THE #1 VIDEO GAME MAGAZINE

< | - 7 | &)
A N U ) N
The Insider’s Story 3 TN N
- | -
w Super Mario World 2 {4 I =
g Yoshi’s lsiaﬁﬁ@ i = /5D
L. Super NES ProStrategy Guide ) 2 CM LN

e Virtua Fighter (32x) \\ /
o Tekken (PiayStation) &
* Yoshi’s Island (sNEs) |
e Wipeout (PiayStation) \<
e Vectorman (Genesis)
e Earthworm Jim 2
(Genesis)
e Street Fighter:
The Movie (Saturn)
e Mortal Kombat 3
(Genesis, SNES)

Noveisaer 1995
$4.99 Canada $6.50 nllp vy - 3 4
e & \§ ‘

0174470 659A5

' Meet the creators nl
" Mortal Kombat

Tekken (PlayStation) mﬂw Ilu e

» Chrono Trigger (SNES)



THE JURY BELIEVES IN ‘
CAPITAL PUNISHMENT! :

PARTING 15 SUCH

) »"*”\'\WW/NE e i B

NO SYMPATHY
FOR THE SYMBIOTE!




-‘.Q‘?;-:- \ ] =
{oen e
&\
A S
= ’
p) zy
: N
WEB OF nnﬁéﬁémm

5 EE > .\
THE VERDICT IS NO MERCY!

=

WEET SORR(

X Venom-Spider-Man

EPARATION
ANXIETY

Venom® has been violently split from his living costume,

spawning five deadly alien Symbiotes. In fierce two-player
action, Venom joins forces with arch-enemy, Spider-Man; to

face the new strain of evil brought to life by chilling

hi the iless Jury
and awesome allies like Ghost Rider and Daredevil, Venom’s . =
FIVE TIMES THE CARNAGE! |

out to part his i ing from their life!
SUPER NES GENESIS
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1 Asteroids €1979, 1995 Atari Corp. 2 Missile Command® ©1981, 1995 Atart

Defender, Joust and Williams are trademarks of Williams. Elsarw Inc.
f Atari

Inc. * 1385 Nintendo of America Inc.
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Hey Subscriber!
Are You Moving?

Give us advance notice
and you're sure to get
your next issue on
time...as usual.

Write to:

GamePro Subscriprtions
P.0. Box 55527
Boulder, CO 80322

(Be sure to include both your old and new address)

1-900-s :/J-'J/J J

"OPTION 1 OPTION 2

Clues Tips Classic Tips

OPTION 4 OPTION 5

13:13 Hot Picks

7Ca||siav'elage three minutes in lemjlh and

OPTION 3

cost $1.29 a minute. Touch-tone phone required.

Be sure to get your parents’ permission to use the Hotling e under 18 years of age
Messages subject to change without notice. A service of MUW\H W WORLD in San Mateo, CA
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ONLY THE BEST ARE GRANTED
SUPER POWER MOVES!

E. HONDA'S HUNDRED HAND SLAP—
LIKE YOU'VE NEVER SEEN BEFORE!

JEAN-CLAUDE VAN DAMME
1S COLONEL GUILE!!!

SAWADA, ALL-NEW CHARACTER
FROM THE MOVIE!

. A £

THE ONE. THE ONLY.
THE ULTIMATE WAY TO PLAY STREET FIGHTER: THE MOVIE
ON SATURN™ AND PLAYSTATION !

Kiss your butt good-bye when you take to the streets in the toughest street
fighting game ever! Featuring never-before-possible attack and super combo
moves, plus full motion video and digitized characters straight from the movie.

DEVASTATE YOUR OPPONENT WITH ALL i . e Iti 5 sl z
NEW SUPER COMBO MOVES! Street Fighter: The Movie:" The ultimate street fight begins!

| SEGA
CAPCOM p s SATURN

“STREET FIGHTER: THE MOVIE™ and “CAPCOM®” are trademarks of CAPCOM Co,,Ltd. © CAPGOM Co,, Ltd. 1994, 1995, Al Rghts Reserved. Sega and Sega Saturn are s
e ou inc. inc. 8.0 nc
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36 The GameMakers:
The Programmers
This month we talk to two of
the best-known programmers
around: Mark “NBA Jam” Turmell
and Ed “Mortal Kombat’ Boon.

of NBA
), roGTame age 36
e

42 GamePro Goes Online
Follow our easy instructions to
find GamePro in cyberspace. Plus
a look at what you'll find when
you get there.

PROSTRATEGY

122 PROSTRATEGY GUIDE
Chrono Trigger (SNES)
Part One of our Chrono Trigger
strategy guide gets you past the
bosses and key points in this
adventure that spans the ages.

136 PROSTRATEGY GUIDE
Mario World 2:

Super

Yoshi’s Island (SNES]

This detailed ten-page guide ex-
plores the first two worlds of the
newest Mario extravaganza.

Toe insider's story
5 Sama Horl wori 2
#

COVER FEATURE

Virtua Fighter 2 -
I’s Virtually Here!

28 Sega’s Top Guns
GamePro’s man in Japan
talks with AM2, the team
behind Virtua Fighter 2 for
the Saturn.

A View of VF 2

Insider’s preview! With deep-
er gameplay and sharper
graphics, VF 2 could be the
fighting game of the year.

| gneck out GamePro's
new site on
"\ online. Page 42-

Get an inside look at Virtua Fighter 2/ Page 28,

Discover Yoshi’s Island! Strategy guide
on page 136. See how the game is
rated on page 82.

154 The Fighter’s Edge
f A ten-page blow-by-blow guide
@& to Tekken for the PlayStation

147 SWATPro (s> )
Secret weapons, tricks, and “
tactics for your favorite 3

games e

Tekken tactics revealed on
Page 154, Page 48 tells you
how we liked the game.

Cover: Courtesy of Sega of America



" Power fo
Perform

B ss YOUR GAME You don‘t have to take it anymore!
W’TH NAK, Games that last too long. Games that interrupt your favorite TV show.
Now you'll rule with NAKI's GameSaver Plus™ for Super Nintendo®".

o R The gamer’s only backup system that saves any game. Any time. Any place.
P WE Anywhere. Not just on any level, but at the exact point you choose. Savor

the action. Or return later to pick up where you left off. Even days later. NAKI's

supersmart software technology does it all at your command. Even at half-speed
with no sound or picture distortion. Remember, you give the orders after alll
NAKI GameSaver Plus™

for Super Nintendo®.

ngedge feshnology.
o
o

unleashesuclear power you confrol!
Fr8®oning Kits jo Game Savers,
Baftery Packs fo Pro PlayersuNAKI'S
RO i oerformance acces SN
blow away, the competition. Packed'with
supercharged feafures, they turn mere

mes info:monumental adventures!
Get the most out of your gaming!

Get NAKI

U.S. Pat. No
Jin

>

Turbo Control
programmable for
SNES® & Genesis®*

Pro Fighter 6
programmable for
SNES® & Genesis®*

2>

X}

Cool Screens
replacement screens

for Gameboy**

2
Power Pad
for Saturn® & 3D0°*

Master Switch
4-way universal
TV game switch

Car Power

for all portable
games

S

ASK ABOUT THE GAMESAVER PLUS™ AND OTHER NAKI GAMES ACCESSORIES

AT WALMART. OR CALL 1-800-824-NAKI FOR A STORE NEAR YOU.
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PlayStation..

Emmeme

TErbai
Gun Tmp
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the age of 18 mustget parental permission to calt. Touch-tone phone is required. Available 24 haurs a day/7 déysa week. U.S. only. Sony is.a registered trademark of Sony Corporation
markof The Interactive Digital Software Association. Call 1-800-771-3772 for Information on Game Ratings.

Entertainmentine. All rights reserved. The ratings icon is a registered




BLADEFORCE. The year—2110 AD. The city~Meggagrid. A gritty metropalis reeking
with the stench of organized crime. You enter this cesspool wearing only a helicopter
flight suit and a big grin that says “Hello Mr. Criminal. My gun is bigger than yours”

You fy in real fime. You fire in real time. They die in real fime. Have a real good
time. Features: 360° 3D flying. 3D worlds. 3 everything. You spin. You soar. You

shoot. You spew. Pack the Dramarmine. 16,000 true 30 objects. 28 missions and 7 Yoo 3 7

crime infested levels. Buy the game, get the mofion sickness free. I "/7\ ("6 [N ¥

T ———————— TN
7j )
. : J .

All Those In Favor Of Gun |

455

MIZs

; Who's responsible for these
U o NRA fovories? The
warped minds at Studio 300,
of course. 1|111m innnﬂe :
renegades have turned the
most advanced gaming tech-
nology on the planet into

ONLY %k“:dv":?;’m"‘””"'

" ticket. See your favorite
retailer or to order dired, call
11.800-336-3506 1474
up on the Web: www.3do.com




KILLING TIME. What a politically correct fitle, eh? You're trapped in a horrifying 3D
workd of the undead. But lucky you. You've brought along some serious firepower.
You've got fo shoot first and catch your breath later. To solve the mystery, listen to
the ghosts for clues. You'll have to call on your wits, call on your weapons or call for
an organ donor if things go south. Features: 16 horrific enemies (only 300 could get
7 genuine ghosts on videotape). 45 supernatural areas to discover and over 200
rooms fo explore. Requires use of the head, if it hasn't been blown off lready.



Smart Shopping

'I"he high cost of gaming continues to be a sore spot
for readers. Comments about hardware and
software prices for the much-hyped new systems

have steadily poured into GamePro’s offices for

QFE

the last few months. Of the hundreds of letters and e-mails

we've read on the subject of video gaming economics, not one

Pol#'

has been from a reader with money to spend on more than one

new system. Readers are carefully monitoring developments in

the systems wars, they're making careful comparisons, and they

seem to be making thoughtful decisions.

If you can't afford the new systems, or if you can afford
them but you're reluctant to invest until all the hardware com-
panies have all their cards on the table, then read the adjacent
letter from Todd Dallman. He brings up several good points
about video gaming in 1995, not the least of which is your

ability to test out games and systems before you buy them.

Being able to rent products is still one of the biggest advan-

tages you have as a consumer.

To Todd's comments we would add a few others. For in-

stance, make sure you get your money’s worth by holding onto
the receipts for anything you buy. Watch our “Buyers Beware”
pages for updates on problematic systems or games, and write
in if you have any problems of your own.

Nearly every letter we get on the subject of prices asks us

which new system we would buy if we could buy only one. We

won't make that call for you because so much of the decision

is personal. Besides price, some of those factors include ques-
tions about which controller feels better to you and which sys-
tem offers more of the games you like. Instead of making your
decisions for you, GamePro will continue to give you the infor-

mation you need so you can make the decisions for yourself.

With prices for a new game system reaching $399, that's news

You can use.

The GamePros
comments.gamepro@iftw.com
San Mateo, CA

_\\(

s
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'm responding to all the

whiners who constantly
complain about the high price
of video gaming. First, its a
hobby, and like other hobbies,
it's expensive. Accept it. | have
friends who collect stamps,
baseball cards, and coins, and
their collections have cost
them up to $6000, yet they
never complain. Second, video
gaming is a business, and
companies must make a
profit, so prices will go up as
the companies’ costs increase.
Third, upgrading to new sys-
tems is not mandatory; don't
do it if you don't want to or if
you can't afford it. Last, there
are many ways to keep your
gaming costs down: Buy used
games, or rent them, to name
two ways.
Todd Dallman
Coopersburg, PA

Clash of the Titans

In your July “ProNews” item
about the delay of the Ultra
64, Sega President Tom
Kalinske said that Nintendo
“didn’t learn from the last go-
round.” It sounds like he’s say-
ing that Nintendo should do
what Sega did a few years
ago: Rush a new system out
as quickly as possible, instead
of taking the time to perfect
it. Fortunately, Nintendo didn't
do this with the SNES. When it
came out, we got the most
powerful 16-bit system in
America, and its list of exclu-
sive titles keeps growing with
games like Killer Instinct and

November 1985

TS kUi

Donkey Kong Country 2. The
Ultra 64 delay may be hard to
swallow, but | think Nintendo
will ultimately please its fans.
James Goodwin

Takoma Park, MD

Nicole Lamberty is a 16-year-old
sports fan in Whittier, California.
She wonders if Triple Play Base-
ball will come to the SNES - EA
Sports says it’s not in their plans.
'm concerned about the fu-
ture of the 32X. | spent over
$200 on it, and though | wasn't
blown away, | was satisfied
with its games. However, now
my local video stores tell me
that Sega is emphasizing the
Saturn and consequently is re-
leasing fewer and fewer 32X
games. | just wanted to let
Sega know that | hope they
don't forget the 32X. Other
gamers should also let Sega
know their feelings.
lan Langlois
Oakville, Ontario, Canada

Game Gab

Wouidn’t it be great if there
was a Sonic All-Stars for
the Saturn? If all of the Sonic
adventures were included in
an all-in-one game upgraded
to Saturn technology, nothing
could prepare you. Nothing!
Terrance Powell

Internet



Andromeda replies:

Cood idea! Are you listening,
Sega?

ince there was a sequel to

the Jurassic Park video
game, can we assume there’s
going to be a movie sequel?
Timmy Moore
Sequin, TX

Bonehead replies:

Steven Spielberg has begun
the preliminary plans for a
second film; expect it to stomp
into theaters in 1997 or '98.

fter all the closing credits
in the rental version of
the film Street Fighter: The
Movie, there’s a scene that
shows M. Bison s still alive.
Will there be a sequel?
Mark Kim
Los Altos, CA

Atomic Dawg replies:

That quick shot of Bison's
hand wasn't in the original
theater version of the movie,
out of deference to Raul Julia,
the actor who played Bison
and died near the end of film-
ing. Don't read too much into
its appearance on the video-
tape ~ Capcom says at one
time it discussed making a se-
quel, but nothing's planned.

In your May '94 cover feature
“Saturn Rises in America,”
you say nobody knows what
Panzer Dragoon means. |
know. My history book says
that “panzer” means “ar-
mored” in German. “Dragoon”

is obviously a variation of
“dragon.” That makes the title
of the game Armored Dragon.
David Sablan

Internet

ou've referred to a hidden

female character in NBA
Jam TE, Blaze. Blaze, for the
curious, is NOT fictious, nor is
she a programmer. Rather, she
is Carol Blazejowski, a 1976
Olympian and one of the first
women in the Basketball Hall
of Fame.
Hou-Yin Chang
Internet

The first Zelda game on the NES
Iam an avid fan of the Legend
of Zelda games. Could you
make a list of all the Zelda-
related games ever made?

Glenn Caceres
Internet

Bacon replies:

There have been four Zelda
games, and Nintendo’s not rul-
ing out the possibility of an-
other one coming someday.
Here’s the lineup so far: NES -
Legend of Zelda (1987), Leg

GAMEPRD ~

end of Zelda Il (1988); SNES -
Link to the Past (1992); Game
Boy - Link's Awakening (1993).

Will Mega Man VIl ever

come out for the SNES?
Mike Beres

...Whitaker, PA
Major Mike replies:
Last summer Capcom told us
the game was finished but it
had decided not to release it,
which is what we published in
the “Mail" section of our Au-
gust issue. Guess what? Cap-
com says that gamers were
upset by that announcement,
and so Mega Man Vil came
out this falll We reviewed it in
our October issue.

The Man is back in MM VI,

In Primal Rage, Vertigo has a
move called La Vache Qui
Rit. What does it mean?

Kara Hodge

Wichita, KS

Coach Kyle replies:

It's French for “laughing cow.”
That move turns your oppo-
nent into a cow. Execute it on
the SNES (it’s not in the Gene-
sis game) by simultaneously
hitting High Fierce, Low
Fierce, High Quick, and Low
Quick, then quickly tapping
Away, Away, Away, Down,
and Toward.

ill EA ever make another
Strike game?
Anonymous
Temple Hills, MD

Tommy Glide replies:

There's one on the way, though
EA still won't say what it's
called, when it's coming, or
what system it'l be for.

hy doesn't Electronic Arts
make anything besides
sports games? 'm aware of
only Haunting and Jungle Strike
as their non-sports games.
David Eustice

Alexandria, MN

Doctor Devon replies:

You're missing some popular
EA titles. In addition to the 16-
bit Strike series (Desert, Jun-
gle, and Urban), EA has made
Skitchin’, Escape from Monster
Manor, Twisted, Michael Jor-
dan: Chaos in the Windy City,
Shaq Fu, the Road Rash series,
and both Shock Waves. And
who could forget Normy's
Beach-Babe-o-Rama?

Correction

Oops! A last-minute glitch
snuck into our October
issue, smearing the ratings
for our review of Cyber
Speedway for the Saturn
into an illegible glob. The
correct ratings are printed
below.

Cyber Speedway by Sega

Gaptics  Sownd Contol _Facor Challnge

BiBiEgw




Gretchen Graham, Wlale,
Ontario, Canada
18
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This month's

winning

will receive a
GAMEPRO
T-shirt!
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Whaddaya Think?
This is your magazine, so tell us
what you'd like to see in it. Send
your suggestions to:

GAMEPRO

Dear Editor

PO. Box 5828

San Mateo, CA 94402

Send us e-mail on the
Internet at this address:

the-mail.gamepro®iftw.com.

We cannot publish all letters
and e-mail messages, and we
cannot send personal replies
to your letters or e-mails.

GAMEPRO

November 1885



AMERICA’S LARGEST KILLER OF TIME
ZOOP - YOU MAY. ALREADY BE ADDICTED

No one is immune

Parents >

Resting

Output of the Heart
(gallons of blood per minute)
when man is:

(zoopx10%)

(Gangg

us) (Fungusamungus)

The same lIris
after Zoop

The stages of Zoop
(Whul‘lc look for)

Iways leads fo one’s demise)

(this pattern contines on, and sadly
oh

U

” {0

It looks like a harmless video game until it enters the bloodstream
and mixes with your DNA. In order fo eradicate this affliction we
must learn its moves, understand its thinking and anticipate its next
move. Only then can we begin to battle and conquer this killer.

Known carriers
of Zoop

Genesis®  Super NES®

&

Game Boy® Game Gear™

Macintosh® PC

PlayStation™ Saturn™

4

How Zoop affects
the brain

It attacks

the frontal
It slowly lobes of the
eats at the Cerebrum

Cerebellum impairing:

restricting: judgement,
movement, | higher learning,
coordination, reason
alance

It mutates the Medulla

causing irregular:

digestion, respiration,
heartbeat

W ighs e N,

e 01991 e

Genesis™ Syem. loySefon™

0. Al g s
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s the Saturn and the Play-

Station begin to rumble
in the video game jungle, the
Jaguar is ready to leap into
the fray with a CD-ROM pe-
ripheral. Of course the Jag,
like the 3DO, has had a year's
head start on the competition,
but Atari’s facing a new pack
of high-tech video game sys-
tems, and it's hoping the CD
will bring its cat back.

Jaguar’s Tale
The Jaguar CD is due out in
October. The current retail
price is $149, the same price
as the Jaguar system unit.
The CD is a classy-looking
peripheral with sleek lines. It
slides into the top of the Jag
with an almost-seamless fit to
create a top-loading CD unit.
An in-line cartridge slot at the
top rear of the CD provides
access for cartridges.

A Cat with Bite
The system specs are stan-
dard stuff overall, but the Jag
CD could have a personality
all its own. The unit is basi-
cally a double-speed CD-ROM
drive that moves at a 353
kilobyte/second data rate.
The Jag CD, however, will
get its claws from built-in
Cinepak technology. Accord-
ing to Atari, the Cinepak com-
pression system will enable
programmers to create CDs
that store more than 60 min-
utes of video and run video

Can the Jaguar CD sharpen this
cat’s claws?

sequences at 24 frames per
second.

Additionally, Atari plans
to beef up the system’s video
capabilities with an MPEG2
full-motion-video cartridge
later in the year. Using MPEG2
compression, the Jag will be
able to play full-length video-
CD movies.

One other built-in feature
that no other system can claim

By The Whizz

is the Virtual Light Machine
(VLM). The VLM's based on
technology used to create
light shows and raves (re-
member them?).

When you fire up the VLM,
it produces visual effects in
tune with any music CD
played by the Jag CD. The
VLM can turn the music signal
into a 3D polygonal display
with one axis each for time,
frequency, and magnitude. It's
a colorful, weird visual effect
that can make music roll from
right to left or bubble like a
boiling ocean.

What About Games?
With Atari, it always boils
down to the question of soft-
ware support. If you act now,
you can take advantage of a
free deal that, according to
Atari, nets you $100 of free
software when you purchase
a CD peripheral.

The Jaguar CD fits seamlessly onto the top of the Jag unit.
GAMEPRD
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Atari adds a CD to the Jaguar...games to follow.

The question is whether or
not you want to act now.
Games-wise, the free stuff in-
cludes Blue Lightning, an air
combat shooter. You also get
a Myst demo and a'couple of
music CDs, including the
soundtrack to Tempest.

Atari is naturally gung ho
on CD games. Upcoming CD
titles include some impressive
games, such as Primal Rage,
Myst, and Magic Carpet.

The Jaguar/CD combo cer-
tainly sports the hardware
muscle and the price tag to
keep pace with newer 32-bit
systems. The Jaguar's vulnera-
bility, however, lies with its
software underbelly. Watch
for the discs to see whether
or not the Jaguar will roar. @
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IS A ONE-ON-ONE, HEAD BUTTING, BODY SLAMMING, JAW BREAKING, BONE CRUNCHING, ALL 0UT
SLUGFEST, FEATURING THE THUNDER MEGAZORD™, THE SHOGUN ME6AZORD™, THE WHITE TIGERZORD™,
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One of last season’s =
most innovative fighting
games is back...witha [
vengeance! Tekken 2
follows Heihachi as he
seeks revenge against
his son, Kazuya, who
beat the martial arts
daylights out of him
in the first game.

New to this ver-
sion are better graphics, faster
gameplay, and a host of fea-
tures, including selectable sub-
bosses and hidden characters.
There's also a new Time Re-
lease feature: A month after the
game is installed, it introduces
new characters at the rate of
one per week. Each sub-boss
character is activated accord-
ing to the frequency that their

- corresponding main character
~ is chosen.

Sounds confusing? Yeah,
we know. But you'll have to
play to find out if it's better
than the original.

By Namco
Available Now

§ Stop whining, or you're

Forget your lame excuses for
not skiing. Too cold? Race in-
side. Too expensive? What's a
| few quarters these days...With
Namco’s Alpine Racer, skiing
comes to you.

Using Namco’s propri-
etary Super System 22 hard-
ware, it's a cinch to simulate
skiing. Two ski “steps”
allow the player to turn,
pivot, and slow down,
just like on the slopes.

You can ski solo,
Or you can race against
four computer-con-
trolled opponents who
will bump, juggle, and
outright slam into you.

| off the slopes!

By Namco
Available Now
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»®. £ Get ready for one serious
See-Food Cocktails

s GEX, your bug-munching,

tbngue-lashing alter-ego. Oh yeah, we got

Hungry-Man portians of pop-culture

cheese all right. With late nigat TV freaks

like Gamera and Flatulence Man. But
it’s our special sauce—over 300 hilarious

one-liners and sound effects from HBO®

camedian Dana Gould—that give

cxx major attitude.
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So forget about
good taste. And go

with the skanky

wug du jour
NEW for
instead. Sega Saturn™
and the
PlayStation™

game console.
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2 Take a {xip where ,Arixilzing‘t})e"water is the least
of your worries. On this tour you'll have aliens
’{'i.r'mg pl;otcn lasers down your theoat: - S
b Shockwave Assault on PlayStation has over
o '50 minutes of fu.nrmnh:on video. And putsyou in
- fahotd"-reaiisﬁc locations around the world where
- youcan save the planet from alien invasion in 16"
diﬂereg{tgroun&-}evél missions, With checkpoitits :
2 that allow you 1o continue mia»game. <
Don't call your travel agent for a reservation. .

Chances ’@re the aliens have clésfxoyed ﬂteurQEE\ces

- SHOCKWAVEAS SAULT
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|n Japan, Sega has put to-
gether an ace gang of game
developers who are working
on its cutting-edge games.
The team, called Amusement
Machines Research and De-
velopment Department 2 (or
AM2), has a strong track re-
cord. Starting with the semi-
nal 3D shooter Space Harrier,
AM2 has scored a succession
of outstanding hits including
Virtua Racing, Virtua Fighter,
Daytona USA, Virtua Cop, and
the spectacular Virtua Fighter
2. Our Tokyo correspon-
dent, Nob Ogasawara,
visited AM2 recently for
an exclusive meeting to
find out what Sega’s
sharpshooters are up to
now and where they're
headed in the near future.

Virtua Father
GamePro: So you're the
proud father of the Saturn
Virtua Fighter series?
Keiji Okayasu:
That’s right.

Fumio Kurokawa

Manager, Software Section
(Saturn VF 2 Project Chief)

Takashi Isono

GP: How closely
can you approxi-
mate the arcade
version of VF 2
on the Saturn?
KO: Well, ulti-

mately we

By Nob Ogasawara

would love to make it look iden-

tical to the arcade original, but
it's not possible. So in a certain
way, we've given up trying to
achieve that goal. What we're
aiming for is to re-create the
feel of the arcade gameplay.

We hope to make it so that peo-

ple who heavily played the ar-

Our man in Japan talks w1tll Sega s AM2 team, tlle

cade game will be able to play
the Saturn game without notic-
ing differences.

GP: Will there be graphical
differences?
KO: Yes, that part can't be

P~
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braintrust behind the eagerly awaited Virtua Figllter 2 for the Saturn.

helped. We're up against the
limitations of the hardware.

GP: Will you be able to retain
the 60-frames-per-second (fps)
rate that made the arcade ver-
sion s0 smooth?

KO: We intend to; things are
looking positive.

GP: So perhaps visual oddities
may be apparent in still photos
but not noticeable in motion?

KO: Even though the polygon
count is lower, we're applying

texture maps and other gra-
phics techniques, so the dif-
ferences will be minor. I you
placed the arcade version
and the Saturn version side
by side, you would notice
only a slight cosmetic dif-
ference between them.

GP: But this version looks
much better than the original
Saturn Virtua Fighter.

KO: Texture mapping has a
lot to do with that.

GP: So Lion’s wiggling
fingers are “faked” with
texture maps?

KO: No, for the finger ~
wiggles, we used
proper polygons.
GP: Butin VF 1, the
characters never
had fingers. So

you increased

Ui, iy
EnThthief5aticng

polygons in

some areas GP: Because of the high qual-
and reduced ity achieved by VF Remix, do
in others? you feel pressured to make VF

2 even better?

KO: We did obtain VF Remix’s
data as reference. For exam-
ple, our designers checked the
character data for developing
VF 2 characters. In that sense,
Remix has been a good source
of inspiration to us.

KO: In VF 1, we used hardly
any textures, just polygons,
Wwhich resulted in a high num-
ber of polygons per character.
This time, by using textures,
we could reduce the number
of polygons in some areas, so
we were able to add fingers.

GAMEPRD



GP: Will new features be
added to the Saturn version?
KO: We're certainly thinking
about it.

GP: Will you have the game
ready for release in December?
KO: Even we don’t know
(laughs). We would like and in-
tend to make that schedule,
but we don'’t know where ob-
stacles will suddenly arise.

GP: Will the Saturn version be
VF2or2.1?

(O: Ours will be based on 2.
VF 2.1 just came out and to
be honest, we didn’t know
anything about it (laughs). We
intend to re-create 2, but if
the schedule allows we may
incorporate elements of 2.1.

GP: Did you work on the ar-
cade versions of the VF series?
KO: | was involved in 1, but
then | started on Saturn VF.

GP: What's next for you?
KO: | wonder. | don't think
anything has been decided.
Since I've been working on
Saturn for a while, | imagine
I'll keep working on the sys-
tem and not go back to ar-
cade games.

GP: Which do you find more
rewarding - developing games
for the Saturn or arcades?

: It's neither nor. It's all
work, so it's not fun either way.

AM2’s Future
GamePro: What's next for
AM2?

Fumio Kurokawa: We're
working on several new ar-
cade games now that should
be popular because they're in
a popular genre.

GP: Are you talking about Vir-
tua Fighter 37

FK: No. We're working on VF
3, but we'll have another
game out before it that's even
more spectacular. In some
ways, this game represents
the culmination of our produc-
tion expertise.

GP: Will this game use Model 2
[the hardware used for VF, VF

2, Daytona, and Desert Tank]?

FK: Yes, that's our top-of-the-

line system.

GP: Do you have anything
planned for the Saturn-com-
patible ST-V arcade system?
FK: We don't have anything
active right now, but there are
plans in the works. We're do-

| ing basic studies on the
arcade system with an

| eye for developing titles
in the future.

| GP: There have been ru-
d mors that the Model 3

| board for VF 3 has not

| been finished yet.

| FK: Those rumors are
unfounded. It's very

| difficult to say how far
along we are in terms of
| development, but we are
conducting thorough

| studies. For example, we
can now produce high-
quality CG images such
as those included in the
VF Portrait Cold Disk. In
addition to such modeling
work, we have also developed
routines for fluidly moving
modeled characters, which
will definitely contribute to
VF 3's development.

GP: Will you be able to achieve
the Gold Disc's CG quality in
the actual game?

FK: We're trying to achieve
that level of quality. Put it this
way: From VF 1 to 2, there
were considerable enhance-
ments in graphics. We hope to
achieve that kind of dramatic
improvement with VF 3.

GP: To achieve that, wouldn't
you need significantly more
powerful hardware?

FK: We don't think we have to
rely entirely on hardware. We
have gained better insight into
our arcade hardware so we
can make software improve-
ments. Also, VF 2 didn't fully
tap Model 2's potential. We
can do much more with Model
2 now.

GP: Are you working on any
original games for Saturn?

FK: Our boss, Yu Suzuki,
would like to do that, but we
don't have anything exclusively
for home systems right now.

GP: Will there be a sequel to
Daytona USA?

FK: We're thinking about it
since Daytona was a major
hit. We're not sure if it will be
Daytona 2, though. | think one
approach would be to look at
popular racing games and
refine the best elements.

Hamaihilities
Bop TR 37




Armed and
Dangerous
GamePro: What did you
work on before?
Takashi Isono: The arcade
Virtua Fighter 2.

GP: On the subject of Saturn
Virtua Cop, will the Virtua Gun
be packed in with the game?
TI: Yes.

The Virtua Gun. The U.S.
model will be orange.

GP: Can you buy a gun sepa-
rately for Player Two?

TI: Yes, but we haven't ar-
rived at a price yet.

GP: The gun feels quite solid
and sturdy. Will it be matte
black in its final iteration?

TI: Only in Japan. For Amer-
ica, | think it will be orange or
something so it will look more
like a toy.

GP: Can you use the control
pad for shooting?

Ti: Yes, and you can also use
a mouse, which may be easier
than a pad.

GP: Are you planning any sur-
prises, like a Blood mode?

Ti: We can't do a Blood mode.
Since we're trying to make
this a game for players of all

ages, we can't go overboard
with gory violence.

NS
Virtua Cop for the Saturn

GP: Not even for America?
TI: No. We plan to have the
American version ready a
short time after the Japanese
version is released.

GP: How much work do you
really need to do for the
Japan-U.S. translation?

Ti: Not very much really. We
changed some translations of
Japanese text and changed
some oddities, like when it

says “Jus-
tice Shot”
when you wing
a villain.

GP: How close can you get
this version to the original ar-
cade version?

Tl: It depends on how you
look at it. If you look at the
Saturn game next to the ar-
cade version, the looks will ob-

GAMEPRD

viously be differ-
ent. But we hope
to get identical
gameplay. In cer-
tain ways, our
game is actually
better than the
arcade version.
For example,
we've added more
shades to the sky
and backgrounds.

