

preserve your probe’s precious
power.

ALERT .
NEW TARGET“""

Sega CD Game ProFile

Iron Helix
(By Spectrum HoloByte)

. Think you could be a
futuristic Sherlock
Holmes? This com-
pelling strategy game pits you
against a killer robot as you

struggle to save a distant plan-
et from destruction.

-Erapl'tll Sound Contral  FunFactor Challenge

AEEEN

4. 5 Adjusiable

1 player
cD First-person view

ﬁlﬂ

Available now
Strategy

Forward scrolling
Game save

take over and target an Earth-
like planet, forgetting that it's
a war game.

The crew, whose DNA has
been mutated by a virus, has
been eliminated by the ship’s
security robot, the Defender.
You must destroy the ship with
your own probe robot before
the Defender can stop you.

Controlling the probe robot
is very simple. You view the
hallways through the probe’s
eyes and steer it into trouble. A
map of the ship’s six levels pin-
pmnts the location of rooms,

Fnomﬂofammmﬂ:fs
scene of the Defender cleaning
your clock, check your level
map to see if it's on rourﬂmr

.......

il P TN

L e L s LR v

o S ¥ T
b s om i R T

- pm s e

PHGHP' Hslng ﬂre map fn !he
game’s manual, jot down the
location of each DNA sample
you find.

GAMEPRD -

PEOHP' My ﬂm mﬁ
makes it harder for the Defender

If you lose all your probes, the
planet Calliopé is toast - and it’s
all your fault.
elevators, ladders,
and the Defender.
You'll need that map
because your mission
requires you to find
DNA left behind by
the crew and use it to
unlock the ship’s doors |
and computers.

Render a

PH‘GHP' Aﬂargamng mo m dm, use
Decision the Notes to remind you of what they
Iron Helix creates a contained.

tense environment for your
search. The graphics are strik-
ingly realistic, thanks to com-
puter rendering and video
clips at key moments. Some
hallways are lit only by your
probe’s spotlight, infusing
them with an eerie glow.

The sparse sound is limited
to doors opening, elevators
moving, and the Defender
shnnting You really feel like
you're in a lifeless, mechanlcal
spaceship.

Hot on Your Helix

If you're looking for an action-
packed platform game, Iron

Helix probably isn't for you. It
dishes out slowly paced, sus-

PROTIP: W Bt Skt
on the screen map, he’s about
i to open that door.

pense-filled strategy, and its
three difficulty levels make for
hours of playability, But itll get
you with an iron grip: You'll
grind your teeth and the probe’s
gears over Iron Helix. &
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WILD PICK UP ITEMS FUTURISTIC RACING!

SET YOUR WAY-COOL MACHINE FOR THE FAR-OUT FUTURE.
YOU'RE ON A ROAD RACE TO THE CENTER OF SPACE. SCREAMING AROUND 4s
TRACKS IN 12 BI2ARRE STAR SYSTEMS. DRIVING THE HOTTEST CARS OF THE
250 TH CENTURY. WITH FULL OR SPLIT-SCREEN SIMULTANEOUS ACTION FOR 1
TO Y PLAYERS. PLUS PRIZE BUCKS. BOOSTERS. ATTRACTOR BEAMS. ARMOR.
WAAAGH! TOP GEAR SB000. IT'S, LIKE, LIGHT YyeEARS aAHeEAD. INEMCE--C

Nintendo,® Super Nintendo Entertainment System™ and the official seals are registered tragemarks of Nintendo of America Inc. © 1991 Nintendo of America Inc.
© 1994 Kemco America, Inc. Developed by Kemco under license from Gremlin © 1934



computer giuels you instruc- - problem that won't be solved
tions that help you survive until Loadstar hits the 3D0
e} " AE your rollicking ride. and 32X, as it's rumored to.
Seqga CD | - However, the forward-
g _ Planet Hollywnod scrolling shooting action is
;‘.....- ai By Captain Squideo __ e All the bells and whistles sharp and colorful.

found in a good sci-fi flick The sounds also echo Hol-

are on view here. The lywood's best. While shooting,
full-motion video vou get lots of sonic effects, .
footageof the Junar  plenty of different voices, and

site, your battered wise-guy jokes from your

i‘* \ :-u-‘“ Looking for a wild
‘T % new shooter? Load-

star puts.you at the controls

of a runaway train with traffic,

pof sk St ahbad s} vehicle, and fiery - computer. The futuristic music
ik ﬁE"{mﬁEd el | collisions are is low key., staying out of the
Mr. Load’s Wild Ride straight out fo?" - way of the action. 1
Loadstar brackets its main Lucas film. Unfor- Slightly less impressive is
action with the kind of full- e tunately, typical your control. First off, you
Botidn: filcreaiZootipe - £ Sega CD(E.&'”" " have no options to choose
seen in Shock Wave and Tom- e/ h'?ESS i hles from, so forget customizing.
cat Alley. The film sets up a ' Toasty! things up a bit; a Then your targeting cursor,
plot about maverick trucker - '

Tully Bodine, an angry

sheriff, and a load of con-
traband camels on Pluto’s
moon. Key characters are
played by real Hollywood
actors (look for.a cameo : L,
by Santa’s elf from Sega’s s
® . commercials, too).

Yaou play as Tully, carrying
the load in a futuristic
freighter that rides on lunar

rails. The action scrolls toward
you'like Super Star Wars’
Trench Battle. You can switch
tracks, and you can fire away
at flying droids that are trying
to slow you dnwn A taIkrng

| i r % - bl
- H o T |
o s

, | PROTIP: Save mpowerfuf
g | Megashield for late in the level. .
!l M i, - =1 __ i T
B P e TR Ly : which often disappears into
PROTIP: Early on, most attack- s ( the busy background, de-
ers cross through the center of j‘ ,,ﬁ_.}, : fr‘in - mands perfect positioning to
the screen, so don’t wave your 1 ! ' W \ hit anything. Finally, you'l
cursor all around. — swear you've switched tracks
Sega CD Game ProFile P nanp Listen ""”Eﬁ‘"f for in-time to-avoid an accident,
Loadstar :gf IE cmes”s mﬂ "a"’r p F'SEE -only to find that you're still on
(By Rocket Science) " il A a collision course. Sorry, ace.
| - ' < op ™

Loadkill

While the controls make this
game harder than it looks, the
looks make it much better
than the average shooter. This
game is a high-quality produc-
tion. As they say in Holly-
wood, “Ready...action” &

wor | Loadstar puts a wild
new spin on traditional
shooters: You steer a
futuristic lunar train and blast
the traffic ahead. It’s fast, fun,
and addictive!

Afjﬁ \\\

Graphics  Sound Control  FunFactor Challenge b H_"H"I

:
.... INT m Hit your horn (Button A)
to spur on the stalled freighters

Imtermediate

559-9'9 1 p!a-,rm ﬂmd ﬂfjfﬂﬂ.

cD 3 levels

Available now First-person view K

Shooter Forward scrolling : S . -
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For all the latest HITS, KICKS, PUNCHES,
and FLIPS from the #1 source for

Video Gaming Action!

Farper 2R

e e e G e e e

E m Enter my one-year subscription to GamePro (12 action-packed issues)
at the incredibly low price of $19.97. I'll save over $39.00 off the cover price!
Name
Address
City State Zip

[ Bill Me . Payment Enclosed
Mail to: GamePro, P.O. Box 55527, Boulder, CO 80322-5527

Send Foreign and Canadian orders prepaid, in U.S. funds, with either $15/year additional for surface postage or $30/year additional for air
delivery. Annual newsstand rate:$59.40. Please allow 6-8 weeks for delivery of your first issue. 55967




==/ Power Rangers Sega
CD consists of digitized
footage drawn almost entirely
from the popular TV show.
That's this game’s total
strength, but it also sets up its
major weakness.

Ranger Reruns

The nine CD episodes cover
the saga of the Green Ranger,
which includes the origin of

the Power Rangers. They go |
hand-to-hand against the repul-

sive Rita Repulsa and her rub-
ber-suited villains, who include
Goldar, Baboo, and Squat.

The visual show is excellent
fun for Ranger fans, but the
fighting game play is geared

Sega CD Game ProFile

Mighty Morphin’

Power Rangers
(By Sega)

If you go, go for the
Power Rangers, then

go, go for this CD. If
not, quickly go, go away.

Graphics  Sound Contral  FunFactor Challenge
a E.
4. 2 Beginner
Interactive adventure
[:ﬂ 9 episodes
Available now Multiple views
52

for absolute beginners. MMPR
features a simple follow-the-
control-pad-icons interface
that's plastered over the video
footage. Thus, when an on-
screen arrow points left, you
press Left; if Button B appears,
you...correct, you press B. In
Expert mode, you just press
more quickly.

Of course, as much as this
CD plays to Ranger-happy
gamers, it also dumps them
into a Mighty Morphin’ dilem-
ma. If you concentrate on
watching for the on-screen
directions, you miss the Ranger
visuals. If you focus on the
visuals, you will absolutely miss
some directions. Miss enough
directions, and you can't
advance to new visuals. Whew!

Rangers A Go-Go

If you're still interested, then
you must be a rabid Ranger
fan, so you'll find the graphics
mucho cool. Of course, if
you've already taped every
show, you might not want to
view the Sega CD’s edited,
grainy versions.

The sounds are more
Power Ranger fan pleasers.
The music entertains you for
as long as you can stand the

GAMEPROD -

PROTIP: Surviving the multibut-
ton press situations is an
absolute must. Practice your

favorite technique; try placing
three fingers on three buttons.

PROTIP: Some Rangers empha-
size certain moves. For
instance, Jason and Zack kick a
lot. Kimberly favors throws.

energetic Power Rangers
theme song. The vocals are
CD clear, even capturing some
obviously dubbed voices.

Rangers Without
Much Range

It just doesn't seem that the
kids who watch the Mighty

February 1985

PHUHP ﬂunng Horphmg
scenes you can recharge your
health meter by pressing certain
sequences on the directional
pad. The sequences change
every scene, but watch the Mor-
phing sequence for clues.

Ynupiayakmy with the Megazord
action, too.

Morphin’ Power Rangers are
Sega CD gamers. This disc
could confront the Rangers
with their toughest challenge
yet: Would you buy a CD play-
er to play this game? [
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ONE SHISH KABOB,
COMIN’ UP!

They fight, and bite, they fight and bite and fight!
Get ready as ltchy & Scratchy slice, dice, crash and bash their
way into your home. This cat’s gonna need more than nine lives
to survive bazookas, grenades, chain saws and flame throwers.
There’s more than one way to skin a cat...
So, are you mouse enough!!1???

The Simpsons & Characters TM & © 1994 Twentieth Century Fox Film Corporation. Nintendo, Super Nintendo .
Entertainment System, Game Boy and the official seals are Eiﬁlsrad trademarks of Nintendo of America Inc. © 1931 !

Nintendo of Amenca Inc. Sega, Genesis & Game Gear are frademarks of Sega Enterprises, Lid. Acclaim is a division of

Acclaim Entertainment, Inc. ® & © 1994 Acclaim Enterainment, Inc. All rights resarved. entertainment inc.



When the going

- gets strange, the
strange turn CD. And The
Masked Rider: Kamen Rider
Z0 takes you on a truly
strange trip.

As with the Mighty Mor-
phin’ Power Rangers CD,
Rider’s saddled with simplistic

NIASIGED RIDER

KAMIERN RIDER

PROTIP: The on-screen direc-
tions will always be the same
no matter how often you play.

PROTIP: Every battle includes a
sequence where you must jam
all the buttons at once as fast
as you can. Be prepared.

e |
| fomreaeeaany

Truly weird Japanese
visuals will pull some
gamers through this

simple follow-the-instructions
interactive adventure.

Control  FumFaclor Challenge

B lE)e]ee:

Graphics  Sound

4.5 3.0 Beginner
$59.99 player

cD 10 battles

Available now Multiple views

Action/adventure Multiscrolling
54

might grab you. Rider is high-
tech rubber-suited action at its
finest. Similar to MMPR, this
CD’s lifted from a Japanese
TV show.

The character costumes are
great. Rider’s a slick-looking

follow-the-icons game play.
Buy into it, and you get a
bizarre but entertaining show
with some interactivity.

Bug on a Bike

In Japanese live-action super-
hero lore, Kamen Rider falls
somewhere between Ultraman
and the Mighty Morphin’ Power
Rangers. Rider ZO is half-man,

half-grasshopper, and he rides
a mean motorcycle.

Then things get really
weird. In this adventure, you
encounter a space demon,
interdimensional teleporta-

PROTIP: When you must choose Ry cemmpppe
a path, always pick the com- ' e

mand that enables you fo inves- b St st
tigate your surroundings or robo-grasshopper dude. The
move forward through the main bad creature, Doras, is a
scene. Don’t go back fo a place  sort of Terminator Alien with
you've already visited. the Predator’s disposition.

The sounds are
solid but flawed. The
music’s appropriately
melodramatic and
moody. However, the
dubbed vocals have
some Japanese grade

ately matched with
American teenagers
voices.

Easy Rider

The graphics are definitely the
attraction; cruising through
this adventure’s too easy,
even though it’s slightly more
challenging than MMPR. That
merely means there’s a short-
er window of opportunity to

tion, and a man melded to a
machine as you help Rider
protect a little boy from a mur-
derous mutant creation.

Good Looks Are
Everything

Even if the plot sounds odd to
the max, the awesome visuals

GAMEPRO = Fehruary 1985

schoolers inappropri-

.|"-.-_‘h"
— o M 'l.
o o

-

make a button press. Just the
same, the difficulty factor and
the sometimes-startling graph-
ics may be too much for some
younger players.

Rewind this Disc
Somewhere, you may find a
video store where you can
rent this Japanese tape (un-
translated, probably), in which
case you won't have to work
so hard to see the show. The

Masked Rider’s great for a
one-night ride. [
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. AS3) BysoMe =
e
. ©oy=4s Fora change of

“e - ¥ pace, fight in space.

: That seems to be Cosmic Car-
"j_'_;s message as it stages its
-~ futuristic off-world 32X
fisticuffs. ’;"'_',ever the chal-
Ienge is smﬁt}Yﬁﬂan to earth.

Your Spacé ii‘fWiﬂe" |
In Carnage, you play with .=
galactic criminals who are de5*

perate to escapea damaged

& I"""H..

' ' outer-space set-up, Car-
= nage is familiar fighting
stuff. It puts you in
W command of eight
| renegade fighters.

levels, but no speed

settings or handicaps.

i  The fighters look like

_ o the usual suspects in

= ~small, medium, and
large sizes. However,

Naja is an interesting serpen-

constrictor choke hold.

Carnage and Combat
Carnage's combat system is
== basic, featuring a four-button
* arsenal with regular and fierce

.. PROTIP: Mamtn’s t:mucﬂfng
r;Hm:a lﬂck (Button B) nmkee a

wor | IU's space - and no one
w:ll hear you scream
| | for this solid but slight-
| ly slow fighting game.

Grmhlu Control  FumFaclor Challenge

on -_-.l 1-'1
=R e
iy
]
B
1)
¥ ADJ
-I.I

35 Adjustable
559.99 2 players
24 megs 8 stages
Available now Side view
Fighting Multiscrolling g ot
56 . BAMEPRD -

There are five dif‘ﬁculty-'

tine creature with a nasty.beaj ~matches, you can blast off an

~_opponent’s armor and then

PROTIP: Level 2 armor like Tyr’s
(pictured above) is strong but
slows you down in comparison

{0 Level 1 armor like Naruto’s.
- Adjust your tactics accordingly.

punches and kicks, as well as
a throw. However, there’s a
nice assortment of special
attacks, with-between four

and eight specials per fighter= _.f
if you can find them. Fatalities—-

also pop up periodically. Exe-
cuting the specials requires a
combination of controller
motions and button presses,
but you're hard-pressed to pull

off some of them.

You can outfit your charac-
ter with two classes of armor
for arms,.chest, and legs.
Armor adds an interesting tac-
tic to your fighting-strategy

since heavy armor SIoWs you'
down but provides you with™

maximum protection. During

attack that weakened

appendage. i
Fighting With,wei_ghty

armor and-if‘outer space’s

February 1985

| Pm Zena-lam’s Machine Gun

Punch (rapidly press Normal

Punch X) really zaps armor. Fol-

low in the WMMWH_ _
Spinning Blast Kick (press =
Away, Away, Toward, and m

PHUHP Talmac is a Maﬂ-
around fighter. His Wamm
(Toward, Away, Toward,and =
Punch) and the Power Uppmmt
(Down, Down-Toward, Toward,

and Punch) are the quickest
long-range atlacks.

low-gravity conditions puts
the cosmic combat in a pseu-

~ do slo-mo mode that takes

some getting used to. In fact,
you'relikely to find Camage
on the slow 5|de overall.

High- and Low-m |
At least the 32X paints a pret— a2
ty picture. The graphics scale
in and out during rounds, and

~ thefighters sport unusual sci-
= fistyles. The brilliantly colored
~ backgrounds are out of this

world but refetwely static.

The sounds are Etﬂtﬂ\f low-
tech. The music tries hard!:e e
rock and almost succeeds. |
The effects are minimal, hnw
ever -you are fightingina>
vacuum, after all.

Science Friction

- Ifyou hanker to add a 32X
_ fighting game to your track
- record, go for Carnage. If not,

there are more exciting Genesis
fighters around...and by now
you know who theyare. 4



PREPARE FOR THE FINAL BATTLE!

HE 209
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morph and change make for intense new
attacks and mind-blowi ing battles!
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By Toxic Tommy

5278 |oin the Space

WEE Marines! Travel to
exotic worlds, meet new
creatures, and shoot them.
It's time to lock and load
Doom into a 32X and enjoy
the game that Wolfenstein
built. This Doom sports
fewer levels and less com-
plex graphics than the PC or
Jaguar versions, but it still
has the chops!

Martian Mayhem

You're the sole survivor of a
Marine squad sent to investi-
gate an attack on the Martian
moon, Phobos. Who nailed
your buds? You'll find out.

The strategy’s simple in
this ferociously fun, first-per-
son, aim-down-the-gunbarrel
shooter: Shoot first, ask ques-
tions later! You race through
15 levels, blastin’ everything
that moves as you find nine
weapons. All the familiar and
fierce Doom creatures are pre-
sent, including the pink beasts
and the cyberdemons. Five

N S = CHCELTE SLETL L= O R Ly

15

<=1 Looking for a good rea-
m son to buy a 32X? Pre-

T 2
Marine.

al to Mars,

il TRPAR
PROTIP: Peer into all openings -
you might find a hidden treasure
or a hidden danger.

R R TR

.........

AMAF L HEALTH © o P

PROTIP: Four handgun shots or
two shotgun blasts exterminate
these creatures.

o EUARHET
v i B Lodla Ay ﬁ SR ey o
The Automap enables you to zoom
in and out, display a search grid,
and mark your place on the map.

