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Diddy’s back and
better than ever.

Fasten your seat belt.

This m COEEING Torrential rain, bloodthirsty Dixie twirls her ponytail
pirates, and now your ship is to fly chopper style—
full throttle. Donkey sinking...have a nice day. talk about a buzz cut!

Kong Country 2 Diddy's Kong Quest. Sleek, stylish and fully loaded. With

XIICTETIEETW 32 megs and so many [EEIIEIEIEN it even outperforms last year's
oo I

word for it. Let Diddy take you once around the

roller coasters, beehives. (Watch the m

model. But don't take our

park — sunken pirate ships,
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Guess w Or take his new pal Dixie for a

spin — Literally. This chimpette flies! There are other special

moves too, Llike the L[V REEY (please kids, P Tl 7, e

F

=
E g

don't try this at home). We even threw 1in a s e ‘ g ™ . =

bunch of multiple endings. But hey, what do you ,___Ff“f*’*“F;i Py ;'_'_}._ :fg  [

expect from the (REl A=A 10Ik&Tels] in history. _
L hr's -mure Now there ar smarter

Except another game that leaves everything hidden stuff than ever. Kremlings out to slap your
monkey around. Ouch!

else far behind. (Ever been behind a / ~ monkey? It ERIiERMRINALIED,
'&UP-‘::V, o o

SSUPERNINTENDD.
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Johnny Bazookatone is a trademark of U.S.Gold, Inc.
©1895 U.S. Gold, Inc. Sega and Sega Saturn are
trademarks of Sega Enterprises, Ltd. PlayStation and
the PlayStation logos are trademarks of Sony Compuler
Entertainment, Inc. All rights reserved.

check out Johnny’s website! http://www.anime.net/~johnnyb

KIDS TO ADULTS

You're the hottest thing in Rock'n Roll, and somebody just stole your favorite guitar.
It was the devilish Mr. Diablo - resident hard-case in Hades, and he's not about to give it up. He wants to play hard-ball?
That's just fine with you. Grab your heavy metal gear and amp-up to raze the dead with the meanest, coolest tunes ever
composed for a video game! Let the hordes of the Abyss know that they took on the wrong Rock ‘n Roller!

Available on:

e
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PlayStation
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DAVID BERGSTEIN
DAVE HALVERSON
JAY PURYEAR
NICK DES BARRES
CASEY LOE

KELLY RICKARDS
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MATT TAYLOR

RYAN LOCKHARDT
AUDREY VINEYS

JASON WEITZNER
BRIAN POCKETT
JODY SELTZER
JOE KOBERSTEIN

ANDREW COCKBURN
MIKE WAKAMATSU

TERRY WOLFINGER
BRUCE “MAX” STOCKERT
GREG RAU
TAKA ARAI

ALAN POWERS
ELAINE SCHINGS
MELISSA CHISOLM
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When a magazine’s content slips to such a degree

~ that they must resort to child-like behavior to bol-
- stercontroversy, it is indeed a sad thing. Such was
" the case last month, when the hullies at EGM broke
out of day care and published a mistaken complaint

* made by Williams concerning our supposedly

“unauthorized” MK3 book. This error was actually

. the result of a newly-hired licensing company un-
- familiar with these types of specials. The incident

was quickly resolved and everything is fine
between Midway and GameFan. | can understand
EGM’s frustration, with our MK hook selling close
to 300,000 copies thus far, (no one’s allowed to
succeed except for them, you know) but why pub-
lish it in a magazine for kids? Are ya stupid? The

~manner in which they obtained the info, and the

fact that they published it is not a good thing.

~ Further, according to Midway’s attorneys, it looks

as though they may get a lil’ gift of their own...
and it ain’t correct release date info...
You know, when | started GF, I didn’t mind EGM’s

constant attacks. We had a little war here, a little
~one there, and no one got hurt. We were a small

-, magazine and to be honest, we enjoyed
é,'f'\; the exposure. But that was the old
,M .~ FEGM. These new guys
ig'ﬁ { -

have no place putting down anybody.

If there is one thing that GF is, it's a company that
respects its position and cares about noth-
ing more than iis readers. Take a look at |
the detail in some of these layouts vs. an -
issue of EGM, and check the paper. You know, this
costs a lot more. | guess that’'s why we grew 265%
last year. .

‘The fact is, you seldom see any of the top five
game pubs going after one another, except for, you
guessed it, EGM, who’s gone after just about
everybody at some point. It's unprofessional and
does your reader absolutely no good. Why can’t
they just make the freakin’ hook and shut-up. We
all know you’re cool, 0K? Now go study like good
boys and concentrate on the games, or we’ll add 50
more pages or so and air some of your dirty laun-
dry; better make that 60. Well that's that, time to
sit hack and wait for them to launch their missiles.
Hey! Great issue here, sorry to start it off with the
big downer, but hey, you gotta defend your own.
Lord knows they kicked us when we were down,
spreadin’ rumors and all kinds of crazy stuff. Right
back at ya, boys.

’Fm. 5137 Clareton Dt Site &0 Y ¢ .

210, Agoura Hils CAS1301,
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Even more stuff they made us say: CYBERDILLO and Pixel Technologies are trademarks of Pixel Technologies, Inc. 300 and the 3D0 logos are trademarks of The 300 Company. The REAL ZONE is a trademark of the Matsushita Electric Corp. of America.
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HOOK UP ¥ITH OUR NEAREST 300 DEALER OR CALL: 1-800332-5368 _
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Software Company. -




1 Vlrtua Fighter 2 - Saturn
2. Diddy’s Kong Quest - SNES
3. Street Fighter Alpha - Arcade
4. Chrono Trigger - SNES
5. MK3 - PS
B 6.Tekken - PS

7. Killer Instinct - SNES
§ 8. Doom - PS
9. Sega Rally - Saturn
10. Warhawk - PS

s

DEVELOPERS’
‘F@@f TEN

This Months’ Guest Developer(s) SF2CE - Arcade
Neversoft 4. Daytona USA - Arcade
5. Karate Champ - Arcade

1. Doom 2 - PC (Network)
2. Virtua Fighter 2 - Saturn

(Developers of Skeleton Warriors)

6. Zenki - PCFX

7. Floating Runner - PS

8. Darius Gaiden - Saturn
9. Resident Evil - PS

10. Vampire Hunter - Saturn

# 1. Guardian Heroes - Saturn
§ 2. Mario RPG - SF )
= 3. Panzer Dragoon Zwei - Satum |
4, Ray Earth - Saturn

¥ 5. Skeleton Warriors - Saturn

READERS’MOST WANTED

1. Killer Instinct Il - U64
2.Tekken2-PS
3.Toshinden 2 - PS

4. Final Fantasy VI - U64

5. Resident Evil - PS

6. Soul Edge - PS

7. Ultimate MK3 - Any

8. Secret of Mana 2 - SNES
9. Super Mario RPG - SNES
10. Super Mario® - U4

6. Super Mari

7. Bionic Commando - NES_V_

8. Bomberma

9. Bust A Move - Arcade
10. Defender -

1. Resident Evil - PS

2. Panzer Dragoon Zwei - Saturn
3. Guardian Heroes - Saturn

4, Soul Edge - Arcade

5. Samurai Shodown 3 - Neo Geo

6

! B
9

10.Tales of Phantasia-SF

o World - SN
n’94-TG16

Arcade

.SkeletonWarriors-Sattim .

D’s - PS e
D’s Directors Cut - 3D0

. Resident Evil - PS

2. SF Alpha - PS

') 3. Soul Edge - Arcade

' 4. Guardian Heroes - Saturn
) 5.Virtua Fighter 2 - Saturn

6. Doom - PS

7.Tekken 2 - Arcade

8. Samurai Shodown 3 - Neo Geo
9. Rendering Rangers - SF

10. Robo Pit - PS

1. Super Mario®™ - U64 _ 6.
2. Killer Instinct 2 - Arcade
3. SF Alpha - Saturn

4. Soul Edge - Arcade

5. Super Mario RPG - SF

2. B.
H 9.
10. Shadows of the Empire - U64

Pllotwmgs"‘ u64

Wave Race® - U64
Super Mario Kart R - U64

. 1. Killer Instinct 2 - Arcade

Lagl| 2. SF Alpha - Saturn/PS
LIl 3. Resident Evil - PS

l\“, 4. DKC2 - SNES

#in 5. Super Mario® - U64

6. Soul Edge - PS

7. Super Mario RPG - SNES
8. Darkstalkers - PS

9. Wave Race® - U64

10. Pilotwings® - U64

ona plece of paper or a postcard then send them to: GAME FAN TOP TEN, 5137 Clareton

Second Prize:
Your choice of one of the Picks
of the Month in Viewpoint.

\‘uur -[:hml:e nl“a 32X,
VIRTUAL BOY, or NOMAD.

1. Resident Evil - PS

2. SF Alpha - PS T

3.Tales of Phantasia - SF . A" 8.
4. Toshinden 2 - PS ‘Ed. 9,

5. Virtua Fighter 2 - Saturn

OF YOUR CHOICE! ENTER TOBAYI

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

Dr., Suite 210 Agoura Hills,CA 91301

Third Prize:
A FREE year of Diehard Game Fan!
The best magazine in the Universe!

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

6.

10. Guardian Heroes - Saturn

D’s - PS

Warhawk - PS

Tactics Ogre - SF
Kileak the Blood 2 - PS

Congratulations
to last month’s winners:
First Prize:
Vinicio Carrillo, Westminster, CO
Second Prize: -
Nigel Bell, Bronx, NY
Third Prize: @
Ron Gielarowski, Pitishu




Right about now you
may want to press
the pray button.

OR YOUR EJECTION SEAT

Strap into ThunderStrike 2. True 3-D environments. 37 incredibly realistic missions
in real-time, first person perspective, that reflect today’s world conflicts. Rotate
your viewing position 180 degrees. Your control panels and multi function monitors
light up just like a real e ae—— battle copter. Whether it’s
gunrunning in South America 1 | I 1] i or piracy on the South China

Seas, it’s in your face. =1 P —  So go ahead, start praying

Hnmmhatahunsnumdnur e W—— Prioritize targets. mgagnrndﬁr. at:lwam
nuptwm%ﬂrntahnn. 3 - weapons and hold on. :

. © Q_ -GE}LDMPiaystatmn andthi '»;Ejaysiatmn iﬂgﬁs are trad&marks i Suny Camﬂuter Ent rtaahfﬁéht |
__SEGA and Saturn are trademarks @f SEGﬁn En '
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E)T;dvef With a'h}f (Controller In
. Hand 5o A Sland Where
 (Cheaters Prosper...

game* of your

& ™ choice, A GameFan

= T-shirt and a 12 5
" month subscription _%
to GameFan -

Magazine e

i Win a
®.  GameFan T-Shirt,
and a one year
subscription to
GameFan
Magazine.
Win a
GameFan
T-Shirt

Send in your codes... good, bad, or
ugly. We'll look em’ over and choose
- pne grand prize winner each month.
_Codes cannot come from a previous-

- Iy published US magazine. Winners

will be drawn each month and dis-
_ played here in Hocus Pocus, the only
_place where cheaters prosper.
(Current subscribers who win a sub.
will receive a one year extension.)

* Any video game featured in our “Viewpoint” section

j To this month's winners
 First Prize;

~ Byron Nag‘ak\ia'. Oakland, CA

Second Prize:
Jeff Guerrm San Franeisco, CA
Third Prize:
~ Stephen Mizet, Belton, MO
SE?@Q YOuR iﬁ;f il

Hocus Pocus
5137 Glaretnn Dr. Suite 210
- Agoura Hills, CA 91301

DOOM - PSX

GOD MODE

At any point in the game
press the start button to
pause, then press down, L2,
square, R1, right, left, L1,
left, circle. A message at the
bottom of the screen will fol-
low.

J. Greg Evans

Salt Lake City, UT

CLUB DUDM AND CLUB DOOM 2
At the password screen enter:
Club Doom: JCGDNEFL556
Club Doom #2: 7L3!266DJK
Addison Yip

San Francisco, CA

DOOM SX

HIDDEN LEVELS

At the password screen enter:
The Mansion: NOCL1P1N22
The Marshes: THYFL3S2YY
The Military Base:
NOCL1P1N21

Christopher Rotondo
Brooklyn, NY

HIDDEN ROOM
Use the Blue Card in the door

next to the 2nd level exit.
Enter the room and turn to the

left to access a hidden room -

Robert Welsh
Tucson, AZ

GOD MODE

At the start of the second
level, press and hold L1 then
simultaneously push X, 0,
and start 5 times.

Heath Kirchtenson

Tucson, AZ

FATAL FUI ]
PLAY AS THE BOSSES
Finish the game choosing any
level and save the finished
game. Reset the machine,
and load the saved data, then
choose “New Game.” At the
character select screen,
move to the characters in this
order, pressing B before mov-
ing to the next one:

Terry Bogard

Mai Shiranu

Bob Wilson

Andy Bogard
Joe Higashi
Hon-Fu
Geese Howard
Mochizuki Sokaku
Franco Bash
Blue Mary
If done correctly, all 3 bosses
will appear on the character
select screen.
Turbo Mode - At the character
select screen, hold start and
select your character hy
pressing A or D.
Patrick Hsu
Vancouver, B.C. Canada

MARIO TENNIS - VIRTUAL BOY
In the title screen press L, L,
R, L, R, select, and watch
what happens.

Gregory Graham

Arthur, IA

-‘ 2 ﬁww-w—
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MOHPH INTD SMOKE
Back, hack, back, down, cir-
cle while playing as Shang
Tsung
Jonathon Kuder
Tampa, FL

ULTIM VIK 3 - ARCADE
PLAY AS ERMA(:
The UKK code is 1-2-3-4-4-4-
4-3-2-1
ERMAC’S FATALITIES:
Telekinesis Death Slam: D-U-
D-D-D+block (sweep)
Johnny Cage Decap: RN-BLK-
RN-RN-HK (close)
Pit: RN-RN-RN-RN-LK
ERMAC’S MOVES:
Telekinesis Slam: B-D-B-HK
Fireball: F-D-B-LP
Teleport: D-B-HP
Leon Robinson
Marlboro, MA

NO GEMS

In a two player vs. game,
select both characters and
hold down the player one and
player two buttons simultane-
ously until the match starts.
It should say “no gems” at
the bottom of the screen.
Reggie Burrows, Jr.
Lansdale, PA

INVINCIBILITY

Highlight the unit you are
going to use press C, hold L-
shift, R-shift, B and C then
press and hold X. Hold all of
the buttons and press down
and A.

Matthew Laurence

Victoria, Australia

SAMURAI SHODOWN 1l -
NED GEO (Home and Arcade)
BOSS CODE

In a 1P vs. 2P game, number
the characters on the select
screen as follows
123455

78 9101112(4is
Shizamaru). Move from char-
acter to character in the fol-
lowing order 4-3-2-1-7-8-9-3-
4-10-11-12-6-5-4 then press
start. When the timer reach-
es 3 seconds, press ABC to
pick Zankurou.

Joseph Palanca

Cerritos, CA

GET THE LANCIA STHATOS
Place first in the rally to get
on the Bonus Track
“Lakeside, A Muddy Mess!”
Practice this course. Place
first in the rally and the
bonus track to get the bonus
car.

Stephen Mizer

Belton, MO

WINNER 3rd Place

SP -I! -\_j :—: L B D

CHEAT MODE SCREEN

On the mode select screen
spell ABRACADABRA
(D=DOWN and R=RIGHT).
You may now choose which
siage, no malfunctions in
your gun, invincibility, etc.
Mathew Tate

Cincinnati, OH

SP

STREET FIGHTER ZERO - PS)
RYU AND KEN VS BISDN
Beat the game on level 5 and
play again. It should now say
“Dramatic Battle”

Byron Nakagawa

Oakland, CA

WINNER 1st Place
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STREET FIGHTER ZERO -

CHOOSE HIDDEN CHARACTERS
Dan: At the character select
screen hold down L2, go down
to the “?” and quickly press
triangle, square, X, circle, tri-
angle.

Vega (Bison): At the character
select screen hold down L2, go
down to the “?” and press leﬁ
left, down, down, left, down,
down, square + triangle simul-
taneously.

Gouki (Akuma): At the charac-

- ter select screen hold L2 and

go to the “?” press left, left,
left, down, down, square + tri-

- angle simultaneously.

Jeff Guerrero
San Francisco, CA
WINNER 2nd Place

TEKKEN 2

SELECT ALEX OR ROGER

Hold the left and right kick but-
tons, insert coin and quickly
hold start until the player num-
ber select screen comes up.
Choose, release start (keep
holding the other buttons) and
press start again to get to the
character select screen. To be
Alex release the LK button and
move the joystick up twice.
For Roger, release the RK but-
ton and press up twice.

Jacky Fan

Richmond, BC Canada

TOSHINDEN 2 - PSX

EXTRA COLORS

Choose your character by high-
lighting the random select box
and pressing either square or

- X. Hold down the select button

to slow down the random
select.

PLAY AS URANUS AND MASTER
Beat the game on level 4 then
change the difficulty to 8 and
go into the random select.
PLAY AS VERMILLION AND
SHO SHINJO: Defeat the game
on level 8 with Uranus and go
to the random select.

‘Brad Hainline

Nixa, MO

- ""n.-_"'_’l.-_‘:'""'-'!""l
[0Y STORY - GENESIS

EVEL SKIP
At the start screen press A, B,
right, A, C, A, down, A, B,

right, A. If done correctly you
will hear a laugh. To skip lev-
els, press start then A at the

. start of each level.

INVINCIBILITY

In the Red Alert Level collect 7
stars, then jump into the toy
box. Hold down for 5 seconds.
The star in the top left corner
will spin if done correctly.
James Goodman

Casselberry, FL

. TOY STORY - SNES

LEVEL SKIP

In Andy’s room stand on the
Army men bucket and hold
down for 4 seconds. To skip
levels press start then select

(you must be invincible for the

code to work).

INVINCIBILITY

Go to the chest in Andy’s room
with the Army men bucket.
Stand on the bottom drawer
and hold down for 5 seconds.
The star in the upper left cor-
ner will spin if done correctly.
James Goodman

Casselberry, FL

TWISTED METAL PSX

Enter the following at the pass-
word screen

THE FIGHT OF YOUR LIFE
Square, triangle, circle,
square, square

HELICOPTER VIEW CODE
Circle, circle, triangle, square,
skip a space

INFINITE LIVES

Square, triangle, X, skip
space, circle

INFINITE WEAPONS

Triangle, skip space, square,
circle, circle

FIGHT MINION

Triangle, X, circle, square,
triangle

Michael Climer

Beale AFB, CA

UJELEEIME.*_

THEAFIGHT OF
- YOUR.LIFE!.

.—I-.—|
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VIEWPOINT - PSX
LEVEL ACCES CODES
Level CGG
CLL
CRR
FCF
FHF
FMK
HCH
HHC
HMH
KCK
KKC
KNG
KTL
MCM
MHH
PCP
PHK
PPC

Level

Level

Level

1
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Level

Level

< i
o

Anthony Ernst
Tigard, OR

VIEWPODINT - PSX

SUPER CODE

While paused, enter: Sq, Sq,
Cir, Cir, Tri, X, Sq, Up, Up,
Down, Down, L1,.R1, Select, .
for invincibility!

VIRTUA FIGHTER 11 - SATURN
BE DURAL

At the character select screen
press down, up, right, A+left.
HIDDEN OPTIONS SCREEN
Beat the game on any difficulty
setting. Return to options
screen and press R twice.
Daniel Abramovici

Thornhill, Ontario, Canada

'1"_‘_' 'y; :""' '.__T'

: 11 - SATURN
CHANGE CLDTHING OF PLAYER
Highlight any player, press L,
then A+up

NO SLOWNESS UNDERWATER
at title screen choose team
player mode. Keep it high-
lighted on Akira and enter the
Dural code. Fight either
Jeffrey or Wolf.

Caine Walton

Indianapolis, IN

VIRTUA FIGHTER I1 - SATURN

HAWK S CAMEO

At the Jacky stage press X, Y,
and Z on both controllers
simultaneously.

DURAL WITH NO METAL

Beat the game on hard-
MUSIC OF VF1

Hold down L or R before music
starts at any fight.

SLO-MO REPLAY

Before the replay hold A, B,
and C

CHOOSE WINNING POSE
Hold down A, B, or C after a

fight
Norihiro Otaki
Bonita, CA

VIRTUA FIGHTER Il - SATURN
STAGE SELECT AND RING SIZE
At the start screen press up 12
times, then enter the options
menu and press R twice. You
should now have another menu
Graham Gibson
Oakland, CA
IRTUA FIGHTER Il - SATURN
CG INTROS
At the title screen press
forward+A+B+C
Justin Epperson
Memphis TN

NFL GAMEDAY - PSX

EXTRA ABILITIES

At the options/password screen
enter the following codes:
OFFENSE - increase offensive
ability of team being controlled
DEFENSE - increase opposing
team’s difficulty

SKELETON - make players
appear as skeletons

BIG.BOYS - Players appropri-
ately sized for their position
MAYHEM - increases number
of injuries in the game

JUICE - increases speed of
players

STICKUM - increases
receivers’ catching ability
PICK.CITY - Increases the num-
ber of interceptions
CANNON.ARM - Increases
quarterbacks’ abilities
CRUNCH.TIME - makes the hits
harder

STEROIDS - increases the

strength of players

URNOTREDE - tuughest level of
the game

Christian Navarrete
Richardson, TX
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DESCENT
PLAYSTATION
INTERPLAY ¢ CD
SHOOTING ADV.

With the industrial tunes of[_
Skinny Puppy and Ty||11e-0
Negative, impressive lightin
effects, a link up feature, plus
new Ievels there’s plenly of cool
ariginal stuff in the PlayStation £
version of Deseem‘ n fact,

there was enough to make me ‘start playing
again. Just like Doom, | thought | was
burned out on the cnmputer version, only to
have the PlayStation re-spark my interest.
This is a real conversion ul a great game,

3,474,985

In the slowly-changing world of PC[7
games, Descent was considered to
be one of the most ground-break-
ing games of all time... It was the
first 360° 3-D game, which adds a
huge amount of never-before-seen | &
depth to the gameplay. 1 don’t go ;

for the searching-through-massive-mazes stuff
that much; this one, however, is much more
enjoyable than the myriad idiotic Doom clones.
If you’re looking for a vast 3-D world to explore,
nr if you liked the PC version, Descent’s your

87

%)

Most PlayStation games I've played[ =5
recently haven't had any lasting| @'i"
power. Refreshingly, Descent has|
enough substance beneath the| -
sheen to provide days, and not just|
hours, of PlayStation enjoyment.|
Besides the crazy lighting effects
and awesome techno soundtrack, Descent has
huge, huge levels, addicting gameplay and chal-
lenge galore. The 100% 3-D-ness of this game
(and the unusual controls that harness if) take a
while to get accustomed to, but once you get used

5 %" " %83

RETURN FIRE
PLAYSTATION

When 1 first heard the PlayStation 17
version of Refurn Fire was going to| i
be enhanced, grand thoughts of new e
backgrounds and vehicles danced in| . = |
my head. But with only adding a . 4
closer zoom perspective, and somefl * - -

nice new 3-D graphical effects, this
version was not quite the improvement | was hop-
ing for. It’s still a great game with some of the best
music and one of the most innovative (and addic-
tive) two player modes around, but there’s nothing
here that shows off the PlayStation’s power. I'll
stick with my 3DO0 copy, thanks anyway...

550" %

Is it me, or is this game overrated?

Fire. Indeed, the musu: is novel,
and admittedly, zoomin’ about Iav—
ing waste to level after level offc &

pretty much the same thing can be semewhat
gratifying. But RF is just too repefitous. Once
the novelty wears off, you're left with a visually
tiresome, clumsy shooter. If anything, the two
player mode is the only reason I'd ever go back

%%%%%m

If it's fun your looking for, Return[ 555"
Fire’s got you covered. From begin- ;
ning to end RF is a blast to play,
particularly in the 2 player mode.|
You would not believe how ruthless
ly evil you become and how hard|-
you'll laugh as you try to blast your
buddy to smithereens. And to top it off, RF has
some of the best game music (well, sort of) of all
time, plus it's used tongue-in-cheek in this game.
In fact, this whole game doesn’t take itself seri-
ously and that’s its main appeal. Games like this
don’t grow on trees, so grab it while you can.

S5 P u e o7

TWI » CD
ACTION STRATEGY

| can easily say Resident Evil is[. — 1=
one of the best video game playing| -
experiences of my life. It's like b
Capcom took everything | loved| =
about Alone in the Dark (camera i
angles, horror underiones,

item/puzzle gameplay), and supercharged it

I’'ve been waiting my entire life fer ]'H
this game... I've seen pieces of it !

before... the puzzle elements are |
reminiscent of Infogram’s games,
the play mechanics are similar to}
Delphine’s titles, and the theme
lakes me back to D’s and 7th

| am truly speechless. In all hon-[77 4
esty, this is Capcom’s best game| ., '}

since Street Fighter Il. Though not| -
wholly original like the aforemen-
tioned triumph, Capcom has taken
the best aspects of a number of

games such as D’s and the Alone 3
in the Dark series and melded them with

& Wi i

JOHNNY BAZOOKATONE
PI.AYSTATION

GOLD - CD

us
ACTION ADVENTURE

you’ll find some pretty deep| ¥ &
gameplay here. Add to that excellem ren-
dered graphics and some inspired tunes
and you've got yourself... surprise!! A 2-
D platformer on a next-gen system worth

S,c. P, W, g5

that is. But after that, Ihey
became sort of tedious. The music’s
good, but got on my nerves after a while.
Bottom line: good game, especially if you
like category, which | normally do not.

| |Guest... But this is the first time all these ele-
r:l"g' g':::‘&"rgnugf' E;:ﬁ:':s Ial:]l:ll:;::l’?z:g Stf;"_ ments have come together to make a truly excel-| |Japanese joy (and some slightly painful voice
it Lkl Iineg Pt s thglplngk lent game. This is going to be one of those games | |acting) to create the ultimate “don’t-play-it-by-
SRl Ibg rigines 'V”l? i ( that define a system, and isn’t forgotten, like| |yourseli-at-night” game. My only gripe is the
Aoy ""“t'i' e), an b"'"s n ‘} de game My | | Actraiser or Ghouls and Ghosts. Make it.into a| |incredibly unfair save system, but I'll deal with
R;ﬂ?g#{rﬁ’vnl’l. excitement hasn’t even began to fade... series, Capcom, please! (But lose Barry) it to play the best original 32-hit game so far.
eSotnron 97] (%% " %/98] [“5 % "™ % /99
3-D ADVENTURE @@ (® @ 0 ® @ (® 3d O, 0 ® 0 & @
P AM"} as‘&g Johnny Bazookatone is a very[ X This is a pretty cool title, and S | would have preferred a more[
;’i“;* .t -~5| |cool game. What seems like |- & it’s always good to see anulher happenin’ rock star (a purple| iy
o \ "" Y basic platformer at first has| gIaDngtirt'::n eslp?lti(lgélvlhg"pﬁ]ze pompadour?) but otherwise || g
; much bigger aspirations, as| & A £ A found JB guite enjoyable. JB took| &
zlish aspects - the first time, a while to get the feel for, but once

I configured the buttons right and gut 1nlu it
found this a well thought out and unique adven-
ture with great visuals, cool CG, and brain
twisting levels. Ithink a sequel is in order.

95,7, 9,9, 68

98,7, 4,50

- with arranged music, new|.