GP: Do you have
any new features
planned?

Ti: Just a little bit.
A training mode
and a two-player
training duel mode. Not any-
thing radical like adding a
new stage, but we plan to
add extras.

GP: What's next for you?
TI: | have no idea. Holidays,
maybe?

November 1985




We gel our ﬁrst gllmpse at Virtua Flélﬂel‘ b for tlle Saturn.
The l:n'st 1mpress10n' Awesome!

By Bonehead

In the arcades, Virtua Fighter 2 has been kicking tail over
every other fighting game, including the original VF. Now the
landmark coin-op is set for a holiday release on the Saturn. It

looks like fighting fans won't be disappointed: This could be the
fighting game of the year - on any home system.

preliminary looks at VF 2
suggest that it has much
deeper gameplay than either
the first VF or the more recent
VF Remix. In addition to the
eight original characters, VF 2
introduces two new fighters,
Shun Di and Lion Rafale, and
all the combatants have addi-
tional moves. It's still a game
for defensive players, how-
ever, and the combo system
is still rudimentary at best,

limited to
only the
PPPK com-
bos of Pai,
Lau, and
Sarah.
The
eye-catch-
ing visuals £
should pop up on “Best
Graphics of 1995 lists at the
end of the year. Sharp and
clear, the graphics are clearly

superior
to either
VF or

&l Remix,
showing
off new
texture-
mapped
o polygons
and gorgeous background
scenery. The camera angles
vary during.gameplay, and
short instant replays recap

each round.

While it's still too early to
tell how good this game really
is, the early indicators strongly
suggest Virtua Fighter 2 has
the potential to be a winner.
The fighting fans at GamePro
are licking their chops and
loosening up their fingers in
anticipation of a Saturn
slugfest later this year. [@

By Sega
Available Fourth Quarter 95

m«wmmmmm mmm

Virtua Fighter Remix

As you can see, VVF has made a steady progression from the boxy look of the original to the smoothed-down look of Remix. Al-
though the 32X version is identical to the arcade game, the graphics are definitely not in the Saturn’s league.
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i [ lo gain more insight into

. VF 2, we went to the
source, Sega’s core group of
Saturn game designers in
America. Known as the Away
Team, this group of pro-
grammers and producers
was responsible for bringing
VF 2 over from Japan.

ins,
VF 2’s assistant producer

iaaPro: VF 2 was origi-
nated in Japan by Sega’s
AM2 team. How closely did
the Away Team work with
AM2 to bring the game to
America?
Tim Dunston, team
leader: We worked directly
with AM2. In fact, Eric Rawl-

ins, one of our assistant pro-

ducers, is like an honorary
member of AM2.

Steve Payne, vice presi-
dent of product develop-
ment: This team is the true
voice of AM2. The AM2 team
can be a hard group to talk
to sometimes, but we seem

The Away Team works at Sega
HQ in Redwood City, CA.

to get their attention and are

able to work with them on
their products.

G How will VF 2 on the Sat-
urn compare to the arcade
original?

TD: | really think VF 2 will be
a bellwether title for the Sat-

November 19985

urn. It's going to look virtu-
ally identical to the arcade
game. We can now double
the resolution that we had
in VF Remix, and we can
keep the exact number of
polygons that were in the
arcade version.

We're actually enhancing
the arcade original. For in-
stance, you may be able to
pull up character sets from
past fighting games. You'll
probably be able to interact
more with the backgrounds
than you could in the arcade.
It should be the most exciting
fighting game of all time.
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THE GAMEMAKERS:

The Programmers

Our ongoing series continues with Mark Turmell and Ed Boon,
the programmers of some of the bigéesl-sc“iné dames of all time.

By The Feature Creature and The King Fisher
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i Programmer’s Résumé l
i
Name  Mark Turmell
Company  Williams Bally/Midway
Previous companies  Sirius Software, Activision,
Hasbro

Current job title
Previous games

Education

Age
Mailing address

Lead Programmer

Sewer Shark, Night Trap,
Turmoil, Smash T.V., Total
Carnage, NBA Jam, NBA Jam
TE, WWF Wrestlemania
Delta College, Ferris State
University (Michigan)

32

Williams Electronics, Mark |
Turmell, 3401 N. California §
Ave., Chicago, IL 60618

d inside the engines
ey're supposed 10

talents that make them
famous progrgmmers
Turmell and Ed Boon, to describe

Making His Mark:
Programmer Mark Turmell

The Background
“When | was about 16 years
old, I bought a home com-
puter - an Apple Il - just so |
could make games. | had
taken some computer classes
at a community college, so |
started working on a game
right away in BASIC. Unfortu-
nately | soon learned that
most games were being writ-
ten in the Assembly language,
50 | spent about six months
with a bunch of books to
teach myself how to write in
that language.

“Then | started working on
my first original game, Sneak-
ers. It took me about eight
months. | sent it to a company
in California, who bought it
and started sending me roy-
alty checks a month later.
Here | was, it's 1980 and I'm
only 17, getting checks for
$10,000 a month!

“| followed that game with

Two early games that Mark
worked on, Sewer Shark...

Beer Run, a ladder-climbing
game. When | was 19, | went
to California to start working
on Atari games. My first one
was Fast Eddie. Then | worked
at Activision, where | did Toy
Bazaar and Fast Tracks. In the
mid-1980s, | went to work for
Hasbro, where | did Sewer
Shark and Night Trap, which
came out years later.

“When Hasbro pulled the
plug on an interactive movie
project | was working on, |
went to Williams to design
coin-op games. | moved to
Chicago, hired John Tobias,
and together we did our first
coin-op, Smash T.V. After
that we did Total Carnage,
then | did NBA Jam and John
linked up with Ed Boon for
Mortal Kombat.”

The Job
“Williams is a very unique
company if you're a program-

«..and Night Trap, both shown
in their Sega CD incamations.



ey Thows off s
daughter, Madisor

mer. We don't have
formal producers or
game designers here.
Instead, we have
groups of programmers
and artists who have
similar interests. For
NBA Jam, | tried to find other
people who loved basketball
and who wanted to do a new
game with the NBA license.
“Once we start on a game,
virtually everybody who
works on it becomes a game

! his other baby,
::’kwm in the basement of his

came up with the idea of at-
tributes, giving different play-
ers different abilities. It's up
to the lead programmer to get
all these ideas out on the table
and implement the right things.

“| usually do a lot of the ac-
tual pre ing on the

designer and ¢
~v+ TONIGHT'S MATCH-UP ~~/

ideas. My big ideas in NBA
Jam were to do the spectacu-
lar dunks and two-on-two bas-
ketball, but the whole game
was very much a team effort.
For instance, someone else

games. You'd be shocked and
horrified to hear how long my
days are: | worked 16 hours a
day, seven days a week for
six months to get WWF
Wrestlemania out. People play
the game all day long in my
office and give me feedback,
plus artists are always coming
in with new ideas for me and
my partner, Sal DiVita.

“We'll decide something
like ‘We need better sweat to
come off the players,’ then I'll
actually make that happen. It's
a very hectic, nonstop day
when the game’s close to
coming out. We read all the
game magazines, follow the
Internet, and look at all the
similar games to stay on top
of everything relevent to our
game. We have lots of meet-

ings and discussions most of
the day, then late in the after-
noon ['ll sit down and begin
the actual programming.”

The Advice
“There’s no one way to be-
come a successful program-
mer. Being a great game
player isn't critical - game-
playing can make you a great
game tester, but not a great
game designer. A complete
college education isn't re-
quired, either. | went to col-
lege from ages 15 to 19, but |
never graduated. In fact, very
few people in this business
have college degrees. But
what ['ve always done, and
still do, is to stay on top of
the industry. | need to know
what the state of the art is
when I'm working on a game.
“You must own a PC and
have a thorough understand-
ing of the guts of the game
systems. You can teach your-

November 1885

WWF WrestleMarkia

L. o]

house/

for the arcads,
best seat in the o,y

O T

JASON skies
JAIMIE Rivery

~JAKE smpsop
swaon

T

self Assembly language pro-
gramming using books and
trial and error, which means
experimenting with images
onscreen, trying to improve
their speed, and trying to du-
plicate effects in other games.
We're looking to hire program-
mers every day, and what im-
presses us are portfolios of
what people have done.

“My main advice is to be in
complete touch with the busi-
ness. Everybody at my job is a
total fan of the video game
business, we all read every-
thing and play all the games.
At the coin-op shows, we go
around playing all the compe-
tition, just to learn what
they're doing. You have to be
passionate about it, or you're
not going to be successful.
There's no way I'd.be working
80 hours a week if | didn't like
what | was doing.”

o=
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Mortal’s Master:

Programmer Ed Boon

The Background

“As a kid | used to play a lot
of pinball, and | remember
seeing Space Invaders for the
first time. | started playing it,
but | wasn't really hooked on
video games because | thought
they were just a novelty. But
Defender and then Robotron
got me completely hooked.

“| studied computer science
in college, but | still didn’t ex-
pect to work on games for a
living. | was designing little
games at home on my Atari
800, and I thought that would
be the extent of it. But then
my résumé happened to reach
Williams right after college.

“My first professional expe-

nce was working in Williams'

2partment. | worked

earlier games more high tech.
With fighting games getting
hugely popular, we thought it
was silly for Williams not to
get into that genre. We saw
Pit Fighter and Street Fighter
and felt our game could look
way better and be more excit-
ing. So we started working on
MK, which originally wasn't
going to be a big title. It was
fill an open slot

‘ proérmmer’s Résumé
% g Name  Ed Boon 4
Company  Williams Bally/Mldway
| Current Job Title- - Lead Programmer
i Previous games  Fun House, Total Carnage,
High-Impact Footbalf, Mortal
| = Kombat, MK 1I, MK 3
Education - Computer Science, University
of lllinois
Age .31 :
Mailing address  *Williams Electronics, Ed Boon,
3401 N. California Ave.,
Chicago, IL 60618

to the end, when the out-
come’s already been decided,
and we'd let the winner nail
the loser with a free hit. That
idea quickly evolved into
something really nasty.

“MK Il was intended to look
different from the original MK.
We used different cameras,

added the Run Button to give
the advantage to the aggres-
sor. And we listened to what
players said about MK Il and
the Animalities that they
thought were in there but
weren't. To answer all those
rumors, we put Animalities
into MK 3.

“The possibility for MK
depends on how well MK 3
does. We always step
once we've finished a
to see if anything hugegg
us that we might want to
1l look at other games in

MK 3 addresses issues
at people brought up about
d II. For instance, one strikes me. The games | like

are those that go in their o

MK games and Killer In-
tis that they reward de-
Instinct did.”
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Fig. 1. Nose hair.

The action in OPEN ICE is so real you might even see nose hair. OPEN ICE is packed with real NHL® players who play at their real skating, shooting, passing
and checking ability — just like in real life. It's wide open two-on-two hockey for the fastest, most realistic action ever seen in an arcade sports game.

He's on fire!

Big Save!
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Wrestlemania Reunion

" JoHn TOBIAS

~ MARK PENACHD

ED BOON
AN~

The Job

‘A typical day usually starts
by talking with John Tobias to
see what's going on. Then for
the rest of the day I'll usually
be programming while John is
working on character images.
I don't think anybody under-
stands how much time is re-
quired: At the end, all five of
us on the MK team worked
15-hour days, seven days a

Ve

% ;
~ ewoepeganurs

At lllams, everybody helps out with every-  #9 s Gamepro’s
body else’s games. Look who gets thanked
at the end of WWF Wrestlemania...

*2° ERMAC

team contributes ideas. It's
not like a dictatorship, with
John and me telling people
what to do. We may make
suggestions on some aspect
such as sound, but each of
our team members has a lot
of autonomy, so the sounds
really are defined by Dan For-
den. We're fortunate to be
working with such talented

#

makers - the team that created MK II,

~ wecan. :
“Everything's a team effort.
john and | have the final say
about what goes into the

rybody‘on the

guys, so it would be foolish
for John and me to think we
can advise them about their

- specialty.

“Being a lead programmer

- on atop game requires me to

come up with a lot of ideas.
There are plenty of guys out
there who have the compe-

tence to program a video

S TAGATEAI)
AV Eon" &

:-,and 00k at Wiho has WWF's pighees
lly, the CJ listed a
7 at #7 and

game. You need to think up
stuff that hasn't been done so
that you're not just rehashing
old ideas. | get ideas from
movies, but a lot comes from
just watching someone play.
The trick is knowing which
ideas can be done.”

The Advice
“l think it's important to go to
college to get a degree. The

7~ cold hard truth is that a col-

lege degree helps you get in
the door at companies like
Williams, Capcom, Atari, or

HW#MMIMSMK
1l was being filmed for digitiza-

Liu

Kang’s moves, to make him look
more sweaty.
whatever. | wouldn't have
ended up at Williams without
a degree because it separated
me from other applicants. A
degree distinguishes you, it
helps companies weed out
those candidates who just
walk in off the street and say
they know how to program.

“Gameplaying isn't too vital
to the job. | don't play every

~ GAMEPRO e« Novemher 1895

Edisa
Jam Te
Edition
arcades, At the Initials
enter “EJB Fep 25,7 J

game that comes around -

I don't usually play puzzle
games, for instance. But when
something huge comes along
that you have to pay attention
to, I'l play it, so of course |
played Tetris. More important
than a detailed knowledge of
every single video game is a
general love for video games.
You can teach somebody to
program, but you can't teach
them to love video games.” @

/




e is running-out for The Phantom...

A é;'And if you let the evil

~ - forces of Maximum, Inc.
have their way,

lit's lights out for Metropia!

BLAST AWAY YOUR ENEMIES
ITH 14 WEAPONS AND 5 ITEMS.

- CONTROL TWO WEAPONS AT A
TIME FOR OVER 100 WEAPON
COMBINATIONS.

ISCOVER TWENTY DIFFERENT
NDINGS.

SuperNES a ‘
= e e

EXPLORE 60 FAST-PACED
- ACTION LEVELS.

| Z
SuperNES 1

For more information on Phantom 2040 Video Games
call 1-800-469-2539

y of

ALSO AVAILABLE ON VIDEOCASSETTE [
WHEREVER VIDEOS ARE SOLD

>
i
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KIDS T0 ADULTS

e
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or almost
ayear,
GamePro magazine
has been deluged with let-
ters from readers asking for a
GamePro presence online. In
late summer, those requests
were answered with the launch
of GamePro Online. If you have
access to America Online, just
type in the keyword GAMEPRO,
and you'll jet through cyber-
space to GamePro's world of
instantaneous video game tips,
news, and information.

GamePro Online’s list of
options is exhaustive and
comprehensive. You can hook
up with other players around
the world for live conversa-
tions in the chat rooms - you
may even find yourself talking
with a GamePro editor! Or you
can quickly get news about
the latest developments in the
video game industry as the
news happens.

You can also explore the
ever-growing library of game
tips and hints, and run a com-
puter search to find specific
titles or characters. Virtually
every game system is repre-
sented: You'll find news and
tips for everything from the
8-bit NES to new systems like
the PlayStation and Saturn.

Games 'R’ Us

Talking with other gamers is
one of the best parts about
participating in GamePro On-
line. Chat rooms provide an
area where gamers around
the world can engage in live,
real-time, “face-to-face” con-
versations. Discuss whatever
you like — games, systems,

42

tips, or even nongaming is-
sues. You can comment freely
on what other people write
because these discussions
aren't edited.

Another way to talk to peo-
ple is through one of GamePro
Online’s formal conferences.
These conferences will recruit
industry insiders and celebri-
ties to talk about games and
the game business. While
these discussions are moder-

ated like a panel discussion,
you can submit almost any
question or comment for con-
sideration by the moderator,
who may then pose your
question or comment to the
guest. In formal conferences,
up to 500 audience members
will have the chance to ask

Hours AOL operates:
How to log on to AOL:

Basic fee:

Hourly cost:

24 hours a day

Through local phone access in
every major U.S. and Canadian city

$9.95 a month
(includes five free hours every month)

$2.95 per hour
(after the free five hours)

PC, MS-DOS PC, or

Macintosh with a modem
To subscribe to AOL, call 800/492-8811

It's officiall GamePro mugozine launches
GamePro Online, an awesome cyber-
space destination for video game fans.

By The Feature Creature
and Manny LoMancha
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questions in an auditorium-
like setting.

If you want to quickly see
what other gamers are think-
ing, head for GamePro On-
line's message boards. Much
like bulletin boards, message
boards are places where peo-
ple post messages, opinions,
tips, codes, and comments
as often as they want. Mes-
sage boards differ from chat
rooms in that message boards
post and save information for
anybody to read later; chat
rooms, on the other hand,
are as immediate and live
as a phone call.

Message boards have been
set up in such categories as ar-
cade games, cartridge games,
CD and computer games, and

GamePro With up



ies
(Bowiosd Now)

to 50 topics per category,
you'll find plenty of game info

:’,s" = kl‘ lal Web pages  Or explors Web pages fr "‘ch" and news you can use. Fresh
‘game-making St . ; . .
like Sony. s CBS-TV. topics and ideas will be ro-

tated in frequently.

Let’s Go Surfin’ Now
One of the most useful areas
for serious gamers is

GamePro Online’s file
vault. Inside you'll find a
vast library of pictures
from current and past
issues of the maga-
zine, images from com-
panies showing their
upcoming games and
systems, and an exten-
sive library of FAQs
(frequently asked ques-
tions) that have been an-
swered. You'll also find
thorough move lists
and walkthroughs for a
wide array of games. At
present, more than
200 files are in the vault,
covering such home and
arcade games as Killer In-
stinct, MK 3, and WWF
Wrestlemania.
GamePro Online also pro-

GAMEPRD » November 1985
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vides a built-in World Wide
Web browser that lets you surf
the Internet by accessing an
extensive listing of game-re-
lated Web sites for game com-
panies, fanzines, and other
video game enthusiasts. Dou-
ble-click on a site in our list,
and the browser will automati-
cally launch and take you to
that location. You can instantly
reach companies like Nin-
tendo, Sega, Sony, 3DO, Atari,
Electronic Arts, LucasArts, and
Time Warner Interactive.

More on the Horizon
GamePro Online’s capabilities
are too vast to be completely
described in a couple of pages.
Just count on this: With Game-
Pro Online, you can become
actively involved in the interac-
tive world of games and gam-
ing. Watch the magazine for
further announcements and
descriptions of GamePro On-
line’s new offerings (including
contests)). In the meantime,
jump into cyberspace and im-
merse yourself in the online
video game universe. @
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EXPANDING

Wing Commander Ill: Heart of the Tiger

blew away all of its competition on PC-CD, sweeping
awards from Computer Game Review, InferActive
Gaming, Login Magazine and Entertainment Weekly.

Now, the best-selling ORIGIN Interactive Movie is
available on the 3DO™ System, and is coming soon for
Sega™ Saturn™, Sony® Playstation™ and Macintosh®!

Match wits with an ensemble cast, including Mark
Hamill, Malcolm McDowell, Tom Wilson, Jason
Bernard, and John Rhys-Davies.

Then match dogfighting skills with the Kilrathi race
from the cockpit of your Confederation starfighter.

DON'T WATCH THE GAN\E,
PLAY THE MOVIE!

M
MACINTOSH

PlayStation = SEGA SATURN

http://www.ea.com/origin.htm|

ORIGIN Sysfems is an Electronic Arts® Company ¢ 5918 West Courtyard Dr. » Austin, TX 78730

©1995, ORIGIN Systems, Inc. Heart of the Tiger is a trodemark of ORIGIN Systems, Inc. Origin, Wing Commander and Origin

B e Vsl of ORI Sy b et A e e S e Sony i

a registered trademark of Scr\y Corporation. PloySafion and the PlayStation logo are trademarks of Sony ", Computer Enferfainment Inc.
3DO, the 3DO logos, and the 3DO Experience symbol are frademarks of the 3DO Company. Sew and Sega Saturn are ¥ademarks
of SEGA ENTERPRISES, LTD. All rights reserved. Macintosh is a registered trademark of Apple, Inc

4
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MORE REALISTIC
WRESTLING ACTION
THAN EVER—REVERSALS,
PILEDRIVERS AND

FAVORITE "7 « SUPERSTARS!

© World Wrestling Federation, i trademarks of TitanSports, Inc. Al names and likeness THanport, nc. ©1995 TianSpors, Inc. Al
rights reserved. Nintendo, Super Nlmundn Entertainment Sysmm and the official mls are registered lmdsmnrks of Nintendo of America Inc. ©1991 Nmmndo of America, Inc. S nesis and 32X are trademarks
of Sega Ente ion'" is 8 Inc. Windows ‘95 . Acclaim is a di f Acclaim Entertainment,

nc. ® & © 1995 Aclaim Entertainment, Inc. All ghtsreserved. S sots Shown are taken from the Sony PlayStation version of the vmeuvame Bam Bam Bigelow and Yokozuna are not on Super Nes.
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1°" PRIZE:

5 FRANK THOMAS
AUTOGRAPHED BATS
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3*" PRIZE:

10 ONE-YEAR SUBSCRIPTIONS
T0 GAMEPRO MAGAZINE

4@ BIG HURT VIDEO GAME

il
SO REAL...IT HURTS

 OFFICIAL ENTRY FORM

Fill out and mail this entry to: BIG HURT PROMOTION, PO, Box 5959,
San Mateo, CA 94402, (PLEASE PRINT)

“ NAME
ADDRESS APTH
ary_ st ______zip
DAYTIME PHONE DATE OF BIRTH __
SYSTEMS OWNED: (Check all that apply)
SATURN"™ SUPER NES° [ GAME BOY® 1300
PC CD-ROM GENESIS™ GAME GEAR™
] SEGA™ €D” 32X PLAYSTATION
STORE PURCHASED




PlaySitation

By Bruised Lee

PlayStation owners

: are about to be
treated to one of the best
fighting games. Tekken is one
of the best arcade-to-home
translations ever!

Taken with Tekken

In this texture-mapped poly-
gon fighter, eight martial arts
masters battle hand-to-hand
for the honor of facing the
devastating end boss, Hei-
hachi. Before the final battle,
each character must face their
worst enemy - a more ad-
vanced mirror image of them-
selves. Unlike Toshinden and
Virtua Fighter's limited battle
areas, Tekken's battlegrounds
scroll endlessly to the left and
right, so players no longer
have to worry about cheesy
ring-out victories.

Tekken's polygons fall a bit
short of Toshinden’s smooth,
rendered look. The fighters
have a rougher,
blocky look, but their
fluid movements make
up for the lack of detail.
The intricate backgrounds
rotate as the players fight.

[FEEX After a short life span in
T the arcades, Tekken gets
& new life on the Play-
Station. All the moves, combos,
and strategic gameplay have
been faithfully ported over. With
excellent controls and playable
bosses, this game is a must-
have for fighting fans.

Gaphis  Sond Contol  Fnfacior Challenge

At

$49.95 Fighting

()] 2 players
Available November  Multpl views

‘e

PROTIP: Use Nina’s flash kick
to ward off incoming enemies
(simultaneously tap Up and
Left Kick).

Supporting the powerful
graphics are authentic sounds.
The painful screams and bone-
crushing smacks sound real
enough to make you dial 911.
And the background sound
effects bring added life to
each level.

Innovative Gontrols
Tekken'’s controls separate
this game from the rest of the
fighting bunch. All the moves

S W
.ﬂ%f‘, — N

PROTIP: For a backfist move
that will turn your opponent
away from you, tap Toward,
then simultaneously fap To-
ward and Right Punch.

PROTIP: When fighting the boss
Heihachi with Law, tap Left

s  Pumch o break
through Heihachi’s blocking.
dedicates a button to each of
a fighter's arms and legs. For
example if you press the Left
Punch button, your fighter will
throw a punch with their left
arm. This new game style is
carried through to the combo
system: For example, if your
player throws two right moves,
your next move has to be a
left in order to balance your
body’s momentum. (For a list
of moves and combos, see
“The Fighter's Edge.")

PROTIP: King has some of the
fastest grab moves in the game.
Use them often when in close fo
an enemy.

PROTIP: Stun moves are a great

With impressive controls, lots
of fighters, and strategic game-
play, Tekken makes Toshinden
look more like pretty fighting
than a real fight.

have a definable pur-
pose in the game and
can be used in ground
or air combos. By
comparison, most of
the moves in Toshin-
den look cool but
aren't very effective. Ao
Instead of having Lo
general functions
like punches and
kicks, Tekken

PROTIP: To iy - BEC e ik
* 10 play as tpe 4
e
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UNLEASH NINE DEVASTATING WEAPONS SYSTEMS TO OBLITERATE ENEMY RESISTANCE!

BATTLE THE GROUND DEFENSES OF THE INNER SPHERE ON FIVE DIFFERENT PLANETS! LTI

AC'NISION,,

sion s a registered trademark of Activi

MechWarrior, BattleTech, B:
Nintendo, Super Nintendo Entertainment System and the official seals are regist

Al rights reser




¥ Virtua Rabbit? Not
really. Jumping Flash!
hops onto the PlayStation,
and it’s no laughing matter:
This is one excellent game!

Killer Rabbit

In Flash, you battle the evil
Baron Aloha, a Dr. Robotnik
type bent on destroying the
universe. You get behind the
controls of a mechanized at-
tack bunny for a first-person
shooter that looks almost like

WORLD 2

seac 2

7 S

532 |
\
|
|

sinoE 3 |

areas, including an area with an
end boss.

a Virtua Doom. Once you've
conquered all six worlds, you'll
face off against a huge boss.
Each stage is filled with en-
emies, icons, and a certain
number of JetPods, which you
must collect before you can
advance. There’s also a time

limit to contend with, so you
don't have time for sightsee-
ing as you trek through the
colorful, superbly rendered
landscapes.

Like most rabbits, yours is

a super jumper. Triple jumps B o

‘fj:w

launch you to astounding
heights where you can
access a plethora of

special weapons, such as laser
beams and smart bombs, to
augment your standard firing
cannon. You're loaded with at-
tacks and special abilities.

(Almost) All the
Right Stuff

The polygon graphics in Flash
sport incredible detail. The
gigantic bosses provide a
frightening eyeful. The game’s

Gophics  Sond__ Conn__Fun

40 emedae

- Crallenge

Price notavailable 1 player
0 6 worlds
Available October  Firstperson view
Action/adventure Maltiscrolling
50

PROTIP: Be careful near the
edges. One false step, and youw’'ll
tumble to your demise.

smooth scaling is an essential
asset because most of the
stages are set on very high
areas, where missing a plat-
form during a jump will prob-
ably cost you a life.

GAMEPRD -

Likewise, the music rocks.
Throughout, the jazzy score
includes clever variations —
like the Jaws theme song that
pulses through the undersea
world. No booming explo-
sions or other raucous sound
effects accompany the music,
but you will hear the wind
howl when you stand on high
objects. Such details add sub-
tle complexity to the game.

The straightforward con-
trols are very responsive.
Looking up and down can be
a bit tricky, however, because
it's easy to get the button
presses backwards.

Sadly, this isn't a game
you'll want to return to again
and again. Once you've fig-
ured out the strategy in some
of the stages, you'll blow
through them in no time.

The Final Hop

While the concept is strange,
Jumping Flasht! is filled with
action, strategy, and some-
times humor. Although it falls

November 1885

PROTIP: Collect the Jetpogs |
each stage, or ods in
lowed to exit,

You won’t be aj-

PROTIP: Jump 10 the fnq of tall
structures 10 geta 4bm1 's-eye
view of your situation.

P
PROTIP: The €Xils for each level

look like Springboards,

u can seriously dam-

PROTIP: You Can SSHECCe on

age some boss!
their heads.

short on replay value, this
disc hops along at a brisk
pace and offers an interesting
perspective on the first-person
shooter scene. [
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@% By Air Hendrix

S8 icked antigravity

=~ racing has streaked
onto the PlayStation, and the
adrenaline aftershocks will give
you the shakes. Wipeout's taut
action and grueling courses
will lure many diehard racing
fans to this new system.

Adrenaline Spikes
Warm up your engines by
joining one of four antigravity-
racing teams, which provide
their own souped-up vehicle
and two drivers with different
skills. With those details
squared away, you can then
enter a championship, where

h you progress through 1
matches on 6 tracks, or tackle
a single race on any course.

Once the match begins,
keep your eyes peeled for the
power-up pads scattered across
every course. You'll need the
speed boosts and weapons
(missiles, mines, and so on) to
successfully duke it out with
your seven opponents.

T Wipeout's fierce anti-
W gravity racing action
will leave you drenched
in sweat and grinning. This
remarkable game really struts
the PlayStation’s stuff.

Grapics  Sound

5606

50 50 45 50 hdame
Price not available
o

Coniol_ Fnfactr Cralenge

2 players
6 tracks.

Avallable October
Antigraviy racing

Mattiple views

2

The raucous fights and rig-
orous courses send you rock-
eting over yawning chasms
and spiraling through vicious

corkscrew descents. The tough

gameplay demands skillful

PROTIP: it 45 many of trg

SPeed boosters as mﬂ_’:[:

b
o

:::’"P" Activate your shjgjq
away; you can collect an-
Weapon while the spielq

7 up and then Waste an gp,

fent as soon as it drops, g

steering and a strategic ap-

proach to combat, making for
an impressively deep game.
Wipeout does have one
frustrating flaw: Two-player
action requires two Play-

Stations and two TVs - a situ-

ation that'll certainly be rare

for a while. Fortunately, Wipe-
out packs in enough murder-

ous thrills to entertain a lone

player for quite some time.

Light Touch

The unique controls demand
that you finely adjust your
speed and positioning for the
tough turns, as well as care-
fully point your craft's nose up
on climbs and down on de-
scents. Developing expertise

sions and engine noises
plunge you into the competi-
tion, and awesome house mu-
sic sets a thumpin’ pace for
each race.

Toe the Line
This killer disc makes its clos-
est competitor, Cyber
Speedway for the Sat-
urn, look like a weak
16-bit game. So get
ready to rumble: Con-
quering Wipeout's re-
lentless action will

but you'll love every
second of it. &

e —

Power-up for -
You don’t Iosemm,m.’g"?‘ ways so

PROTIP: At the starting line,
takes some serious practice, don’t rev your engines past
but ultimately you're reward- fwo-thirds of full power,
ed with precise control of or your start will be siow.

your vehicle.

Gorgeous graphics firmly
establish the game’s sci-fi at-
mosphere. Well-detailed
courses wind through gritty
urban sprawls and ethereal ice
worlds, and the sleek vehicles
look like they were made for
unearthly speed.

Wipeout's rowdy lineup of
killer sound effects heats up
the action. Futuristic explo-

i ;
373’:71': Colliding it the sid
bk hzcksklllsalnlal peed,

0 it’s better to -

nail the brakes,
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Limited options
keep Destruction
Derby out of the winner's cir-
cle, but this rowdy stock-car
racer still generates a stadium
full of thrashin’ fun.

Metal Kombat

It's easy to say what Destruction
Derby isn't. It's not serious, so-
phisticated, or difficult. And it's
definitely not boring! So what
is Destruction Derby? Merely

By Gaptain Squideo

Derby arena and traditional
Stock Car circuits. But there's
no car-customizing option and
no multiplayer racing (unless
you have additional TVs, Play-
Stations, and games all linked
together). Such control fea-
tures appear in virtually:all
racing games, but they're
M.LA. in Destruction Derby.
Balancing these deficien-
cies are a few good control
details. Heading the list is the
way your car's handling dete-

Details of

The graphics are al-
most all you could
want for a game that
emphasizes automo-
tive carnage. The ve-
hicles are big and
fast, damaged cars
spew smake and fly-
ing debris, and the
backgrounds add in-

terest without distracting.
However, with no wild flips
or explosions, no full-motion
video preceding the action, and
little excitement in the set-up
screens, nothing here stands
out as graphically spectacu-

PROTIP: Keep moving in the center of Destruc-
tion Derby’s arena - linger near the wall and
Yyou may end up in a sudden dogpile.

sound effects, all underscored
by rowdy rock music.