T A

PO

g, &

i

=xi pare to meet thy Doom!
Graphics  Sound Control  FunFactor Challenge d a;" un IS Hﬂﬂd P;‘ Fﬂ
M e PROTIP: The cu,;ri“!? elevation. 9004 frapy ”;fe&w foes ,,
E] E! %& ADV. for shots red Ukers, 7€ as
v ,f‘ T PROTIP; Practice shooting and
$69.99 g simultaneously backing up.
i o SR ;?,:f;;:ﬂ“ i PROTIP: Use the side step (press and hold Button C and press Left or
Shoot-em-up Multiscrolling Right) to dodge enemy bullefs or peer around corners at the ready.
58 GAMEPRO <= February 1985

severe skill levels challenge &
you; the toughest, Nightmare,
will give you...nightmares.

Doom 32X features excel-
lent controls. You can easily
whip around 360 degrees or
even sidestep incoming
rounds. The topnotch auto-
map feature enables you to
zoom in and out, overlay a
grid, and move across the ter-
rain in map mode!

Doom with Zoom

The great graphics slam right
into your face. Unlike the PC
and Jaguar Dooms, however,
you don't see creatures from
all angles as you move. This
version’s a major speed
demon, though, and it's a blast
to zigzag through alien gangs.

The sounds are killer. If
click-clack-blam is music to
your ears, here's your sympho-
ny! Even your death scream’s
sweet. The music’s a catchy
technofunk groove that's per-
fect for the gloomy mood.

Blood and Guts

Doom'’s no game for the squea-
mish or religious. Your shots
send bloody bits and pieces fly-
ing, and you can use a chain
saw! The spaced invaders favor
a weird demonic motif and
gruesome torture scenes.

Gunning for
Greainess

Doom’s built to blast on any
system. If you have the stom-
ach for video mayhem, you're
definitely Doomed. [
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F WACKIEST GAME OF HOOPS EVER!




Part Super Mario,

dy, and all Bonk, Super Bonk
brings home standard plat-
form action with a few surpris-
es. Sure, it's new, but beneath
Bonk’s indestructible skull still
lies a tiny cave brain.

Cave Morpher
Departing from Bonk’s previ-
ous prehistoric settings, Super
Bonk takes the caveboy every-
where from Chinatown to
outer space. Running, jumping
and head- butting his way

enjoyable feature i IS his ability
to morph and change sizes. As
Little Bonk, he appears very
small on-screen. Normal and

- part Dynamite Head-

e '1';: A
‘qg.;-‘r
St

1,_

from a Crab Bonk to a

Big Bonk incarnations can't slip
into the small passages for the
bonus items that Little Bonk
can get. Your size also affects
the power-ups you collect.
orted power-ups and size

building-wrecking Bonk-zilla.

PRO TIP Tu get tﬂe -up on the tnwer climb
the tower from the outside. At the bottom,
jump up and head-butt the first girder fo
bounce up on the tower’s exterior.

T Bonk’s furious forehead
@ bangs with a few new
s tWists, but it leaves you
wondering if this caveboy will
ever evolve into anything other
than a cute platform hopper.

Graphics  Sound Control  FunFaclor Challenge

Clelelelu

Beginner

1 ula'lr&r
12 muus Side view
Available now Multiscrolling
Adventure Unlimited continues
62

PHGTIP in the antigravity areas,
go lightly on the directional pad
to avoid crashing into the spikes.
If you feel you’re losing control,
use the head butt to slow down.

GAMEPROD -

PROTIP: When you fight ﬂus
boss, hit only the four outer cir-
cles. First, you must turn all the
circles from blue to gold. Once
they’re all gold, hit them again
to turn them red.

Neo-Neanderthal

Craphically, Super Bonk boasts
nice backgrounds, and the
characters maintain a Grisp;
cutesy quality. These sprites
have an imaginative flavor,
but you've seen everything
here before in other platform
predecessors.

Where the graphics are
cute, the music is average. No
risks were taken in this pleas-
ant soundtrack, which could

FRUTIF In the Quest-eon Huﬂm,
jump up and hit the brick with
the question mark on it. It
switches open tunnels that only
Little Bonk can travel.

Fehruary 1985
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PRGHP. s not 2 had idea o e Little: B’aﬂk o
when fighting the first few bosses. Your .~
small size makes you a harder Eargﬂf,

PR.‘JHF Whn’e arrows will pmnf
you.in the right direction, explore
other areas to get power-ups.
Climb this tree before dropping
into the next area to add another
heart to your strength.

be entitled The Best of Bonk’s
Elevator Music. The sound
effects are equally average,
mostly very familiar point-
scoring plinks and plunks. The
bonk sound of our hero's
melon smacking an enemy is
also unimpressive.

Bonked Out

Controlling Bonk is easy
because the game is ex-
tremely easy. Whether swim-
ming, running, or floating in
antigravity areas, Bonk’s sig-
nature head butt is easy to_
oull off. Designed for begin-
ners, Super Bonk is not fare
for the experienced, but it
may satisfy some easy-to-
please intermediate gamers.
Loaded with more bonus
rounds than you can shake a
T. rex at, Super Bonk also

lists a few tricky spots that i

may even confound Exp-erl-
enced Borksters.

If your thumbs are new tn
the Neanderthal scene, ynu’ll
enjoy Super Bonk. If not, this

caveboy might be better 'Eft '“
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i '-Super NES
Role Around

Higgins and his new wife,
Tina, hit the open ocean on
their raft for their honeymoon.

G By Manny

'% LaMancha

havﬁ i

25z GamePros have
73

known Master Hig-
gins for a long time from his
NES, TurboGrafx-16, and
Super NES adventures. He’s
bounced from island to
island, on foot @ &)
and skateboard,
past all forms of
creatures. But none
of his journeys
decked him out in
armor, loaded him up with
magic and swords, and sent
him to wander in search of
treasure chests. That's
right...Higgins has changed
from loin-
cloth-clad
beach-
comber to
role-play-
ing fooll

AR, T e
PROTIP: At the very beginning
get the sword and strike this
rock to start the water flowing.

Super NES Game ProFile

Hudson takes the
familiar Master Higgins
el OUt Of his hop-n-hop
world and equips him for an
enjoyable romp that should
draw in first-time RPGers.

Graphics  Sound Contral  FunFaclor Challenge

@m

Beginner

$69.99

12 megs
Available now
Adventure/RPG
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Side view
Multiscrolling
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When a cyclone sep-
arates them, they
end up on deserted
beaches suffering
from amnesia. Higgins
later sees Tina being snatched
by a gigantic buzzard, so he
sets off in search of his forgot-
ten wife — and his memory.
Targeted toward younger
and first-time adventurers,
Super Adventure Island Il is
light fare for RPG fans. But
there's plenty of action for all
comers. Much like a Zelda
contest, you try to build up
your hearts and magic for bat-
tles with a variety of enemies,
leading you to new areas.
Because of its audience,
control is very simple, consist-
ing of jump, attack, and
PROTIP: The shovel opens up

lots of new areas because you
can dig down through dirt and

T

Get above these waﬂs
and fiip the
switch.

< RN

PROTIP: Hit the octopus’ leg to
raise his head, then whack his

magic-use but-
tons. From a cozy
control panel, you can
change the weapon,

==—— magic, and other pow-

ers you're currently using.

Higgins’ Gig
The lightweight graphics are
cartoony, bright, and colorful
in traditional Adventure Island
style, but they don'’t push the
animation’s frame rate. For
example, Higgins doesn'’t
swing his sword; instead, he
just sort of sticks it straight
out at an enemy. The accom-
panying sound comes off a lit-
tle better, featuring pleasant
music and nice (though not
overly realistic) effects.

As with previous Adven-

ture Island challenges, the
——
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emphasis is on the game play,
and nothing’s lacking there.
You'll occasionally be frustrat-
ed by trying to find that
switch you need
to access a

-
TOTRL

G086345"

PROTIP: Earn money in the casi-
no to buy advanced gear.

key area, but there’s plenty of
hack-and-slash action in the
interim.

Master
Of His
Domain
If you buy
Super Adventure Island

Il for its name, you may be dis-
appointed that it isn't the same
jump-and-shoot format that
Hudson delivered before. Then
again, you may find that the
change is a ray of sunshine on
this old isle. &
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Might and Magic lll is a Role-Playing Game in which you’ll head up a team of six
fighters consisting of thieves, wizards, clerics, barbarians and others in varying races
including human, gnome, elf, dwarf, half-orc, and others. The huge size of the world
with all its towns, dungeons, and powerful spells makes M&M Ill the ultimate quest
for survival and domination.
It's Mythical, Magical and Massive...And it's your last chance to defeat the
sinister and mysterious adversary: Sheltem.
But it won’t be easy. You'll have to:
(,(,\*jj * map your surroundings
talk to hundreds of people to learn clues
* strengthen your team through battle and training
e |learn dozens of new, powerful spells to cast
» complete many mini-quests
b So start preparing yourself now for those mythological monsters who want to keep

o w you from your mission, and remember...they don't like to lose! o

i ; b o FCIH Fuj ﬂfmﬁmm}n'uca:tmns lntamatmnal Ine. SHLe : e "“-i'_-"f;..---__--: e : -
T b i, TRE S : : 150 East 52nd Street, New an];, H&w?nrk 10022 iy R MLt
i enag “’“wmﬁmmmmﬁr i"fﬁ?f';f”"‘“’“muél"n'i;i‘;“ifé?ﬁ.f;ﬂi‘.fu"n‘;‘. A e e w
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By Sarah Nade

€
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?f Firefighters, grab
=" your hoses! For
burnin’ action unlike any other
strategy game, The Ignition
Factor pulls you in and hoses
you down.

Burn, Baby, Burn

In The Ignition Factor, you're a
firefighter lugging typical fire-
fighting equipment through
burning buildings. Your mission
is to rescue the victims trapped
in structures such as a steel mill,
factory, and even a dinosaur
museum. Save 'em before time
runs out, or else the building
burns down and the inhabi-

ul“-"i 18 wilab G ﬂ
99 P

“U e | bW

PROTIP: In the Dinosaur Muse-
um, beware of the defined tiles,
which can harm you.

tants become crispy critters.
Your overhead-view search
takes you to rooms filled with
various obstacles, stairs, hid-
den items, and walls of fire,
Using a point-and-click inter-
face, you scroll through your
firefighting gear and make
strategic choices, then you fol-
low your captain’s orders and a
handy map and try not to fry.

The Ignition Factor By Jaleco

Graphics  Sound Control  FunFactor Chalienge

.- INT

43 Inlermediale

Price not available
8 megs

Available February
Sirateqgy

1 player

24 slages
Overhead view
Multiscrolling

ESRB rating: Not Yet
Rated
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The graphics are average,
with relatively small, slightly
detailed sprites and plain,
ordinary-looking rooms.
The map uses dots
to pinpoint victims,
= but it lacks a lay-
~ out of the room
. theyre in.

The music

in the beginning can
get annoying, and the
periodic voice urging you to
"Hurry up!” eventually wears
on your nerves. The fire
sounds have blazing realism,
however, and the sound ofa
victim feeling the heat is sur-
prisingly humorous.

The tauchy control may
send up an alarm. Making the
ﬂrefighter run seems like a
t‘ :.!'.w-—--. a.@ ol

PROTIP: To perform a special
move, you must first drain
almost all of your opponent’s

masters. It's rawer than WCW
Superbrawl. It's WWF Raw, the
newest wrestlefest for the
SNES, and you'd better get
ready to rumble with this
terrific cart.

Mat Mayhem

Are you ready to exp-

erience the most

realistic video game

mat action ever? By

adding six of wres- R {&

tling’s newest stars - =

and a bunch of new moves, </ -
The excellent controls

match those of the Genesis

version. However, the extra

SNES button enables you to

perform moves such as

suplexes, rag dolls, and mat

splashes more quickly and

with greater precision.

Enter the

PROTIP: Punch the ref repeat-
edly to knock him out, then pro-

PROTIP: To save this sndnt et e Squared Circle

Wi Bosd :ffhfmm;a;:;fgg: WWF Raw improves over last Superb graphics and sounds
T T e years popular Royal Rumble. make the ring action come
enough for him to cross. Powered by 24 megs, Raw alive! The detailed portraits

and clear sprites are better
than those on the Genesis and
intensify an already-exciting
event. Realistic grunts and
slams also give you that up-
close-and-personal feel.
Whether you're hitting your
opponent with a chair or using
The Undertaker's Tombstone
piledriver on some poor
chump, you'll agree that if
you're into wrestling, you're
gonna have to get Raw. [

offers six game-play options,
including tag-team matches,
the Survivor Series, and a
Royal Rumble. You can even
enjoy a six-against-one brawl!
Check each wrestler’s attrib-
utes and choose from 12 of
the world’s best brawlers, each
with a wrestling repertoire that
includes a patented finisher.
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PROTIP: To get this victim off the
glass, hit it with your axe.

cake walk until - oops, you're
toast! On the other hand, your
smoothly moving character is
easy to maneuver through
tight spots.

Hot Spot

Overall, The Ignition Factor is
a relatively fun strategy game.
It may not be a burnin’ sensa-
tion, but it's a rental with defi-
nite potential. ‘&

WWF Raw By Acclaim

Graphics Sound  Comirol  FumFactor Challenge

sEae

Adjustable

PROTIP: During a one-on-one
match, another grappler may Available now Side view
appear at ringside to help out Wrestling ESRB rating: Not Yet
your opponent. Rated

Price not availahle
24 megs

4 players (using Hudson
Super Multitap)
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% l_hts strategy gu:de IS jam packed

PITFALLY i) o
1 v J. THE VIAYAN ADVENTU lll‘l

OFFICIAL 1rum RS GUIDE FOR THE HOT NEW VIDEO GAME FROM ACTIVISION
; WRI rmN BY COREY SANDLER

it !

'score big on Pitfall f_ar the .
SNES, Genesis; and S
Embark on a mystical advanture
through the Mayan Jungle to save
your father from the ancient
Mayan Warrior Spirit.
* . Thousands of color

screen shots!
 Secret game-saving codes!

Nit ";~ai the secret tips you'll need

. * Full'detailed maps of allthe 1 B 3

« Canada $6.50-plus $2.00

_.game levels!

mina-
e UUS $4.00-plus $2 00
~ for each additional book

~ for additional book
» Qutside the US $9.95- | S
plus ?3 .00 for &&ch S PITEAH
additional bﬂak & ni
Allow 2 tn 3 weﬂks g
- for delivery 8
To ﬂrcler o | | | oy Title u|-|it Price | Total
Fi“ UUt the {)fder fﬂrm 5 Pitl'all:_Thg Mayan Adventure Official Players Guide $13.95
and .n't.‘:lz"l_i.WI’[h paymentto: ] Check / Money Order [1VISA [ MasterCard Subtotal
25 - Card # Exp Tax  iwe
GAMEPRO [ = i r——
AP0 BOX P o Address

 SAN'MATEO, CA 94402 | /s o -

Pitfall: The Mayan Adventure  Pitfall! and Activision are registered trademarks of Activision, inc. Pitfall: The Mayan Adventure is a
trademark of Activision, Inc. All rights reserved. © 1994 Activision, Inc. Nintendo, Super Nintendo Entertainment System and the official seals
are registered trademarks of Mintendo of America Inc. Sega, Sega CD and Genesis are trademarks of Sega Enferprises, Lid. All ights reserved.



Paint, Acme Ani-
ory enables
rtists to use various
d music programs.
y is the key to this
action. Tired of
Color the unpainted
Composed enough
ay the Mix "N’ Match

a fully scored cartoon.

es would've been nice.
] pomt-and -click

asy controls let you
ng efficiently. This
ght inspire a whole
'.i=l of animators.

s

Control  FunFacior Challenge

i FI Beginner

Side view

Battery backup

Compatible with
SNES mouse

ESRB rating: Kids
to Adults

» Brainies

s-ed out? Then try

j your brain with the

g Brainies.

puzzle concept is sim-

' wim a roving cursor

sam .. ored pads before
.; es. What seems easy
1 '}fhan:ier as the playing

8s interfere. The con-
3 simple — your brain,
B s,

hics are simple,
;!.-:' hUt the

re 100 smail The aver-
; offer bouncy music
| effects.

ies are a nice gang
jith for a while.

s won't stay long, but
uzzle fiends may find

staying up late to

| |1r.1_.|r'u..'; sound Control  FunFaclor Challenge
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Baginner

100 levels

Dverhead view

Passwords

ESRB rating: Kids
to Adults
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's fun, but it requires
Unfortunately, Bass

it of Champions

wait too long for a

ention to bass-fish-
makes BTOC a kick
worm-dunkers, but if

care what a Texas rig
. You also have to
e lures very slowly (too
0 geta nibble. At

kS to topnotch con-
can have fun casting
e and fighting a fish
 finally hook one.
hics are keepers,
ally the close-up
visuals for “playing”
h. However, the

k — unless you enjoy
2levator music.

L a;fmght like this
erwise, you're better

Graphics  Sound Control  FumFactor Challenge
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You’re not worthy? Maybe not, but you’ll never know unless you try
SAMURAI SHODOWN Il.

The long awaited sequel to SNK’s chart buster SAMURAI SHODOWN offers what you’ve been waiting for. . .

CONTROLability. . . Totally awesome! VERSATIlity. . . Available in many different formats. AFFORDability. . . It's a
NEO « GEO isn't it? POWability. . . More awesome “POWER” moves than before. YO DUDEability. . . Everyone will be
talking about it! Enough said! Prove your worthiness. . . FIND IT. . . PLAY IT. . . ACCEPT NO IMITATIONS. . .

SUPER HIGH TECH GAME

GEO ...
NED w 20603 EARL STREET, TORRANCE, CA 90503, U.S.A. TELEPHONE (1) 310-371-7100 FAX: (1) 310-371-0969




An arcade fighting-
game drought of epic
proportions has finally ended.
Shodown 2 purifies your brain
and hoses down your soul,
and near perfection is its goal!

This game is pure insanity!
At first, Shodown 2 seems
more like a "Super Samurai
Shodown,” but it’s not.
Shodown 2 is more than just
an upgrade - it has enough
new graphics, animation, and
secrets to qualify as a true

sequel, or at least an extreme-
ly good upgrade...with room
to improve in a few areas.

New Challengers
Shodown adds four new char-
acters to the fray, pushing the
total to 15 playables. Seiger is
a strongman who uses a
metallic arm as a weapon,
while Caffeine Nicotine is an

NeosGeo Game ProFile

-rer | ing game of all time
(so far), Shodown |i

exceeds almost all expectations.
Graphics  Sound Control  FunFaclor Challenge
B33 &
33w
50 45 45 50  Mdijustable
$239.00 2 players
202 megs Side view
Available now Zooming perspective
Fighting
70

addictive old man who uses a
variety of confusing moves.
Genjuro is a Haohmaru-like
samurai who uses a Fei Long-
style triple sword rush. Finally,

PROTIP: To turn into a baby doll
as Nakoruru, do two backward
fireball motions and hit Button D.

Cham Cham is a feisty little
jungle girl who throws a
boomerang.

The only character who
didn’t return from the original,
Tam Tam, is actually in the
game, but he's been trans-
formed into Cham Cham’s pet
monkey!

The Sword Is Sharp!

Shodown'’s weapons-fighting
technique has been refined in
many areas. You'll notice that

PROTIP: Everyone has secret
taunts! Try hitting Buttons A and
Cor B and D.

