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slug test for Game Boy;
Omega League of 7 full size, screen dominating fighters each with 20-40 attack

moves including specialized assaults. Use these awesome arsenals of physical brute force to

wail on computer controlled foes in the practice mode. Pulverize

your opponents in a single elimination pain event. Or vie for the title

of Mightiest Mortal in the bone crushing tournament.

You can even inflict unforgettable agony on a friend with the 2

player option using a second Game Boy. Raging Fighter Game Pak
and a Game Link.'“ So grit your teeth and clench your fists. In Raging

Fighter you have nothing to lose but use of your limbs!
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per second), hands-free AUTO TURBO

and SLOW-MOTION CONTROL With ell

That “it's not whether you win or lose, it’s how these killer features and cool styling,

you play the game" stuff is a bunch of garbage. it’s no wonder they're the #1 enhanced

That's why we've qot two ways controllers for the Super
r - ASCnWARE 1

I you winning; the i 1 NES. So take your pick, and

Super Advantage and asdiPad,™ both for then take on the neighborhood. With

the Super NES.® They've got the kind of this kind of power, you’d just better

enhancements you need for today's fiercest learn how to be a gracious winner,

games—features like TURBO-FIRE (up to 32 shots IT’e HOW TO WIN.

01993 ASCII Encertsinmen Sobvsre, Inc. P.O. 6oi 6639, Sa> Mstec. CA 94A03. Telephone: 415/570-7CD5. ASQIWARE and ascPad are iradeinsrKs of ASCII Erunainmenc

Software, Inc. All rights reserved. Super Nintendo Entertainment System. Super Advantage, and the official seals are regeered tredemails of l^ntendo of America Inc.
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Two secret weapons for the

eiSSSiSO&WranraentSsftttsre.hc. P.O. Sox 6639, Macw, CA 34403 TelepfKne. 415/^707605.



HE COMING.
Sega" are incoming, so keep your eyes open. And your head low.

a public service from

8 crsArnsrt of 4SCI£ricerui'VTie^ Software, Inc. Aln^nseneO Sega. Gatess and Sega CD are railsmsrts of Sags e-Kiyxses. LTD



8 Letter from the GamePros

12 The Mail

16 The Cutting Edge
Carnes on TV starring The Sega Channel! 3D0 Carnes: Crash 'N' Burn

and Total Carnage.

22 Hot at the Arcades
Drive for sport with Driver’s Eyes or drive for blood with Lucky and Wild.

24 Special Feature: Batttetoads in BatOemaniacs
The terrible 'Toads are back to take over the SNES, and Part Two of the Battle-

toads comic.

30 ProStrategy Guide: Ecco the Dolphin

Part 3 brings Ecco on home.

36 Special Feabue: Jurassic Path
Welcome to Jurassic Park for the Cenesis, the Sega CD, and more! Enter at

your own risk!

42 Special Featute: MortalKombat
It's a Mortal Kombat overkill PreView - SNES, Cenesis, Came Cear, Came Boy,

and Sega CD!

44 ProReviews

44 Cenesis: Splatterhouse 3, Jungle Strike, Toys!, PreView: Journeyfrom
Darkness: Strider Returns. PreView: Rocket Knight Adventures

60 Sega CD: Rise of the Dragon, Final Fight, Time Cal

94 SNES: Final Fight 2, Alien 3, Dungeon Master, TuffEnuff, Brawl

Brothers, PreView: Clay Fighter

1 06 Nintendo: Mighty Final Fight

1 1 0 NeotCeo: World Heroes 2

1 12 Duo: Bonk 3 (Duo Chip), Sherlock Holmes Consulting Detective 2

(Super CD)

130 Came Boy: Avenging Spirit

134 Came Cear: Streets ofRage

116 ^)ecial Feature: Stre^ natter II Again!

Street Fighter II Turbo's coming for the SNES! In Japan, SF II Champion Edition

ready for the PC Engine Duo.

Volir»5, <7; July Issue, GAMEPRO^ (ISSM 1CM2-«58) is puMsIied rromhly tor S24 95 per year tjy lriota«nent Wcrt3, Inc., 951
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Cookie Chaos for Mario and Yoshil
Mario and Yoshi are fillins in at the Cookie Factory, and the snacks are piling high!

As fresh baked cookies roll out of the ovens, it's up to Mario to sort and stack 'em before they pile too hish! Line up a

row of the same kind of cookies either vertically or horizontally, and they vanish. Clear the screen to move on to a new

level of munchie-madness! Voshi appears from time to time to stirthings up. Play for high score or go head-to-head

against a friend or the computer. The mouth-watering madness doesn't let upl

In the tradition of Tetris"* and

Dr. Mario"*, Yoshi's Cookie is a

heaping helping of lip-smacking,

snack-stacking cookie chaosi

Challenge a friend or the

computer for mere
munchie-madness!

Bullet-Proof Software, Inc.

83371 54th Ave. NE

Redmond, Washington 98052

^ 100 stages, plus bonus rounds.

^ 1 or 2 players, or play against

the computer.

Choose to be Mario, Yoshi,

the Princess or Bowser.

^ Extra puzzle game from the

creator of Tetris.

It's a snack attack!

»«5C«*«i5S[r»Wnafto(N«OT*>atAme™ainc 019W,1«3Nirttri*(rfAiri«ncalnc.©1993 8ute-SWo*Soft«vsfs,lnc. Onsinsl densrW Home DsM Cap PuctoD)'«e»e/Pai'tno»atK)BPS. Dr.MTO, l*r»ericto, SuperNESand

Si^wNiriterrkiEr.wwwrie-aSrtKma'eraSerranartNmSndoafAmerolix. Tetrs™ 4OIW

D

03 BullO-'HJOlSofNvsreenaBPSBre'^isieiedtraaemar'aotBullO-PipdSoliy.ae.lrit All ri^ reserved



120 The Sports Page
Sports Insider talks with Shaquille O'Nell. Davis Cup World Tour (C), Jimmy
Connors Tennis (N), NBA Jam (coin-op), Summer Challenge (C).

136 GamePro Lab Beport
Hardware Helpers becomes CamePro Lab Report for gadgets and gear.

140 Short ProShots

Quick hits on some cool new games.

146 S.W.A.T. (Secret VlteapMS and Ibctics)

Check out these hot tips and tricks from CamePros everywhere.

ISO ProNem
All the uifien name n<3U/f thnt fit tn pirint



COMING TO
VlfHEN IT’S EASIER

TO GET A DEGREE IN

THAN A SEGA SEAL. OF QLIALITT

A scant 200 Sega Seals were awarded last year
in the whole wide world.

The Sega Seal of Quality. With it, you’re assured a game has passed the most rigorous

battery of quality control and playability tests ever devised, and that it pushes the limits on

the fim meter. What’s more, the Seal guarantees the game, when used properly and not

as a door stop, will not damage a Sega Genesis^ Sega or color portable Game Gear™

Without the Seal? Well, about I

is that you could be setting yourself I

happens, don’t come crying to us.
I

W E L C O
M E T O T
H E N E X
T L. E V E L

the only thing we can guarantee

up for a big, big headache. If that

Heck, call a brain surgeon.
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Jurassic Park - best-selling novel, block-

buster movie, video game, CD game, and

this month's cover story - will make di-

nosaurs the cultural icon of 1 993. Video

game companies would do well to re-

member the fossilized lesson of the di-

nosaurs: Those who don’t adapt to the

changing environment disappear.

To survive in the increasingly com-

petitive elearonic entertainment habitat,

smart game companies are finding out

that it takes a team effort to come up

with a winner. “Strategic alliance" is the

hot catch phrase of the moment. Current-

ly strategic alliances are uniting compa-

nies ranging from movie powerhouses to

cable-communications outfits.

Jurassic Park is a high-profile example

of what happens when companies from

different fields team up. Sega, Ocean, and

Universal Pictures will attempt to herd di-

nosaurs into the hearts and minds of

American gamers and moviegoers. Steven

LucasArts formed a partnership with Sili-

con Graphics to use its high-powered

graphics computers to develop films and

electronic games. Sony Imagesoft has a

Columbia connection that will result in

Dracula, Cliffhanger, Last Action Hero, and

Journey to the Center of the Earth...all

soon-to-be video games based on films.

The most fascinating and potentially

fer-reaching alliance (as reported in this

month's Cutting Edge) concerns the Sega

Channel. Sega’s allied itself with Time

Warner and Telecommunications, Inc., the

nation's number one and two cable-sys-

tem operators, to create a video games

channel. According to Sega, subscribers

will be able to play and preview Genesis

games by the end of the year.

Video game companies are also look-

ing within their own ranks for suitable

matchups. Alliances between Capcom,

Sega, and Hudson Soft in Japan will result

in several incarnations of Street Fighter II

“WOeogame

Spielberg, the film's director, went to bat

for a 3DO version of the game by MCA.

(3DO is itself an interesting alliance, with

Matsushita, Time Warner, AT&T, and Elec-

tronic Arts among its team members.)

Of course, Hollywood, the "entertain-

ment capital of the world," has had its

sights set on electronic entertainment for

a while. The Lucasfilms/LucasArts team

produced Star Wars for the SNES (see the

Star Wars ProStrategy Guide in this issue)

and the soon-to-be announced Super Em-

pire Strikes Back. Recently, however.

. would do well

to remember

die tf/fiosaufs."

for the Genesis and the P.C. Engine. (See

the Street Fighter II Special Feature on

page 1 1 6.) Sega, Disney Software, and Vir-

gin Games are working together to create

Disney’s Aladdin, based on the hit animat-

ed movie. Even adversaries like Sega and

Accolade have become allies. (See

ProNews, page 1 50.)

Of course, one major player remains

quiet on the alliance front Nintendo can

surely see which way the wind is blowing.

If they can't, perhaps they need to be re-

minded of what happened to the dinosaurs.
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COMING TO LEADING VIDEO GAME SYSTEMS
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Hot graphics!

urek m t iSHI

- IP

Cool moves! Out of control fun!

Score at the beach! 11 hardcore levels! 6 Bonus rounds!

High energy music!

Action you can sink your teeth into!

LICEMSED BY SEQA ENTERPRISES LTD. FOR
PUY ON THE SEGA' GENESIS' SYSTEM.

AJ^rtBhls

SESA AND GENESIS ARE TRADEMARKS OF SEGA ENTERPRISES I

Wipe out sound effects!

"THIS ISONEOFTHE BEST

SECACARTSWE'VE SEEN

THISYEAR! ITSCOT IT ALU-

EYE-POPPINC CRAPHICS,

PUMPINC MUSIC ANE>

EDCE-OF-YOUR-SEATCAME-

PLAY. CCXJLSPOT REALLY

QUENCHESTHETHIRST

FOR FUNANDWHITE-
KNUCKLEACTION!"

X SEGA VISIONS

MAGAZINE



Blve Us Letters,

Give Us Art!
I’ve been subscribing to

CamePfo for about a year

now, but I’m disappointed

with the mail section. It’s

too short!

David Luong, Vancouver, Canada

I think the magazine should

have a page where readers

can draw pictures of their

fevorite characters or games.

Tom Warnke, Schuamhurg, IL

(We’ve always said our read-

ers have the best ideas. We
hear, and we obey!As you
may have noticed in last

month’s GamePro, we’ve

expanded The Mail to two

pages, /dus we’ve started giv-

ing space to srnne of the cool

envelope artyou send in each

month. Send us yourphoto-

graph, and we’llput

your face next to your

letter. - Earth Angel)

Unfair Opponents
Is it just me, or do computer

opponents on some video

games cheat? If you’re playing

SF II above Level 5, don't even

think of having a fair fight

against Guile, Blanka, or M.

Bison. Guile whips off two or

three Sonic Booms in a row,

sometimes within three sec-

onds. I once had Blanka walk

toward me and do a Rolling

Attack! What's up with that?

On Super Mario Kart, the com-

puter-driven karts act like

they're riding on rails. It’s

impossible for gamers to drive

that way. Why do game mak-

ers make some games so bla-

tantly unfair to the people

who play them?

Jared Spiegel, Machias, NY

In sni, the computer uses moves

nonnal players can’t

On a satse, you’re cotrect. The

designers give computer

opponatts the ability to bust

moves no human player can

execute! Normally, Blanka

wouldn’t be able to use the

toward you, because he’d

have to Charge Back first. By
giving Oie computer “superhu-

man” abilities, designers not

only compensate for the limits

of aiUNcial intelligence, but

make Ote game more chat-

latging. The rewards for beat-

ing such tough opponents are

well worth the effort, though.

Try completing Street Fighter II

on Level 7. Ifyou can do it,

you’ll see a special ending.

After all, who wants to waste

theirbucks on a cart titat’s

easy to beat.

~ Slasher Quan)

A Bioodless

Morta!Kombat?
I'm very happy that Acclaim

will create Mortal Kombat for

the Super NES, but I hear Nin-

tendo has a rule against "too

much violence" in games. Have

Acclaim and Nintendo dis-

cussed the graphic violence in

MK? Without the violence, MK
will Just be another poor Street

Fighter clone. Please keep us

up to date on this situation.

Garrett Masui, Union City, CA

Will Nintendo cut die violence out

ofMortal Kombat?

(We went right to the source for

the answer to this me. AJIyne

Mills, a spokesp^sm tor

Acclaim, tells us, “Ac^aim’s

goal is to make Mortal Kombat

as true to the arcade games as

possible. We thinkgamers will

behafNiy.”Formore informa-

tion, see our Previews on

upcoming Mortal Kombat
titi^mpage42ofthis
issue. - Hatdc ’n’ Slash)

ABitofaProUem
Both the Genesis and the

Super NES are 1 6-bit systems,

yet they play 1 2- and 1
6-

megabit games. Could you

please explain this to us

gamers who wish to know

more about our systems?

Thumper, Iowa City, lA

megabits confuse more titan a

few gamers. Both tiie Super

NES and the Genesis are “16-

bit” hardware systems, which

means that they can process

16 bits of data at a time (twice

as many as the NES, viriiich is

an 8-blt system). The label

“16-bit”hm refers to the

speed of the hardware’s

processor.

A “16-megabit” lab^ on

cartridge software means
smnething cmpletely differ-

mt. Megabits, or “megs,”

refers to the totalamount of

data stored in the cartridge.

Currentiy, carts come with 4,

B, 12, and 16 megs of data

(one megabit equals

1,000,000 bits).

-The King Fisher

is Nintendo

level of Bart’s Nightmare for the

Super NES. At one point, it

looks like people are throwing

Sega Genesis systems at Bart.

Excuse me, I thought that this

was a Super NES game! Since

Sega's their main rival, isn't Nin-

tendo taking a shot at its com-

petition? If Nintendo’s dissing

Sega, I think it’s a low blow.

Sal Piscopo, Brooklyn, NY

(We tired up Bartzilla in our

Game Lab andsaw people

throwing,..something. Defi-

nitely someOting. Here’s

the screen, vidratdo

you think? - The

Unknown Gamer)

Super MBS, S’H

VoasPlaH
Can you hook up the Super

NES system to a European

television? Also, is the Street

Fighter II arcade game played

in Europe?

Dino Shipmon

Panorama City, CA

(Patdr your passportand your

clean underwear, Dino, but

don’t pack your Supw NES
when you go to Europe. Unfar-

tonat^, European TVs have

I’ve noticed something very

controversial in the Bartzilla

(PAL and SECAM ) than we do

in the US (NTSC). Ifyou plug in

an American Super NES across

the pond, the picture will be

scrambM. Likewise, ifyou

buy a Super NES in Europe, it’ll

work on European TVs, but not

on American TVs.

12 EAMEPRD July 19S3



Honest. It really is a
Cartridge Game!

The quest f="or I defnitity-

Planet Titan: Outwit and outgun

weird mutants and traps to escape

from this hostile jungle.

New Washington: You fourxi your

memory. Now take on lethal missions to

sun/ive undercover.

Death Tower Combat deadly replicants

in a futuristic gladiator show, The prize

your life.

Earth: Yourcover has been Uawn. Now
robot are afteryour hide.

Paradise Club: You cSscavered the aliens'

heackiuahers butget tn^iped in theirprison.

Planet Morphs: Transmutating morphs

rdentlessfy defertd theirplanet from your

Flashback's animation is so fluid, and the graphics so eye-

popping, you won't believe it isn't a CD-ROM game, The

characters move at 24 frames-per-second and an intense

science fiction plot unfolds with animated sequences.

With 7 challenging levels and a choice of 3 difficulty

tings, you'll wonder how this all fit into a cartridge.

For tips and information:

U.S. Gold GAME//na
1.900-288-GAME (4263)

$.85 par mlrtute ^arga. II you ara under 1 8 years old get your

parents permission before calling dte GAMEfine. Touch-tone

phooe required. U.S. Gold Inc., San Frantdsco, CA 94111

Now avallablel!!

Ttie OfflciBi Fleshbadt-Tbe Quest for MenWy Strategy Guide

A delajed guide of Nns, strategy li[e and the further adventures

of Coruad frwn Marvels comics. Cal the U£. Gold GAMEIne

for informalion on purdiasing I

Available

for Sega"" Genesis'”



I

P.t.BcW
ju.pu*^»xN

g^MEPro i*»5«"'« K
I DiortAiVor I*

I P.C.E>»6*^’ \

Fortiinaiely, you’ll fimi

that SFIl is a big hit in Euro-

pean arcades, so you’ll be able

to practice your moves while

you’re there. Bon voyage!

- Rampant Saxon)

I was wondering if you could

send me the addresses of the

following companies: TTI,

3DO, and Electronic Arts.

Don Allen, Mankato, MN

(Here ya go: Turbo Technolo-

gies, Inc., 6701 Center Dr.

We^ Suite 500, LA, CA,

90045; The 300 Co., 1820

Gateway Dr., San Mateo, CA,

94404; Electronic Arts, P.O.

Box 7578, San Ma/eOv-jQi

CA, 94403.

The Last Ultimate

Final Oosmg End
If, as the name suggests, Cap-

corn's Final Fight was the last

fight, how can there be a Final

Fight II? I'm perplexed.

Jennifer E. Barr, OIney, MD

Ml diere ever be a final

Final Fight?

(Hmmm, you may be on to

something here, Jennifer.

Come to blink of it, how can

there be a third, fourth, and

fifth Fantasy if the Hrst Fanta-

sy was finai? (Do you follow?)

Face it, just like the movies, as

long as the first Hght is finan-

cially fruitful, further fights

will follow. Besides, do you

really want these

great series to end?
- Gideon)

coming,

Wesley H^bs
Upland, IN

GamePro’s Game Rating System

Graphics: Judges the overall artistic quality of sprites, animation, and background scenery. Sound:

Critiques music and sound effects. Control: Rates how smoothly the control pad commands and

the game’s interface turn you on to the on-screen action and fun. FunFactor: Are you gonna have a

good time? Challenge: This is the average skill level necessary to play the game. When you can

pick skill levels, we label Challenge “Adjustable." GamePro’s Game Rating System: 5.0=0utstand-

ing ! 4.0=Great job! 3.0=Good job! 2.0=0.K. but could be better. 1 ,0=Wake me up when it's over!

So,^Usmai
Mwmiifc
This is your magazim, so
tell os what you'd like to

see in it. Here's your
! chance to design the kind

!
ofmag you've always

;

wanted. Send your sug-
' gestionsto:

,
Dear Editor

P.O. Box 5828

I

San Mateo, CA 94402

.1 Thanks for your help!

July 1883
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at 300.

The average CD spins at a speed of

300 rotations per minute. Then again, DUO

systems and CD games are anything but

average. display 512 simui-

taneous coiors. (That's hundreds more than

the other guys.) Each and every DUO

system comes with Gate of Thunder, Bonk's

Adventures, Bonk's Revenge, Y's I and Y's II.

A whopping $249 value for free. Gratis.

Not a penny. Also available are Lords

of Thunder, Bomberman '93 and all the

games shown on the left Coming soon

[/s John Madden’s - CD Football, only avail-

able on DUO. Hook DUO up to your

stereo and play CD's. Or hook DUO up to a

PC and use it as an external CD-Rom drive.

All this and more, for around $299.

300R.P.M. 299 bucks. A gazillion

advantages. All at one number. Simply

call (310)337-6916 for more details.



The De^ Jockey

President Clinton

calls it the "data

superhighway," and the indus-

try’s top gaming companies

are doing their part to help

" pave this road of tomorrow.

This information freeway will

deliver video entertainment

and information services ove^

the coaxial and fiber optic

lines that bring you cable TV.

What does this mean to

video gamers? A possible rev-

olution in how games are

delivered to your homel Sega’s

ready to fire up The Sega

Channel, a service that sends

Genesis games over cable.

The Interactive Games Chan-

nel is also,on its way, and Nin-

tendo could be next.

The Sega Channel

Sega called its shot In a recent'"^

press announcement by align-

ing itself with Time Warner ahd

Telecommunications, Inc. fTCI)

to launch The Sega Channel.

Genesis owners will be able to

subscribe to this premium chan-

nel service and play any car-

^
, tridge game in Sega’s vast library

without leaving their homes.