Days of Thunder
Because Destruction Derby is
so simple and so rowdy, racers
of all ages should enjoy taking
this disc out for a spin. Sophis-

the most raucous racing expe-
rience of the fall.

The point of the game is
simple: Bash your way to the
front without getting bashed
yourself. Someone in your
way? Ram 'em and watch the
parts fly.

Unfortunately, limited op-
tions restrict what you can dox
You do get to decide which of
the four race modes you want,

including the Destruction

T Ridge Racer’s still the
@ front-running next-gen-

sl eration racing game,
but Destruction Derby’s unique
style of fast-paced fun follows
hot on its wheels.

Gaphics  SowndCorrol _ Fonfackr Ctallenge

$50.95
o

Upto 20 players
4race modes
Behind-the-car view
Multiscrolling

D
Available October
Racing

riorates as it takes damage.
Suffer through a few T-bone
collisions and your racer will
do more weaving than a blan-
ket factory.

et
PROTIP: Nudge opponents to the
side so they take the full impact
of approaching walls.

when your car takes a lot of
damage because it’s harder to
steer straight,

GAMEPRD o

lar. At least you can easily
switch your racing view from
inside to outside the cockpit.
The sounds clock in a notch
above the graphics. Enthusias-
tic commentary complements
a range of thrashing, crashing

0472 Lo
PROTIP: Ease the accelerator as
You go around tums, or you'll
almost always scrape a wall.

PROTIP: Be careful going around
blind comers - stalled cars may
be waiting ahead.

November 1995

ticated drivers won't get
much satisfaction, but anyone
looking to play bumper cars
with high-rewving racing ma-
chines will have a blast.

PROTIP: Blast through intersec-
tions on the Cross Over track as
fast as possible to avoid traffic.

PROTIP: Cars directly ahead of
Yyou may slam on their brakes
and cause a damaging collision.




The original uncut version For Win 95 & MS-DOS CD-ROM.
Also available on Macintosh CD-ROM
Digital Pictures: 18003320032 Web Site: http://www.digipix.com E-mail: digipix@digipix.com

Night Trap is a trademark of Hasbro, Inc. © 1992-1995, Digital Pictures, Inc. All rights reserved.




Total Eclipse for

< the 3D0 was a great
shooter two years ago, but not
much has changed for this ver-
sion, which makes this a palat-
able but predictable galactic
experience.

Totally Total
Aliens, planets, your lone ship -
need we'say more? Once again
you fly through forward-scroll-
ing alien landscapes and into
tight tunnels to shoot down
alien ships, blow up their
bases, and collect circular
power-up symbols. It’s fast
and fun with altemate paths
through each round beefing
up the replay value:

As before, the control is
simple and efficient. You don't
cycle through weapons, but
you do increase your firepower
as you go, and you can always

o

M 2
PROTIP: Swerve and dodge as
you approach floating space sta-
tions so they can’t target you.

PROTIP: It’s more important to
stay alive than to destroy every
enemy, so avoid collisions.

Total Eclipse Turbo by Crystal Dynamics

Price not available
]

Behind-he-jet view
Forward scrolling
Passwords

ESRB rating: Kids

Avalable now
Shooter
1 player

PROTIP: Don’t shoot more than *
you have to in the tunnels-of
Aqueous Major. You need to
concentrate on the tricky flying.

pull off nifty flying. maneuvers,
such as steeply banked turns,
to get out of trouble.

Déja View

The graphics and sounds are
just as 3DO veterans remem-
ber them, with imaginative
cinematics before the action -
begins and sharp visuals once
you land on the alien worlds.
The slightly improvedtunnel
sequences are especially im-
pressive because of their
speed and detail.

The sounds don't fly as
high. Crisp voices and pro-
pulsive music contrast with
repetitive sound effects and
muffled explosions.

If you're new to the Total
Eclipse universe, then defin-
itely fly«in with your new Play-
Station. If you played the
game on the 3DO, however,
save yourself the trip. &

GAMEPRD o

The Raiden Project
is more of what the
Raiden games have been: good
overhead shooters that test
your tolerance for repetition.

Power-Up Envy
This disc is two games in one -
Raiden and the faster, stronger
Raiden II. The games duplicate
what you've seen in the arcades
for years: Flying a futuristic
fighter jet, you blast away at
an onslaught of aircraft, tanks,
and huge crawling enemies.
Your fighter's armaments

o g

b a9

Q- § e
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~ay
generate the real excitement.
Pick up the correct power-ups
in the right color combina-
tions, arid you get some wild
weaponry. This is especially
true in Raiden I, where an im-
mense tonguelike laser sweeps
the screen and renders you
all but invincible. For both
games, the ships are nimble,
and lots of control options let
you customize the game.

Rai-Station
The graphics and sounds are
reminiscent of every shooter

f ]
PROTIP: Because the floating
power-ups tend to drift directly
toward enemies, either grab

them quickly or get away.
November 1885

e

PROTIP: To get this all-powerful
laser in Raiden Il, don’t snag the
[power-ups until they turn purple.

AT

® |
PROTIP: Drop your smart bombs
on buildings to destroy the
tanks within before they get a
chance to shoot at you.

T 2
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you've ever played. Raiden Il
has impressive bosses and ex-
plosions, but both games are
marred by graphical slow-
down in the two-player mode.
The shootin’ sounds ring true,
but the music unfortunately
slows down when you least
expect it.

Although The Raiden Project
is a strong entry into its genre,
the overwhelming repetitive-
ness limits its replay value and
places the disc closer to where
games have been than where
they're going. &

The Raiden Project
By Sony Computer Entertainment
Graphics  Sound  Control  Funfactor Challenge

Overhead view
Downward scrolling
ESRB rating: Kids

Price not available
0

Available now
Shooter
2 players
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By Scary Lany
‘)— b A precocious
"A‘y Japanese-themed
action/adventure has hit the
Saturn, and though it doesn’t

have bugs or shurikens, it
strengthens the Saturn’s plat-
form potential.

Kickin’ Some Astal
Astal revolves around a crys-
tal theme. Born from fiery red
crystals created by the god-
dess Antowas, Astal must res-
cue his sister Leda from the
evil crystal creature, Geist.
You'll see more crystals here
than at a New Age retreat.

Astal is has two types
of moves. He can huff and
puff and blow crystal creeps
around, or he can pound the
ground and shake them loose.
He also throws enemies and
bounces off their heads.

Astal doesn't fight alone, ei-
ther. He carries around a faith-
ful bird that retrieves power-
ups and helps Astal clobber
enemies. And though the bird
can be controlled by a second
player, this aviary missionary
sometimes gets in the way of
the action by distracting you

A= Astal may look juvenile,
[T but the challnge s

definitely too mature for
young players. The limited
gameplay, though, may have
you sitting on your Astal longer
than you want to.

Sond

Conrol Fonfacto Challenge

s
IUIH Bl
2 nl-y-u
Side view
Available now Muttiscrolling
Action/adventure
60

PROTIP: Send the bird for Iood
every time you get hit. With only
three ticks on your life meter,
Yyou need help immediately.

-
mmr, In the River of Dmms
use the sea monster as a

PROTIP: When tossing huge
items, like this tree, wait until
as many enemies as possible
show up.

PROTIP: When the cemel aystal
glows, use the bird’s special
power-up to clear the bats out
of the caves.

by him.

PROTIP: Use Astal’s hmﬂl to
put out the fires that obstruct
your path in Volcanic Valley.
with its movements.

You'll see sea monsters,
killer birds, and Astal-eating
plants as you travel through
several colorful, crystalline
levels. Look fast, though, be-
cause the stages are short.

Looks Like a Gem
The beautifully drawn graph-
ics are charming, but unfortu-

PROTIP: The Forest Fiend is
tricky, but it follows a pat-
tem. Jump on the floating
flowers to bop the fiend
right in the pedestals. Wait
until it dips the stalks to-
ward you, then bop again.

nately they're charming in the
style of those round-eyed-waif
paintings. Astal moves fluidly,
and all the enemy sprites are
well animated. Even so, the
bosses look too cute to be im-
pressive, which takes away
some of the game’s edge.

Topnotch sounds add dra-
matic flair to the game, mix-
ing spectacular effects, like
flapping bats and squawking
birds, with clear voice-overs
for Astal and company.

Controlwise, Astal really
gets screwy. The beginning
stages are standard hop-n-
bop, but later stages require
dexterous jumping and accu-
rate landing that will frustrate
younger players.

Crystal Light

Astal looks good, but the short
stages and repetitive hopping
and bopping don't give the
game much replay value. A
good rental and a weekend's
work, but not much more, is
all that's required for this crys-
tal cutey. @
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’} From the slick
™ opening scenes
ed directly from the movie
e operatic intro music,
you may think you're in for a
treat with Street Fighter: The
Movie. Think again. SF purists
will find this game choppy
- and unpredictable.

Weak Fighter

Although most of the moves
were taken from Super Street
Fighter Il Turbo, the clunky
gameplay comes straight out
of Final Fight. Standard two-
out-of-three-match fights are
augmented by a Story mode,
where you fight each SF char-
acter in the order they ap-
peared in the film. You won't
want to wait to see how this

PROTIP: Some
Dragon Punch and c.-;my’s

Spinning Backdist go right
through projectiles.

Fighter used to be king of the
fighter mountain, but this ver-
sion fell down the hill

Grapics _Sownd

Contol  Funfactr_Crallenge

$59.95
0

2 players
Side view
Record save

Available August
Fighting

62

one ends, though.
Blanka was added to the
game, but Akuma and Blade

chain together multihit com-
bos, which was a fun feature
of the arcade version. Oppo-
nents recover more quickly in
SF: Movie, and you find your-
self playing a wait-and-strike

~ the computer A.l really goes
into overdrive there.

defensive game rather than a
true competitive Street Fighter
match. And quirky, unpre-
dictable frame redraw gums
up the controls.

Screen Scene

The graphics are supposed
to be digitized images of the
movie stars, but they look and
sound like extras. Clean, digi-
tized backgrounds straight
from the movie are upstaged
by fighter sprites that move
with syrupy slowness com-
pared to other SF titles.
Blocky, choppy animation de-

PROTIP: When fighting as Sagat,
wait for a jumping player to
reach their peak, then unleash
a Tiger Uppercut (Motion Down,
Down-Toward, Toward and tap
any Punch button) for a quick
five-hit combo.

GAMEPRD

3

are gone, as is the ability to ==

livers a final graphical blow.
Equally disturbing sounds
include special-move “yells,”
like “Hadoken” and “Kikko-
ken,” that sound as if they're

coming through a tin-can tele-

phone. Michael Jackson could
yell louder than Ken's weak
shriek - “Hiiiyeahh” sounds
more like ‘Hiya.” And al-
though powerful music intro-
duces the game, it doesn't ac-
company the action. Pity.

A Movie-ble Beast
Acclaim should have left this
one at the arcades. SF: Movie
is a major disappointment for

November 1885

(tap Toward, MK or FK).

Street Fighter fanatics and a
minor letdown for fighting
fans. Maybe movie critics
will like this version — they'll
finally get a chance to pound
the bejeezus out of Jean-
Claude Van Damme. @



Standing naked on a glacier,
munching on tribesmen, you sense that
something really bad'is coming.
Suddenly, a claw-happy raptor comes screamin’
out of nowhere to slice and dice you into
gorilla cold cuts. Before he can rip your face
off, you nail the lizard breath with a crushing

B brain bash. Just another day.

\ o *‘ae It's Primal Rage.

Atar Games Corporation.Lcesed f Time

With all the flesh-ripping fighting
moves, action and fatalities that
made the arcade hit #1. It's new.
It's different. It has Flying Butt Slams and
Farts of Fury. Deadly multiple combos to
pound your opponents into submission.
Unbelievably realistic character A
animations. And of course, Power Pukes, Um S‘\a'(\hs Cﬂl‘hase!
Gut Gougers, and Face Rippers. .
Primal Rage. For Sega™ Genesis;
Super NES;” Game Gear”GameBoy,”
and PCCD-ROM.

Super NS and Super Game Boy red.trademarks of Nitendo of America, In. Al
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Puzzle fans, rejoice!
Myst has made it to
the Satum. This portover
brings everything that made it
a smash PC game.

Riddle Me This
If you're a fan of The 7th
Guest-style puzzles, Myst is
right up your alley. Myst de-
pends more on the brain than
the thumb - the action is lim-
ited to point, click, and walk.
The fun is in unraveling
the mystery of a scientist and
his sons who have disap-
peared on Myst Island. As you

PROTIP: Go to the map and click
on it. Align the compass until
the line is red. Then go back to
the clue room and find more
clues related to the area you
have selected.

MYST

PROTIP: Go down to the docks
and into the room with the
cauldron. Turn toward the wall
and enter the number 08 (the
number of switches on the is-
land). Listen to the message.

gather clues, you realize this
clan has more problems than
the Manson family.

Not To Be Myst

Walking through Myst, you
quickly understand the game’s
massive following. Gorgeous,
eerie graphics include beauti-
fully rendered buildings, land-
scapes, and machines. They're

Myst by Sunsoft

Gaphis  Sowd Conwol  Funfactr Challenge

8 igligw

Price not available
]

Firstperson view
tery save

Available now ESRB ratng: Kids

Puzzle

1 player

the most entertaining images
ever seen in a game of this
type. Ghostly music, creepy
sound effects, and sinister
full-motion-video clips round
out the atmosphere.

No new puzzles were
added, and none of the old
ones were changed, which
means former players will

PROTIP: In the library, click on
the picture of the hallway to re-
veal a secret passage. Follow
the secret passage to find the
room with two clues, a book,
and a key.
breeze through this in no
time. Likewise, thumb-twitch-
ers should look elsewhere for
their next purchase.

But first-timers and puzzle
fans will revel in this beauti-
fully crafted game. There will
be no Myst-ery to this game’s
success on the Saturn! @

Remember an old
= game called Iron An-
gel of the Apocalypse for the
3DO? This game resembles it,
but Robotica moves much
more smoothly and quickly.

Size Matiers

As you jet down futuristic
hallways in this Doom clone,
you aim your guns at cool ro-
bots. The objective of each
level is tofind.a gate key,
then the exit door. Sounds
simple, but with hidden
rooms and computer termi-
nals loaded with level maps,

PROTIP: If you're heading down
a long hallway and come across
a mean metallic mutha, back up
while you're shooting to save
Yyour armor.

your dance card is full.

Along the way, you'll pick
up lasers, vulcan shots, mis-
siles, and other weapons to
make your gun the biggest in
town. And size does matter in
this game because some of
your opponents are a pain in
the rivets.

You also have defensive
weapons, including an energy
recharger and a smart bomb.
Even so, you'll be grateful to
find the health and shield
power-ups. At first it may be
frustrating to control your ro-

bot and all that weaponry, but
November 1985

PROTIP: Use laser shots or mis-
siles to defeat the tall robots.
once you get the hang of it, it’s
smooth shootin’ all the way.

Rendered Bender
The graphics are clean. Semi-
rendered enemies have but
one flaw - lack of imagina-
tion. The same goes for the
similar hallways that make up
the backgrounds in the game.
The sound consists of
moody techno-lounge music
and speaker-rockin’ explo-
sions. No other sounds are

.

present...or needed.

Baby Doomers looking for:
a maze-shooting distraction
could do worse than Robot-
ica. It’s a nice way to waste
some time, but ultimately, it’s
too simplistic to be much
more than that - a nice waste
of time. @

Pnanr If your monitor shows
any snow or static, wheel
around and strafe the room ~
you’re being shot at!

Robotica by Acclaim
Graphics  Sound

Gl Fnfacor Crallenge

$49.95 1 player

© First-person view
Available now Battery save
Action/adventure ESRB rating: Teen




L KOMBAT®3 / DOOM™

PLAY THE MO

LOOKING FOR A
LITTLE EXCITEMENT?
How does your own
Mortal Kombat®3
Arcade Game Sound?
Play the Match &
Conquer Sweepstakes
and YOU might just

take one homel!
GRAND PRIZE
Mortal Kombat®3
Arcade Unit
FIRST PRIZE
Special Edition
Doom™ Jacket
SECOND: PRIZE
Aura Interactor
150 THIRD PRIZES
One of the following: .
GamePro Subscription
MK3 Brady Strategy Guides
GamePro T-Shirts

Here’s The Deal:
To Conquer, take the
collectable game card to
your local Toys “R” Us
store and look for the
Match & Conquer display.
If your card matches with

<
.
G
that display, then you’ve won

15 &tCh 8( .. a prizel Or, send a self-
I addressed stamped envelope

| Conquer- with your game card to:
Match & Conquer, PO Box

5960, San Mateo, CA
94402. Winning cards can

OFFIGIAL RULES:

mber 15, 1995, For a complete st o rules; maila selt-adressed

ne entry per persor
opo o Maich & Conque Garme, 051 Marn s IS0 B, il 700, San Mate Ca S4406. Vol whes s AVAROING OF sy o following prizes (with corre-

spnmmg esimatod rotal values) aro quaranteed to b awarded. (1) One Grand Prize: Moral KombatEa Arcade Uni (esimate valuo S3400. 0. () Ono First Prze: Spoci Edton
Prize: Aura Intoractor fty Third Pr
GamePro T-Shirts

mnmumzma.cm Mortal Kombate Brady Siatogy

Winner's ntry

of advert
Compensaton. Wihe I fospansie oy and afoduralsse and e Los rocessar. Oivergame s appy. A complel s of iz iers il appar na e s
of GamePro magazine. ELIGIILITY: Enployees of otanment Work, n, Willams Entriainment
i ot eligibl. ow York. o, oo i o oo LA T et operated by
Infcaimont Work, I g Wil Enertlment . whon soll tosponsil o s conduct,compiton and awarding of pizes. Al dessians f inftanment Word, . and
Wi nment Work, inc.and Willams Entrtainmont . an

o fabilties
resuling from the use of this prize. PRIZE

. Prizes S o ot B pnzn pemadty Sy 31, 1298,
if 1996,

States only. UNCLAI prize by January 31,
g Ocmpany Arighs resrved ‘ooN™
s Somau .60 i ot 1 A4t sseved nse by Wilkams Wi

 Ic. Gralft tyle by Dzine.

OISWCE Qi D
GAMEPRG

Williams Entertainment Inc.

MATURE

MIDWAY . ©_
Seafotised

ORI ART |

SOFTWARE

As cash equiva-

be identified in store only
until November 7, 1995, and
must be sent to the above
address for official entry. If
your card is not a winner,
send us a 3x5 card with
your name, address, date of
birth, sex and phone# for a
drawing of a GamePro
TShirt. All entries must be
post-marked by December
15,1995 to qualify.
Refer to official rules at left
for further details.



ers who thought
thaﬁhelr system was dead in
the water should stop their

cryin'. This version of Virtua =

Fighter is great!

Although you can set the op-

tions for almost everything,

VF 32X basically remains a
* best-two-out-of-three fighting
game. Employing authentic
martial arts styles, the game
has a realistic look and feel.

is version includes op-

With all these options, does
the game still pack a punch?
When considering control, the
answer is yes. Along wnth all
700 moves from
you'll find the b: ton

set - Punch, Kick, and Defend.

Square the Wild

Things Are
The graphics are very close
to the Saturn with noticeable
differences being a little slow-
down and a lot of polygons
missing from the win anima-
tions. Even so, these setbacks
are minor for this nearly flaw-
less portover.

The sounds, unfortunately,
suffer dramatically in transla-
tion. Most of the Japanese ex-

c ions are here, but their

Price not available
Available now
Fighting

2 players

Side view
ESRB rating: Not

impact is lessened by the tinny
sound quality.

Don't get us wrong - Virtua
Fighter isn't everyone's cup of
sake. But if realism and smooth
fighting are what you want in a
fighter, this is the braw! you've
been looking for. @

GAMEPRD

«— search of his long

lost father, but nothing has

changed in this latest version

of Pitfall. This game is exactly
like the other Pitfall titles and

brings little improvement in
the sound and graphics.

Seary Harry

“You still travel through ancient

Mayan ruins, whipping past
pools of lava and fighting bats,
rats, and cheetahs. None of the
levels have been changed, so if
you've played this before, here
it is again.

- Your arsenal of weapons
includes rocks, smart bombs,

YANIADVE

8% s b
PROTIP: Besides letting you con-
tinue, level markers also point
you in the right direction.

PROTIP: Mine carts make great.
stepping stools, Be aware of

any stray carts because a hid-
den enirance may be near.

November 1885

PROTIP: In Xibalba Falls, watch
out for moss or disappearing
rocks, Moss is slippery. Rocks
are deadly.
and your trusty whip. You can
use your whip to swing from
ledges, hang from vines, and
slap snakes into submission.
Controlling this battery of
weapons is sometimes confus-
ing. The Start button pauses
the game, but it also cycles
through your weapons. Jump-
ing onto ledges is also tricky.

Jungle Fever
Pitfall’s scenery hasn't changed

=5

in this version. Harry’s move-
ments are still poetry in mo-
tion, though, and the layered
backgrounds are beautiful.
The sound has minor im-
provements, but nothing no-
ticeable. The jungle sounds
are still clear, and all other
sound effects are well done.
Pitfall will enthrall anyone
who hasn't played the original
Genesis, SNES, or Atari 2600
game. Everyone else has been
through this jungle before. [

Pitfall by Activision

$59.95
24 megs
Available October

1 player
Side view
Multiscroling

Action/adventure

ESRB rating: Teen




SMOKE AWAITS! < ALL 12 KOMBAT WARRIORS!

lightning strikes.

PREPARE FOR THE ONLY KOMBAT ON SATURN™!

The high-voltage action of Mortal Kombat®ll strikes Saturn™: “Finish him” with the supercharged graphics,
character animations, CD-quality music and electrifying sound f/x of this arcade blockbuster. Ultra-powerful
special moves, Friendships, Babalities, hidden surprises, crushing combos, and out-of-this-world
finishing moves are yours to kommand. Let the Kombat kontinue on Saturn™!

7 > :
g MIDWAY. A(laim

MORTALKOMBAT ® 1|© ud
Entertainment, Inc. ® & © 1995 Acclaim Entertainment,Inc. Allrights reserved.




Name:
Scott Payne

Age:
Twenty three

Favorite Football Position:
Running Back

Dream Play:
Scotts Breakthrough

5,

e your
been frustrated because Y);our %
wasn’t executing plays comﬁ}ly?%u_
let’s see if you can do ai T By
Emmitt Smith Football™ r
you call your own plays, yor 5
them! With the easy to use “Play
Editor,” your dream plays can be
designed and practiced against the
computer. Once you've mastered that

ultimate “QB RIPPER,” save it on the
cartridge and use it to annihilate youl

-

unsuspecting friends! Wouldn't
a dream come true?




Name:
Ron Tadao

Age:
Twenty

Favorite Football Position:
2 Line Backer

Dream Play:
| Don'’t Think So

tra Emmitt fnc. © by Emmit
 Inc. Produced by NCM Entertainment Inc. Chip Lovel Des o
Suu'r Nintendo Enurulnmm ‘Systamand the officialseats are registerad trademarks of Nintondo of Ametica Ine T




your Genesis for the
newer, sleeker Saturn, hold

on. Vectorman is fast and fun,
and it'll torch your thumbs for
days to come. This cart rocks!

Vector Victorius

From the moment you take
control of this ballsy charac-
ter, your jaw will hang open

PROTIP: To go to a special bonus

round, blow up the transceiver,
then blow up the dish above it.

Genesis Game ProFile
Vectorman
(By Sega)

[T Your 16-bit system isn't
L‘ dead yet, and Vector-
kol Man is one reason why!
This entertaining platform
game s tough, but it rewards
you with tons of fun.

Gaplics  Sond  Conrl  Fnfaclor Challnge

» If you plan to shelve

in amazement at what Vector-

1z,
88 ADJ.
99 o5 WI“ Jsote
Side view
Available October  Multscrolling
Action game
70

f ’\,
PROTIP: As the
bomb you're
destructive but
useful. Before
you go off, get
enough enemies
onscreen and be
sure you're fac-
ing the wall you
want to be rid of.

man does with the 16-bit
Genesis engine. This platform
game comes on with great
guns, a morphing hero, and
diverse, well-detailed levels.
The story line is simple:
On a futuristic Earth, humans
have abandoned their homes
because of the pollution. They
leave behind “orbots” to clean
up the mess, and an orbot
named Raster accidentally

PROTIP: Be careful when you
spot these pesky dragonfiies.
They appear in swarms, usually
in groups of five, and they hide
until destroyed.

PROTIP: In Stage Two, remember
to jump forward and shoot.
Avoid the hand By jumping while
firing continually to destroy it.
gets attached to a nuclear
weapon and becomes “War-
head.” This new orbot wants
to welcome back the humans
a little differently than they
hoped - with worldwide nu-
clear chaos.

Another orbot named Vec-
torman has just returned from
asludge dump on the sun,
and he wants to restore things
to status quo. His battle to
return Earth to the humans
takes him through 15 levels,



PROTIP: The first boss Is a

bomb hatch while it's open.

breeze ~ just keep shooting the

WHO'S THE BOSS?
i

s

B SHIT et 330 7840
PROTIP: The second boss Is a
two-parier. First, shoot the peli-
can while running back and
forth to maximize your shots.
Then, when the pelican turns
into the polar bear, simply
shoot and avoid its projectiles.

PROTIP: The third boss Is easy
once you get the pattern down.
Shoot at its head, then run away
when it opens fire on you. You
can even shoot from offscreen.

HAUSURL TRERT

including a gorgeous polar
level and an equally stunning
underwater stage.

Armed fo the
Titanium Teeth
Vectorman is armed with a
standard laser shot, but he
quickly discovers other wea-
pons, including a rapid-

OTIP: Special morphing icons

must be used in the immediate

vicinity. Look around and choose

a path before you grab i.

fire laser cannon and a three-
way shot. One-ups, power-
ups, and health-ups give you
much-needed muscle. Vector-
man also has the ability to
morph into other objects - a
drill, a race car, a bomb, and
50 on.

Since weapon selection is
automatic, control is a breeze.
You simply shoot and jump.
The only difficulty is the num-

PROTIP: These angler fish are
hard to find but full of goodies.

ber of enemies that come
rushing at you every second.

Cape Sphere

The graphics are the game’s
best feature. The rendered Vec-
torman is generously drawn,
with light and shadow created
carefully on his form. This is
especially evident when he
shoots his gun.

All enemies follow a
sphere theme, from the bul-
bous polar bear in Stage Two
to the miniature ball men in
Stage Seven. Everything, in-
cluding the backgrounds, is
eye candy.

The sound is a treat for
the ears. Clear explosions
rock your TV speakers, and
the other sound effects, like

November 1985

the ricochet of bullets on
steel, are amazing. The music
is techno at its worst, but it's
still pretty good.

Drawbacks? Two-player
simultaneous action would
have been sweet, but that's like
asking God to put another color
in a great sunset. Some of the
bonus rounds are weak, and
some of the levels are painfully
difficult, but the challenge is
what makes this game great.

Great Ball Game
These few inconsistencies
don't even make a dent in this
otherwise awesome game. If
you're looking for fast action,
fantastic scenery, and reward-
ing gameplay, Vectorman has
the balls you're looking for. [

n
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Looking for some serious
competition? Stick an XBAND™
Video Game Modem in your
Genesis™ or Super NES® Plug
in your phone cord. And you're
fightin' hard-core gamers all over
the place. The Modem is $19.99.
And local play is $4.95 a month’*
XBAND works with games like
Killer Instinct)* NHL® '95 and
WeaponLord™ And your first
month’s subscription is free. So
pick up XBAND at Blockbuster
Video! Software Etc., Electronics
Boutique, Babbage’s or Toys fl Us,
or visit us on the World Wide Web
at www.xband.com. Our players

make this guy look like a choir boy.

BYND"

Video Game Network



J Game makers cer-
tainly deserve to be
keelhauled for abandoning ship
on 16-bit systems and leaving
millions of gamers high and
dry. Thanks to Playmates, how-
ever, Genesis owners just might
worm their way out of their de-
pression this year.

¥’s Him, Jim
Earthworm Jim 2 picks up
where the last Jim left off.
This time the bad bird space
villain, PsyCrow, has put the
snatch on Jim'’s girl, Princess
What's-Her-Name, to marry
her himself. Jim's out to make
ol' Psy eat crow.

In many ways, the ac-
tion/adventure gameplay,

Pm)TI To beat PsyCrow in
Puppy Love, keep your eye on
the pup closest to the crowd
and never miss the bomb,

[T Earthworm Jim 2's
thumb-mashing game-

play and goofy graphics
make this such a good ac-
tion/adventure cartoon-in-a-
cart that you'll want to replay
Jim’s first game.

Graphics  SoundConrol _ FuFactor Crallenge

5N

50 emedat

ei8le

$69.99

20megs

Available November
Action/adventure

1 player
10 levels

Multple views
Mulliscrolling
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Jim has pig problems, too.
while varied, traipses through
familiar territory...but they're
such fun and funny places to
be! The ten worlds offer as-
sorted challenges that keep
the action fresh and the chal-
lenge maxed.

The basic sideview action's
a blast. Our earthworm hero
runs and guns through strange
extraterrestrial worlds. Jim
finds an arsenal of high-tech
weapons littering the land-
scape, including mega plasma
blasters, homing missiles, and
the three-finger triple-shot gun.
His standard weapons, of
course, are the familiar Ma-

PROTIP: During goo jumps,
press the directionals toward
Your jump to extend your range.
PROTIP: In The Flying King, you
can shake off the pigs by
rapidly pressing Button C.

PROTIP: In Lorensen’s
Soil, nailing the soil
overhead with the
blaster creates mounds
that will give you
better elevation when

Jim’s back on the Gene-

chine Gun and the
Worm Whip, where -
Jim’s Powersuit uses
him as a weapon. All
the primo hardware is
necessary to blow

PROTIP: In The Flyin’ King, always bump  away a gang of bad
the balloon bomb hard to push it forward  heings that includes
as far as possible.

evil cats, extraterres-
trial circus performers, and
blunderbuss-wielding octopi.

As the Worm Turns
The control boys must've put
in overtime on Jim 2 because
Jimbo moves through a wide
variety of gameplay scenarios
with style, grace, and preci-
sion. For instance, in Loren-
sen’s Soil, Jim carries the fight
to a way-out underground
level worthy of any worm'’s
earth-moving endeavors. Us-
ing an electric sandblaster, Jim
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pulverizes dirt and rock to
burrow to the surface as pin-
cer-head termites, icky larvae,
and other underground dwel-
lers attack him.

In floating levels like In-
flated Head, Jim morphs into
things like the Blind Cave Sala-
mander and Inflatable Head
Jim. Here you must compen-
sate for weightlessness as you
guide Jim through mazelike

Worm whip sy

-

passageways.

There’s even a shooter level
called The Flyin' King. Using a
F-overhead view, you help Jim
nudge a balloon bomb past
such aggressive antiworm
weapons as pig catapults and
on to a nasty end boss.

PROTIP: Earthworm Jim was
born on June 9, 1994,

PROTIP: In The Flying King, use the
machine gun to clear

Jim’s jump

the green goo balls
out of your path.

Game over, Jim

PROTIP: The bubble gun is use-
less. If you grab it, use it up
and ditch it quickly.

PROTIP: In the very beginning of
the game, there’s a Jim 1-up to
the left.