GAMEPRD -

""ES, with Haohmaru,
sword Uppercut.

the hand-to-hand sword clash,

where you madly tap the but-
ton to break the opponent’s
weapon, is now actually based
on skill. You can also execute
a variety of new dashes.

The only annoyance with
the control is the usual gripe
about the Neo*Geo's lame
four-button setup. It's too bad

HOERIBLE ATHOSTHERE

The flag guy will pop out and give
you innocuous hints on how fo
find him. Most of the text in SS 2
doesn’t make much sense.

this game wasn'’t released in a
dedicated cabinet with a six-
button configuration.

The game play is balanced
fairly well, but not perfectly.
The combo system is almost

February 1995

the same, but redizzies have
vanished. As before, though,
some characters can do com-
bos that are way too damag-
ing when compared to the
watered-down combos of their
counterparts. Haohmaru is still
the captain of two-combo car-
nage, while Gen-An would be
lucky to eliminate the enemy
in three combos.

e L TR AN
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PROTIP: Simultaneously press
Buttons B and C together to do
a mini hop.

The Power bar has been
overhauled - a long-awaited
improvement. Instead of
increasing your damage, this
controversial meter enables
you to do a more effective



Death Move, which is easier to
perform than those Fatal Fury
figure-eight specials. The only
problem with the revamped
Power meter is that the
moment you charge it up,
you're temporarily invincible,
which is disruptive and annoy-
ing during a close fight.

Best Graphics Ever
Visually, it's easy to see why
SS 2 will be a hit. This game
has the best graphics ever
seen in a hand-drawn animat-
ed fighting game. Much of the
animation is-old, but charac-

;.:-l-._ = '-. -
el

e, "-:..iqi} o
i N
PROTIP: Double-tap Down to
duck low under most projec-

tiles...but not Cham Cham’s
Boomerangs!

ters like Nakoruru were
touched up, and plenty of new
frames were added. Most of
the backgrounds were widely
overhauled as well - check out
Earthquake’s revised stage!
The music also gets down!
It would've been nice if a few
of the classic tunes had been
rearranged (such as the all-
time fave in Galford's stage),

but the soundtrack and effects
are still grade-A stuff.

Beyond graphics and
sounds, SS 2 has many sur-
prises and wonders for the
player. Secret and surprising

Bad news, bloodlusters: Some of
the fatalities aren’t as graphic.
The good news: An item specific
to each character drops out of
their dismembered body!

moves, such as taunts and the
baby doll, will excite you, but
what really gets your blood
boiling is the appearance of a
hidden character. Remember
the annoying cloaked referee
who waves the flags? He's not

just a bystander anymore! It's

still unknown if he or the final
boss is playable via a code.

The Show Is On

With four world-class fighters

under its belt (Fatal Fury Spe-
cial, King of Fighters '94, and
both Shodowns), SNK is con-
quering the crowded fighting-
game field. Before, Capcom
was the master, and SNK was
merely the disciple. Now SNK
is...almost the master. And
definitely the innovator. [3
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Fighter Il Turbo finally
~ comes home, albeit for
~ 3DO...but a few major
- things were lost in the
~translation. For die-

Super Street

hard SF fans, close
only counts in horseshoes.

Out with the Oid,
In with Akuma

The arcade version of Super
Turbo has the most character
choices ever in a fighting
game. It offers 16 Street Fight-
er World Warriors, and if you
know the codes, you can play
as older versions of them with
slightly different abilities.
There's also a code to play as
Akuma, the hidden character,
bringing the total to 33 coin-
op characters!

L

®=01 w=0

i om -
...........
.....

WU B 3

PROTIP: Use Ryu’s new jumping
Strong to juggle the enemy for
up to three hits!

wor | 3D0 comes into its own
_Yer | with a reasonably close
translation of the coin-
op. This Super Turbo is missing
only the arcade music, old
character codes, and scrolling

backgrounds.

Graphics  Sound Comtrol ~ FunFactor Challemge

ADJ.

4.0 4. Adjustable
$69.95 Fighting
co 2 players
Available now Side view

72

rendition of the hardcore
arcade tunes.

Moment of Truth

When all is said and done, the
final barometer of any Street
Fighter home version is game

tionals is frustrating. The new
Panasonic six-button is a bet-
ter fit, but it still isn’t perfect. If
you can'’t find a controller that
fits your thumbs, you may
find yourself going
back to those

| P Conasicani play. Loss of graphical candy
D SNES versions is one thing, but slippery 3D0
W 4 OF Super SFII. control, combined with the
- Technically, missing old characters, makes
k the game play ~ Super Turbo a passable but
is all here. The  not superb translation. Turbo
g program- Hyper Fighting for SNES still
ming is stands as the best overall SF

responsive, precise, and true conversion. [

a0 TV o

to the arcade version, 7.
| and the dreaded Super “m r%}
move combos were e~ r.
included. The access
¥ time is pretty reason-
i able, checking in at
| =
wee®_ | around five seconds
hold Toward or Away and hit
Strong, Fierce, Forwari, or A/V DOA _‘
house. . e -~
e You'll love to hate the  promIP: To play as Akuma, at the charac-
Super Turbo for 3DO has graphics and sounds.  ter-select screen, move the cursor to Ryu’s

the sweet 16 and Akuma, but
the codes for the old charac-
ter versions weren't included.
Arcade fans will be extremely
annoyed that they can’t use
popular characters like the
old Ryu with his invincible
Dragon Punch.

Play It Loud?
Using the bulky 3DO con-

troller with its mushy direc- 33) Qmw
; g ol cifid o, Al e

The sprites are just as face, and wait five seconds. Then move o
big as those in the I. Hawk and wait five seconds. Shift fo
arcade version (includ- Guile for five seconds, then select ﬂarélm]r
: i d wait five seconds. Move back to Ryu
ing all the animation 4"

for five seconds, then hold Start and
frames), but th.E back: immediately hit all three punch buttons.
grounds are stiff and

lifeless. There’s also an annoy-

ing flicker in the status bars.
The big bangin’ sounds are

there, but the music is a tweety

G R = y L
‘ | Looking for Ryw’s invincible
on Punch? You won’t find it!

Wi “OONEREE S | x= 02

A ",

PROTIP: When you do

Blanka’s Super, hold
down the buttonfo =
make him spin ¥ S g omam TE
in place. If the = PROTIP: Many characters can
opponent jumps, i use their Super moves to
release the Super pass through Fireballs,
to roll info them. including Dee Jay, Balrog,

e, = Ghun Li, and Bison.
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The First Interactive Movie
for your 3DO™ System

EXPERIENCE

n Wing Commander Ill, you
direct the action, control
the plot, and even determine
the ending. The exciting
space combat keeps pace
with the movie style of the
story with multiple camera
angles, realistic synthetic
sets and explosive sound.

DOLBY SURROUND|

® More than 3 hours of live-action
video and 50 pulse-pounding
missions

* [ncredible sound effects in full
stereo Dolby Surroundsound

e Select your ship and load out
from on arsenal of weapons

ORIGIN® i associarion wirs ELECTRONIC ARTS™ PRODUCTIONS, INC. paesenrs A CHRIS ROBERTS GAME § 90 o
sraname MARK HAMILL, JOHN RHYS—DAVIES, JASON BERNARD, TOM WILSON, GINGER LYNM ALLEN axo MALCOLM McDOWELL &5 “TOLWYN
" CHRIS DOUGLAS “PHILLIP GESSERT "= GEORGE OLDZIEY =% VIRGIL HARPER . DONNA BURKONS
o FRANK DePALMA .. TERRY BORST “**;: CHRIS ROBERTS .. ERIC HYMAN ™ :=:BRENT THALE % CHRIS ROBERTS

Copyright © 1994 ORIGIN Systems, Inc. Origin, We create worlds and Wing Commander are registered trademarks of ORIGIN Systems, Inc. Heart of the Tiger is a
trademark of ORIGIN Systems, Inc. Electronic Arts is a registered trademark of Electronic Arts. 3D0, 3D0 logos and the 3D0 Experience Symbol are trademarks of
The 300 Company. Dolby and the double-D symbol are trademarks of the Dolby Laboratories Licensing Corporation. 3 D O




When a game is origi-
nally created as a 24-
bit cartridge, you'd expect that
the 32-bit CD could easily be a
carbon copy. Unfortunately,
Samurai Shodown for 3DO
serves up the unexpected.

At least the 3DO Shodown
comes to the fight with all the
basics intact. This version pro-
vides all the original fighters,
all their moves, and all the col-
orful visuals.

DOATID: leo Hanynle air nral
raUlIF:; USe Nanzo's air grav

1 e R T S e ¥ —
move to ward off air atiacks.

3D0 Game ProFile

Samurai Shodown
(By Crystal Dynamics)

wor | With strong graphics
el and all the arcade
characters and moves,
Samurai Shodown will show
you a great time. Sadly, crip-
pled controls stop it short of

true worthiness.

Graphics  Sound Control  FunFactor Challenge

S

45 3.0 3.0 Adjustable
$59.99

2 players
cD 13 stages

Available now Side view

Fighting

74

The good graphics show

off some particularly nice back-
ground detail, but there are a
few letdowns. The character

sprites are large and fairly
sharp, but their animations
and moves are executed more
slowly than Shodown fans
would expect in comparison
with the Neo«Geo original. The
great cinemas of Amakusa, the
taunting end boss, are missing,
which is a big disappointment.
The pokey scaling is even
more vexing because it over-
turns one of Shodown'’s tradi-
tionally strong points. Since
the scaling isn't as smooth as

"J‘n| ]

PR o [

J y o\
n:ll-.i'-. I{ﬂ..- / :,.5”.-. I|| ’ -,-I'"r.a- "
ﬁmfﬂm A3

PROTIP: In the bonus round,
stand in the center of the screen
fo ensure that you slice all the
straw fargets.

it is in the arcade version, the
game feels slower than it
actually is.

One thing's slow for sure,
though: Access time between
fights eats up a whopping eight
seconds! All that sitting around
quickly becomes frustrating.

The sounds fare better than
the visuals. Like arcade Sho-
down, the dramatic music and
voices fit the sword-fighting

GAMEPRD -

PROTIP: It's better to play .ﬂmﬂq
waiting game and let %HH??{_IF:; I
come to you. Defense IS the key

to victory here.

s
PROTIP: Be sure you have an
open shot if you throw Wan-Fu’s
sword. He’ll be temporarily
defenseliess

theme perfectly. The music’s an
excellent reproduction of the
original’s, but the voices are
way off. They're scratchy and
difficult to understand: Gal-
ford’s “Plasma blade” sounds
more like “Rub my brain.”

The majority of Shodown fans
will meet their match with the
controls. Buttons A, B, and C
on the 3DO controller are all
punches. If you want to per-
form a kick, you must simulta-
neously press a Shift button
and a main button, which is
fatally awkward in the
middle of a fight. Unfor-
tunately, you can't recon-
figure buttons.

arcade blood, yﬂ:zfm of reproducing the
ﬂ'ﬂfﬂ, Ehr &M
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PROTIP: When the
ast bit of energy, Use I

~ hie |
'!if i 4 c Ik i
)t projectiies.

dog to INtercep! Zat

2 di Nawi Nown-AwWay,
f"‘-’ '!'['!':'}E'I' '__:m:é::-.'!-.e. | F LR g :
}'EE.'&-.' il BFA j - & hart.
v Punch i

;ﬁl-‘kr’ﬂ:fg:. then It aiy

2 Tt 17
ul effeciy

ton. Cruel bu

As for special moves, you
might pull them off with the
mushy directionals on the stan-
dard Panasonic controller - if
you're lucky. Modifying the
controller as described in the
manual improves the response.

Shodown doesn’t show well
for arcade purists. If you don't
use the standard 3DO con-
troller, playing is bearable
thanks to the redeeming quali-
ties of the cool graphics. But if
you're a true fan of the
Neo«Geo masterpiece, you
may want to go to the arcade
to get your fix. G

- n almost feel Nakorury’s



READYSOFT INEEEPDEATED & EPICENTER IE‘EEAET!VE PRESENT

.DON BLUTH’ =

[

.-\..w. U} '1.:.. :'_”________:.___
i Kimbe i e
'-‘H-, ey, arl {

“"ﬂ“’ e the Earthiby méins
*% dread l¥ “Infa a1vﬁﬁa;nn _—
ﬁ% that ¢ nges eryo& it bléits |
__into a helple S baby -

Il.l--:_ir.-

- savethe E Ilnad"ays
.' for a superhero |ght?

...
........

| n‘lﬂ an aceh surm!:
Ve : - e’ o i : . _.'_ P '-l,.:._ P ﬂ rE mat
e B N i ’ x g i # o v

= W o | S e : aifhlﬂ hthe

. B = ih r}'s a [:I]“'" f
=AF fg, ur Wﬁhi 1 ;

bl B~

@ : & T SR SE B - _L_.
s rrigistered Hademark of Bheth Groag, Liq - saracter Designs ¢ = ﬂnum hm ; \

33?5 ] ] 4 Y 'I-l-'..l.';_:.' :i__- "'f'.fl' : .-.-r. 3
:I S W' * 0, 42 T amnged by Sega Enterorises, Lid. For playen e Sega ‘of Gega Emerprises, Lid, Al rights reserved,
A : . Ao 4Gt THEVIDEOGAME AATING COUNCIL. ITS RATING SYSTEM, m:utugu qu RE TRADEMARKS OF SEGA OF AMERICA. INC. © 1883 Sega
F i . -Li:f [, the *[H!Tnuul Iniln"lﬂluu Hulllﬂ'r“_ % of The BDO.C | b el b Mt .

Headr h;




By Tommy Glide
“Send a maniac to
N> catch a maniac, Sy
says ‘You don’t have to be ¢ crazy
" to play Demo Man, but you'll
need to master several genres
in this highly explosive game.

A Spartan Lifestyle
The five-mission game follows
the film’s plot. You play as Samue cmeae 2B 4
Officer John Spartan (Sylvester =~ .. & . f \
Stallone) in 1996, and your = § "R
first missionistocapture. ~ § §
_ archcriminal Simon Phoenix = ™ |
(Wesley Snipes). Completing e
this mission results in the
death of Phoenix’s hostages,

and barrels to reveal 1-ups and
éxtra ammo.

- for which you're
sentenced to cry-
oprison, a deep- -

_freeze reformatory where

T T ol e frozen and subliminally

[ZE R L T E T S rehabilitated. When Phoenix

L LU L 065 on the rampage 36 years

4 later, you're thawed out to

g ey & _ bring him down over the

o ' . course of four more missions.
e The missions represent a

* multitude of game genres:
There are shooting gallery

. stages a la Lethal Enforcers,

- Doom:-like first-person chases,

Yo, Adrian! It's me, Cobra!

o __clnyqr:ig stage The varled

The cinematic footage

gives you plenty of
: d&mnlmnn, man, but

{qﬁ ians and other gunners WIII
~ | really enjoy this one.

Graphics  Sound Control Furfmlm Challenge

Price not available 5 missions
cD Multiple views
Available now Multiscrolling
Action/adventure Passwords

1 player (2-player

fighting levels)

o
¥ ST : ] 1
T '; o TP T R T S R R P e e L LT
] L e A e e e L STl g N ! It e S el T
- gl P e L e e et P b e :h!".i'\-l.":ﬁ"'-\"." S gl Y -

i R SR e 2o e e T T e T X 33 A -

r i el AU TR e S plel e R L oA el 1Y ettt s
g SR R L et O u i g S i
3 ek ) oy W gl e Py b P =13 - T

: X P et et o L 1 - 3 i
e ¥ iy Mo Sl O e .
i c ] Mk b € Pl

PROTIP: snaatapenﬂmrams |

side-view fighting, and a shnrt il

rows clips from the film and
seamlessly weaves them be-

tween each mission. Special

footage was shot and incorpo-
rated into the game play,
resulting in crisp, digitized
characters for the hand-to-
hand combat. With such a
deep level of detail in the
backgrounds, this game’s pre-
sentation is truly realistic.
The sound effects and

music equal the graphical quali-

" ties. The film’s music was re-

scored for each level, while the

PROTIP: Shwt the s!ana'ing
barrel on the left, and the explo-
sion will eliminate the enemy
behind it.

mm'mﬂmeammm
nﬂﬂsmm.m.ﬂﬂ!ﬂ
Mmm#m

1 fiingatyos. :_;-_;_;;_;Ej_;:-;f;;f;__'-.-f_j;affectwe as you can get.
=r=;'___w:derangeofmicesarﬁi&x: - Itdoes

" _";; 'smns nng true m QSound.

 The effectweness aftkua cun— B A
~ trols varies as the game m =t
B changes. A game gun isthe

- preferred weapon for the

shooting gallery, as the con-

February 1885

- stages don't really sta
'- '_I-_becauseth& attacks

_ later stages is repetitive

- search-and-destroy . atﬁﬂl‘ff o

i[ﬁjmhs up or two thum bs

'-'Tngger-happy gamers shﬂiﬂd

PH!JIIP When ﬁghnng meemx
on the cars, the foot sweep is
your most effeclive move.

PﬂﬂﬂP Tn gdefeat this missife-

|  harling blimp, unioad your

ammo on the silver cylindrical-
shaped engine.

PHET!P In these first- persan
levels, follow Phoenix without
shooting at him too much, and
he’ll lead you to the amts.

frustratmgly slnw. .
EV‘E“ wﬂr:s&!_ thE. -."' | : o e i :

stalled, and once you've beat
en Phoenix, the fighting in

because of the limited number
of moves. But the ﬁrst-pemun

;r:_
reigns supreme: Until son
one ports Doom over t&the

13DO, those controls are as *'“*_

-'-.fﬁaﬁﬂf“ﬁ Siskel
B e the ik

deﬁmte]y alm far thfs fiist: EI
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STRATEGY GUIDE

- *Tons of Maps and Screens

- +Secret Areas and Hidden
Bonus Rounds Exposed

- Donkey and Diddy’s Survival Moves to
Conquer this Monster Adventure

+Tips on Beating Every Boss in the Game,
Including Kommander K. Rool




= 0 beat the game, Donkey Kong
' | has to find all of his missing
4 bananas. This ProStrategy Guide
_ ; A W, S e e i ~ breaks down each main area on the
o e el B i e AR Island and maps out the location of more than
mil 7| 80 percent of the hidden areas (hey, we can't
| give it all away!). We've even outfitted you
—t with tips on beating all the bosses — including
| the Supreme commander, King K. Rool.

By Bruised Lee

- Diddy has the same basic moves as Donkey
- Kong, but he’s smaller and quicker, and
~he can jump farther and higher. Diddy’s

not as strong, though, and can’t defeat

HELPFUL ICONS

Watch for these items.
They're everywhere in

the levels.

This barrel is a
continue point.

. T
P bR
it s B g0 U
;."I ":'._ £ o #ﬁmfﬁ"ﬂ
s Lo
b

i
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EXPRESSO

BONUS LEVELS ENGUARDE

To play as the animals in the bonus levels, you must find three
dentical golden animal tokens. They're hidden in many tricky
locations. Once you find the golden tokens, you automatically
83 warp to the animal bonus levels. In each bonus level, you collect
£ = more small animal tokens. Collect 100 to receive a 1-up. You
m‘b v

can also look for a large animal token that doubles the number
of tokens you grabbed during the level.