Prime Time Any Time

The Sega Channel will be a 24-

hour-a-day cable channel, sIm-

ilar“to any other premium

,
channel such as HBO or Cine-

H , max. After signing up with your

local cable company, you’ll

insert a special decoder unit

. into your Genesis system’s

cartridge slot and connect your

regular TV cable to a wire inter-

face to process the Sega Chan-

nels signal. A menu will display

the current game offerings, and

you’ll download a game into the

decoder cartridge. The game

will be stored in the decoder’s
'

memory as long as the power »

remains on, but you'll have to

download it again if you sv^itch

off the Genesis.
*

CaUe Genesis

Sega will offer portions of its

entire i 6-bit cartridge library on

the channel, and it will update

the selection at least once a

month. In addition to current

games, snippets of unreleased

games will be posted. For

example, players might be

able to sample the first level

of Sonic The Hedgehog 3

before it’s available in stores.

‘Sega will use the channel to

test-market games, such as

the offbeat carts from Japan

that Sega of America usually

hesitates to bring to North

America. Plans also call for

monthly themes, such as role-

playing and sports. Special

promotions, news, contests,

and on-line tips will accompany

the games.

The Sega Channel is car-

tridge-based, so it won’t work

with Sega CD games. Sega is

negotiating with Capcom,

Konami, Acclaim, and other

companies to offer their carts

on the channel, but nothing’s

definite. Sega won’t comment

on whether The Sega Channel

would be compatible with the

32-bit Sega system that we

believe is in development.

Can 300 Hook Up Too?
Trip Hawkins, founder of the

3D0 Company, has made no

secret that part of his vision

for the 300 Interactive Multi-

player includes an expansion

device to support a cable

interface. Time Warner is one

of 3D0’s key financial partners,

so we wondered if Time’s

alignment with Sega indicates

its relationship \¥ith 3D0 is on

shaky ground. Time Warner

spokesperson Edward Adler

noted that when the 3D0 sys-

tem sells as many units as the

Genesis has (12-14 million

estimated by the end of ’93), it

would consider helping 3D0

start its own channel, Sega

spokesperson Ellen Beth Van

Buskirk added that The Sega

Channel’s joint-venture compa-

ny, comprised of representa-

tives from Sega, Time Warner,

and TCI, may consider propos-

als for channels based on sys-

tems from other companies,

including Nintendo and 3D0.

A Fiber Optk Future

Sega's partners in the deal,

TO and Time Warner, are the

nation’s first- and second-

largest cable system opera-

tors, respectively. According

to these cable-TV giants, the

next step for both the cable

industry and The Sega Channel

is fiberoptic cabling. It’s a

higher-density cable than the

coaxial cable currently installed

in most American homes. It

sends and receives information

faster and more efficiently.

Time Warner is currently test-

marketing fiber optic cable in

Orlando, FL, and TCI is now
wiring up fiber optics nation-

wide, with plans for full mass-

market penetration by 1 996.

This gives The Sega Channel

the potential for live, on-line

gaming in the future. Players

around the nation could battle

each other in Street Fighter II:

Champion Edition or any other

multi-player game on the chan-

The Sega Channet is piped in ov» your regular TV cable (1) and is trans-

lated by the decoder unit cartridge (2). Then a menu appears on-screen

(3), and you choose a game to download into the decoder.
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nel. Sega could also create

special versions of games to

accommodate dozens of playe5.

Gamers Get Connected
Stand by for video lift-off. The

Sega Channel has ambitious

plans for a trial run in select

locations this fall, with a nation-

wide launch scheduled in the

spring of ’94. The basic service

will cost approximately $ 1 0 per

month, though no price has

been set on the decoder unit.

Sega expects to sign up two mil-

lion subscribers by year-end '95.

More details should be released

at the National Cable Television

Association (NCTA) show in San

Francisco in earlyjune.

Sega ofAmerica, 130 Shoreline Rd,

Redwood City, CA 94065

415/591-7529

The Games Channel
DueinFaH’93

It’s been over a year since we

looked at The Games Channel

(see Cutting Edge, April ’92),

so here’s an update. The

Games Channel is no heavy-

weight in the video gaming

industry (yet), but it plans to

finally make a splash with a

nationwide roll-out this fall.

7Vvd Kinds of Gaming
For S9.95 you’ll get 20 hours of

play each month, and $19.95

buys you 60 hours. The basic

games aren't traditional video

games, but on-line interactive

TV games. Came types will

include trivia, mystery, role-

playing, education, gambling,

and game shows. You’ll watch

a game and dial In the answers

on any telephone.

As an additional service,

TTie Games Channel will also

offer cartridge-based video

games. You’ll be able to dial

up a computer over the phone

lines and download Genesis,

Super NES, or NES games into

a Super Power American

Champions cartridge (SPAC).

The SNES and Genesis SPACs

hold up to 28 megabits of

game information and cost

$149.95. For the same price,

the NES version holds 12

gaming megs. These SPACs let

users buy games and download

them permanently In memory

until they’re replaced with fresh

games. Stripped-down SPACs

that can store games only In

active memory (until the power

is turned off) are sold for 549.95.

The video games will ail

be non-violent, and they will

focus on such themes as edu-

cation and personal enrich-

ment. The American Champions

brand will initially offer 25

games, but The Games Chan-

nel also hopes to post games

from other companies.

TOC’s Next Levei

In the future. The Games

Channel plans to take advan-

tage of fiber optics, as well as

a new digital video compres-

sion (DVC) technology, which

works over existing cable lines.

With DVC enhancement, regu-

lar coaxial cable can send

approximately 10 times more

data, and can receive data,

too. Digital video compression

could be in homes everywhere

by 1 996, and would enable

TCI, Time Warner, and other

cable companies to broadcast

many more channels than

they can today.

The Games Channel plans

to use DVC for live, on-line,

competitive gaming. It would

enable users to play both the

TV games and video games

over cable, and they wouldn’t

have to use the phone lines.

The Games Channel could give

Sega a run for its money - and

its subscribers!

The Games Channel

26 ParifwoodAve.

Toronto, Ontario, M4Z-2X1

Nintaido to Bmadcast
Video Games via Sateiiite?

That’s the question the whole

video game industiy is tiying

to answer. As reported in

ProNews (May ’93), Nintendo

has purchased a sateiiite broad-

casting company in Japan.

According to well-placed

sources, Nintendo plans to

begin beaming games to Japan-

ese sateiiite subscribers as

soon as April of next year.

This would be an unlikely

service to bring to mass market

in the United States, because

individual users would have

to purchase a satellite dish to

receive the signal. One source

speculates that Nintendo

could solve this problem by

installing local-area satellite

dishes, which would serve

entire neighborhoods or apart-

ment buildings. Nintendo also

might abandon the satellite

plan in the States and simply

create a cable-based Nintendo

channel to compete with

Sega. To date, Nintendo has

declined to comment.
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terrain in real time to create

waves and simulate earth-

quakes. Likewise, their Intelli-

gent Graphic Orientation Tool

(ICOT) enables programmers

to painlessly import graphics

of up to 32,000 colors from IBM

or Macintosh drawing programs

to the 3DO graphics format.

^ByJheVlhia ,

JlheSDOInterac-

^tive Multiplayer is

practically a legend before its

time. As more software begins

to surface, however, the game-

playing potential of this pow-

erful 32-bit CD-ROM system is

beginning to materialize.

Panasonic’s 3DO InteracUve Multiplayerprototffc.

Crystal Dynamics intends

to be one of the first game

software companies to dedi-

cate 1 00 percent of its efforts

to developing 32-bit entertain-

J ment titles. To solidify its stake

in the future of electronic gam-

ing, the Palo Alto, CA-based

company has created a series

of proprietary 32-bit tools, pro-

gramming techniques, and

software engines. For example,

their Dynamic Coordinate

Mapping System (DCMS)

enables programmers to

manipulate geographical

The company will reveal its

handiwork in two 3DO games,

which will be available when the

Panasonic version of the unit

launches in October. For its first

3DO games, Crystal Dynamics

is going for something bor-

rowed, but infinitely new.

Crash ’H’ Bum

You’ll be able to take the 3DO
Multiplayer for a spin through

a post-holocaust world. Crash

'N' Burn is a 3D auto racing/

combat simulator that combines

high-speed driving with lethal
^

weaponry. The riotous racing

action takes place on 30 i

tracks in a highly detailed
‘

three-dimensional world that

consists of polygonal shapes

that are completely texture

. mapped. Crystal Dynamics

prefers the more elegant term

“texture sculpting," but the

process is the same. Texture

mapping (or sculpting) is essen-

tially a technique that “grafts"

detailed pictures onto the poly-

gon shapes. The powerful

3DO graphics processor can

then whip these sharp 3D

graphics around any way a

programmer likes.

Texture mapping makes

the cars in Crash 'N' Burn look

awesome. The racers are beau-

tifully drawn with a variety of

off-the-shelf computer graph-

ics programs. Each vehicle is

intricately constructed from at

least 20,000 polygon shapes.

New Cars, New Hicks
Many of Crash 'N' Burn’s game

elements will be familiar to

video hard track vets, but the

3DO twists will blow your doors

off. For instance, the driving is

in some ways like controlling

a Virtua Racing vehicle, but

with infinitely better-looking

graphics. In fact, like Virtua

Racing, you'll get three selec-

table driving perspectives:

cockpit, chase car, and four

car-lengths behind. But, for the

first time ever, video racers will

be able to maneuver through

banked curves and corkscrew

turns, thanks to a proprietary

3D racing engine that Crystal

Dynamics plans to feature in

several other racing games.

In Crash ’N’ Burn you'll take

on nine fierce opponents. To

select a driver, you watch a

video personality profile,

where each radical racer snarls

their assets into the camera.

Full-motion video footage of

live actors in costume brings

the characters to life, but you’ll

also find that their driving and

fighting styles reflect their

outrageous personalities.



Crash ’N’ Burn will support

two players, but Crystal

Dynamics suggests that the

3DO system’s daisy-chainable

controllers will make a 1
6-

player racing game possible.

The weapons are lethal, if

familiar. Among the armaments

will be Vortex Mines, Fusion

Casters, and 1 20 mm Gauss

Cannons. Crystal Dynamics will

flex some 3DO muscle by show-

ing off the unit's Transparency

effect with a defensive cloak-

ing device that makes the car

translucent (and "invisible” to

computer-controlled vehicles)

as it speeds around the track.

Crash 'N' Burn looks like a killer

auto racing

StarFox fans will find the look

and feel of this game femiliar,

but that’s like comparing an

eagle to its skeleton.

As in Crash ’N’ Burn, texture

mapping makes Total Eclipse’s

game play environment look

so slick it hurts. Hie animation

will run at 24 frames per sec-

ond, which is comparable to

the quality of an animated

movie. You'll also be able to

select three flying perspectives:

inside the cockpit, chase plane,

and a broad look from behind

the FireWing. DCMS effects will

fire up volcanic eruptions and

unleash violent lava flows.

Total Eclipse will test your

reflexes and your nerves as

you skim three-dimensional

planetary surfaces and wind

through narrow canyons at

breakneck speeds. You’ll zap

the Drak-sai with a variety of

imaginative weapons, includ-

ing a searing Laser Blade and a

mammoth Solar Bomb. Special

3DO hardware effeas include

the Phase Coil, which will dif-

fuse your spacecraft so it can

fly through objects. Total

Eclipse will be totally “out there,"

and it will probably make you

want to be out there, too.

A Brave New
Virtual Wortd

If these preliminary versions

of Crash 'N' Burn and Total

Eclipse are any indication,

the rules of the Video Games

Game have just changed...

forever! 3DO game developers

are taking the safe and smart

route by going to proven

themes, but there are games

to come like none you’ve ever

seen or played before!

Crystal Dynamics

2460 Embarcadero Way
PaloJm, CA 94303

415/858-3640

Total Eclipse is a space com-

bat simulator that may send

you screaming into planetary

places where no video gamer

has gone before. Set in the

year 2918, the game will put

you in the FireWing, a Terran ^

space ship on a take-no-pris-

oners mission. Your objective

will be to prevent the evil

Drak-sai from using their star-

killing weapon, the Sun Dag-

gar, to destroy the Sun.

Total Eclipse

*
1 ,
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IsTm

^ssimcmemiics tellme ms'i explosive.

Soyou thinkyou earnedyour stripes

byblowing away the Desert Madman. Don't

be so sure. This new crisis pushes the

tenmature sky high.

Jungle Strike" the Sequel to Desert Strike"

With 16 screaming Megs of action, you

spearhead the ultimate mission. Hunt down
“ anddestroy a drug lord's terrorist empire

before Washington D.C. gets nuked.

It'syour toughestmissionyet. Blast

your way through nine new levels. From

Washington D. C. to the Amazon to the

snowcappedAndes. Deadly night

campaigns, high speed river

chases, jungle hideouts.

You'll need a whole

Trsenal of vehicles. A Super

.
Comanche Helicopter, an MX9

' Attack Hovercraft, a Special

Motorcycle, andan F-117A Stealth Fighter.

But the enemy's packing more firepower, too,

with 26new vehicles and weapons. Includ-

ing stolen Patriot missiles and

\AbramsBattletanks.

Jungle Strike's faster. More

graphic. More explosive. Loaded

th more danger at every turn.

Canyou take the heat? Call (800)

245-4525 anytime to reenlist

BASIC TRAINING

FORTHE JUNGLE.

...

.



with two sleek sit-

'"vmjoaTOsfrom
®isar,eye-pop-

le with nonstop

Its time i

'e mefa/i

Luckyandmn (Namco)

it was inevitable that someone would

come up with a game that blends driving

and shooting. Lucky and Wild does just

that, so we decided to take this gun-

mounted vehicle for a test spin.

Get ready to experience street-chase

shoot-em-ups from the same perspective

that you see in movies like Lethal Weapon
and 48 Hours. This game unit resembles

the front seat of an undercover cop car.

One or two players sit on a wide seat in

front of a large-screen monitor -your
windshield to the criminal-infested streets

of Neo City, California. Player One controls

the steering, gas, brakes and a forward-

mounted Uzi. Player Two controls only his

own Uzi.

Your “vehicle" careens through four

treacherous stages of the city with

smoothly scaling, forward-scrolling action.

In the first stage alone, you’ll need to

bump and dodge enemy cars, shoot some
punks, drive through a fleet of motorcycle
thugs, and take a shortcut through the

local indoor shopping mall. Although you

have unlimited ammo, you still have to

dodge traffic, pedestrians, and road obsta-

cles to keep from damaging your ride.

Deplete your car’s health bar, and it’s

game over. At the end of each level, you’ll

face off against a boss - who’s usually in a

heavily armored vehicle. Wipe out the boss
and proceed to the Pink Cat’s Garage,

where you repair your vehicle and earn

extra bonus points, depending on how well

you did.

Lucky and Wild features great graph-

ics, awesome digitized voices and sounds,

intense game play, and a rollickin’ good
time. Although not heavy on strategy, this is

a fast-action game with an aim to entertain!

Drive’s Eyes Formula 1 Simulabfr

(Namco)

Driver’s Eyes is a massive, one-player sit-

down unit with afull-sized Formula 1 dri-

ver’s cockpit. You have a first-person,

behind-the-windshield view via three moni-

tors wedged together to create an almost

seamless 1 80-degree field of vision for the

driver. Add VR-styie graphics that move

and scale in real time, plus thunderous dig-

ital sound effects that blast out of the

headrest, and you have a complete and

captivating racing experience!

Truly incredible and detailed vector-

filled graphics of a Monte Carloesque sea-

side resort racing circuit include palm

trees, road signs, tunnels, and even a

blimp. Silky smooth real-time scaling

graphics zoom toward the driver head-on,

only to zip by on the side screens a split

second later. This creates a realistic sense

of the speed, sharp turns, and sudden dips

in the road. Watch for opponents that slink

into your field of vision as they try to pass

on either side.

Driver’s Eyes offers two skill levels:

Novice (three laps) and Super (four laps).

Choose either automatic or 5-speed manu-

al transmission to handle a top cruising

speed of 265 mph. Standard controls

include steering, gas, brakes, and shifting.

You start with 90 seconds and earn

extended time as you cross certain check-

points and compete against 16 computer

drivers. Game play and control of your car

is extremely realistic (i.e. the laws of

physics apply!)
. . •

, *

Driver’s Eyes is racing without risk to

life and limb. Go see for yourself!



Save $10 on’^. Royd Rumble'

TAKE A SEAT,

MR. PERFECT!



Game ProFile
(Sillier NES)

BySloMo

I Rash, Zitz, and

Pimple are in your

face once again. The Battle-

toads are back to fight for

truth, justice, and the amphib-

ian way in Battletoads in Bat-

tlemaniacs for the SNES.

Tradewest’s new NES and

Game Boy Battletoads carts

were okay {see ProReview,

June ’93), but this is really the

game that you members of

the Lily Pad Dojo have been

waiting for.

Battletoads looking for adventure.

rite Tbads TmP. Out
Our heroes, Zitz, Rash, and

Pimple, join Professor T-Bird

and their friend, Michiko, at a

demonstration of the ultimate

electronic games machine, the

T.R.I.P.S. 21 (forTotal Reality

Integrated Player System). The

machine opens a computer-

generated portal to a video

game dimension called The

Camescape.
The Pigs of the Apocalypse

come lidin’.

During the demo, Psyko

Pigs on horseback - the dread-

ed Pigs of the Apocalypse -

charge out of the portal and

bag Zitz and Michiko. The

Dark Queen, sworn enemy of

the Battletoads, and her mad,

malevolent partner, Silas Volk-

mire, are behind the slimy

deed. They plan to convert

our universe into their very

own Camescape Kingdom. It's

up to Rash and Pimple

(coached by the Professor) to

save their pais and put a sock

on the Queen’s plans.

Silas Vollmiire...what a creep!

FroggiesGo

Assauttin’
Battiemaniacs is a swinging

side-view action/adventure

game. This superior SNES

froggy free-for-all is tough but

doesn’t take a lot of brains

to play.

Battiemaniacs’ list of

options is sparse. You can fight

solo or recruit a pal for team

Toading. Single players can

play Rash or Pimple. Doubles

partners can up their challenge

with an option to hurt each

other with errant blows.

Gearup with Rash and Pimple.

You get seven multi-

scrolling levels and extra

bonus stages. You begin on

Khaos Mountain and fight

above ground and below to

reach Volkmire’s Dark Tower.

Along the way you encounter

wild rides on the Tracktor and

the dreaded Battletoads

Speeder Bikes.

HipHopStyle
Battiemaniacs’ graphics imme-

diately hit your eye. This is the

best-looking Battletoads game

yet, and it perpetuates the car-

toony, bizarre, radical style

that made the original Battle-

toads NES cart a standout. The

gorgeous character sprites

endow the Toads and their

foes with personality and atti-

tude. For example, Silas Volk-

mire is a creepy, scary,

skeletal nightmare, and the

Dark Queen definitely has

more hex appeal than ever.

The BatUetoads put their

best webbed foot forward k
this toadally audacious

acbon/adventure cart.
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PROW: Rad( up points when
you encotmter the Wasplings on

the Tree. Afteryou knock one

out, keep pandting it against

the tree hunk.

No matter what your skill

level, there's a high probability

you’ll end up a toasted Toad.

Queenie's formidable forces

come at you with a venge-

ance, the obstacles are mad-

dening, and the driving stages

will drive you nuts. Your vital

signs are weak: an eight-point

life meter, three lives, three

continues, and no power-up

flies to snack on this time

around. However, bonus

rounds offer the opportunity

to snag an extra life.

The Queen’s gang will look

familiar to veteran Toads

tamers, but there are plenty of

new villains and vermin, too.

You’ll get a kick (and more)

out of lowlifes like Skellington

Bone, Porka Pig, and the Great

Ratso (a circus reject who

booms out of cannons).

PROTIP:T0 beatRockyattheend

ofihefkstslagelnaone-piayer

game, mbsh for his shadow

when hejumps, and get out of

OKway! You can rock him as

iong as he’s on Ms pork butt, but

oncehestands, dadgehim.

PROW: When you Mce Rocky

during a two-^yergame, Rash

can hurt him when he stands by

punching Ms stomach.

ToadaByAwesome
Battletoads in Battlemaniacs is

dynamite! The game’s so

tough and such an eye-pop-

per, that you won’t mind the

simple, two-button game play.

If you’re looking for an adven-

ture that’s lean, mean, and

green. Jump on this game. Q

PROW: It takes at least200
points to score an extra life dur-

ing the bowling pin bonus

stage. Go for the blue pins.

Of course, the comical but

great-looking Battletoads

Smash Hits put the finishing

touches on the bad guys. Pim-

ple sprouts huge horns for his

Battletoad Butt, Rash's hand

balloons to major size for his

Sidearm Slice, and you get 1

4

other outrageous creepbusters.

Battlemaniacs’ sounds

croak with the best of them.

The rock soundtrack gets

most of the credit, although

the punch and blast effects

are solid.

ntonP:A quick my to bump off

some foes is to knock them over

edges. It’s a good technique

when you’ie surrounded.

mOTIP; The Hover Disc doubles

as a weapon. Press Up and hit B
to blast k downward. Press

either Left or Right and hit B to

Rre the Disc to the side.