If your sense of humor
leans toward the wicked,
you'll enjoy the finger-whack-

ing Puppy Love bonus rounds.
~ As PsyCrow tosses helpless
puppies out of a window, you
have to keep them from go-
ing “splat” by running under-
neath them and bouncing
them off a big marshmallow.

Earthy Graphics

And Sound

Earthworm’s visuals are killer
- from the ground up. The star
of the graphical show is Jim
himself, who keeps things
goofy with wonderfully wacky
faces. He looks loopy to begin
with, but he also pulls as-
sorted smirks, grimaces, and
surprised looks throughout
the game.

As in every Jim cart there’s
also a ton of bizarre stuff
such as falling grandmas,
flying pigs, and end-level
cows. The animation’s on
overdrive, so sometimes you
feel like you're playing an in-
teractive cartoon.

Worms don't have ears, but
yours are in for a treat. The
music rolls from rock to clas-

Jim just hanging around i oses ps OI...head, tog,

Saoes

> i S
PROTIP: When you see goo over-
head, it usually means snott

swinging (press Button C twice)
will lead you to a goo-die.

PROTIP: Grandmas always fall in
a predictable pattern.

PROTIP: In Lorensen’s Soil, your
sandblaster can grab the
timers, too.

PROTIP; Try retracing your steps
sometimes. You might find new
power-ups in spaces that were
previously empty.

sical. You even hear Scottish
and Spanish influences in the
tunes. The effects are exquis-
ite with a cacophony of yells,
screams, whoas, and primo
weapon blasts.

The Conqueror Worm
If you want a good workout,
sign on with Jim. It worms
your heart to find a 16-bit
game this good.

GAMEPRD «
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MK fanatics (and we
= know who you are
because we send the FBI your
names when you write threat-
ening letters), rejoice! MK 3 is
finally here, and it's everything
the arcade version was, minus
some sound and graphics.

Immorial Kombat
What's the matter? Couldn’t
save the planet the first time?
What about the second? Shang
Tsung is getting to be a real
pain, isn't he? Well, now you
have your third shot at the
Tournament, and if you don’t
make it this time, you should
join the Peace Corps.
Best-two-out-of-three
matches still rule here. As in
the arcade version, you pick
from 14 fighters, and of

] Rock and roll! Kombat is
back, and for MK fanat-
ics, this version rocks.

For fighters tiring of the genre,
this one should roll away.

Gontl_ Fnfackor Challenge

Price not available  Fighting
players

Side view

s
Available October

PROTIP: If playing Sub-Zero
against Kabal, block his run,
then immediately freeze him.
course, there's a bevy of hid-
den characters and bosses.
Some vets made the cut this
time (Sonya and Kano), while
others took a hike (Scorpion,
Mileena, Baraka, and Kitana).

Special moves? Got 'em.
Gory, gut-busting fatalities?
Got 'em. Deep and intricate
gameplay as in Street Fighter?
Sorry. Ain't got it.

And quit whining about
GamePro not liking this game,

PROTIP: Sekior is a pain in the missile.
If you're playing as him, target an

too. Find something construc-
tive to do with your time, like
going to programming school
S0 you can come up with
something more original than
this rehashed fighter.

The Tsung Remains
The Same

The graphics are nowhere
near the arcade’s quality, but
what do you expect from your
16-bit systems? The speedy
character sprites lack detail.
The dull, washed-out back-
grounds still remain true to
the arcade’s dark flair.

The sounds are worse than
expected. Lots of punching
smacks and groans are mixed
in with some unintentionally
funny screams (mostly from the
male fighters). Toasty? Got it.
Good, symphonic music? Nope.

Control is everything it
should be, but forget about
using a three-button con-
troller. On a sixer, the game
does everything it's supposed
to do. The capable controls
are the only part of the arcade
version that were kept intact.

MK 3 is not a bad game (crit-
ics, take note). It's just not
original enough (like Tekken)
or deep enough (like SF) to
warrant space on the casual
Genesis gamer's shelf. Die-
hard fans will also notice the
flaws in this version
right away. But for
those of you getting
your pens ready to
write in, consider this -
if you were deserted
on an island with only
one game to play,
would this be the one?
If the answer is yes,
you deserve to be de-
serted on an island. £

opponent and continually press the

Shoot button for multiple hits.

GAMEPRD o
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Kano’s Pit move: Tap Up,

Liu Kang’s Pit move: Tap
Run, Block, Block, Low Kick

Sanya ’s Pit move: Tap To-
ward, Toward, Down, High
h




SONY PLAYSTATION™

Iy AN

% Y
Q'.L Aan( W 0
< mr.\m\‘llﬂt‘““ ]

BEFORE YOU BUY A NEW GAME

SYSTEM, TAKE 1T FOR A §pIN AT

BLOCKBUSTER VIDEO. WHERE YOU

CAN RENT ALL THE HOTTEST GAMES

- AND ALL THE LATEST §YSTEMS.

. j T GAVE $5.00
AT @\ RENT A GAME SYSTEM AND 2 GAMES
s %\Q | FOR 3 EVENINGS FOR $4.99
S ) | U0 A

ot j \ 6106800003
-y = | THE SOURCE w953 meyinp ThE FoRCE.

§EGA SATURN™



By Johnny Ballgame

Every once in a

while a game comes

along that’s so bad, it actually
hurts to play it. The Ooze
from Sega is such a game.

An Oozing
Proposition

You're Dr. Caine, a scientist
who discovers that the corpo-
ration he works for is plot-
ting to unleash a modern-day
plague. Before you can stop
the terror, thugs burst into
your office, inject you with
stuff that turns you into a pud-
dle of green slime, and flush
you down the toilet. The game
begins when you're ejected
from a sewer pipe into a toxic

2

Ealfase - RIS =
PROTIP: Protect your head by
moving quickly to avoid ene-
mies. One hit to the head is fatal.
dump, where you begin your
tasks of saving the planet and
picking up pieces of DNA to
make yourself human again.

Back in the Sewer
Tedious gameplay and poor
control flushes The Ooze
down the drain. To kil ene-
mies, you must either punch
them with your ooze arm or
spit at them. All too often, you
aim in one direction yet end
up spitting somewhere else.
The graphics aren't bad,
but they’re nothing you haven't
seen before. Nauseous green

Gaphis  Sourd

Contol - Funfackr Challenge

49.99
8 megs
Available now
Action/adventure

1 player

5 levels

ESBR rating: Kids
o Adults

8

PROTIP: Kill the enemies that
come your way. Extra Ooze is
Yyour reward.

PROTIP: Punch as many enemies
Yyou can: Spitting decreases the
Ooze’s size and power.

coloring tints every frame,
and the sprites could've been
done better.

The sounds are the best
part of the game. The music
is menacing and the sound ef-
fects are humorous, but the
poor overall gameplay over-
shadows these assets.

Qozing with mediocrity, this
game never delivers anything
worthwhile or worth buying.
The Ooze should crawl back
into the sewer. [

More than two
years after the
movie’s release, Acclaim finally
brings Dragon: The Bruce Lee
Story home to Genesis owners.
Unfortunately for fighting
fans, the game is as disap-
pointing as the movie.

mode follows the stages of
the great martial artists life,
from the dojo to the movie
studio. To progress, you must
defeat all Lee’s adversaries in
an episode. While you're in
combat, the object is not only
to win, but also to collect chi.
The more chi you collect, the
better Bruce fights.
Controlling Bruce can get
rough. Initially, you'll helplessly
watch him jump and flip all
over the screen while your op-
ponent sizes you up for the
big blow. But once you get the
hang of it, the moves are sim-
ple to perform. You'll be kick-
ing up a storm in no time.
The graphics are average
at best, devoid of the detail
and imagination needed to
fuel a fighter these days. The
sound and music lack inten-
sity. They're missing in action
altogether in the eerily mute
movie sequences.
There’s nothing special about
this fighter, other than the fact
that i Bruce Lee.

Side view
3 continues.
ESRB rating: Kids

16 megs.
Available now
Fighting

3 players




Coming in November

ANKILL

Get on the winning team or get
out of the way. Jim Lee’s
WildCATS are slashing their way
onto the screen of your Super
Nintendo Entertainment System.
You take control of Spartan, Maul
or Warblade' in their ultimate
mission against the evil Helspont
and his Daemonites. Work together
and the WildCA.TS blast through
eleven worlds of tense hattle and
‘ unfathomable danger. Don't, and it
‘: won't be just “looks” that kill you.
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Can you spot the elephant in this picture?

If so, you’re probably smart enough to figure out
that paying $149 for a 64-bit Jaguar makes more

sense than paying over $300 for a 32~bit system.




64 -bit . $149

The most advanced graphics out there. Twice the bits for half the price. And
over 40 cerebellum-scrambling games to choose from. If you still don’t get
why the Jaguar’s a better deal, maybe getting that second lobotomy will help

3 ) of
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; One of the most
=7 anticipated (and re-
quested) games for the Super
NES is the sequel to Super
Mario World. Yoshi's Island
was worth the wait and
proves that Nintendo is still
able to turn out an excep-
tional game, not just a luke-
warm “product.” Yoshi is a
work of art.

Super Mario Prequel
Yoshi's Island takes place be-
fore the other Mario games,

returning to the days when
the mustachioed hero was a
helpless infant. In this adven-
ture, baby Mario’s been kid-
napped by the evil Kamek,

and the Yoshi dinosaurs are

PROTIP: Grab the bouncing fire-
balls out of the lava pools, and
Yoshi becomes a flamethrower!

XX Yoshi stars in this se-
quel to Super Mario
berewit World, which was one
of the best Super NES games
ever, and matches it in almost
every respect. Get those wish
lists ready...Yoshi’s Island is
the one to get this holiday.

Price not available
16 megs
Available now

54+ stages
1 player
Side view

ents. With little Mario clinging
1o his back, Yoshi sets out to
face six worlds loaded with se-
crets and hidden areas...along
with a plethora of bad guys!
The control is almost per-
fect, which is critical because
this game has more tech-
niques than previous Mario
titles. Yoshi can use his long

tongue to grab enemies, swal-

low them, and turn them into
eggs that he fires at other en-
emies. Yoshi can also pound

ERAEEE °

s 2 L)
o« Wi
PROTIP: Grab the star power-up
and the tables are tumed: Now
you control baby Mario!
things into the ground and
hover briefly. Several power-
ups allow Yoshi to change

from his dinosaur form intoa

helicopter, a submarine, and
burrowing craft.
shg‘ggg the spotlight,

| Mario can be controlled, too -

“keeping Mario on Yoshi's

but only if he gets the star
power-up that affords him in-
vincibility for a brief period.

Otherwise, it's just a matter of

back. One hit knocks off
Yoshi's pint-sized rider, who
then floats around the screen
in a bubble, crying his little
plumber’s eyes out. If not re-
trieved in short order, he's

. whisked away by Iggopas, and

Yoshi loses a life.

New Look, Same Feel
Using the FX2 chip, this entry
has a new look with lots of
graphical variety. i

PROTIP: Touch the magic ring —
it’s a check point.
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qunp.- Boulders are
lnends Push them doun
inclines fo Aatien enemies,

%ome areas are set in the jun-
gle, some underground, and
a few look like they were
drawn with crayon. Although
the graphics of our dinosaur
hero are simple, the game is

PROTIP: Remember these
ghosts? They advance only when
you turn your back to themy.
loaded with dynamite visuals
like gigantic lava monsters, spit-
ting fish, and huge bosses that
take up almost the entire screen
— just to name a few. There are
also cleverly animated elements,




A variety of awesome visuals - like Yoshi get-
ting smashed into a pancake - show off the

power of the FX2 chip.

such as enemies walking on
stilts and dressed up like sav-
age headhunters.

The game has tunes similar
to Super Mario World. Cutesy,
kiddie music guides Yoshi, but
it never goes overboard or
gets overbearing. The sound
effects are also similar to the
other Marios, with the most
arresting being Mario’s haunt-
ing infant cries for help when
he is forcibly dismounted
from his dinosaur friend.

I’s a Big, Big World
Yoshi's Island is big: Six
worlds with eight areas in
each are waiting to be

plumbed. One of the best ele-
ments of the Mario games has
always been the abundance of
hidden items and concealed
rooms. Yoshi follows suit.
Each stage has a certain num-
ber of coins and other items
to collect - most of which are
tucked away in hidden rooms.
If you find all the hidden

- Two Views of
Yoshi’s lsland

items in a world, you can en-
ter one extra bonus area. At
the end of each area, a
Counter reveals how many.
items you found (and missed).
The bonus games range from
testing reflexes to challenging
your memory skills.

Fanatic Mario followers will
probably make it a moral
imperative to finish the game
in one sitting. But that doesn't

necessarily mean they'll find

all the hidden items along the
way. While the game is chal-
lenging, anyone who played
the earlier entries will master
Yoshi in no time.

Yoshi, the Islander
Yoshi doesn't rely on flashy
graphics or jazzy effects to
cover up an empty game. This
is one of the last of a dying
breed: a 16-bit game that
shows real heart and creativ-
ity. Now if they would only do
a 16-bit sequel to Zelda before
the SNES is put torest. [

leﬂP. Swallow the walermelon, and Yoshi
can spit the:seeds like a mat

PROTIP: When you're transformed info
helicopter, dow’t dawdle; you can fly fo

only a limited time and one hit changes
Yyeu back into the nonflying form.

et

PROTIP: Short on eggs? Just
wait by a pipe and swallow as
many enemies as you need.

PROTIP: Fire eggs in open
spaces, and you may find a hid-
den question-mark cloud.

PMﬂP' Use Yosm’s super
stomp to break through loose
floors, destroy enemies, and
pound things into the ground,

GAMEPRO « November 1885



\ By Major Mike
‘é Taking the honors
away from Acclaim,
Williams brings us the biggest
Super NES version of MK yet -
32 Mortal megs are packed
into MK 3. Fans of the series
will definitely be pleased with
the game, though it does
have a few deficiencies.

Round 3 - Fight!
Contentwise, MK3 is ex-
tremely faithful to the arcade
version: Al the fatalities, Ani-
malities, Friendships, and Ba-
balities are here. Several built-
in codes (including half life for
fighters, hidden characters,
and more) add variety to the
battle scenarios.

The two-player matches
are exciting enough, but the
Al has a split personality in

PROTIP: Don’t use projectiles
against Motaro. He deflects
them right back at you.

Williams has done the
(virtually) impossible:
Bring Mortal 3 to the
SNES with only a few compro-
mises. Minor inconsistencies in
the Al and sounds aren’t
enough to dull this game’s

Graphics  Sound Conrl _FunFactor Challenge

Price not available

Fighting
2players
Side view

Available October

S,upjerr NES

PROTIP: Use the Run button fo
avoid atiacks that can’t be
blocked - like Sheeva’s stomp
from above.

the one-player mode. One
round, your opponent will
stand there and put up a brief
fight; other rounds, they're all
over you!

As in the arcade version,
three paths lead to the top,
each differing in length. Pick
carefully, though - you have
only five continues.

Cetting accustomed to the
control pad takes a bit of prac-
tice (this game adds a sixth
button), but all the multihit
combos (like Kabal's eight-hit,
45 percent damage assault) are

< Gl

. AMERS\.
£ )

PROTIP: To perform a Mercy
move, proceed to Round

When the words “Finish lﬂm!"
appear, hold Run, tap Down
three times, then release Run.
here and executable - thanks
to the very responsive controls.

Looks Like

The Arcade
The 16-bit graphics hold their
own with only minor hitches.
MK 3's fighters are approxi-
mately the same size as MK
II's for the SNES. The charac-
ters are well animated, though
a little pixelated. Some moves
that were lightning fast in the
arcade, like Ka-

l'llilbn n“l'“ bal's Ground

GAMEPRD o

Saw, suffer
from slowdown
here. However,
most of the
details have
been retained,
such as the
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PROTIP: Each fighter has an in-
close, standing combo. For Sub-
Zero, tap High Punch twice, Low
Punch, Low Kick, High Kick,
hold Away on the directional
pad, and tap High Kick.

way Sonya'’s Ring Toss pro-
Jectile melts into the ground.
The few obvious changes -
the screen fades to black
between battle grounds on
multitiered stages - are kept
to a minimum.

The entire audio track,
however, is muted as if some-
one were playing the arcade
machine in the next room.
Collisions, screams, and even
the announcer sound like they
were recorded through a pil-
low. Just the same, the stereo
separation is excellent, and
the sound of fireballs and
other projectiles whizzes
from one ear to the other.

A Kombat Klassic?
Converting a mammoth ar-
cade game like MK 3 to the
16-bit Super NES is no easy
task, and Williams has done

a respectable job of keeping
all the key elements intact.
With more games of this qual-
ity, the SNES will go out with
a bang, not a wimper. @
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® By The Axe Grinder

ey Batman Forever_ is
¥ yet another movie
adaptation that aspires to make
the gaming grade, this time
with digitized characters. The
result is like Final Fight with Pit
Fighter characters: predictable
punching with little pizzazz.

Holy Retread, Batman!
Right off the bat, Batman
stumbles. Training mode is a
head-to-head fighting contest
where Batman and Robin can
beat on each other or the
computer. However, the sim-
plistic head-to-head fighter
lacks most of the elements of
today’s intense 16-bit fighters.
It's boring and useless.

If you must take on this
game, the Normal mode is
where you want to be. The

Whem
b’ L‘Im,-k Myﬂllrdesm,a”m using

large stages are loaded
with enemies, collectable
icons, and power-ups. The
two-player simultaneous
modes are also good options.
In one, you and your bud
work together, in the other
you compete (that is, you can
punch and injure each other).
Playing Batman Forever
could take forever, too. Al
though there are several diffi-

culty settings, you have no
continues. If you run out of
time in the frustrating third
stage, it's game over, and you
have to begin again.
The controls work nicely,
—— but the action that
| they produce stalls.
Batman uses all six

varying kicks and
punches. Although
this is a nice departure
from the usual one-
button jumps and
punches of most side-
scrollers, the attacks are
unimpressive. When Bat-
man punches rapidly, he looks
like he’s dancing. Overall, con-
trolling the Caped Crusader is
satisfactory but sluggish.

Not at the Movies

This duo’s graphics are hardly
dynamic. The digitization of
the characters was done well,
but the sprites don't look right
in the stages. The two masked
crimefighters are fairly small

R e

PROTIP: Some dangerous areas
can harm enemies - like the
electricity in Stage 1.

Batman Forever is the

disapointment of the

season. The graphics
and sounds re-create little of
the movie’s atmosphere, and

tired gameplay fails to deliver
captivating action.

Price not available
Available fall ‘95
Action/adventure

2players
Side view
Multiscrolling

PROTIP: Batman is invincible
while swinging from his grap-
pling hook.

GAMEPRD o

Practice your ﬂghﬂng skills in
the Training mode.
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PROTIP: Kick or punch all objects
in the stages. You can find
items hidden everywhere.

PROTIP: Use the grappling hook
to reveal items hidden above.

ﬁmﬂ

PROTIP: With the clock running,
grab all the time-extending icons
in Stage 3, or it’s game over.

and clash with the washed-out
backgrounds, which ruins the
dark atmosphere that charac-
terizes this game and the
movie it's based on. The bot-
tom line: Batman just doesn't
give you the feeling you're in-
teracting with the movie.

The sounds belong in a
cave. Well-composed but mo-
notonous music rings in the
ears. The lifeless smacks of
punches and kicks, inter-
mixed with the occasional
“oof” and “aahhh,” really keep
the adrenaline level low.

Save the Batman

In comparison with the other
SNES Batman games, Batman
Forever is for the bats. The Ad-
ventures of Batman and Robin
is still the best — it’s light-years
ahead of this one. @
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More than a year

after Jim Carrey’s
marvelous Mask made its cine-
matic debut, TeHQ has finally
brought the strange story-to
the SNES. While the game

seems late, Carrey’s wild char-

acter is still fresh, and solid
gameplay makes this light-
weight adventure a fun trip.

That Masked Man

In the game, as in the movie,
mild-mannered loser Stanley
Ipkiss becomes a cocky car-
toon-style hero when he dons

PROTIP: When you first warp to

the apartment roof, leap fo the

right and find another warp that
leads to an exira life.

a magical mask. You guide

green-faced Ipkiss on a stan-
dard search for cash, power-
ups, and his girl. The seven-
level journey leads you from
Stanley’s apartment through

Super NES Game ProFile
The Mask

(By T+HQ)

[EICTD It doesn’t have smokin®
gameplay or break-
ke through graphics, but
The Mask has enough charm to
please anyone who likes cheer-
ful action/adventure games.

$69.95 1 player

16 megs 7levels

Available now Side view

Action/adventure Maltscrolling
88

IMIW m’“ ’ swinging ball,

‘and nail the black motor:

the sewers and eventually into

the Coco Bongo Club.

Constant reminders of the
film - the old lady landlord in
the first level and Milo the
masked dog in the second -
keep the game’s basic run-n-
jump gameplay and easy-to-
beat enemies lively.

Likewise, entertaining con-
trols deliver some of the mo-
vie's magic; giant boxing

M.

PROTIP: Use your mallet to bust
through hairline cracks in the
floors and reveal new areas.

gloves, armloads of guns, and
Stanley’s “wahooohhgahh” horn
are all available to blow away
bad guys. And this game's Ip-
kiss gets around - bouncing
extra high, running super fast,
and “sneak” walking. On silver
screen and game screen, Ipkiss
is a cool guy with cool moves.

Carreyin’ On

Except for the animations of
Ipkiss himself, the graphics
lack snap. Bland backgrounds
and enemies are closer to '93

standards than '95 potential.
Stanley’s details almost com-
pensate: His strut, “sneak,”
and Cuban Pete dance

are perfect, adding the
visual verve that Mask
fans demand.

The movie music suits the
gameplay, and the predictable
boings and whistles are ade-
quate. Unfortunately, there
are almost no vocals - just
quick snippets of “Hey!" and
“Smokin’." More prominent Ip-
kiss-isms would've made this
Mask more memorable.

PROTIP: Take the offensive
against thugs - punch ‘'em
quickly and repeatedly, and
they won’t even score a hit.

Smokin’!

Okay, so it isn’t a landmark ac-
tion/adventure game the way
Earthworm Jim was. Nor is it
brain surgery - you'll beat this
game in a weekend. But at
least it'll be a fun weekend. @

PROTIP: When Stanley s ob-
scured by walls in level two,
jump randomly to snag unseen
Ppower-ups, cash, and a hidden
warp vent.
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The movie’s more
than two years old,
but Demolition Man is still a
video game blast. This SNES
version parallels the recent
Genesis game: its fast, fun,
and explosive.

Sly Guy

As in the Sylvester Stallone
movie, a ruthless criminal
from the 20th century is ter-
rorizing the future. You play

climbing, running, or bungee-
Jjumping - a necessary skill in
these frenzied gun battles.

Movie Mayhem

The graphics and sounds con-
vey the right atmosphere for
the blazing gameplay. Detailed,
colorful backgrounds convey

PROTIP: Run to the right when
you meet Simon Phoenix at the
end of Level One; if you pause
briefly near his explosive bar-
rels, you're done for.

a tough:cop, running and
gunning through six action-
packed levels. Most of the
gameplay is a side-view
shootout, but you'll encounter
some True Lies-style over-
head-view gunning, too.

The simple controls work
well for the run-n-gun game-
play, but veteran gamers may,
feel like there’s not enough
to do. You carry only one
weapon at a time, so there’s
no strategic option to select
from an array of armaments.
At least you can fire while

Demolition Man by Acclaim

Gaphics  SowndCorvol_Funfacto Challenge

$69.95

16 megs
Available now
Action/adventure
1 player

6 levels.

Multiple views

Multiscrolling

ESRB rating: Kids
o Adults

postapocalyptic inner-city ruin.
The sprites are nimble and
sharp, though the look-alike
enemies become repetitious.

~ The sounds have all the fire-

power you could ask for, and
vocal snippets add some
movie magic.

For cart-hungry 16-bit
gamers, Demolition Man is a

PROTIP: Run while you shoot in
the overhead-view level, or ene-
rmies gang up on you,

W .

4]
Ry
PROTIP: Long drops are killers.
At open pits, look for bungee
cords, concealed ladders, or
overhead railings.
welcome treat. It isn't the
longest or toughest game
you'll play this fall, but its one
of the most entertaining. &

GAMEPRD «

by By Captain Squideo

B The fastest mouse
in Mexico is now the
fastest mouse on the SNES.
Unfortunately, terrific speed
doesn't equal a terrific game.

A Mexican Tail
Speedy’s had a rough life. The
game was first shown to the
press two years ago by Sun-
soft, and after endless delays
it has finally been brought out
by Acclaim.

After all that, Speedy ar-
rives without much to recom-
mend it. The game’s colorful

eap into solid walls to
find hidden tunnel entrances.

cartoon style is reminiscent of
last years Yogi Bear game,
and the simplistic run-n-jump
gameplay will appeal only to
young gamers.

Run, jump, kick, find trap-
ped mice, and grab cheese -
that's Speedy’s SNES life. The
puzzles are remedial, enemies
drop with one quick kick, and
abundant time bonuses help
you beat the clock. The con-

November 1985

trol is fine for a 1993 SNES
game, but disappointing late
in 1995 when you expect
more to do.

Carioon Capers

The sounds and graphics im-
part enough Looney Tunes
charm to keep you playing.
The theme music races faster
and faster as the clock winds

0033090,

PROTIP: Quickly explore the
irees of Stage 2’s Surely Wood
io find lots of hidden goodies.

011460

PROTIP: As you race through the
levels, listen for audio clues
that tip you off to threats from
rapidly approaching enemies,
such as these falling bombs.

down, and the few sound ef-
fects and voices add cartoon
atmosphere. The back-
grounds, though colorful, are
fairly basic, and enemies are
unimaginative.

The easy challenge is on
par with the rest of the game.
Novices may enjoy the cheer-
ful gameplay, but cartoon
appeal and a fast-movi
mouse don't add up to a
must-have this holiday sea-
son. Sonic is still the king of
16-bit run-n-jumpers. @

Speedy Gonzales in Los Gatos Banditos
By Acclaim

$64.95

8megs
Available now
Action/adventure
7 stages

1 player

Side view
Multiscrolling
ESRB rating: Kids
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ﬁ-& With a pretentious
WV title like Space Hulk:

Vengeance of the Blood Angels,
you'd expect a serious yet en-
tertaining game. As it turns
out, the gameplay is just as
long and arduous as the title.

Hell’s Angels

The game, based on the 1993
PC title, is about a contingent
of Imperial Space Marines
called the Blood Angels. They
have boarded a derelict ship
called the Space Hulk, where
packs of killer aliens called
GeneStealers have set up
shop. They want you to leave
the ship alone.

Your Terminator Marines
are equipped with a set arse-
nal of weapons. Some have
rifles, some have flamethrow-
ers, and some have assault
cannons. You won't find addi-
tional armaments.

The GeneStealers possess
incredible intelligence (how
the ship strayed off course is
a mystery), but their attack
pattern is simple - it's called
the bum rush. They gang up
on you in droves, usually

Space Hulk: Vengeance
of the Blood Angels
(By Electronic Arts)

Doom de doom doom...

Space Hulk looks great

for a Doom clone, but it
plays like a lost rat in a maze.
If you're up for a pretty hellish
fight, start shootin’.

1 player
Firstperson view
Record save

D
Available now

hen an alien is rush-
ing down the hall, find the
sweet spot where the bullet
connects for a kill. Keep your
gun locked in that position as
you move down the hall, Re-aim
your gun whenever you change
your Terminator’s position.

]
e
s
=

pon & w |
PROTIP: Place your Terminators
at hallway turns but not at four-
way intersections. It’s too easy
for GeneStealers to bum rush
you from all four sides.

r
PROTIP: Don’t shoot these orbs
or you’ll die! Instead, get near
them and press Button A to pick

face with an alien, press Button
B to parry an attack, then press
Button A to electrocute them.

catching you unaware. Before
you know it, you're up to your
eyeballs in aliens.

Unfortunately, your Termi-
nators are slow and bulky, and
sometimes even your weapon
has trouble finding the target.
If a GeneStealer gets behind
you, have him notify your
next of kin.

What the Hulk?
The visual show is great. The
fully ray-traced GeneStealers
look impressive, and the gore
sticking to walls after a direct
hit is gooey enough for an
adult rating. All the levels look
the same, however, and there’s
little variety in the enemies.
Crystal-clear sounds, like
flames roaring through a pas-

sageway, are very effective.
There are also tons of voice
overs, which are kind of
creepy. Hearing the person in
charge of the mission laugh-
ing maniacally and screaming
“This is for Ezekiel” really
makes your skin crawl.

Doomed

If Space Hulk were faster and
less complicated, it might
have been a truly formidable
3D0 action disc. But throwing
technical missions and multi-
ple Terminators into the fray
only serves to clog the alien
homicide with hulking game-
play. If you want to think be-
fore you shoot - and think a
lot - then maybe this Blood's
for you. &

PROTIP: Shoot in small bursts.
Excessive shooting makes the
gun overheat and jam.

GAMEPRO « November 1995

any large room first, then flame
the room. Send in a shooter to
mop up.
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It seems only a few of you could master Scary
Larry’s Haunted House, but it’s not over! Do you have
the skill to escape from Scary Larry’s Haunted
Barge? If you have what it takes to get through Scary
Larry’s Haunted Barge alive, you can he eligible for
the Top o’ the Tomhstone ...Beware, it’s much
tougher than the Haunted House!

To be eligible to win, you must get off of Scary
Larry’s Haunted Barge alive with the fastest
score. For the top five scores, we will feature
your name and your score in GamePro AND
send you a GamePro t-shirt!

For the Grand Prize winner, you must get off of

' Scary Larry’s Haunted Barge alive with the
fastest time. The Grand Prize winner will
hecome the “King of the Crypt” and get their
name, score, and their PICTURE in GamePro
PLUS a GamePro t-shirt!

Costs $1.29 a minute and
calls average six minutes in
length. Available to touch- \ Jerry Gordon

8. orj Y I’%’? Mus

- 8.01 minutes .23 minutes

tone and rotary phones. R
~ Ryan McConnell - Steven Simeone

Be sure to get your parent’s permission to call Scary Larry’s - 8.85 minutes 9.43 minutes

Adventures if you are under 18 years of age. Messages subject e :

1o change without notice. A service of Infotainment World in Josh Brill

San Mateo, CA. 9.01 minutes




By Air Hendrix
A port of a popular
' game, Daedalus
Encounter takes you on a
dazzling outer-space voyage
fraught with puzzles, gorgeous
graphics, more puzzles, a fas-
cinating story line, and even
more puzzles.

Space Blast

As Daedalus begins, you're
confined to a life-support box
and set out with Ari and Zack
(played by Tia Carrere and

Christian Bocher in strong per-

formances) to scavenge from
space wreckage. When a colli-
sion strands you on a seem-
ingly deserted alien ship, ex-
ploring the mysterious craft
is the only way out. You ac-
company your pals by means
of a tiny, floating probe with
handy features like a sensory
array, laser, and so on.
Armed with more than two
hours of live-action video,
Daedalus’s stunning graphics
are as compelling as a big-
budget Hollywood flick. The
footage of the actors flows
smoothly with only a touch of

3D0 Game ProFile
The Daedalus

Encounter

(By Panasonic Software)

The captivating graph-
12> jes and story line in this
= live-action-video ex-

travaganza will dazzle puzzier

buffs and science-fiction fans,

but don’t expect intense game-
play.

Graphics  Sound

FunfaciorChallenge

@) a0s,

fisiabe

Multiple views

4 save slots

Notrated by the
ESRB

B0 A

§79.95

400s
Available now
Action/puzzle
1 player

300 rating: 12

nal sci-fi scenery will take
your breath away.