€666 680

What we’ve got here is EWJ2[

backgrounds with crazy paral-|
lax, some cool lighting, and|~2%
new surfin’ cows.. greal" :

Especially if you ue never
played it before! This is the way to go for
you first time Jim’'ers. The only drag is
they took out the line scrolls in Puppy
Love. While | do beg for a true 32-bit Jim,
P’ll be lovin’ this one for the time being.

| don’t know from Screaming Pin
(great name guys) but they’ve done §
a great job landing EWJZ on the
Saturn. The new backgrounds, like §
the BIG Jim statue with the cow on
his shoulder, are the coolest, as®
are the new FX in Lorenzo’s Soil. There S mueh
joy here. While the game has remained pretty
much the same, | feel the Saturn version is supe-
rior enough to take the plunge more than once.
Hey, we got new cows here! And Elvis!

55,89,

"The Saturn version of EWJ2 is the

best Jim yet, but is it enough? Jim 2
graphics have heen given a subtie|
boost with additional scrolls in th
background, increased color an
more animation, but the program:
mers could’ve taken the graphics
much further. The control and gameplay is classic
Jim, in other words, beautiful. They also stepped
up the difficulty a tad, so only true gamers need
apply here. Overall, the game is fab, but again, |
wish the programmers had pushed the Saturn’s
graphic envelope a bit further with Jim 2.

€6°6"6" 6,80




| gotta admit, I'm a sucker for SFA.| «& « =
Saturn Alpha is identical to the PS, ‘g!'?' el
save a few small differences. The| o
shadows of the characters super| SR

moves are a little different from the|

PS version (which emulates the|-
arcade perfectly). Perhaps the Saturn
lacks transparencies and Capcom had to settle for
less than perfect shadows. Also, the sound separa-
tion of the tunes and samples sound slightly tinny
and busted. The painful loading time has been cut
down, however, and the great SS controller only
accentuates your enjoyment of this godly game. Not
perfect, but still amazing nonetheless. Alpha rules!

Gé)cé@PMé)o 98

Capcom proves once again, that| «= =
they b e
translation.
isn’t Capcom’s hest arcade to| -
home port (frames of animation a

It’s pretty cool to see X-Men on the
- Saturn, looking nearl

are the kings of coin-op| * .- | K ot

Although X-Men|, |
| pretty cool, and it’s still an accom-

are missing in the game) youl
would have to put the two side by sula to tell
the difference. The gameplay is perfect, the
control is spot-on and the sound is... well, it
IS the arcade sound. Whether you’re a fan of
the arcade game or just enjoy good fighting
games, X-Men is for you. “Greaf game.”

N0 o o

Such a disappointment. Why oh| = =
why can’'t we get a perfect ver-| :
sion of MKII? Not only has thisf .
now-archaic and totally overrat-{ » . :

ed arcade game been done to mﬂ
death, but it’s also in the awk-| ~

ward Ilusmnn of being a vastly IﬂfEl‘Il]l' coin-
op translation than the 5 month old PS MKS.
Combos are missing, the load time sucks
and, almost unbelievably, the music and
sound effects don’t come close to replicating

the arcade game. Die, please.

G &) C &) E @) M @) 0
Johnny Bazookatone is a very[ } ==
cool game. What seems like a| & a&
basic platformer at first has| § o#v
much bigger aspirations, asp~a
you'll find some pretty deep/

gameplay here. Add to that!

excellent rendered graphics and some
inspired tunes and you've got yourself... sur-
prise!! A 2-D platformer on a next-gen sys-
tem worth owning. | still need more. Re: the
Saturn game...This one just feels better.

GCPMO 87

What’s this SNES game doing on a| = =
PlayStation? Seriously, the graphics| ~
of this game look as if they belong on
a 16-hit cartridge instead of the PS.| . |

Although The Firemen 2 has decent} . "

‘increased color palette, slow

(albeit linear)gameplay and great|-"~ "
music, the artists at Human

should've spent some time bringing the visuals up |
to 32-hit standards. It’s really too bad because TF2

is actually a good game (don’t laugh, | liked part
one as well), and that should be enough to carry the

game, but it’s hard to get passed the stone-age |

visuals. TFZis addictive and archaic all at once.

Why did | rate the Saturn Alphaj .
lower than the PlayStation ver-| .. 3
sion? Three essential aspects:| = %
The super shadows are| 2
snapped, taunting is extremely
difficult, and the samples arel ————
tinny and far-away sounding. The Saturn
version loads faster than the PS, but the
purist like myself must have arcade exact-
ness. Still, it plays the same (if not better
with a Saturn pad) and, well... it’s Alpha.

) ©, P, M, 0., g5

as good as it
hile the lack of
frames hurts, the backgrounds are

plishment by 2-D standards.
Unfortunately, as cool as the charac-
ters are, | just never got into the whole huge play-
ing field/zillion hit combo/ultra low damage thing.
Still, I'm encouraged by Capcom’s graphical suc-
cess and looking forward to Night Warriors. An
idea for Capcom: when you do Marvel Super
Heroes, let the player choose between better ani-
mation and better backgrounds.
D ©® ©
Although | can’t claim to be a fan of}] . -
Mortal Kombat II, I've played the| .
arcade original enough to tell that the
new Saturn version is the exact same
game with screwed up animation,
sound, and color. Add to this the fact
that the Saturn version needs to
quickly load every spemal move the first tIITIE |ts
performed, and you’ll end up with an unattractive,
choppy mess that pales in comparison to the SNES

version. In fact, this game wasn't that good in the
first place, and Probe somehow made it even

o & ®90

C M

)

P

%
This is a pretty cool title, and
it’s always good to see another
2-D game, especially on the
PlayStation. | liked the puz-
zlish aspects - the first time,
that is. But after that, ﬂle',r
became sort of tedious. The music’s
good, but got on my nerves after a while.
Bottom line: good game, especially if you
like the category, which I normally do not.
The PS version scores a touch higher.

®

Oh no! The super shadows aref §
different! How can | go on? It's} & &

hard to put your finger on the dif-| ;
ferences between the coin-op, PS, |-
or Saturn. Personally, the nimblej*
Saturn pad makes all the differ-{_

ence to me. As far as Alpha goes,
well,

Cc

P M

o

my . favorite characters, (Honda and
_l’:ammy} are gone, and visuatly there’s not|
much new here. Of course all SF’s play per-|
fectly, but I’'m looking for SFHI tu re-kindle my
fighting spirit. |

90

‘Trust no one but me - Saturn X-[7 4%

Men is missing MANY frames, at| = @& ..
least half of the arcade. It still] . *ge=
plays the same, but who cares - it| £ °

played lamely in the arcade, andj

all it had going for it was trade-
mark Capcom visual force. If you're a manic
X-Men fan you’ll be disappointed, but if you

haven’t played the arcade game, you'll proba-

bly love it. CD systems just weren’'t meant for
this game, | guess. -
G.C.P- M O

©@ ® ® ® ©

done butchering MK2 transla- s
tions, but they've got a blood-| . =
dripping knife once again!{

‘Although the kombos that didn't]

75

Amazing! | thought Probe wasfF =

work in the Genesis/32X “ver-—

sions” are finally active, there are countless
other problems. The main two are music and
chunks. The music is brand new Probe crap-
ola (most of the voices are gone by the way),

GCéPéMéOé 33

| would have preferred a more

happenin’ rock star (a purple

Pumpeduur?) but otherwise |
und JB quite enjoyable. JB took 3

a while to get the feel for, but once

| configured the buttons right and

got into it | found this a well

thought out and unique adventure with great

visuals, cool CG, and brain twisting levels. |
think a seque! is in order. Hey, deja vu! | liked
the PS version just a bit more. The CG’s clean-
er and there’s more sound FX.

G- C-L P-L M- O 79
Now this is what | call a step[ ]
back. Just a hair better than 16-| & .

bit graphics, only because of the|

boring gameplay, and zilch{"
effects makes this one hurtin’ —
pile o’ pain for the PS. For some odd reason
Firemen actually has good music, but 60

'bones is a little steep for a soundtrack.
'Nope, sorry, the only fire you'll need to put

out here is when | torch this turd.

'would have scored a substantial-

G CLPLM

© ©® ® @

If this game were, say, a tradi-[7_ g% |

tional overhead action game it

ly lower score. The theme saves| 2

it - when have you played a fire-| &

fighting game? Hurtin’ art, fairly

interesting gameplay and a hyper-hokey story- |
line harm the game further, but the CD’s worth |
This is literally |
what | imagined a CD Final Fantasy to sound |

buying for the music alone...

like.

Gécépémao&) 66
| have a question. Must every fight-| &
ing game posses a “combo sys-| ®
tem,” “two in ones” and other such| % °
SF2 spawned rip-offs? Wouldn't

that just make them, well, rip-offs? &
Perhaps games like 72 have some-}~

thing else to offer, like simple yet— :

very fun fighting that anyone can enjoy. By the
way, set on hard, it ain’t that easy. Not everyone
lives at an SF2 machine. | play all kinds of
games and my opinion on 72 is that it does what

it is meant to do just about as well as it can be |

Fun too.

%90

done. ltis, in a word, beautiful.

o o b

éCPM

ROROY

Toshinden came out, it
received a flurry of 10°s, 100%’s, and
“Best Game Ever” comments. But
once that level of graphic quality
became commonplace, | think every-
one finally realized what an awful
game it really was. | was looking for-2=
ward to BATZ to see if they managed to add some
play control to their graphics (I mean, they must
have known...) but alas, they did not, and we have
another Toshinden game with great graphics, awe-
some character design (Vermilion and Uranus are
foo cool) but no playahility. Sorry, Takara, but you
don’t get points for novelty anymore.

GCéPéMéO

G

5 49

‘Wow.

78|

CLP

9
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©

70

| never realized how!

much | really hated the way
|, too, was| . & |
the fools who was| 2

b A

Toshinden played.
among
blinded by Toshinden 1’s visu-

als... for this | apologize. |If

oughly ruined flghtmg game fan like
myself, you probably won’t give a damn |
about how it plays...

look good.
é P. M

RN

o

®_®

you’re not a twisted, snapped, and lhur—

‘cause does it everi
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SF ALPHA
SATURN .
CAPCOM - CD

FIGHTING

X-MEN
SATURN |
ACCLAIM - CD
FIGHTING |

78 PUSHSTART

MORTAI. KOMBAT 2
SATURN
ACCLAIM - CD
FIGHTING

JOHNNY BAZDOKATONE
SATURN
US GOLD - CD
ACTION ADVENTURE

. THE FIHEMEN 2

PLAYSTATION

-: HUMAN « CD
ACTION

| TOSHINDEN 2

f PLAYSTATION

TAKARA * CD
FIGHTING
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ROBO PIT
PLAYSTATION
ALTRON - CD

FIGHTING

What a cool little game! |don’t[7] &%

like it as much as the powdered| .
individual on the right, but
Robo Pit is highly original and
very fun. Building your own
robot was a great idea... youl® i
never have to play Robo Frl the same wav
twice, and you can (and have to) change |
your robot often during your 100-rank climb |
to the top. Still, the coolest thing about Pit|
as anyone will agree is the vast selection of |
rockin’ eyes for your lil’ robodude. |

79

BORORORON

' I became hooked on Robe Pitfrom the [
first moment | played. It's just too
‘cool. I'm confused though, here we U
| have a company who’s done nothing
| ever (that I can recall) in the gaming -
|miuslry and yet they've developed a b
| wonderfully addictive shooter/fight- gy
er/strategy masierpiece that eclipses 90% percent
 of the games released by the “big” companies this
year. Doesn't that seem wrong? Of course, with all
'small games of this type, the chances of it being
 released here are almost nil. But then again, that’s
| what everyone thought about Zero Divide...

SEFES,

| Wow, | didn’t expect Robo Pit to[}
| be much more than a side-show, |
{but as it turns out, I'm quite|
|impressed. The depth of the|~
.gameplav especially stands out.

| This is one title where, if you likel ="

| the action, you really get your mnney ’s worth.
'The liI' guys you can make will have you
[rolling, and the multiple viewpoint fight sce-
| narios are like a munchkin game of Reverthion.
| I hope the Saturn version’s as good.

95,585,
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HORNED OWL
PLAYSTATION

E « CD
SHOOTING

This is why gun shooters should[™T
never be released in the home -| .=
they're play-once arcade fodder.
Why did SCE spend such sick
amounts of cash on this game?
They hired Masamune Shirow of{**
Appleseed and Ghost in the Shell fame to d
mech and character design and Movic, a well- |
known animation studio to do the cinemas.
Where they forgot to spend their money was the
prngrammmg team. Tedium is all you’ll find
here. |

RORORCRONO

B, EL T,

| This game makes me wish that |
{had one of those TV-in-a-TV
 things so that I'd have something
{to dowhile | play. How could they
' take stunning backgrounds, origi-
3 nal Masamune Shirow animation,

|and a cool plot, and turn it into the most bor-
\ing gun game every made? And what's with |
| that music? “I’ll just bring a tape recorder fo|
| little Yoko’s piano recital!” Ugh. I've played |
| through this game once, and | know | will |
| never, ever, ever play it again. |

5,585,

There are plenty of positive
things | could say about
Horned Owl. It has a cool gun,
and, um, errr...

@%ﬁ;ﬁ"’%ﬁ

GUNBIRD
| SATURN
|

ATLUS - CD
SHOOTING

When compared to a game like[ X
Raiden, Gunbird scores ex-| .
tremely high, with huge sprites,| °
shattering backgrounds, mnv-w
b

ing targets, and excellentjs
sound. When compared fol -
games like Darius Gaiden or Pmlasama
however, Gunbird just can’t hang. If it's a|
late '80s style arcade shooter you want,
they don’t get much better. The art is great, |
and the ungning story Iine is very cool. |

€, 4,975

[Whee! Another port of aff
‘Japanese arcade shooter. Most
| cutesy Japanese arcade shoot-
lers of ‘late are meant to be
|played once, and Psikyo’s
| Gunhird is no exception. As!™" £
{much as I love 2-D shooters, it's hme for|
|{them to grow beyond their 16-bitness and
into next-gen splendor. If you're looking for |
a 2-D Saturn bilaster, look no further than
Darius Gaiden, and stay away from Gunbird
unless you really need another shootin’ fix.

2% 6 0 610

| |this game. Gunbird is one of those

| | ground.

[1'liked the overall look and feel of a,'ﬁ— m :

‘games fthat occupies the middle
It doesn’t have any major
| flaws to speak of. The control is per-
fect and graphics are well drawn.|-
| Trouble is, once you've beaten the™
' game using all the characters, you won’t want to
‘touch it ever again: In other words, it’s a forget-
‘table game. Gunbird is challenging but far from
‘impossible. If you like Japanese anime and enjoy
' shooters, then this might be a good diversion for
‘you. Just don’t expect anything more than that.

% % % 70

ZENKI:VAJURA FIGHT
PC-FX
HUDSON * CD
ACTION

|
\
|

| Zenki! Combine truly impres-

Wow! A 2-D side-scroller on[”
the FX! This is what we need| ¢
more of. It isn’t even a lame| -

original character either... it’s

sive, parallax-and-effect-laden sule--
scroll with diverse, fun play mechanics |
and you have Zenki: Vajura Fight. You
can beat the game in a  half-hour, |
though... too bad. |

loCere

| |you going to buy?

BEE e,

An action game on the FX?! N
|What a concept. Well, | like =8
| Zenki, | like Hudson, and |
like traditional side-scrollers,
|so what's not to like here? It's |
|a tad short, the intermissions blow, and
{they could have used more colors, but|
\these are all forgivable offenses. |
| Besides, if you have an FX, what else are

7]

'We-ha! Another FX game I can|
‘play! My favorite exotic toy,
 the blazin’ little PCFX, gets its|
first action game. Were it three[”
times as long, I'd be even hap-|*
'pier. Asitis, it is one cool 40"

' minutes of Zenki (a fab anime) style action.
| Big sprites, nice animation and even some
\rendered backgrounds prove the FX can do
it. Now do it more! One good game a

i month, that’s all | ask.

The gaming world has never[”
harmed me more in my life.
Falcom has done the most evil
thing imaginable: taking a classic
CD series of heaven and throwing
it on a cheap, nasty 24-meg carl.
Even more hell is Falcom’s annnum:emenl thal
this is the LAST ¥’S GAME! What the? Taken as |
a stand-alone game, ¥'’s Vis OK, with humdrum |
play mechanics, effects and music. Farewell, |
Y’s. You meant a lot to me, and | daresay you |

'SV changed my Iile Now it’s lm!v over. 3
SUPER FAMICOM |
FALCOM +» 24-MEG CART 76 |
ACTION/RPG
sars T Beautiful graphics (perhaps the["
Eﬁpsﬁ ; Yﬁ best the gSFg has(pever I]seen)
| ayiacif] i excelen! tuneage, passahle| -

TALES OF PHANTASM
SUPER FAMICOM
NAWMCO - 45.MEG OARTl

spell effects and 16-megs of| * &=
voice alone is fantastic, but
combine that with an annnymg :

Seiken 3|sh “We think we’re makmg you
think you're actually interacting” battle sys-
tem and a cliched storyline and you have a
majorly flawed but still excellent game. The
sad thing is that Phantasia could have been

fixed in a few days.
B,E,F,%,5,02

12

| [The developers of this game must

—+

| be made to realize that they’ve done
'something horribly wrong.  You g
(don’t just take an epic CD series,
(famed for its music and intermis-§
sions, and tum it info some unin- i
spired SuFami adventure game! It's™ g
EVIL! How could you sell out ¥’s1?! But on the |
other hand, | have to acknowledge that this game | '
is, by itself, and not compared to the rest of 1he|
| series, prefly good. Really short, but still prelty!
‘good. | just can’t stand the lhongnl of those sell- |
‘ outs at Falcom getting your money...

BORCRORORO!

[This is one of those gan games S that i/
|good now, but would have been
|great if they had just changed a
{few lines of code. How simple the
!prugrammers must believe us to
be if they think that we’d be
'amuseﬂ by fighting the same
{ semi-interactive batile 120 times per hour...
,UGH1 Still, we have some lovely music and the |
ubesl SNES/SuFami graphics ever, so patient |
|role-players should definitely give this oneI
| some thought. To Namco: release it here wnth
2/3 less battles, and I'd give it a 95%.

UL

86

EsEms,

| >smgmg|) and the fight scenes are total- |

; {Namco must find a way...

%656 %19

RN
{Well, they've finally broken[{
| ¥’s. Not the way | thought hey| .
{would with a rendered nexi-

gen version, but right here on|~ 2%
16-bit. Super linear game-|*
play, idiotic bosses that bare-
!Iy move and a map about the size of
| Gilligan’s Island make this a real tear

!|erker To add insult to injury, the music
|totally sucks. I’s an 8 hr. game with 2

{good hours. Farewell.

Tales is the best RPG I've g
{ever played in Japanese on| . § .
|the SF. | can’t read the story|

‘:hut I'm pretty clear on the[ &'
|scenarios due to the excel-[*
|Ient Al. The art is superbly
| detailed, the music near perlecilun (real

|ly original, and, excuse the lame word -
!mteractlve I’'m 30 hours in and lovin’ it.

90
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Neversoft’'s 3-D

“Director and Co-owne

by Otero was kind
ough to answer some of
questions about his
pany and their firs

We also got to

first look at the H|"5 headqua

was just mo

ers to find out how these 13t.me, ot

g PlayStation ver- men, 2 women, and 1 Samoyan could pro->te closer

ue out in April.

take that

complete, the duce one of the year’s best action adven-down the

¥ ersion has been

DOS marketlng them together). Unfortunately, Joby’s
c ?% lant” prevented him from directly answering any ques-
3t what Neversoft has been working on in the meantime,

o start with, where exactly did Neversoft come from,
you end up doing a Skeleton Warriors game?

. Skeleton Warriors was our first game as Neversoft.
Jad gotten the contract o do a 16-bit version of

y enthusiastic about getting our hands dirty on the
ormers... | had had a limited amount of experience
he Sat_urn at a previous company with a game called

delegation was unable to suppress a
ever one of our favorites]

ude Snart Blackfire _

Avery |lm|t8d amount
ough of the Saturn t
irdware, Especially i

e that it was a very exciting piece of
comparison to the limitations on the

ture title with their very first release.

fair to sa

like a better platform to do this particular typ
As you can see, we did a really good job

much 100% that same game on the Play

the time the perception was that the Satu

this kind of game. | think it's pretty fair t

platforms... Some of the developers out t

almost exclusively for their 3-D first per

Saturn for the kind of stuff that we're doin:

at the really stand-out stuff for any gen

form are pretty comparabie... Look what S¢

the press about one platform being the de fact@_

particular kind of genre... It's pretty premature to be

GF: What about now for the newer systems i

6472

JO: We're keeping an eye on that, and we also thir
getting into the PC market. It really depends on the state ¢
market saturation of the 3-D hardware acceleration on th
form in the next year We're pretty :nterested in do:ng
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project?

JO: The first time that Neversoft came in contact with the licensee
was about a year and a half ago. We worked up until about late
November under the idea that we’d be doing a 16-bit platform
game. It was about mid-December '94 when we got the go ahead
to do the 32-bit version, but it wasn't until March when we got the
actual development hardware.

GF: Did you feel you were hindered by having to work within the
limitations of a license?

JO: Basically it was only the first two months or so we were work-
ing on the project that we really felt hindered by the fact that we

Neversoft's 3-D Art Director, Co-
Owner, and Tour Guide, Joby Otero,
with some of the amazing artwork he

does during his time off. | wish we

B had space to show it all...

The rrgf'nal wire-frames fo the anfmationfn Skeleton Warriors. Can you believe they did most of this on a Pentium!?

were working on a license. And it was really a self-imposed fear of
stepping across the border of what Landmark felt was an appro-
priate use of their characters. But it was only until we had actual-
ly made our first submittal of artwork and the initial 3-D models of
Landmark’s characters that we felt that way... After they had seen
it and we got their initial feedback, we realized that they were going
to be very easy to work with and pretty enthusiastic about the
minor changes we had made in their lead characters. And in fact,
in one instance | went so far as to completely redesign the narra-
tor character that appeared at the beginning cartoon and they real-
ly gave nothing but very enthusiastic feedback about it.

So from that point forward it was a very enjoyable relationship
between Landmark, Playmates, and ourselves. And we really
began fo break ourselves away from feeling any sort of fear in
putting out own artistic slant on any of the characters. We did
essentially begin to feel as though we weren't really working on a
license anymore.

GF: So they had no problem with the dark atmosphere of the
game?

JO: No, if anything they were encouraging of that.

GF: So there’s nothing you wanted to slip past, but wasn’t allowed
in?

JO: No, | mean, | think we did a pretty good job of trying to put a
little bit of gore in, and | think we felt that we should err on the side
of being conservative, but when we heard feedback from them, we
felt that there was really no cause for our concern.

GF: What was it like working with Tommy Tallarico on the sound-
track? Was the result what you expected?

JO: When he came in, | didn’t know what to expect, basically. He
has a very unassuming personality, so | had no idea what he was
actually going to do_
with the music.
Initially, what | want-
ed with the music
was for it to be kind B
of pieced together,
sort of a collage of @
different  environ-
mental sounds. Not
like ambient music,
but, for instance, if
we had like water
dripping in a cav-
ernous background
alluded to in the
visuals, then there
should be some kind
of percussive sound
like that, some@
drums ~have that
kind of tone to them,
they sort of sound
like water dripping in
the distance. Orthe§
low hum of distant




chanting, like Tibetan monks or something. | never got to hear any

of it, but apparently he did some tests with music that was sort of

along those veins, and it was really, | believe, Playmates’ decision
to go with something that a was maybe a little more classical, and
at the same time, agressive...

GF: Can’t you tell us anything about your next project? Even just
vague hints?

JO: Well, um, everybody here is pretty enthusiastic about being
able to take the basic structure of the game that Skeleton Warriors
turned out to be, and embellish it with some of the things that we
know we could have done better, if gwen rnore time, Or more expe-

rience with the hardware. So we'd like to do $0methmg I:ke that |

can’t say for certain in the press whether
we’re actually going to do that. ¥
We definitely want to to be able to uti- §
lize our talent with geometry and textures -
and engines for real time 3-D first person | o
perspective type games as well. We
have a concept that's been in the works
since pretty early on in the Skeleton
Warriors development that we'd like to
bring to fruition, so that’'s one of sewera}_;
things that we're very enthusiastic about.
If | had to rate the likelihood of something

" PIayStat

like that happening in the next two years, I'd probably put it at
about 50/50... If I was rating it strictly on the basis of the quality of
concept and our - to me - very obvious ability to carry it out, then
I'd say it's 100%, but it's pretty hard to gauge where the market’s
going to go, and that and some pretty upper echelon business
decus&ons are going to determme what’s on the curriculum of pub-
hshers e

Thanks to everyone at Neversoﬂ for all of their hospitality, and
best of luck on the new project, we can’t wait to see it!
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Exclusive Special Preview

. We also talked with Kendall Harrison, who'’s working hard on fin-

ishing up the PlayStation version of Skeleton Warriors.
GameFan: | wanted to ask you about some of the changes you:

had to make to make the PlayStation version work. _
~ Kendall Harrison: Well, the Sega can do scrolling backgrounds in
-.;_.f‘_-;gfhardware, you just load them into memory and they appear on
. screen, it's just a couple of lines of code. And the Sony, all it can
~ do really is draw sprites on the screen.
~ that basically means you have to emulate everything that the
~ Saturn does using sprites.
~ done using blocks of sprites, and it turns out that it can’t do it fast

It can do it very fast, but

So the far backgrounds have to be

&8 enough to get it within 60fps, so we have to do lots of tricks, like
£ when the distant background isn’t visible, it doesn’t draw it at all,

. So, just who are these people? No, th’r group that

~ broke off from Shiny (that's Neverhill, darn it!), and they’re not™

fresh-faced newcomers either (with a few exceptions). The major-
ity of the staff came from Malibu Interactive, and individual mem-
. bers also hail from Argonaut, Clockwork Tortoise, and Novalogic.
~ They are:

_ (Producer)

~ Director/Owner), Allen Fernandez (Producer)

| :'3"'-'7_”_3:.':"3_;a partlcularly strict dress code... The dog s name is Logan

- and we had to do a lot of optimization.

'-'-thew way to achieving their goal of a perfect Skeleton Warriors on;_
PIayStanon ::

~ and we have a lot of messy tricks like that, to make it just draw
- exactly what appears on the screen, and that’s what takes up a lot

of processing power. And that’s basically how it works, it's very:

~_messing programming, really.

GF: But you’re confident you can get 100% the same results?

- KH: Yes, possibly the fog that moves across the screen might be
_ slightly different,
- _which moves automatically, and doesn’t take any processing.
~_power at all, but on the Sony it has to be done with sprites, and has

~ to use up a lot of processing power... .
~ which took zero processing time on the Sega will take up a good.
~ chunk of time on the Sony. But luckily the actual processor on the

'cause on the Sega that's just another bitmap
So basically everything_" .
Sony is a lot faster. It's moving twice as fast as the Sega’s proces-

sor. So that kind of equalizes out. It was quite a tight squeeze,

GF: How about the bike sequences, can those be done any easi-

- er on the PlayStation?