The Toads’ Load
The game play is a snap -

almost too simple. The con-

trols follow standard Battle-

toads design, so you only

press two buttons toJump or

Attack. The computer and

your proximity to an oppo-

nent determines whether you

kick, punch, or pull a Smash

Hit. Beginners and intermedi-

ate players will find the game

play painless. Hardened SNES

fighters may desire a little

more control, but at least you

can use objects as weapons.

Moreover, black and blue

fighting-game vets will find

the Toads’ reaction time a tad

pole...err, slow.

PROTIP: When the flaming

RockRre starts falling on Khaos

Mountain, watch the shadom
to make your moves.

PROW: Bad guys K.O. each

other Ifyou can just get out of

the way.

The Dark Queen’s fatal attraction.

Some of the bonus stages

are beautiful, especially the

slick ’n’ sliding side-view bowl-

ing bonus. The backgrounds

are a cut above with great

depth and lush colors.
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ALIENS ON SNES

!

Destroy every egg-laying, chest-bursting, acid-spitting xenomorph on the planet

with everything you’ve got... from a plasma rifle to a blow torch... or this nightmare will never endl



ALIENS TMiei993Tv«



B
ring it on home with Ecco

the Dolphin in Parts of

our ProStrategy Guide. Here’s

a slew of tips that’ll help Ecco

cruise through the weird and

wacky oceans of past and

future times, solve the mys-

tery of who's doing what to

the sea, and reunite, finally,

with his missing pod. We'll

begin in the Trilobite Circle

and paddle through the Dark

Water, the Deep Water, The

City of Forever, The Tube,

Welcome to the Machine, and

the Last Fight.

A Horse ofa

DHterwt Color

There’s a pesky Seahorse lurk-

ing In Trilobite Circle that gives

Ecco a run for his money. To

attack the sea steed, quickly

dart in and Charge it, then swim

away before it shoots the baby

seahorses at Ecco. However,

you don’t really have to attack

the seahorse. If you swim care-

fully over Its head, you can

shoot and touch the Glyph

without too much trouble.

stay to the Left

Flyii^Fish

Ecco’s got to make like a flying

fish to escape from the Trilo-

bite Circle. The exittothis

ocean Is In the air. When the

level is complete, leap into the

air and he’ll fly to the next level.

InvincibWty

Ecco finds a handy Invincibility

Glyph in the Dark Water. Use it

whenever he needs a hand.

Shortcut

Save yourself time and trou-

ble by sneaking past the first

Barrier Glyph in the Dark

Water. Inch through the nar-

row tunnel between the two

spikes, then head down to a

Glyph that enables you to

shoot your way through the

third and final Glyph.

Fight the Asterite

The Asterite in the Dark Water

gives Ecco the toughest battle

of the game so far. The Asterite

shoots out deadly beams. Stay

to the left of the Asterite and

move up and down to avoid its

rays. To defeat this odd crea-

ture, Ecco has to hit four

Globes of the same color In a

row. His best bet is to Charge

into the Asterite Chamber and

hit a Globe. Then he only has to

consecutively nail three more

Globes of the same color.

Near the end of the Trilobite

Circle, stay to the left and

watch out for a very danger-

ous current.
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Ecco won't find anything new

when he returns to the City of

Forever. Simpiy swim to the

time machine and Ecco wiii zai

game. Once there, ieap high

into the air and Ecco wiil be

sucked into the Vortex ship.

The Tube:

^ KUVEKMLK
Weicome to the Machine; i

SDDBKMLG I

Super Passmonis
Here are some passwords that

give Ecco uniimited air in these

especialiy difficuit areas:

When he returns to the Deep

Water, Ecco meets up with the

Asterite one more time. This

time around, you

simply need to

swim to the creature and

touch its flashing Globe to

restore its strength. After that,

swim left to exit the chamber and

return to the City of Forever.

Sonar Strategy

EQAAKNLC

ZBPIGPLD

Deja Vii

The range of Ecco’s Sonar

Blast decreases if you use it

very rapidly. Sometimes this is

good, sometimes it’s not.

fSty of Forever, Vie

Second Tme Around
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EcCOTheDOLPH
Down tfte Ri6es

it takes Ecco about two gruel-

ing minutes to complete this

level. When the current is slow,

try to ram obstacles and barri-

ers, or destroy them altogether.

The barriers do more damage

than the beams. When the cur-

rent picks up. use your en-

hanced Sonar weapon to try to

destroy rubble and obstacles.

After about 80 seconds, the

barriers stop appearing. Move

to the right and cruise through

the rest of the level.

Welcome to the

Medline

Your best strategy in the

Machine is to memorize the

level, so you can easily take the

turns and know what enemies

are coming at Ecco and from

where. If you’re not sure which

way the screen’s going to

scroll, stay in the middle of the

screen and wait until you know.

Watch out for dead-end pas-

sages near the end of the level.

Aliens

There are two helpful things to

remember about Aliens. First,

there will never be more than

two Aliens trailing Ecco at once.

Second, shoot rapidly and con-

tinually at the Aliens’ heads. If

you hit their bodies, their heads

will keep chasing you.

staym Control

It’s easy to panic during the

Last Fight. Stay calm and time

your attack. If you get too wild,

Ecco’s never gonna last.

Keep Low
The little Aliens appear only

during the Last Fight when

Ecco gets too high in the sea.

Stay toward the bottom, and

they won’t appear.

Eye to Eye

It takes seven hits to destroy

each of the Mother Alien’s eyes

during the Last Fight. Remem-

ber, she spits bullets out each

time you hit her eye, so Charge,

and then swim above her to

avoid them. When the Mother’s

eyes are destroyed, start ram-

ming her in the jaw. Just

remember not to Charge when

she’s sucking water in, or

Ecco’s instant lunch. It takes

four hits to break off the jaw,

then another jaw appears. Hit it

fourtimes, andafinal jaw

appears. Ram the third jaw three

times and it’s gone. If you keep

ramming the place where the

jaws appeared, the Mother Alien

will explode, and you’ve won.

Him oH the Music
Want to eliminate the music in

Ecco the Dolphin? All you have

to do Is pause the game, press

Button A, and then unpause.

You’ll still hear ail of the game’s

sound effects, but no music.

Invincibility!

Ecco’s unstoppable with this

invincibility code. To activate

the code, wait until the screen

appears that indicates which

stage you’re on, then simultane-

ously hold down Button A and

Start until your game begins.

When the game screen appears,

you’re paused. Unpause, and

you’ve gotinvinciblity!

Nothing fishy about these

Game Genie codes for Ecco

the Dolphin. Use them to

make Ecco’s journey a lot

less dangerous.

Almost infinite breath (If you

get stuck, switch off this

code, let yourself die, and

then restart your game.);

AKRT-JA64

Protection from jellyfish and

other enemies: AL2A-JA7L

Protection from spiked shells

(but not from getting

crushed) and some other

enemies; ALZA-JA5Y

Protection from the Octopus:

AAVT-NAFC

The Octopus is fatal!:

HAVT-NAFC

Eating a fish restores health

completely; HCBT-LAEW

Jellyfish and some other ene-

mies restore health; SW2A-
KGPJ and HC2A-JAFL

Jellyfish and other enemies

restore breath: SW2A-
KGPJ and TC2A-JGFL
and E42A-JAFN
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Sega's doing a little genetic

engineering of its own at

SegaWood, its multimedia stu-

dio based in Redwood City,

CA, (See On Location, Dec.

’92.)Jurassic Park is the first

CD game developed exclusive-

ly in the U.S. by Sega of Ameri-

ca. Sega’s pulling out all the

stops to ensure that the game

makes as big a splash as

the movie.

Scheduled for a fall '93

release, the CD version of

Jurassic Park features graph-

ics, sound, and game play

based on the novel as well as

the movie. To ensure authen-

ticity, as well as a unique look

and feel, Sega’s worked close-

ly with experts ranging from

Universal Piaures to Dr.

Robert Bakker, aworld-

reknowned paleontologist.

Using their state-of-the-art

development equipment,

including Silicon Graphics

computers and Q-Sound audio

technology, Sega’s multimedia

staff hopes to create a game

starring a cast of dinosaurs

that move, sound, and act as

much like real dinosaurs as

possible -at least, based on

what we know about dino-

saurs. For those creating th'e

game, this representsan

immersion into a world
,

existed 65 million years agoT

The multimedia staff eats,

sleeps, and probably dreams

dinosaurs. They read about

dinosaurs. They meet with Dr.

Bakker to learn more about

dinosaurs. They study dinosaur

ilfestylgs and habitats. They try

to figure out how dinosaurs

moved and behaved. In feet,

they have even crawled around

swamps in Florida to record

reptile sounds, which they’re

remixing to resemble what

dinosaurs might have sounded

like. Then, they try to incorpo-

rate it all into a game that

brings these long-extinct giants

to life.

Fortunately, SegaWood is

more than equipped with the

necessary tools to make Juras-

sic Park come to life on your

video screen. The CD version

will feature a style of play

entirely different from any of

the other versions of the game

and, of course, the kind of

sound and graphics only possi-

ble on CD. We’ll have more on

the making ofJurassic Park in

an upcoming issue. In the

meantime, here’s a sneak peek

at the SegaWood

ne staffat SegaWood not only

sketches dinosaurs, but actually

creates models of them. The mod-

els assist the artists in designing

the game’s dinosaur sprites via

Silicon Graphics computers.

SegaWood artist Mimi Doggett

sketches backgrounds that will

be recreated in the Jurassic

Park game.

When preliminary sketches are

trans^rmed into pixels and

sprites, Jurassic Park comes alive

on-screen.

(And yes, they really did crawl

around in die Florida swamps.)

Music and background sounds are

then blended at SegaWood’s

recording studio. Q-Sound (see

Cutting Edge, Jan., ’93) will lend a

unique, eerie quality to Jurassic

Park’s sounds.

It takes a lot of workjust to cre-

ate the game’s background.
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.TT'lUSSKl TAKK FOU
TIIK GKXESIS BY SE(JA

OF AMEBIOA
Sure, you're itching to get your

claws on that Sega CD of

Jurassic Park. While you’re

waiting, though, don’t forget

to make atrip to Jurassic Park,

Genesis-style. Developed by

Blue Sky, this cart’s an equally

impressive adaptation of the

Jurassic Park saga.

Sporting dinosaur anima-

tions that look as real as the

ones you're gonna see in the

$65 million Jurassic Park

movie, this 1 6-meg cart stacks

up with seven levels of one-

player, multi-scrolling

action/adventure game play. It

also includes an evolutionary

twist that none of the other

versions has.

The setting:Jurassic Park.

Science fiction meets science

fact in this amusement park,

which features exhibits found

nowhere else on Earth. The

inhabitants ofJurassic Park are

genetically engineered

dinosaurs. As visitors stroll

and drive through the park,

they view dinosaurs in their

natural habitats. The only

problem is that something’s

gone terribly wrong. The

park’s enclosures and security

systems aren’t quite as safe as

they should be. Dinosaurs are

on the loose and they’re a

threat to the park’s visitors -

and that means you!

What makes the Genesis

version ofJurassic Park stand

heads and tails above the

other carts are its two modes

of play. In the first mode, you

play Dr. Alan Grant. You roam

through the park in searchflf

escaped dinosaurs in an

attempt to rescue park visi-

tors. Special weapons and

tools at your disposal enable

you to capture, but not

destroy, the dinosaurs. To add

to the challenge. Blue Sky built

dynamic play into the game’s

artifical intelligence. This

means the dinosaurs get

smarter as you stalk them, so

you have to get smarter, too.

In the second mode of

play, you get to climb into the

mind of a Raptor, a small but

extremely dangerous carnivo-

rous dinosaur. As one of the

most dangerous predators in

history, your main task is to

avoid becoming a fossil in a

museum, it’s a crash course in

survival of the fittest as you

try to evade your Jurassic Park

captors and locate the boat

that’s gonna take you back to

the mainland.

These two modes of play

double the challenge, as you

experience the thrill of being

both the predator and the

prey. Suitably primal sounds

and authentic graphics put the

finishing touches on the pre-

historic ambiance. Here’s a

preliminary stroll through the

park. The rest is up to you.

Available Sammer '93

Serious flaptorproblem anda

Pterodactyl are a heck of a lot

more challenging for Dr. Grant

than a bunch of dusty fossils.

Triceratops may be relatively gen-

tle, but fft/5 bad boy’s gonna pin

Br. Grant to Bte Jeep unless Grant

manages to tranquilize him.

Bracblosaurs are huge herbivores

diat are relatively easy b> subdue.

The smaller Raptors, however, are

dangerous predators.

Grant’s nothing more than a quick

snack for the gigantic T-rex.

/ <!.



Is Jurassic Park in the works

for the other game syf®™..

Of course it is! Ocean shah.

work on Game Boy, NES,and

Super Nintendo versions ot

the game, and Sega s got a

I

This flick's the one that every-
one’s been waiting for all winter
long. Universal Pictures and
Steven Spielberg have teamed
up to bring MichaelCrichton's

I blockbuster novel Jurassic
I Parkto the big screen,

Here’s the story; John
Hammond, an elderly entrepre-
neur has created his dream -a
theme park that features an

I

attraction offered nowhere else
on Earth - living, breathing

dinosaurs. Hammond’s team of
biologists genetically engi-

neered dinosaurs from piecesM uui (jicuca
of dinosaur DNA. Hammond’s

I created his Park on a remote,

fog-shrouded island off Costa
Rica. Visitors to the Park have

j
the chance to see real

I
dinosaurs in their jungle habi-
tats. They eat, they sleep, they

I
they forage for food...and,

I unfortunately, they escape!

I When things go awry at

I
Jurassic Park, Hammond flies in

I Dr Alan Grant (a paleontologist)

|andDr.EllieSattler(apaleo-

I botanist) to help him set things
right. What happens next adds
up to the kind of nail-biting,

edge-of-your-seat movie aoion
I
that Spielberg's famous for

Don’t miss it. After all. it was 65
million years, and $65 million, in
the making.

They’re sa^ there.,

they think.
^^fhtrs to Jurassic Parte travel In
the Jurassic Park Expltu^. #
seems like a safe way to
lfhvel.„h)rawhile.

naptors are the most deadly and
dangerous predatws ofall time^ a healthy appetite for the

ofany species. They have to^k^ in a heavily fortified Rap-
tor Pen.

^



Tiger Electronics has also

jumped on the Jurassic Park

bandwagon with an LCD hand-

heid game. In this version, you

play Lex and Tim, two kids

trapped in Jurassic Park. Your

goal is survival! As you race

down the park’s pathways,

you’re hunted by groups of

Raptors, attacked by venom-

spewing Spitters, and chased

bya25-footT-rex.Lexand

Tim have to climb trees, swing

from vines, and reach power

boxes in time to switch on the

electric fences that trap the

dinosaurs. If they get into big

trouble, the kids can try to call

Dr. Grant for help. There’s

more than one way to visit

Jurassic Park, and Tiger's

hand-held might be the perfect

ticket for you.

Jurassic Park by Vger
Electronics

Available now

T-rexonnienum.

Raptors aim Spitters num w.

gmups. Climb a tree to escape.

Climb oat olham’s way ay

bingavlne.

other stuff
voii can just bet there's sonna
be Jurassic Park screaming at

youtromthesiiJeoflunchbox-
es, t-shirts, backpacks, am)
^re- This is one of the most
heavily merchandisetl films of
all time, with over 1000 prod-
uct tie-ins currently in the

p“f®'”5«areafew Jurassic
Park products that look like
real standouts.

I

Popps' Jurassic
I wk Trading cards. The
Deluxe Gold series of 88

cards sports photos from the
movie, A special series of 10

Comic Books
JoPPS is also publishing a
tour-part comic series begin-
ning in June. The series fol-
lows the Jurassic ftntstory
line. Its written by Walt
Simonson, penciled by
G'l Kane, and inked by
George Perez

movie
SouvenirMagaziae
This mag from Topps defalls
the movie and stoiy line with
more than too shots from the
flick.Theresalsoahehind-the-
scenes look at the making of

including info on Ihow the dinosaur models were
'

constructed and used during
Wmmg. A big plus is the use of
original art from Crash the

the stellar
production art in the movie
this publication, available on
the newsstand and at selected

,
theaters, is a collector's item for
any serious buff.

'
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I Opened THE BoxANDA
FightA Broke Out.



o there I was, sittins in the livins room, channel

surfing with the remote when I get in that mood - you

know - for some Super NES*’ Action . I reach for

my new hockey game, SUPER SLAP SHOT™ and strip off that weird

plastic, the kind that always sticks to your fingers when,

BAM! OUT FUES A PUCK that nails me in the face

and two of the biggest mashers I've ever seen hauling

after it. WHOAAAAAAAA!

Z3.

Next thing I know. I'm wiping ice out of my eyes, it's really freakin' cold

and I'm standing in a ref's outfit in the middle of a rink in front of

thousands of screaming fans. Those same two guys whiz by me and

slam up against the wall. They start shredding
I ^

each other, the crowd goes off and I'M supposed to

send THEM to the penalty box?! YEAH, RIGHT!

They ain't havin' it. They come screaming down the ice

like I'm the puck and Check Me so hard. I'm sent flying back into my

living room. TRIP OUT!

I dive for the Soper NES® controller under the sofa cushion and now

I'm in. eontpol of this ^nmo.
YES! 32 teams to choose from, exhibition or tournament mode, fighting

and shootout practice, adjustable team skills and aggression, ref's that

range from "tough" to "blind," fourteen pages of hot

stats, ballistic skating and throat-ramming slap shots!

1
'

SUPER SLAP SHOT'“ Bust one open.

Licensed by

CNinlftfido)
Super SbpSMealradenarktfAim Sofnt3TB.C1993Mplne Software Al nglasresanredUerisaOlo Virgin Garnas. Inc. Vingri is a regiaiaretf ftadarearx cl Virgin Emeipflaes, lid.

DepgneO and pfDduceO by So An0v.

Nrtando. Supaf Nmtonoo EntartDirneni System and da Olfcd Saab are re^sferedbademaiftsaiUntenoo Of Areanca Inc. Cl 991 Ibniandsor Amenealna



By the Unknown

]
Gamer

'

If you haven’t

i heard of Mortal Kombat yet,

' you're so far behind the

I times you may never catch

I

up. This arcade smash is

I

the hottest coin-op since

1 Street Fighter II: Champion

Edition, and our mail has

been flooded with letters

begging for info on the

video game versions. Well,

here you go, Kombateers.

Here’s an update on

I

Acclaim and Arena’s lineup

of Mortal Kombat carts.

If you’re wondering how

authentic this title's gonna

be, don’t worry, be happy!

1 Acclaim’s assured us that

'

they’re commited to making

' the game as true to the

arcade as possible. Check

out these screens for your-

selfand see what you think.

Sixteen-meg SNES and Gene-

sis versions are slated for a

FaH’93 release, as are the

Came Gear and the Came

I
Boy carts. Look for a Sega CD

I
version to follow in the

future. We'll update you as

I

more info becomes available.

MOKTU. KOMBAT

GENESIS

SNES

GAMEBOY
GAMEGEAB

Available Fall ’S3

SEGA CD
Availability TBA

The KiBmg Krew

You get your choice of the

magnificent seven.

Those who dare challenge

Shang Tsung can fight as any

of seven warriors. Each of the

combatants has a unique style

of fighting and trademark

moves. Here’s the lowdown

on the lineup, and some of the

special moves. Baiden’s about to short circuit

Johnny Cage.

it’s a twister, Auntie £m! Ifs

a twister!

S ecia

wove
^ Lightning

Blast

Teleport

Everybody Shang Tsung Tonight

Only the best can compete in The Shaolin Tournament, a competition of honor and glory for

warriors from around the world. The stakes have risen since Shang Tsung (an evil wizard)

established himself as the Grand Master. Cursed by the gods, Shang Tsung is no longer content

with simple victory. To ensure his survival, he claims the soul of every opponent he defeats. To

guarantee his immortality, Shang Tsung conduas the tournaments with assistance from his

brutal bad-boy Coro, a half dragon/half man killing machine that’s all arms.

GAMEPRO • Jnly 199342



MORTAL KOMBAT™ : THE COMIC BOOK © 1992 MIDWAY Manufacturing Company. All rights resen/ed. All prominent

characters and the distinctive likenesses thereof are copyright and trademarks of MIDWAY Manufacturing Company.
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The Competition

Game Gear

Choose between two /Oay modes.

The Toumamenfs a test of

endirance far even the most sea-

soned fiSMer.

Players who step into the

arena to compete in the

Shaoiin Tournament should

make sure their life insurance

Is paid up. In Exhibition mode,

two players go head-to-head.

Enter the Endurance Round

and you alone encounter a

deadly tournament competi-

tion. To advance, fight a single

opponent, then a pair of oppo-

nents, then Coro, and finally

Shang Tsung. If you can still

walk away from that, go homel

Goto

I

THE SCREENS ABOVE ANli ON PAGE 42 AND 43 ARE FROM THE
. SUPER NES AND GAME BOY VERSIONS OF MORTAL KOMSAT BY

ACCLAIM ENTERTAINMENT.

Coro - anned and dangerous.