]

W

-
L

g . .
Li"t-

To find the large token, fly
to the far right of the level.

To find the large token,
head straight down from

the beginning of the round.
Jump over the top of the Swim through the reef that
ledge and continue to the appears to be the bottom

right until you fall next to

of the level. The token is
the token.

hidden here.

Hop to thE--tup-left area of the bonus round. Jump from the
small platform to the left part of the ledge, which leads

At the beginning of the round, jump to the top of the igloo.
_ , Then jump across the platforms and head all the way to the
directly to the token.

right. You come to a ledge that takes you down to the token.

N el DONKEY KONG SLAND

ﬂ',' ) yuiid

[
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KNGS JUNGLE oo
When you come out
of the first bonus-

In the Jungle, you'll learn the game’s controls and find a lot of round cave, drop

. | straight down and to
hidden rooms. Good luck! the right to find anoth-

er hidden room.

Jungle Hijinks

Just after the continue barrel,
jump on top of Rambi and
plow through the wall. The hid-
den area is just past the small
jump to the right.

Snag three identical animal

.. Ropey Rampage

Inside this cave, collect
bananas and a 1-up.

Hopey Bampaye

Fall into the hole at the very
end of this level to reach
another bonus round.

Jump from vine to vine to
collect all the bananas.

Walk on top of the second set of trees, then fall straight off them : |5 |
after you pass the letter “0.” You land in a barrel that shoots you Fmd the harrel wr[h 3 bablnnn
to a hidden area. hidden inside.

Repﬁle Rumble nepble Rumble Repﬂle Rumble

Grab a barrel at the begin- Just after the flrst hnnus

ning of the stage. To open round, jump on the tire to

a secret door, toss the reach the ledge. From there, N—

barrel at the wall with the jump in the barrel to reach You reach this point just after

letter “K” above it. the secret area. you DBSSIThE E*-_JﬂtiﬂUE barrel.
- : Use the tire to jump onto the

ledge and grab the barrel. To
open a secret passage, toss the
barrel against the wall to the
lower right.

Buunr;e acrnss thls moving

RS G tire platform and grab as
There’s a 1-up inside this Fly fmm barr&i to harrel to many bananas as possible.

secret room. collect all the bananas.

80 GAMEPROD <= February 1885



Coral Capers

When you reach a section where you have to swim straight
up to escape some sharks, swim to the right near the first
shark. You'll find some bananas and an ostrich token.

There are re are
places to explore. When you reach the first Croctopus, swim
through the bottom of the reef for some extra bananas.

Barrel Cannon Ganyon

Grab the first barrel you see
just after you pass the continue
barrel. Throw it to the bottom
right to open a door to a hid-
den area.

Shoot out of the barrel for
some bananas and a 1-up.

; ; ' .
- 3 = - ool B T : ;. . -
. i k o 2 . - g I . - il ¥ o i | =y

To defeat the Beaver, jump on his head repeatedly. To ensure a safe hit, make sure the Beaver is
on the ground or descending from his jump when you leap at his head.

GAMEPRO e« Febhruary 1995
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MENKEY MINES .

There are five sections in the Monkey Mines, including pitch-
black caves, mines, and monolithic ruins. In this level, you
need your animal friends to help you find the more challeng-
ing hidden rooms.

Winky’s Walkway

It's a field day for bananas.

Sl - Also, watch for the letter "N.”
Just past the continue barrel is a bonus barrel high in the air. Use Winky to help you reach the barrel
or jump on top of the vulture.

Bouncy Bonanza

Try to get three consecutive
items to win.

Nar the beginning of this level, you find a barrel near snmetire& Grab the barrel, head to the right,
and toss it at the wall just past the letter “K” and the gully with three tires in it. Head for the opening
but watch out for the Zingers.

Bouncy Bonanza

Use the tires to bounce up to
each banana.

Near the end of the level, yﬁu reach a tire. Push the tire to the moving platform, then use the tire to
reach the bonus barrel at the top of the screen.

82 My GAMEPRD < February 1885



Look for a stray barrel out in the
open just past the continue bar-
rel. Carry it past the stop-and-go
barrel and down to the bottom
right-hand wall. Break the wall
to reveal the secret door but
watch out for the Rock Krocs
who guard this area.

Use the barrels to collect all
the bananas.

. PSR LER LT
SIS | T Lind
At the start of the level, jump
on the tire and bounce back to
the ledge on the left. Jump
straight up to a hidden room.

Use the barrel to launch your-
self into the air to grab all the
bananas.

. .. ; ..: |.-- : :. :.- e 2 .- - .. . d -'..- : .:__..-_.I.:::-._.-E-_\.-___ 5 ':.":_,q, F-I__I- 5 -'.\- 1"',_. .‘ i -__.'1'.',:'. ..;_..'\- --L_l..._h
¥ Ry B L Fal dor o ot T " r-: e i) ; .-,. .- -.: ; -\.
Jumpintothe firstholeyou =

o you into the air. If you land a

reach in this level. Il shoot =~

little to the right, a tire pops out b

of the ground. Push the tireto |
the right of the ledge near the
second spinning wheel so you
can jump into the bonus barrel
above it.

b=

earn an animal token.

Spell out the urd “RE” to
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Millstone Mayhem

Midway through the first part
of the level, grab this TNT bar-
rel before the continue marker.
Throw it to the wall on the right
underneath the spinning wheel
to reveal a secret door.

~Find the hidden balloon worth
- two 1-ups.

GAMEPRD -

The tire in the center of the
screen helps you fight this boss.
As soon as Necky pops his head
out, jump on the tire, and you'll
fly high into the air. On your way
down, land on Necky’s head to
score a hit. Steer clear of the nuts
that Necky spits out.
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VINE VAULEY

Most of the Vine Valley stages are located in the forest and are 4
infested with both Vultures and Zingers — two of the toughest
enemies in the game.

When you reach this “L"-
shaped ledge, jump off to the
left, which makes a barrel rise
from the ground. Toss the bar-
rel to the right to open a secret
passage.

Go from barrel to barrel and
grab all the bananas.

Vulture Gulture

When you reach this point,

push the first tire you come to
after the shooting

barrels under-

g neath the ba-
S anas. Then

el jump up to find
kel 4 hidden bonus

-

Spell out the word “KONG” to
gain an animal token.

Just before the continue marker,
use the barrel stuck in the
ground to break through the
wall to the left and find a hid-
den door.

™

Jump on the Klap Traps to
receive bananas.

At the beginning of the level,
jump on an enemy to reach a
bonus barrel.

geta 1-up.

i

)]
iy e T, 1

u i,_ ; *1-

As soon as you jump off the last vine near the end of the level, a barrel pops out of the ground. Carry

the barrel to the end of the level and throw it to the left off the ledge to find the hidden room.

84 £ GAMEPRD -
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Use the vine to collect all the
bananas.



Tofind a hldden area at the hegmnlng of the !euei grab the barrel and toss it at the first ledge you
reach after you jump over the first hole.

Temple Tempest
e

To reach Expresso (the
ostrich), bounce on top of
the Vultures to the right.

When you reach the arrow made out of bananas (after the continue marker), fall straight down
to reach a hidden area.

1:""1' Wk 4:, o)

Jump on top of the Klap Trap
to make bananas come out of

Orang-utan Gang .

Near the end of the level, grab . e
this barrel and carry it down to
the second tire at the bottom |
left. As soon as you come out ; | -
of the hidden stage, the barrel A N
reappears. Bring it to the right,
directly underneath the Manky
Gong. The final hidden stage is
to the left of the sign that’s all
the way to the right.

Bounce on the tire nd land on
the ground to find hidden
goodies.

Get a free ride on Expresso as
you grab some bananas.

Since ynu can t jump on the Zlnger tnss ihe barreis at him. When
- you hit him, he turns red. Wait for him to return to his normal
There’s only one item here. color before you try to hit him again.
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areas makes it difficult tc

Snow Barrel Blast

Grahte hana as
you shoot out of the
barrel.

P

After you land on the continue barrel, go to the left and fall down
to find a bonus barrel.

Snow Barrel Blast

"

-
o S
- i 4 S YR i AT TP, - ¥
After the continue barrel, you'll reach an area where three Sl Py
barrels fire you to the right. When you reach the ledge, fall Barrels fire you to the right
down to the left to find a bonus barrel. as you collect bananas.

Slipslide Ride
Grab the barrel located
between the two Zingers.
It's near the vine just past
the letter “K.” To reveal the
secret door, carry the barrel
to the bottom of the vine
and toss it at the left wall.

5

"*:'..j.h"! Y =Y

1,

'3
1\
Ll

- '“{ "’f ~

¥ - ‘.—.i ] = ol = k3
To get a 1-up, spell out
the word “NINTENDO.”

Slipslide Ride
At the very beginning of
the level, jump on top of an
enemy to reach the vine.
Climb to the top of the vine
and jump to the left. Grab
the barrel and throw it
against the wall to open a
secret passage.

Slipslide Ride

g A = i
L BT

E'_'-:i" .:f ; .__‘-T

e " A the top of the ledge. Jump
T9gcka 1-up, spell o e from vine to vine and work

Wﬂi’d @NG# | your way to the top of the

ol SRS - GAMEPRO <« February 1985

You'll find this section after
you pass the continue barrel.
i Follow the vines all the way to

screen to find a bonus barrel.
Watch out for the Zingers.

To collect bananas, ride up and
down the vines.



........

To reach the bonus barrel,
jump on top of the first set of
Vultures you reach.

After you pass the continue
barrel, grab the next barrel you
find and throw it toward the
right wall.

To reach Expresso, shoot
across the other side of the
bonus stage.

To get to this bonus barrel, you
need Expresso. You can get
Expresso in the previous hid-
den stage or all the way back at
the beginning of the level. Once
you have Expresso, work past
the continue point, then climb
up and to the right until you
see a Keg. From the Keg, fly up
and to the right to find a bonus
barrel on a ledge.

(et three identically colored
balloons.

Torchlight Trouble

L

Grab this barrel near the
end of the level. To find
the secret opening,
carry the barrel down to
the exit sign and throw
It to the left.

Jump on the
Klap Trap to
make him spit
out some
bananas.

Rope Bridge Rumble
| i I

k I
-h”._.r
e d .!,-' 2

At the beginning of the level, go to the second hole (it has a tire
on either side of it). Fall into the hole to find the hidden room.

Rope Bridge Rumble
When you reach the set of
three moving platforms after
the continue barrel, jump to
the second moving platform.
To find the hidden area,

jump to the banana above the
platform.

Try to get three identical
animal tokens.

Bounce from platform to plat-
form to grab the bananas.

GAMEPRD o

Really Gnawtly
Rampage

This time around, the beaver’s
jumps are more powerful and

very unpredictable. Stay a safe
distance away from his jumps
and pounce on his head when
you can.
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| KREMIKREC INDUSTRIES, INC.

The Kremkroc level is mostly an industrial warehouse. The lights constantly flicker on and off,
which makes it difficult to see enemies and find hidden locations.

To make a barrel pop
up at the beginning of
y the level, jump off the
| rope hanging from the

| ceiling. Throw the bar-
el | rel at the oil barrel to

TNy ﬂ Z | the right and fall down Use the barrel to blast through
s E the bonus hole. the air and collect bananas.

Try to match
all the items.

= =

To make a TNT barrel apean move just past the letter “R” and

jump from the top of the ledge to the floor. Hurl the barrel to the First, destroy the second Manky Kong aiter the GﬂﬂtiUUE marker.
left to open a secret passage. Then take the barrel and throw it to the right of the oil barrel.

Go from barrel to barrel to col-
lect bananas and the letter “N.”

Work your way past the con-
tinue marker, then, as the
cart plummets just after the
first Zinger, leap toward the
enemies on the ledge. From

At the end of the level, go to
the left and fall down to find
a honus barrel.

there, jump straight to the " —

bonus barrel. g 1 RS
Jump on top of the Kiap
Trap for extra bananas.

Match up identically colored
balloons to earn 1-ups.

88 GAMEPRD - February 1935



Jump onto the first vine. From
there, leap to the vine that’s all
the way to the left. Then go up
and to the right until you find
the secret passage.

the Zingers are climbing (just
before the continue barrel),
grab the third vine and climb all
the way up. Jump to the right
to go through the wall.

]

Go for a fun icfe inside the har-
rels while you grab bananas.

When you reach
the end of the
level, instead of
exiting, ride down
the mine cart. To
reach the bonus
area, jump over
to the ledge on
the right.

A little more than halfway
through the level (after the con-
tinue barrel), four platforms
with arrows on them fall to the
floor as soon as you land on
them. To reach the secret area,
stand on the platform and ride
to the banana below.

Leap through all the barrels as
you grab bananas.

GAMEPRD o

As you fly out of the barrel,
grab as many bananas as
you can.
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To defeat this boss, wait for him to urnp out some other
enemies and then jump on them to destroy them. When the
Drum drops, dodge it by running away.
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CHIMP CAVERNS

The majority of hidden areas are found in the earlier levels.
Most of this level takes place in the mines, so it’s tough to find
secret rooms that do exist.

Manic Mincers

You'll reach this location just
past the halfway marker. To

open a secret passage, grab

the plain barrel and toss it at
the bottom right wall.

To make bananas appear,
juggle your jumps between

To find another hidden room, the Klap Traps.
carry the TNT barrel that's on
the top of the mountain to the Mistv Mine
right until you reach the wall by f]l
the tire. To find the bonus area,
toss the barrel at the wall.

Search for the barrel with
the balloon in it. This spot is located after the continue barrel. Ride the rope all the
way to the right and then straight down to find a hidden room.

Climb up and down the
rope to collect bananas as
you move to the right.

Misty Mine Loopy Lights

As you enter this level, fall

As you come out of the first down the first hole you see.

bonus stage, head to the right
until you see a TNT barrel. Pick
up the barrel, head to the right
again, and toss it at the bot-
tom-right part of the ledge.

As you shoot out of barrels

Match all the identical tokens. in the dark, grab bananas.
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To get these bananas, make a
series of jJumps in the dark.

After the continue barrel, you find a barrel below a Vulture and under an on-off barrel. To discover the
hidden area, grab the barrel and carry it to the right just past the jump.

Necky’s Revenge
Necky spits out nuts a bit faster this time around, but otherwise
he uses the same pattern.

GANG PLANK
GAULEON

The whole Gang Plank Galleon level is the final face-off against K.
Rool. The Kommander uses four different attacks. First, he throws
his crown at you. When he does, jump on his head to register a hit -
. - : : it's the only time you can damage him.

During the other three types of attacks, you just have to defend
E;?SQEJ?E nuts b ;i;l ?uprtnl?nt]? p s o yt_::uurseff. After the first hit, Rool runs back and forth, so leap over
him. Next, jump out of the way of the cannonballs that drop from
the sky. K. Rool's final move is a series of short hops. As soon as
he jumps in the air, run underneath him so he won'’t crush you.

Kommander K Rool |

: o
;ltﬂ-—'#ﬂ' Zk

iEENES
I-"‘

Jump on Rool's head when he  As K. Rool charges, jump over ~ Jump past the cannonballsas  As K. Rool hops at you, run
hurls the crown. him. they fall. underneath him.
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try to create their
own form of video martial
arts. With Supreme Warrior for
3DO, Digital Pictures decided
to go to the source.

This first-person-perspec-
tive, live-action fighting extrav-
aganza was filmed entirely on
location at the world-famous
Shaw Brothers studios in Hong
Kong using real martial artists
and kung fu movie stars. War-

PROTIP: Learning to block is key
to your survival since you can
only score a hit at certain times.

Also, a good block ahsorbs your
opponent’s Chi power.

3D0 Game ProFile

Supreme Warrior

(By Digital Pictures)

nor | Your patience as well
as your kung fu must
be strong to master this

great-looking, live-action mar-
tial arts game.

Graphics  Sound Control  FumFactor  Challenge

© © Eliglo

Price not available

4 players

cD 1 player
Available now First-person view
Fighting

94 =l

rior’s excellently produced
adventure will capture the
imaginations of kung fu movie
buffs, but the involved controls
may imprison fighting gamers.

Tu Much

You play as a young Chinese
martial arts student who must
retrieve a magic mask from an
evil mystical menace named
Fang Tu. Three warlords and
six bodyguards stand in your

way, but beating them one-on-

one earns you a variety of
fighting skills and special
powers, which you need for
the showdown with Tu.

The live-action visuals and

. sounds are excellent. Yes, it's

like being in a kung fu movie,
with sets designed like an
ancient Chinese village,
fighters flying through the air,
and the whole bit. The con-
vincing actors belittle your

skills with appropriately melo-
dramatic dialogue. The top-
notch production values and
the authentic fighting action
compel you to continue your
fighting quest.

Warrior Worries
Supreme Warrior's complicated
controls require supreme prac-
tice. In fact, you'll feel like
you're learning a martial art
before you master the game’s
ten basic punches and kicks
and three blocks. A single

O A L
O o @S T
g - Pl _ﬁ,.:,— eyt B

PROTIP: Swei-Jin is suscepftible
to kicks.

Fehruary 1885

move can require hitting a but-
ton, a directional, and shift but-
ton, which subjects first-timers
to major finger fumbling. Even-
tually, the controls respond
crisply, but you endure beat-
ings in the process.

Add to that the fact that
Warrior's designed so oppo-
nents are open to hits only at
certain instances during a
match, and you've got a nasty
struggle on your hands. Fight-
ers who crave instant grati-
fication are out of luck.

Kung Fu Theater.
Kung fu movie fans will%et a
kick out of Supreme Warrior

in more ways than one. It
definitely takes time and
patience to master the game,
but if you do, you're in for a
rousing martial arts adven-
ture. The only thing missing is
the subtitles. [
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This guide is jam-packed with
game winning strategies, com-
plete maps, in-depth character
descriptions and never before
seen hints and tips!

Loaded with secret codes, bat-
tle strategies and fighting tips
for your Super NES.

Defeat the Imperial fighters
Understand Magitek weaponry
Unmask the magic of the Esper
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For futuristic racing
fun, strap on your
seat belt and take MegaRace
for a spin. You'll drive down
some of the most harebrained
tracks you've ever seen.

Ready, Set, Go!

In MegaRace, you're on Virtual
World Broadcast Television,
hosted by the ever-annoying
Lance Boyle. As the next
Enforcer chosen to race
against tough-guy competi-
tors, your mission is to thrill

VEGA fRAGE

non'rga around the comners too
fast, Enforcer, or this could be you!
your millions of viewers and
“race to win,” which means
you fire shots at opponents
ahead of you. Fast and fun,
the behind-the-car racing
takes you through futuristic
cities and even underwater.
The excellent graphics fea-
ture beautiful, detailed back-

- grounds and large, easy-to-
follow cars. The varied back-
grounds show off bright col-
ors and vivid details that
enhance the action.

The otherworldly sounds
are as realistic as you could
want. The high, steady whine

Graphics  Sound Conmtral  FumFactor Challenge

Jelesw

Adyusiabbe

Price not available Behind-the-car view

cD Forward scrolling
Available now Batlery backup
Auto racing ESRB rating: Not

Yet Rated

1 player

ingly. lhuneadhsam!afsof
ammo for the ends of the races.

of the motor forecasts the
future of driving games, but
the lack of dynamic back-
ground music somewhat
diminishes even the game’s
best sound effects.