~ Top row: Daniel Morgan Beenfeld (Programmer), Kendall Harrison® :rlfje: ?ses !blyéto{;;:;?}ig;;hsg;e: Ingthhw;’rg Iggcg'lstze‘tr:?dsu;g:ﬁ
- (Programmer), Michael West (Technical Director/Owner), Mark , y9eLs : L5 : ﬁ N
 Wilson (3-D Artist), Brenda Ross (3-D Artist), Natural Bom Killer 221! do 2-clbping vety well it ant give ar arbitraly ofisel 10 ' N
. Dave Lumin (from Playmates), Jason Uyeda (Producer), Mike Day [ l€Xture in memory. Whereas on the sony It should be able lo dof =
 (Programmer), Joel Jewett (President/Owner), Christopher Ward  that better. But then again, the rotating backgrounds on the sky--
o (Art Director/Owner), Noel Hines (3-D Artist), Jun Jun Calvia. Dbike scenes will have to be emulated. But it should look more ori.

e n ~ less identical.
~ Front row: Brian Schmitt (3-D Artist), Joby Otero (3-D Art . | :;._
Lisa Edmison. From what we've seen so far, it appears that Neversoft is well on’

~ (Special Projects Manager) As you can see, Neversoft adheres to_

Louk for a review in the coming months!



Dear GameFan,

You already know this, I'm sure, but | got
so excited about it | |usi had to tell some-
body.

Remember back around the time Sega
released Dynamite Headdy? You guys
wrote a couple of articles on two upcoming
Genes;s tiitles that were described as

“phenomenal” - Flink and Tinhead. Well,
of course, Flink finally got a belated
release thanks to Vic Tokai, hut I totally

gave up on ever seeing Tmhead In fact, =

I’d even written to the company requeslmg
that they release it, citing the GameFan
article in the process. So... imagine my

. surprise when | walked into the Electronics
- Boutique yesterday and spotted a single
copy of Tinhead for sale! And get this: it
was only $19.99. A “brand new” release
for only $20? Great!

Mow, can you explain two things? Why
did Crystal Dynamics wait over a year to
release Tinhead? And why did they
release it at $20? By the way, Tinhead is
everything you said it was and more! Like
E. Storm, my favorite game genres are the
action-platform titles (Sonic, Mario,
Sockey, Sparkster, etc.) and RPG’s. Why
didn’t you guys let us know that Tinhead
was finally coming out?

RIP
Greenshoro, NC

Because we didn’t know, ourselves! This
is insane, but the morning we got your let-
ter, the staff was sitting around and chat-
ting. and the topic of Tinhead came up...
E. Storm was desperately trying to find out
if it had been released in Europe so he
could get a copy. Then we get your letter,
and it truly made our day. The
Pastmeister and crew humbly thank you!
We hope to be able to re-review Tinhead
next issue, and get to the bottom of what
exactly took so long.

Dear Postmeister,

Why are you guys rating preview versions
of Saturn games? It started with Dark
Legend, which has silky smooth anima-
tion, with not a hint of framiness, and

great music. Now it’s VF2. In my version,

Shun Di has his sake and drinks it plenty. -
The characters’ hair drift with the wind and
react to the character’s movements, and
there is a cool effect in Dural’s stage.
Also, Sega Rally actually has 3 cars and 4
tracks. Other than the above problems,
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2) Is it a joke? Oris Dragon Wamar5
finally coming out on SNES? e

3) Is there a company or group of mdmdu- :

als capable of translating strategy guides

for Japanese RPG’s? Although I've piayed

through Arc the Lad, Final Faniasy 5, .
Romancing Saga 2, and Secret of Mana 3
without translations, it would have been
nice to know what the townspeople were

Al saying.

work.
Dave Wilcox
Westport, CT

your map is great. Keep up the gund

Thanks for bringing this ia our attention,
Dave. Yours was not the only letter we
received about Dark Legend, and we’re
going to look into it and re-review it next
month if necessary. We never review pre-

& Jiew games, but many nmgs the copies

that we’re handed for review purposes are
not 100% final versions even lhaugh
they’re clearly marked “review copy.”
Thanks to the quick prodiction time for
compact discs, games can undergo last
minute tweaking mere days before they hit
the stores, so even our “fmal ” copies may
not be 100% complete.

Dear Postmeister,

First off, | would like to r.ompllment vnu :

guys an the great job you always do.
occasionally pick up “other” mags, bu!
they usually only have a few good articles.
GameFan, on the other hand, is like the
ELVIS of gaming mags. You always spend
a lot of space covering my favorite sub-
jects - RPG’s and the Japanese gaming
scene. | have just subscribed to GameFan
hecause your sideburns are so godly.
Anyhow...

There are a few reasons for my writing,
one of which is to say that | just sold my
PlayStation to buy a Saturn. Sony of
America doesn’t seem to recognize that
not everyone in the world wants to play 3-

D polygon games. | purchased the

PlayStation to play Are the Lad, which |
bought on import. But one RPG (no matter
hiow omnipotent) just doesn’t cut it! After
considering the great games (Albert
Odyessy Gaiden, Golden Axe: The Duel,
Pretty Fighter X, and Guardian Heroes)
that are coming out only for the Saturn,
along with the news of the Sega-SNK
cross-licensing deal, | decided to dump
my PlayStation for a system with a better
variety of games. - .

Now, on to Samuraj Shodown 3. | stum-

_ bled across this incredible game in the

arcades, and | was wondering why |
haven’t read about it in your mag?

Also, | have a few questions that you can

answer if you want fo:
1) Will Samurai Shodown 3 and Samurai
Shodown RPG he released on the Saturn
soon? i

F=k

4) What is your projection for the next gen-
eration system with the hest RPG outlook?
(As of right now, in'my opinion, Super
Famicom is still king)

Thanks for your time. You guys. ruiel

Phil Neubauer

Slinger, WI

Wow, because of your lavely Elvis com-
ments, | no longer have the heart to make
childish cracks about the name of your
city... Butl do have bad news, and you
should sit down, 'cause this is gonna hurt.
Samurai Shodown Il is a spectacular
game, and it’s coming out for the
PlayStation you just sold. Yes, after ink-
ing the deal to license games fo Sega,
SNK turned around and became a Sony 3rd
party company themselves. They’re mak-
ing King of Fighters "95, Samurai Ill, and
Fatal Fury: Real Bout...

1) But there’s still hope for a Saturn ver-
sion, too. SNK and Sega did a readers’
survey in a Japanese Saturn magazine,
and the top 4 Neo games they wanted to
see on the Saturn were, in order, Samurai
1, the Samurai RPG, Samurai I, and
Samurai |. Let’s hope they get the hint. .
2) Dragon Quest V will never come out
here, but there’s still a chance that
Nintendo could release Dragon Quest VI
here as Dragon Warrior 5.

3) Some mail order companies sell trans-
lations and walkthroughs with the games,
or you can Iry to download FAQ’s about
them from the Internet.

4) The Saturn has a strong lead both in
RPG releases and RPG’s planned. The

PlayStation only has a few, but a couple of
high-profile titles like Beldeselva and Arc

the Lad 2 are coming up. The FX has
some big RPG’s coming foo. Still only
FFVII and the new DQ for the Ultra.

Dear Postmeister, i

I must comphment your Decemher maga-
zine and especially the Anime section. |
hope to see this more. often. I have a few
questions:
1) Since SNK is porting Neo-Geo games
over to the Satutn, will any of these games
come out: ,Magician Lord, CrosSwords and
the Samurai Shodown RPG? Can you give
me a list of SNK games coming to Saturn?
2) When is Riglord Saga coming to the
US? Is the game any good?

%) I am disappointed with the Stunner for
Vi

irfua Cop. Why does Japan get a nice
black gun while the Americans get stuck
with an ugghh... orange gun?
4) When | heard Dragon Ball Z was coming
to Saturday morning cartoons, | thought,
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SHE 3 A 'BOUNTY HUNTER WITH
Zelram—themostdangémus A SCORE TO SETTLEo..

life form in the galaxy. It's

wrtually unstoppable — perhapq

even n;vulnerable The Tedan

Tippedai Corporation secretly .

attempted to import Zeiram

to be used as the basis for a

powerful new bio-weapon, and

now it’s loose. Iria, a ruthless

young hounty hunter whose

brother was butchered by

Zeiram, uncovers this

mformaimn while stalking | =
the monster — evidence that il
~certain parties would rather

have silenced. Now Iria must

expose. the silent conspiracy @ o
before any more innocent people
are massacred by the monster.

With the aid of her young ;
sidekick, Kei, and a_ -
mystgrlous benefactor;; 329
Iria will avenge her b

suggested retail price

bl‘OthﬁI’ s death... (prices slightly higher F
1 h ! in Canada)
only who is | SUBTITLED ~

hunting whom?
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“Wow, | don’t have to buy bootleg movies
anymaore,” but | was wrong. | was sur-
prised to see the old series for little kids.
Do we have to wait another 10 years to get .
to where Japan was recently? Or will we
never have Dragan Ball Z come to the
states? I'm sure a lot of Dragon Ball fans
were disappointed.

5) In your last mag, someone wrote a let-
ter saying how bhad the cover art for
Toshinden is for the American version, hut
the Japanese one isn’t good either. It’s a
cover of nothingness. - ¢
6) Why is it that all 3-D fighters are poly-
gon fighters? Can’t they make a 3-D fight-
ing game like Virtua Fighter with cartoon--
like characters from Street Fighter or
something like that? Didn’t Sega make a
3-D fighter of Dragon Ball Zin Japan?

1)1 doubt there’s eneugh interest to war-
rant bringing over the@daf games, unfor-
tunately. Here's the “list” for Saturn, as it
stands: King of Fighters ‘95, and Fatal
Fury Ill. Whew, hope you got all that! .
2) It’s out, it's retitled Mystaria, and it’s %
pretty good. 7
3) It wasn’l really their decision. After a
rash of accidents involving fake guns, con-
sumer pressure on toy stores made them

. stap selling realistic-looking guns, hence

" the fruity colors on all video game guns

. sold in America. Remember the

- SuperScope and Justifier?

4) The producers wanted to show the
whole series in order, so they condensed
and cut the original Dragon Ball series so
that they could get the DBZ episodes soon-
er. Lef’s hope it doesn’t get cancelled
first...

5}-Actua!ly, they re-released Toshinden in
Japan 7 or 8 months ago, with nice anime
cover art.

6) Well, obviously any 3-D game is gomg
ta have to involve polygons, but there’s no
reasan they have to aim for realistic look-
ing characters. We'll see how Bandai’s 3-
D Dragon Ball games coming for
PlayStation and Saturn look in a few

manths.

Déar Postmeister,

Being the greatest game mag there is,
I’'m sure you guys can answer these que-
stons:
1) In another game magazine, there was
an article on Squaresoft and Enix explain-
ing that they’ve decided to quit releasing
games to the US hecause of low software
sales. Could this be true!? The two RPG
giants of the world just leaving US RPG
players stuck in the mud! If it is true, |
think both of them need to really rethink
their pitiful plan. They both don’t know
how much American really loves their
incredible games.
2) Is there an exact date on when NUG4 is
supposed to come out? April 1996 is real-
ly not enough information, Nintendo!
3) Do you think 32X is dvmg?
4) Jaguar?
5) Is CD-I dead?
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6) Finally, there was word for a while on
an RPG for the 32X. Is it still going 1o be
released? If it is, do you all have anv info
on it? :

Thank you for your time,

Sean B. Kamp,

San Antonio, TX

1) We’ve had a Iot of panicky letters abnut'%é-

this, but gamers shouldn’t worry. It’s true
that Enix and Square are slowing down in

terms of translating SNES games, like

many companies who are unsure of the
future of 16-bit platforms. Hopefully
they’ll return to their full force when the
Ultra comes out. In the meantime, howev-
er, Nintendo is licensing a lot of their
games, including Genesis (Creation of
Heaven and Earth) and Tactics Ogre
(sequel to Ogre Battle). Considering
Nintendo’s history of timely and well done
translations, this might actually be a good
thing. So the growing revolutionary army
of people who write and call Square con-

& Sstantly to get them lo release Secret of

Mana 3 might want to turn their attention
to Nintendo. ..

& 2) April 21st in Japan, not yet announced

here.

3) Definitely. : '

4) (Bracing self for poss.rbiy walent nega-
tive reaction from the three psycho Jaguar
owners who write me every day) Yes...

5) Totally.

- 6) Shadows of Atiantis and Alone in the

Dark 2 were both cancelled, perhaps you
meant one of those? Other than that,
we’ve heard nothing, and no one’s working

—on new 32X litles anymore.

Dear Postmeister,

As a proud new PlayStation owner, I'm
thoroughly enjoying watching Sony trounce
Sega. | used to be a loyal Sega customer
until something terrible happened. You
see, this is hard for me to talk about, but -
| own a 32X. Figures I've seen indicate
that there are 400,000 of us victims out
there. That’s a lot of PO’d gamers, many
of whom will never huy another Sega prod-
uct. Sega should offer a $100 rebate on a
Saturn to all 32X owners.

. Anyway, color me Sony from now on.

Tilev ve done an incredible job, and the

‘machine and the games rock. A few

things are bothering me though.

1) Sony really shouldn’t doctor the pictures
in their ads. It’s terribly obvious and very
- uncool.

2) The multiplayer setup is highly imprac-
tical, except in the offices of game maga-
zines. Sony needs to make a modem. Are

they talking about it?
- 3) For a while now I've been hoping some-
- one would use the storage capacity of CD’s
~ to publish lots of arcade classics on one

disc. So of course | was elated to hear

that Namco was doing just that, and that ;

Vol. 1 would have two of my all time
favorites: Bosconian and Xevious! But
then | read somewhere that they won’t be
released in the US hecause Sony has

some stupid rule that all games must have
endings. Please tell me this isn’ttrue?
John Tucker .
Jackson, MS

Yeah, we're getting a lot of letters from.
owners of the abandoned 32X platform,
and | expect a ton mare to come... This is
really something that Sega has to address,

« but somehow I doubt they will.
1) Agreed.

2) l've heard nothing from Sony, but X-
Band should have one out this summer,

3) Actually, this was probably just a mar-
keting decision reflecting most Amencans
lack of interest.

Dear Postmeister:

| am very sorry this letter is so ghnrt but |
only have a couple of questions. What
exactly was the VF2 Portraits Collection? |
know it was a bunch of high-res VF2 stills,
but how did it work? Was if for sale in
dJapan? If so, then how come nohody saw
it over here? Are you getting tired of peo-
ple asking about Phantasy Earth like it was
the hype of the century? And finally, do
you think JVC and Hitachi are bnngmg
their Saturns to the US?

PS: | think more readers should write in
and cnmpiam about Sega’s stupld denial
of RPG’s. If those white-shirt bonehads at

SOA think we actually enjoy that Ghen . .

War, BlackFire crap then they’re sermuslv
!ackmg some shmlng wisdom (so it's
corny, sue me.,

Gideon Valera,

San Antonio, TX

I just want to know why, like, 40% of our
letters are coming from Texas these

days... Maybe I could run for governor
there... Hmmm... Well, anyway, the

Virtua Fighter Portrait Collections are still
coming. You ]usr stick ‘em in your Saturn,
and it plays various renders of the VF char
acters while playing their theme song from
the “Dancing Shadows” CD. They're pret-
ty cool little collectors’ items (although ;
some of the songs HURT), but of course
they won’t be coming here, as Virtua
Fighter is nowhere near as popular in the
states. No 3rd party Saturns are planned
for the US markel... And I never tire of
hearing from Phantasy Star fans. They're
the only ones | can trust; fine upstanding
titizens, each and every one of them.
They're Iew but proud, and strong. And
fogether, 1 have no doubt that we will sit
here and wait for another two years until
Sega finally announces that the game is
actually *F*antasy Earth and is justa
S:mEarih ﬁip -off, or somethmg Oh the
pam :

ite fo e o[!f,l Pl fun soll Pmehdenﬂ

The PoSiledi.
5137 Ciareton Dr. Suite 210

Agoura Hills, Ca. 91301
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They say the last thing
you see before you die is a
blinding flash of light.

" BuUT HEIY, YOU'RE A MERCENRRY. YOU'RE USED TO THIS STUFF.

You’ve joined Da Wardenz. Big-time, (highly trained armed forces specialists saving
the world from injustice, corruption and global terrorism with the help of omne
very bad boy: a fully armored, sophisticated M-13 Predator Battletank. Sure, war
is hell. But at least your = e m e kickin’ to the awesome
hip-hop soundtrack of San G G e E B S b b L. "4 Francisco 49er football

star and rapper William Ol ElulalaSRE ES WLV “Bar None” Floyd.

AT A ¥ HEW G

Command the deadly. M-13 Predator - 23 terrifying, covert v;mrlcdwide missions can @ 2 player head-to-head play or mulﬁpla'fér
Battletank across 30 mapped and textured  get down and dirty. Thank God you've got  * netwark in the PC version—up to 8
terrains in real-time, first-person. - - choppers and bombers.

-
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& We debuted Johnny Bazookatone just four issues ago and by the time
= you read this it should be perched on retail shelves.
Besides being one of the few side scrolling action ad i
available for the PS, JB offers some new twi an old, bul tried and true { starters, .7
virtually everything Ives consist of rendered backgrounds and huge
polygons, and & _ nurse to the hugest houncer is one hun- r . M
dred percent SGI. I certain cases these feature might hamper certain gameplay elements, g j =
but not here. By making Johnny smalf and gi giving him the ability to hover by shooting : B e o
downward ihe producers have successfully blessed JB with ample playability. The game- 3
3 Q play in JB is quite inferesting. By mixing puzzle elements with raw
o ”’i Q ? platforming and clever search and destroy gameplay, USG's man-
agcd to perk up what could have been just another pretty game.
¥ﬁe following is your basic how to guide. The many hidden ar
,‘ one-ups, and other such time consuming extras, of which theredre
many, I'll leave to you. - L L

U"d‘z“; i

QIN SIN Pl*Nl'l I:N'll

SPOTTED

SIN SIN PENITEN-
TIARY IS YOUR FIRST
STOP. WHILE IT IS

| | NOT A PARTICULARLY HARD

.| AREA IN TERMS OF DIFFICULTY, | | =
| |IT CAN BE TRICKY. THE BODIES , 288444
| | WHICH RISE FROM THE GROUND | | . s saeas
| | WILL OFTEN APPEAR HEAD- g5 =, :
. |FIR Hmun IT'S THE HEADS
s URT YOU, NOT THE

. | IES, SO WATCH FOR THESE.
THE LITTLE GREEN GOBLINS

ONLY BE SHOT AT CLOSE =
RANGE. THERE ARE TWO , , -
¢! | BONUS AREAS HERE THAT ARE e
' | FAIRLY EASY TO FIND, WHERE o s
| égg CAN BOLSTER voun MAN
SHOOTING DO
THE HIGHEST PERCH. IN PHASE
TWO YOU'LL I\IM‘I‘D FIND en;-
' | ORED KEYS TO OPE
SPONDING DOORS. %mun
WAY TO THE TOP AND
RIDE ON TEN TONS.

1




|

£,

&"‘wﬂ-‘”wam AT - atiidiie. .’li

{2

' gl 2 B "-
%.- . - E o

" HOTEL DOMINIQUE Saes T

e Y oot

THE BOUNICER WILL NOT LET YOU 3: o g
ENTER THE HOTEL DISCO WITHOUTA =
TICKET. YOU'LL HAVE TO WARP 2

THROUGH POTS, PASS THE SOAP, AND
NEGOTIATE SOME CRAZY QBSTACLES TO
ACHIEVE YOUR GOAL...
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INTO THE ROOM ON THE TOP LEFT. HERE mu*LL MEET A FFIEAKISH;BLB mgpﬁ THAT JUST
WON'T SEEM TO KEEP STILL. SHOOT THE SOAP AT HIM AND HE’LL HIT THE F m NOW JUMP
DOWN AND SHOOT THE BREAKER SWITCH TO THE ON POSITION. THE HOTEL ELEVAT
NOW BACK IN ACTION. BEFORE LEAVING THE 'OWER YOU MAY WANT TO
OPPOSITE ROOM AND CHECK OUT THE FUNKY HOTEL SIGN. NEXT YOU'LL N
WARPING POTS. THE FIRST ONE IS ON THE G :_H.-'-'BIDE,‘IHIHD FLOOR. wﬁ;_._.

YOU SEE A BRIEF CASE. SHOOT IT TO THE ’R“ HT,
RETRIEVE IT. NOW SHOOT IT INTO POS!TIDN

- _ T GG mn
'-mulu'r W’?HE ELEVATOR AND IT TO THE

TO THE RIGHT OF THE 'l‘fﬁ’l(E'f wmp 'ru
\B THAT TICKET!
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DO" ﬂﬂ%@[ﬁﬁg DIABLO'S DINER CAN BE HANDLED TWO WAYS. AS SOON AS YOU

ENTER THIS GHASTLY EATERY, YOU CAN EITHER TAKE A DIP IN THE
I DINER’S HUGE FISH TANK OR SIMPLY GET ON WITH THE TASK AT HAND:
(b oF FEEDING THE FAT MAN. THE AQUARIUM LEVEL, BY THE WAY, IS QUITE A
§ b, BIT BETTER IN THE SATURN VERSION. BOTH, HOWEVER, ARE NICE AND
- i 7| WET AND, IF NEGOTIATED PROPERLY, QUITE REWARDING.

[
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VAY THROUGH THIS SINIS
THE WILD ARM mu

N Z
ETE AFTS. IN EACH ROOM YOU'LL NEED TO CATCH THE BOUNCING VIRUS. SHDDT IT DOWN, THEN SUCK IT UP AND
RING THE VIRUS TO THE CURE MACHINE, LOCATED IN THE DOCTOR’S LAB. SHOOT IT IN AND A CURE WILL COME OUT.
TAKE THE CURE TO THE CORRESPONDING CHARACTER BLOCKING THE OTHER DOORS AND FIRE AWAY. ONCE THEY
XPLﬁhE YOLI RE FREE TD RDAM THE BDSS HERE IS WACKY BUT PRE'ITY EASY




The sequel to lhe besl~seilmg
~ Toshinden is almost here, a mere eight
months after its US debut... and it’s not
\ coming from Sony! That's right, the _
_American rights to Toshinden 2 have been A,
snaggeﬁ Playmates, and they've decided 4
o put TSD2~ia'ynur hot little hands FAST. But

MO0

with twa huttons, will laka off 75% of your
life bar. As an example of how poorly bal-
: anced this game is, | set the game on the

H/ustratrons Tsukasa KOfObUkI

P it o S




Ellis and SFA’s Chun Li have... uh... strikingly similar taunts.
Both say “gomen ne!” (“sorry!”) and both taunts hit the oppo-
nent. A coincidence? A parody? A tribute? We may never know.

=4¢ hardest level, put the fireball bution on auto and
walked away. 20 minutes later | came back and the
 credits were rolling. Now that’s game design! l can
rant all | want about gameplay, but the fact is,
1 most of the people who buy this game won't
give a damn about how it plays - they’u I:e
cnncenlraﬂng on how lt Iﬂﬂks.

-_stage mmﬂ"_. A
in and_a'tﬂf rqgk

T M T T e
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| scariest polygo
‘have been vastly é’ig




 the i nunir_ig polygonal chest i the gi
fighting game characters, true transparent
of Ellis’ costume tha h

hosses, and Cupido, the hidden fighier in Toshinden S) is an inde-
scribably insane freak with a sickle and the wackiest voice in fight-
ing history. Both of the new characters are insanely powerful and
are much stronger than the returning combatants. It’s a shame
Tsukasa Kotobuki’s beautiful character designs have to he wasted on a
. \} : \\3-0 fighter - imagine a 2-D Toshinden with these characters.

As was the aseﬁith.]‘qsgindeu 1,.the music.is remarkably average,




msg heavy on the electric guitars and completely forgettable. At least the
=4 big band stuff is gone, though... On the other hand, the voices are
eller -&s Takara has gone the SHK route and hired actual voice actars
nime and the vnwa&mﬂ hg r'_




S i's Weandnse:
ﬁibin up a bhit.
.'Bg._sce:?is \h’flhenever

~_ing corresponds to the color of the laser heam being shot (red, pur-

~ ple, hlue, green, etc.). The overall effect is extremely cool and is
~ exclusive to the PlayStation version.

The 3-D movement is smooth and fairly fast. While this game is

PlayStation

here are certain instances where lighting up a particular area with
your lasers are a necessity. Not only that, but the color of the light-

ipeout, but ne
A!theug the st ~ sce
impressive, it’s the depth ut gamepla .
and addictiveness that whisks this title pasi ord:narv 3-D '
PlayStation games and elevates it up to the level current-
ly occupied by Doom PS.
Your objectives are simple: A) rescue hostages. B) destroy reac-
tor, and C. get out alive. The only problem is: D) this is all much
easier said than done. Your first problem is finding everything.
Different colored keycards are scattered throughout each level and
must be gathered in order to destroy the reactor. That may sound
easy, hut the fact that doors and hallways can be located on the

K LEE
AN INTENSE 3-D
CHALLENGE!

Up to Deck 3 (F}

fﬁ"‘\ i

UptoDeck3 |G
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aping up to be a mightily super-
0 surprised me right off, but even more

15:16°C
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Return Fire, one of the hest games for the 3D0, is now
- PlayStation-bound thanks to TWI and the programmers at
Silent Soft (coders of the original 3D0 game). The
best way | can describe Refurn Fire to those of you
unfamiliar with the 3D0 classic is that it’s a
multi-player shooter and malﬂary action/strate-
gy game.
- The main uhjeclwa of Return Fire is sim-
'pfe You must venture into the depths of your
enemy’s territory in order to find and capture |
~ their flag. Your tools consist of a helicopter,
~ atank, an armored SCUD launcher, and a
‘Jeep. | found the best way of beating a level |
is to use the helicopter as a reconnaissance
vehicle (i.e., to find out where the flag is
located), then use the tank or SCUD launcher to
take out enemy turrets, and then use the Jeep to
grab the flag and return to the home fort. While that
may not sound too exciting at first, let me assure you, Return
Fire is very addicting and a hlast to play.

Music piays a huge huge role in this gama Gapture 3 ﬂag
and you’ll hear the “Hallelujah” chorus blasting in the back-
ground. “The Flight of the Bumblebee” plays as your |eep
scurries away from enemy fire, and “The Ride of the
. Valkyries” is the theme of the helicopter. Very cool.
Where Return Fire really comes into its own is
when you play against another player. In this
split-screen mode, you and a friend get to race
(and it really feels like a race) against each
other in a flag capturing contest. What's even
| better is that you can chase each other down
' and gam an advantage hy destmylng ihs uther
person’s vehicle. =
The hest part about Return Fire are the “ieel o 5
ings” it inspires. The feeling of power when you F%‘c‘ﬁﬂ m, - NOW
destroy an enemy tower or squash a soldier info a -
bloody pulp. The sense of urgency while rat:mg agamsl
a friend. The feeling of accomplishment after you've stru:g- -
gled to bring back a flag. And more than anything else, the
feeling of fun as you enjoy this great game. -K. Lae .

g OF s%.i RS

PLAYER SPLIT-SCREE

! KLEE

A

i AL L

-l
Lo ] el
B, £
Al B e .
st i

i

N ACTION!

JOIFFCIATY - INTERN EDIATE

'"Hnl.l.ﬁwmm" oy



Resident Evil is quite ﬁsibly the best 32-bit game yet. Yes, yes,
| know, you've probably seen way too many reviews that start in such

a way, but this time, | mean it. Really. Truly. Swear fo God.

Seriously. I'm not even kidding. | haven't had this much fun with a

video game in years.