The Scorpioo rips off his hood to

reveal a riadl. A bast of flame from

This handy outweilder is a for-

mer pupil and a devoted fol-

lower of Shang Tsung. Coro

uses his lower arms to grab

an opponent, then he pounds

on their chest with his upper

arms. He’s also fond of knock-

ing fighters down and jump-

ing on their chests. When

Coro cracks his knuckles you

can hear it for miles.

Shang Tsung

into all of the other charac-

ters, including Coro, and he

has the ability to use their

special moves. To become

Crand Master, you must

defeat Shang Tsung.

TfiePit

Expea the unexpeaed.

Defeat an opponent on the

bridge, and you can knock

him into the Pit. However, if

your luck runs out and the

Reptile emerges from the Pit,

you’ll have to enter the Pit to

fight him.

The evil wizard fights dirty,

and he’s proud of it. During

battle, he’ll transform himself

Bonus Rounds
Smash-n-destroy’s the key to

scoring in the bonus rounds.

Rack up extra points by

pounding on the buttons to

crunch wood, an anvil, or

ajewel.

Ids mouth leduoes Ids {^rponent to

a charred skeleton. (Mi^thre been

the garlic appetizers.)

Here’s Halden’s Lightning Blast,

6enesls-st]fle.
Liu Kang fires it up.

Let’s do the splits witti Scorpion.

Buying a wabdi for Boro could

get expensive. Sonya celebrates victitry.

Raiden tries to corkscrew

the Scorpion.

The Game Gear version will

include all of the fighters from

the coin-op.

t'jUHiJiwaiir EXHTfimoH I

OFTTOH I
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Jrs LIKE CHINESE FOOD...

AS SOON AS YOU FINISH, YOU'RE HUNGRY
FORMORE.

Ahhh! Shanghai II. Millions have been amazed,

intrigued, tantalized by the greatest strategy game

ever devised. It’s easy to get started. And even easier

to get hooked.

Just match tiles to remove

them. But removing them all

requires an observant eye and

strategic mind.

Shanghai II’s tiles are never

arranged the same way twice,

so every game is a whole new challenge. And ever

more difficult levels await you as your

skills improve. AcUViuoN

Now, iKvariety is the spice of life, Shanghai II is

hot stuff indeed. For it not only gives you 13 tile

layouts to try, but you can select from 1 1 tile designs

and 6 different game modes.

Feeling competitive? Chal-

lenge the computer or an oppo-

nent to a game of Dragon’s Eye

where one tries to make the

Dr^on come to life while the

other attempts to prevent it.

Help yourself to Shanghai II: Dragon’s Eye. But

beware. Once you start, you’ll never

get enough!

Shuighai 11; Dn^n't Eye i» available for SNES as well as PC and Macinioih. Sec your local retailer or call l-800-477-36$0



iMiUtlDVCRSm
BOWSER HAS
CRABBED MARIO.

.and Luigi needs your help

on the adventure-filled

mission to rescue his bro.

•••

CNIntendo)



ADVmm YIT!
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Deep within Antarctica,

the evil Bowser has kid-

napped Mario and plans to

flood the planet by melting all

the snow on earth. Bowser

has the latest in high tech -

the Passcode Operated

Remote Transportation And

Larceny System (PORTALS).

Using the PORTALS,

Bowser's lizardly henchmen

steal off to famous cities

where they commit dastardly deeds.

Travel the world inswiitlv

through PORTALS

It's up to you and the

"ever-true-to-his-bro" Luigi

to travel around the world,

rescue national treasures and

find the missing clues to save

the world from destruction

by Bowser. You'll explore

exotic locations, chat with

friendly (and not-so-

friendly natives), collect

valuables, outsmart the

thieving Koopas, master

the Globulator, and then

rescue Mario in a surprise

ending. Snap a perfect picture in

famous dries of the world!

MARIO IS MISSING!
For NES% Super NES'

andIBM^PC&
Compatibles

For the dealer nearest you
or to order, call toll-free

1 -800-234-3088
™ and Copyrifhl 1993 ©Niattndo. Copyright ©1993 The Software Toolwtuks,

Irc. All Rights Reserved. MARIO IS MISSINGI™, MARIO™, LUIGf™, and

BOWSER™ are hadeniatks of Ninieodo. Supet NioieDdo Entertaincneol Syuem,

Super NES and NES are registered trademarks of Nintendo of America Inc.

IBM is a registered nademaik of International Business Machines Corp.

MARIO IS MISSING! has great 2-D and 3-D graphics,

a new Mario music soundtrack, lots of help screens

and a fold-out map to help you keep

track of facts, clues, photos

and data.

Best of all, it's

Mario's greatest adven-

ture yet. Around every

shadowy comer, in every

exotic city - there's always

something new! Keep crack ofyour clues,

facts and cities wiih your

fold-up map

MARIO NEEDS
YOU now!
Mario has been your true-blue friend for years.

Now, he needs your help. The evil Bowser has your

favorite plumber in his grasp and it's up to you and Luigi

to rescue Mario and save the planet from destruction.

It's timefor you to he a Mario hero!



^ Splatterhouse 2

^ was a hack ’n’ slash

hit last year. Naturally, Namco's

following up its success with a

sequel, Splatterhouse 3. The

formula is the same as the orig-

inal-only there’s more of

everything. More levels, more

beat-em-up moves.. .and more

blood and guts.

Rumblin’ Rick
The Evil One’s back for more

messy fun and games. This

time he’s sent his bunch o'

blobs to infest Rick and Jen-

nifer’s new mansion. In the

process, the ghouls captured

Rick's wife, Jennifer, and their

son, David. Now, Rick’s got to

don his Mask and do some

spring cleaning.

Splatterhouse 3 takes Splat-

terhouse 2’s linear game play

and gives it a gut-wrenching

twist. Sure, the action’s still

side-scrolling, but now you

get to choose your route

through the game. The adven-

ture begins on the first floor

of the mansion. As Rick, you

start there and clear the

ghoui-infested rooms in any

order. A quick glance at your

WARNING: Enter Splatter-

house 3 at your own risk! If

you’re prone to nightmares -

stayaway! In Splatterhouse

3, Rick encounters grue-

some gore that surpasses

any blood and guts seen to

date on the Genesis.

16 megs

Available August UallmllEil conlinues.

gasswb'ils

handy map shows that a

bloodyT marks the location

of each floor’s end-level boss,

your ultimate destination.

The game play's simple:

You have to punch, kick, and

whack the green pus out of ail

the nasties you encounter,

annihilate the end boss, and

trek to the next floor. Just to

up the ante, there’s a time

limit. You can still dear the

level if time runs out, but if

the bosses get hungry waiting

for you, they’ll have a little

snack. If this happens, what’s

left of your loved one's not a

pretty sight. Make it through

all six creep-infested floors

and you face the Evil One in

all-out bloody (and we mean

bloody fisticuffs.

PRORP: It’s very important to study

the Mansion Map^Ngure out

the best route. The dock slops

whteyou^scmnlng.

noiV: Toss all your opponents

to one side of die screen. That

way, one Gnal punch will do In

the whde bunch.

Bloodand tkris

Galore
This game’s gory graphics will

give you the creeps, and prob-

ably make horror flick fens

feel right at home. Splatter-

house’s best wackos and

weirdos line up to take a shot

at you in living color. Big blobs

of goo rush at you. Incredibly

detailed severed hands fall

from the ceiling. Other critters

look like giant, bloody internal

organs, and several lose their

heads only to reveal bloody,

multi-pronged tongues. To

make matters even more oozy,

most creatures gush green

pus when you pummel them.

Great cinema sequences

appear throughout the game

as the story develops, and the

endings change depending on

how well you do.

Hauntingly good tunes

keep up the intense pace and

fit extremely well with the

images. You actually feel

pained when Rick roars in

agony, and you won’t forget

the Boreworm Boss's creepy

laughter for days - and nights.

PROTIP: Throw one opponent kilo

two others to take 'em aK down.

PROTIP: Take out sliding crea-

tures first Nyou don’t, they trip

you up and make you lose your

balance with other opponmts.

Movin’ and Groovin’
Rick's apparently been hangin’

with the World Warriors, 'cuz

he's got new SFII-style moves,

such as a Roundhouse Kick

and a vicious head butt. He

can also use various button-

press sequences to activate

cool Super Moves. The controls

are easy to learn. Although

they're more complicated than

your standard hack ’n’ slash,

they’re not nearly as tricky as

an SFII-style game.

in addition to his regular

moves, Rick can now pick up

Blue Orbs for a temporary

power-up. These strength-

building balls increase Rick’s

power bar, buff him up, give

him a new look, and arm him

with special moves he can

activate at any time. The

beefed-up Rick can knock

down his opponents in half

the time, and he can use his

special moves to blow his

opponents off the screen.

In addition to all his fency

footwork, Rick still depends

on his tried and true method

of defense: Grab any old brick,

two by four, or bat you see

lying around and whack your

foes with it.

PROTIP: Don’t light monsters

oN-screen or they’ll have an

imtair advantage.
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PM7IP: Use Hour ttoundhouse

kick to beat the sMppery.silmy

Boreworm Boss.

Even though Rick's got

some groovy new moves,

the Evil One’s gang will slash

through his two lives quicker

than you can sharpen your axe.

Even so, adjustable challenge,

unlimited continues, and a

password system make Splat-

terhouse 3 better than the

original. Ifyou beat each floor

with one minute or more left

on the clock, you enter a bonus

round. There Rick can pick up

extra lives in the form of

books, increase his health bar

with beating hearts (and these

hearts don’t look like valen-

tines), and augment his power

by picking up little Blue Orbs.

Splitty Splat
It rarely gets bloodier than

this - and that's one reason

why this sequel will be so

popular. Splatterhouse 3's got

a high "gross out” faaor and

lots of not-so-clean fun, Just

like any good horror movie,

there are enough thrills and

chills here to keep you riveted

to your seat. This game is

good to the last splat! ^
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overhead, outside-the-aircraft

view. You can move the chop-

per 360 degrees around the

screen, and you have to in

order to complete your mis-

sion objectives. The excellent

game controls are finely

tuned, so if your Genesis con-

trollei^s directional pad Is

worn out (as they often are),

consider a replacement before

hopping into the pilot’s seat.

The cart adds some nifty

variety to the aaion. You must

drive a hovercraft, ride a

motorcycle, and pilot a Stealth

Fighter, EA did a great job of

programming each vehicle

with its own set of mechanics.

Consequently, you must

develop different strategies

and tactics for each craft.

The bad guys are ugly, but familiar.

You play a hotshot chopper

pilot with the skill, hardware,

and attitude to prevent an

atomic assault. Your aircraft is

an experimental Comanche

helicopter - state of the art in

aerial firepower.

The high cost of failure.

nOTP: Yoacanbbstpractfcally

»myOiing,nen the Onl Office

and IheWaMigton Monument

Each Campaign features

from six to eight mission objec-

tives. Your tasks include protect

The StealOi Fighter eradicates

drug fields.

Full Metal Flying
As in Desert Strike, your pri-

mary task is to pilot a high-

tech helicopter via a V*

A StHrih American

Adveabire
Even serious chopper jocks

will cruise jungle Strike’s skies

for days. Its eight Campaigns

take place across spacious

multi-screen locales. You bat-

tle druggies and terrorists in

the jungles, on the oceans, on

top of snow capped moun-

tains, in a South American city,

and even in the streets of

Washington, D.C.

ing President Clinton (who

makes an on-screen appear-

ance), rescuing hostages,

destroying drug fields, blasting

afleetofnudearsubs, recover-

ing nuclear devices, and

much more.

By Frequent Flyer

' Electronic Arts is

'

making a serious bid

to double your flying and fight-

ing pleasure. EA's Desert Strike

is atop notch arcade-style heli-

copter combat cart, but jungle

Strike is twice as good!

jungle Strike’s 16 megs of

memory doubles Desert's meg

count. The double shot of sil-

icon flexes its muscle in

almost every aspect of the

game, delivering more Cam-

paigns, smoother flying

mechanics, and extra aggres-

sive enemy tactics.

strike 'Oho
In Desert Strike, Kilbaba, the

Desert Madman, was eliminat-

ed with extreme prejudice.

Now you’re up against the

Madman’s son, Ibn Kilbaba,

who’s even crazier than his

old man! The battlefield shifts

from the desert to the jungles

of South America, where Ibn’s

teamed up with the biggest

drug lord in the Western Hemi-

sphere. Both of these creeps

have bones to pick with the

U.S., and a nuclear holocaust

is their tool of vengeance.

Fly across exotic South

American locales, meet drug

runners and ierrorists...and

shoot them. Jungle Strike

and its precursor, Desert

Strike, are Ore best one-two

punch in die helicopter
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The Hover craft travels over land

and sea.

FH0T1P: The UMorvych ki Cem-
palgn 5 1$ betmea Uie Bbtek

Skyscrapers ie the center of the

AnmiAnvii tree.

PtmP: To access the SteeU:

RgMer hi Campaign 7, shoot

the eamoallage net

The challenge in this game

hits the top end. The bad guys

are armed with the best high-

tech weapons drug money

can buyi The cart doesn't cut

you any slack either. Unlike

the weapons in Desert Strike,

enemy guns and rocket

launchers in this cart track you

as they fire. Mobile weapons

move in on you whenever

you’re in the neighborhood,

and Desert Strike’s irritating

teeny tiny snipers are back for

an encore performance.

you’re on a landing pad.

PHOTW: When you attack 9k
Suhnmkies hi Campaign 2, you

caa^waysllndaposllleaiivhere

0M)' tMn¥ return |oir Art

PROTIP: To destroy moldle radar

stations, you must zap tie tucks

at wed as the radar dkhos.

PfIOTIP: Blast the mountain

stonghoUs ki Campaign 8 to

find the nudoar devices.

UYbu'reFlyin’,

You’re Dyin’
Your weapons do the job, if

you can keep them loaded.

You take out the evil-doers

with Hydra rockets, Hellfire

missiles, and a nasty chain

gun. However, it takes more

than a keen eye and a fast

trigger finger to survive. Suc-

cess also depends on your

flying skills. You must be able

to precisely position your heli-

copter to pick up hostages

and vital supplies, such as fuel

and ammo.

PdOTP: To dnd Fuel Oumpt in

Campaldi5,blastlhoheusas

and the IdglHitos under eon-

strucOen.

PWTF-.meheldndbuddtigtand

d»enemy dre youatdaetwa

halpyeudasirofdmbBddags.

A competent crew of copi-

lots is on hand to help you.

The best partners (if you can

find them) enable you to fire

your chain gun as fast as any

turbo-boosted controller.

Copilots have their own strengths,

weaknesses, and personalities.

PfIOTIPtA controller with turbo-

P-ihelpsalotlnllieoarlyhv-

ale, but you wentneed turbo tt

you rescue fioz or Wild BUI.

PftOTIP: Box the Annlhllator Is

eaged In thejungles of Cam-

paignd.

The informative and easy-

to-use Map Screen is the Jun-

gle Striker's best friend. It

keeps a running tab on com-

pleted objectives and moni-

tors fuel and ammo. Of

course, the Map itself is vital,

since it displays the locations

of friends, foes, and

resources.

Master the Map Screen or you'll

go down in flames.

Oh Beautiful for

Spacious Skies
The graphics in this game are a

knockout. The opening story

sequences, which feature outta-

sight digitized pix with slick ani-

mation, are the best anywhere.

The experimental Comanche

RAH-66 looks mean, in feet, EA

did some serious homework to

replicate this real-life prototype,

even though it's still on the

drawing board!

Of course, what makes this

game is the vehicle response.

Desert Strike vets will go ballis-

tic when they experience Jun-

gle Strike's refined helicopter

movement. The otherworldly

Stealth flies low and slow, but

unlike the helicopter it climbs

and dives. The motorcycle is

super small, but it’s to scale

with the rest of the game.

The graphics are further

enhanced by some nifty re-

finements. For example, one

Campaign takes place in total

darkness, and you must use

weapon fire to light up the

ground. The effect is imagina-

tive and cool, and it’s a key

tactic, too.

PROTIP: In Campaign 4, single

Hedflrts make the best flares.

The minor nick in Jungle

Strike’s blades is the sound.

What’s there is solid and crisp.

The opening theme kicks big

time. The weapon blasts and

the whop whop of the pro-

pellers sound real. Overall,

though, the audio just doesn't

stand out as dramatically as

the cart's other features.

Jungle Fever
Jungle Strike is as good a heli-

copter combat game as there is

for any system. For Desert

Strike vets this is a no-brainer.

Anyone into whirlybird war

ought to rumble with jungle. B
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Toys is a one-play-

er, H overhead-view

action/adventure game that

will keep you on yourToy

toes. Based on the movie of

the same name, this game will

bring you as many laughs as

Robin Williams.

change you, and with the

tough action in this game, it

just might.

You play Leslie Zevo, son of the

renowned toy maker Kenneth

Zevo, who has just passed

away. Before he died, Kenneth

Zevo left his toy shop to his

evil, war-mongering brother,

General Leland Zevo, who wants

only to produce weapons dis-

guised as war toys.

Toy Veyf

Your father did this to

awaken in you, Leslie, a sense

of responsibility. As it is,

you're not quite ready to take

over the huge task of running

Zevo Toys, Inc. Dear old dad

hoped that a showdown

between good and evil would

Although the graphics are

hummus and the game
idea is imaginative, Toys

may not tit in everyone’s

attie.

Toys by Absolute

PROTIP: To take out the Jeeps

send out die Race Cars. Take

out dte Helicopters and Pogo

Jumpers with the Peanut Gun.

Toys will Be Tiiys

To stop you, the General

plans to send every evil toy

in his arsenal. Although most

of his toys look like harmless

windups, they pack a deadly

punch. You fight Grenade

Tip-toe through the toy tom.

The object of the game is

to clear each area of enemies,

then attack each section's

security camera with a squirt

gun. To destroy the elephant

camera, you have to shoot the

elephant’s eyes shut, then wet

the camera lens. If you don’t

squirt the camera in time, it’ll

fire a laser at you, which costs

you a life.

Balloons, Pogo Bears, and

Exploding Elves, and that’s

just a partial list.

Indifferent areas of the

first three levels, you’ll find

the toys you'll need to defend

against the General's barrage

of baddies. You have your

choice of wacky weapons:

Race Cars, Windup Ducks,

Bowling Balls, Custard Pies,

Water Balloons, and more.

Some are mere projectiles,

while others actually chase

down the enemy.

July 19S3

Don’t toy with me!

You can move Leslie in eight

directions. Be careful, though,

because sometimes toys don’t

go where you want them to.

The frustrating, meticulous,

and time-consuming game play

isn’t everyone's idea of fun.

You’ll get only five lives; no

continues, and no passwords.

PROTiP: Wa9(away when the

Tanks come afteryou, butremem-

ber where thetr last position was,

Laiaieh a Bowling &// in that

{Brectkm, then fallow it Toucan

Idtmost TaiAs oh-screen.

Toying mhh You
The graphics in Toys are pret-

ty sharp. You can see all the

toys clearly, and their move-

ments are not hampered by

siowdown or flicker.

The music is okay, but a

little repetitious. The sound

effects make up for it, though.

Every splat of the Water Balloons

and every quack of the Windup

Ducks is crisp and clean.

PROTIP: For slde-to-^de moving

elephant cams, keep the water

hose steadyand you'll Mink out

both Ms eyes. When he stops,

go for the lens.

Bo Play with Toys
Toys Is addictive fun, but it’s

very, very challenging. You

may find this four-stage frus-

tration fest a feast for your

thumbs. Just don’t let the Toys

put YOU away. L3
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k By Scary Lany

Strider fans, hang

on to your swords!

That saber-slingin' savior of

the Earth is back in action, and

he’s badder than everl We all

know what that means...non-

stop action and insanely furi-

ous fun! We hope Strider lives

up to his reputation in this

Genesis sequel by U.S. Gold,

due in August.

Stfftto- Betums, and M's

Bme!

This eight-meg title will be

a sight for sore thumbs, Gene-

sis players who consider the

original Strider the seminal

work for Genesis side-scrolling

action carts should check out

this forthcoming sequel. It

looks like the Strider just

strolled in again. Q

with a new Sweep sword and

shurikens. There’ll be power-

ups to increase the sword’s

deadly range. However, Strid-

er will not be accompanied by

his famous pet robots.

The backgrounds look cool

and clean. You’ll face every

automaton that EGM (which

stands for...Evil Grand Master)

has to offer. You’ll battle

hordes of robots, maniacal

mechanical beasts, missiles,

and more.

Slash Master
The Evil Grand Master has finally

recovered from his last momen-

tous battle with Strider, and he’s

not a happy camper. He’s so

mad that he’s kidnapped Strid-

er's great love, Lexia, and is

keeping her hostage. Talk about

holding a grudge!

You’re gonna get owi

ii^ all over again.

direction...

You’ll still be able to do

your gymnastic gyrations, like

the super sliding attack and

the awesome aerial somer-

sault, through five levels of

action. Your trusty Strider



SpaeeAse

Bedrock’^ is cracking up and

it’s up to Fred to put it back

together! Ride a pterodactyi

through blazing skies and

coo! off in a breath-taking

undersea world. Brave

prehistoric threats and

save Bedrock-

Fred uses an ancient map to

uncover hidden treasures

throughout Bedrock! Travei

across seven ieveis fiiied with

thriiiing dangers; snares, traps

and more stand between Fred

and a mountain of Loot!