The superb sounds effects,

such as the liquidy slosh as
the alien doors open, build an
impression of otherworldli-
ness that immerses you in the

story line. Intense, dramatic
music firmly sets the mood
for each scene.

Wax Wings

Gameplay’s in short supply,
though. You progress by com-
pleting puzzles and tasks,
such as aligning colored tiles
or gunning down a swarm of

GAMEPRD o

graininess, and the phenome-

PROTIP: Once you catch

o on
ctivate your
a plumim L

PROTIP: Many of the locks, puz-
Zles, and other secrets on the
alien ship are activated by light.
Try every color on the muttilight
transmitier when stumped.
aliens. Each obstacle is fol-
lowed by an engrossing cine-
matic sequence that carries
you deeper into the plot, but
you rarely interact with any-

November 1885

thing until the next
puzzle.

At first, the
story’s absorbing
enough that all that
time just holding

your controller
doesn’t matter,
but the intensity
fades too quickly.

If you aren'ta

diehard puzzle

fan, the alien
landscapes start to look the
same, and the plot focuses too
much on exploring and too lit-
tle on exciting developments.

iately
youw'll

PROTIP: Solve this puzzle by ad-
Jjusting the symbols on the
perimeter so that every groove
iin the center symbol is filled
with green light.

PROTIP: When gunning for the
Krinn, make sure you don’t
shoot one of your friends!

The controls create further
irritations. The targeting is :
frustratingly inaccurate in the.
shooting sequences, and
tering the complex probe
mands too much study.

Fun Encounter
Despite its flaws, Daedalus
supplies enough intrigue to
engross even action gamers
at first. How long you last de-
pends on how interested you
are in puzzles with a sci-fi
twist. Daedalus is definitely
worth a look. [
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Iron Angel of the Apocalypse! He's back... *

* ..mad as hell and armed to the teeth! =3 -
Join in a three-way fight to the finish ; / 4 \
with the multinational police force SCR 4 "
and with the Android, who wants only
one thing... v

...Revenge!!l

© 1995 SYNERGY, Inc. All rights reserved. For Information call 1-800-734-9466

* Multiple Gameplay Modes

- Battle Maze ;
« Outer Space
+ Air Cycle Racing

+ Outrageous Storyline linked

by amazing movie segments
A formidable army of devious
Motoid enemies

3DO, the 3D0 logos and
Interactive Multiplayer
are trademarks and/or
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of The 3DO Company
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- NeoeGeo

As the old saying
goes, you can't have
everything. The King of Fight-
ers 95 gives you almost every-
thing, and while it makes some
much-needed enhancements
over last year's model, it has
also opened itself up for a few
complaints.

Team Edit Mode
The best feature this time is
the Edit mode, which enables

PROTIP: If a fighter is being pul-
verized, simultaneously press

Butions A, B, and C fo get help
from a teammate.

PROTIP: You can do a Super
Death Blow when your life bar
if flashing or after you charge
the POW bar at the bottom of
the screen.

NeoeGeo Game ProFile
The King of Fighters '95
They’re back! In this
year’s contest, a few
been added - like new fighters
and an edit mode that lets you

(By SK)
E new elements have
pick your teams of three.

Goplics  Sond  Conlol  Funfacor Challenge

alalew

Fighting
2 players

Price not available
250 megs
Avallable now

you to handpick your teams
of three. You choose from 24
brawlers and put together a
formidable trio (like Ryo, Eiji,
and Mai).

Additionally, a new group
replaces '94’s useless U.S.
team. This one consists of Eiji,
the awesome ninja from Art of
Fighting 2; Billy Kane of Fatal
Fury fame; and an original
character, lori, who has moves
similar to Kyo, the veteran
fighter from '94. These new-
comers are a welcome pres-
ence and make you wish that
Chin, Chang, Choi, and some
of the other original fighters
had been replaced.

Similar Graphics
KOF 95 didn’t improve '94’s
graphics, it just added to
them. Fighters have new vic-
tory poses, new stages, and a
few new moves, but the game
doesn’t look better. Some of
the new stages are exciting
(like the slow elevator ride in
the Art of Fighting stage) but
others are bland (Fatal Fury's

§o*

New Bosses

S
New Moves,
New Looks

GAMEPRO « November 1885

PROTIP: Simultaneously press
Buttons B and € to taunt your
opponent and keep them from

charging up their POW bar.

waterfront). And Mai is still
very bouncy.

The control is excellent.
Quarter- and half-circle mo-
tions are extremely respon-
sive, and the ultimate death
moves are easier to pull off in
a clinch. Longtime Fatal Fury
fans will also be relieved to
find that Terry, Andy, and Joe,
have moves that had been re-
moved from Fatal Fury 3 (like
Terry’s Lightning Tackle).

The music is as good as
before with fresh brawl-en-
hancing tunes that range from

P
You get 24
three, or,
own team|

PROTIP: Be careful when si
stepping an opponent - you're
temporarily vulnerable when
you step back in.

New victory screens
Jjazzy to creepy. All the smacks
and grunts are still there, and
super-combo death moves
sound like a machine gun of
slaps. Unfortunately, Athena
sounds shrill and annoying this
year - quite a change from last
year's cute, giddy voice.

’95 Is King...for Now
KOF '95 is one of the best
brawlers out there, especially
with the Edit feature that
creates endless possibilities.
Let's hope for a real all-star
lineup in 1996. 1

fighters grouped in teams of

4se the Edit function to make your
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"The best reason to own a PlayStation"
Ltimate Gamer
"Wild, stomach-twisting driving"
- Game Pro
"With WipeOut, the future really is now"
— Die Hard Game Fan

-6 real-time 3D tracks

-8 Anti-Gravity craft

- Multiple strategic weapons
- Link-up cable option

- Cool sounds & FX

- Totally killer graphics
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PGA 96 Revolutionizes Golf

POR Tour 36 pygyStation

By Air Hendrix

The PGA Tour series reigned on
the Genesis as the unparalleled
king of golf sims, and EA Sports
unleashes that same magic for its
first PlayStation title. With spec-
tacular graphics and amazingly
comprehensive controls, PGA
Tour "96 immerses you in intense
armchair golf.

Masterful Golf

The bad news first: PGA 96 pro-
vides a mere two courses (River
Highlands and Spyglass Hill),
whereas its predecessors offered

trol setup that enables
you to construct any
possible shot. With total
precision, you decide
where the club hits the
ball and adjust the accu-
racy, power, draw, fade,
and backspin. The 3D
display for your swing
even follows the path the
club would travel in real
life. A handy shot-plan-
ning feature lets you pin-
point exactly where you want
your shot to land.

Other strong features solid-
ify this game. Choose from
Stroke, Skins, Tournament, and

PROTIP: The traps severely affect
your accuracy, so don’t go for a
power shot from the sand.
up to six. But everything else
about this killer game will make
your jaw drop in awe.

At the top of the list, EA
Sports unveiled a sweet new con-

PROTIP: With chips and other shots
that land on the green, plan for a
long roll on the green’s surface.
Practice modes, and play as one
of 19 pros (such as Craig Stadler
and Andrew Magee) or create
your own amateur character. You
can also pack your bag with your

Asi LoyE
V7o pindisyds s it below

(BN

Lie Taa

PROTIP: If you're going for power, peg the ac-
curacy dead-on, or your shot will be wildly off.

own selection of clubs and adjust
the course conditions, such as
weather and speed of the green.

Graphical Eagle

The phenomenal digitized graph-
ics continue PGA’s winning
streak. Each lush course portrays
tree-lined fairways and sandtrap-
encircled greens with remarkable
realism. Better yet, the terrain is
truly three dimensi

The yellow arrow lets you precisely

calculate the distance and placement
of your shots — assuming you hit the
ball accurately!

bird chirp or crashing wave, but
you can turn them off if you
choose.

Hole in One

This disc’s strikingly deep ap-
proach to golf easily overcomes
its shortage of courses. With three
difficulty levels, PGA *96 will
satisfy your golfing itch for quite
some time. @

so you'll chip over small
hills and putt down dras-
tic drops.

The fluidly moving
sprites were created from
digitized video of all the
pros in action, so you’ll
instantly recognize fa-
miliar faces and their in-
dividual characteristic

marizing its history and features.

Sharp full-motion-video clips show  Detailed fly-bys show you the
you around each course while sum- nooks and crannies of each hole.

106

GAMEPRD o

- Tom Kite
even sports his trade-
mark hat. Other graphical stand-
outs include full-motion-video
clips that showcase each course
and detail the career of each pro.
In the sound department, the
announcer whispers the situation
on the green, lending a TV-like
sense of authenticity. The clear
ball and club effects are occasion-
ally drowned out by a distracting

November 1985
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PROTIP: Always add a little extra distance to
putts so you don’t come up short on an easy shot.

Goplics Snd  Conkol  Funfacr Challenge

o @eBw

2courses

Multiple views

ESRB rating: Kids to
Adults

$50.95
)

Available now
Golf

4 players




Shred the Streets with Extreme Games

ESPN's Extreme Games

By Air Hendrix ﬂﬂﬂshhﬂﬂ
Following in the tread marks of
Road Rash, ESPN’s Extreme
Games broadens the racing-combat
genre. Based on ESPN’s televised
competition, this disc doesn’t push
the limits of 32-bit graphics and
gameplay, but it does take you on
a thrilling ride.

Rowdy Racing

The exhibition or season competi-
tion begins after you select one
of 16 characters and your equip-
ment — a mountain bike, street
luge, skateboard, or in-line skates.

PROTIP: On the bike, pedal hard
through straightaways and coast
through turns to maintain top speed.

PROTIP: When you're moving slowly, keep
up a flurry of Kicks to both sides to keep from

being passed.
As you thrash through the streets
of Lake Tahoe, San Francisco,
Utah, Ttaly, or South America,
your opponents ride all four sets
of equipment — and they greet
you with punches and kicks.
Strewn with obstacles like
hay bales and tires, the tough
courses are also packed with
ramps for jumps and slalom-style
gates that you pass through to
collect cash, earn points, and un-

lock secret passages. Grab enough
green, and you can upgrade your
gear for speedier stuff.
Pummeling through the
pack and bagging major air off
the ramps makes for wicked fun,
and the mostly solid controls re-
spond well during the varied ac-
tion. Achieving top speeds, how-
ever, requires the right mix of
accelerating and crouching in an
aerodynamic tuck. Mastering this
skill is a tough task that’s made
harder by a small speedometer
and rocky scrolling that inaccu-
rately reflects your

Even worse, Road
Rash vets who are ac-
customed to fighting
through ever-lengthen-
ing levels will be dis-
appointed by the short-
age of new territory:
Extreme’s five courses
are all you get. Despite
these shortcomings,
getting to the front of
the pack is a heady, in-

PROTIP: In Utah, swerve to the left
after the second set of forked roads
to find a speedy secret tunnel.

PROTIP: When you hit a blue gate that clears
out a long section of blue barriers, be prepared
for the last few barriers to roll in on you.

rapidly changing speed.

tense ride that will definitely en-
0SS you.

Smashing Scenery
In the graphics department, re-

spectable digitized courses send
you through winding urban

A
PROTIP: In San Francisco, hit these
big ramps to jump the cable cars, or
you'll crash for sure.

PROTIP: Hold the Go button until
your speed levels off, then use the
Crouch button to accelerate more.

streets and beautiful, remote
mountains, but many details are
glazed over with a tad too much
pixelization. The well-detailed
sprites and obstacles keep the ac-
tion realistic, though some of the
animations stutter a bit.
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PROTIP: In South America, hit the
third blue gate inside the tunnel to
open up a cash-laden tunnel immedi-
ately to the left.

Extreme’s sound doesn’t
make a loud splash. Your various
vehicles are outfitted with realis-
tic effects that keep you inter-
ested, but the grunts and thumps
of combat sound muffled.

Road Tested

Extreme isn’t the deepest racing
game ever made, but its fresh
take and fighting edge make it
worth a serious look. Besides,
where else can you crank your
skateboard up to 60 mph? &

By Sony Compurter Entertainment
Gaphis  SondComl Fufoctr Culerge

B)B)8 w

Price not available 5 courses
0 Behind-the-racer view
Available now Save fealure

Racing

ESRB raing: Kids
2 players to Adults
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NHL All-Star Hockey Truly a Saturn Rookie

NHL All-Star
Hockey

By Tommy Glide

Sl

Despite some nice full-motion
video and plenty of options, NHL
All-Star Hockey fails to deliver
the real goods — quality next-gen-
eration graphics and gameplay.

Boards and Awards
Plenty of bells and whistles high-
light this first Saturn hockey
game, beginning with a high-en-
ergy music video of hard-hitting
NHL clips. Other extraneous fea-
tures enable you to view NHL
player cards and look at all the
League’s trophies.

With two multi-
player adapters, up to 12
players can now simulta-
neously join in the ac-
tion, but adding more
than four players seri-
ously decreases your in-
volvement. The game in-
cludes standard hockey

Y

pe

Xt
etrsotnce 200

PROTIP; Look to cra:
Labou to give you advice about the
mistakes you’re making.

hip, or shoulder check and dive in
front of the net. The controls
don’t feel that tight, however, and
the players quickly lose their
speed, giving you the feeling
you're playing a slow, clunky 16-
bit game.

features such as Exhibi-
tion, Season, and Playoff
modes, team and line
editing, and the ability to trade
and create players.

But when you finally get to
the gameplay, you may not find
all that you're hoping for. The
control in NHL resembles that of
EA Sports’ 16-bit games: You get
a different button for speed
bursts, wrist shots, and slap shots,
while on defense you can poke,

PROTIP: Want to find out who's the
best at putting the puck in the net?
Look under the League Leaders
stats, and you'll get an idea as to who
you want shooting for each team.
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PROTIP: When your opponent nears your net
with the puck, use Button A to lie down your
defenseman in front of him.

e the game-
play, this trading-card feature lets
vou check out the pros.

Checked Out

The biggest disappointment in
this game are the graphics. The
characters look so bitmapped that
you’ll wonder if you wandered
back into a 16-bit arena. While
the rink looks three-dimension-
ally rendered, the sprites certainly
do not, and their blocky anima-
tions fall far below 32-bit expec-
tations. On the bright side, the

PROTIP; One-timers are the key to
scoring. Aim with the directional pad
and press Button B to pass to your
open man, then quickly tap Button C
to fire off a one-timer slap shot.
changeable perspective, which
features nine camera angles and
smooth zooming effects, should
appease those who always say
they’re getting bad seats.

With great crowd effects,
music, and some commentary
from Marv Albert, the sound is no-
ticeably CD quality. The opening
music track, “I've Got the Power,”
will get you psyched to get on the
puck. And those familiar organ
tunes are finally simulated with the
clarity they've deserved since they
began appearing in hockey games
several years ago.

Penalty Shot

Many parts of this disc replicate the
real hockey experience and give
gamers added looks at the NHL.
Unfortunately, this sim just lacks
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PROTIP: Diehard hockey gamers
should select their own line changes.
If you are down points at the end of
the game, this gives you the option of
pulling your goalie.

The full-motion-video intro is the
best sports-game lead-in of all time!
the fast, furious fun associated with
the game. Unless you’re a hockey
freak, wait for another Saturn
hockey disc to hit the ice. &

Grapics  Somd

e

%)
Available now

Multiscrolling
ESRB rating: Kids
to Adults

12 players
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Only on Super NES®

NBA Live 96 Is
Fantastlc'

NBA Live ‘%6 /Super
By Johnny Baligame IES
EA Sports brings fast-paced,
slam-dunking, five-on-five action
to the SNES with its latest in the
Live series, NBA Live '96.

Fixed in *96
Live "96 is bigger and badder
than previous versions on the
SNES, and it’s the first to be
comparable to the acclaimed
Genesis versions of the past. New
improvements include the ability
to create your own player, per-
form one-on-one moves, and use
on-the-fly play calling. Two new
expansion teams, trades, and the
full-motion diagramming of
plays, which enables you to leam
exactly how to execute and mas-
ter both offense and defense like
areal NBA coach, are also in-
cluded.

Excellent player control en-
ables you to drive to the hoop for

PROTIP: Use your point guard to
drive to the hoop and penetrate the
defense. When other defenders con-
verge, kick the ball out to the open
man for an easy bucket.

~OFFENSIVEPLAYE~

BASELINE DRIVE
MIDDLE DRIVE
POST [NT

POST ENTRY Hic
SCHNSCREEN Acc
DOWNSCREEN REJS
DOWNSCRECN FADE

PROTIP: Watch the full-motion dia-
gramming of plays to find the pair
that best suits your team’s style. For
example, run the high post with the
Magic and feed the ball to Grant.
up, but the few new animations,
like tip slams, are noticeable only
to those who have studied hard
on Live '95.

‘The authentic on-
court sounds are coupled
with a jammin’ sound-
track to get you pumped
up before the game. New
crowd chants and the
beat of “We Will Rock
You” will motivate you
to drive the lane.

PROTIP: After getting a defensive rebound, Above the Rim,
pass the ball up the floor to one of your quicker Again

men, then use the Turbo button and take it all
the way to the hoop for the dunk or lay-up.

a vicious rim rocker or dish the
ball at the last moment to the
open man. However, it takes far
too long to launch the ball with
the open jump shot, giving your
opponent plenty of time to swat it
back in your face.

Graphically, enlarged sprites
and a more detailed court help
'make the game a winner. Even
the fans are noticeably touched

The furious pace, along
with NBA realism and a
noticeable improvement over
Live '95, make NBA Live '96
the only worthy basketball game
for SNES hoopsters. &

12 meg Yi-overhead view
Anlllnla October ESRB rating: Kids
[
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Emmitt Smith Calls
His Own Plays

Emmitt Smith
Football

By Slo Mo

Emmitt Smith charges onto the
SNES with a custom playbook
and excellent running skills. Not
only does Emmitt take on John
Madden Football, he actually
takes from John Madden Football.

Mad About Madden

Overall, Emmitt Smith fields a re-
spectable 16-bit football game.
One or two players can play via a

5 RO
Emmitt uses a typical behind-the-
offense view.
PROTIP: When the ball carrier
runs, hit Button A repeatedly for a
shoulder block move that makes him
move faster!

typical behind-the-offense view
of the field.

Since the cart lacks an NFL
license, you get Smith and all the
NFL cities, but that’s it. Emmitt
doesn’t even sport Cowboy duds!

The graphics resemble early
versions of Madden Football.
They’re fair with slightly jagged
sprites and choppy animation.

The sounds hold their own.
Constant crowd cheers, grunts,
body crunches, and a nondescript
announcer do their duties.

The playbook interface steals
unabashedly from Madden Foot-
ball, even using the same names
for formations and plays. For ex-
ample, you pick specialty teams
like Hands, Fast, or Big; forma-
tions like Pro-form, Near, or Far;
and plays like Cross Pass or Toss
Left. The proven interface works
well, but can they do that?

12

PROTIP: When you design your
first offensive plays, just concentrate
on attacking basic formations like
the 4-3 defense. If you try to beat
special blitzes and other nuances,
you'll be lost for days.

The cart’s highlight is a Play
Editor feature that lets you create
and save 64 offensive and defen-
sive plays. With slow point-and-
click controls, you designate
blocking assignments, pass
routes, and running formations
for any player.

Emmitt Benched

Emmitt makes a good training
camp for 16-bit football. How-
ever, for hardcore players, Mad-
den Football, NFL Quarterback
Club, and Super Tecmo Bowl of-
fer better-looking, faster games —
with NFL licenses to boot. For the
first time in his career, Emmitt
Smith is a second stringer. [

PROTIP: On any toss play, such as
a sweep, make the running back run
as fast as possible before he has the
ball. No matter how far away he is
from the quarterback, he never
drops the toss.

Price not avai
8me Behind-the-lne view
Available now ESRB rating: Kids to
Football Adults

GAMEPRD o

Tecmo Super Bow! Il
Final Edition

By Slo Mo

Super Bowl IIT gets pretty good
mileage out of the NFL with

all 30 pro teams, actual team
colors and logos, and real player
names. While it lacks pro-style
playbooks, the arcade-style action
surprisingly doesn’t suffer from
the relatively scant 32 offensive
and defensive plays (including
four audibles).

Double-Team This Cart

You can play one- or two-player
games. Single-player contests pit
you against the feisty AL in Pre-
e T T

quarterback like Young, Aikman, or
Marino? Pass, baby.

Tecmo Super Bowl fans will recog-
nize this familiar gameplay view.
season, Regular Season, or Pro
Bowl games.

However, Super Bowl III's
a blast in two-player mode. Each
player must use the same offen-
sive plays. On defense, you can
try to guess the play your oppo-
nent’s running to stuff the offense
in a big way.

Super Bowl spruced up its
visuals. The gameplay view’s a
sharp, overhead side view that
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Tecmo Back in the
Super Bowl

centers on the line of scrimmage.
The total view is about 30 yards,
so deep receivers run off the
screen, which is a pain for defen-
sive coverages.

‘The sounds aren’t pro caliber.
The tunes have energy, though,
and the effects don’t fumble.

Fierce-fingered football fans
might pull a misdirection play
with the controls. On defense,

PROTIP: If you play middle line-
backer, blitz the gap whenever it
opens during a pass.

PROTIP: During long runs, CPU
defensive players are suckers for
cutbacks.

you can’t switch to the player
closest to the ball. It's also tough
to quickly pick a receiver because
you must cycle through all those
eligible.

Super Bowl fields a great
team of extras. The Superstar Edi-
tor enables you to build offensive
players by divvying up energy into
eight categories like running speed,
body balance, and hitting power.
The cart also stores season stats for
five team-data categories such as
team rankings and NFL records.

Simply Super

Super Tecmo Bowl makes the
playoffs. It's easy to play and a
gas for two antagonists. If you're
looking for a Super Bowl party,
tune in to this cart. [

s
S@I@E
DElels
ks
$69.95 2 players
16 megs Overhead side view
Available now ESRB rating: Kids
Football 10 Adults
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Foreman Fakes It
On the SNES

Foreman
For Real

Super

By Greasy Gus IES
Pad-pounding pugilists excited to
get ahold of George’s latest game
will be a bit disappointed. A
school bus full of Don Kings
couldn’t generate any excitement
for this fight.

Gloved Beauties

Foreman brings standard boxing
options into the ring. Fight an ex-
hibition match where you can
play as George, enter a tourna-

PROTIP: To keep your energy level high, you
must use your feet. Create some breathing room
when your opponent comes in with a flurry.

ment, or begin an illustrious box-
ing career. In the Career mode,
adopt any one of ten boxers
(there’s no “create your boxer”
feature) and earn higher rankings
until you get your shot at Fore-
man and his belt.

Controlwise, the gameplay’s
faster here than it is on the Gene-
sis, but it’s still slow and lacks
the excitement fight fans have
come to expect. Combo punches
feel easier, but the fighters seem

PROTIP: When selecting your next
opponent, study their attributes.
Sometimes a higher-ranked boxer
poses less of a challenge than the one
ranked immediately above you.

114

111

. Tewiner Bdbice

22T

... 4

{0 your cornerman.
His advice is usually helpful.
reluctant to duck when you went
them to.

George and his many chal-
lengers look more at home on the
SNES than the Genesis. While
the ring is the same stale back-
ground that it is on the
Genesis, the rendered
characters are more de-
tailed and more 3D in
their appearance. As
smoeth as they are,
they still don’t show
visible signs of damage
as the fight progresses.
How real is that?

In the sound depart-
ment, rowdy crowd
noise, an effective round bell, and
solid punching effects are pleas-
ing to the ear. However, the ref-
eree’s voice is dull, and the crowd
doesn’t get louder or more ex-
cited when there’s a knockdown.
How real is that?

Not Really, George

Once you've seen your oppo-
nent’s head snap back from the
weight of your blow, the game
loses its punch. Stick to the car-
toony Super Punch-Out! and Rid-
dick Bowe Boxing for better ac-
tion in the ring. &

Foreman For Real by Acclaim
Goplics  Soud Connl _Funfackr Challenge

SleEE o

$74.95 Multiple views $59.95 Multiple views
2 megs e oy Rendered Contenders 2moe Sl ol

ailble ow sswords ; ailble now asswor
Boxing ESRB rating: Kids George and his challengers have Boring ESRB rating: Kids
2 players o Aduls Beantilut o o 2 players o Adults’

Foreman
Starves
Genesis
Gamers

Foreman
benesis

For Real
By Tommy Glide

Some call him “Hungry George,”
and that’s an apt description be-
cause this game bearing the
champ’s name won’t entirely feed
your boxing need.

Cheez-Burger Champ
With a Tournament, Exhibition,
and Career mode, George brings
standard boxing options to his
game. In the Career mode, you
select one of ten contenders with
different attributes and begin in
the 19th spot on the road to de-
throning Foreman. The round
numbers and round lengths are
customizable, there are three skill
settings, and up to 15 players can
enter the tournament.

Stiff gameplay hinders this
cart. You start with three effective
super punches, and one is replen-

PROTIP: In the Career Mode,
Hoffman is a good choice for his speed.

ished after every round. Other

than your programmed combina-
tion or rapidly throwing jabs, true
combos are almost i

“The Dragon”

PROTIP: When pl
teur level, you can
king away, then

repeated left hooks.

PROTIP: If you are taking hits, the
super punch works as an effective
counter, but try to save them to
knock down your opponent when his
strength is low.

dered to make them the finest-
looking boxers to hit the Genesis.
While they look sharp, their lim-
ited animations and poor knock-
down visuals keep them in the
cormer.

Unlike the graphics, the
sounds are a total nightmare. The
average music severely drowns
out the sound effects in
each fight. You won’t
hear the ref count on
knockdowns, the punch
effects sound like bad
kung fu noises from '70s
films, the crowd’s silent,
and the round bell sounds
like someone tapping a
children’s toy piano.

The bottom line is
that the do-or-die thrills
found in Greatest Heavy-
weights and Toughman Contest
just aren’t here. You'll want to
send this out-of-shape Foreman
back to training camp. &

The slow fighters show no sign of
injury as the fight progres
you have to pause the game to
check out your damage graph.

S —

Foreman For Real by Acclaim
Gophics . Sound Cool _ FunfackrChallenge
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Fleer METAL Football
+ Hits Th;_is Fall.
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YIn the Premiere Edition
of Fleer Metal Football,
all 200 basic cards and
all three insert series
feature hand-engraved
metalized foil, giving
each card a unique look.
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Gretzky Eats the
Boards on the SNES

Wayne Gretzky and
The NHLPA All-Stars

By Air Hendrix g

ting gamers may find mo-
Gretzky cart, but hocke

shudder. Since both

find more satisfying

where, this mixed reaction earns
Wayne a trip to the penalty box

All-S

On this ice, you'd better be pre-
pared to fight better than you
skate and shoot. Defense and of-
fense don’t require fancy fa

work or strategy, just repeated
checking. Despite its speedy

that requires skill (passing, setting
up offensi ) in real
hockey sims.

Of course, if you want to
kick some ice, this game will
quench your bloodlust. An Intim-
idate command lets you pick
fights, and you can instruct your

, rough,

. With only a

After you duel it out in this sharp

-off view, prepare for a sudden,
disorienting shift to the normal side-
view action.

super,

|
|
|

| PROTIP: During fights, use the uppercut as of-
| ten as possible for maximum damage.

punch and an uppercut, though,
even the fighting’s too simplistic.
In terms of hockey trap-
pings, Gretzky’s well equipped.
Choose from all 26 NHL teams

Connecting with a Super
Check will always get you the puck.

al teams, then hit

ff, All-Stars, and
Season modes. Al-
though the respon:
controls let

tures like one-timers and
goalie control are no-
ticeably absent.

Gretzky Dethroned
Graphically, nice full-
motion-video clips high-
light intense moments, and Gret-

s gameplay looks sharp at

lance with large sprites and

several nifty views. Once in mo-
tion, though, the poorly animated
sprites seem to float rather than
skate, greatly detracting from the
realism. With muffled, unrealistic
effects and idiotic music, the aw-
ful sound buries this game for
good.

At the final whistle, Gretzky
gets caught trying to do two things
at once — and fails at both. Steer
clear of this confused cart. @

4players
16 megs Multiple views
Available now ESRB rating: Kids
Hockey o Adults

Advertisement

ONE Skvegy ¢ ATURN:

Bits. Polygons. MIPS. Labels. Sega Saturn
isn’t about labels. We could
spend all day talking about how it shares the
same architecture as $20,000 LAZ
arcade systems, and how Sega Saturn pumps the
Fil JU WITHOUT hottest arcade titles straight to
your reflexes for a fraction of the cost. We could

goonand onabout FVER

how its gameplay experience grabs you and

pulls you in, but all those words still don’t tell you what the

Sega Saturn experience is really like.

To understand that, you have to find out for yourself.
JAUC { .Don’t be lazy.
Don’t accept somebody else’s definitions.
Even ours. While we use Wit
phrases like “the best games are only on Saturn,” and
I “this Christmas, Sega

will have the most electrifying library of exclusive

games on the planet,”
you should form your own opinions from first-hand experience.

Then you'll truly know what it’s like on Saturn.

SEGA SATURN’

GO THERE.
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ByMaloerka s

As it did with Lunar: The Sil-
ver Star and Popful Mail,
Working Designs has wisely
translated to the U.S. market
another long-awaited RPG that
was previously available only
in Japan. Lunar: Eternal Blue
gives the Sega CD a winner -
and a much-needed shot in
the arm.

lling
You don't need the first Lunar
under your belt to understand
this sequel. The few allusions
to the Silver Star game are
kept to a minimum. Eternal

PROTIP: Tnuch the blue shm
and your magic and health will
be fully replenished,

Blue uses a familiar RPG play
scheme: Travel across a
planet; fight monsters; gain
money, expetience, and
magic spells; and meet inter-
esting people - very interest-
ing peaple.

The story is long and en-
grossing, if a little sappy. The
characters engage in colorful

Lunar: Eternal Blue by Working Designs

$62.99 1 player
0 ESRB rating: Kids
o Adults

Available now

dialogue, especially when the
trash talk starts flying.

If there’s a fault with Eternal
Blue, it's in the straightforward
gameplay. Aside from the
mazes you must traverse in
most of the castles and other
areas, you're basically told
what to do and where to go al-
most every step of the way.

The otherwise first-rate con-
trols fall prey to just one fault,
which appears when the group
is walking. In some areas it's
easy to get strung up and un-
intentionally cover too much
ground. This usually results in
a ﬁght you didn’t want.

Excellent Ginemas
And Music

The graphics are a mixed bag.
Your venture across the land
is marginally exciting, with
tiny characters that are often
dwarfed by gigantic bosses
and other monsters. The cine-
matics, however, are fantastic,
especially the dynamite open-
ing that consists of clean, very
smooth cartoon animation.
Unfortunately, most of the cin-

ematics in the storyare
short, with brief snip-
pets of characters talk-
ing or making threats.
Only a few, like the con-
versation between Lu-
cia and Hiro on Leo's
ship, are long enough
to make good use of 2
this awesome element. Excellent graphic
The music is beauti- MMMMMW”"”
ful, though some pieces can be
—

g%

= mmmpm of these four
m:n mﬁm WigPT. Pvomies; (80 ke you big
rest will fall Iross et o

monotonous. The voices are

+ equally excellent. The good
sound effects include loud
crashes and other battle noises
that are particularly effective.

Eternal Challenge
Eternal Blue could appearto
'some as “just another RPG,"

PROTIP: In the haunted house,

tHorf but the epic scope, appealing
mﬁﬂl‘& ,,mf Bm:z:"mm;,e characters, and excellent cine-
Susie Death spirits, and the matics make it much more.