I've eagerly followed Resident Evil's development since it was less
than 40% done, but | was surprised by the changes in this nearly fin-
ished version. Resident Evil is now far more of a puzzle solving adven-
ture, and a bit less of the action-packed kill-fest | was expecting. The
ammunition and herbs are few and far between, and now it's sometimes
much wiser to run than fight. But the depth and challenge of the puz-

~ Zles, the complexity of the storyline, and the vastness of the play area
more than makes up for the slightly diminished testosterone level.

This mechanics themselves are very similar to Alone in the Dark, with
the emphasis on careful exploration, puzzle-solving, and experimenta-
tion with various items. The big difference, though (besides the obvious
differences in graphics quality), is that the battles are no longer a frus-
trating ordeal, but a darkly sadistic freat to savar and enjoy. It's really
never a good idea to attack dogs, as they'll usually leave you alone, but
nothing is more entertaining than waiting for one to pounce, hitting it
right in the chest, and watching it smash to the ground with a splat of
blood and a terrified yelp. Heh heh heh... The play mechanics are full
of good ideas, too, like the way weapons do different amounts of dam-
age depending on how close you are to your foe. Resident Evils well
thought-out engine, precise controls, and clear visuals are defi-
27~ nitely a glorious thing.

; The graphics are excellent, especially in the char-
acter movement. Indeed, the character move-
s ments are a bit too real... | mean, someone
F please tell me that Capcom didn't just go downto °
= their local animal shelter, sneak out a truck full
. of Dobermans, and then blow them away with
various types of guns just te mation capture it.
But hey, though | don’t condone such behav-
e ior, in this case it would actually be kinda
». worth it. You can't possibly understand how good
. their movement patterns are until you actually
~see them walking, panting, swaggering as they
~shift their weight from one side to the other...
= And the little details, like the way the enemies
just start chowing down when you die, are

: priceless.

L 1 In the storyline department, you're either
; = Jill Valentine or Chris Redfield of the Raccoon -
= ! : = Police Department, and, while searching for
= " % theteam of cops who vanished while inves-

-

:
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N

- sions in semaphore, for the hear-

tlgatmg a rash af muslennus daaths ynu are inn:ed
to take cover in a mysterious old mansion. Once
you get in, you can’t get out, and the place is lit-
tered with the Imd:as of the officers of the missing
“Bravo” team. The particulars differ depending on

~ who you choose to play; Jill can hold more items

~ and pick locks, and can count on some help from

 fellow officer Barry Burton. But after Chris (who can
~ take more hits than Jill) loses sight of his “Alpha”
te'am'm‘a{as, he never sees them again... But he

~ ¢an receive assistance from Bravo team survivor
~ Rebecca Chambers. There are many differences
_in the game itself, and you’ll definitely want to
 play through it with both characters to
gst the whole storyline.

The story is acted out in a variety *
- of ways. You have your cheaply

‘your mid-game intermissions,

which just have the characters |
talking in voice and gesturing wild-
Iy (as if acting out the intermis- E

ing-impaired), and awesome litle  ©
CG intermissions (featuring the vari-

ous monsters) interspersed through- e 5

out. There’s a lot of voice “acting,”
which is generally quite bad, but
charming in its own little way. Still,
~ Barry Burton shouldn’t
4 Quit his day job.
. The mansion is
immense, and once

VOO

the end, you find a steady
string of locations outside of
the mansion. My quest took
i me out into the yard, through a
& guardhouse, and into the sew-
ers, and | completed less than
@ half of the game. Resident
"} Evil is nearly as long as the
|} entire Alone in the Dark
. series put together. And it’s
~~ quite a challenge, too,
== although not always in a good

, way...
wll? - lreally, really don’t care
. . for it when companies mess

around with save features.
The Constitution of our

great nation guarantees
each and every man,

- woman, aml r.hlid a reasnnahle save ieature in

lame. You have to uncover ink ribbons in the game,

and then take them to rooms with typewriters. I've

uncovered only 3 ink ribbons (which can be used
~ but once) and two typewriters. So, as a result, one

i gy !
R‘ f - can store extra weapons in the crates

- produced hlack and white intro, E Ay i N gl

= You tmal!y think you’re nearing

MY APOLOGIES...

Desplte the rectangular pics, this
game isn’t letter-boxed at all. We
had to clip them pretty severely to /' -
remove the code from the debug- -
ellgle copy we rewewed Here's
, the size you can expect ln your
fma[ vefswn o

games of this type, and Resident Evil's is ﬂecidedly

can afford to save the game once every TWO -.
HOURS at best. So what if you have to go some-
where, or sleep? And two hours is way too much fo
have to play through again if you die.

The other problem | found revolves around the
timited number of items you can carry. Jill can hold
8, Chris a paliry 6, and there are always a

number of keys, weapons, carfridges, and

- health-ups you must carry with you. You

........

located here and there, but nothing is
.\ more depressing than ﬁnding a hox of
f shotgun shells, and realizing you left your
| % shotgun in a crate about an hour and a
~ half back. No, | take it back. Even more
depressing than that is having the shot-
~gun, but no ammo, and finding a box of
~ shells, but not hemg ahle to pick them up
‘cause you're carrying 5 keys! Then you
have to trudge all the way back io the
nearest box to unload some items, get
the shells, load them, then go
back to the box o get all the
- other items again... So bor- )
~ing! With an unlimited
gi inventory and the ability to . 3

;+" save more often, this game
" could have heen a perfect
100.

But hesides these two
faults, Resident Evil accomplish-
es everything it set out to do. It
amazes you graphically, it scares
you half to death (no matter how
many times I've seen those dogs
jump through the windows, it S——
still freaks me out), and it chal- -
lenges your mind. The atmos-
pheric music and sound effects
are perfect, the graphics are Wi Faed
astounding, the questis long, the W = =% » i
storyline is intriguing, and allof & — o '
the parts work together beautiful-
ly. If you have a PlayStation,
you have no excuse not to buy

this game.
—-Takuhl




SHIELD KEY

T T ST

ARMOR KEY

If there’s one thing every 1st
%year botany student knows,
it's that tentacles don't like
 tea. So pick some up in the
. room under the stairs and to
.;%the left, and pump it into the

' g
ut you’ii need to replace

tentacles’ water supply

ith the wooden %;e

BL UE
GEM

The picture pretty much
says it all.

Just find the

_ HEAL
SPRAY

Afree heal spray is yours
for solving this simple rid-

Now, use the gold
crest in the dining
room, and the
shield key shall
. soon be yours.

hole in the railing and
give this statue a shove.
The blue and red gem fit
in the eyes of the first
floor s tiger statue.

_"w g S i

1

dle. View the pictures in
order from youngest to
oldest, and then check
the one at the end.

38

(for Jill)

@ll

for Chris)

MANSION 1F




| Search the bug display twice, e %You never need the
. and the second time you'll find e

© radio, but with it in

z** your posession, you
§~ can communicate with
~ your lost comrades

i . the way (to the F{IGHT) With J 1 &% b <y and reveal same key
Bt 5} that gone, move the bookcase | . % e N ph:;t points. 1

srmmmssceaerscasme 10 the left. There ya go. ; ¢ Before the snake >

MWMW%FW”
e FEe el f
e e g

Once you get the other two crescents (below), you'll be || 88 | % ” % bQSS you' Nl find Brave |

able to leave the mansion and journey off into the court- J | Sam e 10AM * member]
yard, pool, guardhouse, sewers, and who knows where Hichard lf you re Chns it's too late and hes deaci But_;'j =
else. Just slide them into this display in the northern- | | if you're Jill, he’ll sl 20
most part of the 1st floor, and you re ready to get go:ng have a bit of life in him. | mmm———
A -~ | | To save him, get the
antidote in the room '
with the bed and typ e-‘?:
: writer... BUT DON'T
'] DAWDLE! You have!
11 only a few minutes to ‘f o
]| do it before it's too
| SF i1} late. E
1he R R N — |

-- -.STA‘R _CRESCEN kot b”’g?e!}til?at‘ﬂ‘éﬁ’&%Pﬁé’ﬁ?ﬁfﬁé

in the floor. Then push asidé the red statue and press the
button on the floor. Failure t0 dO g e
the first step will result in a very | g
nasty surprise.

The other crescent is bemg
guarded by the first boss, but you'll | 1
have to look closely to find it. Don’ e
miss the clip in that room, either. |

MANSION 2F

(for Jill) (for Chris)
39



| Capcom’s hlazing arcade side-s
. Tower of Doonris on it's way 10
| release. Capcom.is eve
 transparent shadows.and sp

are inés: Lad '
ES ay 1
4 rw%sga :

{

orked on for a forthcoming release by Acclaim. It remains to be seen whether.Capcom
‘mas ount of parallax and ultra-smoeth animation on the PS. We’ll havé a.
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TO program Or not to program? That is the question...
TNNOVATION has the answer!

Programmable Control Pads For
PlayStation, Saturn, 3DO, SNES & Genesis

¢ Now program your favorite codes for any
PlayStation, Saturn, 3DO, SNES or Genesis game
onto the supplied Programmable Kard.

¢ Program up to 32 special moves onto the supplied
Kard, erase & change the moves at any time!

¢ The Programmable Kard holds memory without a
battery. Customize you own Kards or buy
preprogrammed Kards with the moves already
made for you.

¢ Use the Innovation Modem(Coming Soon!) to call our Hot Line and get

Programmable Kard
Goes Here

Program Your \
Favorite Codes Here

codes for almost any game downloaded directly into your Program Kard -
at a low cost!

<\ NORTAL KCMEAT 3 KONTRLL PAT

For SNES, Genesis & Sony™ PlayStation

¢ Master almost every fighting move, Fatality, Babality, Animality,
Pits, Friendship, Combo, and finishing moves for all 15 fighters
including Smoke! Activate all the VS. codes at a touch of a button!

¢ 2 liontrol Pads with 3 different Kards each + 2 Bonus Kards make 8 Kards in all for SNES & Genesis.
Also 8 Kards available for Sony™ PlayStation Pad.

¢ Buy optional Program Kards for either SNES, Genesis or PlayStation and the Innovation Modem(Coming
Soon!) & call our Hot Line and get codes for almost any game downloaded directly into your Program
Card at a low, low cost!

¢ Version 1 includes 3 Kards with codes for Cyrax, Sektor. Stryker, Kabal, Kung Lao, Sheeva & Sonya Blade

¢ Version 2 includes 3 Kards with codes for Sindel, Sub Zero, Liu l{ang, Kano, Nightwolf & Jax

¢ Just plug in the supplied Kards & play!
VIDEOLINK"

MK3 Kontrol Pad - Version 1 for SNES or Genesis $49.99
MK3 Kontrol Pad - Version 2 for SNES or Genesis $49.99 | ¢ Now connect your Saturn,

;-;EE%‘!%%}E‘% ’%
il ji—

Optional Kard Set 1 for SNES or Genesis $39.99 PlayStation, Ultra 64, video
Optional Kard Set 2 for SNES or Genesis $39.99 e game system, VCR’s & more
Bonus Kard Set: includes all VS codes, Smoke & Shang .. .. .. to 1 TV with VideoLi
Tsung move & morphs for SNES or Genesis $39.99 . W
Sony™ PlayStation MK3 Programmable Pad $49.99 ¢ VideoLink™ actually converts of to 4 stereo AV
Optional Program Kard (for all program pads) $19.99 signals into 1 RF signal.
glggsﬁﬁﬁarﬂ Set fti‘-)fl SOCI;}'T P;lill’)'-‘-“:ltaﬁﬂﬂ ggg-gg ¢ Throw away those tangled cables & RF switches,
ogrammani€ niro1 ra .

Genesis Programmable Control Pad $39.99 oo ,box does it alll -
Saturn Programmable Control Pad $49.09 ¢ Don’t waste money on the expensive PSX, Saturn
3DO Programmable Control Pad $49.99 & Ultra 64 RF switches.

- VideoLink - for all systems $49.99 ¢ Save time & money with VideoLink™!

If you can’t find Innovation products at your local dealer simply call:
860-395-3090 Or Fax Us At 860-388-0084
Or mail your order along with a money order for the total amount to:
Innovation
P.O. Box 360
Old Saybrook, CT 06475
Specify the Innovation product you wish to order and for which system.
Add $10.00 shipping & handling for the first item plus $5.00 for each additional item.

SNES™ & Ultra 64™ are trademarks of Nintendo Of America. Sega Genesis™ & Saturn™ are trademarks of Sega Enterprises, Ltd. 3DO™ is a trademark of the 3DO Company. Sony™ is a trademark of Sony
Corporation. PSX™ & Playstation are trademarks of Sony Computer Entertainment, Inc.. Mortal Kombat, The Dragon Logo, MK3, and character names are trademarks of Midway Manufaclurlng Company.
MK3 Kontrol Pad distributed under license by Williams ® Entertamment Inc. All other product names are registered trademarks or trade names of their respective companies. @I/ e



Amidst a sea of 3-D and shiny
ﬁ&gonﬁla true;f game emerges...
e initial o impressive ren-
dered nactr;cgl mpf‘e; carried
with it that initial feeling of ecsta-
sy felt whenever you experience
something new. My
adrenaline soared as
I awed at the sight
_of all the shiny new-
ness of 32-bit. But
after a few of

SEGA SATURN :

DEVELOPER - TREASURE
PUBLISHER - SEGA
FORMAT - €0

} OF PLAYERS - 18
DIFFICULTY-IREUMSTANTIAL
AVAILABLE - LATE MARCH

these ﬁsual masterpieééﬁ | began 3
to realize they're mostly show, and
little go. Being one of the only GF
members not on a steady diet of
SF Alpha, | rely on platformers (of
which there are like two short
ones), and RPG's (of which
there are like none of
besides the im
long conquere%
my stimuli. B
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i ﬂh" L ﬂdmd Hf’l"'O pr:*aw’ruity makf Bhf’!f“ wc,ty :3{ rogs town
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Sonic?, C.aat.femn , Ghouls and Ghosts? Hello... anybody lis-
tening? By the way, i they render any of those charﬁcterﬁ Il
simply puke.
- To date, the only 32-bit soft that has truly challenged me
. was Hermie Hopperhead, a Mario World-like adventure with big
staying power érut hurtin’ music). But Hermie’s hand drawn,
and obviously not flashy enough for the US game scene. 5o
my dreams of a US version (with re-arranged music) are fad-
ing fast. Bottom line.. | needed a real game! Needless to say
when Sega granted us the exclusive on Treasures first Saturn
game, Guardian Heroes, | was elated.

As you may recall, Treasure was responsible for the under-
marketed, under- best game ever for the Genesis,
Gunstar Heroes. We got behind it, even went to Treasure and
. made some friends, but the game necewed ln:tle support fmm T
. S0A and never achieved the sta- —— T T
. tus it deserved. So this is like : SEe T T pEe D e

 deja vu for me. Once again we've
bagged the exclusive, except
Sega now realizes the power

. Treasure possesses and is

~ intent on getting them a hit. Al |
| know is that I'm lookin’ at one
of the beat gamsa I’

Tmasum' has; L
merged three génreﬁ. ﬂg

:~:.3 ﬂa,
. acl:no_p_,_, and role

And

VS, MODE

'- ._.Six playa_r_'_ a__;mu!taneouﬁ madnssﬁf Choose from up to 45

© differ -ﬁ'ﬂ'h' racters, color ‘em the way you want and then
' watch in amazement. Screens packed with huge sprites,
ra:;y Hne. scrolling, and ultra smooth zooming move aa

100th as a chili axative. Even lil' Ed Cognac can join in
he funl... and ﬂ'ﬂﬁ ia just #he banuﬁ_‘-gmﬁa!




«* makes all those rendered
Y, gumbies look like, well, turds.
» Hand drawn art is where it's
¥ at. Motion cap, and SGI dol-
lies are fine for a while, but if
you're like me, soon you will begin
to see the limitations these meth-
ods bring along with them. It's true,
CK2 and Skeleton Warriors are fan-
tastic games, but it's also true that

they do not have the depth or
 playability of a hand drawn.
game such as this,
The gameplay in GH con-
 sists of many elements. The
fighting/action, which is the
 best I've ever seen, is
- enhanced by the depth of the
- playfield. Fighting takes place

behind the enemies or avoid

or out one notch, holding
magic spells carry across the
re many. Most, when performed,
80 huge and so often you can lit-
ter amongst them. Next come the fighting game
racter has several, can block, and

N jugg 0 To further add diversity, o
the end of each stage you can upgrade your - 1"" &

- characters status to your liking. Attack o _

o : . : strength, defense, ; :

44

luck, constitution, inteligence, and speed areall set by you and havea
direct: outcome in the game. Role playing comes into play much of the
i . Not only do the Heroes themselves converse often when

Aecisions, but you can taunt, choose to fight or run, and choose

different destinations. On top of 2 the music is beyond perfect, the
amount of sprites on screen unbelievable, and the art, well, take a look.
Everything scrolls on the groun, e
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EXGLUSIVE

SEGA SATURN
DEVELOPER - ATLUS
PUBLISHER - ATLUS
FORMAT - CD

# OF PLAYERS - 1
DIFFICULTY - INTERMEDIATE
AVAILABLE - JUNE

46

.- Despite the hard RPG elements, morally questionable con-
“%. tent, and thousands of pages of Japanese text, Shin Megami
Tensei: Devil Summoner is actually coming to the U.S. If
- you're not familiar with the MegaTen (the hip Japanese ~
“nickname... don’t | just think that I'm sooo cool?) series, don’t feel bad.
Despite the fact that a new MegaTen game comes out seemingly once every 45 minutes in
Japan, they’ve heen totally neglected by American game companies... until now. Atlus, the
developers of the series, is bringing it out here in time for an early summer release.

MegaTen’s world is a weird one. The setting is present day Japan, but the mood is a unigue
hybrid of Shadowrun-esque cyberpunkedness and ancient daemonic lore. The game system
is similar to Wizardry: almost entirely first-person and with lots of enemy encounters. But
one feature unique to the MegaTen series is the ability to just talk to your foes... you can
make friends, bribe them to leave you alone, or try to coerce them to join your pariy.
Sometimes 1hev Il even bribe you not to kill them.

The character you play is just a normal Japanese hoy. Your girlfriend calls you up, and you

: 0o out to get some coffee, and run a few errands at the library. Since she forgot her library
card, you let her borrow yours to check out some weird hook that theorizes that Japan used
to he ruled by mages who could command demons. As you walk home alone, you're con- §

fronted by a very evil looking fellow, who kindly offers to not kill you if you |mmed|ateiy hand
over the library book that’s checked out under your name. You don’t have it, but he’s not

ahout to buy that, and lives up to his end of the bargain... so nary 15 minutes intu the game, =

ynu're dead. But after a very cool death sequence, you meet Death, who informs you that it
wasn’t your time to die. Unfortunately, your body isn’t in very good shape, so what’s he sup-
pused to do with you...? When you wake up, you find yourself in the morgue, now occupying

; the body of a mysterious, polyester-clad, heavily-armed
man who saved you from what appeared to be an army of
monsters earlier in the day, but died soon after.

A few problems. It seems that his soul isn’t too happy
about this arrangment, as Death’s little game of musical
chairs has left him without a physical form. Second, you

demons that are invading Japan, and third (shiver), poly-
ester? Ugh! The suit and hairstyle hurt, but he does have
a mage-i-licious girlfriend, tons of allies all around the
city, and access to some very advanced weaponry, so
assuming his form is not without its high points...

- As you can see, Devil Summoner has clean, crisp 3-D
' | graphics (just saved as animation, not as real polygons,
-like in Phantasy Star), excellent enemy design, and the

one finally has the guts to release an RPG as innovative,

assured that we’ll be back with more on this title as it |
nears its domestic release. -Takuhi

have to take on his duties, which include controlling the =

¢ best FMV ’ve ever seen on the Saturn (and there’s plenty =
¢ of it, too). We’ve barely scratched the surface of the &
Japanese release, but | can’t be more excited that some- .

mature, and challenging as Devil Summaoner. Best i3
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SEGA SATURN

SLASHER QUAN

1 AM NOT AMUSED!

I

I just didn’t think this could possibly-happen

again. Stupid me. | just assumegdidhat natra&~

ly, MK 1l for Saturn would be a néarj
translation of the-¢oin-op (finally), aftf
one fell swoop, Prabe would atone for the

destruction of the Genesis and 32X versions.

Boy, was |.wrong. The masked butcher of Morfal
Kombat konversions, Probe, has done it again

with a thoroughly shoddy “version” of
the arcade game, featuring crappy
new music, almost no voice, and
constant gameplay-disrupting
chunkiness.

I'll start with the good news
first; what little there is.
Finally, we appear to have a
technically accurate rendition of
MK 1I’s gameplay, including all of
the juggle combos that worked in
the arcade. Certain ESSENTIAL
combos were missing from the
Genesis/32X versions (such as Scorpmn S
defensive juggle High Punch, High Punch,
Teleport, Spear, Uppercut) that have all made it
to Saturn. This version is so faithful to the
arcade that even one of the GLITCHES from the
arcade (Raiden’s Shocking Grasp move doesn’t
work when you are fighting the computer

Raiden) was refained. | understand attention to
detail, but that was going a litle far...
The fundamental problem with gameplay is

that this version is just LITTERED with annoying

chunks, jerks, and stops at random points during
the action. | understand the need to stop game-
play momentarily for fatalities to load, but this
game is just ridiculous, bordering on
unplayable. (As a side note, Shang
Tsung’s morphs cause loading time
AN, just like PS MK 3.)
. To add insult to the jerky game-
i play (and | just don’t buy that it’s
the Saturn’s fault; it must be the
programmers’), the ahsolulely
Bl brilliant musical geniuses at
=/ Probe decided to, once again,
completely re-score the entire
soundtrack. What was wrong with
the original arcade music? Did the
¢ license only count for the game, not
Midway wizard Dan Forden’s tunes? |
doubt it. | want fo go on record with something
no magazine has ever had the guis (or brains) to
say: The music in MK Il Gen/32X was an ATROC-
ITY, a crime against Mortal fans like myself...
maost deaf mag reviewers said it was exact to the
coin-op. The Saturn version is nothing like the
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he arcade game: e e L
fihe final Efij,ﬁﬁh s CD s"%pme is that 95% of all the voices are just simply gone
f (even Raiden’s “Your mother's from L.A.” Torpedo cry, a necessary element of

_ Mortal Kombatf), and many, many godly sound effects from the arcade are also
missing (such as the foreboding chime when you successfully input a fatality

¥ code). This one plays like it’s incomplete, maybe only 50% done... but our GD

Y~ said final. If so, it is just sad and | can’t see anyone picking this game over the not-
perfect, but still-excellent SNES version. -Slasher Quan
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~ PUBLISHER - ACCLAIM
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SEGA SATURN
DEVELOPER - CAPGOM

FORMAT - CD
# OF PLAYERS - 1-2

DIFFCUTY - ADJUSTABLE
AVAILABLE - NOW

K. LEE
QUITE AN
ACHIEVEMENT...

s
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w fectly. Just lm%nud is this game, you ask? Let me count the ways...

= Of all the 2-D flglmng games I've seen for
the Saturn, Capcom’s X-Men, to me, ranks as
.. _~ one of the very best. In just "about every
,=.. category you care to name, X-Men is an
4% impressive piece of software. The
graphics and animation, while not arcade
perfect, are fantastic, the music and sound effects are directly
sampled from the coin-op, and the gameplay replicates the arcade per- g

e e LU s i o

Human beings are a fickle sort. Althnugh many of us have the ahlllty
and desire fo look beneath a surface in order to find substance, an
equal amount of us require pleasant visual stimuli hefore takmg on any
new venture... In English, if X-Men doesn’t look good, we ain’t playin’
it. Don’t wnrry, it does! From the intricately designed background art
and highly detailed character art, to the multiple layers of parallax and
sgbhme line-serolling, this game is an example of visual craftsman-
ship S
If you enjoyed the gameplay of the coin-op, then you’ll be in heave“n
with the Saturn version of X-Men. 1t's weird, when I first played X-
in the arcade, | didn’t like the way it played. One butten su oves
that hit 15 times or more, air blocks and chain-link nnmhus 5
screens high or more, super jumps, it

= J % ;
S BNTSE STADT
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HANUAL
AUTOMATIE

THE NUWBER OF CHARACTERS
1P 7P

:ék up to five team

| members for a gruel-
ing all out battle!

s

plaerMan'mnre oroughly, | kinda like it. That’s
‘beauty of periﬁ:t _ar::arie translations. What

ﬁipleﬁ from the arcade
: y' 'Man-lsh sound I've come

), bi
Men. The musu: has that gassm Capt:um ps@udm
know and love.
he only thing that’s not “ aﬂg perfect” i
&ms renawned for its un&ehe‘v |
- very s

g x'-_Men is, mmp]v, a great " ;_. ion of the arc
efﬁ‘”eﬁs and novices alike. K. Lee = =~ e



'Lz.*v(as llhlﬁ' ug ’;) n/and
i anyw 0%-
the’PS’ spee g*eiws mode

flaws. Comparing the Saturn anﬁmﬁ ' U lont see much gf Trence,
PlayStation Alphas is like any incar- - gn playing the con-
nation of SFIl on the Genesis and SNES; with one ;M herupgrade from the arcade
/  getslightly better control (due to Sega’s godly pad e did Q ve the
; - dmlgnﬁnﬁyﬁ me programming), yet screwed hass codes yet) is lhe addmun of a real voice for Dan,
— graphics and § amples, and with the other you instead of Ryu’s at a slightly lower pitch.
get much be ics, and, in this case, nnger Capcnm changed the boss codes for the PlayStation
SEGA SATURN loading time ign in Japan, and it looks like they changed them
The first n. Trv as we mlght

dn’t get

| noticed ahout Saturn Alpha (afte
vhich you get two *rent charact
the Japant

DEVELOPER - CAPCOM  ing the infro ,

e . inst ¢)Was the mashed samples They're ve
PUBLISHER - CAPGOM tinny and Iar—a\gy sounding, kind of like the winning . g on any level above 6, but

guotes in V/F2. "Capcom tried to be fun by adding an perhaps you:have to actual-

FORMAT - CD echo to the super samples, which.compounds the prob- Iy enter a code in the
# OF PLAVERS - 1-2 lem further. The second flaw | noticed is the most _ American versions.

sl severe, to me at least. The super cogn:ém shl?dumia‘s arti

AN NOT BLUEI They’re sort of blue- tmg so that the col

DIFFGULTY - ADMUSTRBLE ;. of the characters’ cos ow through. Why this _ PlayStation articles,
AVAILABLE - FEBRUARY is the case is beyond me. Perhap Capcom thoughtit  Capcom has added a
was an upgrade, to me it's n e arcade. Slightly = beyond-cool training
lower down on the annoyance level is the fact that - mode in which you can
taunting is accomplished by pressing L and R at the practice (and record)
same time. This should be changeable in the options, _ your combos, a no-
but it's not. Maybe I'm nit-picking, but | feel that these  loading vs. mode and
are severe problems. On the plus side, the game con- myriad other game

'read the various Alpha

NICK ROX
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options, like speed, number of rounds, auto-
blocking, and damage level. The most excit-

ing new change is the addition of arranged

music, some of which is great and some of which is
120% wah-wah mystification. Luckily, you can
change between arranged and original tunes.