The only downfall of this
cart is the control. You're trav-
eling at top speeds across

PROTIP: Don’t let ﬂn.- mem}r get
behind you, or you're toast!

tracks filled with obstacles, but
unfortunately it's very difficult
to control your squirrelly vehi-
cle. The wall and your car meet
frequently on the sharp turns.

Mega Good

If you can overcome the diffi-
cult controls, MegaRace can
generate MegaFun. Beginning
gamers, however, and those
with little patience will have a
hard time with this disc. Once
you're deep into the game,
you'll agree that the fast racing
and excellent graphics make it
Mega-nificent. 4

future for a taste of
some hard-nosed racin’ and
fightin’ action. In Off-World
Interceptor, you have to save

your butt to save the universe.

And They’re Off

You're one of the Trashmen,
racing a monster truck on one
of five dangerous planets. As
you bounce along on the rocky
courses, you'll shoot at enemy
trucks, ground mines, and gun

PROTIP: When jumping over tall
mountains, be wary of what lies
on the other side.

The driving sounds are
average, with slightly hokey
motor sounds and explosion
effects. The background music,
however, is awful; luckily it's
covered by the sound effects.

On Target

Maneuvering the truck isn't
terribly hard, but it isn't easy,

UFF-IORLD

[ITERCEPTOR

towers. Obstacles add addition-

al challenge, and courses get

longer and more difficult.
The Story option boasts an

excellent cinematic sequence

PROTIP: On the Las Lunas stage,
gauge the time carefully when
going under the moving blocks.

that, in a spoof of Comedy Cen-

tral's Mystery Science Theater
3000, features two silhouetted
guys making snide remarks.

From the behind-the-vehi-
cle perspective, the trucks are
highly visible and easy to dis-
tinguish among the mayhem.
When another truck or mine
blows up, the firepower and
resulting explosion also look
realistic. The awesome terrain
depicts towering mountains
and slanting valleys.

February 1885
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FEQF‘JP F?F Scorch Boss is
difficult. Time your shots for
maximum damage.

either. The truck moves
smoothly and shoots accurate-
ly, but some gamers may have
trouble negotiating the rougher,
more mountainous terrain.
Gamers who enjoy racing
or shoot-em-up games will like
Off-World Interceptor. Once
any early frustration wears off,
OWI's great graphics and game
play will drive you wild. [

0ff-World Interceptor
By Crystal Dynamics

Graphics Sound  Comirol  FunFaclor Challenge

[]!.! 2! INT

40 Intermadiale
$59.99 Behind-the-car view
CO Forward scrolling
Available now ESAB raling: Mol
Auto racing Yel Rated

1 player




Bart’s Nightmare

Battle Clash

Caesars Palace

Dracula

Goof Troop

Gradius 3

Lethal Enforcers

Magic Sword

Magical Quest Starring
Mickey Mouse

Mortal Kombat
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g f'yﬂu re ﬂwng, hnwever VR looks

- like an ordinary flight simulator,

with little action and undefined
polygon backgrounds.

It Could Happen

The United States is under
siege, and you've been recruited
by the underground resistance
to defend your country! LA. and
New York have already been
destroyed, so you must battle
the enemy through 15 tough
levels to increase the peace.
Under the code name Stalker,
you choose from a number of
realistic contemporary planes
and dogfight in a VR Simulator
pod (so you don't get your head
blown off for real).

The plot's good, and the
graphics make it seem more
true to life. Realistic explosions
and take-off sequences high-

PROTIP: Take advaniage of the

view-changing option. Use the
view that you’re most comfort-
able with,

Graphics Sound  Confrol  FunFaclor Challenge

E@a ?ﬁ.. & INT

3.5 Inlermediaie

Price not a'ﬁillahla 15 levels

cD Mulfiple views
Available now ESAB rating: Not
Flight simulation Yet Rated

1 player

Hear Me Now

o VR's stereo sound
H effects and origi-
nal soundtrack
are two of its best fea-
tures. Unfortunately, the
introductory narrative

.is hiFéiy understandable.

Considering the complexity
of most flight games, VR's con-
trols are rather easy to learn.
Once you've mastered them,

PROTIP: Locking on a target
can be very fricky. To conserve
missiles, lock on hoth targets
before firing.
however, they don't perform
accurately enough in the heat
of combat. You'll be crashin’
and burnin’ more often than
you should.

Since new, interesting titles
are constantly coming out for
the 3DO, you might want to

- wait before investing in VR

Stalker. It's okay, but air-com-
bat simulators that provide
more excitement must be
warming up on a runway
somewhere. [

GAMEPRD -

Until now, if you
wanted real street hoops at
home, you had to play either
Shut Up and Jam! or Jammit on
the 16-bit systems. Jammit’s
come to the 3DO, but the
results won't overwhelm you.

Air Jammit

Slade, Chill, and Roxy are back
and talkin’ more trash than
ever. Jammit on the 3DO has
enough options and attitude to

 maim, aloﬁg with siammin

and jammin’ basketball
moves. These actions, howev-
er, are slow and jerky, which
throws off your momentum.
With few street-ball carts
around, there’s little that Jam-
mit can be compared with.
Decent graphics and sound
put this outdoor-rim sim in
contention, but only for hard-
core fans. If you absolutely

crave hoops, take this one to
the hole. [d

slLEsR [11
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G.:q.ln:s Sound Control  FunFaclor Challenge
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Intermedizle

Price not available 2 players

CD Side view
Available now ESRB rating: Not
Basketball Yet Rated
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You asked for it...

The Ultimate Football Game is H '

Tecmo will be releasing TECMO SUPER BOWL II: Special Edition just in time for Super Bowl
XXIX. This is a Special Release and is available for a limited time only and in very, very limited
quantities. Don’t miss your chance to have this limited release item. Reserve your copy now!!

CHECK OUT THESE AWESOME FEATURES!

STANDARD FEATURES SPECIAL EDITION FEATURES
* For one or two players. * Player trades.
* All 28 NFL™ teams. * Changeable defensive formations.
* Real players, endorsed by NFLPA. * Fake punt and fake fieldgoal plays.
* Three year roster and schedule * Quarterback audibles.

(18 weeks each). * Auto schedule (updated every year based e 5
* Team, player stats and data. on previous year's record). . ’I"ECMO fﬁf Eﬁ: 4
+ Weekly standings. « Twice as many offensive plays. U) r ;
* You call the plays. * More realistic sound. e— £
* Player substitutions. * Larger simulation of field. U) H i
* Tournament-style play. * More realistic simulation of players. LLI SPECIAL EDITION | .
* Create your own Pro Bowl. * Spinning, dragging action added for more e ] |
* Weather factors, fair, rain or snow. realistic movement of players. Z o |
* New cinema screens. * Maximum record-keeping capability with m
« Speech and music. back-up battery.
* Dive play and touchbacks. o

Reserve a copy at your
favorite game store today!

vl D 1994 NFLP
W SUPER BOWL and NFL Shield Design are trademarks of National Football
League.
© 1994 NFLPA
Officially Licensed Product of the MNational Football League Players Association

Gather your friends together for your own Super Bowl Party.
Get Tecmo Super Bowl II: Special Edition and GO FOR IT!

This officlal seal Is your assurance ;’*’!:Iprm:* Fa I:::l :Hn:lllll:l:.&ll'l mﬂ

S s g S, - SECAA / sz,
¥ U T
S

compatibility with your Super
Hintendo Entertainment System. Sega™ Genesis™ System

TECMO
[ 16 © Tecmo, Ltd. 1994 TECMO® is a registered trademark of Tecmo, Inc. Licensed by Sega Enterprises, Ltd. for play on the Sega™ Genesis™ System. Sega and Genesis are trademarks of Sega
nit Enterprises, Ltd. All rights reserved. Licensed by Nintendo for play on the Super Nintendo Entertainment System. Nintendo, Super NES and official seals are registered trademarks of

HIDS TO ADRILT S

5

Nintendo of America Inc. The videogame Rating Council, its rating system, symbols and indicia are trademarks of Sega of America, Inc. © 1993 Sega
SPORTS Tecmo, Inc. » 19260 South Van Ness Avenue, Torrance, CA 90501 Phone (310) 787-2900



- Zool’s back, and
the Jaguar has him. Fast and
fun, Zool 2 is as entertaining
as a frenetic shopping spree in
Candyland.

Cool Zool

If you knew last year’s 16-bit
Zool, you'll know this speedy,
spindly ninja alien who battles
against the evil Krool and his
cronies in the Nth Dimension.
Like Sonic, Zool's a runnin,
jumpin’ hero who lives in a
colorful, imaginative, and dan-
gerous world.

The “2" in the title refers to
more than this second adven-
ture — it's how many heroes
you can choose to play as.
Zool's new companion, Z0oz,
has her own moves and can
reach certain areas that Zool
can't. Tngether the athletic

PROTIP: Zool’s spin is a devas-
tatingly effective defensive
weapon that makes you invul-
nerable fo most enemies.

Jaguar Game ProFile

Zool 2
(By Atari)

*| The zippy, Sonic-like
alien returns with a

2 female pal for a terrific
second adventure. Fast fun and
colorful graphics make this
game the best hop-n-bopper on
the Jaguar.

Control  FumFactor Challenge

2 players
16 megs B levels
Available now Side view
Action/adventure Multiscrolling
100

and shooting abilities of these
dual Zools push this game to
the top of the Jaguar hop-n-
bop ranks.

The game’s speed will
probably throw off your con-
trol for a while. Zool's going to
slam into a few walls and run
past many goodies until you
practice his moves. His jump
from vertical surfaces also
means more bruisin’ than
cruisin’ until you get the but-
ton presses down.

The Graphic

Dimension

The sharp graphics resemble a
vivid Disney dream. Zool's Nth
Dimension is a shiny, inven-
tive world that's equal parts
candy shop and toy store. It's
reminiscent of the 16-bit Zool
world, but everything's sharp-
er and brighter on the Jag. Too
bad the hero himself doesn't

. b e g T
__ ?1“1‘1 -.-..:'--.'L'.‘-\.j'r'. : -\--ﬂ.

PROTIP: In Stage 2 of Swan
Lake, jump off this last pillar to
the right, slide down the cliff to
the Bonus, and blast the wall at
the hottom to find a secret 1-up.

PROTIP: At the Options screen,
set your Inertia to Off to keep
Zool from sliding when he
builds up momentum.

Fﬂﬂﬂﬂ ﬂon’t lfnga' on thﬂsa
beaded Swan Lake bridges, or
they’ll give way.

GAMEPRD -

Zool and Zooz

1 H"— -
- -
———

display some personality
or humor.

The sounds almost steal
the show. You hear enough
wacky effects to fill every
Three Stooges movie ever
made. Voices from your
heroes would've really taken
the sounds over the top.

Fool for Zool
While it looks cheerful and |
attractive, this game isn't easy. g#%

W:th no way to save ynur Back flip

progress, you'll replay the
early levels often.

Fortunately, you have plenty
of reasons to stick with it,
including tons of hidden rooms
scattered throughout each
stage. Zool keeps up with
Sonic’s rapid pace, and he
doesn't even need sneakers. [d

PRﬂﬂP s.'mot at waﬂs to rewal
secret rooms.

‘ ".‘-‘“":ﬁ-:-i
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With all these options, you not only play
the game, you help design it.

racing game willi

an ive you
UPED-UP CARS.
T PNV INUNY Nrow in
PENGUINS AND A BLIMP?

And ten tracks. And

Normally, when you see sparks coming
From your TV, you need a new one.

six driving views. And
your choice of weather
conditions. The options are
SPEED 122 MPH POSITEN 1/76
' endless when you're playing the First

and only 64-bit racing game on the

Atari Jaguar.

Take your customized Formula

With speeds up to 200 m.p.h., it won't . ; p
take long to burn through this tunnel. race cdar thl'ﬂl..lgh d pEﬂgUlﬂ—Fl"Ed arctic

tundra, burn rubber (or your clutch)

SPEED 55 MPH POSITION 2/6 on a desert road, or take a 200 mph

il

island hop through the tropics.
Checkered Flag is a game of skill

that could have you in the winner's

circle or wrapped around a guard rail.
You would think the crisp 30 graphics '
would help you make better turns.

Rockie. So make sure your couch is nailed
to the Floor, bust out the Flame

SPEED 69 MPH POSITION2/6 retardant suit, and get ready For the
R HE-3
m—?‘: - L

Alp

ultimate 64-bit joy ride.

DO+THE

Don't be Focled by the pretty scenery.

One wrong turn and you'll be part of it. rMATH
O 000 0 0O

INTERACTIVE MULTIMEDIA SYSTEM

® Game tips and hines: 1-900-737-ATARI. 95¢ per minute. If you are under 18, be sure to get a parent’s permission before calling. A touch-tone relephone is required. USA only. Atari
Jaguar information is available in the Atari Gaming Forum on CompuServe. Type GO JAGUAR to access this arca 24 hours a day. Atari Jaguar information 13 available in the Arani

Roundtable Forum on GEnie. Type JAGUAR to access this area 24 hours a day. ATAR, the Atari logo, Jaguar, the Jaguar logo, Checkered Flag and the Checkered Flag logo are trade-
MADE IN THE USA marks or registered trademarks of Atari Corporation. Copyright 1994, Atari Corporation, Sunnyvale, CA 94089-1302. All rights reserved, i
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Dragor ff‘pnmary attraction is
ts lush graphics, which fea-
ture sharply detailed character

I ge,s and colorful back-
rounds. The visuals also nice-
fff; capture many of Lee’s

ign: ature martial arts poses,

_ PROTIP: Throws (press Away and
-' mm B} can counter some

I i e BT oas =Y

LI AT T

-]
i
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Dragon: The Bruce Laesmmﬂﬂrgln

Graphics  Sound Control  FunFacior Challenge

.... @A),

Adjustahle

$59.99 2 players
16 megs Side view
Available now Multiscrolling

Fighting ESRB rating: Teen

PﬂﬂHP-Mnmmfnranm |
kick whenever you dizzy or

throw an opponent. ﬂmy’ram_

porarily defenseless. _
show that unfortunately bogs

down when you getintothe

hand-to-hand action.

One or two players play as
Bruce Lee in either a Story
mode or a routine select-your-
opponent Versus mode, but
fighting-game freaks won't
find much of a skills test
beyond rapid button punching.
In fact, 64-bit Lee doesn't stand
a chance against Fei Long, the

¥
i,

A e T N L

Bruce Lee clone in 16-bit Super :'
Street Fighter Il. Dragon uses a

simple three-button offense

and the predictable variations

during crouches or jumps.
The controls feel a tad

slow, too, but at least you can

pull some classic Lee moves,
such as rapid-fire side kicks.

However, the CPU determines

when more exciting attacks,

like an awesome-looking duu-e
: ble jumpmg kick, occur.

m Lﬁ,
~ This fighting cart capturesa
 taste of Bruce Lee’s fighting flair
- but it seriously needs his fight-
~ ing skill. Dragon lacks fire. I3

R.LP

good, but it takes
more than good looks to win a
fight. This Jaguar fighting
cart’s an energetic workout...
and that’ all.

Bring on the Clones
Kasumi opens with an interest-
ing character-select design.
You choose from two ninja
brothers. As you beat six other
fighters, you can select them.
The ninja action stalls with
the game play. The slow con-
trols sometimes require an
extra button press to mount
attacks or defenses. Special
attacks are tough to bust. At
least there’s a cool kick system
that enables you to bust three

PROTIP: Time a jump kick over a
projectile attack, and youw’ll
always score a hil.

PROTIP: Chagi, Senzo, Habaki,
and Thundra are the quickest
and best all-around fighters.

~ GAMEPRO » February 1985

different kicks by using the
kick button with Left or Right.
Overall, the visual detail is
great. The character sprites and
backgrounds are almost pho-
torealistic, though the anima-
tion appears choppy at times.
In the eyesore department,
however, three characters are
the same image in different
colors. Blood flies off the fight-
ers in unbelievably large
drops. Finally, the Scottish

FHUHF' Gyaku is suscept:bfe fo
kick combos.

fighter lifts his kilt to unleash
his fireballs.

The sounds swing low. The
music takes unfocused romps
from pounding drums to
cheesy “oriental.” The main
audio downer is the announc-
er’s outrageously annoying
Charlie Chan accent.

Sayonara

Kasumi’s a 64-bit shadow war-
rior destined to remain in the
shadows of deeper 16-bit
fighting games. However, if
you badly need a Jag fighting
fix, bag Ninja. 3

Kasumi Ninja By Atari

FunFactor Challenge

DElElEw

Adjustable

Graphics  Sound Control

$69.99 9 combat zones

16 megs Side view

Available now Side scrolling
Fighting ESRB rating: Mature
Z players




THIS IS THE PRICE OF FAILURE.

The stakes are high.
And your crew is one bunch of
hard-core head cases.
Altogether, the odds stink.

Care to consider the alternatives?

16 megs of rugged adventure and non-stop \ WIN A CHANCE
action with smooth animation and full-screen
movie sequences. To BE I" A .
" MUSIC VIDEO! _

See Package
for Details

‘ -cnnlml mmmundus
u Shﬂdas and Rocco.

ututmg 3-D world, animated at
N rsewnd Twu above and

i s et e \._ 1_-
Mg & ¢ PP [ ‘t‘a.‘:';.
MG
11

Shainger

| T S

Your Apache’s got it all: radar, auto night
tracking and the devil's own firepower.

: : G e s

o RED ZONE™ and C 1994 Stavenger. All Rights Reserved Exclusively licerised Time Warper Interactive, Inc. ; This ‘afficial seal 1s vour assur- i tarvnn B

J,, 10 Time Warner inferactive, Ing. for play on Sega Video Game Systemns. Al : : " 75 Sycamore Drive . P ance thal Niis pioduck Mbets the "
. ngnts reserved. Sega™ and Genesis™ are trademarks of Sepa Evterprises Lid. Milpitas, Calornig: 05035 4 Mghest guaiiy standards of
':fé, %Aﬂ Aghts'reserved. The Videogame Rating Cauncil, its rating system, symbols ~ _ P SEGA™. Buygemes and acoes
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By Manny LaMancha

g4 The popular bob-

&Y cat sinks his claws
into the Jaguar, but the results
have scratch marks on them.
This game features the color-
ful clowning associated with
Bubsy's previous hop-n-bop
games, but problems with the
game play make this cart
especially tough.

L

10, BuUb!

Famous fairy tales are missing,
so Bubsy has to get his tail in
gear to find them. The journey
leads thrnugh l 5 {hapters

Pﬂ'ﬂ‘ﬂP When you get fo the
section with the twins with yo-
yos, irip the green light above
S0 you can jump on them.

across five worlds, taking you
from Alice’s Wonderland
through Arabian Nights and
Hansel and Gretel’s candy land.
The bright, colorful graphics
offer lots of depth, but the ani-
mation often falls prey to jerki-
ness. The music is good, but
the supplementary sounds fall
short, coming off far too raspy
for the Jaguar. And the voice
clips at the start of each level
will drive you nuts - if you
hear “Oh, sure, let’s all toast
the Bubster” one more time,

Bubsy in Fractured Furry Tales By Atari

Graphics  ‘Sound Control  FunFacior Challenge
a0 15 3.0 2.5 Expert
$49.95 15 chaplers
16 megs Side view
Available now Multiscralling
Action/adventure Passwords
2 players ESAB rating: Teen

PROTIP: Take your time to save
yourself from trouble. If you

rush into an area, you’ll likely
lose a life.

you'll want to call the pound.