TAITO' TAITO CORPORATION OF AMERICA
390 Holbiook Drive

Wheeling, IL 6009D

Beautifui Pianet 38 is next on
Cogsweil's iist of acquisitions

and its up to George Jetson

and his family to save it!

George uses anti-gravity

boots, jet boards and more
to stop Cogsweii from

ruining the worid.

Monster robots are attacking

George's home town. Orbit

City! He gets heip from Jane,

Judy, Eiroy and even Astro

in his attempt to stop the

invasion and turn the

robots into tin cans!



TheEarthbound

video game world is

overrun with speedy rodentia,

so Konami's preparing to trip

out with an extraterrestrial mar-

supial. The star of Rocket

Knight Adventures, a colorful,

cartoony Genesis cart due out

in August, is a radical, armor-

clad opossum named Sparkster.

BoodKmght,
Sweet ’Possum
Rocket Knight Adventures Is

the first of what Konami

hopes will be a series of side-

view, multi-scrolling outer

space hack ’n' slash adven-

tures. In his debut, Sparkster

will go on the warpath across

seven levels against an army

of porcine punks, who are led

by Axle Gear the Black Knight.

An empire of pigs has invaded

Sparkstefs homeland in a far-

out world of swords, sorcery,

and machines.

The pugnacious 'possum

will barbecue the pigs with his

mean power blade that emits

a short-range burst of energy,

but he has much more than

that up his metal sleeves.

Sparkster’s space-age suit of

armor sports a rocket pack

that can propel him to super-

sonic speeds. You’ll power up

the rockets by holding down a

controller button. Release the

button and Sparkster zooms

across the screen faster than

the eye can see (literally)! He’ll

blast off into the sky or zip

along the ground, depending

on which way you aim him

with the directional pad. At

some locations, he’ll even rico-

chet off the walls. The hairy

hero will also use his prehen-

sile tail to grab hold of tree

limbs and other structures.

Bring Home
the Bacon
If you crave fast and

furious sword-swinging

action, be on the look-

out for CamePro’s ProReview

of Rocket Knight Adventures.

Sparkster’s preparing to put a

little spark into your video

gaming life.

Rocket Knight Aitventures

byKonami

Available Sentember

we pigs are on the rampage.

Sparkster’s out to make space

safe.

Konami’s fine command of

Genesis graphics is already

evident in early versions of the

cart, which bodes well for the

final product. So far, Sparkster

sports killer looks (for a little

fuzzy guy). The piggy adver-

saries cruise around in some

of the weirdest, nastiest-look-

ing military vehicles this side

of a galactic pig sty. Moreover,

it appears he’ll face unusually

large Porker attack-

ers and huge Porker

bosses.

Sparkster versus some road hogs. Some bosses are huge.

He’s got supersonic speed. Pig Power!
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I'M BM. AND THIS IS

I’ve got two years left on my warranty, but it won’t

cover half the grief I've got coming. Most of these

hall crawlers don’t know me from a toaster, but they

still keep trying to cut my power in more ways than

Dad ever warned me about. I’ve got some pretty

awesome firepower, and I can dish out as much as

I can take. But I gotta tell you, a guy can only bounce

back from so much. If I don’t get outta here fast, I’ll

have to change my name to Shish Ke>B.O.B.

I've added on so many tricked^out

gadgets, I don't know which parts were

factory original anymore.

“B.O.B.’s many levels, cool and funny &aphies,

and neat gadgets make it stand head and robotic

shoulders above other side’scrolling action games
for the Super Nintendo”

-GAMEPRO

I can get along with pretty much anybody,

but if I have to I've got six flavors of

firepower to clear the corridors.

With forty-five levels between
me and the door, getting there will

be half the fun.

Available on both the Super NES and

Sega Genesis systems.

ELECTRONIC ARTS’
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PROTfF: Behumai Itai tee

happy. Duck beneath hh
thtbeUetareurlMeoatnata-

tton wftt Wm. ffyou have any

bombs left, they mIgM comem

hanby. Oh yaah, see the mayor

for a better weapon.

Discover

the Dragon
Rise of the Dragon is without a

doubt one of the best games

for the Sega CD. Period.

The Dragon has risen! C3

must be very observant and

attentive to compiete the

game...Aiive.

Cootf Dragon!
Rise of the Dragon offers

something for everyone. The

dark, somber cyberpunk iooks

will make comic book fans

drooi. The crystai ciear digi-

tized diaiogue is outstanding,

it adds a unique level of depth

to the characters that sets the

mood of the game. Even the

soundtrack is happenin’!

The game play is fluid and

easy to master, even in the

arcade sequences. A smooth

point-and-ciick interface makes

it simpie to identify and pick

up objects. The save option is

slick, too, with no passwords

to memorize.

pROTtn Blow up these reactor^

cooling sub panels to buy some

extra bme. For maximum

effect, place the explostse on

the second panel.

PROW: Wow, what a neat

dngon. Why does the eye

sparkle? Maybe yon should

toochit

Pontmess wtihihesemiys,

\ By The CyberPunk

Isega’s Rise of the

^Dragon, atechno-

thrilier RPG based in 21st-Cen-

tury Los Angeles, puts you,

William “Blade” Hunter, Private

Investigator, in the middle of

an evil Chinese warlord’s dia-

bolical quest for world domi-

nation. This hard-boiled

interactive comic book is a lit-

tle too rough for straight-laced

players and minors, but the

graphics, sound, and game

play are great. Even if you’ve

played this smash hit on the

PC, you'll be in for a very

pleasant surprise. Get set for

CD thrills and chills.

A Bad Dip
Bahumat the warlord has just

come back to life after 3000

years, and he recognizes

PROjp:Yomgbmwaonrr>"

doodldMdUiadottt)**.
duadtcKhdOlco^^’'"
HdbibnMkImtMCdnddidt.

Rise of the Dragon is a PC
classic, and it mil probably

earn that honor with the

Sega CD. WiDt outstanding

play, and story line, it’s a

sure hit

drugs as the wave of the

future. Now Los Angeles has a

new problem - MTZ. Simply

put, the euphoric drug even-

tually causes users to mutate

into dragons...sometimes

dead dragons. The Mayor has

retained you because his

daughter is the drug's latest

victim and he wants justice

served (confidentially, of

course - it's an election year).

Bahumat figures that, if he

has enough MTZ, he can hold

the city hostage. You have to

stop him at any cost, but it

won’t be easy. No one really

wants to help you, and these

streets are mean. Creativity,

manipulation, and deception

are essential. Cool, huh!

Comics Come to Ule
Rise of the Dragon is an out-

standing single-player RPC.

Like many RPC games, you

play from a first-person per-

spective. Most scenes are

great-looking comic book-style

graphic panels with little ani-

mation. However, a couple of

slick, side-scrolling shoot-em-

up sequences juice the action

and make this Dragon stand

out from typical RPCs.

This game is ^1 about the

story and the interaaion with

other characters. The story (and

your quest) twists and turns

depending on the time, the day,

and the responses you commu-

nicate to each and every person

in the game. You’ll need finesse

to survive. Sometimes a little

attitude can help you, but at

other times it's fatal.

Dragon offers multiple out-

comes, so you’re in for an

entertaining time every time

you play. It seems there’s a

new twist at every corner. You

PfiaVF: Seek outChangUlame

wanhoose.Hecanproeidei^

wthsomeealttaUesi^pBes.

ycuV meet your maker,

peed point Sees yourbringsap

gameoccaslenaBy.



fflOnP? Foran easy grab, sneak

up on opponents from an angle.

Use Haggar’s leaping pile tklver

move whateverpossible.

PROTIP; Toss all your opponents

to one side of the screen and

work from there.

Final Fight is a side-scrolling

beat-em-up extravaganza and

an almost identical conversion

of Capcom’s original 1 989

arcade game. Unlike the SNES

version (see ProReview Decem-

ber ’91), the CD enables two

players to tangle simultaneous-

ly. You and a friend choose

from Guy, Haggar, and Cody,

and leave one of them sitting

on the bench for later.

The action’s excellent, but it

doesn’t break any new ground.

You throw punches and kicks,

use grab-and-throw tech-

niques, and bust a super move,

which saps a little life power.

However, there are no blocks

or reversal moves. Overall, this

game’s arsenal's slightly less

intense than Streets of Rage

2’s, but the clean controls keep

the fighting smooth.

You plow through seven

levels, including the Industrial

Area, a fiery scene that was

cut from the SNES. There's

also a new Time Attack mode,

which is a fairly boring time-

limited test of your punk-

thrashing abilities.

out. Also, the

generally smooth animation

becomes choppy, especially

when you throw an enemy.

Slowdown and flicker are pre-

sent, but they don’t disrupt

the fighting as often as in the

SNES cart.

Even though it’s coming off

a disc, the music is diluted.

The remixed orchestral tracks

are good but flat. The groans

and other sound effects do the

job, but without the quality

you’d expect from a CD. No

finger-snapping material here.

PROTIP: Back enemies Into a

cornerand whack them with the

pipe. This Is especially helpful In

die risit^-elevator stage.

HaggarV Looking
amiSouiHluig
Final Fight’s looks are general-

ly as sharp as a stiletto. The

detailed backdrops are hot,

there's an expanded cinematic

intro, and the characters are

huge. However, the colors are

The best in bad-boy butt-kicking

action is back!

Haggar ami the

HotrOrie Hoodlums
Musclebound mayor Mike

Haggar is losing his grip on

the crime scene in Metro City.

Now the Mad Gear Gang has

kidnapped his beloved daugh-

vigilante rescue mission with

Cody Oessica’s street-wise

boyfriend) and Cody’s martial-

artist friend, Cuy.

PROTIP: To beat this psuedo-

cop, walk towardhim at an

angle, then Oirow hbn. Don’t try

tojump over his bullets - you’H
nm/ermakelt

A CO Shot in the Ann
True black-and-blue Final Fight

fans will appreciate this CD,

even with its lower graphic

and sound quality. It may not

set any new standards, but

this disc injects life into the

Sega CD. If you’re up for two-

player street brawling, by all

means slap this saucer into

your system. Q

Well, the wait’s final-

ly over, and the jury

is in. The verdia; Final Fight CD

probably won't start a video

game riot, but it’s still a great

reason to rush to your store.

A solid arcade-to-disc tans-

latiott Utat suffers a little

visual anda lot of audio

loss, but doesn’t skimp on

the two-iriayer action. Final

Rght still bums butt, even if

you know it inside and out.
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Blast YourEn^es
With the Power of the Elements!

Take on everything under the sun with the forces of the elements; fire, water, wind, earth and light. As Laden, you

must defeat the evil King Gyra and his army of despicable creatures. Elemental Master is loaded with explosive action,

devasting magic and the power of the elements. Blast your way through 6 levels of killer vertical scrolling adventure.

If you think you’re ready to master the elements, than try Elemental Master!

REr€MKHON iiii'



By The Tummynator

Time Cal by Reno-

vation is a ^11-

motion animated Sega CD

game that plays like the

arcade version of Dragon’s

Lair. Most gamers remember

the unique animation and the

forced directional movement

of that groundbreaking game.

Well, the Time Cal Sega CD
successfijily reproduces those

innovative techniques, albeit a

little later than most of us

would have hoped.

She's a Gal to be redioned with.

Time Is on Her sue
You play Time Cal, head techni-

cian for Dr. Joseph Harper.

Harper has perfected a machine

called the Pathforger, which

enables people to travel

through time. Unfortunately, an

evil guy named Luda has stolen

the time travel machine, and

he’s intent on becoming the

ruler of all eras in time - past,

present and future. Luckily, Doc

Harper has anticipated Luda’s

Sega CD fans who want full-

mohon animaOon, funny

game play, andnonstop
action will definitely want

Time Gal in their arsenal.

Time Gal by Renovabon

$49.99 One player

CD Actlon/adventpre

May PassHords

attempt to sabotage history,

and he gets the Cal toJump

aboard a duplicate time

Machine to hunt down Luda.

Your work is pretty much

laid out for you. You must

travel through six eras, ancient

and futuristic, to find Luda. On

your travels you get your

Jurassic kicked, travel through

Rome during it’s heyday, cross

swords through a Spanish

Calleon, and so on.

Your main defense, and the

bulk of the action, requires

you to follow one of four col-

ored “directional jewels” locat-

ed at the top, the bottom, the

left, and the right of your

screen. Whenever a directional

jewel lights up, you must

nudge the Joystick to make

Time Cal move in that direc-

tion. Be quick, ’cuz your

reflexes decide Cal’s fate. Slow

thumbs will bury her. The con-

trols can be overly responsive

at times, but you'll get the

hang of them.

Ifyou like heavy hacking

and slashing, travel to another

time. Time Cal’s main action is

simply moving out of the way

of approaching dangers, such

as dinosaurs, spaceships, pan-

thers, and falling rocks. To

break up the monotony, every

once in a while all four direc-

tional jewels light up. When

that happens press any button

and Time Cal fires her gun,

swings her sword, or does

whatever it takes to waste the

bad guys. At certain points.

Time Cal makes a Time Stop

GAMEHO

and presents you with three

aaion choices. Two of them

are dead wrong.

PR071P: When a Dkectkmal

Jewel lights up, gulddy press

the corresponding iBreetlon on

the control pad several thnes.

That wayyou have a better

chance of going hi the desired

direction Immediately.

PBOTIP: Focus your eyes away
from the on-screen action, while

at the same ante keeping a vigf-

laid watch on the direction jew-

els. Afteryou play through an

area and get a passvrord, you

can view the attire area you

Just went through, Including the

mistakes you made.

Who’s That Gal?
The animation in Time Cal is

what makes this game worth a

play through or two. It’s great,

with bright, vivid colors, and

fast-paced, exciting movement.

The graphics that appear when

you make a wrong move are

alone worth the price of the

CD. And despite all the on-

screen action there's no slow-

down, because you aren’t

July 1993

manipulating sprites, you're

just reacting to the graphics

displayed by the CD.

The sounds run hot and

cold. The music is rinky, par-

ticularly for a CD game. How-

ever, the sound effects

(especially Time Cal's speak-

ing parts) are funny and clear.

Other sound effects are pretty

sharp as well, and you’ll hear

all the prehistoric roars,

medieval grunts, and futuristic

groans that time has to offer.

PROWh If you’ve made a mis-

take (which means you died),

your reaction time may have

been too slow. Bemember at

what point Time Gal bit It Then,

during the replay, hit the button

before you see the direction

Jewel^t up.

The Gal Cant Help H
This game will keep you enter-

tained, but not forever. Appro-

priately, Time Cal challenges

your sense of timing, but once

you get the hang of it, you’ll

likely whip through this game.

However, during the ride,

you'll see and hear the best

that the Sega CD has to

offer...for now.

If you’re looking for a boy

toy, check with Madonna. But

if you're looking for a Cal pal,

this is it. Q
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Shakin' and breakin' at the Crash Test Center, enjoying an avalanche of laughs on the ski slopes, or

knocking heads with the Junkman. ..The Incredible Crash Dummies are guaranteed to crack you up!

So don't bang your head against the wall! Get The Incredible Crash Dummies^ on NES \ Came Boy

and Came Gear - and meet some real headbangersMI

The Incrediblt Crasti Dummies'* 3 1993 Tyco icCustnes, Inc Licsnsed through

seals aie regisiered irademariQ ol Nintendo of America inc. Sega and Game Gear

Enlelaminent. Inc. 01993 AcdalmEnteitainmenl Inc. All rights reserved Screens shovrn are i



“GENTLEMEN
START YOUR SCR

Blow away renegade bikers with

the Batmobile loaded with Batdiscs
and catapult yourself to safety with

your trusty

Grappling Hook.
The frigid

fiend is chillin’

in his way cool

lair waiting to

put the Gaped
Crusader on

ice. So put on your cowl and put up
your dukes. Can't you hear Gotham
City screaming for help?!

KONAMr

Your windpipe will get a

workout when you see what

Konami’ has prepared for you in

the Batman'" Returns game for

Super NES?
But your screams will be

drowned out by crunching

bones, cracking skulls,

shattering glass and other cool

CD quality sounds designed to

make you
Because

Batman has

rapid-fire fists

and is a

master of

flying body

slams, spinning judo kicks, double

head knocking and other means of

maiming. And check out our hero’s

humungous size. We’re talking big!

In seven 3-D movie-like levels,

experience the agony of

Catwoman’s claws, kicks and

whip and the ecstasy of pummeling
The Penguin and his clan of

delinquent clowns, all talented in

terrorism.

Inside your cape of fear are

Batarangs and test tubes,

essential for battling the

Tattooed Strongman, the

Organ Grinder and the rocket

launching Duck Vehicle,









starmm

Don’t walk up to the Red-and-

Blue-Hooded aliens, or they’ll

all attack you at once. If you

walk to the right and wait,

they'll approach you individual-

ly, and you can pick them off

one at a time.

Blast the bouncing enemies

from fer away. Don’t let them

get too close, or you’ll be an

intergalactic butt-warmer.

The Red-Hooded enemies

always give up big hearts. The

other enemies will drop various

items, including gun power-ups

and Thermal Detonators.

Cantina

Th© Cantina is locate*?^ -in
and is the city's social Eisley
vide Shelter to pro-
one of TatooinS'i attacks, ic is
Wookiee. is the a
from a local armory intoTSr it
tion has been a boon tl ® central loca-
hnnters, and othSs „ho
deals (juickly.

conduct business

other games of chance
oard games and

lead by bandmaster Figrin
IS there to discourarrf

Pigrm' Da'n,
a n=„-c„„“S

such as Vareth, Garron
regulars,

ana aeeyon are bilsSS™

Shoot the Red- and Blue-Hood-

ed aliens right when they start

to move. They’re invincible

before they move, but you can

shoot them when theyjump.

Hoods with a Heart

Cantina l^wHn’

Head into the Cantina as the

Wookiee Chewbacca. He starts

with more life than Luke, and

he'll need it.

enemies with capes will

spin you into a fatal frenzy.

They’re invincible while

they’re spinning, so shoot

them before they start, or

SuperJump over them and

shoot ’em when they stop.

Follow Oie Bouncing

Bad Guys
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You have to clear out the whole

menagerie of meanies before

you can fight the Kalhar boss

monster, so don’t think you can

just belly up to the bar.

Once you get past the last of

the Cantina’s riffraff, move

slowly to the right. When the

Move Along
UWeDogies

Kallmr Boss's health bar appears, start

shooting. Your laser blasts will

slowly push Kalhar back to the

right, but then he'll charge at

you. When he does, move

toward him while Jumping (or

Superjumping). This will push

him back to the edge of the

screen. Then, quickly move to

the left and start again.

Take YburPick

After meeting Han, you can

choose to play as any of the

three Rebels.

Character Cheat

If you don’t want to wait to play

Han or Chewbacca, type in Y,

X, X, X, A, A, A, B, B, B, Y, Y

at the LucasArts title screen.

Han Solo

Heiglit: 1.8

Age: Over 3

occupation!

Han solo is a smaggie.

starship pilot- and 1

Alliance. He is w^te

throughout the galaxy

contraband, and

included slavers, m
TIE squadrons . He is

and follows no ^les

the infamous MiHenn

reportedly won in a

Lando Calrissian. Hi

Woohiee. They are fr

noted crime lords, i

the Hutt. currently,

Bnperor have contra,

and kill Solo.
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Landmines
Grabbing Cranes

Escape from

Mas Eisiey

To get out of Mos Eisiey, use

Chewbacca as your character.

Higb Hiainienarwe

arms first, and then go for the

drill. The Droid won't be

destroyed until you’ve drained

all of its health bars.

Energy Boost

B BtHT.. -

Taggia erroaaisa

oHtp jmsfa jaa?”

t

You'll find more crates and

barrels in this level. Destroy

them all to uncover their hid-

den contents. Also, check the

remote corners to find other

secret items.

Shoot the mines from far

away. They eat up time ifyou

let them explode on their own.
You can either shoot the grab-

bing cranes or slide under

these cruet crushers.
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Laser Gates

If the Cates are on a slope, use

Button L to look down and

they won't fire.

Good Health

Ifyou need health, stand back

and shoot the Droids. They

leave hearts behind. If you’re

too close, however, their

shrapnel will sap your health.

Millennium
Falcon

light

crew; 2 Utiinimuml

® 100 «ecrl<=

cargo
“pao^ V

„onths ^
concossi-on

coo.™»W» ^ l.ser c»non ,

SSS'taMs; 1

Palcon's

“ed

aasd tl”* a„ia -'"“"ifMyotid legal

““r”am«"enl veaseW 1~1“
Lms lee rS.io »»*

shields IMB giileimi™ ,4 co»
«•” =°i°yir<.n =»»f^“%hls e»a.

‘™^r=S”S=«S-„ioroitieteora p„tet 1=

it the
breakdowns are

including
,tedly

relies hea

or other u

allowed tr

aented^by^

laser
extremely
result
tions.