Any RPG fan looking for a
lengthy, satisfying trek should
check out Eternal Blue. @

ey
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This is the first installment of
our step-by-step guide to
Square Soft's masterpiece that
spans the ages. We have tried
to be as basic as possible, yet
cryptic enough not to ruin the
fun. Even so, we couldn’t
avoid putting in some spoil-
ers, so we suggest you don’t
read any of this until you're

truly stumped. Okay? Fromthe mountain, head to

Guardia Castle, meet the
princess, and set off for the
Cathedral.

Strategy Guide

Meet Frog, fight Yakra, and
rescue the princess. Return
her to the castle, then find Na-
dia in Leene’s room.

Go from Leene Square to
CGuardia Castle. Remember
everything you did back at
Leene Square? This is where
your actions are scrutinized.

Check out everything in the
Square. What you do here af-
fects what happens later. Af-
ter enjoying the festivities, go
see Lukka’s new invention.
When things go disastrously
wrong, chase your new friend
into the time gate.

Boss

Now return-home through the
gate that you used to travel to
this time period.

First, take out the head of this
boss to prevent him from

Next, go after the wheel to
avoid retaliation. After getting
out of the prison, jump to the
future through a time gate in
Guardia Forest.

casting Cure spells on himself.

CGo through Lab No..16 and
head to Arris Dome. After
passing the boss, check the
corpse for an important item.
Then, obtain an access code
for the computer system (look :
for a rat). In exchange for the
item (seeds), Doan will give
you a key.

The Guard Machine’s bits un-"
leash nasty counterattacks
when the main unit is at-
tacked. Go after the two inde-
pendent bits first, then the

main unit. (This strategy tends
to work for many bosses.)



If you can't win the race, cross
Ruins No. 32 on foot. Just
conserve your Turbo boosters
until the race’s last leg.

After getting Robo, head to
the factory site. The key to
the gate inside Promo Dome
is in the factory.

After opening the door to the
generator with the secret
code, fire up the generator
and return to Promo Dome.

The bnd of Ting

Speak to the old man at the
End of Time, then enter the
door behind you and talk with
Specchio to learn magic spells.

Mot Vg Te G
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Make your way to Melchior's
house, listen to him, then
head to Hekeran’s cave.

Boss|

Magic spells are the only ef-
fective means of fighting this
boss. Make sure you have
items for regaining MP. Jump
into a spring and you'll reap-
pear close to Lukka's house.

1 66ne Square

Check into Lukka's house oc-

casionally; her father will pre-

pare new protective gear for
his daughter.

Return to the old man at the End
of Time, then head to 600 A.D.

GAMEPRD o
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600 A.D.
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Head to Zenan Bridge and talk
to the leader of the knights.
Then return to Guardia Castle.
Talk to the head cook in the
basement and collect beef
jerky.as youexit the castle.
Go back to Zenan Bridge, give
the meat to the leader of the
knights, and cross the bridge.

Boss!

Zombor is a tough boss with
800-900-HPfor its upper and
lower halves separately. The
upper half is weak against wa-
ter spells, and the lower half
is'weak against fire spells.

?’

WYillage of Porre

600 A.D.

Chat with the people and load
up with supplies, then follow
Tata, the child hero, to De-
nadoro Mountain.

At the cave near the peak,
two brothers await with a part
of a legendary weapon.

0
s)
)
Q
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Concentrate your attacks on
either Masa or Mune. When
one goes down, they will fuse
for round two. with a fresh
dose of 3600 HP and
a mean spell. Fight
them with spells.



Strategy Guioe
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After descending the moun-
tain, visit Tata’s house. Then,
head to the forest inhabited
by the alleged monster frog
and look for a secret hideout.
Find the blade of a sword and
discover that it was made by
Melchior. Return to Melchior's
house in Medina, 1000 A.D.
Melchior needs the Dream-
stone from the distant past.
To Jeave Medina, you must
backtrack through Hekran
cave and dive into the water.

loka Village

65,000 B.C.

Travel to 65,000 B.C. and link
up with Eila. Head to loka
Village and enjoy yourself at a
feast that includes a “soup race.”

124

When you wake up with an in-

tense hangover, you will real-
ize that you've been robbed
of an extremely important
item. Head to the Maze Forest
with Eila for a showdown
against Nizbere. Before you
head back to the present,
check for items in.the hunting
grounds north of the village.
Have the village craftsmen
fashion new weapons and ar-
mor using your hunt's booty.

Nizbere is weak against electri-

cal spells. Zap him to lower his
defenses, then slug away. Re-
peat this zap-slug pattern until
he’s defeated. Watch out - he
regularly discharges the stored
electricity.

Have Melchior do some repair
work, then travel back to the
middle ages to see Frog. Hand
over the weapon and head off
with him to the Magic Cave.

‘! ; .<‘-

Before taking on Magus, put
Frog at the head of the party
and ascend Mt. Denadoro.
Position him so that he’s hit
by a stone thrown by an en-
emy. This tactic will enable
you to obtain the Gold Stone,
which does a secret three-
character move!

The End?
L3

Here you face three mid
bosses in a row, then a show-
down with Magus. You're then
thrown into a new time travel
vortex:in this epic journey.
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The first boss, Flea, cannot be
hurt by magic spells. Solution:
slug away! The next foe, Slash,
is the other way around, so
use spells.

Qzzie is atricky foe and
might have you fooled for a
while. The secret: Attack the
four chains holding uppart of
the floor.

Magus is nasty - vile black
magic and 7000 HP. Hit him
with Frog's magic sword first,
then pummel him while his de-
fenses are down. He changes
his magic barriers to render
various spells ineffective. But
that also means he’s vulnerable
to other kinds of spells. To find
his weakness, notice the spell
he uses, then hit him with the

same kind. o=



Now You Can
Eat Dirt
On The Road.

The world's first two-fisted worm hits the
road. EARTHWORM JIM", winner of DIE-
HARD GAME FAN’'S GAME OF THE YEAR
and ELECTRONIC GAMING MONTHLY'S
GAME OF THE YEAR has wormed his
way onto GAME BOY and GAME
GEAR'. This is the tightest
conversion from a 16 BIT to a
hand-held ever. Now the
head swinging, blaze blastin’
action is totally mobile.

SO YOU CAN EAT DIRT
EVERYWHERE YOU GO.

)
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EARTHWORM JM™ © 1984 SHIX INC.™ ALL

A
GAMEBOY: INC.© 1991
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By Nob Ogasawara

ast month, RPR featured 32-bit RPG titles for the Sony

PlayStation and Sega Saturn. This month, we preview
the big-name RPGs for the Super Famicom (SNES) in Japan’s
all-important RPG market.

In addition to the games described below, Quest’s Tac-
tics Ogre (the sequel to Ogre Battle by Enix) should be
ready in October, Chun Soft's Siren of the Winds (the sequel
to Toruneko's Magical Dungeon) is set for fall, and Enix’s
surefire multiplatinum Dragon Quest 6 is tentatively sched-
uled for December.

Square and Nintendo have announced a Super Mario
RPG, a 32-meg collaboration between the two industry gi-
ants. It appears to be an action RPG featuring all the play
dynamics and characters of the Mario series with a diago-
nal Land Stalker-like perspective. No release date has been
set for the potential blockbuster.

Tales of Phantasia
System: Super Famicom
Publisher: Namco of Japan
Developer: Namco
Megabits: 48
Release: Not yet announced
Genre: RPG
Players: 1
Backup: Battery
Complete: 60%

MR L
his might come as a sur-
prise, but Namco has

never made a proper RPG for

Super Famicom. Its debut RPG

for the system, however, is a

true blockbuster that weighs in

at an.unheard of 48 megabits.
Up from the original 32

megs, this cart doubles the.

magnificent FF 3in size.

Namco has put the enormous

canvas to good use by creat-

ing intricately detailed graph-

ics with a real feeling of depth.

As for the sound, a newly de-
veloped sound driver (FVD, or
Flexible Voice Driver) delivers
high-quality. reproduction of

more than 100 sampled
speeches. An intense sound-
processirig mode lets you alter
all the audio settings; includ-
ing pitch and tone.

The story, of course, has
not been neglected and fea-
tures a'grand tale of valiant
heroes rising to face the chal-
lenges created by an over-
whelming evil. The sword-and-
sorcery game design makes it
easy to get into the sprawling
epic. Fans of the genre should
clamor for a translation of this
gargantuan show of Namco's
creative muscles.




Publisher: Square of Japan
Developer: Square
Megabits: 32

Release: September
Genre: Action RPG
Players: 1

| Backup: Battery
Complete: 90%

; onfused about the num-
" bering of Square's Japan-
- ese and English RPG names?
o The first Seiken Densetsu (Final
. Fantasy Caiden on CB)was
released as Final Fantasy. Ad-
venture in English, and Seiken
* Densetsu 2 was translated to

‘the SNES as Secret of Mana. In .

~ other words, SD/SOMis an
off-shoot of the epic Final -
Fantasy series. - :

+ In‘Seiken Qghsegsu 3, the

G
S tem. The six characters in- :
* ‘clude a mage, a were-beast
System: Super Famicom athief, and wa J
~ countries who hav _wfﬁct-

ing.alliances. &
The game system generally
appears unchanged, and in-

. cludes the onscreen Ring
- command for using items,

changing weapons, and so..
on, It's unknown at this point .
whether the first SOM's up-
roarious threep%jgpﬁon
will be available; but there will
be two- and three-character
combo moves and spells.
The graphic effects for
magic spells have been en-
ed, and new spells have
added, including conjur="
pells to summon servant
pirits and monsters.
Flammy, the flying dragon,
T ift you to the

se(yel. He/she/it is joined
by Booskaboo, a huge turtle

“gameplay sui dingthe
Mana Stone is much more

_ ~complex, with players having
/ to choose three

that will ferry your party
across water. It's been a long
wait since Secret of Mana, but
have no fear — this sequel will

set your mind on ﬁn‘e_lxv\ o

*y
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Romancing Sa-Ga 3
System: Super Famicom
Publisher: Square
Developer: Square
Megabits: 32
Release: November
Genre: RPG
Players: 1
Backup: Battery
Complete: 50%

Ithough perhaps not as

well known as Final Fan-
tasy or Secret of Mana, the Ro-
mancing Sa-Ga series is one of
the pillars that upholds the
Square empire. Although shar-
ing the sword-and-sorcery
theme of Square’s companion
lineups, RSG 3 employs an en-
tirely different game System
called Free Scenario that sets
it apart. The system incorpo-
rates elements of adventure
books by providing choices

for players to make about
their actions.

At the start of the game, you
choose one of the eight charac-
ters as your own. The choices
you make affect which charac-
ters you meet along your jour-
ney. The characters can join or
leave your party as you choose.

Fighting is conducted in
the turn-based style of Phan-
tasy Star. Lavishly illustrated,
RSG 3 should win over Japan-
ese fans of the two more
prominent series. You should
pester Square USA for a trans-
lation to the SNES!

Tenchi Sozo
System: Super Famicom
Publisher: Enix
Developer: Quintet
Megabits: 32
Release: Fall '95
Genre: Action RPG
Players: 1
Backup: Battery
Complete: 70%
VIR N

his is the first offering in

two years from Quintet,
which made lllusion of Gaia (re-
leased.by Enix in Japan.and-by
Nintendo for SNES). The team,
also known for Act Raiser and
Soul Blazer, quietly toiled on
this project to follow up I0G.

The story begins with a
young boy named Ark (no re-
lation to Sony’s Arc the Lad),
who lives in a small village in
a world on the inside of Earth.

128

Accused of a serious crime,
Ark is assigned the gargan-
tuan task of liberating the
planet and developing its
civilization. He must over-
come enormous odds to cre-
ate oceans, sculpt mountain
ranges, raise continents,
and create life to populate
the planet. Grand
creation scenes P
of the birth of
life and so on
are depicted in
beautifully ren-
dered graphics.
The gameplay
is very similar
to 10G and Soul
Blazer, so it
shouldn’t stump
diligent players. There's a
strong chance that this monu-
mental RPG will be translated
for you lucky SNES owners.
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Finally, baseball without the chili dog farts.

Abbbb, yes. The boys of summer. Leaning in.
Taking their cuts. And blasting you out of the park with
those long, foul floaters they get from stadium food.
Phew-ee. Good t/ainy there's Virtual League Baseball™ —

with big leag 1g9ing and fielding in

bigger-than-life 3D. You can
choose from 18 world-class teamo.
Nice screen shot, huh? Cool 3D Graphics Set your own P Ltcbmg rotation.

: Pick your DH. And play Single Game, All Star or
}‘ Pennant Race modes. Cateh this, too:
|

14 the only ball game good enough to
play in the Virtual Boy ball park. So

Jdon’t just 4it there waiting to
burl. Slide into the store, and give it a crack.

l Euco ®




AR,
£ v

"i " Teleroboxer is all

about robot fisti-

cuffs in the far-flung future.
Thanks to the Virtual Boy, you
don't have to wait that long
for an intense fight.

Boxing ’Bots

This boxing game’s top-ranked
visuals leave you feeling beat
up. The Virtual Boy’s 3D graph-
ics put seven mechanized
pugilists right up to your eye-
balls for thumb-numbing

PROTIP: Put away Pagero, the
first fighter, with a batiery of
head punches like the Machine
Gun Punch or Hook. -

action. Since fists and other
body parts seem to fly from
the screen, you'll probably
be ducking like you're in a
real fight.

The controls deliver a re-
spectable arsenal - six defen-
sive moves, three blocks,
eight standard punches, and
four special punches. Because
most moves require pressing
directionals and an action but-

Graphis_Soug

Cool _ Funfackr Challenge

$39.95

1 player
8 megs First-person view

Available now

ESRB rating: Kids
Fighting o Adults

PROTIP: You can knock Spokong’s
head underneath his body, but
to defeat him you must knock it
back to its proper place. Use
body blows.

ton, however, your fingers
may get tangled.

Your foes frequently add
insult to injury, which gives
some bite to the otherwise
average sounds. Opponents
don’t say much, but their
mocking laughter makes the
battles almost personal.

Mettle for Metal
Teleroboxer primes no-non-
sense challenge with imagina-
tive fighters. A mean marsu-
pial packs tricky surprises in its
pouch, and a fighting time
bomb blows you up if you
don't defeat it quickly.

If you've had a hard day,
Teleroboxer won't make it
any easier, but at least you
can take out your frustrations
on a bunch of robots. Careful,
though, they punch back big
time. &

PROTIP: Dorihey lacks periph-
eral vision, so use right and
left hooks to bust him.

GAMEPRD o

By Slo Mo

In space, no
one can hear you
scream, but you'll scream
plenty in Red Alarm. This in-
tense outer-space shooter’s
spacey graphics will freak out
inexperienced starfighters.

Red Menace

Red Alarm’s similar in game-
play to StarFox, but it's done
in a red line-drawing style.
The game uses a behind-the-

PROTIP: Homing missiles are your
most valuable weapon when the
graphics get too confusing. They
clear things up...fast!

ship view with vector graphics
creating all objects as unfilled
polygons.

If you can't distinguish a
polygon from Pauley Shore,
you'll be lost for days. But
if you adjust, you'll fly into
strange new worlds. Your
fighter can fly 360 degrees in
any direction, enabling you to

November 1895

PROTIP: Keep an eye on shield
strength in the lower-left cor-
ner. It’s critical,

actually fly completely around
objects and view them from
any angle.

Red Alarm keeps your sen-
ses on red alert. Enemy ships
and anti-aircraft gun emplace-
ments are everywhere. They
sometimes disappear into the
backgrounds to make the fight-

ing extremely intense. And the
end bosses show no mercy.

Your eardrums take less of
a beating. The sounds dish
out only the usual blasts and
explosions.

Your controls are simple
and sweet, but your weapons
are simple and sparse. You
get lasers, homing missiles,
and shields. At least the four
switchable views help you
sight in on targets.

Don’t Be Alarmed

You might need a saint’s pa-
tience to master this game. If
you're aching for an unusual
shoot-em-up adventure, how-
ever, turn on the Alarm. @

Red Alarm by Nintendo

Behind-the-jet view
Multiscrolling
ESRB rating: Kids
1 player o Adults

Available now
Shaoter
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By Greasy Gus

\) Top-view racing was
fun back in the days

when Off Road was just out
in the arcades. But rewing
Power Drive’s little Euro-hatch-
backs down country roads on
the Game Gear just doesn't
have the same thrill.

Miss Daisy
Driving

Based on Europe’s popular
“rally” circuit racing, you

progress through eight windy
and often unpaved tracks. As
expected, you snag power-
ups as you round the track
while racing to earn the cash
that helps you maintain and
upgrade your vehicle.

The cars and tracks are
graphically well defined. Each
course scrolls smoothly for a
betterthan-average Game Gear
look. The sound isn't quite as
good. The music is that familiar
techno-static heard on many
Game Gear titles, so stick with

rnanr' After racing, repair your
tires first, then your engine. The
tires are more important for
steady control,

Price not available
4megs Multiscrolling
Available October  Passwords

Auto racing ESRB rathg: Kids
8 players (altemating) o Adults

8 racks

Overhead view

the other sound option -
scratchy but reliable effects.

Steering Fear
Unfortunately, these cars leak
steering fluid all over the con-
trols. The game’s simple look
suggests easy maneuvering,
but be prepared for the oppo-

PROTIP: Use the optional direc-
tional arrows until you know
each course inside out.

PROTIP: Remember that ulfi-
mately you're racing against the
clock, so don’t get distracted by
the CPU car.

site. Until you learn the tricky
steering patterns, you'll be
stuck in Frustration City on
the first track.

Up to eight players can
take turns racing, and variable
weather conditions add op-
tions normally not seen in
Game Gear titles. Even so,
Power Drive is only for those
who enjoy needling with hy-
persensitive controls on slip-
pery tracks. @
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Gear
By Tommy Glide

@(ﬂ Larcen Tyler, the

,
‘ fighter from Eternal
Champions, returns to life in
this spinoff adventure game.
Sadly, this former champ plays
like a chump on the Game Gear.

Better Off Dead

The game begins just after
Tyler returns to the living. To
atone for his past life of crime,
he’s made a deal with the po-
lice to clean up the gang-rid-
den streets of Chicago.

You guide Tyler, busting mob-
ster’s jaws and picking up spe-
cial weapons through seven
levels of two-tiered streets rem-
iniscent of Ninja Gaiden.

W=

You can begin on any level and
fight your way to each boss in
any order that you choose.
While that option should
add variety, the slow pace,
small sprites, and awkward
controls keep your quest dull
and frustrating. Larcen moves
in both directions but faces
only to the right. While Larcen
can execute a variety of hand-
to-hand moves, he and his en-
emies (who stand there like

Chicago
Syndlcate

el

——
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punching bags) are so small
it’s hard to appreciate any of
the chop-socky.

Eternally Average
Despite the tiny sprites and
repetitive henchmen, the game
looks okay with adequate back-
grounds that change on every
level. Likewise, you get standard
Came Gear sound effects and
music - average all the way.

Unless you're a big fan of
Eternal Champions, you may
want to pass on this tour of
the Windy City. &

4me
Aﬂlllbll now Sidescrolling

ESRB rating: Kds

w
1 player



The greatest football games of all time.




The QB launches one
high. Good thing you've
got extra leaps like Jerry
Rice. With new jumping
catches, nothing's goin'
over your head.

If the QB doesn't put
enough on it, don't panic.

Make the catch.
And get up and go.

Running. Running.
Running. Running out of
options? Look behind
you. Now you can
lateral for a few extra
yards. Hopefully.

You can play exhibition.
Or you can try to run
with the big dogs all

season long. A full

season with playoffs.

And, of course, the
Super Bowl*

We put the team
logos in the end zones.
So, now, when you
cross the plane in an
away game, you know
who you scored on.

Hellooooo south-paw.
Left-handed quarter-
backs like Steve Young
give the defense

Step up into the front
office. As general manager,
you can trade and sign

to look out for.

one more little thing e players. Whatever it takes
, to get that ring.

So you're defending
a speedster. Just jam
him at the line.
Whatever it takes to
remove his wheels.

EE TR o e o o T o e




As you step under the
punt you smell the bad
breath of the special
teams guy comin’ down
on you. No problem.
Callfair catch.

Tons of new offensive
plays and defensive
formations. The kind that
could only come from the
mind of Madden.

°® 'Y Can't go through ‘em.

Can't go around ‘em. Go

over ‘em. The way Barry

Sanders would. And listen
to the pads crack below you
thanks to ear-drum banging

sound effects sampled
from the actual field.

You get the real teams
on the field, and in the
booth. In addition to the
man himself, we bring you
the rest of the broadcast
team. Pat Summerall
and Lesley Visser.

We put the players’ numbers
on their jerseys this year. So
you know where to iook for
the license of the truck (Bam
Morris) that just ran you over.

[N 4

.
® 4, The new Combine option is a
game within the game. Create
yourself. Go through a battery
of NFL skill tests (with scouts

watching). And pray you

make it on draft day. o .

.

This is not a game. It's a monument
o the NFL. A gold standard authored by
the man himself. John Madden.

The ultimate judge.Kicks off soon on
Sega™ Genesis’ Super NES',
Game Gear™ and Game Boy". To order,
visit your local retailer or call
1-800-245-4525. Or see us at
http://www.ea.com/easports.html

Ifits in the game,
its in the game:

Shiid logo are et Plyers. €199 Plyers k.
A" .




Clearasil
presents

HIDDEN AREAS IN THE FIRST TWO WORLDS,
AND FIND OUT HOW TO BEAT THE MID-LEVEL
AND END BOSSES OF EACH.

elcome to Yoshi’s Island.
Ababy has fallen into your
hands, and it’s up to you to

search the island for his twin brother
and return them both home safely. The
main goal of this game is to find all the

BY BRUISED LEE

icons throughout each level. Some
are easy to find, others require
some thinking. This ProStrategy
Guide walks you through the

first two worlds of Yoshi’s Island.
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SPECIAL STRATEGY SECTION

e
Atacks,

It’s a jungle out there in Yoshi’s land, so you'll need to master

these skills to survive.
Jump

Tap Button B to jump on enemies
or to pass deadly obstacles.

P, ." 2
After a jump, hold Button B. Yoshi
flails his legs and floats briefly in
the air.

Dive Bomb Attack

After a jump, hold Down on the
controller. This allows Yoshi to

break through some walls, pound
pillars into the ground, or destroy
enemies.

(e oor]

When close to an enemy, tap But-
ton Y. Yoshi grabs the foe with his
tongue and brings them into his
mouth. This move only works on
some enemies.

Upward Tongue Attack
&
N

Hold Up on the controller and
tap Button Y to snatch enemies
directly above you. This move
only works on some enemies.

Spit Attack

After using a tongue attack, the
enemy is trapped inside Yoshi’s
mouth. To spit them out, tap
Button Y again.

Make Eggs

When an enemy is in Yoshi’s
mouth, tap Down to tum them
into an egg. Not all enemies can
be tumed into an egg; Yoshi can
hold a maximum of six eggs.

Shoot Eggs

Once you've tumed an enemy into
an egg, tap Button A for a cross-
hair to appear. Tap Button A again
when it’s lined up on a target.

it L AV AN AV A
27 E¥eshi the
‘ransformer
AV AV AN AV,

In various parts of the game, Yoshi can transform into different
objects and use new skills. All such transformations are temporary.

Helicopter

In this form, Yoshi can explore
new heights and find hidden

As a car, Yoshi can extend his
wheels and drive over enemies.

items,

As a train, Yoshi can scale walls,
but he can’t go off the track.

Like most moles, Yoshi can
dig underground.

Yoshi can explore the ocean’s
depths. He’s even armed with

guided torpedoes.




YOSHI’S ISLAND

Halfway through the cave,

-

[\ AR P you see a red flower.

Ricochet ff th
The main goal of each level is to ce'icl?: Zo?::ngtir: ) e
find all the stars, red coins, flow- ﬂowe%

ers, and hidden question marks.
Most items are easy to find. Be
sure to explore these key loca-
tions. Early in the level, you see a pipe
guarded by two Yoshi-eating
plants. Destroy the plants with
your eggs and go down the pipe.

Inside the cave, collect all the
icons. Use the rock to help you
reach some of the coins, then exit

the cave. v

Upon exiting the cave,
shoot the question mark,
and a huge flower grows.
Climb the flower and fall
to the left between the two
rocks. You find a hidden
question mark.

This level is made up of three sec- \/
tions. The second section is huge
and has some hidden items. This
complete map will help you out.

]
1 q?é?!ti‘?%
- % TR,

1) Start here. 3) Get a 1-up from the hidden
2) Grab the icon and transform question mark.

into the helicopter. Collect the 4) Exit here.

coins and other icons while

moving right. '
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Jump on top of the switch to find
the red arrow.

The arrow appears to the right of
the switch. Move directly onto the
arrow and press Down on the con-
troller to enter the bonus room.

There are several coins inside the
hidden room.

Most of this level takes place in caves. Here, you must use your dive-
bomb attack to break through blocks and pillars to find hidden items.

SPECIAL STRATEGY SECTION

Halfway through the level is a flower inside a ceiling block. Dive bomb

the pillar to the right of the flower to reveal a hidden switch.

r‘m‘\.“n

The first mid-level boss in the
game resides in a castle. This stage
is straightforward, and all the
icons are easy to find. Look for
cracked ceiling blocks where you
can collect several coins.

When this boss attacks, hide in the
hole on the left side of the screen.

When you see an opening, move
toward the egg dispenser and load
up.

Run back to the hole and fire at
him when he’s in your sights. You
need to hit him six times.

In the first section of
the castle, shoot the
cracked ceiling blocks
with an egg. Then
jump up and collect
the hidden coins.
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The game gets more intense in this
section: You have forced scrolling
to contend with! Fortunately, no

hidden areas will distract you as
you tackle this stage.

Keep jumping on the left side of
the green platforms to move to
the next section.

Ride the platforms as far as possi-
ble s0 you don’t miss any icons.

Floating question marks occur
occasionally in this level. Have
some eggs handy to shoot at
them.

The halfway marker is located at
the top left of the level. Grab it
before the screen scrolls back to

the right.
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YOSHI’S ISLAND

wait until you collect the coins
before jumping to the next plat-
form set.

When the platforms start to fall,

AP AV AP AV LAPA |
Most of this level consists of dark
caves with no hidden areas. The
bouncing arrows will help you find
your way out.

When you start the level, jump on
the bouncing arrow to get to the
top of the hill. You find a hidden
question mark there. v

z

&

£
=
b
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After the halfway marker, you see
a floating question mark. Shoot it
with an egg, and a red switch

X
/ ~AV)

Jump on the red switch to reveal
the location of the bonus room.

There’s a flashing arrow to the
right of the red switch. Press
Down on the controller here to
enter the bonus room.

up and transform into the mole.
Dig through the rocks and collect
all the coins.



SPECIAL STRATEGY SECTION

Two sections make up this level. In the first, beware
of the white puffy balls floating around the screen. If
you touch one, Yoshi will become disoriented, and

1) The beginning of the level

3) Hidden question mark
4) Key to the door

2) When the enemy rolls into a ball, push them
over the side of the log to get the flower.

the stage turns into a psychedelic trip. The ground
will move up and down, making it difficult to move.

Inside the castle, you must take
different paths if you want to col-
lect all the icons. Most of these
paths are fairly straightforward,
and it’s easy to find your way to
the end. Beat the end boss, and
you're off to World 2.

o e vy, Yev, vev, ¥
%, 20 4

Find the hidden question mark
above the red door that leads to
the end boss.

When you start the second section,
jump straight up on the first log. A
bouncing arrow falls from above.
Jump on the arrow, and you go to
the hidden section.

Stand on the right side of the rock
to move it away from the wall.
Keep pushing the rock until the
question mark appears.

A%as,
3 et
Shoot the question mark with an
egg, and a huge flower appears.
Climb the flower and collect the
coins.

Wait for an enemy to fall from the
ceiling, then turn them into an egg.

. wav. wev. vev. Yo vev, vev

s Bl TS
Once you hit the boss with an egg,
more enemies pop out. Keep turn-
ing the small enemies into eggs to
make more ammo.

November 1885

This end boss tries to push you off
the ledge and into the lava. Always
attack the boss from the left side
of the screen. It takes eight hits to
destroy this one.
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This level consists of falling plat-
forms and blocks. While these
obstacles can make some jumps
difficult, the key to completing this
level is to avoid staying in one
place for too long.

When you start the level, ride the
falling platforms and collect the
coins that are out of reach.

Snag t:he hidden question mark on
the top-left side of the second sec-
tion of the level where the blocks
fall on top of each other.

YOosHI’'sS ISLAND

After the yellow flower, you Look for the hidden question mark
encounter four enemies carrying by the flippers and the flower just

red coins. Collect them before you  before the end of the level. Jump
move on. on the falling blocks to reach it.

Shoot down the boxes sus-
pended by balloons - they’re

usually filled with stars.
8 s | |

7 o 9 1) The beginning of the level 6) Shoot an egg onto an angel to
m‘.‘z; e &R :: :;l: ::"‘I“%ti“" by ?;Z;:::::' :: :gi;:‘at an angle to get
One of the largest areas in this 4) You need to freeze an enemy the flower.

world, this level’s first two sections here with the ice ball, then grab 8) The end of the level
are very straightforward. Themap  the hidden question mark located

shows the last half of the level. in the small hole.
You start this section after trans- 5) Shoot an egg inside the flower
forming into the mole. to get extra stars.

GAMEPRD < November 1885



SPECIAL STRATEGY SECTION

Most of this level takes place
underground. The cave is huge and
has some different paths you must
take. Here are some of the hot

When you start the level you see
three floating yellow blocks in
the air. The last one hides a ques-
tion mark.

When you first enter the cave, you
see a large set of breakable blocks
to the right. A hidden question
marl’s hiding here.

This section is in the bottom left
corner of the cave.

1) Red switch

2) Press Down on the controller
to enter the bounce room after
activating the switch.

3) Hidden question mark

4) The last hidden question mark
is directly below the double set
of blocks.

AVAN AV AN APIN

i) D =
s ‘«rfORLu =

~a/ 7 pil <

4~ T

AVAVAVAV LAV |
You're off to the first castle to con-
front the mid-level boss. Ghosts
from the first Mario World game
have overrun the castle. The cow-
ardly ghosts only attack when you
turn your back on them.

Find the hidden question mark to
the left of the pipe after the sec-
ond section of the castle.

Halfway through the third section
of the castle, you come across a
cracked ceiling section. Shoot an
egg at it to make a hole. Jump up
and run to the left.

Now you can enter the door that
GAMEPRD o

was blocked by flippers. Inside the
door you find the last flower.

Mid-Level Boss

You can only score a hit on this big
ghost when you're facing away
from him. The best way to hit him
is to shoot an egg straight ahead.
The eggs bounce back and nail
him. Grab the bats to reload on
ammo.

November 1995

The boss grows bigger when you
hit him. Face him to stop attacks.
When you're facing him, you can
also run through him. Use this
strategy to get into a better loca-
tion. Five hits will finish the ghost.
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Most of the floor in this level’s first
half can be destroyed. Be careful
when shooting eggs - you'll make
holes. A more serious problem is
the creep that floats on his cloud
and throws spiked spheres at you.
Ground him every chance you get.

When you start the level, break
through the ground near the first
ledge to find a hidden question
mark.

ISLAND

Three question marks are A
hidden halfway through the level’s
first section. Each is marked by a
number.

£
Go to the halfway marker at the
beginning of the second section

and shoot the block that’s directly
above you. Climb the huge flower
and then dive-bomb the pillar just
enough to hit the hidden red
switch. From the pillar, jump to
the top ledge to find the second
hidden question mark. Then push
Down on the controller under the
flashing arrow.