If you're a Saturn owner, you must buy Alpha.
Despite small problems, it plays perfectly and
loads fast. Personally, I’d rather play the
PlayStation version for its arcade perfection, but
either 32-bit powerhouse will provide endless SF
joy. Next stop... /il -Nick Rox '




E. STORM:SH

3 OF JAPAN'S BEST (INCLUDING 2 RPG’S ) S G
GET US THROUGH THE SPRING. PANZER 2 (SEE MY IMP _
RIVER STORY, AND DARK SAVIOR WILL KEEP US OUT OF THE SU

SKIN WE’LL HAVE! -
— : s

A

Clockwork Knight 2, released September '95 in Jaﬁam (see GF review, vol. 3 issue 9 ) is finally ready for US consumption. Easily the most impres-
sive side scrolling effort on the Saturn (or any other system for that matter) 1o date, CK2 offers twice the visual impact and playability of CKI,
the ability to ride Baro 5aro—!’spioemuchau’5 Trusty toy horse, and features some of the best bosees ever conceived. To put it simply, CKZ is 2
landmark achievemett in the realm of special effects and insane polygon visuals, It eclipses part one in every category. Recently released in Japan |
was Pefperouchau’e “good luck bag” which includes both parte one and two, along with all of the movies and song, a special bosa game where you
can taxke on boos after boss using the limber ‘Ginger’ Fe hau's arch rivalin the for Cheloea's | ellield ¢y o 5,
grabbed that version for this preview so you could get a look at Ginger

tells me we haven't seen the last of this series yet... .




a32 bit._-ﬁyﬁtem is the 50 or 50 hours of joy | spent w:th
_ R th, 1 - me the beat'ﬂ\ctionfRF'G available today and it's headed your way from
_arking--l?emgnﬁ. To my knaw{edga (Victor’s still not speaking to me because | gave Lunar 2 a 98), Working
Designs is going the extra mile, re-recording the hours of actual speech rather than replacing it with
# text only. This graphic wonder will remind you why we love RPG’s so much, and should not be missed by
anyone wn:h a Saturn am:l a puise. If you're a real die-hard, seek out the amazing music CD from
- the best R undtracks I've ever heard. This is the Sega | know and love. | hope
; the Saf:urn i number 1... Hmmm, | wonder why...

,_,.33_-\.1,_{. “ Bh ;—l i —
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‘With original character and
mechanical designs by renowned
anime artist Shiro Masamune (of
“Appleseed” fame), a supposedly
vast, 3-D world, and a neato plastic
gun, | thought Horned Owl was
. going to be a very cool game.
~ Instead, it turned outtobe a
- tedious 3-D gun game. Here’s
why... _

The overall play mechanics
aren’t much of a departure from
- Virtua Cop’s. You're still “on
- ftracks,” shuutmg euerylhmg that

Owl didn’t lack something | like to
~ call “enjoyable gameplay.”

even a small high-quality anime
clip between each round. Sound
good? Well, it would be, if Horned

Well, that’s a tad harsh; the
game is fun for the first five
minutes or so... Shortly there-
after, you’ll begin to realize
nothing new is happening, and
the true pain of Horned Owl!

begins. It’s not just the slow L "
pace, nor is it facing the same A
five enemies again and again, Playstation

moves in an impressive 3-D world. The gameplay, on or even the complete lack of suspense. It’s the many JEVELOPER - ALPHA SYSTEM

the other hand, is totally different. Taking the role of  periods in each level where you’ll find yourself dumg

Ryo or Marco (two cops in the futuristic terrorist fight-  absolutely nothing while the story unfolds.

~ ing squad, “Horned Owl™), and equipped with a It would seem Horned Owl is Sony’s response to
power suit, your character leaps off tall structures Virtua Cop, and for that reason | was expecting much

“and even flies. Your life is represented by your suit’s  more in terms of depth and gameplay. Horned Owl,
shield energy (a realistic departure from VC’s semi- being the first PlayStation gun game, and currently

invincible cops), and your gun carries an impressive  available exclusively in Japan, should be sought out

- 16 shells and up to five grenades. The 5 levels in HO by only the most die-hard shooter fans (or plastic gun
are huge and full of twists and turns, and at the end collectors). All others need not apply... Big Snooze-

| nI eat:h scenario, a huge boss awaits you. There’s ola on this one, I'm afraid. -Mr. Goo
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KEEP THE GUN...
SELL THE GAME!
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PUBLISHER - BANDAI

The Gundam saga wm never dl&’ 'Bandal': has

FORMAT - €D once again taken the Mobile Suit Gundam concept

in a new direction, this time as a combination side-
i OF PLAYERS - 1 scrolling action/shooting battle. It looks like
DIFFICULTY - INTeRmepie Gundam fans have finally gotten themselves a real

action game. :
~ At first glance, MSG appears to be just another 2-
D walk 'n shoot, but it’s actually much more. Your
MSG mech is equipped with an assortment of
weapons (three of them essential), a jet pack and a
super shield. You’ll need to master using these
weapons simultaneously to achieve your mission
‘goal. Enemies attack you from the back and fore-
ground, requiring you activate your lock-on
laser, which is able to fire into and

out of the playfield, as your
mech rotates on its center

axis. In between the terres-

trial areas are space shoot- %fw‘“"
ing sequences, where the
game changes pace but the
play mechanics remain very
similar. In both modes of plav,
blocking with your shield, locking

AVAILABLE - NOW JAPAN

3

LS
1 ‘
!

tﬁe enemies around you
make up the hasle formula. The ability to place
reinforcements along each level via the on screeen
grid (displayed hefore each batile) is not only a first
but adds considerable depth to each stage.

- Following The 0079 Seriesto a tee, ynu’ll encounter

every obstacle as seen in the actual anime. When
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Mobile Suit Gundam is the first 2-D action adventure in
which you rotate on a center axis. Your lock-on laser
tracks enemy sprites as they appear far away in space
and, in your face. |

WB- SePe B-RIFLE = | [ H-BRAZOONA = ud

confronting the powerful armada bosses, the emphasis
is on memorizing patterns and weapon usage.
Fortunately, the game was designed with a save feature
because many of them come back for more, in more fre-
quently changing patterns. MSG will ummateiy talta |
sl full day or more to complete.

It’s easy to see what the developers are going inr afiﬁi
have Iur the most part achieved: a 2- D game with 3-D depth and strategic elements. They've made the 2-D perspective deeper hy
revsiwng the action around a center axis, and it wutks well The Gundams are modeled perfectly and as you can see, the wsuals
though a tad stiff, are excellent.

The coolest lhing about MSG is that it sucessfully plaees ynu in the action, through brilliant animation sequences (in Japanese)
and innovative game design. Perhaps the most astonishing feature is that the game literally never loads. Animated cinemas break
in constantly, antl full screen between-level dramas [up to three minutes long) never slow the action down. Given the current state

_ e 7 of gaming here in the US, import lovin’ game fan's
:'Epsm_._"- ——— iy . ShOUID give thiS ONE 3 £
ORMOR wwee _4gfmEm W B serious look. The chances
: | of it emergmg here are,
';well zero.

-Tﬂkaha fa
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Addressing the needs of all those who ho
adaptation of Backdraff, Huma
ing what has apparently becom
on the PlayStation, a series of g
you lake control of a duo wh
spine of pyros the world over: Pet

ding.). These two are a pair of fire|

s of fiery outbreaks, this time occurring

 in New York City.
would be your basic overhead action-adven-
reren’t for the fact ihat mslead of wneldmg a

he two dead. Thruughnut the game
attacked by blazing mounds, flammg_ de

~ ass trails of fire (I never 1 nﬂgh fi

but...). As if all of this
even weirder when you
combusting humans come ree

 heroes in every stage.

And it’s not like Pete and Dannv a

sort of mundane - a theme par an aqaarium, an ammalmmc

dino land, a hotel, and so on. There are tasks to fulfill in

each stage (save the little gi

freshly-rescued man has ts

rette in relief, etc.), but u

hy sunnaedmg in your dire Hir

“mission” will have failed _ i !
a touching outcome. o

60




I7s ﬂ WHEHE NEW GHME Hﬂ!ﬂ ﬂlll? EXPERTS ﬂl?l—' _
TEARING IT 70 SHREDS PREPARING THE ULTIMATE
KILLER 2 STRATEGY GUIDE. OUR GOAL... YOUR VICTORY!
HERE'S JUST H FEW OF NILLER 2'S NEW FEHTHRES Sa e
ENHANCED MOUES!

~ EACH CHARACTER NOW HAS 6-7 DIFFERENT I:'I'Jﬂlﬂfni'.
 SPECIAL DEATH MOUE FOR EACH Pl‘.ﬂ'ﬂ-‘ﬂ. .

. lLTeA CoMBO'S CHN BE POWERED UP.

 ENHANCED FEATURES!

 POWER-UP BHR HDDED UNDER ENERGY B‘ﬂl?

 GRAR AND ATTACK YOUR ﬂPPONENT 2

 THROW FEATURE |

- COMPLETE COMRO'S IN THE llll? -

- THROWS CHAN NOW RE DONE WITHIN ('EMBM'

 THROWS CHN BE COUNTERED. |

- GHOSTING-ONCE A CHARACTER DIES THE "Gﬂﬂfl’" s : 1

_ CAN ARISE AND DEFEAT THE GPIMNEIUT' _ ' 3

- INTEROACTIVE ROCHGROUNDS!T - Your cunflrmed ordemﬂtumatlcaily places you in

 NEW RACHGROUNDS FOR EACH CHORHCTER . the drawing to win a K:Hé? Instinct 2 CDIn-bp To

 PLUS 2 SECRET BACKGROUNDS.  Dlvieran Magasine -

MJD fﬂ-MH(‘H MOREN ~ cloKiller Instinct Contest

i - 5137 Clareton Dr. Suite 210

Agnura Hills, CA 91301 A

Chance tn

0 Ball now Iu reserve your early copy

___..._____'f;?;":;:ﬂj;?":fff.jimlte; !nstinr.t ™ e 996 umtendnmare Game by Rare. mlier S e—
2 Hintendu Manufantured am‘.l snld hy Mtdway Manufaeturmq {:umpany undar license.
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wem mtn hldmg
~ You remember growing up, ing alongsi
Carlos in many batiles, but now yau have grown old
uf thls sick and tmsted place You are not-lhe same

w;

R "‘%{m n

~ When the first Kileak came out, _' really nol
thatfimpress&d . The play mechanics were kind of
. bmkengsxthe musi ; was rather drab, and there was
. little in the way of a storyline. But now, Kileak 2 has
r " come fothe PlayStation, and I love it! This is a wor- 7
PlayStation | . thy sequel, especially considering the game that the fe "'ng of actuaHy
" spawned it. But before | rave ahnut the game, here _The music in K2 fits
is the basic storyline...
~ In the year 2038, SDGlet}JﬁS heen completely
_ﬁken over by a new order. The people of this age
Jlived under a huge super-computer named “Gene,’
which was supposed to help mankind develop
future society. But something very tragic happened
to this once-peaceful Sﬂme’m A virus, knownas
Gigari, struck those living in the uj | _and hit the “A”
well as the super-computer Gen 08 ~ hutton to find
died, hut the few who survived t 0 run the gov- gt where yo

| knmﬁ that lhis looks like your I]Ml“:”:lfilg ‘Doom
slone, but tms is KlLt-‘AI( and it’s cnmpletelv Gl’lgl-

attack droids. The t:omrnl nf the armored suit is per-
ct, as you can now position yourself (strafe) to nail
hose intelligent droids hiding in the corners. The
ew rofating automap located front and center is
_ another big asset. You no
longer have to

taken it into their own hands Carlos  press "B” to

' Rosche, a leader of the elite DelSol ~ gapcel and B

~ VISION group, had attempted torule a  return to the

non-government agreement, but was  agtion, only =

- thwarted in the process. Everyoneéin  tg ask your- =
Neural City was forced to dwell below gelf, “Now

» those of government rank, living like  where was |

ground hogs, left to die. Butafew  gzgain?”

wn ¥ ; :
e i
% —
MR GOO . g B o
K2 ECLIPSES THE ORIG- =, ¥ e 5
INAL IN EVERY WAY. # g =I
: o

ITEM COMMAND

The information/status screens shuwn -above can be accessed
-anytime during the game and are very usefull, allowing you to
check the status of your suit's temperature ammunition Count,

I AMMUNITION BOX |
and items inventory. These options can be turned off durmg

ROTATING MAP gameplay, but I recomend keeping them on at all times. This

s ain’t no walk in the park. -*‘
o IENERGY/LIFE/ARMOR l b '?
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When encountering an enemy, a sonar
beeps, indicating how close the enemy is
ala Aliens. Thusly, you can find cover,

~and fully unload on the lil’ critter with
one of the many weapons in your arse-
nal. Additionally, your suit scans the
enemy ahead, does a quick analysis, and
gives you info on its weapons, armor,
and destructive power! Talk about tech-
nical, this is sci-fi gaming at its absolute
Hnest :

If you're into 3-D corridor/neo- futunshc
mech games, Sony’s got a game that you
simply must experience, provided it
makes the trip overseas (which is really
a no-brainer). If you simply sannot walt
the import version is avail-

-able now, but buyer
‘beware, there’s a lot of
_text you need to under-
stand. and some
"_'enh asfwﬁlf "'";‘?"'Eﬂher |




'nmmm PACK IN VIDED
punusnm rm:u IN VIDED

R ; -
WHAT A WAY TO MEET
CHICKS!

With mare than just a pa ce to
Ridg® Racer, Pack In Video has just released Déad
. Unfortunately, they

, only ta dd somethmg you
‘PG surﬂ‘way)

shell for the latest

games. Winning e llows.

low quality video of your i lot” get-
ting %l’ad mor?fnendly If Dead Heat had bettéﬂ"




:'fChmaxs Dark Sawor seems to defy current 3-D 5tandard5, s
: e - ~ ' The makers of LandStalker will deliver this reason to live

Lunar Saturn is shaping up to be this spring. In this new 3-D adventure, which you simply
much more than ju&t a remake. h%’fﬂ o see to belteve,.gouﬁt -huntar _Ryu Y& ;5 :

pr:sonera-’he put away' To say tha Ieaat they are
not happy. At press time, Sega of America had : ooy
 no release date info available on DS, but insured i‘*‘i‘:"? :
. me they would look mto B
 the statua_of alS.

new queﬁts Lunar
May in Japan, and I'm qmta sure |
Working Designs has a!ready beguﬂ

the conversmn.

w;-"'u ".‘ l" §
il i AL ﬂt“"‘! i

i ¢ gl
':a' s 4 Ll . iy

“:". AN ‘-, e i i-;i-:.-’ o ?{ﬁg :

X e B/ AR S ey 3
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i‘%ﬁ ,i."ir'*uﬁ Jﬁ‘uﬂ
Herea our ﬁr'st Euak at Panzer Zwefs forest EGEHE. P
This ultimate sequel has multiple paths and, how you ' 4.8

choose actually has an impact on the game’s out-

jcome. Fly too much and your dragon’s legs willbe ¥
“weak for the tough ground levels, run too much and ; W W g -
- your wings will not develop enough power for strong ke el e W e |

ﬁight This ingenious game design, along with several
new views and visuals that far surpass the original, will surely catapult Fanzer 2 to legendary status.
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| DEVELOPER
FORMAT: CL

AVAILABLE NOW JAPAN

"Tis a miracle! An action game on the FMV-based FX? Yes! The only previ-
ous attempt at a semi-sprite-hased game on the FX was Team Innocent (an otherworldly A
experience, but | won’t go into that) and it flicked grievously with two characters on screen.

The 2-D legendary love displayed in Hudson’s Kishin Doji Zenki: Vajura Fight, however, ... 1;-3,:‘ ?

is pretty much up to anything seen on Saturn or PlayStation, at least technically: You =7 #® .

get five or six scrolls, mass enemies, and a fair amount of 32-hitified special effects. e T
Zenki, hased on the popular manga and anime series by Tani Kikuhide and Kuroiwa 7 “w

Yoshihiro, involves a 1,200-year-old demon god, Zenki, who's power is controlled by a young gir i

named Chiaki Enno, the descendant of Zenki’s original master. Zenki wants to, well, pretty much kill 7
Chiaki... she controls all his powers. But, of course, he can’t kill her if she doesn’t empower him. %
P

That's the basic storyline of the series, but | don’t have nearly enough room to elaborate. On the

| =T

RAZUROL

A —— ———

CHRIBK ZERK!

3

>
ERHERIVON

e

subject of storyline, one of Zenkr's biggest ;
failings isthe total lack of any way to skip the cinema
scenes. : :

Though tortuously short (you can beat the game in about 35 i
minutes) Zenki’s:great fun while it lasts. You can pickfrom - g i
Zénki or Chiaki, both of wham have numerous moves done \
with SF and VF motions: tap-taps and fireball motions are i

s

both present: You can also dou- = Cal
ble-jump and block. These con- o AR
trols would lend themselves well ‘,

to a plaiformer, but Zenki is E
mainly Inmard-smll and boss-

es, -

. The graphics and ef
very nice, and the ghara
are animated fairly well.
You'll see up to'six scro

g rather on exceedingly fun gameplay | <
~~ and anime-style visuals. k]
If you’re the diehard gamer that
needs everything, you need an
FX. This and Team Innocent are
iwo very good reasons to buy
the system, and three great
RPG’s are coming in the

X! tWo months - Power

f




| fﬂm@heh'rale of Popa OEPOjm—

Spring. Popolocrois has astuuudmg graphic detail and Shining
Forse—llke battles.

it O OP - TOON: GrANd PPiXeP e emmee—

Motor Toon Grand an one of the uﬁnlest {and most overlooked) first generation 32-bit games is fmally getting a sequel!
MTGP’s game system has been upgraded to include bombs, missiles, turbo boosts, and the devaslatlng “Crazy Mushmnm
Marnr Toon 2 is due sumelrme m sprmg, we’ll be sure to haue more on ih;s one suunl | |

L >
y %{ﬁ" | e

W

¢ ; ; : ay

Q102 31_. e AR s i o §¥

00:52. 45& B, SRR S e A a%- 47034
O L _ 00s%7az

Naxat’s hurtm ( et

: mexphcahly Iaued by
certain persuns at GF)

, Saturn fighter Battle

-+ o Monsters has spawne:i
... asequel on the PS. KZ
f o | comes out in Spring.

‘ Frnm Sufiware S expln-mﬁ

B | ration-heavyand |
== |lseemingly never-end- &
ing RPG series, King's %

Finallv, some shuts & Jumpmg Flash 2! Desplle lhe ane on the Ffﬂg has veli another %
left being one of the worst screenshots of all time (not our rapid sequel coming in ; 3

Sunv s second true RPG after Beyond the Beyand is cummg thzs

fault!). JF2 looks great and is due in sprin g June.

ff‘i" _34 TTLE sﬂﬁ:r s [, 4= i 5~ p—
P ;, ! -

ACTUAL PLAYSTATION SHOTS!

| i '

|- 4 I & L Tekken 2 for the PlayStation is almost

i oraven here! Due sometime in March, 7218

{ ﬁ; 5. hased on the arcade Tekken 2 Ver.B, and

so it has all 23 characters from the

'5*5* arcade (though it’s yet to be determined

<m 280 N7 how you’ll select them) plus a new King

vasassams oo of Fighters-style Team Battle Mode in

“an me @~ which both players choose five charac- |

&, ¥, > fters. Tekken Z’s looking pretty exact, with - - |

spark resolution. I'll have a review of 72 S i i

soon!

T i
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It's been a long time in coming (the copyright is from
1994!), but Tales of Phantasia is finally here, and is quite pos-
sibly the most stunning 16-bit game I’'ve ever seen. As | don’t
particularly care for shiny, repetitive SGI stuff, this game’s :
only competition in the graphics category comes from Square’s o
. Seiken Densetsu lll. With tons of stunning effects, a great
deal of variety, and the beautiful 10 layer parallax back- -
grounds, I'd give the trophy to Tales.

Despite the beautiful graphics, the big concept in Tales of
Phantasia is actually the voice... This game has 16 megs of
voice samples, including an entire theme song. But despite
the hype, the 16-megs seems to have amounted to a whopping
two minutes of okay quality voice, and turned out to easily he
the most forgettable part of ToP. | can’t believe Namco (pay-
ing what must have heen 2/3 of the game’s entire budget)
hired Kaneto Shiozawa, one of Japan’s best-known and most
famous voice actors, to deliver one 12-second line. You can’t
even hear it, the music’s so loud! But speaking of music,
Namco’s attention to sound quality really does pay off here,
with a long, beautiful soundtrack. To top it all off, the game
has an incredibly complex sound mode that lets you play all
the tracks, and mess with the piich, stereo effects, and what-
not.

You play as Kres, a hip young youth who goes hunting one
day and returns to find his entire village and family slaugh-
tered (a trauma he quickly walks off). What the perpetrators
really wanted, though, was his amulet, which is the key to
freeing a great demon who was sealed away 100 years ago.
Eventually, they capture Kres, take the amulet, and free the
beast. All that can be done is to send Kres and his friends
back to the past, before the demon was sealed away, and all
the Mana disappeared from the land, to destroy the evil being
for good. Time travel? Mana disappearing from a world? A
party of 100-year-old warriors whose descendants must repeat
the same task? Why, it’s like playing every Square game ever
made... at the same fime!

The game’s a bit more innovative in the play mechanics cat-
egory. While the overhead stuff is more of the same, the bai-
tle system is truly something new. You control only Kres (you
can give orders to your party members, but not directly manip-

TAKUHI

IF | HEAR “ICE TORNADO"
ONE MORE TIME, I'M
GOING TO SLIT MY WRISTS.




you equip and assign to various button cumbl-
nations. The control on Kres is great, but your
apparently retarded party members have a bad
habit of walking right into enemy attacks.
Heck, the whole party member system in gen-
eral was just a bad idea. You can give your
party members (who basically only use magic)
a battle strategy to follow, but these basically
amount to “don’t ever cast spells” and “cast
spells CONSTANTLY.” As a result, your party
members either just sit there looking at their
feet, or waste your time and their MP with

a constant flurry of battle-disrupting
spells on enemies Kres could squash
with one sword slash.

glut of horribly tedious battle scenes. You =k
get attacked about once every 8 steps, which
makes the long, complex dungeons infuriat-
ingly boring. One little wrong turn can easily
turn into 20 minutes of mind-numbing battles
as you try to retrace your steps. The Holy
Bottle item limits the amount of battles you
have to face to a mere one every 20 steps, but
if you just use that all the time, you won’t be
strong enough to fight the bosses, and will
have to spend many an hour slaughtering to
get back up to speed.

Now, | don’t mean to stress only the nega-
tives of Tales of Phantasia, as this is an
incredible game. The graphics are of incredi-

And, like too many action-RPG’s ﬁ?

hefore it, Tales of Phantasia suffers from a \f;{“’

o o | =0
799 150
1156 125
273 110

-'1 =
'l B5x

: a6
| S0 773 122
1 aw-= 655 117

- o =g SlgE o Skep ATEE L

7%k ks el B R BT R B | 535 106 -
hle quality, full of animation and shading, and | <Pk L2 = :
feature a LOT of variety. It's hard to believe L o mws oor A ‘-:.r:-f ‘:‘-‘ e ::
that this game is “only” 48 megs, when | see ErT————— E‘[titﬁ
all the various locations and battle _ =

backgrounds. The dungeons are
well designed and full of cool
puzzles, and the quest has many
non-linear elements.
Unfortunately, it’s hard to
enjoy either feature with the
excessive amount of bat-
tles.

" Lo 1347 211
p = 1107 164 =
IS = 1236 1483 o
= 1067 165

Clearly, Namco

has the power o

make an epic RPG.

The graphics

/ are there,
the sound’s

there, the quest’s 2
there, and the length is defi- 15
nitely there (Waka’s at the = = -
30-hour mark). Tales of S 11 = SEs 4
Phantasia wants for noth- 1634 129 - 2

ing: Its only problem is in 907 123

the excess of tedious bat-
tles. | pray that Namco
releases this here, with
the amount of battles cut
by 2/3, for then Tales of
Phantasia truly would be
an epic masterpiece.
-Takuhi
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: Y‘s Visthe slory of Kefm a desert clty that.

. was destroyed 500 years ago, but refused'to - :
| die. The magical alchemy that Kefin’s ruler *f
/ pioneered has kept the city in an Y's-like

‘- limbo for five centuries. But now that the

_magical seal that holds the city in place is start-
ing to break down, the current ruler of Kefin sees

an opportunity to return Kefin to its proper place in

Anvone who owned
one of the first .
Turbografx-CD sys- :
tems remembers the ~
day they first tried
Y’s. The crystal clear
voice, the stunningly beautiful sound-
frack, the incredible intermissions...

It was that game more than any other \" the real world. Unfortunately, the handful of cities
that represented the birth of the CD era. that currently exist on the continent of Afroka aren’t
And now, 4 years later, as most of the SR too thrilled about this, as Kefin’s return would
other popular RPG series are finally catchingup ~_.mean their destruction. Mixed into the storyline
super ramicom . With.the CD age, the ¥’s series has taken a giant  are a kidnapped amnesiac, a miss-
: step backwards, as Y’s Vis released excluswely mg adventurer, and a 5ﬂU+ year .S

for the Supeﬂﬁamluum “+ " old magician trying to undo a
Although I'm‘a*long way from being able to for- centuries-old mistake.
give Falcom for this sacrilege, ¥'s I/is not that bad . As coel as the storyline

of.a game.. Sure,the intermissions are all gone, . is, the game’s world is

the voice is totally absent, and the competent .. antually quite small. i

soundtrack is mutilated by the Super Famicom’s _  Although I'd expect that
__sound hardware, but Adol’s newest quest is not Arom an Y’s game, | dldn’t

wrthoul |ts charms The hackgrounds have some amlgtp,aie the ease with
very nice moments, the conirol has been rerefined, ~ which the game could be
and the quest is vintage V’s... though painfully. beat:.. The game’s a
short. ~ total walk-through, with

R

TAKUHI
NOT TOO BAD, BUT Y’S

DESERVES MUCH BETTER
THAN THIS.

%0 e




fun but easy dungeons and ridiculously
4 simple bosses, all of which add up to a
4 paltry 8 hour quest. With no intermis-
| sions, small bosses, and so few loca-
& tions, | can’t help but wonder where the
& 2 years of development and 24 megs of
* memory went.

.4 In Y’s V, Adol can jump, swing his
% sword, and hide behind his shield,
== instead of just running into enemies.
& Although I miss the traditional Y’s play
=% mechanics, | must admit that this is an | Rt o R T 1
| improvement. The magic system was S === - FA0-3V7 041 |
# also a cool idea; everywhere you go e B R DR B B e N R R e
& you'll find “elementals ” and by mixing lhree
3 various elements (earth fire, light, etc.) you
i¢1 can create new, equippable spells. Unfor-
%8 tunately, the spelis (all of which are uﬁenswa)
N ' are almost totally useless. Few do as much”
s 24 (amage as a regular sword slash, and they can’t
ot 2= & be used on bosses.
= 8 The 4 best original soundtracks in video game
= history are, in my'upiniun Ysi, I, Ill, and V.
& Asyou mlght imagine, Y's Vis a crushing disap-
' #’ pointment in this area. While the composition
. of the music is pretty good, the weak suund pro-
1 gramming gives the music a whiny tone. |
guess all we can do is wait for Falcom to
¥ release an arranged soundtrack... but even
M then, it’s just not the same.
2 Allinall, Y's Vis the disappointment everyone
= knew it wuuld be. But while it can’t possibly
| live up to the standards of the legendary Y’s
series, it’s actually pretty good, if inexcusably
shurl when judged on its own ments '
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After an agonizingly long pause between episodes 3
and 4, the most compelling series of 1995 is, alas,
over. Macross Plus Volume 4 is finally here, and has
proven well worth the wait. It all ends here, as Isamu
and Guld settle their age old grudge, Myung attempts
her escape, and we finally get a glimpse of the ultra-
secretive new pilot-less Valkyrie. No, no, wait, actual-
ly, that we don’t get... A whole hour of set-up since
episode 3 and it just zips by in a red blur. But other-
wise, a truly worth conclusion, with some very cool

* surprises.