Hover Combat Carrier

To beat the HCC, slide direaly

underneath it, then crouch

and fire up at it. It's essential

to take out the middle turret

on the bottom first. From this

position you can also destroy

the two jets and the front tur-

ret. Once they're gone, slide to

the far right, crouch, and blast

the rear turret. When it’s gone,

stay crouched and blast away.

6 AMEP 8 I Jlly 1883 73



DEAp^^R^^^NGAI^lBAY
AK in We riming

Timing’s the key to victory

when the TIE fighters are flying

by. Study their flight pattern,

stay on the platforms, and lis-

ten for the sound cues. At the

right moment, SuperJump over

them, landing back on the plat-

form. If you miss the platform

and land on the ground, stay

crouched until the next one

goes by, then quicklyJump up

to a platform and then over the

next TIE fighter.

GoSoio

Use Han to get through the

Death Star Hangar Bay.

Long Live We Force

IV

Watch Your Step

Destroy the little rolling

Droids, or they’ll roll you into

a pit, where you'll lose a life

no matter how much health

you have.
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Low on Hearts

Ifyou get low on health, hang

out In an area clear of TIEs and

shoot the Troopers for hearts.



EPJ^INCESSliEIA

Fuel for Love

To build up your power sup-

ply to make it through the

Death Star and rescue Leia,

start from the first platform

and go to the third set of ele-

vators. Then SuperJump to

the left and you’ll discover a

room with two big hearts and

three gun power-ups.

OuamyDnMs

Don’t waste your time on the

big Droids skimming along the

ground, They don’t become

vulnerable very often and they

don’t cough up any items.

Laser Hurefs

I

-
i

"
;

.r'

Shoot all the laser turrets

quickly, because they shoot

often and do tons of damage.

Slamming Doors

Let the slamming doors fall,

then start moving as soon as

they start to rise. Be sure to

clear the area of all Droids

before you move through the

doors. If you don’t, the Droids

could slow you down, causing

the doors to slam down on

your behind.

Worth Then Vbight

Some doors open up on gun

power-ups, but don't try for

them unless it’s absolutely

necessary. The timing is

difficult. If you decide to go

for it, slide down into the mid-

dle of the door, Jump up to

get the gun, then quickly

Jump to the other side.
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DeteaOon BuanlBoss

To beat the Detention Guard

Boss, stay underneath it and

fire up. Once you blow up the

main hover craft, there’ll be a

pod left to destroy. After it’s

completely obliterated, run to

the right to the Princess’s cell.

Power-Vp

If you’re low on health, shoot

the Storm Troopers that jump

out of the Boss. If you hit them

while they’re on

the ground,

they’ll some-

times fork

over hearts

and power-

ups.

GAMEPRO jmy 1883
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Heights 1.5 m
Ages over 20
Occupations Imperial Senator and leader of
the Rebel Alliance

Princess Leia Organa is the third most wanted
criminal in the Empire. Starting as one of
the youngest representatives to the Imperial
Senate from Alderaan, she is now one of the
driving forces within»the Rebel Alliance. She
is a brilliant organizer and ruthless fighter.

Leia is the adopted daughter of Bail
Organa, the late Viceroy and First Chairman
of the Alderaan system. Leia learned the
principles of justice and honor from Bail
Organa. She used her political status to reg-
ularly transport supplies, deliver funds,
recruit members, and participate in clandes-
tine missions for the Alliance. While Leia
was carrying the important technical- readouts
of the Empire's deadliest weapon, her ship,
Tantive IV, was captured and she was impris-
oned on the Death Star by Darth Vader.

BAMEPRO Jlly 199S



jiMcepI
’Bacca’s Back

tor Beam Core, use Chewie

and shoot all the lasers before

they shoot you. Try posing

Chewbacca in different

stances to discover the easiest

way to destroy the lasers.

Sometimes Chewbacca needs

to crouch, while other times

he needs to stand and Jump.

SpUey

Watch out when you reach the

top of the Core - there are two

Spider Troopers waiting. Jump
and shoot them both, then

Jump off the platform and col-

lect the two big hearts they

leave behind.

ifyou fell off a platform, push

right or left to catch another plat-

form at the edge of the screen.

Tractor Beam

ate now
Itmense veaseXs

for traotora to

-ta, However, an

'tractor'e gta=P

S covering arc-

•tor toeam varies

that drives

Beam Me Up
were and place yourself under

the Core, where the lasers are

shooting from. Use the R but-

ton to look up, then fire up to

destroy the lasers. If you’re

centered correctly, no lasers

will get out.

To beat the Beam, stay on the

rail where the Spider Troopers
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on a target. The Towers are

easy to destroy, but you’ll lose

a life if you run into one.

Un-HEMe!

When the TiEs descend upon

you, move back and

forth...and fire, fire, fire!

Sienar FleetOr.»: One pilot
“y^atems

Paaseasepfl: pone
Conaumafales: Two days

InteTceT«r!“"nd'^Saf
Sffi fescort fleets, ProvlS ric™. to

aispated space, aupporrS J »tfol
smugglers and plra^L If h fmost space pilfts, TIE ffhf Hebols. To
true might of the Empire

symbolise the

Hepubu? siiar l>«llt by
finest combat spacecraft 'h

famous for the
The TIE galaxy
and are easily recognized^ Propulsion system
solar power panels, since ^ ^®^®90nal
Sion mass efficiently, propul-
suplies. Because o? tS^r l^^-ited fuel
fighters are faster than m k

engines, tie
craft. TIE Pilots ar^Jiahf^

commercial spa^e-
out the Elnpire and the Gal

^ ^®®Pected through-
areatest weakness isshields, making them ,n,i

^ ^ deflector
from miiitery les.rs or h^blStej"'"
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Great Balls of Fire Dealii lo DarUi

DarthVader

/
iConcentrate your fire power

on the Laser Balls. The TIEs

can’t hurt you, but the Lasers

will. Once you get to Darth

Vader, you’re all clear.

To destroy Darth, wait for the

counter to read zero, then fire

your photon torpedoes.

Height: 2 .02 n

Age: unknown

Data vader

tie Dark Dord o£ the

sithi serves the Dar

side o£ the Force, h

servant and

o£ the Emperor, Vader

epitomires the Emper

or s New order

.

Although vader was

once a Jedi
.

and a student of obi

wan Kenobi, Vader

turned to the Dark

Side of the Force to

gain power- He has

Lsisted the Emperor

by killitig a number

of Jedi Knights. A

devastating battle

with Kenobi has

forced Vader to wear

a specialized breath-

ing apparatus.

Lord vader rules

with strength and

fear. Those who cross

him £ac« “Leer
death. He is a master

Ot the Diohtsaber and

is neatly invulneta-

hie to
deflectins the “’f

=

with a casual pass o£

his gloved hand.

Vader’ s psychic

powers ate strong, he

can communicate

vast distances with

others who wield

Force.

Death Star

Coronation
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ne Bid ofan Cra

Omaiscieat Powof Gnove to Ihe Beat

To be your own music maker,

get to the Sound Menu by

waiting until the LucasArts

title screen appears, then

simultaneously press A, B, X,

and Y. Then press Pause.

The Death star i <5 s ^
developed by the Emnf^ warship 1hoM it. 7copy „e ,
Plan, „a, ,t„i7 ty S,laat taiom to be i'

7**=' Alliance an
Princess Leia Organa Posession of
Alliance The ESn

' ^ Tsader of the

plans7e™n“7S 7= «aov,
want iaterrogacion 7 PrlSesTLS'’

I't have the

patience to make it

through on your own,

wait until the title

screen appears and try

this Cod code:

AAAAX BBBBY XXXXA
YYYYB ABXY

Creditability

To see the makers of this

masterpiece, wait until the

LucasArts title screen

appears, then tap in:

ABABABAB
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By Slasher Quan

Capcom rocked

your SNES two

years ago with Final

Fight, the baddest side-

scrolling beat-em-up on

the block at that time {see

ProReview, December ’91).

Since then, the stakes for high-

quality 1 6-bit brawling have

been raised with the release of

leaner and meaner games, like

Streets of Rage 2 for the

Genesis.

Now Final Fight

2 enters the scene

with two-player

action and new

characters, but

with game play

very similar to Final

jht. This sequel puts

Cody, and Guy pounded the

Mad Gear Gang's boss Belger

through a piate-glass window

at the top of a high rise. Bel-

ger’s splat on the cement

below signaled the end of the

Mad Gear’s grip on Metro

City...or did it?

Two years later, the rem-

nants of the Mad Gear Gang

have reassembled into a cohe-

sive international crime force,

vandalizing major cities

around the globe. Worse yet,

the Gears have kidnapped

Guy's karate master, Genryu-

sai, and his daughter, Rena.

Cody and Guy are out of town,

so Haggar recruits Maki and

Carlos to help him throw a

wrench into the gang’s gears

once and for all.



Haggar is a Herculean profes-

sional wrestler who crunches

all the skulls he wants with his

new-and-improved Spinning

Pile Driver.

PROW: Land on enemies as you

perfom Haggar’s Spinning Pile

Driver for on-screen enemy
genocide.

Unlike its forefather, Final

Fight 2 enables two players to

deal out the punishment

together. You pick from the

three fighters and leave one

riding the pines for later. One

player can also go it alone.

Even in two-piayer mode,

there’s almost no slowdown,

and the screen flicker is negli-

gible. Character control is

smooth and easy-going.

Fit for RghtSng
Physically, Final Fight 2’s in

top form, but you’ll notice

right away that the moves are

basically unchanged from the

first Final Fight. You get the

same variety of attacks,

including punches, kicks,

jump kicks, hair-pull moves,

throws, and a special attack

that saps your energy as it

crushes the enemies, You

also get knives, two-by-fours,

and nightsticks.

Playing this game is like get-

ting stuck in a time warp,

because all the moves are stuck

In a rut. Even though it’s a good

beating, FF 2 should have

popped you with more compli-

cated controller techniques,

blocks, and reversal moves.

PROTJP: Punch an enemy, then

grab him while he’s stunned

and use a throw.

Throw the Bums Out!
Ever notice how video game

villains always return for more

punishment in sequels? Unfor-

tunately, that’s the case in Final

Fight 2. Some old favorites are

back, such as the towering

Andores, but they haven't

learned any new moves. The

new punk recruits wield sticks,

knives, and shock guns, but

their attacks are unimaginative

and repetitive. The Mad Gear

Gang Just isn’t as cosmopolitan

this time around, and the

bonus stages are also dreary

doses of dejd vu.

PROW: Nail the drums vriien

the Dames dissipate in the sec-

ond bonus stage.

PROHP: Toss cronies into Oieir

boss at the end of the level.

RghDng from a distance Is safer

than a hand-to-hand slugfest

Massaged in

the Eyes
Whereas the first Final Fight

thrust you into city slums, bars,

parks, and alleyways, the sec-

ond takes you on a graphic tour

of six famous cities around the

The new backgrounds

are crisp and detailed, but you

may find the scenery less

appealing in this go-round.

International sight-seeing in

front of cafes and docks

The lack of diversity

wouldn’t be so bad if the ene-

mies were smarter, but their

SATs would probably match

their shoe sizes. You can adjust

the difficulty, but even on the

highest level It’s much too easy

to grab and throw the feeble

foes. Anyone with above-aver-

age skills will down Final Fight II

in one sitting, wipe off the

foam, and wonder where the

rest of the name is.

Final Analysis
Final Fight 2’s a fighter to be

reckoned with, but it’s not a

knockout. You’ll want to take

it on for the thrills oftwo-play-

er Final Fighting, but the game

play’s predictable, the music’s

weak, and the enemies are

bums. This isn’t the fight to

end all fights, and we hope

the next Final Fight install-

ment is better.. .finally.

Clothesline, Maki's Spinning

Handstand Kick, and Carlos’

Sword Attack. These special

techniques drain a little of therr

life lines. You gotta be able to

dish it out and take it, too.

doesn’t work well with the

fighting theme. However, the

character animation is astound-

ingly smooth and fluid. Addi-

tionally, there Is now vertical

screen scrolling in addition to

the horizontal movement.

Betted mthfi'v-.
Final Fight 2 cranks some great

sound effects, but a few of

them - like Maki’s squeal - can

be annoying. The music's okay,

but it loops quickly and is a big

disappointment compared to

the emotional, resonant tunes

from the first Final Fight.
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Game ProFile

This version ofAiien 3 is one

of^bestyet. Speciacular

giaphics and chaiienging

miginai game playmake it a

mandatory adventure, even

for survivors ofAiien 3 on

Allen3byAcciain]

By The Unknown

IHp.l,
Alien 3 by Acclaim

is a one-player action/adven-

ture game that looks and

plays entirely differently from

any previous Alien game. This

cart's six multi-scrolling stages

feature spectacular graphic,

and game play that’s good

enough to make you scream.

fief ft off HMir Chest
You’re Ripley, a C-3 grade Lieu-

tenant for the Weyland-Yutani

Corporation. After a cata-

strophic encounter with Alien

Xenomorphs, you're attempt-

ing to return to Earth aboard

your ship, the Sulaco. A disas-

trous malfunction causes the

Sulaco to crash land on Fiorina

1 61 , a remote, maximum-secu-

rity prison colony in deep

space. When you awaken from

a state of hypersleep, you dis-

cover that you’re the only

human survivor. Unfortunately,

Alien stowaways also survived,

and now they’re busy repopu-

lating the prison colony with

hundreds of offspring whose

favorite food is human flesh.

Your mission is to stop the

Aliens once and for all, before

the Weyland-Yutani rescue ship

arrives and the Aliens escape

to infest other worlds.

The Mother of

oBAliens
Alien 3 dishes out the best

game play of all the Alien sagas.

In each of the six stages, you

must tackle up to eight mis-

sions, 40 missions in all.

Every mission confronts

you with a new challenge

beyond standard Alien bug

blasting. Your tasks range

JS9.95 ActloWAdvenlLrs

B megs One playei

Available June Passwcrds

from rescuing trapped prison- Fortunately, Ripley's armed

ers before they become Alien and dangerous. She totes a

food, to fixing broken pipes deadly Flame Thrower, a

and repairing damaged pow- Grenade Launcher, and a

er generators. Machirre Cun - all more than

Moreover, unlike the linear

design of the previous Alien

games, this cart allows you to

attack missions in any order.

Ripley can access different

areas of the prison from the

main corridor. Computer ter-

minals located there provide

descriptions of each mission

in a stage, along with the blue-

prints of the colony. The com-

plex is a warren of damp and

dank passageways, forbidding

cell blocks, mines, storage

areas, medical rooms, air

ducts, elevator shafts, and

bleak wastelands. You must

guide Ripley through this

maze to find the area of the

prison where you undertake

each mission’s task.

C
1

- ^ -

1

. .. i

. M
i.--

""?
1

PROliP: Watch out forpools of

acidon the floor.

Despite the game’s adjust-

able challenge level, Allen

hunters will spend many

hours roaming Fiorina 161’s

passageways. A password fea-

ture enables Ripley to contin-

ue from completed stages, but

you can only die once during

any mission, then you’re back

to the beginning of the stage.

effeaive for frying Aliens, Face-

buggers, and Pods. Additional-

ly, Ripley carries a Blowtorch

for making necessary repairs

around the colony, and a

Motion Tracker that warns her

when Aliens are near. The

good news is that of all the

Alien games, the controls for

the SNES version of the game

are the easiest to master,

thanks to the four-button con-

troller. Each weapon fires via a

simple button press. No more

swapping and firing.. .and

dying while you’re trying to

figure out which gun you want.

PROTI^Any time you’re gunning

for Face Ruggers and smaller

JUiens, cnwcft while you walk

and shoot Ryou standand

shoot, you fire right over Ote lit-

Be buggers and they’ll nail you.
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^ HllenPod

^ lannelPassageiiiaiis

for your Launcher, but not exha
fuel for yourFlame Thrower.

Don’t grab the Flame Thrower

fuel unhlyou really need it

sports highly detailed back-

grounds that recreate the

flick’s creepy mood.

digitized voices of prisoners

screaming for help.

long range, and tiieyaim their

spit fairiy accurately.

Ripley’s Excellent,

Believe tt or Hot
Just when you thought you

never wanted Aliens in your

face again, Acclaim's pulled a

fast one on ya! Alien 3 for the

SNES is highly original

-

enough to please even Jaded

veterans of the Alien 3 wars

on other systems. It’s packed

with excellent graphics, chal-

lenging game play, and

enough exploding Aliens to

satisfy even the most hard-

ened bug hunter. Don't bother

to do it for Newt. Do it

for yourself! S

Ripley’s movement as she swings

across these bars.

Alien 3’s musicJams to
^

" p
course, there are the requisite

screams of the exploding

Aliens, along with some nicely PROTIP: Watch out for spitBng

I

Aliens. They can getyou from

Alien Spits up Some-

The originality of Alien 3’s

game play is seriously

pumped by the game’s chill-

ing graphics. Ripley and her

Alien nemeses are super large

sprites that look and move

like their movie predecessors.

Ripley can walk, run, Jump,

crouch, fire, and even swing

hand-over-hand across over-

head bars. The Aliens crawl,

run, and spit. Fiorina 161

Use Hie blueprint to ffnrf your way

through Alien 3.

. 1 .
.

, 1 1 yr
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Game ProFile
(Super NES)

playing history in its heyday,

but dme has left its mark on
this SNBS version, it’s a good

30 dungeon crawl, but the

action’s r^tedOve, and the

minimal.

ByMonty Haul

'

Dungeon Master

was a legend in its

own time on personal com-

puters, and nowJVC has con-

verted this fantasy role-

playing game to the Super

NES. Unlike a fine wine, Dun-

geon Master has not gotten

better with age. In fact, it may

have turned a little sour.

Masteriag Chaos
In a magical experiment gone

terribly wrong, the good Grey

Lord's evil twin, Lord Chaos,

was set loose on an unsuspect-

ing world. Chaos is holed up in

a deep, dank dungeon, and

he’s imprisoned the souls of all

24 heroes who’ve entered his

domain to try and destroy him.

As the Grey Lord's apprentice,

Theron, you must descend into

Chaos's labyrinth and use the

fabled Firestaff to put him in

his place.

Theron exists in Chaos's

domain only in spirit, so you

must guide four able-bodied

heroes to complete the quest.

You assemble a party of four

characters from the 24 held

captive by Lord Chaos. You

mOTJP: You mustplace a rock,

bouider, or other unwanted item

on pressure plates to open

doors and dose pits, Even san-

dals will wotkl

can either resurrect them in

their current conditions, or

reincarnate them into new

bodies and modify their skills.

You choose from fighters, nin-

jas, priests, wizards, and multi-

profession characters, who

Real Tbne, Real Slow
DM features real-time action,

which means the monsters

make their moves even if you

do nothing. The innovative

combat system is fun but

repetitive. You see the same

creatures over and over. Addi-

tionally, the somewhat unre-

sponsive controls decrease

are armed with hand-to-hand

weapons, ranged weapons,

healing magic, hurting magic,

and protection magic.

Graphics and Sounds
Down Under
Dungeon Master’s first-person

perspective is feirly unique for

SNES RPGs, but it's still drab by

1 6-bit standards. While the mon-

sters are animated, the greyish

dungeon walls are repeated

over and over. The sounds are

spartan, and an incessant water-

dripping effect grates on your

nerves. The spot music’s good,

but too infrequent.

Dungeon Crawl Redux
If you’re looking for a beefy, full-

bodied role-playing game, cross

Dungeon Master off your menu

and slice into Final Fantasy II.

DM’s puzzle and real-time com-

bat elements are well done, but

the rest of the cart leaves your

mouth watering for something

more substantial. Q

the fun. The on-screen action

often lags a second or two

behind your controller input.

PROTIP: Inexpetleoced rote-

players should choose a bade
Rghter/nlr^priest/wizard party

combination. Bring Halk, Leyla,

Mmdws, and Godunog.

fVOTIP: You needa torch to

light the way In Level 2. Place it

in the leader’s hand.

PROTO*: Bring a dead charac-

ter’s bones to the Alcove of

RebhthoaLevellMraneasy
resunection.

PROTIP: When Rghiing a gang of

creatures, posiOoa yourself so

you’re Rardced by walls on three

sides. This wayyou can’tbe
surrounded.

Game play in Dungeon

Master is split between fight-

ing, maze-wandering, and

solving light puzzles. The puz-

zles are good, but simplistic.

Most involve object manipula-

tion with point-and-click com-

mands. As you explore

deeper, you'll uncover count-

less items, weapons, and trea-

sures, which are easily

distributed and used among

your party. Don't expect heavy

plot development, because

this cart is only fit for interme-

diate dungeoneers.
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Strategic Thinking.
Kiu-er Instincts.

The only action game that requires strategy to win. The only

strategy game that's hot enough to melt your armor. With the

advantages of an advanced 3-D flight simulator, as well as a

shrewd and cunning mind,

you'll face the most fero-

cious intergalactic combat

yet seen. Mechwarrior. One

of the most original games

ever developed.

It's the year 3027.

Revenge is your motive. A Battlemech is your method. Outmaneuver,

outsmart and outfight the Dark Wing Lonce. Pursue every lead.