Similarly, control ranks
below par. Changing direction
during a leap sometimes
works and sometimes doesn't.
Collision detection is also
inconsistent: When you hit an
enemy in a similar manner
twice, you sometimes get dif-
ferent results.

Bubsy nfﬁars a muddled mix of
good and bad ingredients, but
the poor game play seals Frac-
tured Furry Tales’ fate. Prepare

PHBTIP Get a yaod head of
steam, jump high, and hold the
glide button for a slower tour
of the area.

for frustrating and repetitive
wandering through Bubsy’s
Jaguar world. Jaguar owners
looking for a good platform
game with Bubsy will think
that Atari has committed a
feline felony. @

: ~An unusua! 3D dri-

i“wng experience, Club Drive

presents a variety of chal-
lenges and levels rarely seen

in other driving simulations.

Pedal to the Metal
Tired of standard first-person
racing around-an oval track?. -
Club Drive showcases a race
against the clock as yhu try tu

collect puwerballs two- playe'?
tag, and a race between two
worlds. Pass th;ough San Fran-
cisco on your way to Velocity
Park or stop by Jerome’s Pad

after visiting the Old West! -

‘While the racing is nmrEl i T
first Uemmes Pad puts you

_Iﬁmhﬂmmrmmmaﬂ

mmmm

inside a giant house), the
action eventually gets tedious.
Two-player split-screen com-
petition steps up slightly, but
it's still not much better than

r:?;!'\.' .-

average racing games. -

Simple controls give You -

“enough precision to stay-on
track. You'll fall uﬂ““tabiea aﬁcj

ni?":
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A| shapes create 3D-style

Pﬂanr-mmmgm Er T
- powerballs against the clock, use b
__ the map fo quickly locate them.

cliffs early on, especially when
you try to go too fast, but

with practice, you'll be racmg

with confidence.

- Oh, What a Feeling |

* Good graphics and poor
5@und are not a winning com- -
bination, especially when
you consider the Jaguars -
capabilities. Polygon

_:l 3 |

backgrounds, but dﬁlb _;E
colors and a lack of Visu-

the realism. Sound ;ﬁ‘*‘
effects are also Tackmg
The only noises you'll

"4 hear are the purr of the |
#1 engine and an occa- -
sional toilet ﬂush

F.NIH._I

PROTIP: When on cliffs or ?m!
be eareful when backing up. ..
mm‘snuhmmmmnm
wﬁmtasfop.

It's I'IH:E to 5ee a drwmg sim
that brings some freshideas =
to the genre: However, unful-
filled potential and repetitive
racing keep this one from tak-
mg the trnphy E |

% * A y : w g g 4,

Club Drive By Atari

Sound Control  FumFactor Challenge

Graphics

.-.. @

Intermediale
| $59.99 4 levels
16 megs First-person view
Available now Multiscrolling "
Driving ESRB rating: Kids to #
Adults

2 players




Flink certainly doesn’t look like your typical wizard, but at least he’s got a cauldron to show for it.
To be honest, our little guy is only an apprentice, but he’s got a heck of a lot of magic spells up
his sleeves. At least that’s what the citizens of Imagica Island believe. They’ve entrusted him to
locate the missing island leaders and to destroy the Demon Guardians that stand in his way.
Spell-binding and hair-raising, Flink will capture you heart.

SEGACD

EGA AND SEGA CD ARE TRADEMARKS OF SEGA ENTERPRISES, LTD. T

F

ALL RIGHTS RESERVED. —— ¥ I/ g B S }; i A | /™
alp VIC TOKAI INC
t L | ' ) : \ b il

\ Psygnosis' company logo, FLINK logo and
This official seal is your assurance that this -l ustrabion, FLINK™ publi5hr;d Unies Li-:ens-:e
product meets the highest quality standards fram PSYGMNOSIS LTD. Copyright 1994 PSYG-

O BEGA™. fles Uaimins and acouseories with 229[]4 ankness A“Enug NOSIS LTD. PSYGNOSIS and FLINK™ are

this seal to be sure that they are compatible trademarks of PSYGNOSIS LTD. and are used

with the SEGA CD™ SYSTEM. anra “uE § BA 90501 with parmission. Distributed by

VIC TOKAI INC. All Rights Reserved.
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1L A brilliant sequel to
the original, Dragon’s Lair II:
Time Warp displays the great
animated action that can only
be brought out on CD.

Dirk to the Rescue!

The saga continues: Daphne’s

kidnapped by the evil wizard
Mordrock, who has intentions
of forced marriage and takes
her through time. Once again,
you must guide Dirk to her

rescue before Mordrock ﬂpeﬁs

RAGON

the casket of doom and
places the death ring on her
finger. Using only your trusty
sword and a bumbling old time
machine, you must save her
quickly, or she'll be lost forever.

DL Il really shows off the
CD-i's power with clear, well-
defined graphics. Excellent
colors and no slowdown or
animation cut frames make
this clever cart a sight for
sword eyes.

Swaorded Affair

If you want more realism in
your video games, check out
DL If's incredibly realistic

~ moans, groans, and sound

Bapﬁmlsﬂrat?

Dragon’s Lair Il: Time Warp By Philips

Graphics  Sound Control  FunFactor Challenge

Price not available side view

cD Multiscrolling
Available now ESRE rating: Not
Animated adventure Yet Rated

1 player

In conjunction with
the release of Mad Dog Il for
the 3D0, a sharp new version
of the original Mad Dog is

debuting for the CD-i. If you've

never gone mad with McCree,
| here’s a good opportunity to
| blaze through the Wild West.

SameﬂldMadnog

If you liked the action on the
Sega CD, you'll love this adven-
ture. Once again, Mad Dog and
his evil gang of hombres have

S 2w | kidnapped the town’s beloved

effects. Even better, clear voic-
es accentuate every scene.
The strong controls improve
on the 3DO version of the orig-
inal Dragon’s Lair. The CD-i’s
circular directional pad gives
you quicker, more accurate
button presses that help you
get past every snake, dragon,
and mother-in-law in sight.
Precision timing and reac-
tions are a must if you want to
enter this Dragon’s Lair. If you
think you have what it takes
to save Daphne, you'll enjoy
testing your mettle with this
interactive adventure.

Mad About GD-i

Thanks to Mad Dog’s awe-
some live-action video, you
duck behind the couch during
each intense gunfight! Each
sequence displays a ton of
true Western realism.

The voices and sound
effects are a bit muffled, but

mayor and his beautiful daugh:-
ter, Nell. If that weren't enough,
they've also locked the town
sheriff in his own jail cell. It's up
to you to set him free, rescue
those in need, and finish off
Mad Dog once and for all.

To handle this bunch of
rowdies, you'll need only the
best steel (or plastic) you can
find: namely, the Peacekeeper.
This slick-looking revolver

PROTIP: Koep a close eyeon

areas can be difficulf o farget,

so you'll have to be quick.
(included with the game) han-

dles well and sports a hair trig-

ger that'll make a Dirty Harry
out of anyone. -
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otherwise they're realistic. Lis-
tening closely when a bad guy
makes his move or a towns-
person gives you some advice
might just save your butt.

With intense gaming action
and a similar story line to the
arcade and Sega CD predeces-
sors, this Mad Dog proves that
a good plot works well on any

- platform.

Mad Dog McCree
By American Laser Games

Control  FunFaclr Challenge

60 [][]E] INT.

4.5  (Inbermediate

Graphics  Sound

$50.98 4 levels

cD First-person view
Available now Multiscrolling
Shooter ESRB rating: Not
1 player Yet Rated




Three Characters.

Action/Role-Playing! : e B Two Outlaws.

st Ttk & ~ One Serious Mess.

THIS OFFICIAL SEAL ISYOL R AS
SURANC PIHH THIS PROM ]
MEETS THE HIGHEST QUALITY
STAMNDARDS OF SEGA LYy
: GAMES AND ACCESSORIES WiTH
comEr o _am g THISSEALTORESURE THAT THE &
BEAL OF %, 4 VRECOMPATIBLE WITH THI SFGA
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SHULRCTAN 2FROS

GET A CLUE HIT Us WITH GETA = SLAMMIN
;[;E mﬁm enr;;ls Lyegg}r BEST Tl? CL éss | C CLUE 16-bit tip of the week!
pick-up some of The “best” classic tips for
NINTENDD the bESt tlps frOm the most yﬂur fﬂvﬂrﬁe SyStem! s e tm. . b B
serious gamers around!
| Tie NINTENDO HoT SHOTS
SUPER NINTENDO m NINTENDO b Get the latest lowdown
2 ReRlis SuPER NINTENDO from your favorite editors!

2 Ties
SEGIR GENEsls Be sure to get your parents’ per-

SEGA GENESIS m SUPER NINTENDO
> Ties

= crohco/ Ll sk GENESts =18 ey pinbl)
88 ATARI JAGUAR HAND HELD sages subject to change without

notice. A service of Infotainment

& TIPS EACH 2 Ties World in San Mateo, CA
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Step into the ring with the WCW's best! Dozens of
classic moves plus signature moves make this the most
realistic action you’ll find outside the square circle.

Fujisankel Communications International, Inc. 150 East 52nd Street, New York N.Y 10022-6017

World Championship Wresting £ 1994 World Championship Wrestling, Ing. Al Rights Reserved. Licensed by Turner Home
_ Entertainment. € 1994 FC1. FCHis a registered trademark of Fujisankei Communications International. Inc. Nintendo. Supes
& Nintendo Entertainment System and the Otficial Seal are registered trademarks of Nintendo of America Inc
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Soccer
Football, Hockey
Driving, Ruobiy

Boxing

FIFR International -
S0CCer

By Bill Cleaton

World Cup 94 has come and
gone...so what! FIFA International
Soccer for the 3DO hits the field
with unrivaled graphics and
playability.

Field of Dreams

Following in the respected cleat
steps of the previous FIFA games,
FIFA 3DO is no mere port-over
from the cartridge market. The
game features many of the same
cart qualities — like tournament

PROTIP: Choose a team with
strengths and abilities that match
vour style of play.
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When you score a goal, everyone
celebrates!

and league play — but it utilizes
the 3DO’s power to fashion a
much stronger soccer experience.

In this version, 50 interna-
tional teams are at your disposal
(the first SNES FIFA listed 30
teams, and the Genesis version
boasted 48). Weak teams like
Kuwait and Luxembourg would
be better left disposed; they e

110

easy prey when matched against
powerhouses like Brazil and Italy.

This is realistic soccer, S0
setting up the right passes 1s the
key to winning. Take advantage
of the strategy option, which

P A B
During the half-time video clips,
watch great international soccer
moments.

enables you to choose to play an
offensive or defensive game and

switch formations, depending on
how the game’s going.

A Game with a View

The graphics are Ginsu sharp: The
stadium has been given as much
detail as the players, making for
one beautiful, realistic soccer set-
ting. The details complement the
seven available views, and fans
will not easily tire of the multiple
perspectives. For instance, the ball
view puts you directly on the field
for a smoothly scrolling, up-close
perspective. The stadium view
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FIFA 3DO Wins World

offers the more removed and
familiar Y4-overhead view found

PROTIP: In a breakaway, tap Bufton
B to get by an oncoming defender.

in many sports sims. The five
other views offer nice variations.

The quality of the sound
almost equals the quality of the
graphics. The rippling of ball
against net 1s as clear as the fren-
zied chanting of the crowd.

Stadium Spectacular

FIFA is the first six-player game
for the 3DO. While five more
controllers could set you back by
more than 200 beans, a six-player
game is quite an experience. All
six can even team up against the
computer, but coordinating the
efforts of teams of three 1s a task
in itself.

For those of you who have
been waiting for great sports
games for the 3DO — the best has
i arrived. Now you can get as close

Fehruary 1885
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to an international soccer match
as possible without worrying
about a riot. I3

~ STRATEGY

¥ x

PROTIP: If you're having trouble
with your opponent, don’t hesitate
to switch strategies.

PROTIP: When first learning to pass,
use the stadium view. Your open
teammates will be visible on-screen.

PROTTIP: Use the position target to
make your goalie Kick accurately to
a teammate.

FIFA International Soccer By EA Sports

Graphics  Sound Control  FunFactor Chailenge

IMermediate

$59.95 Multiple views

cD Multiscrolling

Available now 5 save slots

Soccer ESRB rating: Kids
to Adults

6 players




Acclaim’s QB Club
Scores on SNES

NFL Quarterbach
Club

By Slo Mo

NFL Quarterback Club mixes
nicely executed razzle-dazzle
with solid, basic video football to
build a serious playoff contender.
The Club’s flash includes five-
person game play, 19 NFL quar-
terbacks, 28 NFL teams, and the
ability to build a custom QB.

Join the Club
QB Club offers diverse action
that’s neatly organized into three
entertaining modes: the Quarter-
back Challenge, NFL Play, and
Simulation.

Quarterback Challenge is a
skills contest consisting of four

PROTIP: Every team has several
signature plays, but the computer’s
defense is prepared to sniff *em out.

events — Accuracy, Distance,
Read & Recognition, and Speed
& Mobility. You can build a cus-
tom QB here, or you can pick one
of 19 NFL quarterbacks, includ-

PROTIP: Always take sweeps as far
outside as you can,

PROTIP: Find a favorite passing
play and perfect it. If you're a good
quarterback, passing can be deadly
against the computer.,

great football-card head shots of
the pros and their signatures are a
graphical highlight.

For passing purists, the first
three drills are a gas. They use a
slick behind-the-quarterback view
to test your passing skills. Speed
& Mobility is Club’s one weak
feature, since your on-screen
sprite displays neither quality.

Use them sparingly.
Take on the Quarterback Challenge

Accuracy with Randall
Cunningham

Distance with Dan Marino

Read & Recognition with
Troy Aikman

B —
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Speed & Mobility with Steve
Young

GAMEPRD

NFL Action
NFL Play serves up the well-
crafted football in this cart. In Pre-
season, Regular Season, Playoffs,
or Pro Bowl game modes, you
guide the on-field action via a
sharp, Madden-like view that
looks out from behind your 11-
man squad. You can even start
your custom-built quarterback for
one of the teams!

The easy-to-use playbook is
meaty, even if it’s not quite up to
either Madden NFL 95 or Sega

PROTIP: Try the Wedge for effec-
tive Kick-off returns.

Gus Ferrote didn’t make the Club
this year, but other NFL greats like
Randall Cunningham are ready.

Sports” NFL "95 specs (those
games give you as many as 215
offensive, defensive, and special-
teams plays). You can flip plays
in QB Club, though.

The All-Pro controls enable
players to pull an impressive vari-
ety of moves. You'll spin, juke,
hurdle, accelerate, dive, and jump
for catches or interceptions. How-

February 1995

ever, the game-play visuals get an |
off-sides penalty for the typically |
dizzying screen flip on intercep-
tion returns.

Simulation is a nifty mode
that should thrill hardcore fans,
even as it puts on the big-time
pressure. You play as quarterback
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Future Shock: Simulation creates
some outrageous matchups like the
Carolina Cougars (heh) versus the
Jacksonville Jaguars (heh, heh) in
the 2010 Super Bowl XLIV (ha, ha).

PROTIP: To beat the Quarterback
Challenge, you must master Accuracy
and Read & Recognition. Concentrate
your practice time on those two skills.

in 30 tight game-breaking situa-
tions: 26 are from real NFL
games spanning 1957 to 1993,
and four are pure fiction.

Quarterback Scores

With training camp-style drills,
preseason games, fantasy
matchups, and regular-season
action, this solid cart should satisfy
any armchair quarterback. Join the
Quarterback Club. [

NFL Quarterback Club By Acclaim

Sound Control  FunFaglor  Challenge

Intarmedeale

Graphics

Price not available Mulliple views
24 megs Battery save
Available now ESHB rating: Not
Foothall Yel Rated

5 players




Breft Hull
Hochey 95

By Bacon

Unveiling a Zamboni full of
strong new features, Brett Hull
Hockey gives hockey fans a fun
way to ring in the new year.
Heavy-hitting action and a sharp
perspective position Hull 95 near
the top of the hockey ranks. How-
ever, muddy game play prevents
it from surpassing top carts like
EA Sports’ NHL Hockey "95.

On the Ice

One of Hull’s best features comes
even before you hit the ice: By
coaching your team, you can tune
attributes like shooting and
aggression to suit each match.

super

PROTIP: Crank a powerful slap
shot off the goalie, then pick up the
bounce for an easy score,

Players then choose from 28
teams and skate toward the net in
regular, season, shootout, or play-
off two-player matches.

Hull provides real player
names, jersey colors, and city
names, but team names fell out of
the mix. Beyond the usual fea-
tures, players have one-timers,
fake shots, drop passes, and three
checks at their fingertips — a
strong lineup. The standard array
of stats and options rounds out the
experience.

That’s Gotta Hurt!

Novice hockey jockeys definitely
need to strap on their pads before
venturing onto this ice. Hull
emphasizes checking and scoring,
skimping on hockey’s strategic
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High-Scorin’ Brett Hull
Slams into Second

PROTIP: Your defense should
revolve around body checks. But if
vou don’t nail your man, use the
poke check to jab for the puck with
your stick.

side in favor of pure action, which
makes it perfect for beginners.
The A.L is, shall we say, less than
bright, so you can have a blast
thrashing computer opponents,
especially since the firm controls
enable you to skate and score
effectively.

Hull’s standout behind-the-
goal view is back, zooming up
and down the ice to follow the
action. The graphics almost do 1t
justice, but murky sprites and
backgrounds create problems,
especially when the sprites melt

| PROTIP: Wheel around in a circle to

dodge checks, and you'll often
emerge unscathed.

into a shapeless mess at the far
end of the rink. But expressive,
realistic animations and entertain-
ing Jumbotron cartoons keep the
puck moving.

He Scores!

Stirring FIFA Soccer-like crowd
roars and toe-tapping tunes are
blended with muffled sound
effects, yielding a roller-coaster
audio ride. Announcer Al
Michaels calls the game, keeping
the action taut with an impressive
variety of phrases.

GAMEPRD -
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PROTIP: Before a game and at the
end of each period, tune your team’s
attributes with the coaching feature
to match game conditions.

PROTIP; Circle behind the net and
pass to the center for a promising
one-timer.,

NHL Hockey '95 might get
better grades in school, but if it
caught up with Brett Hull in a
dark alley, it would get whupped!
Hull’s brutal checks and high
scores make for a fun, less strate-
gic style of game play that action
fiends will prefer. [d
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PROTIP: Pass frequently to create
breakaways, but make sure you have
a clear lane, or it’ll get intercepted.

e e e B T T T -}

PROTIP: Scoring is easier when
your opponent’s net is at the bottom
of the screen (you have a clearer view
of the goal), so push hard on offense
in those periods.

Bret Hull Hockey 95 By Accolade

Graphicc  Sound

Behing-the-goal
16 megs view
Available now Passwords
Hockey ESRB rating: Kids
2 players to Adults




On Genesis!