This map picks up after you get
out of the first bonus room.

1) Second red switch

2) Push Down on the controller
under the flashing arrow to enter
the second bonus room.

3) Hidden question mark

4) Hidden question mark

5) Hidden question mark

Before exiting the level, jump on
top of the cloud enemy. Use his
cloud to fly over the exit to locate
the last hidden question mark in
the level.

144

This is the easiest level in World 2.

Most of it is straightforward with
only a few hidden areas.
'S, e

In the first section, grab the key
located at the bottom of the level.
Shoot the question mark to the
left, and the key appears. Use the
key in the next section.

GAMEPRD

When you enter the cave section,
move to the right under the three
gray blocks. Shoot an egg straight
up to free a large bouncing arrow.
Now you can move freely through
most of the cave.

Shoot an egg up at the gray blocks
to the right of the large bouncing

November 1885

arrow. Beyond this hidden door is
the third flower in the level.

Find the hidden question mark in
the top-right comer of the cave.

Dive-bomb near the yellow flower.
When the petals fall off, touch the
stem, and you find a hidden ques-
tion mark.



This level consists of three sections. In the first two, use the clouds to
find all the hidden items. In the last, you can transform into the car
and helicopter.

- WORhD
e

Nl\.‘ll.‘imd

SPECIAL STRATEGY SECTION

AV
]
=

When you start the level, walk to
the left past the double set of flip-
pers to find the two hidden ques-
tion marks.

1) Throw the red switch, and you
get the invisible coins.
2) The second question mark

At the end of the first section, go
down the pipe. In this sublevel,
jump from the falling blocks to get
to the end of the section. The hid-
den question mark by the pipe
takes you out of the sublevel.

Dive-bomb the large pillar near the
beginning of the second section.
At the bottom, you'll find a hidden
Qquestion mark.

This hidden question mark is
located at the end of the second
section in the top-left corner. Use
the clouds to reach it.

Y A i ! |
P The castle is big. The only difficult
& ~ parthere is avoiding the spikes on

m‘ 2 ﬂ the wall in the third section.

At the end of the third

section, an arrow

guides you through

the spiked walls. Here

are the locations of

5 the hidden question

& s marks behind the

¥ spikes.

1) Start the section
here.

2) Hidden question
mark

3) Hidden question
mark

4) Hidden question
mark

5) Exit here.

. ’!‘
. 66&',‘1:
Y &
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End Boss

To beat the end boss, push him
off the right side of the platform.
As you push one way, two ene-
mies push the opposite way.

Jump away from the fire the boss
spits and continue to push

him off the side.
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Video Game Strategies, Weapons, and Tactics:

Street Fighter Alpha
Tag-Team Fight Against Bison

7
This will allow two players to team up and fight Bison! Howev-
er, only Ken and Ryu can fight him in this mode, and they both
share one life bar. The code will only work on a “fresh” game —
not one currently in progress.

Press and hold the Start buttons for Players One and Two
and keep them held down. When the Player Select screen
appears, both players should do the following: Tap 4, 4 on
the joystick and release the Start button, then tap 4, t
again. Then Player One should press Jab and Player Two
should press Fierce. If done correctly, Ken and Ryu will pre-
pare to fight each other on Chun Li’s stage before they are int
rupted by Bison. Note: Bison is almost impossible to beat in this
mode.

g
Genesi
Red Zone
Invincibility Password

7 OW -

basamera BMIBICOCIN G

o & €03 1904 Zuran

Enter the following password. You will start on level 3 and your
ship will be invincibl

\1-PRO

Ricardo Jackson
Cleveland, OH

Neo-Geo &
Neo-Geo CD
Double Dragon
Play as Duke and Shuko

At the player-select screen, move Player One’s cursor over the
following fighters for a little over three seconds in the following
order: Billy, Marian, Cheng-Fu, and Jimmy. If you did the trick
correctly, you should hear Marianne say “Bingo!” Note:
Charged moves can only be done when the word “Charged”
appears beneath the life bar.

Duke’s Moves

Fire Lunge: Motion & N => any button

Fire Knee: Motion = ¥ N any button

Knee Crash: While jumping, motion € ¢ ¥ any button

Head Smash: Charge ¥ two seconds, tap 4, any button

Teleport: Charge € two seconds, tap =2, any button

Charged Tiger Lunge: Motion ¥ N => any two buttons simultaneously
Charged Fire Knee: Motion = ¥ N any two buttons simultaneously

Charged Knee Crash: While jumping, motion €= ¢ ¥ any two buttons simulta-
neously

Shuko’s Moves

Fireball: Motion ¥ N => any button

Jumping Fireball: While jumping, motion € « ¥ any button

Rolling Fireball: Motion > N ¥ any button

Lightning Strike: Motion = ¥ N any button

Shadow Teleport: Charge € two seconds, tap =, any button

Death From Above: Charge ¥ two seconds, tap 4, any button

Charged Rolling Fireball: Motion = N & any two buttons simuftaneously

| Charged Lightning Strike: Motion = ¥ N any two buttons simuttaneously
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Video\Game Strategies, Weapons, and Tactics

Genesis
NBA Live '95

PLAYERSETUP

ModE EXHIBITION
STYLE ARCADE
LevL ROOKIE
UARTER 3 MINUTES

SETRULES
SETOPTIONS

ENTER USERNAME

TESLASTL

SELECTS UPPERLAS! =

Select the Exhibition mode and select your teams. At the Player
Setup screen, move the controller under any team and push Up
until an option named “Start New” appears. Press Start and
enter the following name: REFLOG. Press Start, and you will be
able to play golf.

SCItI.IPI‘

Daytona USA
Hidden Area and Message

To find a hidden message, pick either Arcade or Saturn mode
and start on the Advanced track. As soon as the race starts,
turn around and drive the opposite direction. Look for a small
hill to the right. Drive up the hill, and you will see a special
message from your sponsor.

Street Fighter Alpha
Play as Akuma

Press the Start button to start anew game For Player One: At
the Player Select screen, move the cursor to the question-
mark box in the lower-left corner. Press and hold the Start
button, and tap ¥, ¥, ¥, €, €, € then simultaneously
press Jab and Fierce for a red-dressed Akuma (or simultane-
ously press Short and Roundhouse for a blue-garbed Akuma).

For Player Two: At the Player Select screen, move the
cursor to the question-mark box in the lower-right corner.
Press and hold the Start button, and tap ¥, ¥, ¥, >, =,
-3, then simultaneously press Jab and Fierce for the red-
dressed Akuma (or simultaneously press Short and Round-
house for the blue-garbed Akuma).



YOU GET UP TO GAMES A MONTH

AND PLAY THEM HOURS A DAY AND

7

KICK EVERYONE’'S BUTT DAYS A WEEK WHEN YOU

HOOK IN THIS FOR PENNIES A DAY

The world's first 24-hour-a-day Video Game Channel is here. /\/?
It's Sega Channel. Hook [ Y, un(n 50 games every

of: l et game
npany or

vnload and

ve new and unre
ipdates and conte 1umfkvwwuu
-GCA. It's the coolest way to get your games.

CET HOOKED IN. SEF)
CHANNE]

Sega GENESIS required. Sega and Genesis are trademarks and Sega Channel is a
service mark and trademark of SEGA. ©1985 SEGA CHANNEL. All rights reserved.
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SRSNSISERY Sveer NES
& = Sl Rocko’s Modern Life -
o o R T T el Spunky's Dangerous Day

At the Nickleodeon dog bone screen, simultaneously press
Button X and Button Y to make the bone long and thin; simulta-
Y neously press Button A and Button B to make the bone short
CSERN1901SIS, “SEEA and fat.

Start a race and enter the pit. Before the crew gets the new tires [l Abdul Waheed

on your car, simultaneously press A, B, C and Start. This will

reset the game. Now, at the demo screen, your car will have no

tires.

Neo Geo €D
Fatal Fury 3

NOW LOADING

P e

| the Player Select screen, move the cursor to the question-
mark box in the lower left-hand corner. Press and hold the
Start button, and tap ¥, ¥, €, €, ¥, €, €, then simulta-
neously press Jab and Fierce for the red-clothed Bison (or
simultaneously press Short and Roundhouse for Bison’s alter-
nate color).

For Player Two: At the Player Select screen, move the
cursor to the question-mark box in the lower-right corner.
Press and hold the Start button, and tap ¥, ¥,>,-, ¥,
-, -, then simultaneously press Jab and Fierce for the red
Bison (or simultaneously press Short and Roundhouse for
Bison’s alternate color).

two fighters, hold Buttons B and C on both controllers through
the “Now Loading” screen until the match starts. This must
be done for each fight.



Becky Kramer
Elmwood Park, IL

SVLA.T.PRO

Video Game Strategies, Weapons, and Tactics

The Death and Return of Superman
Refill Life Bar and Special Attacks,

Nine Lives, and Level Skip 5egu P

GAE OPTIONS
o Earthworm Jim: Special Edition
STEREO Red Afro, Black Afro, Groucho Marx, and Antennae

e = Pause a game, then enter any of the following:

o= -l B

S SOUND TEST:
STEREQ MODE:

e
-~
supgnmu
START GAME
OPTIONS

EXIT

Before starting a new game, choose the sound test in the
Options menu. Play these sounds in the following order: 0B,
29, 2C, and 05. Then start a new game, and simultaneously
press A, B, X, and Y anytime during play. Your life bar will
refill and you will get five special attacks. To skip levels, press
A, B, X, Y, and Select anytime during play.

D. Herman

PressB,A,A A A A B, C

e e et e S Do Yoy g,
2 ave
The Adventures of Batman and Robin ] s,Lf,Z send itto SwaT gﬁ‘}’ﬁ: Weapony
Stage Skip B e e Gamefro sy ot 'l
; artwork pupionerC: EVEry reader who gore
T-shirt, Coolvghed I SWAT willaiso rece:g p
0% 5end your best ipg and sec:;: tfree
0:
Gamepry Magazine
Secret Weapons
P.0. Box 5828
San Mateo, A 9440,

Start the game and pause it. Then press B, A, Down, B, A, | You can also e-maj| Us your
= Down, Left, Up, C. You will automatically advance to the next Swat.gam, epro@ifty, Ips at:
| stage. Mw.com



IN TODAY'S WAR BE
IT APPEARS ONE SIDE HAS

e B T L
,4 5 .r 7'= /] 2’0*3?"1‘6‘0

You're looking at the fastest racing game in history. Ridge Racer. In Air Combat, you're a mercenary on a mission. Make that 17 missions.



TWEEN 32-BIT ST IFELS
GAINED AN UNFAIR ADVANTAGE.




ith incredible graphics and near-perfect con-
trols, Tekken makes a smooth jump from the
arcade to the PlayStation. All fighters’ moves and
ccombos have been faithfully translated, and you can
even play as the bosses, doubling the number of
playable fighters. Tekken is one of the top fighting
games for the PlayStation so far. Check future issues

for boss moves and combos.

Get Up and Fight
When your fighter is
knocked down during a
match, you have five ways
to recover offensively and
defensively. Use the recov-
ery method that best ac-

commodates your situation.

Tap=>
Use this tactic to getin
close to your opponent.

High-Kick Recovery

Tap €
Use this maneuver to
avoid air attacks.

Tap (¥ RK)
Use this recovery if your

opponent s blocking high.

How to Run Stun Moves Air Juggle Move

Running is an essential ~ Many of the fighters The air juggle is a quick

part of Tekken. It's have stun moves, and easy way to launch
| most often used to get  which are a great way your opponent into the
~| in close after you per- to knock down an op- air to start a juggle

form a combo. There ponent’s guard and combo.

are also some special score free hits. See the

attacks each fighter can  character profiles for in-

perform while running. ~ formation on how to do

the fighter's stun move.

Tap (N RP) to start the air
juggle

Note: To start Michele's air
Jjuggle, tap €, €, then hold €,
tap LP.

Tap =, 2, 2 quickly to
make your fighter run Each character can
counter a stun move using

various moves.

To start King's air juggle, tap
=, (®RP).

Controller Legend: = 0ars e SSmpm
=> =Toward
N =Down-Toward

HP Right Punch

/ Motion = Move the joystick in one smooth,
continuous motion.

Tap (1 RK)
Use this recovery if your
opponent is blocking low.

154

Tap (€ LK RK)

Use this tactic when an
opponent is running in or
just starting a move.

Tap the indicated buttons or
directions in sequence.
Charge = Hold the direction or button
indicated for the time indicated.
Execute commands in
parentheses simultaneously.

Tap=

0

ibed the

Note: All i
facing to the right. If they're facing left, reverse any Toward and Away commands.

that your character is
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THE FIGHTER’S EDGE

Throws and Grabs
Each fighter has an assortment of throws and grabs. These are great maneu-
vers to use when commencing an attack or to break through fighters who are
blocking. Timing and positioning are the keys to success.

Super Moves
Super moves, which
most of the fighters can
do, take a few seconds
to execute and leave you
open to attack. However,
if a super move con-
nects, it can inflict 50
percent to 80 percent
damage. Use these
moves as a last resort.

L <N

SnErlE) mRoes

Tap 3, ( RK)
Note: This move will stun a
blocking opponent.

Tap 1,

1 to stop doing the
super move

Note: Not all fighters can stop
a super move once they start

one.

Because they’re unblock-
able, throws and grabs
are often successful

against

who

Ducking is a simple way to
avoid being thrown. After
ducking a throw, you can

easily

stay on the defensive.

Ground fittack

Use this attack when your
enemy is on the ground.

Tap (* RP) or use the Flip Kick

Running fittacks
Ground Slide

While running, tap RK

Air Kick

While running, tap LK
Dive Attack

While running, tap (LP RP)

Counter a throw with a
throw. If imed correctly,
the two throws will cancel
each other. Then you can
perform another move.

More Grabs and Throws
Note: You must be close to your
opponent to perform these moves.

Elbow Smash
Tap ¥, (N LPRP)

To

Shoulder

Hold -, tap (LP LK)
Arm Flip

Tap (3 LP LK)

Hip Toss
Tap (RP RK)

In-Close Attacks

Motion ¥ N = (LPRP)
Note: There are three moves you
can perform following this move.

Motion ¥ N = (LP RP) for

the Face Smack, then quick-
ly tap LP, LK, RP, LP, LK, LP,
RK, (LP RP), (LP RP)

Motion ¥ u(u:np) for
the Face Smack, then quickly
tap LK, RK, LK, (LP RP)

Ground Arm Breaker

Motion ¥ N = (LP RP) for

the Face Smack, then quick-
lytap LP, LK, RP, LP, RP, LP,
LK, RK, (LP RP)

GAMEPRO  November 1885

Motion ¥ N = (LP RP) for
the Face Smack, then quick-
lytap LP, LK, RP, LP

Juper Mave

Tap (¢ LPRP)



nevastating rom}ns

Ten-Hit Combo

Tap LP Tap RP Tap LP
Tap LP
More Combos

Triple-Kick Juggle Four-Hit Knockdown
Tap (7 RK), LK, RK Tap (¥ LK), LK, LK, RK

Hold =, tap RP Hold taplP  Tap9, (@ LK z
RK)

JACH RS
Sy TR

The Clapper Sitting Move

o3

Tap (¥ LPRP) Tap=,, (LPRP) Tap ( LK RK) While sitting, tap LP, RP, LP, RP
Power Punch Tackle Move

Tap (¢ LP), LP, LP Motion € ¢ ¥ N RP Motion € ¢ ¥ N LP Tap (LP LK)
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Ground fittack Super Move Running fttacks
Use this attack when your Jumping Ground Slide
enemy is on the ground. While running, tap (LK RK)

Dive Attack

Buit Slam
¥ While running, tap (LP RP)

Motion 360 degrees toward
the opponent starting from
€. You can keep doing the
motion until the count of five.
Then tap LP.

Note: The longer the count, the
stronger the punch.

Tap (7 LK RK)

Tap (¥ RP) TapLP

TapLP

Tap (LP RP)
TapLP Tap (LP RP)

HOSHIMITS

Tap (3 RP)

More Grabs and Throws
Note: You must be close to your
opponent to perform these moves.

Head Slam
Tap ¢, (2 LPRP)

Back Breaker
Motion ¥ ¢ € RP

Pile Driver
Motion ¥ ¥ > LP

Body Slam
Tap (RP RK)

More
Combos
Five-Hit Smash
Combo

Hold ¥, tap LP
four times, RP

Triple-Punch
Combo
Tap LP three times

Tap (7 LK RK)

g e d B Lt b
Flip Kick

Knee Charge
oy

e
Tap =, (3 RK) Tap 3, (3 LKRK) Tap (¢ LP)
Spinning Elbow Flip Kick to Corkscrew

Tap (¢ LK) Tap (€ LP) During the Flip Kick atta
Note: Keep tapping LK to Note: Keep tapping LP to tap (LP RP)
repeat spins. repeat spins.

GAMEPRO * November 1885

More Grabs And Throws
Note: You must be close to your
opponent to perform these moves.

Sword Bash
Tap (RP RK)

Body Press
Tap (LP LK)




fround fittack Running fAttack
Use this attack when your Dive Attack
enemy is on the ground.
Hard Pounce

Tap €, (€ LP)
While running, tap (LP RP)

nEvastatinn romjns

Air Juggle Combo

Tap,(PRK)  Tap(¢ LP)

TapLP

TapLP Tap LP

More Combos

Hard-Pounce Combo  Three-Hit Slash

Tap RP, LK, (7 LK RK) Combo
Tap (> RP), 3, (* RK),
(¥ LP)

il P
* Jump Kick

)
Charge ¥ for one
motion N - RP

Tap (¥ RK) Tap, (2 RK)
Note: This move will stun a
blocking opponent. Motion ¥ N - RP

158 GAMEPRO « November 1885




Ground fAttack

Use this attack when your
enemy is on the ground.

Diving Punch

Tap LP Tap RP Tap LK

Running fittacks More Grabs And Throws

Note: You must be close to your
opponent to perform these moves.

Hip Toss

Tap (LP LK)
Power Elbow
Tap 2, (2 LPRP)
Arm Flip

Tap (RP RK)

Monkey Flip
Tap (€ LP LK)

Tap RP Tap (V LP)

Tap RP Tap LP Tap RK

TapLP

Tap RP Tap (3 RP) Tap (7 RP)

More Combos

Sweep Elhow Combo Punch-Kick
T;p (¥ RK), ( RP), TapLP,RP, LK
(1 RP)

T 2 eamathEs

fround fittacks

i Use these attacks when your enemy is on
the ground.

B )

Tap (* R)

Hard Pounce
Tap (7 RK), LK

— TnEril Mo

Tap 2, (3 LK) Motion> ¢ N LP
GAMEPRO » November 18385




Running fittacks
Use these attacks when your enemy is on
the ground.
Slide Attack Diving Attack
T
More Grabs And Throws
Note: You must be close to your opponent to perform these moves.

Hip Toss Double Kick Hold Headbutt

Tap (RP RK) Tap (LP LK) Tap=, (> LPRP)
While running, tap RK While running, tap (LP RP)

Nevastatinn romjns
L

Ten-Hit Combo Three-Hit Backfist

Tap RP TapRP

Tap -, hold Tap LP Tap RP Tap RP
(> RP)

Tap (N RP) Tap (N LP)

Vertical Kick

Tap=,(> LPRP) Tap (€ RP)

Note: This move will stun a
blocking opponent. C?
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Primal I :;g
Official Player’s
Guide
By John Fisher
All the primal combos
\ae and prehistoric moves
you'll need are in the
ony S Primal Rage Official
2 Player’s Guide. This
guide is packed with
160 full-color pages
of killer tactics, strategies,
battle techniques, and finishing moves that
will make you ruler of the new Urth.

$10.99 Code: BK-354 Genesis, Super NES, Game
Boy, Game Gear

yer's G
S et

By Corey Sandler

Final Fantasy M

Players Guide
By Peter Olafson

The Espers have returned
to let their magic loose on
humanity, and all of
humankind stands to be
wiped out. Can you
stop this madness?
This guide is jam-
packed with the battle
strategies and fighting
tips needed to defeat Kefka and stop
the magical onslaught of the Espers.

$12.95 Code: BK-317 SNES

Batman Forever Official Player’s Guide

\ It’s a brand new day for the Dark Knight...and a brand new

: nightmare for Gotham City. This 128-page super-guide contains

| all the secrets, strategies, and tips you'll need to beat back Two-
Face, The Riddler, and their army of thugs. It's a must-have for

game lovers and Batman fans alike.
$9.99 Code: BK-360 SNES, Genesis, GameBoy, Game Gear

Genesis Power
Pla&/)er Guide
rey Sandler and
McDermott

This gmde delivers the winning tips,
strategies, and cheats video game
players crave. It’s packed with
techniques to help you master 17
of today’s most challenging Genesis
games and includes tips and cheats for more
than 20 other hit titles. From death-defying combos to
secret passcodes, this guide has it alll

$12.95 Code: BK-321 Genesis

Products Order Forti,

To Order:

Fill out product order form and mail to:
GAMEPRO Q
P.0. Box “P”

San Mateo, CA 94402

Super NES Power
Player Gvide

By Corey Sandler and
LeeAnne McDermott

From action-packed fighting games
to the latest in strategy games, this
almanac has all the winning tips
and strategies players need! This
guide includes in-depth competition profiles on
15 of today’s hottest games, plus tips and strategies for

more than 30 other titles. No video game player’s collection would be
complete without this 176-page strategy guide.

$12.95 Code: BK-320 Super NES

® Complete the Order Form

© Add shipping and handling (see chart)

© Add sales tax, residents of CA, IL, NJ and TX only (CA = 8.26%, IL = 6.25%,
NJ = 6%, TX=8.25%)

0 Check/Money Order (JVISA ([ Master Card

Credit card No. TAnan e
Name:
Address: Subtotal
City: Shipping
(see chart)
State: Zip Code: Jm
Phone: (__) i 1L=6.25%, N=6%, TH=8.25%)
$4.00 each $6.50 each $12.00 each Grand Total
Please allow 2-4 weeks for delivery. 5200 (US. dollars only)

9511GP



HE FIGHTER’S EDGE

snaci| moves  fround fttacks < Rinning Attacks Super Move

Use these attacks when your Dive Attack
enemy is on the ground.

While running, tap (LP RP)
Slide Attack

Tap (1 RP) Note: You must be close to your

oopponent to perform these moves.

Diving Punch
Tap (7 RP) Side Suplex
Tap (LP LK)
Bounce-Back Hard Pounce
Tap (7 LKRI Log:Haok
e Sl Tap (RP RK)
While running, tap RK 5
Tap (¥ RP), LP
Jells) Jump Kick Tap (LP RP)
While running, tap LK Note: You must do a punch and
side step first.

Tap RK, (¥ RK), LP,
(7 LKRK)

gt

¢ Tap 2,2, (LP
Walkinwith LP ~ RP) Tap (1 RP)

Tap €, €,hold  Walk in with LP
€, tapLP

162 GAMEPRO <« Novemher 1885



This summer, Marvel’s greatest
heroes and villains come to life in
the Marvel OverPower Card Game!
This collectable card game from Fleer
features stunning new artwork by
the greatest artists in the industry.
Get ready...It's Clobberin’ Time!

from

fleer

entertainment group, inc.

el Entertainment Group. Inc. All Rights Reserved.
distributed by Fleer Entertainment.



Charge ¥ forone second,  Charge ¥ for one second,

Charge ¥ for one second,  Tap 9, -, (> LK)
tap (? RK) hold (1 RK)

hold (* LK RK) Note: This move will stun a

Note: Tap 2 to flip toward your - Note: Hold 2 to flip toward Note: Hold 2 to flip toward blocking opponent.
opponent; tap 8 to flip away. your opponent; hold & to flip your opponent; hold & to flip H - ﬂ tt Ii
away. away.
Atomic Body Slam unm "g #Ch5
Super Move  Ground fttacks oy atsck Siide Attack

Use these attacks when your
enemy is on the ground.
Flying Knee Bash

When in close, tap (LP LK)

While running, tap (LPRP)  While running, tap RK

More Grabs And Throws

Tap (¢ LPRP)

g < Note: You must be close to your
“’5‘*‘_ opponent to perform this move.
Tap (* RP)
Diving Punch Tap 2, (2 LK RK)
Tap (7 RP)

neEvastatinn romins

More Combos

Fist of Fury Combo Kick of Fury Combo
Tap LP, LP, hold =, tap Tap ( LK), LK, LK, LK
RP, RP, RP

Tap (N RP) Walkinwith LP ~ Walk in with LP

Ten-Hit Combo

Tap LK Tap RK
GAMEPRO  November 1885




It's Gonna Be a Total
SLUG~FEST.

They're green and slimy and have big eyes. Their leader hates fast food and anything with a
backbone, including you. They want to take over the universe. No big deal, right? But think about
it..no burgers, no pizza and no chicken nuggets. Can you live with
that? We don’t think so.

In Big Sky Trooper, build fast food franchises throughout
the galaxy while blasting gooey gastropods to oblivion. All eyes

=t E SUPER NINTENDO

VG MUSCAL WOUSTRES WG

Used L

Big Sky Trooper™ and ©1995 LucasArts
of Nintando of America Inc.01991 Nintendo of America Inc.




E FIGHTER'S EDGE

Tap (N LP) Tap =, ( LKRK) Tap=, 2, (> LKRK)
Note: This move will stun a Not is move will stun a Note: This move will stun a
blocking opponent. blocking opponent. blocking opponent.

Scissors Takedown

Overhead Smash

Tap, (> LPRP) Tap (7 LP RP) Tap=, (3 RK) Tap (¥ LKRK)

Note: This move can be used
[round fittacks Running Attack Sl e

Use these attacks when your  Diving Attack More Grabs And Throws
enemy is on the ground. " 2 Note: You must be close to your opponent to perform these moves.
Face Plant Super Pile Driver  Knee Bash
Tap ¢, (¢ LPRP) Motion ¥ ¥ 3 LP Tap (LP LK)
Pile Driver Mind Sweeper Suplex
eyl 4 Tap ¢, (2 LPRP) Motion> € ¢ ¥ N  Tap (RPRK)
>
While running, tap (LP RP)
Tep (7 LKA nevastating comjns
Elbow Drop . _
Tap (1 RP)
Note: To start these combos your opponent must block the first hit.
Super Stun Combo Stun Combo
Tap (¥ LP), walk in with LP, continue in with RP, tap =, Tap (N LP), 3, ( RK), (1 RP)

(2 LP RP), tap 2, 2, RP

TapLP

Hold =, tap RP

Tap RK

Tap LK |
November 1995 P (ORP)  Tap(TRP)




THE WORD IS

THE FINAL EDITION

Tecmo Super Bowl 11,
here! And, according
it looks
"Word on the street is that this
ell be the best football game -
sports game - to ever
come down the pi
WANT RE
lust L,u a load of th New Free
. players, wi(h

New Power-up
 player rmun

P B New field p.nmrns aml
B New sound effe

unique Superstar

pl you need in the free agency market?
ell, with Tecmo Super Bowl TII you c:

create your own superstar!

him mature and improve over the

QNSRY

TINORS

rg
/
B
o

into the future. Awesome.
BUT, A WORD — OR WORDS — OF WARNING
e been reserving their copies of
ecmo Super Bowl III for a couple of
months now, and the response has been

ar we're out,” huur move
NOW to get yours. You don’t want to mi
goin’ to the Super Bowl, do you?

ON SALE NOW AT YOUR FAVORITE DEALERS SUGGESTED RETAIL PRICE $69” OR LESS

Soga onesa~ Sy, Sog and Gonese
Al ights resorve. Licensed by Nivand for iy o the Supr Niend Emeraument Syvec M, Super NES and ol sl rs eaters v

marks of Sega Enterprises, Ltd.
of America Inc. This product has

Tated by the Entetainment Reting Software Boar. For inormation sbout the ESRB ratings, lease contic he ESAB ot 1-600.711.£6me.

Tecmo, Inc. * 19260 South Van Ness Avenue, Torrance, CA 90501

Phone (310) 787-2900  Fax (310) 787-3131




v Hmmm...We've detected a great disturbance
in the lab’s force. It may have something to
do with a distant exploding planet, or maybe this

If

month’s new Play per

See for y

PlayStation Padded
The big game-system makers
seem to have decided that
systems should be sold with
only one controller, and un-
fortunately, the PlayStation is
following their lead. But for
about $30, you can add an-
other pad from a peripheral
manufacturer - one that may
include more features and be
more to your liking. Here are
three new PlayStation pads for
those who want something
different to plug in.

ASCIl and Ye

Shall Receive
From ASCHI, look for the ASCII
Specialized Control Pad, an
official Sony-licensed con-
troller for the PlayStation.
While the stock PlayStation
control pad sports angled
grips, the ASCII controller’s
flat design makes fora
comfortable grip that feels
more like what you're
used to, and it provides
good support for gamers
who prefer to play ‘key-
board style” with their
fingers resting atop the
buttons. It also has a
conventional directional
pad, which many play-
ers prefer to the stock
controller’s segmented
directional controls.
Complementing
the nice design are
slo-mo, rapid, and
autofire switches for
each of the eight but-

168

tons. The controllers one
flaw rests in the skinny Left
and Right triggers, which
have been crammed onto
the controller’s narrow top.
Overall, though, this is a
pretty decent pad.

STD’s Speed
Looking for programmable
rapid-fire settings in a con-
troller? Then look to STD for
the PS ProPad. This con-
troller includes four rapid-fire
speeds, three slow-motion
settings, and autofire.
Similiar in design to the

GAMEPRD

System: PlayStation
Features: Offers autofire and
ble

speeds for slow-
motion and rapid

fire.
Price:  $29.99 Wa,
Available: Now System:  PlayStation
Contact: Toy stores Features: This SNES.-jikp
Ssix-button cop-
troller features

stock PlayStation con-
troller, the ProPad is
slightly larger and has a
different grip. The top-
mounted Left and

eabibre: @ =
A :

of use. The face of the vailable: Now

directional pad is also Contact: - Toy stores

a little larger than the
Sony controller’s, but
the buttons are the same size.
For shooter fans who want to
ease the pain of repeated but-
ton tapping when playing titles
like The Raiden Project, the
ProPad may be the way to go.

tons. While it lacks auto or
turbo settings, this pad does
offer two selectable configura-
tions. The first is designed to
replicate the arcade controls
of games like Street Fighter:
The Movie and Darkstalkers.
The other configuration gives
you normal PlayStation set-
tings. The decent directional
pad puts this controller in the
running for fighting freaks
who don't want to leave be-
hind the comfort of a six-but-
ton pad. @

If you frown at the thought of
leaving behind the comfort of
a SNES controller when mov-
ing to a PlayStation, look for
the Fighting Commander 2
Way by HORI. This PlayStation
controller feels just like a SNES
controller.

Complementing the 2
Way’s six-button face are two
top Left and Right shift but-

e November 1995



THE POUNDING:
IN YOUR CHEST.

INTERACTIV

.
.
.
.
.

feeeecccccccce

.. \NOW MORE ="
VIRTUA THAN EVER

P We haven't merely duplicated the arcade classic, we've

completely redefined what Virtua Racing is all about. We're

talkin’ more vehicles. More circuits. Grand Prix mode. Split
screen mode. And a twin 32-bit RISC engine

that'll curl your toes right through your sneak- TIME WARNER INTERACTIVE'S
ers... No other version even comes close.

HOLD ONTO YOUR HAIRPIECE,

THIS ONE’S ON THE SATURN

Visit your favorite retailer for more details.