Track them to the furthest corners of the

galaxy. But ya' gotta be smart. Only a great

strategy can ensure victory. Use your missiles, cannons, lasers and

jumpjets wisely if you expect to defeot your crafty foes. Your

reward? More money to build more powerful 'Mechs, critical to

completing your ever more

complicated missions.

Perched in the control

room of a 60-ton 'Mech, in-

credible 3-D graphics allow

you to command the action.

Use the practice mode and

save game feotures to jump straight into the action. Whether you

choose instant action or the rewards of an entire combat career, it's

sure to make you sweat

bullets. It's Mechwarrior. AdlVisioH.
MKHWAR8IOR IS tOR YOUR SUPER MINIENOO ENTERTAINMENT SYSTEM. TO ORDER: SEE YOUR EO<Al RETAIIER OR CAIE I -800-477-3650



time to put his shoe Otrough school senior. Ifyouthinkyou
yourface. can easily get past Cajet’s

Each of the four fighters Frankensteiner, Dolfs Bazooka

has a variety of moves and Shot, orJade’s Vertical Hunter,

special techniques, which they think again.

By The Tummynator

Enuff features

some ferocious

fighting action and great

graphics. However, this one*

or two-piayer side scroller

may not have enough down-

and-dirty combat to satisfy

most street-wise gamers.

Four Wrongs Don’t

Make a Fight
It’s the year 200- (so far into the

future that they’re using dashes

for numbers), and the planet

execute with deadly precision

once you master the compli-

cated controls. Besides a stan-

dard punch, kick, andjump-

kick, you can try Sho’s Blue

Thunder Punch, Zazi’s Dragon

Blade, Kotono’s Drawn Mist

Sword Slash, or Vortz’s Neck

Hanging Bomber. You have

the ability to combine moves

(even in mid-airi) for thunder-

ous fighting power.

The graphics in Tuff Enuff are

pretty good, though not spec-

tacular. The sprites are about

Final Fight size, and there’s

some slowdown and minor

sprite glitching as well.

The game has great-look-

ing, detailed backgrounds,

including a missile silo, the

forbidding entrance to the

Tower, a martial arts tem-

H pie, and more. A special

•/ VCR mode enables you to

run forward and backward

PROTJP: Even when you block,

will drain health from your bar.

Ifyou’re low on healOi,jump
over the fHOjecSIe.

has been at peace for a long

time. So long, in fact, that peo-

ple have forgotten the art of

fighting, Consequently, when a

great war breaks out and

w slow motion replays of the

move that won you the fight.

The music isn't too bad,

but it’s nothing to call Bill-

board about. The sound
destroys all law and order, sur-

vival of the fittest is no longer

Just a theory of evolution.

A "Fighting Cod" is seizing

control of the cities at an

alarming rate. He rules from

his Death Tower, an impene-

trable fortress that can only be

unlocked by any of four keys

held by four soldiers (Kotono,

Sho, Vortz, and Zazi).

When you’re ready to bust a

few moves of your own

against the Fighting Cod, you

can go head-to-head against

the CPU, bash biceps against a

bud (who plays any of the four

different fighters), or fight

through a story line mode that

features seven increasingly

skilled fighters.

PROTIP: Gajet is very vulnerab:

to projecSIe attacks.

PROW; Don't waste your time You gotta hand it to this opponent

using the leg sweep moves. It ms metal mitlens are manelous!

takes the characters too long to

make the full sweep, which

gives your opponent plenty of

Don’t get cocky, though,

you’re not fighting against the

Clee Club. Your opponents

have more moves than a high

effeas are okay, although you

can’t understand what the

characters are saying when

they win.

PROTJP; liyou come in a

(Htnch, foUovj up with a kiuk.

and vice vn:sa. tiyau Uy to kick

(or punch) hvics in a row, your

oppou^ni :-jiii Clobber you.

Ho Sweat
This game is a fun fighter -

sort ofaJuniorSF2.lt’s easy

and extremely low key, after

you figure out the wildly

imaginative controls and large

line-up of moves.

In the long line of Street

Fighter clones, few make it to

the top. Fewer still add to the

legend, and there’s no beat-

em-up that surpasses it. The

Tuff stay rough and the weak

stay meek. Makes you wish

the world stayed at peace,

doesn't it?
«
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Introducing
K #

fl
Cybernator, T ^
±e 21 st Century

biggest hero and ^

the baddest cyborg

ever to blast onto your Super NES ."

Standing five stories tall and loaded

with stunning graphics and firepower,

this mechanized marine overshadows

and outguns all other 16-bit metal heads.

From the Cybernator’s command

cockpit you'll

control five

tons of

THE TERMINATOR&
robocopnow have
SOMEONE THEYCAN

LOOK UP,TO.

KONAM!

tail-kicking. Axis

fc annihilating

^ battle armor and

''
the Enemy

I Eliminator with

SbO'* firing

range. You’ll

also power a

hyper-space

propulsion pack that

launches Cybernator

through seven levels of

digitized devastation. So

if nuts and bolts busting

action is your game,

check out Cybernator.

The future of 16-bit

warfare today

!

Konami Game Hint and Tip Line: 1 -900-896-HINT (^68).

1 n'quircJ.



Lord J.’s Electric Zap

BySfa^wrQuan

r Some guys can

take a lickin’ and

keep on tickinljaleco's putting

up its dukes in the SNES street

fighting arena once again with

Brawl Brothers, a much im-

proved follow-up to Rival Turf.

(See ProReview, June ’92.) This

cart doesn’t quite reach the

top of the 16-fait, side-view

brawling heap, but it comes

darn close.

Kidnapped Kickboxers
Malevolent scientist Dieter

does the DNA twist in his lab-

oratory and discovers the

secret to cloning human tis-

sue. He uses his new-found

power to kidnap and clone

three of the five Brawl Broth-

ers. You and a friend choose

who he nabs, then take the

remaining two on a four-level

mission to free your bros. For

extra practice, you can fight

each other in a Versus mode.

Brawl Bros, is packed with

excellent moves and tech-

niques. Hack is a street fighter

with devastating kicks and

throws. Slash lights up the sky

with fists of fire. LordJ. is an

agile karate master. Kazan uses

ninja skills and a triple Jump

move. Wendy busts deadly aeri-

al kicks. Unfortunately, there's

no way to block attacks, and

the controls you use to reverse

moves are imprecise.

mOTVY Us* Hack’s Power

AMCftMfMfl CtoM IdMMfM
formaximum damgo.

BayskleCity
Dieter recruited a tough but

repetitious bunch of thugs.

You fight endless knifers, gun-

men, flamethrowers, and mar-

tial artists. To rescue your

comrades and get them to

rejoin your team, you must kill

their clones, who lurk at the

end of the first three levels. To

make things easier, you can

adjust the difficulty, number

of lives, and number of contin-

ues to your liking.

PR071R: Mngqimoih stops m
ndes front Inflicting masslvt

damage when yoo^caugM

PROT^ For an easy kMI, back an

enamyMo a cormr, than rw
andaxacutaVfaody'sSptnnlog

OoMaKkk.

PROTIP: Slaah’M dona cantba
M whRe ho braaOas /V*. Wait

untM Ha rvnt out of braatli, tm
grab him from baltinil.

Brawl's graphics look dead-

ly. You rumble through the

streets, a bridge, a sewer

maze, ajungle, the maze

inside Dieter’s Command Cen-

ter, and the Air Fortress. The

nicely illustrated backdrops,

touches of multi-scrolling, and

big characters are great, but

the visuals suffer from stiff ani-

mation, flicker, and occasional

slowdown. The music rocks,

but the sounds are quiet and

the voices are muffled.

PROJV: bi Staga 2, btnwana-
mlaaoatolaodmbiaaladala-

itatatheaiufafy.

Sendm the Clones
While Brawl Brothers is an

obvious Final Fight knock-off,

it’s a good one. If it had a

greater variety of enemies, it

might well have taken out the

current 16-bit beat-em-up

champ. Streets of Rage 2.

Video vigilantes who’ve pol-

ished off other games should

bring Brawl Brothers into their

family. B
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Yeah! With hard-driven music to your ears, it's time to

slam it into gear with Rock N' Roll Racing. Custom cors,

radial weapons and lead-footed crazies compete heod to

head for money, weapons and fame as Larry

"Supermouth" Huffman calls it all. So back off wimps,

this race ain't for no Sunday drivers!

For more information on Rock N' Roll Racing, call

1-800-969-4263 or visit your local retailer.

FULLY DIGITIZED SOUND

TRACK FEATURING "Bad To

The Bone" written by

George Thorogood,

"Paranoid" by Black

Sabbath, "Born To Be Wild"

by Steppenwoll, "Highway

Star" by Deep Purple, and

"Peter Gun" by

^ H. Mancini.

1 7922 Fitch Avenue, Irvine, CA 9271

4
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e fiy Toxic Tommy

Are you Street

Fighter’d out? Do

you hope Mortal Kombat dies?

Interplay hopes to revive your

SNES fightin’ spirit with fists

and feet of day!

Clay Fighter may remold your

thinking about beat-em-up

games. The designers of the

warped, wicked clown. Val Is

a voluminous Viking opera

singer/slugger. Ghost Guy is

cart are using a unique day

animation technique to bring

you a slapstick slugfest that

won't skimp on the action.

One or two players will be

able to choose a champion

from a stable of eight wacky

fighters. Taffy Man is a sweet

thing that specializes in can-

died karate. Bad Mr. Frosty is

sneaky snowman. Bonker is a

a pugnacious pumpkin-head

who doesn’t take any sheet.

Impersonator is...right, a fat

Elvis impersonator. Blob is a

green glob that can transform

into various objects. Crusher

is a weird wrestler with mus-

cles on his muscles.

A Big Hunk O'

i

OUCUfCaKlUMiSee?
The fanciful fighters were all

formed out of clay and

brought to life via stop-motion

animation. You may recall that

Interplay first touted the tech-

nique for its yet-to-be-seen

aaion game, Clay Mates. It

looks like Clay Fighter beat

Clay Mates to the punch.

Banker loves to clown around.

Every fight takes place

against weird and wild back-

grounds. Big Hunk o’ Burnin'

Clay, for instance, features

piano keys and fire. You also

kick and punch against a can-

dyland snow festival, a surre-

alistic cardboard cut-out forest

backdrop, and a gooey, gunky

factory scene. The cart will

also include several bonus

rounds, including a dizzying

Mode 7 revolving fight ring.

Although this cart looks

like it will definitely grab for

your yuk-yuks, it’ll go for the

throat, too. All the fighters will

have three special moves, two

hidden and one possible only

when a special KO Power
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Meter charges to maximum
capacity. There’s little defense,

but the offense looks to be

silly, strange, and serious. For

example, Taffy Man’s.arms

stretch into an impossibly

long punch (move over Dhal-

siml), and he twists into an

outrageous helicopter spin

punch (watch out Chun Lil).

When's Cassius Cby
When Wu Heed Him?
Just when you thought you’d

seen everything - here comes

Clay Fighter! Better work out

with some Play-Doh before

you take on this game. B
Clay Fighter by Interplay

Available fourffi quarter '93
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DESTROY CYBERDYNE HASTA LA VISTA,
RESEARCH! BABY!

For more portable power/ check out the bodyslamming excitement of WrestleMania*
Steel Cage Challenge'” the amazing web-swmging action of Spider-Man®: Return of the Sinister

Six™/ and the explosive firepower of Terminator™ 2: Judgment Day. Gear up for great graphics
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By Slasher Quan

What do you get

when you cross

Capcom’s Final Fight with an

episode of the Muppet Babies!

Not a frog-pig with an atti-

tude. And no, not even a

fuzzy bear with a repertoire of

bad jokes and pile-driver

moves. You get Mighty Final

Fight for the NES!

MFFisaiow-impactslug-

fest. It only loosely resembles

its SNES and Sega CD counter-

parts in graphics and sound,

but does a reasonable Job of

replicating their game play on

a much smaller 8-bit scale.

Don’t Mess with Jess
Belger, leader of the law-

breaking Mad Gear Gang, has

a hankerin' for a lassie named

Jessica. He makes her his main

course and snatches her from

the arms of her boyfriend,

Cody. Unfortunately, the

sweetness of Belger’s success

will turn sour, 'cuz father and

Mayor Mike Haggar, Cody,

and their kickboxin’ friend

Guy are gonna force-feed the

Gears some bad beat-em-up

medicine! You take your pick

from the trio and leave the

other two as reserves. If you

Mt4.lnlJJ.MJIM

Mighty Final Fight is good,

basic beat-em-up taining,

bat this one’s no Doable

Dragon or Battletoads beat-

er. The graphics could be

sharperanda two-player

option is needed.

Mighty Fsial Rght by Capcom

Price unavailable eeat-air-up

Ptreos One player

Available July 3 continues

lose all your lives and have

to continue, you get to play

tag team.

The Gears are revving up for

a rumble!

Pint-Size PuglVsts
Final Fighters who expect this

cart to slug them in the eyes

will blink twice when they see

the screen. The character

sprites for players and foes

alike wouldn't reach their 1
6-

bit big brothers’ knee caps.

But remember, we're talkin’

NES pix here. The characters

are short, squat, and sport the

infamous “big head, little feet’’

look often seen in Japanese

role-playing games.

Small sluggers, but big bangs. Is

tttis cart’s namesake Mighty

Mouse, or what?

They may look like Cab-

bage Patch Kids, but the three

amigos pack a wallop. Kicks,

punches, jump kicks, standing

combos, knee bashes, throws,

and special techniques com-

prise a solid (though not spec-

tacular) arsenal. Cody blends

boxing with karate, and uses a

wicked three-hit combo. Part-

time pro wrestler Haggar does

his worst with a Pile Driver.

Martial artist Guy paints vio-

lent pictures with a Super

Kick. Weapons supplement

your fists, and some ghetto-

bashers are now specific to

each fighter. (Only Haggar can

use the mallet.)

PROUP: Land on thugs with

Haggar’s Pile Driver to double

your damage.

PROJJP: Afteryou knockan

opponent down, jump-kicklust

as he starts to get up. It’s

idteap, but effective.

Each character gets one all-

new super move that requires

a combination button press a

la Street Fighter II. The tradi-

tional two-button control goes

easy on your fingers, but you

may get frustrated with the

inconsistent super moves.

PROTIP: Don’t waste special

moves on rolling barrels. Bre^
drm open with stralght-on

punches to Rnd prizes.

PROTIP: Ifyou’ve got auto-Rre,

use It Hold down Butbm B and

rock the controllerbackand

forth to bust stgrermoves faster

than flying shrapnel.

ASmaUPnUem
Imagine stuffing the meanest,

most unsavory punks in a

washing machine for a few

days on the highest tempera-

ture setting, Yup, Mighty Final

Fight's foes look like shrunken

versions of their 1 6-bit selves.

Although they’re now name-

less, you’ll recognize Andore,

Del Gado, Poison, Two. P, and

a menagerie of bosses. Thrash-

er’s a blond bomber with a

stomp attack. Katana, who
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manages to appear three differ-

ent times, gives his sword a

thorough workout, Abigail puts

the squeeze on you with a

revolting kiss attack.

PROWh Thrasherbounces for

joy, bat you’ll change bis

shoutin’ to poutin’ with well-

placedjump kicks.

PROTIP: Let Katana tire himself

out by running rampant around

the semen, then sneak up
behindhim and use a throw.

Three continues and mod-

erately aggressive enemies

make this cart a perfect first-

time karate class for white-

and yellow-belt youngsters. A
unique feature in this cart is

experience points, similar to

RPCs. If you take out enough

trash, your experience level

increases and your lifeline

is extended.

Siummin’ It Up;

Graphics and Sounds
The street scenes are like man-

gled parodies of the original

1 6-bit cart. You still fight

through the Slums, Riverside,

Old Town, the Factory, and the

Bay Area. However, the back-

grounds are static and flat - no

multi-scrolling or slick shading.

Bright, balloony characters, col-

orful (if dull) levels, and occa-

sional flicker characterize these

average NES visuals.
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PBOnP; fven though it's tempt-

ing, don't push enemies off^
eievator. You getmore experi-

ence for Mlling them in hand-to-

hand melee.

Ifyou turned off the picture

but kept the music playing,

you probably wouldn't know

this is a Final Fight spin-off.

Mighty’s repetitive music

sounds like other NES games

in Capcom's library, such as

the Mega Man series. The

sound effects rock with the

kicks and roll with the punch-

es, but not much more.

MightyMalm mghi
The lack of a two-player

option and primo eight-bit

graphics bumps Mighty Final

Fight from the top ranks, but

you can't help

but like the

cute, cuddly,

vicious

brawlers. Tack-

le this one if

you’re a big Rick

Moranisfan and

you’ve never

before felt

the power

and glory

you only

get from

kicking

video

keister.

Q



Because why should 1 waste my time arming my men with eveiything from bows and arrows to nuclear missiles and flying saucers when a SpitWEd is my weapon ot choice’

Because 1 am a follower not a leader and I don't want to be the most pOWClful person in the world,

Becauseldon'tlikegamesthatofferfllOfltilS dlld IHOlltbS Of pldj.

Because the idea of traveling through tini6 and conquering nine worlds merely tires me out.

Because 1 do not have a loill cloth fctish. Really.

Because Ipretermmpy cartridges that don't have 4 IHB^S Of dl^ltlZdd SpddCh,

Because 1 don't like crossing swords with dcVlOUS, COIHIIVID^ OppOflCIltS all ready to step on my bahy toes.

. 2

Because I prefer blowing S59.99 on a cartridge that's all talk, hype and no ECtlOD.

adventurous resource management gamci

LICENSED BY SEOA ENTERPRISES FOR PUY ON THE SESA'^ GENESIS'" SYSTEM.
SEGA AND GENESIS ARE TRADEMARKS OF SEGA EI^TTERPRISES. LTD.





popped and keep your chin

up, because World Heroes 2 is

coming soon to a screen near

you. Will you be ready? Q
WertdHenm2bySm

AnHableJimeBy Scary l3ny

Thumb-busting,

side-scrolling beat-

em-ups are a dime a dozen.

Cloned from the Street Fight-

ing ranks of old, most fighting

games fall to the wayside -

beaten, bruised, and broken.

One notable exception has

been World Heroes for the

NeO'Ceo, which made a sur-

prise debut in the arcades last

fall. With World Heroes 2,

SNK’s done It again. Put away

the rest, 'cuz the best is here!

with a whopping 1 46 megs!

You’ll see those megs in

action, too, as World Heroes 2

offers improvements over the

original. For example, all 14

fighters get new moves, such

as the ability to deflect projec-

tiles and counter throws. Four-

teen new endings also up the

graphic ante!

You want more? Take a

look at these shots and get a

load of the pumped-up graph-

ics. So get your knuckles

This is the fourth in SNK’s

100 Mega series {the other

three are Art of Fighting, Fatal

Fury 2, and Three Count Bout),

and it goes above and /
beyond the others X ^

mayhml

Hero We Go Again!
The return of the World

Heroes should be marked with

a ticker tape parade. The eight

original warriors are back

from their time trip trials, hav-

ing beaten everyone they

could in their own time and in

other times as well. Now
they're ready for a new chal-

lenge and fresh meat. They

won't have to wait, either,

because there are six new

warriors ready to throw their

weight around and challenge

the title holder. That’s right,

gamers, you can choose from

1 4 characters!



TRY rr BUY IT
SAVE $4!

TEmmiMATIMO

Sw»»g*

'OFFER GOOD AT PARTICIPATING STORES WHILE SUPPLIES LAST.

RENT ANY OF THESE ACTION-PACKED

VIDEO GAMES AND YOU CAN THEN BUY

THEM AT $4jOO OFF THE REGULAR PRICE!



Like mankind, Bonk

the head-banging Neanderthal

keeps evolving. Now he’s liter-

ally bigger and better than

ever. In Bonk 3, our prehistoric

preteen still uses his head, but

he’s also got a few new moves

that make this game more

strategic and more fun than

its predecessors.

Heaiinip
Evil King Drool is back, and he

has the Dinosaur Kingdom

crawling with creatures from

the Monster Tribe. This time

the monarch is mixing up mis-

chief by chaining the moon to

the bottom of the sea. In this

side-view, multi-scrolling game,

Bonk uses his head to defeat

Drool’s disciples. Ifyou want,

you can try your head against a

friend, because Bonk 3 offers

two-player alternating action, a

first for the Bonk series.

You'll see some new scenes

in this action/adventure game,

as well as some familiar ones.

The first couple of areas

(Henry Hatchet Village) look a

lot like Bonk’s Revenge, with

flat, cartoon-style back-

grounds. The graphics gain

depth and variety as Bonk

roams through the seven

stages. In addition, this cart

has 1 6 bonus rounds - twice

as many as Bonk’s Revenge

has. Plus, if you step into the

mouths of certain creatures,

you’ll be transported to dan-

gerous, secret underground

areas that are hard to escape.

With each area the music

changes, but it’s the same old

er-headed, fire-breathing, or

invincible, Bonk can now

munch on Red and Blue

Candy. The Red Candy makes

you teeny Bonk. The Blue

candy makes you giant Bonk.

These new power-ups

increase the game's strategic

challenge, because some-

times Bonk needs to

become small to pass

through tunnels and

continue. Other times,

it’s easier to climb with big

Bonk’s height. Munch a Blue

Candy power-up and a Meat

power-up, and Bonk blows

kisses that turn his enemies

to stone.