Newman Haas T,
dy Car Feahuing -~ (anoieje
Nigel Mansell ~ VeWBWE

By Ben D. Rules

If you like loud, fast racing, jump
into one of the Newman Haas rac-
ing team’s Indy cars and hit the
track! This cart offers some of the
best 16-bit racing of the season.

| Time Trials

Variety makes this game a winner,
You have two basic ways to play
— Arcade mode, which is a non-

| strategic, nonstop race, and Simu-
 lation mode, where you must
tweak your car’s specs and effi-
ciently time your pit stops. Veter-
an racers will prefer the more

Vo 12

PROTIP: Don’t plan on cutting
across too many corners, because
obstacles line most of the tracks.

sophisticated and thoughtful
Simulation, which makes you
attend to subtleties like the size of
each individual tire.

The game rockets along with
quick cars on 15 international
tracks. The two-player split-
screen racing is particularly
intense, and the one-player split
option is a good way to learn
from pro Mario Andretti, who
races on the bottom half of the
screen, With the sharp controls,
the cars respond immediately to
your lightest touch.

Final Lap

The graphics slow you down a
bit. First off, you get only a cock-
pit view. Granted, it’s a good
view, but similar games give you
- multiple views to choose from.

Mansell Wins Again

00 Do
00° oo

PROTIP: Follow skid marks to get a
good racing line.

The cars are big but blocky, with
no cool details like flying sparks
or spinouts. Intro footage that
would create a realistic racing
atmosphere is also missing.

The sounds rock. The
music’s generic pop, but the
engines rumble, roar, and whine
with real power.

Whether you want to put
your pedal to the metal or put your
thinkin” helmet on, Newman Haas
delivers. Start your engines! [

BROOKLYN

FTIIE HEL W

PROTIP: Vary the sizes of the inside
and outside tires when vou’re racing
on oval tracks.

Newman Haas Indy Car
Featuring Nigel Mansell By Acclaim

Graphics  Sound Control ~ FunFacior  Challenge

@i v

Intermediate

$49.95 First-person view
Available now Forward scrolling
Auto racing Passwords
2 players ESRB rating: Not
15 tracks Yet Rated
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Mansell Takes Second
On Super NES

Newman Haas |
Indy Car Feafuring Sllpel
Nigel Mansel MES

By Ben D. Rules

Nigel Mansell was a big winner in
last year’s 16-bit racing competi-
tion. Unfortunately, the sopho-
more jinx must’ve caught up with
the star driver.

Green Flag
Like the Genesis game, Newman
Haas SNES offers a good variety
of racing options. Compete in

Arcade mode for hard-chargin’,

=
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PROTIP: As you pass another car,
slide in front to block them.
limited-strategy fun or get some
Simulation stimulation, which has
all the car-customizing features
and pit strategies that pros crave.

You also get the same Gene-
sis choices of 15 tracks, competi-
tive two-player split-screen racing,
and one-player split-screen racing
against Mario Andretti. Your con-
trol over the game complements
your control over your car, which
turns sharply and weaves nicely
through tight spots.

Checkered Flag

Unfortunately, a few factors slow
this game in comparison with the

PROTIP: Draft a car ahead of you
by racing in its wake, then shoot past
it on a straightaway,
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Genesis’s rapid pace. The graph-
ics aren’t as impressive here: The
maps and gauges are now outside
the cockpit, lessening the first-
person intensity. Some details —
like sparks when you graze the
wall — are better, but the tracks

LEFE nanm
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PROTIP: Give your car softer,
ground-hugging tires for twisty road
tracks hike Surfer’s Paradise, Elkhart
Lake, and Laguna Seca.

seem narrower and less interesting
than they were on the Genesis.
And there’s still not enough visual
sense of the racing world to make
the competition truly dramatic.

The sounds are also less
striking than they are on the Gene-
sis. The engine roar is more like a
straining whine here; it isn't nearly |
as effective. The Genesis voice is |
also mussing from the SNES.

If you have to race every
available game, there’s decent fun
here. But this game isn’t as suc-
cessful as Mansell has been in
real life. Overall, it finishes back
in the pack. [

Newman Haas Indy Car
Featuring Nigel Mansell By Acclaim

Contral  FunFaclor Challenge

INT.

Inbermediale

Graphics  Sound

algse

$59.95

First-person view
Available now Forward scrolling
Auto racing Passwords
2 players ESRB rating: Not
15 tracks Yet Rated
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Speed World
Races Strong

ESPN Speed World BEEESIS

By Ben D. Rules

If you liked the fine SNES ver-
sion of this game (see ProReview,
GamePro, December 1994),
you’ll get good mileage out of the
Genesis cart, It’s virtually identi-
cal, which means these tracks are
filled with strong racing.

Speedy World

As with the SNES version, the
cart provides a lot of good options.
You choose from 15 rural tracks
(a mix of ovals and road courses),
and you customize your stock car
in 20 ways (everything from the
color to the tires). This

— e —— l‘:
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SPEEDWORLD

PROTIP: On steeply banked tracks
like the ovals in Florida or Alabama,
lower the spoiler’s angle to generate
higher speeds.

game’s for thinking drivers;
matching your car’s specs to the
right track in order to beat the
hard-chargin’ competition 1s a
true challenge.

Efficient controls enable you
to effectively weave through traf-
fic. Your car really responds to
changes you make, and 1t never
goes so fast that you're always
flying off the track, a problem that
plagues other racing games.

Racin’ Effects

The graphics are about equivalent
with the SNES edition: large cars,
spinouts, and colorful back-
grounds with moving clouds and
jets. The cars aren’t as sharply
defined as the SNES’s, and the
game still needs visual details like
flying sparks from collisions. But
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the race is definitely involving,
especially in the two-player split-
screen game.

The sounds are about as
strong as they were on the SNES.
The maring engines and screech-

PROTIP: You'll go much slower on
a twisty road course like Washing-
ton’s than vou do on an oval track,
so select soft tires that’ll handle all
the turns.

ing tires accurately convey the
world of speed.

Any racer can get into this
game. The sophisticated options
will entice veteran drivers, and the
hard-chargin’ action will attract
novice speed demons. Climb in
and peel out! [

CRLIFORNIA=—//=

PROTIP: Because all races have a
flying start, position your car into a
clear passing lane so you can take off
when the green flag comes down.

ESPN 3p-d World By Sony Imagesoft
Gr: I;||'|L'-'. Sound Control  FunFactor Challenge
-.:_-."' r : L]
3.5 4.0 4.0 Adijustahle
15 tracks
1& mag: Behind-the-car-view
Available now Forward scrolling
Auto racing ESRB rating: Not
2 players Yet Rated

Rugby World
Cup 95

By Greasy Gus

benesis

What sport gives you the continu-
ous play of soccer and the bone-
crunching tackling of football?
Rugby! This cart brings the same
level of intensity to the game that
EA Sports’ Madden and FIFA
brought to football and soccer.

Scrum Chums

Some knowledge of rugby is
essential to fully enjoy this cart.
The realistic game {Jld}", graphics,

PROTIP: Rotate your scrum so your
scrum-half can easily access the ball.

and sounds are reminiscent of
FIFA Soccer (the same develop-
ment team worked on both). With
a total of 30 teams (16 of which
are the "95 World Cup qualifiers),
you have the option of toughing it
out in an exhibition match, league
season, and two types of World
Cup tournaments.

Stuck in a Ruck

Even if you understand how
rugby’s played, it’s still not easy
to score because the play controls
get in the way. It’s difficult to get
the ball out to the backs and exe-
cute the quick passing needed to

PROTIP: When backed into your
end of the pitch, boot the ball!
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No Pads or Helmets,
But Good Rugby Fun

score, so most of the action takes
place with the forwards. Your
backs are all never fully displayed
on-screen, so unless you really
know the game well, it’s difficult
to tell if you have teammates oft-
screen waiting to support you.
Quirky penalties like knock-
ons are hard to reproduce in a
video game, but theyre present
here, and this game manages to

PROTIP;: Pass the ball quickly
through vour line of backs and use
speed bursts to gain ground and
break away.

capture the overall feel of the
sport. Detailed graphics and
above-average sounds intensify
the action.

While it may be too frustrat-
ing for the mainstream gamer,
Rugby '95’s sure to meet the
expectations of any true rugger.
All that’s missing are those
famous postgame pub songs! [1

Rugby World Cup *95 By EA Sports

Sound Control  FunFactor Challenge

FElElel

3.5 Imbermediale

Graphics

$59.95 Yy-overhead view
16 megs Passwords
Available now ESRB rating: Kids
Rugby to Adults

4 players




Chavez II Pulls Upset

Super
NES

Mexico’s most popular sports hero
gets his second boxing game. With
added realism and better game
play, this cart significantly im-
proves over its weak predecessor.

Chavez Il

By Ben D. Rules

Champ or Chump?

Chavez II has much in common
with last year’s version. As
before, playing this game teaches
you some Espariol, because all the
| set-up screens are bilingual. You
choose from nine fictional fight-
ers (down from 24), or you can
create your own customized com-
batant. You can fight exhibitions

When creating a new boxer, evenly
allocate power (“poder”), stamina
(“‘aguante™), and chin toughness
(**barba”) until you learn your
boxer’s strengths.

as any boxer (including Chavez),
or work your way up through the
Career option toward the power-
tul champ (Chavez, of course).
You again fight from a third-per-
son view, and the nearest boxer
has his back to you.

The controls have been
strengthened for this edition. Not
only can you preset the strength
of your individual punches (with
illustrations of their effective-
ness), they've all been speeded up
a bit. Your seven regular punches

PROTIP: Try to back your oppo-
nent up against the ropes.

and three Super Punches fire
more quickly, but your boxers
still lumber mechanically around
the ring.

Fightin’ Fury

The biggest change in this game
lies in the graphics. The boxers
are no longer big, soft cartoons;
more realism and detail has been

PROTIP: Retreat if vou're in danger
of being knocked out, and your sta-
mina will build back up...as will vour
opponent’s.
drawn in. They’re also bloodier:
This game adds a mild portion of
gore that was missing from
Chavez I. The sound effects aren’t
much different, and a Spanish-
speaking announcer supplements
all the typical grunts and thumps.
While Super Punch-Out gets
the attention this season, other
SNES boxing games, including
this one, are decent. It’s no
champ, but it’s not a bloated
tomato can, either, [J

Chavez Il By American Softworks

Graphics  Sound Conlral  FunFaclr Challenge

NT

35 ia Infermediale

$59.99

Slde view

8 megs Passwords
Available now ESRB rating: Not
Boxing Yet Rated

2 players

GAMEPRD -

Madden’s Surprising
Win on Game Boy!

Madden %5 piimalle ll
ByBenD.Rules & ©

Who thought we’d see the awe-
some Madden NFL games as a
4-meg handheld? T*HQ and EA
Sports have done it, giving you
fun football to go.

Madden to the Max
The statistics are the best part of
this game. Unbelievably, you get

PROTIP: A 4-3 or 3-4 defense is
pretty safe when you're not sure if
the offense will run or pass.

Game Boy, including all the cur-
rent pro teams, Madden teams,
all-time franchise teams, and great
teams of the past. Nine ratings
enable you to compare them to
one another. Ever wondered how
the '66 Packers would fare
against today’s Cowboys? You
can settle a lot of arguments with
this game.

The game play is surprising-
ly good. You compete in exhibi-

PROTIP: The '66 Packers had only
“good” linebackers? While you may
not always agree with the ratings,
frequently refer to the Team
Matchups screen to see how Madden
compares the teams,

tions, seasons, and playoffs, draw-
ing on up to 200 plays (including
play flipping) and utilizing all the
football strategy you can muster.
The only drawback is the lack

February 1985

of a two-player head-to-head
mode, which removes a great
game-play option.

Micro Madden

S0 your biggest fear concerns tiny
sprites, right? Well, they are
indeed tiny and anonymous. The
color of a Super Game Boy defi-
game offers

PROTIP: On offense, roll out your
QB to give the receivers more time to
get downfield.

celebratory animations, but
there’s no getting around the
squint factor.

As for big John himself, he’s
lost his voice, depriving you of all
those wild 16-bit Maddenisms.
Average sound effects? Well,
what do you expect from the
Game Boy?

While football on handhelds
will probably never take off, this
one’s still a worthy effort. It has
strategy, teams, playability: Hey,
who knew? [

Graphics  Sound Control

FunFactor  Challenpe

40 Istermediate

1 player
4 megs Passwords
Available now ESRB rating: Kids
Football o Adults

Vertical scrolling
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Phantasy Star R
End® of the Millenniom . -/

By Peteroo . . | Phantasy Phixes <. :
Look all you want, but don't And that’ just for starters.  Get the impression thatthe
touch. That's what most role-  This feature is delightful. Even  Phantasy Star saga could use a
playing video game backdrops  if many of'these touches'are in  "little shot in the arm? Well, jt
are like: Handsome cardboard  the name of local color (some - got one, and the fourth episode
cutouts that offer little more.  are directly tied into the game),  offers some nice touches. {

than a facade for the charac- - - they help an otherwise ordi- e ;{-f_i-:wq_wﬂm_?_-:_igfgm:l
ters to stand in front of.- =~ nary-Phantasy Star episode S Tt LTl Lt Tl T
It here that Phantasy Star: come to.life. - |

The End of the Millennium

makes its real breakthrough. Its  Phamiliar Phantasy % :

the first console-specific RPG to This fourth entry in the tnng sl & S o
hnng its famasy wm]cg t0 hfe running RPC series isntall = & T Tl

that different from the games
that preceded it. In a way,

that’s good,

because you

know the §
background i-".;'

and the local =
start (remem-

y : ber Trimate,
This Game is Gear Telepipe, and

So, for instance, if your party Escapipe?).
(up to five members) visitsan .~ - Phantasy

inn and checks out the cabi- sty phanatics |  PROTIP: Don't be too proud to run from Story sequences punctuate the plot.
~ nets on t}'!e rear walls, _thEV should jump combat when your're plainly overmatched.
“» find bed linen or cleaning sup-  gn this game, | Sometimes that’s what needed to kick the
. plies. If you go into a house, but you could | story along. Then again, certain creatures
you can inspect the shelves definitely | (like the Ripper) will be harder to escape.

and T‘lnd a range of books. make a case

| vistt t?; k];hfhnei':gtgitf that the rou-- - 3 The story sequences that more deftly with macros, Which _
commentary \te.0F- - " tine% getting old. Once again, appear at important junctures enable you to define eight sets

the fﬂﬂ]if‘ﬁ housekeeping. At you're in a troubled land " _nicely punctuate the plot. The of the commands for the full
one point, you even stumble  (Motavia) that's overrunby " cions offered by the Hunters ~ Party and choose among them
across a Game Gear! _+ monsters (whoallhappento ¢ ild make an ordinarily linear @t the press of a button. The
' e th“ !?ﬁifﬂ:;e";ﬂ, . game much less so. Talk option brings youup to '
Graphics Sound  Comial  FunFaclor Challenge arounc wi Cills ydu The controls offer a few date on your immediate mis-

nudged from town to town by ;.\ yracsive features. The inces-  Sion in surprising detail.

the story, and you face anew ¢ ¢ combat can be handled
villain (Zio) with an old philos- 2 g

la@EE -

Beginner

$99.00 3-overhead view ophy (destroy everything). =
24 meqgs Multiscrolling : £
Available February Save feature ;
RPG ESRB rating: Not

1 player Yet Rated
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I21Me’ 11 have o go to 7ie’ s Forl.
dust what #e all wanted to da!

- Also, it’s pleasant that the
featur’efpiayﬁr in the first

_ stageof the game is a woman
Ta hunter named Alys), but its
" .not so p!easant that she gets
killed off early
‘on and the many
male characters

i cal attnbutes

| (At one point, a
" | character even’
starts reading

PROTIP: If you lose track of what you need
to do next, use the Talk option to refresh

your memory.

ments.)

The shop.
menus still dnn‘t
permit one-stop
purchases of
multiple items.

Still, a few areas could stand
to be improved. The transla-
tion from the original Japanese
is very lively and western in

tone. But the story continuity

falls down a bit.in places usu- "+t

~ ally during the linking seg-
e T A&Er mﬂ\flng from one

L 'hard aed to understand -
what }Uﬁt happened .

i
[ p
B0
- T

That is, if ‘fﬂﬂ
want Zﬁ Munumat% you're:
going to have to trudge -
through the menus 20 tlmes

respond bﬂﬂ%ﬂﬁ- .
ily to.her ﬂhVSl_‘ |

off her measure-

As |t :!:; thﬁ menus mvulve g |

u:me more buttnn press thang«-~

. ‘they really should.
And the intro - just stath,

graphics with scrolling text =

is downright pedestrian. Phan-

tasy Star IV is the latest.install-

ment in the mother of all
Genesis RPGs, yet it never
gives you the sense that

‘*1 _you're about to embark on-

"~ sormething special.
Ah, but you ate! In the end,

fie:

keep ynurmf.’h%nght ™ el
you explore aver:ytl'nng and
_everywhere long after the rest
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. tus in Japan in part because of

4 SEGA
game is strictly linear. If you
have the patience for proce-
dural game play, however,
solving theSnatcher enigma
will burn more than a few
brain cells, - -

As with any role- plawng
game, you gather most of your
info and clues by interrogating

 In Snatcher’s.cyberpunk future,
the polluted.environment of
Neo Kobe city is just barely
tolerable for humans, but it’s
an excellent habitat for
Snatchers - cybernetic dlien
invaders dressed in human-
skin suits. In this smart-look=
ing, lengthy, interactive |

PROTIP: Read Jordan’s ID

" files closely. Pay particular
attention to Kalrina,

Napoleon, and Jean.

mwasa'gnmﬂm
Terminate true Snatchers.

. other characters. The easy-

. to-use interface flashes an
oh-screen command menu
with choices like Look, Move,
and Investigate, and you
select the appropriate action.

graphic adventure you're*

faced with determining who's

a Snatcher and who isn't
Snatcher.SegaCDisan

English-language port of I(cma-'- ;

mi’s PC Engine CD, which .

achieved a degree of cult sta-

- shoot first and ask questions
- later. The combat system’s"
mmphsﬂc consisting of a con-.
trollable on-screen crosshair.

| its gore factor. But there’s
> 99 Enemies come at vuu esther

more to the guts of this game | |
than just, err...guts! 3 -

Straight Solutions .
Snatcher presents acom-
. pelling quest, but'even though
‘you can travel to a multitude
:'-nf Iucatmns in:Neo Kobe, the'-

Snatcher By Hmami

Price not available Firsl-person view
(M1 Multiscrolling
Available now Save feature
Graphic adventure ESRB rating: Mature
1 player
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Sometimes in Snatcher, you ?

PROTIP.The toughest Junker
blaster shols requiire diagonaf
control-pad taps. Learn 1o jugge

.the positions of Insectors from
a distance.

individually or'in gangs, but
they always appear at one of
the eight directional pad
points. The sharpshooting’s a
relieving if simplistic break
from the involved RPG action.