This episode is the shortest one of the series, just
over 30 minutes, but the animation quality is back to
the dazzling quality it was in the premiere, despite
the cheaper quality animation in the 3rd
episode. =

If you haven't seen the series yet, you're ;
missing the most exciting Macross event
since the original Macross film... Insane
animation quality, some really nice com-
puter graphics, astounding music, and all
free of the sugary-sweet sappiness of
Macross 2, and ultra-cheesiness of
Macross 7. The story’s boldly
down-to-earth... No alien armadas
invading the Earth, just two
ego-driven test pilots fighting ~
for the same woman, and a :

H E B B E N B BB NN EEEEBN

-
L]

comput-
er-pro-
grammed
singer g e
with some serious mental problems
Mix it all up with the
biggest OVA budget
ever, and this is not
something you'll
want to miss.
By Manga
Entertainment
Volume 4 (35 _
minutes) ,.,'-\ i
dubbed

"f‘*\ $14, 95/sub-




Iria (named for the heroine) is based on
Zeiram (named for the villain), a
Japanese live action film from 1991.

Though the film lacked the budget and
length necessary to achieve a realistic
version of the exotic fantasy world it
aimed for, the anime suffers from a short-
age of neither time nor funding. In fact, it
was actually produced by the same stu-
dio that brought us Macross Plus, and
that’s all that needs to be said about the
animation. The soundtrack, especially &
the title theme (which haunts me at night)
is also of excellent quality.

The first 2-episode volume doesn’t trouble itself too much with the back story. The
basic plot is that apprentice Iria and bounty hunters Gren and Bob (Bob?) are comis-
sioned to salvage a wrecked ship’s crew and cargo. Unfortunately, the cargo is Zeiram,
a disturbingly twisted biological weapon that has a formless head, and a face where its
hat would be. Zeiram doesn’t go quietly, and the bounty hunters need every one of their
weird gadgets and high-tech weaponry just to escape. In episode 2, Iria crashes to a
foreign planet, where she must face Zeiram again, this time alone.

It's hard not to love plucky, beautiful, heavily-armed Iria, and that - more than the spec-
tacular animation, music, and character design - is what has me impatiently waiting for
Volume 2 (coming in May, by the way). Macross Plus may be over, but at least there’s
one new series that’s
really worth caring about.

By U.S. Manga Corps

Volume 1 (2 episodes, 60 min-
utes), subltitled, available
March.




CAL'S CGRNER

With the impending
launch of the Ultra
64, | for one (and
probably the only one
here at GF, except
maybe that human
pretzel, Chip) have
been wondering, no,
dreaming what sports
games will be like on
Nintendo’s new hard-
ware. It’s not the
polygons, not the colors, not the Reality Immersion™
that has my panties in a bunch, it’s the coniroller.
Obviously, there are countless possihilities due to
the three different hand positions, but my attention
has turned to position 2, where your left thumb uses
the pad, your right thumb uses the 3-D stick, and
your right index finger presses the trigger bution
underneath.

Let's think about... tennis, for example. What if
your movement was on the pad, and ALL of your
swings were controlled by the 3-D stick? Forehands
would be a sweep on the right side of the stick, back-
hands on the left, smashes an upward motion, and
lobs a downward motion. Slices, spins, strength of
shot, etc. could all be calculated by certain motions
of the stick, due to its analog, free-floating nature.
For the first time ever, you would determine your
shot precisely, instead of the computer deciding,
“The ball is on the player’s right, so automatically it
will be a forehand.” Now, how about baseball.
Pitching could be completely redefined hy this
stick... imagine being able to put the EXACT curve
and trajectory on the ball you wanted. Like in real
life, every piich would be a challenge. In modern
baseball games, you can always get the exact pitch
you want by simply holding a directional and hitting
the button... no longer. If the 3-D stick is utilized to
its potential, | believe sports games will require
much more skill, because you will have to spend
many hours to master very precise joystick move-
ments to achieve the effect you want. Now, let’s
hope Nintendo can line up enough developers who
are willing to custom-design games for the Ulira
controller instead of simply porting/upgrading 32-bit
engines! -Cal Cavalier

l.l'chi "

Chip

vi EWPOIN'I'S

“Cal Cavalier”

“Cal Cavalier

Iguana has done this sequel total
justice, going beyond the usual
port + plus better graphics = next-
gen. @B Clubhas a ton of impres-
sive camera angles, plays belter
than anything out there, once you
get the timing down on the pass-
ing, and is surrounded by quality
sound, animation, and gameplay.
easily the best 32-bit foothall

game thus far, even without the

actual players.

guana has once again proven it's in |

fullr ived up
all the camera angles | could possi-

bly want, smooth gamaplav (except S

for a silghﬂy quirky, but very usable

passing rnecltanism), real Rlayars
and teams, and amazing graphics all
around. This game goes head-to-
head with NFL ameday and takes it
into overlime. My biggest gripe is
that there are no actual players in

this game’s historical simulation _'

o my expectations with |

QUAHTERBACK CLUB '96

9

maode, just the current rosters... it’s |

just not the same without Bradshaw |
Saturn and; Staubigeh, il
= | §555m

GumeFun Sporis Previews

(Saturn)

It might be named either Actua
or VR Soccer, but this Gremlin
Graphics (of Loaded fame) pro-
duction is virtually guaranteed to
be the best 32-bit soccer game
yet. Like any good 32-bit mod-
ern sports game should, this one
has a vast array of camera
angles. You can (in real-time,
not in “steps”) shift the height
and rotation of the camera
angle, creating an amazing num-

ber of different views. From the

SCOTLAND 00/ SAUDT ARAELAL

39 0800 —\
;
§

deep, controllable gameplay to
even the entertaining announcer,
this one shuuld be a winner.

o o L
i >
P
.f'= w

VR Golf (PlayStation)

Interplay’s VR line was well worth the wait, with two glis-
tening new games for us to preview. VR Golf looks like it
could be an astonishing piece of work, because all the
graphics are rendered on the fly, not FMV. You can waich
a fly-by of the hole, or walk through with the ability to
change height/camera angle! This will definitely be one
to watch. We’ll have a review soon.

G e R e B e & Jr ol S R "3 ¥ o el

£ Shus Uit fenine a8cubes|




o e

i s ﬂ' P : P -
T e e e g gt i Ll g oy L, e
LALIR TL ARSI IS

:”"Knnaml s hat;k at-.ilmth:anaih&r texture- -mapped polygon  There aren’t émv fﬂﬂﬂv Tﬁlilti camera views, etc. but the

 power sporis game, Botfom of the 9th. Looking likeit standard perspective flows very well and the polygons
should continue the tradition of excellence established look great. Our preview copy had a semi-functional

~ with In the Zone, Bottom of the 9th is just a very solid announcer (somehow Sammy Sosa made every defen-

baseball game with a few new play mechanics, but oth- sive play), but once it’s final, the uotce should be pretty
erwise it’s everything you'd expect from 32- bll baseball o guud

dard except for the new expanted exhibition and season
i can
cisely pinpoint the exact height

The gameplay is fairly stan- o e Bottom of the 9th includes th”e -
batter/pitcher window and modes, as well as an intriguin
mechanics. At bat, you can pre- trammg mode where you cai
/work pn ynur_”'swmg’; aﬁéﬁ%ﬁ-;-
and placement of your swing, an '
element sorely missing from S 01
other baseball games. On the : eviﬂw because it wasn 't active in
. muund - our preview copy.
. “’;M-» lead .

The final analysis for the game

uf holdmg in a ganeral ﬂimtiﬁnf”_; -.-._---:-wﬂi waii fur when the game is, of course, done, but one - _
o add curve _._'gu inside, throw  negative point | can satelyhrmg.up now: Bottom of the a
_-E_-j‘ttiw elc., you move me catch-  9th has the official players license but NOT the teams &
R er’s glove 1o the exact place yuu'_ ~ license, so the team names are fake. The stadiums are ﬁ -
. A W “‘i wish to throw the ball. These = also fake..."Greenway” Park might sound like a clone of |
o - Nradical changes in gameplay are  Fenway Park, but there’s no Green Monster. Oh well... PlayStation
‘accommodated by a split-screen ~ gameplay’s most important, and Konami is on the way to
W  view where you can see from the bat-  a sterling 32-bit track record, let’s hope they keep up the _ s
, ferseyesorthe mtchers eyes. good work.  -Cal Cavalier JEVELOPER - ONAMI B

i“'iu' |
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CAL CAVALIER
~ ANOTHER FINE POLYGON
- SPORTS GAME FROM KONAMI.
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SEGA SATURN

DEVELOPER - IGUANA

PUBLISHER - ACCLAIM
FORMAT - CD

# OF PLAYERS - 1-4
DIFFICULTY - ADJUSTABLE
AVAILABLE - FEBRUARY

ﬁ 04: 21
s i

The Super Bowl S over bv now (as | am writing,
the Cowboys and Steelers just locked up the
conference championships - guess | was 1 for 2
with the predictions), and [ was pretty certain
that after the big game was over I'd have NFL
Gameday, and NFL Gameday only to relive one
of the greatest seasons ever. That was a couple
of days ago. Last night, Chip handed me a copy of
the latest masterpiece from Iguana. Unbelievable.
Without question, Gameday rules the PlayStation, but
now Saturn owners have not just their first football
game, but an exiraordinarily good foothall game.

0B Club does almost everything right. This game just
overflows with 32-bit power, in every category. The
graphics are pretty darn near heart-stopping... amazing
CG intro, lots of wonderful still pictures such as stadium
shots with tons o’ lens flare, silky more-than-enough-
fps animation, the works. Some 32-hit sports games
hog down with too many (unplayable) camera angles,
but not @B Club. The game has nine different camera
views which basically change your distance from the
field, and eight different directional choices, which

rotate the camera around from the selected distance.
Whether you’d rather be watching from the stands,

coaching from the sidelines, staring down the gridiron
from the quarterback’s eyes, or scoping it all out from

. the Goudyear Blimp, you can do it. | literally can not

CAL CAVALIER
SATURN FINALLY HAS A
MATCH FOR NFL GAMEDAY!

think of a single way to view
4  foothall in real life that isn’t rep-
&t resented in this spectacular

5 C.,“{:y

4 game.
| do have one teeny weeny
“ 4 T gripe however. The ability to
ehease from only three plays in
 the standard Madden play-call-

“ing system is tired, and in a head-to-head game,
allows the other player to narrow down which
play you're calling. Think about it: on 3rd and
long, if you choose a play from a three-choice
window which contains two running options, the
opponent will know with complete certainty the
exact passing play you will call. Am I being
anal? Hey, | am anal! Ugly too!

That aside, 0B Club is still a great-playmg foothall

game with responsive control, an intuitive down-field
passing call-out scheme, and of course the usual com-
plement of pre-season, season, and playoif modes. QB
Club still offers the traditional simulation mode where
you can re-enact one of 50 historical game situations.
However, Iguana for whatever reason didn’t see fit to
include all the real players from the historical squads. |
took Dallas into the fourth quarter of Super Bow! Xill
expecting to make Roger Staubach change history, but
lo and behold, who is leading my team but Troy
Aikman. Heal old players would have been a nice
touch, hut it certainly wasn’t essential. '
You may remember that | was more than a littie fond
of 32X @B Club (it was my favorite foothall game ever,
since Gameday didn't exist at the time), so my expecta-
tions were obviously high for the true 32-bit version..
Iguana hasn’t disappointed me; in fact, | am pretty dam
shocked. The Super Bowl of Gamedayvs Q0BClub
would be tough to call, butif
you don’t really have to | ge i
there (i.e. you only own a
Saturn), then this game is as
necessary an addition to your
sporis collection as there has
ever heen. -Cal Cavalier
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SHOT WENP3 5E4 05!
101 405 TOHOIE

PRE‘"EW Duffers will be'quite
addition of, not one, |
to the PlayStation librar

months. While VR Galf looks unequivo-
to keep you busy. The

R | cally superior to U.S. Gold’s
ﬁ - offering, World Cup Golf WORL D CUP control is right on, featur-
o 59 ' ' "~ ling all the little nuances
PlayStation should be a fine game _wnh a ing a .
never-hefore-seen-in-video-games necessary for a golf game: feet
" course: the Dorado Beach course in GOL Fplacement, exact placement of swing
Puerto Rico. ~ on the ball, and much
World Cup is an FMV- ‘more. The music and
based game. It maynot sound effects are also
be as impressive as the top-notch, featuring the
on-the-fly-rendering of so s e ame T F % o moshdisti@icliving
VR, but there are some e DORADO BEACH chirps ever (which are,
very slick fly-bys of the as you know, crucial
- holes and generally clean grapnics. : for a golf game).
The course is extremely detailed and, while you It's hard to olf game that separates
tself from t e rendering on the
dvantage | . We’ll see how
lorld Cup is when it’s done, but in
is will be a good golf game...we’ll
's great.

fwo golf games
in the coming

; | E. TRYLOR
- | SHOT 6
& 3 2E0/UDS

The gameplay i
of tournament op

-Cal

ALIER
A FINE REPLICATION
OF THE DORADO
BEACH COURSE.

LR —
SPRRATY.
- EomE S




300 Control Pad Goldstar $19

‘PANZER DRA-
GOON’ Enter an
intense  world
one thousand
years into the
future. Your peo-
ple live in fear of
the dark dragon.
But armed with a
deadly weapon
and the guid-
ance of an
armored dragon,
you must con-
front your ene-
mies. SAT $52

‘BUGS BUNNY’
One of the most
popular cartoon
characters of all
ttmt-:- makes his

Tunes pals includ-
ing, Daffy Duck,
Elmer Fudd,
Yosemite Sam
and other friends
in this cartoon
craziness!  $42

‘NHL 96’ Strap
on your helmet
and cinch up
your skates
because this is
ice hockey, not
nice hockey, a
fast and furious
all out assault on
your  senses
where break-
aways are met
with bone quak-
ing body checks.
Updated teams
and players! $58

‘MEGA MAN X 3’ Those tricky reploids are on the
rampage again. New and familiar robotic enemies
and new rebot customization feature for tremen-

dous replay value.

$56

P__la_yfétation_

r
r

i

‘NFL GAME
DAY’ is the new
standard in
football games.
The butterflies
are churning as
you take the
field with the

world’'s  best.
This is the
NFL, where
guys like
YAy Bl i W e §
Greene, White
and Seau
describe the word
hit. PSX $52

‘PRIMAL
RAGE’ Seven
imprisoned
gods are set
loose from
suspended
animation
after a mete-
or strikes
Earth in the
near future.
Humans sur-
vive, but
most technol-
ogy is wiped
out. PSX $58

Genesis Backup Cart

JAGUAR CD SYSTEM

$147

3DO Cntrl Pad Panasonic $39
2D0 M-2 Accelerator 5249
3DO Digital Vid Module $199
3D0 SYSTEM GLDSTAR $199

GENESIS SYS 2, CORE

599

Genesis Nomad System $199

Jaguar Power Kit $109
Jaguar Controller 519
Alien Vs. Predator CD $56
BATTLE MORPH CD $52

3D0O Sys Panasonic $209
3DO Flight Stick Pro $69
Perdmer Steering Wheel $79
TTH GUEST 2 $52
Alone in the Dark 2 546
BIOS Fear 352
Blade Force 354
BRAINDEAD 13 $49
Captain Quazar $54
Carrier: Fortress at Sea  $52
Creature Shock $44
Cyberia $44
Daedalus Encounter $59
Disruptor $54
DOOM $54
Dragon Lore 546
Dragons Lair 2 $52
Drug Wars §52
Duelin' Firemen 554
Eve Spy $52
Fast Draw w/Game Gun 364
Gex $42
Golden Gate $52
Isis $52
Jeopardy $49
Killing Time $52
Kingdom O' Magic $54
Loadstar: Tully Bodine 52
Lost Eden $3z2
Lucienne’s Quest 554
Mortal Kombat 3 558
Olympic Basketball £54
Olympic Multi-Sport $54
PO'ED $52
Palice Nauts 352
PRIMAL RAGE S49
Quarterback Attack 554
Realms of Valor M2 $58
Return to Zork 547
Robinson's Requiem 352
Rock & Roll Racing 548
Snow Job $52
Space Ace 544
SPACE HULK $52
Starfighter $49
Tigernaught:Beyond Star  $52
WaterWorld $52
WING COMMANDER 4 $56
Wing Nuts 544
Wrid Cup Special Soccer $52

CDi 200 Magnavox Plyr $349

CDI 550 MAGNAVOX 5479
CDi Digital Video Cart  $229
CDi Game Pad $26
CDi Roller Controller 54
AXIS & ALLIES S44
Burn Cycle $46
Chaos Control 539
Creature Shock $44
Crime Patrol B44
Defender of the Crown 534
Dragons Lair 2 544

KINGDOM:FAR REACHES $39

Lemmings 532
Lost Eden 845
MAD DOG MCCREE 2  $44
Space Ace $52

© 1998 CHIPS & BITS, ING.

Perdmer Steering Wheel $79
Addams Family Values  $44
Arcade Classics 554
ATP Tennis %29
Bass Masters Classic $46
Batman Forever 42
BrainDead 13 CD 549
Converse Hardere Hoops $59
College Football 2 %54
CUTTHROAT ISLAND 554
Demolition Man $52
Dragons Lair 2 CD $52
EarthWorm Jim 2 562
ESPM Football 516
Exo Squad $39

FIFA Interntn’l Soccer 96 556
Garfield: Caught in t' Act 359

Gargoyles $59
George Forman 546
Hardball 95 $49
Links Pro Golf CD 554
LUNAR 2 CD 549
Myst CD $46

MADDEN FOOTBALL 96 $58
Maximum Carnage 2 $56

Mission Impossible $56
Mortal Kombat 3 564
Mutant Chronicles $59
MBA Action 95 554
NHL HOCKEY 96 $58
Nightmare Circus $52
Pocahontas %59
POPFUL MAIL CD 534
Power Rangers 2 $52
Prime Time NFL FB 96 $58
Real Monsters $54
Revolution X 559
Ristar 534

RUGBY WORLD CUP $29
Samurai Showdown CD  $36
Scooby Doo $52
Spot Goes to Hollywood  $54
Star Trek Deep Space 9 $46
Super Strike Trilogy CD 52
TNM Qutdoor Bass ‘96 $56
TECMO SUPER BOWL 3 562

The Ooze 544
TOY STORY 866
Unchartered Waters 5386
VR Troopers §52
Vector Man $52
Waterworld 356
WeaponLord $59
Wheel of Fortune CD 536
X-Perts 558
Zoop 344

BEST OF MEGA MAN 1-5 $34

Bust-A-Move %32
EarthWorm Jim §32
Phantom 2040 19
Power Rangers Movie $az
Primal Rage $3g
Samurai Showdown a2
Shining Force 2 B42
SONIC DRIFT 2 $30
Sonic Labyrinth $30
URBAN STRIKE $36
VR TROOPERS $29
X Men 2 538

Brett Hull Hockey CD $59

Commando CD $56
Defender 2000 $56
Doom $58
Fight for Life CD $59
HIGHLAMDER CD 545
Hoverstrike CD £45
Iron Solider 2 CD 354
Legions of the Undead  $52
Missile Command $54
Mortal Kombat 3 559
MYST CD 554
NBA JAM TOURNAMENTS$59
Primal Rage CD 559
RAYMAN $58
Space Ace CD $52
Star Raiders 2000 CD $52
Supercross 3D $56
Ultra Vortex 58
Wayne Gretzky Hcky CD  $59
Zone Hunter £56

Brutal: Above the Claw  $29
DOOM $34
Kolibri 358
Maortal Kombat 2 349
Slam City CD $39
T-Mek 359
Tempo $29
Virtua Fighters $59
Wirehead CD $49

Neo Geo CD System $349
Neo Geo CD Joypad Ctrl $19
Aero Fighters 2 CD $46

Agressors D Kombat CD  $46
Baseball Stars Pro2 CD  $46
Double Dragon CD $52
Fatal Fury 3 CD $54
Football Frenzy CD $46
Galaxy Fighter CD $46
Karnov's Revenge CD 346
King of Fighters 85 CD  $59
Magician Lord CD $54
Metal Slug CD $59
MNam 1975 CD 346

SAMURAI SHWDWN 3 CD $59

Savage Reign CD 554
View Point CD 46
World Hero Perfect CD $68

HINT BOOKS

3D0 Game Secrets 2 $13
Breath of Fire 2 12
Chrono Trigger $8
Donkey Kong Country 2 312
Final Fantasy 3 s
Lunar 2 §$13
Mortal Kombat 3 Pocket  $6
NBA Jam Pocket Codes  $6

Primal Rage Unauthorized $8

Secret of Evermore 512
Sega Games Guide 2 38
Virtua Fighters $10

Yoshis Isind /Spr Mario 2 $12

ASCII Flight Sim Stick $52
Mad Catz Steer'g Wheel $54
Mad Catz Cntrl Pad Dix $16
Perdmer Steering Wheel $79
PLAYSTATION SYSTEM $349
PSX Controller $22
PSX Combat Cable 319
PSX Game Gun $38
PSX MEMORY CARD 824
PSX Mouse with Pad $32
PSX Multi-Tap 546
3-D Golf $44
3-Decathlon $52
3D Baseball 95 $54
7th Guest 2: 11th Hour  $52
A-Train 546
Aftermath $52
AGILE WARRIOR:F-111X %52
Alien Trilogy $52
Alien Virus 52
Assault Rigs 52
Big Bass World Chmpion $54
Blazing Dragons $52
Boxing 96 $52
BrainDead 13 $52
Casper $52
Castlevania: Bloodletting $44
Chaos Rising $52
Chronicles of the Sword 554
Criticom $56
Cybersled 546
Cyber Speed 52
Dark Seed 2 $52
DARK STALKERS 552
Dark Sun: Shattered Lnd $52
Deadly Skies $52
Death Crusader 54
Descent 2 552
Destruction Derby $54
Dimension £54
Disc World $52
Doom £56
Dragons Lair 2 $52
Dream Knight $54
DUNGEONS & DRAGON 552
Earthworm Jim 2 $48
FIFA Interntn'l Soccer 96 352
Fade to Black 552
Fox Hunt 552
Frank Thomas Baseball $52
Front Page FB Pro 96 $58
Front Page Baseball 96  $58
G-Police £54
GEX 552
Gender Wars $54
Gunship 2000 $52
Hardball 5 554
Hi Octane 552
Impact Racing $52
Jumping Flash $59
King's Field 2 $52
Krazy Ivan $54
Last Bounty Hunter 554
Last Dynasty $58
Legacy of Kain %54
Lemmings Paintball 554
Loaded $52
Lone Soldier $56
Lost in Time $58
MORTAL KOMBAT 3 556
Myst 552
NBA 96 $52
NBA IN THE ZONE 548
MFL FULL CONTACT FB 544
MFL Quartrback Club 96 $52

Saturn Arcade Racer

NHL Hockey 96

Off World Interceptor $39
PO’ed $52
Panzer General $52
PHILOSOMA $52
Power Sports Soccer $54
Primal Rage $52
Quarantine $54
Raw Pursuit $52
RazorWing $54
Resident Evil $52
Revolution X $52
Road Rash $54
ROMANCE 3 KINGDOM 4 $58
Sentient $54
Shell Shock $52
Sim City 2000 $49
SimTower $52
Skeleton Warriors 48
Slayer 352

Spot Goes To Hollywood $54
STREET FIGHT: ALPHA $54
Super Bases Loaded 96 $58

Syndicate Wars $52
TNN Outdoor Bass ‘96  $54
Tekken 547
TOH SHIN DEN 554
TOP GUN: FIRE AT WILL $52
Transport Tycoon $52
Upper Deck Basketball  $54
Upper Deck Football $54
VR Baseball %56
VR Golf $56
VR Soccer $56
View Point $52

WARHAWK:R MERCURY $54
Warhammer Fantasy Btl $52
Werewolf: Apocalypse 366

Wing Commander 3 $52
Wipeout $52
X COM UFO Defense $52
X MEN: CHILDREN $54
Zoop 544

SUPER NINTENDO SYS $139

Boogerman $58
Breath of Fire 2 559
Civilization 562
COLLEGE SLAM BBALL $68
Dirt Trax FX $59
DONKEY KONG CNTRY 2566
EarthWorm Jim 2 $62
Final Fantasy 3 %66
Godzilla:Destroy Monster $58
lllusion of Gaia $39
Killer Instinct $59
Madden Football 96 $58

Marvel Super Heroes 54
Maximum Carmage 2 564

MEGA MAN X 3 $56
Mortal Kombat 3 564
NBA Give & Go %46
NBA LIVE 96 $58
PTO 2 %62
Primal Rage $64

Romance 3 Kingdoms 4 $65
Star Trek Deep Space 9 $36
Super Pinball $26
TNN Qutdoor Bass ‘96  $62
Tecmo Super Bowl 3 $62
WWF Arcade $66
Weapon Lord $62
YOSHI & MARIO WORLD $64

SATURN System 5349
SATURMN Stunner Gun 44
3D Baseball 95 $54
7th Guest 2: 11th Hour  $52
Air Combat $49
ALIEN TRILOGY $52
Blazing Dragons $52
BrainDead 13 $52
Casper $52

CENTER RING BOXING $52
ClockWorks Knight 2 $54

Dark Stalkers 54
Descent 2 $52
Dragons Lair 2 $52
Dungeons & Dragons §52
Earthworm Jim 2 $48

FIFA Internation'l Soccer $52
Frank Thomas Baseball $52

GEX $52
Horde $44
Hyper 3-D Pinball $52
Iron Storm $52
Legend of Kain:Bld Omen $54
MLEPA Baseball 544

Magic Knight Rayearth  $52
Mick Thompson Spercross $52

Mortal Kombat 2 $48
MYSTERIA $62
Mystery Mansion $54
MBA Action $52

NFL FULL CONTACT FB $44
NFL Quartrback Club 96 $52

Night Warriors $52
PTO 2 $58
Panzer Dragon 2 §54
PRIMAL RAGE $52
PRIME TIME NFL FB 96 $59
Revolution X $52
Shell Shock 352
Skeleton Warriors $48
Street Fighter: Alpha $52
Supreme Warrior $52
Three Dirty Dwarves $54
Top Gun: Fire at Wil $54
ULTRARACERS $39
Virtua Fighters 2 $56
WWF Arcade 552
Werewolf: Apocalypse $66
Wing Arms $45

X Men: Children of Atom $54
Virtua Cop/ Gun

ULTRA 64 SYSTEM $269
Cruis'n USA $56
DONKEY KONG FANTASY $59
Doom $56
Final Fantasy 7 $59
Killer Instinct 2 $59
Red Baron $56
Robotech 356
Star Wars 562
Super Mario 64 562
TOP GUN %56

VIRTUAL BOY

Virtual Boy System $149
Galactic Pinball $38
Mario Clash $38
Telero Boxer $38
Wario Cruise 346
Waterworld 350
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Call NOW
to Order
802-767-3033

Fax
802-767-3382

Rochester
VT 05767

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

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

GFAN3SEY




Sfielacliczitacl SOOES 112

A ANEORITENMETIELL

ity mzitzrials

AMon!.




#

e b e e i e T T T R T T AT

-.-g.:;-_-..'-E:*sé

e

e :
e ey T




morning, to evening, to mghl . Abou
s Tu l:uu;]cuie with each time of day the Ilghl Sour

Biﬁ . Yes,
roblem lhal some do with a guar
he reasons | iove Tekken arld Tekk

weapon, and |
' can’t be regained.
| bos, but if your weap!