Time Warner Interactive's V.R. Virtua Racing for Satur

ga Enterprises, LTD. 1992, 1994, 1995 All Rights Reserved. “VR. Virtua Racing” and Satun are trademarks of Sega Enterprises, Ltd



By The Watch Dog

Man, its November and my fleas have gone home
for the holidays. Whew! But I'm stuck here in the
office with problems about Scary Larry’s phone line and renting
Saturn games.

lam 14 and
_ havebeena
" GamePro
fan for years. | have a
question about Sega’s
Game Gear. Why is it
that Sega discontin-
ued distributing TV
Tuners? I've been
looking for one for
almost a year, and | .
can't find any! Can you ask Sega
if | can buy one that it hasn't distributed to a
store...please? I'll pay shipping and handling, etc.
Michael Henneke, Oveido, FL

A Sega spokesperson comments:
B The TV Tuner wasn't in high demand, so Sega has
B discontinued distributing the product through
major retailers, but you might be able to find one by contacting

smaller game shops in your area.

_ When|
received

p my July
issue of GamePro, | im-
mediately called Scary
Larry's Adventures. Every
time | got to the main
menu and pressed “1"” to
start the game, | got a
message that said some-
thing like “wrong choice,”
and every time | pressed
“2" or “3," there would be
amomentary pause, then
the message would just
repeat the main menu
again. | called twice,
and it did the same thing
both times. Now | have to
pay six bucks, and | didn’t even get to play. | don't believe you did
this to rip people off, so why did this happen?
Shaun “No Money Now” Byrd, Orlando, FL

A'\"-u-u"!""
L LA L URE At

a(ll)- 4446600

gk Lokt

v}

ATTENTION GAMERS; 4

You got circles?

170 GAMEPRD

Scary Larry replies:
B Trouble with my line? Impossible! | take great pains

B (heh, heh, great pains...) to make sure the phone is
in working order. | understand that at the beginning there were a
number of errors with the phone line, but they have all been cor-
rected now. To file a complaint about the six bucks, you can call
your local phone company, and they will investigate the charges
in question.

| plan to buy a Sat-
" urn and a PlaySta-

tion, but before |
buy 'em, | gotta find out if
The Wherehouse or
Blockbuster Video are
going to rent games .
for those systems.
Kyle Kingsbury

Cupertino, CA or et

Wally Knies of Blockbuster Video replies:
Ly September, Blockbuster will begin renting both
B PplayStation and Saturn games...and systems! The

deal we'll be running is that you can rent either system and two
pieces of software for three evenings for $14.99.

| was looking

\ P through some of

my old issues of
GamePro when | stumbled upon
a Super NES game enhancer
called The Game Mage. | got
interested, so | decided | wanted
one. | called the number, and
they told me they discontinued
it. Is there any way | can get one?
Robert Sanchez, Floral Park, NY

The Watch Dog replies:
B The Game Mage, which was originally marketed
B and distributed by Alfa Data US over a year ago,

stopped production of the unit. We can only assume that fierce
competition and poor distribution led to its demise.

t GamePro, listening is what we do best. When you have a
"'\ problem with a product or feel you've been ripped off, we
£ want to know. If you have a complaint about a product,
write to:
GamePro’s Buyers Beware
P.O. Box 5828
San Mateo, CA 94402

You can also e-mail us at:
buyers_beware.gamepro@iftw.com

November 1885



For nmor® information call: 1-800-Ub
Comejvisit us on the Net: http:/www.ubisoff

|
PlayStation |

© 1995 UBI SOFT ENTERTAINMENT, INC. ALL RIGHTS RESERVED. THE PLAYSTATION LOGO AND PLAYSTATION ARE TRADEMARKS OF SONY COMPUTER ENTERTAINMENT INC. SEGA SATURN IS A TRADEMARK OF SEGA
ENTERPRISE LTD. ATARI, THE ATARI LOGO AND JAGUAR ARE TRADEMARKS OR REGISTERED TRADEMARKS OF ATARI CORPORATION. ALL RIGHTS RESERVED.




SNES simians everywhere,
stop Iookmg for bugs and pay
attention. Here’s an update on
the Donkey Kong Country se-
quel, Diddy’s Kong Quest. The
game’s due out in November,
and it’s looking good! More
than 100 new levels are being
faithfully rendered by those ge-
niuses at Rare, which is using
its ACM graphics technique.

In case you haven't been
paying attention the last couple
of months, the plot is as fol-
lows: Donkey Kong Sr. has
been kidnapped. Diddy must
rescue him with a little help
from Dixie, an ape-ette with a
blond ponytail. The duo romps
across the landscape in either
one- or two-player action/ad-
venture gameplay. Each simian
has a set of unique moves:
Diddy’s are the same as in the
original game, but Dixie can
use her ponytail to whack un-
friendlies.

With the SNES game
landscape looking a mite arid,
Donkey Kong Country 2's
bound to be a welcome respite
for cart-starved 16-bit gamers.
Kong could be king
again this Christmas.

By Nintendo
Available November

172



The #1 comic pook is nofah:

A MATCH M

pawn” vs. Violator™:
Eternal Enemies! s

JY /1191
’ﬁp;hcﬁkwvzs
)

Escape Spifit Knight's 7 /
vengea?'g:e: Telepgtl)irt! >

Opyertkill"is unstoppable!
&F

Infinite OWErS are yours, but use them at the cost of your soul! As Spawri,‘ are the

Y !

| endless battle between the Mad One”and the/Lord of Darkness! Your enemies—Violator,
: ill—are everywhere! Can you survive 17 levels of 24-meg madness? Expe ce CO;
_intense graj style of the comic that started it all: Todd McFarlane’s Spawn! N

Y ‘ ) St

Spawn game © 1995 Sony Bectronit e —r
a4

}




The PC classic hits the Play-
Station with both barrels blaz-
ing! This bloody first-person
shoot-em-up has all the fea-
tures of the other versions...
and more!

Doom on the PlayStation
uses the levels from the original
Doom, adding in extra territory
and a few other surprises, and
also incorporates weapons (the
double-barreled shotgun) and
enemies (the chain-gun mar-
ines) from Doom II. Williams is

considering making the game
compatible for multiple players
with the PlayStation-to-Play-
Station connector.

By Williams Entertainment

WWEF Wrestiemania: The Arcade Game

satum B8 s2x [ cenosis Y soer s 8 pcco |

This arcade wrestling extrava-
ganza comes home with fully
rendered, digitized graphics.
With commentary by Jerry
“The King” Lawler and Vince
McMahon, players take to the
ring as one of eight mighty
wrestlers, including Bam Bam
Bigelow and Doink the Clown.
The game features two
modes of two-player action —
head-to-head, which is the
standard one-on-one match, or
cooperative, where you and a
friend combine forces against

two computer-controlled char-
acters. Each character has spe-
cial moves and devastating
combos to smash opponents.
By Acclaim
PlayStation, 32X, Genesis, Super
NES, PC CD Available Now
Satum Available March '96

“oPTIONS
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It's all here...

Hammer the puck,
and burn the net...

with the world’s best!

Iy

'




Wing Arms EX1

Climb into the cockpit of
one of seven planes and

 take to the unfriendly
skies for air-combat
flight-sim action in this
one-player game. You
can choose to be any
of seven pilots as you
strive to complete
eight missions with
various objectives and across
diverse terrain.

The flying environment is
completely free flight. Three
points of view — cockpit, chase,
and reverse chase — and 360-
degree movement keep you on
top of the aerial action.

Of Lore EZ1

After starting out with a line-
up geared toward action and
sports gamers, the Saturn gets
its first RPG from Sega. A one-
player game, Mystaria features
a 3D first-person look with
multiple angles.

Evil Lord Bane has cap-
tured the four kingdoms, forc-
ing you to rely on the special
powers of a prince, a ninja,

s )

Mystaria: The Realms

and a lion man to help you
recapture the land. Mystaria's
RPG features include up to
12 unique characters, special
moves for each character,
special items and magic, and
more than 50 enemies and
monsters to battle.

By Sega
Available November

Congo the Movie:
The Lost City of Zinj ET1

Based on the summer sci-fi
movie and Michael Crichton’s
book, this game takes you on

a journey deep into the heart of
the Congo. You're searching
for diamonds and the lost city
of Zinj. To find the city, though,
you'll have to battle through a
jungle filled with the likes of fe-
rocious gray gorillas, mutant
spiders, and deadly mosqui-
toes. The one-player action/ad-
venture comes to life with a
first-person perspective, 360-
degree action, and rendered
3D graphics.

By Sega
Available Fall "95

176

GAMEPRD -

The sequel to Clockwork Knight,
this one-player action/adventure

toy world. You're a toy solider,
stomping through a strange land
where toys come to life.

Improvements over the
original game include 12 new
gameplay environments, better
3D graphics and animation,
more background interaction,
and larger puzzles.

November 1885

game takes place in a mysterious

Clockwork nght 2 1




In Dungeon Keeper, you play
the bad guy for a change. As a
nasty sorcerer, you must guard
your treasure, which you hoard
and store in a dark, dank dun-

Fully rotational texture
mapping and light sourcing
lend an appropriately creepy
atmosphere to the dungeon
visuals. Playable across a net-
work for up to eight peo-
ple, Dungeon
Keeper lets one
player assume the
sorcerer’s role as
seven others try to
rob the goods.

By Bullfrog
Available November

Fade to Black

The creators of Flashback, Delphine
Software, developed this sequel
to their innovative game. After
existing in a cryogenic sleep for
50 years, Conrad’s back to res-
cue the human race from aliens
called Morphs. Six labyrinthine
3D levels crisscrossed with sub-
levels are his proving ground.

Movielike 3D animation,
digitized sound, and enhanced
Flashback-style gameplay add
color to Fade to Black.

By Electronic Arts Studios
Available Now

Advertisement




Criticom £

Another entry in the
two-player head-to-
head fighting-game
sweepstakes, Criti-
com has a lineup of
eight warriors to
choose from. In stan-
dard fighting game-
play, the characters
spar from their own
home-base arenas,
battling to the death us-
ing an array of more
than 80 fighting moves.
As players advance,
their characters evolve
and develop better skills.
Gorgeous cinematics
tell each fighter's story.
By Vic Tokai
Saturn Available
February '96
PlayStation Available December

Silverioad P CD

There’s some strange
goings-on in the Old
Western town of Silver-
load. You're a bounty
hunter who's about to
find out just how
strange. You've been
hired by settlers to find
their kidnapped son —
no small task since
monsters apparently
lurk in the local mine.

In this one-player
graphic role-playing
adventure, you must
unravel the town’s se-
crets. Using point-and-
click menus, you figure
out such things as the
preacher’s identity, the
location of the missing
boy, and what were-
wolflike monsters are doing
in Silverload.

By Vic Tokai
Available December

A-Train
In this strategy
simulation game
from the makers of
SimCity and Sim-
Earth, you must
successfully run a
railroad. A-Train
combines city build-
ing and railroad man-
agement responsibili-
ties with such logistical
issues as deciding where
to lay tracks, how to
schedule 40 freight and
passenger trains, and how
to master the financial de-
tails necessary to keep the
company solvent.

By Maxis
Available Fall ‘95

178

GAMEPRD

Wing Commander 1V:
The Price of Freedom

The battle with the Kilrathi

is over, but civil wars and un-
rest have broken out on the
homefront. As Colonel Blair,
you return to Terra to calm
things down.

The improvements in the
latest WC saga are highlighted ({0
by photorealistic fighters and
movie-quality cinematics.
Origin also promises im-
proved player interactivity
both in and out of the
cockpit. This big-
budget game stars
Mark Hamill and
Malcolm McDowell.

By Origin
Available Winter '95
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- Magic Carpet Ii: The
Netherworlcls | PCCD |
Maglc Carpet took off like a
supersonic jet last year
thanks to its fabulous first-

flying-carpet acnon

ay, night,
and cavern areas), 11 new
monsters, and 11 new spells.
The obijectives in the mission-
based levels range from find-
ing magic objects to destroy-
ing entire buildings. Up to
eight players can
go head-to-head
via a network.

By Bullfrog
Available Now

Spuce Hulk: Vengeance
%;he Blood Angels ;

As an Imperial Space Marine,
you embark on a mission to
board an out-of-control space
hulk that's hurtiing toward an
overpopulated planet. Unfortu-
nately, the hulk is filled with
debris and hostile aliens.

Up to eight players can
join in this action game as you
explore the ship’s corridors
and try to shut down the
engines. Sharp, ray-
traced animations
juice the Doom-style
shooting action.

By Electronic Arts
Available Now

Advertisement

another hilarious

acter from our

fun &
games

and maybe even learn some science along the way. Cool. <%

Hyperman on the Internet at http://www.cdrom.ibm.com Tt

There’s only one Hyperman™ (Thank heaven!) on CD-ROM, and only you

| can help him save the world. You'll solve puzzles, outwit an evil alien,

¢ Check out

To order, visit your

dept. | local retailer or call 1800426-7235 (source code 5201).




Advertisement

INTRODUCING
THE NEW
PS PROPAD
AND PS ARCADE

FOR

PS PROPAD

PS ARCADE

NOW THIS IS THE WAY GAMES WERE
MEANT TO BE PLAYED! THE PS PROPAD
AND PS ARCADE PUT ALL THE CONTROL

RIGHT IN YOUR HANDS. WITH MORE
FEATURES THAN YOU EVER IMAGINED!
SO STOP IMAGINING AND EXPERIENCE

THE REALITY WITH STD'S PS PROPAD

AND PS ARCADE.

FOR MORE DETAILS. WRITEUS..

STD Entertainment (USA), Inc.
10945 McCormick Rd. « Hunt Valley, MD 21031

© 1995 STD Entertainment (USA), Inc. ALL RIGHTS RESERVED
Sony PlayStation s a trademark of Sony Computer Entertainment Inc.

Hyper 3D Pinball EZ21

Hyper 3D is realistic pinball
action in a rendered 3D
environment. Features
include six tables, realis-
tic controls and ball
movement, top-down or
%-overhead perspectives,
jet bumpers, jackpots,
multiple ramps and targets,
combination bonuses,
super spinners, hidden
areas, video modes, and
multiball options.

By Virgin Interactive
Entertainment

3-Decathion
Here's a pumped-up
decathlon with ren-
dered 3D graphics and
digitized sound — but
without the sweat. The
Olympic-scored
events include 100-,
400-, and 1500-meter
races, the long jump,
shot put, high jump,
hurdles, discus, pole
vault, and javelin.

Control a male or female
athlete as you compete against
18 countries. Multiple camera
angles, instant replays, eight-
player action, and animated
medal ceremonies round out
the arcade-style
gameplay.

By Virgin Interactive

Entertainment

Available November
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THIS GAME 15

ALL THE HOTTEST
VIDEO GAMES!!

Get a Clue
The Hottest weekly tips for your
favorite system!

Sega CD

1Tip

Super Nintendo
3 Tips

Sega Genesis
3 Tips

([N Alternative Systems
LI 3 Tips

Hit us with
your Best Tip

Leave or pick-up some of the

best tips from the most serious

gamers around!

m Nintendo
m Super Nintendo
m Sega Genesis

4

| & 8 J] 2 |
/ ety Awd. i / / (@
VIVve Y Grlivljivd

" SAY ... HAVE YOU TRIED
THE GAMEPRO
HOT 71PS HOTLINE?

HOW_CAN

WE EVER

BEAT THIS
GAME?!?

Get a Classic Clue
The “best” weekly tips for your
favorite system!

Nintendo
2 Tips

Super Nintendo
2 Tips

Sega Genesis
2 Tips

[[['} Hand Held
8 2 Tips each

OPTION 4

Slammin’
16-bit tip of the week!

Scary Larry’s Hot Picks
Leave your best tip for Scary Lary...
you may get picked!

1-900-860-TIPS

Calls average three minutes in length and cost
$1.29 a minute. Touch-tone phone required.

Be sure to get your parents’ permission to use the Hotline if you are under 18 years of age.
Messages subject to change without notice. A service of Infotainment World in San Mateo, CA




Center Ring Boxinc
PRESENTING o
THE NEW ?,c,‘sfpﬁ*;;sri‘;:‘s.%'o.

head boxing contest.
Put on the gloves and
ECLIPSE PAD choose a fighter, or
create your own
customized boxer.
AN D E c LIPSE Customizable variables
include weight, speed,
agility, and the ability to create
STICK FOR a female boxer. A Training
mode enables you to control
the development of your fighter
and polish your boxer’s array
of punches and blocks.

The bruisin’ graphics
combine full-motion video,
adjustable camera angles,
polygon graphics, and texture
mapping that depicts the
devastating gameplay, blow by
blow. This one looks like Virtua
Fighter in a boxing ring.

EQUIPPED WITH ALL T
YOU'LL NEED TO TAP INTC
POWER OF THIS CUTTING E
GAME SYSTEM. THE ECLIPSE PAD
AND ECLIPSE STICK ARE AVAILABLE
NOW FOR ALL SERIOUS GAMERS
READY TO PLUNGE INTO THE
32-BIT REVOLUTION!

FOR MORE DETAILS. WRITEUS..

ITERET

STD Entertainment (USA), Inc.
10945 McCormick Rd. « Hunt Valley, MD 21031

1995 STD Entertainment (USA), Inc. ALL RIGHTS RESERVED.
Sega and Sega Satur are registered trademarks of Sega Enterprises, Lid.




ics and faster action for this even
ture! All new worlds populated with new enemies
and new friends. $64.

[DONKEY KON CONEY 2l PR 1
bigger adven-

New rosters,
character edit
mode  and

expansion
teams.  $62

GENESIS

different back-
grounds.

€

i

*SECRET OF EVERMORE' Get propelled into a
world of that has been tumed upside
down. 24 megs, Silicon Graphics and environ-
mental ambient sounds will make you shiver! $64.

)} GENESIS

¢

. series

trapped in a
fiendish  virtual
reality  video
‘game buit by evi
genius,

Sys/Sper
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Deadly action/adventure awaits
you in Crusader, a pulse-
pounding sci-fi game that
combines shooting and strat-
egy action gameplay.

You've defected from the
Consortium to join the rebel
forces. To prove yourself, you
must survive mission after
mission of ruthless combat.
This flexible game allows you
to choose whether you prefer
gameplay that's more strategic
or more straight shooting for
each mission. To complete the
missions, you'll have to ex-
plore realistic environments

like refineries, laboratories,
space stations, and military
bases. Gain control of enemy
vehicles and armaments and
use your character’s ability to
walk, run, crouch, and jump to
ambush enemies.

Crusader’s ¥%-overhead
view action includes rendered
3D opponents with individual
combat styles, all in SVGA
graphics with live-action video
cuts for interaction with multi-
ple characters.

By Origin
Available Now

Jane’s Advanced
Tactical Fighters

EA scored a license with Jane’s
Defense Information that has
fans of flight sims drooling. A
sequel to U.S. Navy Fighters,
Tactical Fighters is a one-
player flight sim that puts you
in the cockpit of one of seven
exotic fighters —an F-117A

Three campaigns
fly you to Egypt, Cen-
tral Europe, and Vadi-
vostock — the next
Russian Revolution.
Details include an Air-
craft Reference Guide
with video footage and
design informa-
tion right down
to the lugnuts
on the landing wheels
for the aircraft, as well
as dazzling special ef-
fects, digitized graphics,
and 3D perspectives.

By Electronic Arts
Available November

Nighthawk, B-2 Lancer, X-31,
X-29, ASTOVL, Rafale, and
F-22 Lightning I1. The alliance
with Jane’s assures realistic
simulations.

Microsoft Fury3

Billed as Microsoft's first ac-
tion/arcade game, this one-
player shooter drops you into
the pilot's seat of the Fury3 in
the middle of a space-age civil
war. Your 24 missions cross
eight planets, each with three
parallel playing fields — the sur-
face, inside the planet, and
above the clouds.

The spacecraft flies with
six degrees freedom of move-
ment, and you can control it
from a special cockpit mode
that gives you a 360-degree
view of the action that’s inde-

184

pendent of the aircraft. Your
weaponry includes plasma
guns, lasers, guided missiles,
and smart bombs.

By Microsoft
Available Fall '95
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TOURNAMENT EDITION

It's the greatest NBA® JAM TE™ yet! This Jam takes it to a higher court

with stunning graphics, player scaling, full motion video and the actual
big heads and baby mode arcade feature! Plus, you get updated player
rosters, all-new secret characters, and mind-blowing stereo music and

ALL-NEW MODES OF PLAY!
sound F/X! NBA Jam TE...Get Pumped!
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Descent

In Descent, you journey deep
into the mines of the moon to

i igate the takeover of the
Post Terrain Mineral Corpora-
tion by an alien race. You
search the moon, trying to lo-
cate hidden power-ups and re-
pair stations while you try to
stop enemy robots from de-
stroying command centers.

Descent's 30-plus levels

of multiplayer flight-simulator-
style action include exploration
of lunar shafts and twisting tun-
nels from a 3D perspective. The
full 360-degree environment

comes to life with animated tex-
tured maps, real-time animated
3D monsters, and advanced
artificial intelligence. The rockin'
soundtrack is accompanied by
digitized sound effects.

By Interplay
Available First Quarter '96

Cyberia

Cyberia’s eleven stages of
action/arcade play combine
puzzles, Hollywood-style cine-
matography, and full-on fren-
zied shooting.

It's far in the future.
Global terrorists reign, and a
doomsday device has been
planted somewhere in northern
Asia. You must find and dis-
arm this device before it blows
up the world.

A combination of full-mo-
tion video and rendered graph-
ics illustrate the multiple story
lines and plot paths. Thomas

EDl EXN

Dolby’s Headspace composed
an original score for the game.

By Interplay
Available Fourth Quarter *95

Loacded

In Loaded’s futuristic war-torn
galaxy, a nasty band of mer-
cenaries has been wrongfully
imprisoned. Stuck in the most
dangerous prison in the gal-
axy, this band plans to break
out and track down the entity
that framed them.

You play as one of

six deranged mercenaries, [Es

each with unique special
abilities and a large weapon.
Up to four players (using
multilinks) can gun it out
with a top-down view of
the action through 12 levels

186

filled with mazes and secret
passages. The gameplay is
reminiscent of Doom or a
souped-up Gauntlet.

GAMEPRD o
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The guts of the Ultra 64

Late in the summer, the SIG-
GRAPH computer-graphics
show in L.A. had a surprise visi-
tor: Nintendo’s Ultra 64!
NEC had the unit and its board
on display, though without a
cart or controller.

An inside source identified
some key characteristics on what
he called “an exceptionally clean,
compact” board. The coprocessor
is the special chip made by SGI.
Below the double RAMBUS
memory is a RAMBUS expansion
slot for extra memory, which may
be a feature of the system. On
the exterior of the unit, Power
and Reset buttons sit on the top,
while directly in the front
between the pairs of controller
ports is a small flip-up slot, pos-
sibly for adding extra memory.

Regarding its scheduled
spring '96 release, Perrin Kaplan,
Nintendo’s corporate communi-
cations manager, says, “The
hardware is completed and
ready, and we are looking for-

188

N, o
Inside th

Nintendo’s Ultra 64 on display at SIGGRAPH

e Ultra 64

ward to launching the Ultra 64
in April 1996 with several amaz-
ing first- and third-party titles.”
A Nintendo spokesperson also
commented that rumors of a
surprise January launch are
totally unfounded.

Arcade Games
for 3DO

Hoping to pump some new ener-
gy into the 3D0O, Panasonic
Software has signed an excit-
ing long-term agreement with
Williams Entertainment
and Matsushita Electric
Industrial Co., Ltd. The deal
provides Panasonic Software
with the rights to sell 3DO ver-
sions of current and future
Williams arcade games, includ-
ing some past arcade games.

The first Williams tidle that -

will appear on the 3DO is
Mortal Kombat 3, which is
scheduled to be released in early
1996. Panasonic plans to
announce more titles shortly.

In other 3DO news, Pana-
sonic has also cut a deal with
U.S. Gold that will allow Pana-
sonic to convert U.S. Golds
upcoming line of 1996 Olympics
video games to the 3DO. No
release dates have been sched-
uled for these games.

PlayStation
Peels Out

37 bz

Get a PlayStation with Ridge
Racer packed in for $349.
Right before the PlayStation’s
launch, Sony added a pack-in
option to the new system. For
$349, gamers can buy a Play-
Station with Ridge Racer,a
well-received racing game based
on the arcade hit. Sony’ original
deal of $299 for a PlayStation
sans pack-in is also still available.
To satisfy the demand for
PlayStations at the system’s
launch, Sony Computer Enter-
tainment (SCE) instituted a
prelaunch reservation program
forits US. customers. Beginning
in mid-August, buyers could
make a reservation to have a
system ready and waiting for
them at a local store on Sep-
tember 9, the first day the
system went on sale. Those
who signed up also received
abonus CD sampler of tunes
published by Sony Music.
SCE effected its ambi-
tious plan in response to the
high demand for systems

when the PlayStation made its
debut in Japan, where many
stores quickly sold out of the

¢ new hardware.

Blockbuster’s
World Champs!

The summer-long Blockbuster
World Video Game Cham-
pionship Il has finally con-
cluded! More than 300,000
gamers entered the worldwide
contest with 11 finalists squar-
ing off in San Francisco on
August 21. Emerging victorious
from this final group were a
SNES champion, 15-year-old
Leon Kane of Kingston, England,
and a Genesis champion, 12-year-
old Ricky Frazier of Neptune
Beach, Florida.

The other nine finalists
were Andrew Smallwood (age
11; New Albany; IN); Kelly
Banach (age 13; New Berlin, WI);
Lucio D'Andrea (age 13; Salta,
Argentina); Amarelus Knights

champ Leon Kane (ight)

Genesis
SNES champ Ricky Frazier (center),
and finalist Andrew Smallwood (left)
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(age 14; Washington, D.C.);
Brandon Veach (age 14; Lake in
the Hills, IL); Nathan Laidlaw
(age 17; Perth, Australia); Danny
Parker (age 17; Melbourne,
Australia); Shaun Fuller (age
18; Durham, NC); and Edward
Callis (age 19; Hull, England).
Check out next months GamePro
for more photos and onsite cov-
erage of the finals held at Planet
Hollywood in San Francisco and
at the GamePro offices, where the
two champs became editors for
aday!

More Game Ratings

The Recreational Soft-
ware Advisory Council
(RSAC) has announced a new
ratings system that evaluates a
game’s degree of violence, sex or
nudity, and strong language on a
scale of zero to four. “The RSAC
ratings do not presume to judge
what is suitable for whom; they

simply describe the product and ]

leave the decision in the hands
of the consumer,” said Emest
Adams, president of the Com-
puter Game Developers’ Associ-
ation, which endorses the RSAC
ratings. Adams added that the
ratings will probably be used
more by PC game publishers,
noting that companies like
Microsoft, LucasArts, and Maxis
expressed support for the system.

In other ratings news, the
Entertainment Software
Ratings Board announced
over the summer that it has
already rated more than 500 con-
sole-system games and 300 PC
games since mid-1994. The rat-
ings, which GamePro runs with
each review, describe for which
age groups a game is appropriate
on the basis of the game’s
violent content and adult con-
tent, among other things.
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XBand Goes National

After successful tests of XBand
modems in five cities around
the country, Catapult Enter-
tainment has made the video
game modem available nation-
wide. Blockbuster Video stores,
toy stores, and software stores
across the U.S. began carrying
SNES and Genesis XBands in
the week of October 2.

XBand modems allow

gamers to connect their video
game consoles to phone lines
and compete with gamers in
other locations. The units sell for

*4

XBand modems are available at
Blockbuster stores nationwide.
$19.99. An unlimited-play sub-
scription runs $9.95 per month.

In other XBand news, Cat-
apults planning to add Killer
Instinct, WeaponLord, and Mor-
tal Kombat 3 to its menu of
games later this year. [

Sony bagged a vic-

tory in securing

exclusive worldwide
rights for the 32-bit CD ver-
sions of Mortal Kombat 3
through the first quarter of
1996. The deal with Midway
means that the PlayStation ver-
sion of MK 3 will be the only
32-bit CD MK 3 until the sec-
ond quarter of 1996, when
competing versions for sys
like the Saturn can be released.
The agreement has no effect on
16-bit versions of MK 3.

In turn, Sega has
scored one of Sony’s
flagship PlayStation
titles, Battle Arena Toshin-
den, for the Saturn. Titled Bat-
tle Arena Toshinden 1.5, this
Saturn version is scheduled for
release in January and, accord-
ing to Sega, will offer souped-
up gameplay that outshines the
PlayStation version.

Doug TenNapel,
creator of Earthworm
Jim for Shiny Enter-
tainment, has signed on with

At the Deadline

DreamWorks Interactive
(DI) as that mega-company’s
first third-party developer. Ten-
Napels company; the Southern
California-based Neverhood,
will create three games for DI.
The first out the doors will be
The Neverhood for the PC
and possibly for the Saturn and
PlayStation. TenNapel als ]
that discussions with MCA
about a possible EJ feature film
are under way.

Segas new Play
To Win promotion
might just let you
earn a living playing video
games. A small number of
copies of some Sega games will
be programmed to display an
800 number when the player
finishes the cart. The first per-
son to call scores a whopping
$25,000; the next three callers
rake in $10,000! Sega’s launch-
ing the promotion with Vector-
man for the Genesis and plans
to continue serving up the
green with other selected
games in the future.

The Sega Channel
has devised a way
for its subscribers to
rent popular new releases over
the cable lines: the Express
Games servi $2.95,
gamers can call a toll-free num-
ber and order a two-day rental
as soon as the games hit the
shelves. The first Express
Games offerings included
Comix Zone and The Adven-
tures of Batman and Robin.

Sonys settled the
details on the recent
relocation of its soft-
ware arms (see “ProNews,”
October). The former Sony
Imagesoft has been divided
into two divisions: Sony Inter-
active Studios America and
Sony Interactive PC America,
which respectively focus on
video games and PC games.
Psygnosis, a British software
developer owned by Sony, has
been renamed Sony Interactive
Europe.
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PS ProPad for the Sony PlayStation™
Contoured hand grips, and cool options like the LED screen
make this the ultimate controller for Sony PlayStation.

Pad for Sega Saturn™
nly Saturn control pad with programmable
fire and other lethal features.

Eclipse Stick

Eclipse Stick for Sega Saturn™
This sleek arcade stick for Saturn is loaded with
powerful upgrade functions.

st
» Handy Pak
2 — SN ProPad for the Super NES®
% The original clear SNES pad,
Handy Pak for the Game Boy® jam-packed with features.
The original all-in-one accessory for your Game

Boy gives you better sound, better vision and
better control. Better get one!

SN & SG ProgramPads for SNES & Genesis ~ Handy Gear for Game Gear ~ Handy Car Plug for Game Boy &

-?‘G‘F‘wPad 4 for IBM PC.
WTERICF

MULTIMEDIA PRODUCTS

 Accessories, Inc.
cCormick Rd. + Hunt Valley, MD 21031 « 410-785-5661
ract Accessories, Inc. ALL RIGHTS RESERVED.

and Game Boy are registered trademarks of Nintendo of America. Sega, Sega Game Gear and sega Saturn are registered trademarks of Sega Enterprises, Ltd.
ik of the 3DO Company. Sony PlayStation is a trademark of Sony Computer Entertainment Co. IBM is a registered trademark of International Business Machines, Inc.




“<IT’S AWESOME!

IF YOU THOUGHT 16-BIT WAS DEAD, THINK AGAIN.”
- GAMEPRO MAGAZINE

1-s00200sech IR ) PAY HOMAGE TO VECTORMAN
9 soboilovilgiipbill AT HTTP://WWW.VECTORMAN.COM OR VISIT
pusovegemmblpimpoioll  SEGA'S WEB SITE AT HTTP://WWW.SEGAOA.COM

SEGA game secrets $1.25/min (recordedive). OR ON COMPUSERVE AT GO SEGA.