Gruesome Graphics
The controls are very simple, .
" and the'.game play’s basic, but
the cyberpunk storys great.
The superb but mostly static
visuals presenta tantalizing
mix of Japanese anime-style

graphics that draws you deeper -

and deeper into the story.
But you'd better have
intestinal fortitude
- your search
includes .
decapitated
bodies, dog
guts, and
maggot-
ridden
COrpses.

Snaicher Graphics Are Graphic

s February 1885

PROTIP: Use Look often

{0 examine and reexam-

ine everything possiple. &
With the Investigate, :
Move, and Use com-

mands, Look aliects

what yoiLcan do.

PROTIE: Snatchers heads are vii
nerable.

Since Snatcher’s a CD, the
sounds are solid if uninspiring.
The voices are crystal clear,
and many clues are audio. The
music, however, Is too conser-
vative and old-fashioned for a
cyberpunk adventure,

Snatcher in-the Wry

Snatcher’s a cool science-
fiction CD saga that rewards-
patience, persistence, and
plodding. If you've got a yen to
be a Japanese cyberpunk robot
hunter, snatch up Snatcher. [
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NOW that you've mastered games like Breath of Fire™ and Brain
Lord™ we think you're ready for a role-playing game where the

Headless warriors are

sun doesn't shine and the monsters grow big, really big! e ¢

- In Brandish, you stand accused of murder, being pursued by a e
fearless bounty hunter looking to collect the reward. About to be

- captured, you fall into a deep underworld maze filled with dan- out to ruin your®ay -

gerous traps and deadly monsters including: giant crabs, headless “ﬂﬁ

fist-pounding warriors and fire-spitting gargoyles. With the
bounty hunter still hot on your trail, you must navigate your way
out of the mazes and back to the surface ASAP. Our only advice:
stay alert, well armed and always moving upwards!

NAVIGATE YOUR WAY THROUGH FIVE
TREACHEROUS LEVELS AS YOU FIGHT TO

RETURN TO THE SURFACE Narrow corridors &
rolling boulders are a
DEFEND YOURSELF AGAINST 55 DIFFERENT deadly combo

MONSTERS FROM THE UNDERWORLD

KEEP A LOOKOUT FOR TRAPS THAT WILL
SEND YOU BACK LEVELS OR TIME WARP YOU
TO A NEW LOCATION

SEEK OUT MORE THAN 50 DIFFERENT
ITEMS THAT WILL HELP YOU IN YOUR QUEST

VisiT THE MAGIc, WEAPONS & ITEM

SHOPS FOR USEFUL MERCHANDISE & ADVICE hnsomc:e mﬁe;:wir;iaF :
: characters give helpfu
SAVE UPTO TWO GAMES AT ANYONETIME! gdwice for a price
=

Sewe KOEI Corporation, 1_3 50 Bavshore Highway; Suite 540 PC
RN  IRED RRITTRINN Burlingame, CA 94010 e
‘“,ﬁwﬁﬁ”" Brandish is a trademark of KOE! Corporation. Nir imtendo Entertainmart System, Compatible
o : and the offcial seaks arerademark *-rn'Er.wﬂ. erica
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A Libretto for
South Figaro

This place is a sort of Secret

Area Central - all of the secret
areas are focused on the large
house in the town’s northwest:
ern corner.

Secret Area #1

r—

A secret passage is hidden
behind the bookcase in the
west wall of the left-hand room
upstairs. At the bottom of the
stairs, bear east and clear out
the three chests in the big
room at the end of the hall.

To find this one, don't turn

.down that east-west corridok. -
Just walk straight south into

the wall, then east. You'll find
yourself in a little dungeon
with the Hyper Wrist and Run-
ning Shoes relics.

A major-league tunnel runs
diagonally from the storage
room at the rear of the house
to the cellar of the cider-drink- .
ing man’s house in the south
central part of town, If you

find it before the imperial
occupation, it's only a one-way
passage. If Locke finds it dur-
ing his escape later on, he can
use it in the other direction,

- but that'll take a little work, -
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Ct}tu the ltem Shup and talk
to the merchant. In the fight
that follows, use Steal to take
~ his clothes. Now you can

o descend into the basement of

the cider-drinking man’s house

- and gain access to the rest of

South Figaro. In the cellar of

; .+ the Cafe, talk to the cider-

delivery man and steal his
clothes. Deliver the cider, and
the old man will talk about the
tunnel. Go back to the cellar -
the password is “Courage” -
and-enter it. Now you can
enter the big house and use
the passage ih Secret Area #1
above to find.Celes.

Once Locke saves Celes, there's

no turning back. You must find |

a new way out, and the clock

~ key you take from the sleep-

ing quard holds the answer. In
the big room at the hall’s end,
use the kev on the clock that
isn't running, and a door will

.

g

appﬁar in the northern wall. It
“takes you into a small maze

thax leads out of tnwn.

Smomraa#hm

This maze has a hidden lower
level that has a hidden trea-
sure. You can reach the stairs
to the level.by heading east
and then south, and while still
in the dark area between the
walls, west and south again.

Fermiond "Hikhas'

Two chests are visible here,

but the real prize is the Ribbon
relic. Its in the northeastern
section of the room in a chest
hidden by the southern wall.

Sold!

e 1 Bioviee LM P 30

The Auction H:}use will proba-
bly have wrapped up business
for the day by the time you
reach Jidoor. But it's an inter-
esting place, and it always
pays to stop by when you're in
town to see what’s on the
block. Among other items,
you eventually find the Colem
and Zoneseek Magicite shards.
Don't worry if you can't .
afford an item. 1t'll be there
when you come back. And
even if an item doesn't interest
you, others may pop up, so

~ leave

and come
back until the
items start
repeating.
Finally, beware:
The fractional piece
of an Airship and
the Imp Robot
sound neat, hut
they're red herrings,
and you'll never be
able to buy them.

No Time!

0

The clock puzzle in Zozo is
pretty much a matter of trial
and error, but it becomes much
simpler when you learn that
everybody in town is lying.
Write down everything they tell
you but use your notes just to
rule out wrong answers.

The answer is 6 hours, 10
minutes and 50 seconds. This
solution opens up a stairway
to the east. At the top, you'll
find the Chain Saw in a chest.

Chain Saw
Massacre

|
SN F =20
AXNT-AARS |
Af B - 281 5
AZEA 1-m-

1.0
TN

EDna H

Eﬁl‘l:

Edgar can use thus mfty Tool to
produce devastating (and even
humorous) results with many
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monsters.
It's one of a very
few reliable ways
to take down the rich,
elusive Cactrot later in
the game. You won't find a
better Tool until you'obtain
the Air Anchor, which turns up
toward the end of the game.

Air Freight

The Alrships the nnly way t-::}
travel. It enables you to go
anywhere you want, when you
want. It also wouldn’t be a bad
idea to take the occasional
excursion around the FF [li
world and pick up on any-
thing you might have missed.
For instance...

Colosseum

Check uut the man whn iwes

alone on‘a peninsula that ¥
begins east of Kohlingen. He's
a kook, but he's going to play

121



an influential role in the game,
and you can score a free Hero
Ring relic.

Revisit Albrook, and you'll
hear a report of a man ped-
dling glowing stones. Smells
like a Magicite shard!

Tzen

Check out the woods in the
northeastern part of Tzen, and
you can buy the Sraphim
shard at a stiff price. If you
wait until the second half of
the game, you can get it for
next to nothing.

" Olafson |
: or of the Offici ‘5
antasy |l s (rategy Guide

which js published by Info-

| t_afnment World Books.

P

And did you ever visit
Thamasa? (‘Thamawho?") It’s
on an island off the east coast
of the northern continent.

You can’t accomplish anything
here until Gestahl sendsyou,
but you can drop in and visit
any time after you find the Air-
ship. Let’ just say its not very
hospitable. (Wait until you see
the room rates!)

TR R

!-...1'-

When you finally have a
chance to explore Narshe,

don’t pass up the storage
building on the eastern slope.
It's rich in Relics.

7th Chest

Don't agonize over the locked
seventh chest. A famous pick-
pocket will unlock it for

you. Follow him ™
through the

mine, and when
you have a choice
of getting the
contents (the
Gold Hairpin relic) .

Lol
o %8
. .

or saving his / “é,- -

hostage (a G h
Moogle named =
Mog), save Mog. oy g

M smTam

¥
s b g TG
A1 2140
L Fronr. |
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e e 40.
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Why? Well, you'll find at least
two hairpins in the game. But
if you pass.up Mog now, you
won't be able to recruit him
until well into the second half
of the game.

Feed Well

Before you sit down for the
big feed with Gestahl, you
have to recruit as many
guards as possible. Be fast and
efficient, and you should be
able to get to 24. If so, you'll
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get the royal treatment when
you leave the palace: Gestahl’s
promise to withdraw from
South Figaro and Doma Castle,
the Tintinabar and Charm Ban-
gle Relics, and access to the
treasure room in the Imperial
Base to the east. (Your behav-
ior during dinner may play
into this reward as well, so be
thorough, honest, and direct.)

NG /?*’r"-‘.;:«,, ;
. A
- A~

Waiting on

\\ A Friena

;! The Floating Conti-
,) nent is a very tough

fight, butlike most
=7 FF Il mazes, its

straightforward until

it comes to actually finding
Cestahl and Kefka. At the dead
end that's west of the spot
where you can return to the
Airship, head north. The wall
will open.

Once the scene with the
emperor and Kefka has played
out and you've made your
escape, don't simply jump
back on the Airship. Wait for
Shadow. He'll turn up at the
last moment.

We can't stress this
enough. You'll want the ninja
in the second half of the game
— not just for his fighting
skills, but because his pres-
ence can reveal one of FF lil’s
best-kept secrets.

But that's another story....

L

“one we'll tell next issue. [
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Rip into the realarcade action that 32 megs of high-speed, 32 bit
processing can deliver! Trade-up to faster game play, realistic character
animation, state-of-the-art graphics and the bone-crunching music and
sound f/x of the arcade smash—from “Finish Him" to “Flawless Victory.”
You might have played it before but... Nothing, NOTHING can prepare you
for MKII on 32X!
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SHADOW KICK!
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¥ Hudson'’s prehistoric
home boy, Bonk, is back for
more revenge on his long-
time adversary, King Drool.
The result is a highly enter-
taining Super Game Boy game
that, while familiar to Bonk
fans, comes up short.
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ure, if you piaym the ungmal,,
- arcade version of Space

~  Invaders, you're a video gama’*
& sl Howwerr‘*the game’s

sk M My M

r"'l""l"‘l"‘l"'ﬁ"‘l ;
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Evemhing,f | 'the art ‘the anxious mnﬁd
and score as transkaies q;ﬁt@waﬂ Nmtendn saerenes
ani( pomfs yuu can. Wiﬁ'n has added @m nice effects, Ses s satatsvenes

tﬁn rmnd ;he cuntmis are.

PROTIP: Invesﬂyafe eve.']r open
corridor by making Bonk chomp
along floors, walls, and ceilings.

5 PR

UFi‘J crursea acmss thae scl‘een
*’7‘ aﬂt}th& Super Game Boy | hur*
. derﬁ and color variatluns

mmmm
bk, Too? i C Carnival

As usual, Hudson provides
nice variations on the game
play and control mechanics.

vaders |5“tha§t had its dawr
1 the late 7}35%‘33-:!( then, W
/as innovative. Now its repet-
iﬁve nature might turn off
mee gamers*ﬁthuugh the
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PHDTTP Using the Stealth Bnnk
you can pick the locks of the
secured doors scattered
throughout the rounds.

Bonk has a powerful head
spin, latches onto walls with
his teeth, and has a heavy car-
nivorous appetite.

His meat eating gains him
super strengths - this version
gives Bonk three selectable

Graphics  Sound Control  FunFacir Challenge

45 4.0  Adjusiable

$29.95 Side vi ; :

4 megs D:r:n":::d scrolling 1 personas, each with a different
Available now ESRB rating: Not : . 1 .

Shoatar el s | special ablllty. Cnntrulhpg Bonk

given time to learn his moves.

Bonk’s graphics and sound
harken back to earlier species.

The simple graphics are car-
toony but effective. The musi-

cal accompaniment changes
with each round, but it’s repet-
itive anyway. Sound effects
don't grace every event, as in
earlier versions, but what's
there is sufficient.

1::::?:-'?,&#:;;.:!;;.:1’4

Lo :

PROTIP: This boss is easily dis-
patched by drawing him to the
top of the screen, then getting
under him and repeatedly jump-
ing into his belly.

it’s Lava-ly

Like any Bonk game before it,
Bonk’s Revenge is fun, with
bonus rooms, lots of twisty
paths to the goal, and plenty
of loopy-looking enemies. The
trouble here is that the game’s
too short. There's some replay
value if you strive to find
every secret location, but
there’s not much more than
an afternoon or two of chal-
lenge. This Bonk won't keep
you in the cave too long. &

Bonk’s Revenge By Hudson Soft
Graphics  So ||n|]. Control  FunFachor ihdIIFﬂuE
:' 1.5 Beginner
5 rounds
12 FIIE[IE Side view
Available now Multiscrolling
Aclion/adventure ESRB rating: Not
1 player Yet Rated




Final Fantasy W Players Guide
By Peter Olafson

*Discover battle strategies and fighting
tips!

Ofticial Players Guide
By Ronald Wartow

*[.oaded with detailed maps and
secret codes!

*Tons of in-depth character descriptions!

*Jam-packed with navigation tips $12.95 Code: BK-317 SNES

and survival essentials!

$9.95 Code: BK-318 SNES ; G
Svper Return of the Jedi: Official

Players Guide
By Corey Sandler & Tim Rooney

*Advance to higher levels with hot tips
and expert strategies!

*Learn how to play as Luke, Han Solo,
Chewbacca, or Princess Leial

$12.95 Code: BK-328 SNES

Mortal Kombat N: Official Players

Guide
By Matt Taylor, Jim Fink, and Graham Wolfe

*(Get exclusive secret cheat codes!

*Packed full of killer kombos, super strate-
gies, and countermoves!

$12.95 SNES, Genesis, Game Gear, and Game Boy
Code: MKII

Svper NES PPower Players Guide
By Corey Sandler & LeeAnne McDermott

*Get game winning tips, strategies, and

secret codes for Mighty Morphin’ Power
Rangers, Clay Fighter: Tournament Edition,
Earthworm Jim, Mortal Kombat II, and
more!

Brain Lord: Official Players Guide
By Tim Rooney

*Get 'character sketches, weapons charts,
and in-depth maps!

*To master the game, you gotta have this
guide!

$9.95 Code: BK-305 SNES

*Includes massive coverage of Donkey
Kong Country!

$12.95 Code: BK-320

Super Street Fighter Ik Official Si'rai‘egy Guide
By: Matt Taylor & Graha.m Wolfe

* Learn killer 10-hit combos and cheap
moves!

Genesis [Power [Players Guide
By Corey Sandler & LeeAnne McDermott

*New from the editors of GamePro!

*(Genesis fanatics, this is the book for you!
Hot tips for Sonic & Knuckles, Contra: Hard
Corps, Jurassic Park Rampage Edition,

NBA Jam, Virtua Racing, and more!

$12.95 Code: BK-321

Pr@duebs OTder F@rm

*Hey — you've seen the rest, now read
the best!

$12.95 SNES and Genesis Code: SSFII

® Complete the Order Form

® Add shipping and handling (see chart) -
® Add sales tax, residents of CA, IL, and NJ only (GA 8.25%, IL = 6.25%,

To Order:
Fill out product order form and mail to: NJ = 6%)

GAMEPRO Oty. Code Description Unit Price  Total

P.O. Box “p” |

San Mateo, CA 94403
\J Check/Money Order [JVISA [JMaster Charge UNEPENRY NGy &
Credit card No. Expiration: i PIREDAEE
Signature:
Name: =
Address: . Subtotal

Phone: ( ) Sales Tax (CA=8.25%,
City: IL=6.25%, NJ=6%)
State: Zip Code: e e (see chart)
us. Canada Outside the U.S.
$4.00 each $6.50 each $9.95 each Grand Total

Please allow 2-3 weeks for delivery. $2.00 each additional $2.00 each additional $3.00 each additional (U.S. dollars only)
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ly ] Jammm to the Game Buyl
This respectable translation of
the coin-op slammer is every-
thing you'd expect in a GB ver-
sion =no more, no less.

The Gang’s All
Here - Almost

Obviously the GB is far too
limited a system to capture
more than a fraction of what
made NBA Jam an arcade
smash, but at least it has that

PROTIP: When you're in the
paint, hold down Turbo, Shoot,
and Toward on the controlier fo
pull a Super Jam.

fraction. The two-on-two for-
mat is the same, and you can
pick from all 27 teams (minus
some of the big-name players
such as Charles Barkley). The
action is familiar and solid;
even steals work fairly well.

Surprisingly, many of the
coolest Super Jams, which are
the most popular aspects of
the coin-op, are in this game.
The three-button layout is fair-
ly responsive and intuitive,

NBA Jam By Acclaim

Graphics  Sound Contral  FunFactor Challenge

... @A,

35  Adjustable

Side view
Passwords

ESAB rating: Not
Yel Hated

$34.95
Available now
Baskethall

2 players

plus you can reconfigure the
controller. This Jam also con-
tains passwords, S0 you can
continue a full season and
challenge all the teams.
Amazingly, you'll experi-
ence few problems discerning
the graphics, despite the small
sprites. No flicker intrudes on
the action. On the other hand,
the music is wretched, recy-
cling too quickly and too often.

PROTIP: Start a Super Jam. Just
before you dunk, pass to your
teammate. He’ll usually be open
for a three-pointer.

HOUSTOMN

MINERNEISDODTN

EAH AHTOMIO
b L5 T M o=

As usual with big-name
games, it's hard to justify buy-
ing a watered-down handheld
version when you could get a
16-bit edition for just $25
more. But:if you're a road-trip-
pin’ b-ball nut, Jam is one of
the best hoops carts for the
Game Boy yet. £J
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\&h’ Star Trek:
Generations
holdly goes where no

gamer wants t0.go:into ‘iTA“ T FEE B

" GENEMATIONS =

a handheld galaxy of
frustrating, repetitive
combat scenarios.

The story line seems loosely
based on the movie: A cosmic
phenomenon has trapped a
strange ship in-a nexus, draw-
ing both Kirk and Picard into a
rescue mission.,

The game begins immedi-
ately with — what else? - com-
bat. You have no photon
torpedoes available, just

(ErTERFFE L=SE
(M I O = =S

s ars S
Your sensors can pick up mystﬂi-
ous objects deep in space...such
as giant battleships.

phasers. You must take out
several Tholian ships that are
attacking for some unknown
reason. It's an exercise in frus-
tration, not skill. Blah!

In addition to ship-to-ship
combat, there are also Away
Team, analysis (puzzle), and

Visit strange new worlds...if you
can conquer the combat.

planet-orbiting scenes. Howev-
er, the problem with this game

ebhruary 1985

s that most players may never
even see any of these other
areas. The initial combat
sequence is so difficult, it may
drive players to an early log-
offl The control is just
medjocre —it’s not even the
intuitive flight-command style
that everyone knows.

The graphics and sounds
barely get the job done. After
the good initial theme song,

==
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PﬂﬂﬂP Wa:t a few seconds fnr
your phasers to recharge before
you fire