ﬁslc sounds like. Soul Edge’s tunes are
rfectly-samp ed uhmrs he

ainst an impos
itle screen: “Tra




| Howlong can you go with-
: o sleep? Because if you even

E— bk, Baron Dark
 diabolical cream wil
* annihilate your world. And the
human race is looking to you to reclaim
the puwerfu] Lightstar Crystal. Not to mention his death
squad of Skeleton Warriors.
These guys don't have a forgiv-
ing hone in their bodies, 50
with over 20 levels of gruesome
3-D gamage, you may lose your
mind in a sleepless hell. But
1[ you're defeatei it's a sure bet you'll be sleeping with
the enemy. For eternity.

e
ST

http://www.playmatestoys.com.

i Interactive Entertainment, Inc.

16200 Trojan W
La Mirada, CA 90638

(714) 562.1743

SEGA SATURN

This official seal ks your
amrmﬂatﬂispmm
meets the highes

of standards of
Buygan'lnsandacmswlas
‘with this seal to be sure

that they ara tible
wih your SEGA System.

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




aki's Moves

Sotobatsu - A, A, A
Soscibatsu - B, B, B
Sanrenchu - K, K, K
Tenchu - 2K~
Geleichu - YK, K
Shippu Gumma &
Nincho -
Makarsuhn

84

Heishiro Mllsurugl the géherlc Ryu haract
‘{E has several moves which involve liftin

_can’t juggle them afterwards... lame. He fli
slices down your back Iengthmse as one 0
LR XRXIRRAXXXAXA

~ Tf}mocgak ..A A A
. Kakegakura - A, A, B
v Urwmqa kura - =28
Olwaqaf\um A+B
Kaza' ana - =B
Inabokari - VK, B
Sum’muf-tuji - KA
Hormnabof ")-)A+B

TG




an axe hefore
‘0 h]gmi

e

phoon Axe- A A B
Rock Crusher - B, B, B
~ Cydone Axe - ¢ A
" Axe Volcano - NB |
1 Rock Knee - 2K H
Shaulder Yacklc 22K )

k.

| mado .gvrke —)-)A +B 5
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:S agf mﬂflg 16-year- gﬁ:iﬁ G_armn knight. He useﬁ
sive Zweihander, or two-handed sword. This
*‘ﬂ;e Iuﬂgest reach in the game.

BB~ Ll e o

s T e e
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| | SIash Cross-AAB E SIS m;:::,,,ﬁw
MW Br {’{?kfr B B B g ﬁ%ﬁg/ﬁ%ﬁh HE% T K2, yr'%x;rg‘ . oA
3  Buster Grounder - B VA o =
|\~ Beesting Stike - 3B =
'\ Fatal Drive- €€BB | =
* Flying Edg - >=>A+B
Quick Spin-Slash - A |
0 Up-Toss - VA+G




Gekirin - A, A, A =
Enga - B, BB

Renfiu - KK

Sajin - KVK

Senmetsu - A+B
Honshuu - €A

Gekiho - ')'93 :

Ffmm €A

86

Slide Undler /{Ifk A A ~W{’

Stardust Splash - B, B, B
Reverse Mirage - €A
Upper Heaven - ~|fB

Jumping Angel Kick -

Tornady Low Kick -

Angel Strike - ¥ 'N")B
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P,

Stampe le Shree
Mtlff' Slasher - A, B A

Praying Mantis - A+B
~ Gate Opener - =>=2>A+B
. Demon Elbow - -8
Dmrh Rose - A+K

r.

s et s i Rt

R R v

| *u} Sh.fpp:;g*ng a il |
 Haiten Danshujin - B, B, B -
Senga Danshujin - B BVA || | ,
. ‘s‘m;m Fum‘a:gf - A+b ' We'll be back
* Dangeki Batsusaigi - €B, YA B | with more
3 " Enbu Toshuu - B+K nutritious, |
| - Kaitenshuu - 3K elicious Soul
g fbf:g?}_:{;k: =4 24 Ed!gr( soonl e



 HARDWARE
1-2 PLAYER
| DIFFICULTY: ADJ.

After many years on the shelf, Cape
This futuristic, vertical CPS Il shooter
grounds, but after several levels it hecome
iax hackgrounds, colossal mechanized enemies, a
19XX is a two-player simul game with little to no sluwdawn and the
action since Raiden Il. You can choose from three exciting crafts, each
size and speed. This game is a monster in the power-ups depaﬂm nt -
different weapons such as multi-directional, an intense laser, hom I
more. My only complaint about the gameplay is that there are only 1w0 huttnns,
and homh. WHERE did the barrel roll go? !

"

_many of their recent arca

voices for the American
the names of their att
are now gone.

The Power Batltle i
two credits and it’s

oI’ Mega Man to

My favorite aspect to 79XX is how, in the mid to la
levels, each level is literally 4 or 5 times hetter than the
previous one in terms of backgrounds, difficulty, and size
of hosses - there are several hosses so amazing, they
could have heen the end hosses. (This is one of those
games that “fools” you into thinking you've heaten it.)
There are some fairly astonishing effects, including a
scene where a lighted bridge scales out of the darkness
(despite CPS II’s inability to do hardware scal-
ing). It was a shame Eco Fighters was
never released in the U.S. (the swivel e
controller was a miracle of play con- e s,
frol design, by the way), so hopefully ¢
19XX will not be overlooked in the -~
midst of Capcom’s powerful 96
arcade line-up. -Slasher Quan

ks at mega Man
er Battle and just

m obviously wem to
great lengths to make
this game look, control

nd great, but nn

g Man or Bass,
an 7, and killing

g saddest thing, however, is that the graphics
orgeous, and the music is beyond belief. All

pcom even put in the theme from the Ghouls
s series for pure nnslagla fun time. As w1th
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s Many, many vided gi
Dungeons & Drag

throughout the 17
but in my opinion
higher than all the}
and D&D rules. On ol
than- Warriors of Fale _
joystick motion special moves. On thetother hant -
had all the D&D rules which actually ENHANCED tes Ao /8
game in a big way instead ¢ cting it s SR R, § A

ith dialogue, multipl& fferent cha T W, A L
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! with their own attacks, breath weapons, and spe-
¢ cific vulnerabilities straight from the D&D world.
. § The sequel, Shadow Over Mystara. uses the
~{ engine from Tower of Doom, but the game is
- & greatly expanded in all areas. Added to the cler-
= ic, fighter, elf, and magic-user character classes ==
are the dwarf and the thief (the game is still four- 25
player simul). Another exciting bonus feature is %°
the option of two different, redrawn costumes for §
each character (not just color palette swaps). :
(Side note: we are all PRAYING that SF /Il will
include this feature!) The new characters are
- just like their D&D counterparts: the dwarfisa SR ELY = B _ = = = O e OF TOWER OF
iﬂckv, brave-hearted warrior who fights likea 2 P S AR T e B S B US TWO NEW FIGHT-

i “madman, and the dexterous thief can pick locks &~ =5 [le = % RS, TRUE COMBOS AND A
nd detect/disarm traps. b ol i oo B P« lii 5 R LENGTHIER QUEST!
‘Mystara plays a lot like the first game, but it is Seesecasmmmsatimms o —
much longer (20 levels total), and offers even  Seeiiiing
- more paths. You could probably replay the game g |~ °
: three or four times before seeing everything! SR
¢ The gameplay is also much deeper than before.
§ The first game had limited combos, but Mystara =
¢ has many long. eight-hit ground and juggle
. combos where you can chain huttons togeth-
. er and two-in-one into dashipg special
‘moves. D&D was veyry early when
viewed it so we will have to update you
more details when gle game i '
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it again..'.
ou, the privileged reader a hrief quk into

ug deeper, pressed harder, and probabl
ors to hring Iunh the facts on Universal
this issue we're goin -
" sive behind-the-sce azing pruiesl while we g2 * T ator 2 - 3-D attraction features a
perstar Arnold Schwarzenegg -
eron. And finally, stay tun
you and your family (up to 2
total of four people) ca
Studios Florida where you will joi
James Cameron at the :
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Welcome to the March 1996 edi-
tion of Other Stuff. This month’s
edition is home to some of the cra-
ziest info we've ever uncovered.

Brace yourselves...

The award for “Schizophrenic
Video Game Company of the Year”
has to go to Sega. Currently there
are 4 separaie j

to be in development at
Sega. One option has Sega licens-
ing Matsushita's (gesundheit) 64-
bit technology later this year and
marketing a stand-alone M2
game/DVD player under the Sega
brand name. Next, we see the
newly formed SegaSofit (see relat-
ed story below) developing soft-
ware for not only the Saturn and
PC’s, but also the PlayStation, M2,
and yes, perhaps even the Ultra 64
as well. 64-bit solution #3 takes
us to sunny Florida. home of the
Lockheed Martin Corporation
(LMC). This military defense con-
tractor assisted in the design of
Sega’s arcade Model 1 (Virtua
Racing, VF). Model 2 (Daytona,
VF2, Sega Rally, Virtual On), and
the upcoming polygon power-
house, Model 3 (VF3, Daytona 2)
arcade boards. We hear Sega has
commissioned the Lockheed
Martin Corporation to design a
home console based around LMC's
REAL/3-D 100 PC graphic accelera-
tor chipset (see related story in
this issue’s Random Access) called
the “Pluto™ by LMC insiders. Last
but not least, we travel back to
Japan, where Sega’s brightest in-
house engineers are hard at work
on a project known internally as
the “MotorMory Sega’s new
hardware project-of-the-month is a
64-bit cartridge-based home con-
sole. Not much is known about the
MotorMorph except that if given
the green light, it will hit develop-
ers greedy little hands sometime

92

in 1997 and will be
released in Japan in
1998. 0.K....
Question: Which one
of these 4 projects is
getting Sega’s full
attention? Answer:
All of them. It seems
as though Sega has
learned a frick or two
from Nintendo, who
worked on 3 simulta-
neous hardware pro-
jects (16-hit SNES
CD, 32-hit
SNES/PlayStation CD
and Ulira 64) before
picking the best one
(Ultra 64) to lead
their next-generatmn assault.
Which, if any, will be the Saturn's
successur? We’ll let you know as
the info and rumors keep coming
in.

Matsushita better name its 64-hit
game machine the “Infatuation
Multiplayer 2” because it seems
as though every Tom, Dick, and
Harry (except Nintendo, of course)
is closely scrutinizing Matsushita's
newborn bahy. Believe it or not,
Sony (yes, the one and only) is
rumored to be releasing an
M2/DVD combo unit in late '96. To
those of you doubting this little tid-
bit of hot info, keep in mind the
ongoing DVD (Digital Video Disc)
saga. Early in 1995, Matsushita
and Toshiba supported the “SD”
(Super Density) DVD format, while.
on the other side, Sony and
Phillips had their own version of
the DVD called the MMCD (multi-
media compact disk). In August
1995. all this changed. Sony and
Matsushita agreed to jointly devel-
op a single format which combined
the virtues of both the SD and
MMCD formats. What the hell
does this have to do with video
games? Well, considering
Matsushita already announced that
they will release an M2/DVD
combo unit, and all Sony DVD
players would have to use the
same format Matsushita is using
anyway, the thought of a Sony
licensed M2 unit doesn’t sound so
far-fetched after all. And besides,
Sony isn’t exactly new to the busi-
ness of supporting two competing
formats (in this case the 32-bit
PlayStation and the 64-bit Sony M2
combi-player). Don’t forget, they
not only manufacture and sell Beta
VCR’s hut VHS VCR's as well. Ask
me again about the possibility of a
Sony M2 console... And there you
have it, a case where one and one
equals M2.

Well, we're about 2 weeks away
fram the big AOU arcade show in
Japan where Sega is set to make a
big splash with their newest coin-
0p games:
-, and possmly even

All three will be
powered by Sega’s_ blazing new
Model 3 arcade board (designed
by the 3D specialist, LMC). This
in itself may not sound all that
exciting, but from what we hear,
Sega’s white hot Model 3 “power-
ware” can create real-time visual
gymnastics that could bring even
the most seasoned gamer to
his/her knees. The Model 3 hard-
ware is rumored to be able to pro-
duce over 1 million anti-aliased
polygons per second on the fly,
and is said to be the most powerful
video game architecture of all
time... Bring it on baby, bring it
on! Of the three titles, Daytona 2
will be released first (sometime in
march 1996).

If the unveiling of the new Model 3
games doesn't give the 1996 AOU
show the status of “Best arcade
show of all time” then maybe THIS
will do the trick. Capcom will like-
ly use this coin-op exhibition to
showcase a
Mayhe you've heard of n alreaﬂy
we've heard it’ll be called *

er [/l This long, long await-
ed sequel to the ludicrously suc-
cessful SF Il is a make-or-bhreak
title for Capcom. Reportedly set
for release in June "96. SF liI's
designers (led by the legendary
Akira Nishitani) claim that their
latest creation can command the
title of "best fighting game of all
time” effortlessly. With more than
3 years of development time and a
revolutionary new combo system
(designed by Nishitani himself) SF
III's release is easily as significant
as the Ultra 64, if not more so. As
a matter of fact, the two seem like
a maich made in heaven...
Hmmm, stay tuned...

Sega has a little present for those
foolish hard-core gamers (us) who
coughed up 400 hills for a Saturn.
It’s rumored that on the 1st
anniversary of the Saturn (May 11,
1996), Sega will announce at the
E3 show that they will slash the
Saturn’s retail down to a “SAY
WHAT” price of $199. Since
Saturns supposedly cost more than
that to manufacture, Sega’s either
found a new way to produce the
hardware more affordably, or

they’'re willing to do anything to
gain a huge market share...

Speaking of the E3, Sega (there’s
that name again) plans on having
a killer Saturn lineup at this year's
video game exhibition. Sega’s E3
line-up for lhe Saturn is rumored
fo include: : 0, Indy 500,
Virtua Cop 2,

- , and Manx TT. Sony S
big PfaySlatlan games at the E3
will include: Tekken 2, Alpine
Racer, Hia'ge Racer Revolution,

5 . Toshinden 2,

Ouake Castlevania: the
B.'aod!ertrng, Rock 'N Roll Racing
2. and last but not least a top
secret actmn/platmrm game called

imbal. Sony is said to he

puh!lshmg thls game and Naughty
Dog is doing the programming
work. Matsushita's Panasonic
brand is expected to make a big
splash with the world premiere of
the M2 hardware and software.
Nintendo’s big SNES game w:tl he
the Iung EUETC :

Nintendo also plans on

shuwing... uhh... some other
“stuff” as well (heh heh)... Stay
tuned.

Could the long, mutually prosper-
ous exclusive relationship between
Square and Nintendo be coming to
an end soon? According to a
weekly Japanese comic magazine,
Square Co. may begin to strut their
stuff over at Sony. Of course, this
rumor has yet to be confirmed by
either the mainstream husiness
press or any Japanese video game
magazines, so the odds are slim
indeed. Still, what if?

We’re not quite done with Sega
yet. This last tidbit of info con-
cerns SegaSoft. A few months ago
Sega “quietly” announced
SegaSoft - a software publishing
division based at SOA who would
make games for the Saturn, PC's,
and what-not. Why the hush pup-
pies? Well, it seems as though
the “what-not” may turn out to
include none other than the
PlayStation, M2 and, helieve it or
not, possibly even the Ultra 64.
From what we hear, little ol’
SegaSoit has been keeping them-
selves busy these days... They're
rumored to be working on one rac-
ing game and one fighting game
for competitors’ 64-bit platforms.

Now I'm done. See you next
month.




ULTRA SOMETHING

The 1/16/1996 issue of
“Famitsu Tsushin” has com-
ments from a number of
Japan’s famous video game
designers about their predic-
tions for '96, especially in
relation to the Ultra-64.
Some of the comments con-
tradicted previous reports that
we’ll be seeing Zelda 64,
Dragon Quest VIi, and Final
Fantasy Vil all before year’s
end. Final Fantasy producer
Hironobu Sakaguchi said that
he “...can’t say whether or
not Final Fantasy VIl will be
released this year.” And
despite Nintendo President
Yamauchi’s assurances that
Dragon Quest VIl would be
coming soon for the Nintendo-
64, Dragon Quest designer
Yuji Horii wasn’t so sure.
“Although [Yamauchi] said
that a new Dragon Quest will
be released in a year and a
half, | can’t say for sure that
this will be [Dragon Quest]
VIl. We’re thinking of making
a Gaiden type game for the
Nintendo 64.” (Meaning a
side story to the Dragon Quest
series, not a real sequel.)

Shigeru Miyamoto is busy
producing just about every-
thing Nintendo’s making,
including Super Mario 64,
Super Mario Kart R, Wave
Race 64, and Star Fox 64, and
overseeing Pilot Wings 64
and Buggy Boogie. He’s also
at work on a new Nintendo 64
2-D game (finally!). He
couldn’t say the title, but hint-
ed that it would be a Mario
spin-off title, like Yoshi’s
Island or Donkey Kong
Country. He’s also producing
three Gameboy games,
(Virtual Lake, a fishing game,
a second Picross game, and
Pocket Monster) and some
unnamed Virtual Boy games.

In addition to working on
Zelda for the Bulky Drive
(called the “64DD” in Japan),
he’s also making a Mario
Paint type game. With 20
writable megabytes on each
disk, there definitely won’t be
any lack of space to save your
games.

WORLDWIDE SALES OF
PLAYSTATION OVER
3 MILLION SAYS SONY
Foster City, Ca. - Sony
announced that worldwide
sales of the PlayStation have
exceeded 3.3 million. Of that
total, 2 million were in Japan,
800,000 in North America,
and 600,000 in Europe.
PlayStation software sales
have been at a ratio of 5
games per unit sold.
According to Martin Homlish,

president of SCEA, “In fact,
we are outselling competitve
next-generation hardware sys-
tems at retail by a minimum
of five to one, making the
PlayStation game console the
undisputed leader among
next-generation sysiems.”

SEGA REPORTS DOLLAR
SHARE OF US VIDEO
GAME MARKET

Redwood City, Ca - For the
third consecutive year, Sega
leads the North American
Videogame Market in overall
dollar share, capturing 43%
of the market. Nintendo is
second with 42%, then Sony
with 13%, and 3D0 with 2%.
In 1995 Sega sold 900,000
Game Gear systems, 2 million
Genesis systems, and over 3
million Saturn systems world
wide. In November and
December, Sega outsold Sony
by over a 3 to 1 margin.

E3 ON THE WORLD WIDE WEB

Los Angeles - The complete
Electronic Entertainment Expo
conference program and
exhibitor list is now available
online at
http.//www.mha.com/e3/.
Information on everything you
need to know from conference
session descriptions, to
keynote speakers and special
events will be avilable.
Exhibitors with home pages
on the Internet can even cre-
ate links to and from the site
so people can easily obtain
more information. The Expo
will be held May 16-18, 1996
at the Los Angeles Convention
Center.

NINTENDO
CELEBRATES MARIO’S 10th
BIRTHDAY

'ir".. -
e
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Mario, the world’s most
recognizable video game
character and most famous
ltalian plumber from
Brooklyn, officialy celebrates
his 10th birthday this month.
Nintendo released its flagship
character nationwide in
January 1986 with Super
Mario Brothers For the
Nintendo Entertainment
System. Since then, Mario
has appeared in more than 20
different video games that
have sold more than 120 mil-
lion cartridges worldwide to
date. Other Mario highlights

1.8

include;

* Super Mario Bros. 3 for the
NES sold more copies than
any other video game in his-
tory, seven million in the U.S.
and four million in Japan. If
it were a record album it
would have gone platinum 11
fimes!

* Mario is recognized by more
American children than
Mickey Mouse.

* Collectively, people have
spent over 500,000 years
playing Mario games.

EA SPORTS DELAYS
32-BIT PRODUCTS

San Mateo, CA - After com-
pleting final product reviews

of 32-bit hockey and Madden
PlayStation titles, EA Sports
has decided to hold back the
games to make some
improvements. While they
felt the games looked great,
the gameplay did not meet
with the high standards con-
sumers have come to expect
from any Electronic Arts
game. A fall release date is
now expected for these
games.

NINTENDO
M2 STUFF

On December 29th, Japan’s
leading business newspaper,
the Yomiuri Shimbun, pub-
lished a front page article
stating that Sega and
Matsushita had joined forces
to release one 64-bit
machine, based on the M2
architecture, to target
Nintendo’s Ultra 64. The arti-
cle stunned the video game
industry, especially, it seems,
Sega themselves. “This is
100% not true,” was Sega’s
reply, and the following day
the Yomiuri Shimbun printed
a small, one line retraction.
No one knows what exactly
happened there, but now the
Sega/Matsushita team-up
rumors are flying more than
ever.

In more solid M2 news, M2
reps are apparently assuring
retailers that their system will
be availabhle around June
1996, with systems being
manufactured by Matsushita
(under the Panasonic label),
Sanyo, and... Sony? It’s hard
to believe, but what if...?

The first generation of sys-
tems may actually be DVD
compatible, which could virtu-
ally guarantee success for M2
manufacturers. DVD systems,
which play the new direct
video standard of movies on
CD-like disks, have wide
industry support, but DVD
players aren’t expected to

retail for below $500 at their
launch. If you can get 64-bit
M2 hardware with DVD com-
patibility for the same price...
well, who wouldn’t?

There’s still very little news
from the M2 camp on specific
titles, with the only definite
title being D2. But there’s
plenty of info on that for D’s
fans. Issue 7 of Japan’s Live!
3D0 Magazine has the entire
intro to D2 (although in crap-
py 3D0 FMV), and issue 8 has
some PhotoCD shots. If you
beat the recently released D's
Director’s Cut and get the best
ending (by getting all 4 of the
scarab beatles) you’ll he
treated to a 3 minute preview
of the game. The M2 info is
starting to flow. Stay tuned...

LOCKHEED MARTIN 3-D
GRAPHICS ACCELERATOR
OFFERS REAL-TIME PC
VISUAL SYSTEM

PERFORMANCE
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Bethesda, Maryland, March
20 - Lockheed Martin
announced today it is entering
the 3-D graphics PC market
with a high-performance chip
set based on real-time com-
puter image generation tech-
nology that gives a combina-
tion of dynamic response and
realism previously available
only on dedicated graphics
workstations and high end
custom image generators.
Key performance attributes of
the new chip set include an
embedded 100 MFLOPS
geometry processor, pixel
write rates of up to 33 million
pixels per second, up to
750,000 polygons per second,
line processing up to 1.5 mil-
lion per second, and provides
up to 192 color texture maps
(128 x 128 mipmapped) in
real-time. This performance
eliminates the jerky visual
movement found in graphics
products that operate at less-
than-real-time rates.

Director John Lenyo attrib-
utes much of the development
success of the new commer-
cial PC product to experience
gained in the development of
the Model 2 Computer
Graphics System, now used in
Sega’s arcade games.
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SOUARE MAKING PS GAMES!

- - Numerous sources including a high-

- profile Japanese periodical have con-
firmed that Square, the role-playing
giant, has obtained a license to create

| PlayStation software. Nintendo fans,

~ don't worry... they’re still creating SFC

' and N64 software. Further down on the
| scale of hard fact is that their first PS

| title will be a Final Fantasy game, due in
| December. We'll have mare info on this
& | subject as soon as possible.

5t V[ sold 1.7 million copies the first day of its release, 400,000
d on its first day. Speaking of D@, Enix has announced a

r the SFC.

ed that Virtua Fighter Mini for the Game Gear will be the

d-party SFC games will drop in price
e N64 games will retail for ¥9,800.

,'S%Liare’s almosf ready to go with yet another SFC
RPG, Treasure Hunter G. The 24-meg G features ren-

R — ne i red characters and lush, hand-drawn backgrounds.
Love is Balance o T Red and his sister Blue on their search for the
i B | I

DynamiTracer

Aagh! What's with Square!? First they refuse to bring
their best Super Famicom games to the US, and now they
release four games we'll literally never get to play... unless
Nintendo releases the satellite games service Satellaview
here. DynamiTraceris a driving RPG, Love is Balance is
a lame-looking ltadaki Street-style love boardgame, _— : é
Radical Dreamers is a Sound Novel-esque adventure The Satcliaview | * e A
game and Treasure Confix, which looks to be the best of the bunch,isan |———M—————
RPG in which all the battles are Mode-7 shooting sequences.

Joy of joys... SNK has signed up as a PlayStation third party! Their first
three confirmed games are the ultra-popular arcade fighters Samurai

Shodown Ill, Real Bout Fatal Fury, and King of Fighters '95. All of these
games wil be released in spring.

Ve
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Finally... After SNK cancelled the
American double-speed model, |
never thought I'd be able to play
Neo CD games in spee i
bliss. Now that th
out, however, fast ai

Neo CD games

Gone is the sicke!
monkey, replaced wi
monitor!

(. NEOGEOCD

about ¥45,000.

- Exciting new OS screens!

Nintendo held an exclusive develope
| the Nintendo 64 on December 18th at
| second-in-command Hiroshi Imanishi,

ich Nintendo
rdware guru

| answered questions and displayed bare hardware, the
MASSIVE AC adaptar, the memory expansion port and
the up-'ti-now secret 64DD port. The 64DD, or 64
Disk Drive, can hold 64 Megabytes of data, and 20 of
hese are rewritable by the user. Imanishi also stated
hat 14-15 Nintendo 64 titles would be out within a year
and that all of them would be Nintendo brand games.

Power supply The 64DD interface port

. 1

The U a 64 ﬁlolherboard
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Mad Catz has an answer fur aII uf your PIavSiaimn aucessnrv prob-
lems, with a 4-way AV switcher, a controller that has something every
PSX pad needs (a sane D-pad), and the best analog steering wheel ever
devised. The controller, with its “normal” directional disk, makes it
easier on your thumb while playing fighters (or other sumlarly intense
games). Add in the optional automatic fire and turbo/slow motion
switches (LED switches indicate activation), with the comfortably mod-
eled hand-grips, and you have a controller worth checking out. The first
PlayStation steering wheel is the perfect weight and has a great feel.
Not only do you get a true analog wheel (including a normal D-pad and
8 action buttons built in) with a solid gear shifter fused to the side, but
Mad Catz took the driving experience one step further by adding analog
brake and accelerator pedals! And since the steering wheel is based on
NeGcon technology, games such as Ridge Racer, Ridge Racer
Revolution, Wipeout, Air Combat, CyberSied, and the upcoming The
Need for Speed (with many more on the wav) can all he gwen new
depths of realism. Both the con- g
troller and steering wheel per- |
formed outstandingly in our tests
(in fact, it’s the best steering
wheel I've ever used), and that
fact, combined with the low cost,
makes the Mad Catz products
worth checking out.

Next month we’ll review
Sega’s analog Mission Stick for |
the Saturn.
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Receive a check back or purchase other titles of your choice
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CHAQS CONTROL 38, BS-"“:I 1,3
CHESSMASTER 30 2.
CHRONICLESOFS l'.'.'OEEHq
LLth

9052000
44.8524.00
30.0520.00

I !
..--EIEH BLED
CYBERIA
E‘HEERSF‘E:D

""J D TOWER OF DOOM
DARK LEGENDS 449533 D*
DARK NET 38.8520.00
DARK SLIN:

SHATTERED LANDS 44, 9&
DARKSTALKERS ‘“'
DEADLY SKIES
DEFCON S
DESCENT
DESTRUCTION DERBY
DISCWORLD
Jm-u

DRLID DEMONS

{Jr- THE MIND
EARTHWORM Jik 2
EH Dﬂ.f-f.FI'_I'N 1‘5 E" B u -
ESPNEXTREME GAMES 34.9514.00
EXTREME PINBALL 38.85/20.00
Fi11 AARDVARK 44952200
FADE 2BLACK 4495724 .00
FANTASTIC PINBALL  39,9520.00
FATAL RACING 44.95/24.00
FIFAINTL SOCCER B8  39.85°20.00
FOX HUNT 39.9520.00
GPOLIGE 38.85/20.00
GALACTIC ATTACK 389520000
GEX 33.9520.00
L‘S’JAL ETORM SOCCER

GT BASKETRALL
51‘ FOOTBALL

AM
ER'S HEAVEN
BINGER X
H-ﬁ.q'ﬂﬁ.ﬂ.l'.l'. 5 4y 5!-:-'2:: 00
HEART OF DARKNESS  49.8524.00
HI OCTANE 44.05724.00
HYPER 30 PINBALL Hl El:l-zﬂ I":I
IMPACT RACING !
IN THE HUNT 9
JOHNNY BAZEX "KATEJMEM
JOHNNY MNEMONIC
J'CIL'R'\'E'FMN'!’ PROJ
JUMPING FLASH
.JIJI'-"IT"F[ STRIKE

L:mtlcn 4 : Trel]
LONE SOLDIER 38.95/20.00
LOST 1|F’|.".‘- ciofl) 0.0

MAG ZONE 1955
Wluﬂ, CARPET 39 %Lﬂ I:'J:I
MANSION OF HiD S0ULS44 95/22.00
METAL JACKET 30852000
MICKEY THOMEPSONS
SUPERCROSS 44 95725 00
MINNESOTA FATS POOL &4 8522 00
MLEFA BASEBALL 220
MONSTROLUIS CITY
MORTAL KOMBAT I
MYST

MYSTARIA

NBA IN THE ZONE
NBAJAMTE.

NCAA BASKETBALL
NFL FULL CONTACT
NFL GAME DAY

NFL Q-BACK CLUB 96
NHL FACE OFF

NHL HOCKEY 968
NIGHT WARRIDRS
NOVA STORM

OFF WORLD INTER
PTO N

PANZER GENERAL
PARASITE
PARODILIS

PGA TOUR GOLF 84
PHILOSOMA

POED

POWER SERVE TENMIS
PRIMAL RAGE
PACUECT OVERKILL
PROWLER

PSYGHIC DETECTIVE
PYRAMID INTALIDER
RAIDEN PAOUECT
RAVEN PROJECT
RAW PURSLIT
RAYMAN

RAZOR WING
REBOOT

RESIDENT EVIL
RETURMN FIRE
RETLIRN TO Z0RK
REVOLUTION X
RIDGE RACER
RIFPER

Flrﬂ‘ EOF ROBOTS 2

HU'\' J GLUN BASKET.
SCREAMING WHEELS
SENTIENT
SHELLSHOCK
SHOCKWAVE ASSALULT
SHREDFEST
SILVERLOAD
SKELETON WARRIOR
SLAYER

SOLAR ECLIPSE
SPACE GRIFFON VF-2
SPLIT REALITIES
SPOT GOES HOLLY.
STARBLADE ALPHA
STEEL HARBINGER

STORM
STAEET RACER

44 95135 0

35.5520.00
4 G515.00
44 G823 00
44 95724.00
39.5520.00
44 BEF2E 00
28 8520.00
£4 85724.00
39.95720.00
20.95M10.00
30.85:20.00
548573000
44 95724 00
39952000
36.55720.00
448524 00
44.95725.00
£4.95°24.00
28.45110.00
449572500
39.95720,00
33.85:20.00
3 95':1: ]

'h! 95-'11 00
44 552200
44,85/24 00
38051800
44 8572400
35.9520,00
44 05128 00

20,00

20,00

44.0525.00
44.9522,00
59853200
39.8520.00
44.95124.00
35852200
44,85/22.00
Ja8s22.00
"-ﬂ 'Elﬁ-ﬂ 0o

STREET FIGHTER ALPHA43, B.':.JL'I 00

STREET FIGHTER MOV,
SYNDICATE WARS
TEAM 47 GOMAN
TEKKEN

THEME PARK
THUNDEARHAWYK
THUNDERSTRIKE 2
TOP GLUN

TOTAL ECLIPSE TURBO
TWISTED METAL

W AMAK

VELOCITY MAXIWALIM
VIEWPOINT

WIRLS

VR BASEBALL 35

VR SOCCER

WAR HAMMER
WARHAWEK
WARRIORS OF FATE
WATERWORLD

WING COMMANDER NI
WIPEQUT

WORLD CLIP GOLF
WWF ARCADE

A COM

X MEN

XENO POLICE

X5 SHIELDS UP
ZEITGEIST

IEHE DIVIDE

4

34.8544.00
39.8522.00
448572200
44852200
49,95:20.00
39.8522.00
44.05/24.00
39.8520.00
29.9510,00
44,9525 00
44.85:22.00
44.95/24.00
485500
dd BRI 00
44.8524.00
39951500
48.95730,00
44057200
44852200
39.95/20,00
49952500
44952200
44952500
44 9522.00
34951400
44.9524.00
30852200
395572200
30.05/22.00
44.85122.00
23.8510.00

Are you on.'me'?

I E-Mail your E-Mail address to BRESW@AOL.COM to be added to our online mailing fist

Now Buying PC CD-ROM Titles
E-Mail to BRESW@AOL.COM for current price list

Trade in your old game
systems & games for:

Ultra 64

are unclear
LHira 64 is reg

; We will buy back ycur old videogame systems and carindges. We buy 2l caniridges, call for fitles thal ane nol listed in this
MEN CHILDSEN ATOM 44,95 ad Feceve a check back or purchasa 2 BRAND NEW Ulra B4, We expac! the refail prica for a new Uira 64 to be
ELDS UP 39 8501 approvimalely $249.95 and be available in late April ‘96 - caf foe latest price/availabiity info. You may pay the difference
batwaen the value of your systema'canridges and naw gy am wilh a check or maney order, credit casds wil not be
accepied as payment towards any new systems. I your oid systems/cariridoes are warth mara fhan & new Sysiem, wa'll
zand you a check for the diffarance

I....
Z0RK NEMESIS

SUPEH

We Buy
Genesis core system $30
Super Nintendo core system $40
Saturn (w/1 control pad, AV cable) $120
Sony PSX (w/1 control pad, AV cable) $160

Above are buyback prices only. Wa do not sell used systems. Systems must include 1 Control Pad, AC Adapter and RF
Gable. Genesis systems must include CD connacior cover.  Additional contrallers alse purthased. Defactive sysiams
will be retumad at your sxpense ($10.00 mnimum). $10.00 will be daducted tor sach missing or dafective conirolar, AC
adapier or AF cable, Saturn/PlayStation RF unite purchased separatesy,

To Sell Games/Systems

1. On a full sized pisca of papar, wrila your nams, complete address, phone number and a list of afl the canridges with
fha buy back pricas you are salling

2. I you would ke o purchass :artrujggf. with tha monay or credil racaived, list tha filles you would ke to order on tha
same piace of paper,

3. Pack your cariridges, all papenwoek in a box. Gend 1he box 1o the address balow by LIPS or regisiered mail. Ba sure
fo include the 'Dept # on the outside of your package.

4. Your check will normally be mailed within 3-4 working days of receiing your cartrdges.

S To Buy Games

ESPN SPEEDWOR ] . On a full sized piece ol papes, wrile your name, complele address, phane number and a list of @1 the carindges you
FIFA 96 : j e to order. To spaed processing of your order, list Bn gMemativg for aach litle you are endering,
HA ; ulate the total for the cariridges you wish 1o gedar. including shipping & handiing charges (87.00 lor tha first
cartridge, $1.00 for each additional. Alaska. Hawaii, PR, APD, FPO PO Boxes double shipping & handiing charges).
Califormiz residants add 7.85% sales lax
3. Allow 21 days lor parsonal chacks to clear - send meney orgiar for fasast procassing,
n 4 Sand your order fo the address balow

2 Send your Cartridges/Orders to:

BRE Software

352 W. Bedford Ave, Suite 104 Dept F3
Fresno, CA 93711

BRAINLORD
BRANDISH
HOF FI=E 2

Eﬂ.HTrI'u"r['lF.H JIM

please call for avalabiity, Cartrdges/CD Tities for ALL SYSTEMS must Include box, instructions, and any hinl booksimaps hal wens

ndge without 3 candboard ingert and 55.00 for bioken GO cases, | -nar'wi without box, insiructions, eic will b returnad al your expanse.

store sfickers wil be retumed at your expense ($5.00 minimum). All Used Cariridges have 3 90 DAY WARRANTY and are subjact

How 40 -d;._."' o recaive orders placed with money orders and 50 days 'o receive orders place with persanal checks. Mo refunds or

ige and §1.00 for each addiional. AlaskaHawallPR/APO/PO Boxes double shipping charges. We da net ship 1o Canada. Califarria

Y . 1 we do nol receive your packags by J30/96 or your game Filles are net listed in this ad, you will be pasd lrom cur curren) calaieg.

:.:1;., pnr ...Ie i o onkact our wholesale depl. To receive prices in this ad you must includa the "Degt. # from this ad on the OUTSIDE of your package. H you

ny af au procad r prices, plezsa call, FAX (209) 432-2589. PlayStation and the PlayStation logo are trademarks of Sony Computer Enleramment, Inc. Suger Nintenda,
o frademark of Nintendo of Amerca Inc. BBS {208) 4329618 - 2400 Bawd




Tekken 2

The maost
eagerly antici-
pated PS fight-

ing game

| Panzer
Dragoon 2

Take flight in the magical
world of Panzer Dragoon!

) &8 %ﬁg A DERRICK o 5
s o F P INCREDIBLE GAME MUSIC CD’S FROM JAPANL...
[ Secret Of e Macross 2Ysl
J Mana 3  recken llr-mmal e Plus ., Arpanged
@ 552 3 Disc Sel! , ;. ’}J‘ Mus": - & (Sharan Apple) v ngln

R 2 - "uu‘ | 1 - i i V 3 e
King of Fighters '95 Dragon Ball Z sn'eel ﬂgmal' lern Dark Savmlll' Vampire Huntep

KOF hits the Saturn! The best DBZ fighter ever! A carbon copy of the Landstalker fans rejoice!  Play the arcade hit at

amazing coin-op! Dark Savior has arrived! home!

Guardian Heroes  Keio Geki Darius Gaiden Ilraunn fum:e l;ehnckers
Treasure’s first Saturn game is Side scroll action platform  Experience frue shooting A Saturn Strategy/RPG of  Two player, 3-D, and link-
pnwer with the original import infinite power! able!

797 J9%. 9. B4 79
OVERNIGHT DELIVERY! © COD'S WELEOMEL o5 .
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Dragon Ball leganll Kileak Tlla Blood 2 Bm IIazaml Genso Suikoden  Motor Tnnn 6P

With 3-D power! Coming Soon! More power than the original.  Capcom’s back in action! 32-hit effects, great music, it's YOU GOTTA HAVE THIS
Prebook Now! A Kileak fan’s must-buy! the ultimate RPG from Konami! GAME!!

=
Maayhealson

e g o e

Ttir [

F -
I(mg of Fi Flghlel-s 95 Fioating Runner Tnsmmlen 2 Goemon "~ Gun Hazaml
The arcade hit comes to the 3-D action platform like Experience the best 3-D Konami’s first action game Sequel to the best strategy
PlayStation! nothing you've ever seen!  ever in a home fighter for the PlayStation! game ever!

9% 139"

special Gollectahle Offer!
narkstalkers

Tales of Phiantasia Maio " Bahamut Lagoon

48 Meg RPG! 16 Megs of  Play as Mario in his First  Square’s amazing new S~
voice! A must for RPG fans! ever RPG! RPG!

‘ 39 - Pre-assembled, fully-posable 1/8 Scale (Approx. 14" Tall) replicas.

These amazing figures feature real hair and accessories, real fabric

*149”° Call

i Demetri) and lots of stunning detail.
“J.! f'.,'!."!.'!!"T n'!",.“, S Include ”.': J.,': anslation! b i s
sm  Sega Satuen + PlayStation FREE!
byl Monthly . Monthly Purchase 2 import

= \agazine

+ Magazine games and receive

sesae Get the latest PS ort Pro
~ % news from Japan. our Imp sl

R g | : l 4 Viusic CD...

e NN

FREE!

-865-2599 -

WE WILL NOT BE UNDERSOLD! C.0.D.$ ARE WELGOME e

Prices are subject to change without notice » This ad expires March 31st = No personal checks accepted
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NEO-GEO

alman Foreve
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Demolition Man B0.
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agane 59.00 Earthworm Jim 55.00 Hell 52. lam TE 49.00
2 : &
1l
Ji
Ju
u
Ju 5
Ka
Killer Instinci 67.00 acl h2. D Go
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dade, Merchandise must armv satisfactory condition or will be'sent back at owne




's Edif ING CARDS in every
. . FREE Collector’s Edition TRAD ’
li\::s:‘uee featuring the FEDERATION SUPERSTARS. (They're

absolutely, positively not :n newsstand copies.)

YES! | want to CHILL OUT with WORLD WRESTLING
FEDERATION MAGAZINE.
Send me:

[1 24 issues just $35.00—it’s like gefting 14 issues
FREE! | SAVE 58%

1 12 issues just $19.97—that's like getting 6 issues

FREE! | SAVE 52%

Return this coupon
U e s RS B NVRID. Se TR
Name (please print) Date of Birth or ca "

Address |

City State Zip

Send payment to TITANSPORTS, INC., at I I
P.O. Box 420174, Palm Coast, Florida 32142-9814

Basic U.S. subscription rate is 12 issues/$24.00, 24 issues/535.00, single copy price $3.50.

Allow 4-6 weeks for delivery. U.S. funds only. No foreign credit orders. C6GFAN



~\

A SATURN &

VIRTUA
FIGHTER 2

$54.00

DISTRIBUTED BY:

SEE,

GUARDIAN HEROES

package include:
*NOMAD SYSTEM
*MEGA KEY
*Your choice of:
Dragon Ball Z,
Sailormoon, or
Mega Man

; gss)ls

O
bt E" O

GFE

= The Sega Genesis has just gone mobile with Sega's Genesis Nomad -
Sega's first 16-bit portable gaming system! The Genesis Nomad utilizes
the same graphics and sound found in the original Sega Genesis video
game system. It is fully compatible with the over 500 available Sega
Genesis game cartridges. Nomad is also adaptable for use ona TV.

i
11} GENESIS

i

Prices are subject to change without notice. No refund.

10 ORDER CALL 818-839-8755 FORBEATER Koo

EENRINRORR teme: kgl WHOLESALE
iy T R % (9 | TEL:818-839-8755 OR
Item Description = . Qty : | SR S 2 Days Ai 2 : FAX:81 8"839'8751
: { INTERNATIONAL :88987

5, Subtotal
'CA Residents Sales Tax 8.25
Postage & Handini
Total Enclosed
C.0. D. & MONEY ORDER ACCEFT.
al Gredit Cardil_ FOR SEGA SATURN™

$65.99




FOR SEGA SATURN™

STUNNER

Get befter
graphic with
the Super
VHS cablell

$29.9§

m,  Gat betler
& graphic with
- tha RGB
cablall

$39 99

FREE RUNNER

®Just imagine, infinite lives, unlimited energy, special
effects, extra fuel/ ammoplay on any level. Become

invisible with the Action Rel}la\-’

FOR SEGA SATURN™ 69-99

—
e,
pa—

#

S ATURN

A
Ve

| et
| —
e

A

WINGS ARMS

CLOCK WORK KNIGHT 2

SEGA SATURN W/VFssesessee 340
SEGA SATURN Core $299
Control Pad m'bzg
Backupeeeeesssecsssscsssssssssssss 10
6 F'|ayerm--nmmtmm-m539
Mission Stickesseesesssesesssssees 555
Arcade Racereessssssesssesesesse (5
Virtua Stickeesesesesssssessssssses (g
Stunner sesessee 30 5()

UNIVERSAL ADAPTER

Now you can play import
CDs on your

: Sega Saturn"ﬂ $59 99

BANDAI IS A HEG!STEHED TRADEMARK OF BANDAI AMERICA INCORFPORATED PACKAGE ©1995 BANDAI AMERICA INCORPORATED

10 0Illl|§ll CAI.L 818- 839 8755

FOFl DEALER AND
WHOLESALE

TEL:818-839-8755 OR

FAX:818-839-8751 || [mpmmem __ el AL FOR
INTERNATIONAL FAX:818-839-8752 || M STSEIN< > BVELERIUES

GUNDAM

ﬂ»'
H T

Sega™ and Sega Saturn™ are registered trademarks of Sega Enterprises, Ltd. Prices are subject to change without notice. No refund.




NBA JAM TE.

"Now you can == ol BHTTLE
watch any CD ; o775 y i

movies in your

SATURN™ with ‘ 1! stcosure HKEHH
this card! 10VIF £ : .

Wi mnvg\gg 9 i o TOSHI”DE“

Simple plug in this card in your
SATURN™ system then you
can watch any CD movies.

= Al
SAT

1 SECA

HANG-ON VIRTUA RACING

$49.99 $49.99

i

BANDAI IS A REGISTERED TRADEMARK OF BANDAI AMERICA INCORPORATED PACKAGE®S1995 BANDAI AMEHICA INCH OF(PDHATED

N 0IIEI CALL 3]8 339-37

FOR DEALER AND
WHOLESALE

TEL:818-839-8755 OR

FAX:818-839-8751 :
| INTERNATIONAL FAX:818-839-8752 SEGA Pl

Sega™ and Sega Saturn™ are registered trademarks of Sega Enterprises, Ltd.  Prices are subject to change without notice. No refund.
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ACTION REPLAY GIVES
YOU THE POWER
TO PLAY YOUR
413 FAVOURITE GAMES TO
/7 % LEVELS YOU NEVER
< _.'| ' ENEW EXISTED!

HIREPLAY

IL :- ¥ . 1“.;'-”. 'JI-.' o B .:"‘I
e 1 ANAE Lt gl et 14
#t,uwuh!rt FAME g LTS

i
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SONYPLATSTAYIONS.  DAORE  «“T5dJ

o e
1 [ JJJ
'

e AMOO™ Simply choose from the huge range of built-in

R 2&2&2 CEyEAT F J \ . [ ) i = e cheats for the latest games. Remember these

Play extra cars, all 13, indluding the secret “Black” Girffin I j | | i J [ L - are F’”"“Eftf#’ “’3‘0'21 made ‘3"“':‘.&';;‘ fiok ekl

. car AND play all 4 forwards and all 4 reverse tracks ! : N ) e ones already avallable!
. combined one Ridge Racer Super Cheat.

' = A L) ] Enter new cheats as further games are released

| [ i) IP = Flash Eprom technology means that all new

s 'I;EI*G(EN‘;EBymNi:MCD“ - i j R o | i entries are added to the built-in cheat menu.
you to select the extra charactersm, this
includes, Kunimitse™ Armor king™, P. Jack™, :
Kuma™, Heihachi™, Lee TM, wangngTM, AnnaTM, _ ; : Memory Back-Up feature allows you to back up
and GanryuTM. Moving the selector to the right, | [ 7 8 [ ) your Satum game save memory. Massive 1MEG
past MichelleTM, will Display the new characters. _4 } CAPACITY INCREASES SATURN
_ ' a5 J I 5 ) MEMORY BY 5 TIMES!

ORIGINAL PARODIUS™ By KONAMI™ | \
99 lives for both Player 1 and Player 2 also

r [ r) r}J
players can now select any level. e _U Z t J} '_l .

ACTION REPLAY allows you to play even
IMPORT GAMES on your Satum™ so you can
cheat on the latest games Now

* EVEN IMPORTS!

" ULTIMATE PARODIUS™ By KONAMI™ J J
256 lives for both Player 1 and Player 2 F 4 ACTION REPLAY has a special high speed
| | iy

| communications port for further expansion.
I | J An optional comms package allows
you to connect your Satum™ via

KILEAK THE BLOOD™ By SONY MUSIC
ENTERTAINMENT™ -

s ACTION REPLAY to any PC for
Unlimted energy and all weapons are S A powerful cheat finding and debugging.
activated with extra ammo. _ ‘
FGB M“RE ~ ACTION REPLAY also allows you to play even — _
: . g\ IMPORT GAMES on your Satlum™ so you carn- e,
POWER* T ‘) cheat on the latest games NOW-EVEN IMPORTS! B

"MEMORY BACK-UF |

¢ Memory Back-up feature also allows you 10 back up your %
« = Satum™ game save memory. MASSIVE 1MEG CAPACI- m
TY INCREASES SATURN™ MEMORY BY 5 TIMES!

B SN e oo el Sl -\ - \\/|COME

TOMMO INC.  SUPER STORE E-Mail Address @ FAX ORDERS:

18521 E. Gale Ave. 7710 Melrose Ave. For Latest TitlesRelease DatessPricing Info. N = 81 8'839'8752
City of Industry CA. 91748 Los Angeles, CA. 90046 TOMMOS3 @ aol.com. Tt 24 HOURS



*

Import and American @

Playstation
and Satumn

Now you can buy at the lowest
unbeatable prices. Think of it! *
Saving $10, $20 or more on
each and every game you buy.
There is only one call you
need to make in this universe
and that is *

UniversewVideoaGames

Light Years Ahead Of The Compefeiion With Down To Earth Prices
*

Playstatlon Dark Stalkers

Road :{ sh
Street Fighter 2 Movie  Mortal Kombat 3 free e
Ridge Racer Revolution  Horned Owl Aepre
Kings Field 2 Power Instinct 2
Alone in the Dark 2 Sidewinder

&> SEGN{ATURN
Oragon Ball Z WF Wrestlemania ~ GP 93
Golden Axe-Dugl X-Men Primal Rage

Sega Rally Virtua Cop Salar Eclipse

* Guaranteed *
Lowest Unbeatable Prices In The Universe
On All Import Games, Systems And Accessories.

Saturns  Saturns * Saturns
Saturn Universal Converters now available. Play
American and Impart Saturn CD's on any Saturn System.
Limited quantities, call now!!
Mastercard and VISA accepted
4 ®
Instant cash for select systems and games.

We carry a complete line of games
and accessories from around the world.

*
Playstation, Saturn, NEOeGEO CD, 3D0, Jaguar,
* SFC, MD, PC Engine and more. 3

Call for overnight delivery.
Monday-Friday 11:00 am-8:00 pm EST

9198722440 FAX 919-872-6701
Dealer and Wholesale Inquiries Welcome.

All rights reserved for all parties mentioned. We reserve the right to
refuse any sale, trade or purchase. Games are subject to availability.

'S

*

. Send your check

| DIEHARD BAMEFAN
| 9137 Elareton Dr Ste. Z10

e 1-800-454-2637

subscriie’c  SAVE OVER $40!

GAMEFAN $ 2
(12 issues)

for only...

0P money order fo:

Please have your Visa or Mastercard ready.

Ganada and Mexico orders add $20.00 U.S. funds. Allow 6 to 8
weeks foryour first issue, €A residents add 8.257% sales tax

GAMEFAN T-SHIRTS - GALL NOW!

Be the first one on your block to own an official GameFan Gear T-shirt.
These awesome shiris are silkscreened on heavy duty 100% cotion.

1-800-
" 609-3267

& & f :’ﬂ‘” . -
You tun can lle Iarge and P.sty T is the nenenl
in charge with the attire for all those formal
“Mighty Monitaur T” gaming occasions.
When ordering please specify Large or X-Large sizes. Add $3.00 S&H.
Send check or money order lo: Diehard GameFan Gear:

5137 Clareton Drive, Suite #210, Agoura Hills, CA 91301
Allow 3-4 weeks for delivery.

ADVERTISER'S INDEX

BRE SOFTWARE

There's a
GameFan P
logo on the
sleeves &
front too!

CHIPS & BITS 79
DIEHARD GAMERS CLUB 96-97
FATBOY VIDEO 98
GAMEWARE EXPRESS iBC
INNOVATION 41
NINTENDO IFC-1
PANASONIC 5
TOMMO 100-103
UNIVERSE VIDEO GAMES 104
UNIVERSAL FAMILY ENTERTAINMENT BC
US MANGA 17
US GOLD 3,7, 21
VIC TOKAI 19
WWF MAGAZINE 99




Jaguar System
Jaguar CD System

- Rlien us.Predator
- Battlemorph CD
- Battlesphere

~ Defender 2000

Ijeiﬁnliti‘ﬂ'ﬁ'Man ch

Doom

- Dragon's Lair CD

i
I

Fight For Life
Flashhack
Highlander CD
Iron Soldier
Myst CD
Phase Zero
Pitfall

Power Drive Rally
Rayman
Space Wars
Tempest 2000
Uitra Vortek

White Men Can't Jump

TAGUA

PBECHELEES

AND MANY MORE..

300 System
G2: Judgment Clay

Daedalus Encounter

Doom

. 11th Hour

i -GEK

. |mmercenary

i Madden Foothall

Road Rash
Space Hulk

Wing Commander Il
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Visa, MasterCard. Mo

e Up.to the minute news and info
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= ‘Sony Playstation System
- Rir Combat
- Battle Arena Toshinden

Cybersted -
Darkstalkers
Destruction Derby
ESPN Extreme Games

Raiden

Rayman

Razor Wing

Ridge Racer

Romance of 3 Kingdoms IV
Tekken

Tasisted Metal

War Hawk

AND MANY MORE...

Satera System
Astral

Bag

Clackwork Knight
Daytona USA

Bhen War

botha

Myst

NEBA Action 95
Panzer Dragoon
Prime Time NFL Football
Victory Goal

Wirtua Fighter I
Universal Adapter
AND MANY MORE...

Uunder construction...
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e Weekly mpdates

e Interactive Hocus Pocus & Postmeister
e Liwe reports from foreign and
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fwewiyrell.net/—gameware | .
e-moil: gameware@tyrell.net |

litles nat listed!

#= accepted. Add $7 for C.0.D. Price & availability subject to change: “Allisals

domestic trade shows

e Exclusive previews and game screens
e The latest breaking news from. Japan

e, Monthly giveaways

e Tips and tricks archive
e Monthly charts and much, much more!
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What do you want from your
game dealer? You want
wide selection. You want fast
delivery. And you want
friendly people who know
games. That's why
Gameware Express is here.

We canishipiovernight for just
S6. Nothidden costs. Our
selection s secondson

first stop GamewdTelfixpr

- Whereithe games are
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- Batman Forever ;
I Basper o
a g ¥ o
- Deep Eﬂpane"ﬂ_igj'ﬁ
" Demolition Man

_ AND MANY MORE...

SUPER NINTENOD

Batman Forever
Battletech
Castlevania Dracula X
Chrono Trigger
Congo :
Donkey Kong Country 2
~ Doom
Earthworm Jim 2
Emmit Smith Foothall
Frank Thomas Basehall
Killer Instinct
Knights of Justice
Mega Man 1
!_\Huml:-at 1}
Primal Rage
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Earthworm Jim 2
Frank Thomas Baseball

~ Mortal Kombat 11

Primal Rage

Revolution X

Samurai Showdown CD
Spiderman Uenom
Weaponlord :
Batman Forever (32X}
Blackthorne [(32K)

C2: Judgment Clay (32K}
Totally Brutal (32K)

858

$66
Call
$48
$69
551
'SR3
Sk
559
558
566
5617

554
S61
563
S61
Call
559
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