Bonk still likes to take the

time to sniff (orjump on) the

Springy Flowers. Yellow ones

lift him to new heights; orange

ones give him

Ham power-ups;

prehistoric sounds of Bonk’s

First two adventures.

green flowers f
cough up candy V.
and hearts; blue

flowers up his lives

and hearts from his

starting three; and i

I: pink flowers can
|

either help or hinder

Bonk. Of course, Bonk’ll

run across a few bonus

flowers on his way, too.

Big Bonk - mad and bad!

Even if you're not a Bonk fan,

you’ll like the head-banging

action of Bonk 3. With better

graphics, game play, and

sound, plus more options,

Bonk 3 is head and shoulders

above its ancestors.

BonkSbyTTI

PROTT; To reach the 1-ap

before the bridge, break the

brfcka and drop dom. You’d

dada meetanda flomr ’copter

iatakeyoulolheexbadfeln

the sky.

GetaHeail
In this version of Bonk, power-

ups have definitely moved up

the evolutionary ladder. In

addition to his favorite meat

snacks, which make him hard-

PROTPiA/krtte block smashes

Bonk and turns hkn brie a crab,

strim la the bottom of the sea

and eat Rod Candy to make hkn
smad, SwktJ through the tunnol
on the rightandyonV find a

PRtmP: At the tkst bridge In area

1-1, let the Ikst blocks oodapse

underneath Bookand he'd fad

kiioamod.5wknlethobotkm

of the wed, dodging or bonking
fish on the way, and you’d Bnd a

bonus Ikmor in the bottom right-

hand comer of the wed.

heartanda bonus Romr.
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PttOTIP: In ana 1-2, Bonk needs

tobednyivlieahejunvsMo
the sea and finds a sh^. If he

Isn't akaady smaH, swkn to the

bottom of the sea and eat the

RedCandy. Yoa'K also Ikid

a

heart anda bonus flower then.

8onk still has all his old

moves. He can head-butt ene-

mies, and avoid obstacles by

latching onto propeller

iiowers. He can gnaw his way

up the sides of buildings, hills,

and other vertical obstacles. As

for his new abilities, Bonk now
turns into a cantankerous crab

when someone stomps on

him, which helps his swim-

ming abilities. He also has a

devastating somersault, which

swings him around horizontal

poles by his teeth and knocks

out anything perched on them.

Fortunately, the controls

respond quickly and easily.

PROTIP: To beat the Rrst stage

boss, get under his head and

Imp up. Even when you’n hi

cnb form, you can cause

some damage.

PROTIP; When you Rrst

drop Into the water In

Stage 2- 1, avoid the fish

at all costs. H he eats you,

you'n sent Into an add
undergromd.

Drool’s Dirty Dozen
Bonk's old nemeses, like

Henry Hatchet and the piranha

birds, still roam the Dinosaur

Kingdom, but the flora and

feuna have expanded to

include some relatively harm-

less creatures that are bigger

and more colorful. The Crazy

Lady, for instance, is like a big

Dancing Snow Queen from

Bonk's past (though she’s no

more challenging). Bonk also

encounters a huge baby in a

crib, poisonous fish, and other

Stone Age adversaries. As for

the bosses, a few bops and

they’re done, although they do

get progressively harder.
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PROTIP: To beat Stage 2's stone

boss, somersault up to the sec-

ond highest post Mientheboss
thuds to the gromi, Bonk will

automatically be bounced to the

a llndi, when he canlump on he

boss's head and thenjump safe-

ly to the other side.

Bonk’s Back
Bonk keeps getting bigger

and better. This game gives

you a lot more buck for your

bonk -or is that Bonk for

your buck? B

Check out these screens

from Bonk’s Adventure,

Bonk’s Revenge, and Bonk 3.

See any similariOes?
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Detective 2

have taught me that patience

is a detective’s greatest ally, I

still find the game’s controls

slow and sometimes painstak-

ing, especially when I read

the Times.

PHOTIP:BotoWalassoonas

you can. Even ifyou don’t win,

you might score a heiptui due.

The graphics are superb.

As in the earlier CD, this game

features digitized film footage

of actors performing all the

parts in the dramatic crimes. I

daresay, the two fellows who
play Watson and Holmes look

nothing like us.

front amateur sleuths. In ‘The

Two Lions,” two magnificent

kings of the beasts and a

ship’s captain named Lyons

are mysteriously killed on the

same day. In “The Pilfered

Paintings,” the theft of two

recently discovered artistic rar-

ities has the art world abuzz.

Finally, in 'The Murdered

Munitions Magnate," someone

has dispatched a wealthy play-

boy and arms dealer.

Victtnian costumes grace the

graphics.

Once again. Holmes, the

worthy players must pit their

detective skills against yours.

To solve each case, they must

track down and Interrogate

various suspects, witnesses,

and experts.

Naturally, the poor players

need all the help they can get.

They have at their disposal a

recording Notebook, a Direc-

tory of London’s people and

places, a Coach, and a meager

version of the erstwhile Lon-

don Times newspaper.

"It has long been an axiom of

mine that the little things are

infinitely the most important”

-S. Holmes

PHOJiP: Always read the Times

cover to cover.

Man power is available, too.

The Baker Street Irregulars are

on hand for stakeouts. Also on

call are a motley collection of

fictitious crime experts. Even

Lestrade is present, and the

good inspector from Scotland

Yard remains true to form -

amusing and irksome.

PHOJ^ The Baker street Irregu-

lars are the best information

gathering “tod.” Theyreqube

Ote fewest moves.

Ybu See, but Do
You Observe?
This mystery uses the same

murky icon-driven, point-and-

press interface as the first ver-

sion. Even though you

The sounds in the cart are

quite clear. As you so often

remind me, the ear is the

detective’s most revealing tool.

PBOTIPtifyourdyonyour

memory to record dues rather

Oian taking written notes, you

may solve the crimes, but you’ll

never best Hdmes.

Come Along, Watson
Detectives who enjoyed Sher-

lock Holmes Consulting Detec-

tive will most definitely find

Holmes 2 a worthy challenge.

My friend, it seems that once

again, the game is afoot! Q

/4a- eUtrMtfa, ^ lettMiK-

^UeMd),

^ean. "ThltMA,

^ (A w4tA frlMAwtc

tAnt ^ un-ita to- tfotr- UMiA

dotAcd- 0*s owt- eletec-

tioa OLdvcMitmeA. ^ iAortyAc

tfou- oU^At tAeoa leUeat

cetAeA 6otA eutd

whatever remains, however

improbable, must be the trutti.”

Criminal Activilies
This Super CD game by TTI

sports the rather unimagina-

tive title, Sherlock Holmes

Consulting Detective 2. How-

ever, three baffling cases con-

Holmes and Watsm are

bad( on the case, and

they’re in good CD form.

Amateur detectives should

but plenty of mind-blowing

action. SoMng these cases

is tough, SO don’t take on

these crimes unless you can

do tire time.
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Ryu catches air with his new Hurricane Kid(, but Kai can natch

him move for move.

Turbo Makes
HtMows
This cart is hot from the

arcades! It’s based directly on

Turbo SF II: Champion Edition

Hyper Fighting, and Capcom

plans a near-identical conver-

sion. If the company’s actions

match its words, all the charac-

ters will get new moves. Chun

Li should throw Fireballs and

bewilder opponents with a

Chest Flip Kick. Blanka will get

vertical with his new Rolling

Attack. Zangief will use a

faster Spinning Clothesline.

Vega will roll from one end of

the screen to the other with

his wicked claw extended.

After Charging energy for 60

seconds, Balrog should be able

to unleash the deadliest move

in the game -a Turn Punch

which cuts off half of the

opponent's lifeline!

Other new attacks to watch

for include Ryu and Ken’s air-

borne Hurricane Kick, Guile’s

Knee Thrust and double-hit

Flash Kick, E. Honda’s moving

Hundred Hand Slap and verti-

cal Head Butt, and Dhalsim's

faster Yoga Spear/Torpedo and

infamous disappearing act.

Feel the Need
torSpeed
Plans call for the SNES version

to offer two speed settings: a

slower Champion Edition

speed, and the 15 percent

faster Turbo speed. Players can

choose between the two set-

tings! No word yet on whether

the game can handle the Turbo

speed without slowdown.

^Slash&Quan

One good Street Fighter II deserves three more! Cap-

corn’s finally ready to triple your Street Fightin’ plea-

sure with new-and-improved versions of 1 992’s 1 6-bit game of

the year. Check out preliminary pix of the long-awaited SF II

Turbo for the SNES, the slightly delayed SF II: Champion Edition

for the Genesis, and the overseas-only Champion Edition for the

PC Engine.

IVs Official!
Capcom came out of the beat-

em-up closet on April 23,

1993 and spoke the magic

words the whole continent’s

been waiting to hear: STREET

FIGHTER II TURBO FOR THE

SUPER NES! Gird up those

karate costumes, boys and

girls, ’cause the U.S. is gonna

be rockin’, rollin’, and fightin’

once again come September.

The new version has more

moves, faster action, and hot-

ter looks.

Sagafs ail fired up to regain ttte

World Warrior title, but Bairog’s

fists are gonna get bloody!

Who's the Boss How?
SF II Turbo offers the Street

Fightin’ feature that has

caused stacks of mail to flood

our offices, each letter plead-

ing with Capcom for the same

thing - the ability to play as

the four boss characters! In

addition to the original eight

World Warriors, you can now

assume the identity of U.S.

heavyweight boxer Balrog,

Spanish bullfighter Vega, Thai

kickboxer Sagat, or the myste-

rious dictator M. Bison - and

no cheesy Game Genie codes

are necessary!

Is Ken about to stir-fry Dhalsim?

Guess again! Dhalsim’s got a new
trick up his sleeve. Now you see

him, now you don't!

Vega can claw his way to the

top with the longer-range Tum-

bling Claw.
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New Digs,

NewOui^
Capcom is quick to state that

SNES Turbo is still on the draw-

ing boards, but from the looks

of these saeens it’s a safe bet

that the cart will get the full

recoiored look of the coin-op.

Notice that Ryu's dojo rooftop

level is now dark blue, the sun

has set on Guile's air force base

level, Zangief’s industrial fertoiy

has a golden hue, and Ken’s

dock has deep purple tones. The

charaaers should also don new

Turbo-colored uniforms. {See

Ryu in his new light-blue garb.)

Batat What Cost?
The Japanese version of SF II

Turbo (pictured) is planned as

a whopping 20 megabits, the

biggest 1 6-bit system cart ever!

If the U.S. version also clocks in

at 20 megs, there’s a good

chance it might sell for close to

$80. However, no retail price

has been set, and nothing’s for

certain. Don’t bat an eye Game-

Pros, the Turbo picture’s Just

starting to take shape!

Street Fighter II Turbo

byCapcom U.SJL

Available September '93

Price undetermined

Capcom has pulled its first

Genesis punch, but that punch

may yet turn into a devastat-

ing uppercut. The Street Fight-

er II: Champion Edition cart

that was originally due in June

is now slated for a September

release. As we reported in our

June '93 PreView, the Genesis

version looks like a top-notch

conversion of the arcade

game. The art’s straight from

the coin-op, and you can play

as all 12 characters.

Why the delay? Capcom

states it “is considering a meg
upgrade” for the cart. This

could mean a change from 1

6

to 20 megs. The increased

memory might enable the

developers to bolster the

sound quality, which was

mediocre in the 85 percent

complete version we pre-

viewed. Could the real reason

for a meg increase be to

accommodate new moves,

new colors, and faster game
piay...and to give Sega a hyper

fighter worthy of its upcoming

Nintendo foe? Does Capcom

plan to throw a two-in-one

Turbo combo for the Genesis

as well as the SNES? We’ll find

out in the weeks to come!

Street Rghter d: Champion Edition

by Capcom lUJL
Available September ’93

Price mdetermined

A New Street FighterArcade Game?
Shortly following the Turbo

SNES announcement, we

interviewed Joe Morici, senior

vice president of Capcom

U.S.A. In a discussion about

Capcom’s plan of action for

the future, he hinted at a new

Street Fighter arcade game!

We’re not sure if he’s refer-

ring to a new SF II coin-op or

Street Fighter III, but there

must be some sort of new

World War brewing behind

closed doors at Capcom!

CamePro: Why has Capcom

decided to release Street

Fighter II Turbo for the Super

NES in North America?

The release of

Street Fighter II Turbo is a

direct result ofconsumer

demand. Byoffmng editions

to both Genesis and Super

Nintendo supporters, we'll sat-

isfy the needs of all players.

GP: What future Street Fight-

er games and products are

planned, and when can we

expect to see them?

Although I’m not at lib-

erty to discuss any specifics,

I can tell you that game fans

across the globe will have

every reason to visit their

local arcades later this year.

Upcoming Street Fighter

merchandise, such as appar-

el, trading cards, lunch

boxes, action toys, and

more, will also add to the

longevity of the series.

CP: Street Fighter is as wild-

ly successful in North Ameri-

ca as it is in Japan. What role

will Capcom U.S.A. play in

the development of future

Street Fighter projects?

Capcom USA has

already had a great impact

on the development ofStreet

Fighter games. Let's take SF

II: Champion Edition as an

example. Our U.S. research

and development team

worked closely with the pro-

grammers in Japan to create

this title based on actual

feedback from American

consumers. Joint efforts

between both teams will play

an important role in the

development offuture Street

Fighter projects.

CP: How do you think Street

Fighter II has affected the

video game industry as

in the arcades, Street

Fighter II is known as the

Pac-Man of the '90s. On the

home market, it is the

fastest-selling video game in

history What's more, it has

set a new standard for

games in its class.

CP: Does Capcom now
intend to support the Nin-

tendo and Sega lines equal-

ly, or will there be more

software on one platform?

How will it support the PC

Engine Duo?

'
This year most ofour

titles will be for Nintendo sys-

tems, but we hope to take a

more aggressive approach in

supporting the Genesis in the

long term. In addition to SF II:

Champion Edition, we now

have two other Genesis titles

in the works. While Capcom

has collaborated with NECon

the development of several

projects, we are not an

official publisher ofgames

for the PC Engine Duo.
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In the red corner, coming out

of nowhere as the long-odds

underdog. It’s SF II; Champion

Edition for the PC Engine! Even

if you’re skeptical about PC

Engine software, you’d better

take a closer look at this 1 1 th-

hour entrant to the battle. The

newcomer may stun its foes

with a knockout punch!

A Moving Target
The PC Engine (Japan's Turbo-

Grab(-1 6) Champion Edition is

as mysterious and insubstan-

tial as the wind, but we do

know that the enigma will

become reality injune when

this cart hits the streets in

Japan. We also know the game

is a 20-megabit HuCard

Oapan’sTurboChip), costs

8,800 yen (about $75), and

uses a special six-button con-

troller. It’ll be published by

NEC and was developed

by C^pcom.

How hot this cart is

remains to be seen. This

Champion Edition should pace

other versions stride for stride

in game play. Reports are sur-

facing that this version may

actually be better in some

aspects than its Genesis and

SNES counterparts. The graph-

ics are purported to be bright

and colorful, the animation

exceptionally smooth, and the

control very responsive. While

the sound effeas are sampled,

they may lack in clarity.

The six-button controller,

also scheduled for ajune

introduction, will be sold sepa-

rately. It costs 3,900 yen

(about $35) and is manufac-

tured by famed peripheral

company NEC Avenue. NEC

plans to develop sports and

flight simulation games to sup-

port the six-shooter, and might

package the controiier inside

speciai editions of its PC Engine

hardware and the SF II game.

Commg to America

...When?

As we go to press, Turbo

Technologies, Inc. CTTl) refus-

es to confirm even the possi-

bility of the Champion Edition

coming to the States for the

TurboCrafa-1 6 and TurboDuo

systems. This game is so

wrapped in secrecy, sources

tell us Capcom stipulated in its

contract with NEC ofjapan

that no information on the

game can be released to the

North American press! Why the

secrecy? Some speculate that

this version is so well-execut-

ed, Capcom is afraid if anyone

hears about it in the U.S.. they

will forego other versions and

wait for the TC-1 6 version to

arrive! Can aTurboChip game

really be that good? Enough

talk, it’s time for answers...

what about it TTI?

Street FIghtef II: Champion Edition

byNEC
Avaiiable Jane ’93 in Japan

8,800 yen (approx. $75)

It’s Street Rghter II: Champion EdiOon N>rthePC Engine! All the

characters, all the bosses, and all the low blows.

Boxing heavyweight Balrog

'
: a Dashing Uppercut in

's rib cage.

Punch.

Ken’s improved wide-range Drag-

on Punch is intimidaeng.

on, andSagatgetsa bur-

OnljflnJ^an!

ChunU goes aerial with hernew
Rip lack.
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Connors Goes for Nintendo Grand Slam
Jimniii ui . j

Connors NinrSnOO

Tennis

By Weekend Warrior

Having conquered the Super NES
and the Game Boy. Jimmy Con-

nors comes to the NES with

hopes of a grand slam. Due to 8-

bit memory restrictions, the NES

version is based on the Game Boy

cart rather than the Super NES

e.xlravaganza, which was loaded

with options. Nevertheless.

Jimmy Connors Tennis for the

NES plays with as much class as

its champion sponsor.

First Serve

Jimmy Connors Tenni.s features a

good-looking X overhead view.

The large player sprites stand out

dearly against the game's back-

grounds ajid respond extremely

well to the controls.

The computer opponents

come in three skill levels. Beware,

because going up against the

computer's Advanced player is

like facing the Temiinator in

shorts! You can also cross rac-

quets against a friend. To hone

your skills, the Practice feature

lets you wami up against 100,

200. or 300 machine-fed balls.

HKOTIP: Roam the court »hile you

practice your strokes, so you'll be

able to return shots from es ery cor-

ner during match play. The ball-

feeder will follow you.

PROTIP: The kngeryou press the

stroke butlrni. the harder you hit the

ball, ^'ou control the direction of

your stroke by presMiig the direction

pad as you hit the halL Press I'p (for-

ward) on the direction pad for long

shots, and press Down i backw ard

)

fordnip shots.

Have Racquet. Will Travel

Jimmy Connors Tennis zips solo

players off on a whirlwind tour of

the top 16 international tennis

tournaments, including the U.S.

Open, Wimbledon, and the Aus-

tralian Open. Win a match, and

you earn a cash purse ranging

from S26.000 to S58.000. A pass-

word feature maintains your

Win/Loss Record and earnings, so

you can pick up the game at any

time. Tfie ultimate winner is the

player with the most prize money

at the end of all 16 tournaments.

Will that be you. Ace?

Each venue is accurately

recreated in terms of its surface -

hard court, grass, or clay. Game

gating serve as its predecessors.

Unlike other tennis carts, howev-

er. which offer an automatic, non-

threatening serve, Connor’s serve

demands timing, skill, and a little

luck. A floating cursor bobs

around your opponent’s court the

moment you toss up the ball. You

have only partial control of the

cursor, and must position it cor-

rectly the split-second before you

serve. This process is frustrating

at first, but you'll learn to appreci-

ate the control it offers.

PROTIP: Yim needn't hit the bull

even time ymi toss it up to ser\e. If

yiHi can't effeclhely place the cursor,

let the hall drop and try again.

Match Poinl

Jimmy Connors Tennis is a well-

rounded NES tennis can The

sharp graphics are above-average

by 8-bit standards, and the anima-

tion is smooth and responsive.

Die-hard tennis fans will want to

turn off the repetitive soundtrack,

though. The computer opponent

poses a formidable challenge,

even on Beginner and Intennedi-

ate settings. Plus, the variety of

courts and the globe-hopping

tournament add to the enjoyment.

Just like one of Jimmy’s shots,

this game’s a winner! B

play is noticeably affected by the

surface, so you must adjust your

strategy accordingly. For instance,

the ball bounces high on hard sur-

faces. unevenly on grass, and low

on clay. Likewise, your sprite

moves fastest on a hard surface,

slowest on clay.

A map ufyour Iravek. (If mily you

could get all those frequent-flier miles!)

PROTIP: Try to stay in the center of

the court w hen you play on clay, so

you can rush lu either side.

I'o Ace or Not to Ace

To reflect real-life serving

difficulties, Jimmy Connors Ten-

nis features the same cursor-tar-
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Davis Cup:

By Colorful Commentator

Sometimes the hottest new

prospects in tennis come from

unexpected places around the

globe. French games developer

Loriciel just put the finishing

touches on Davis Cup World

Tour for the Genesis, and it’s

coming to the States via Tengen.

This newcomer could rise to a top

1 6-bit seed overnight!

Your Racquet’s

Secret Weapon
Davis Cup offers more control and

shots than other Genesis tennis

carts. How? Maybe a new-fangled,

super-powered racquet? Sorta.

Davis takes full advantage of the

new six-button controllers now

available from Sega and other

companies. (See GamePro Lab

Report, page 136.) You can play

with the standard three-button job,

but we don’t recommend it. The

game’s just not as much fun, and

you can’t pull off all the shots.

DovisCup

Norldlour

Davis Cup supports either the new
six-button controllers or the stan-

dard three-button controller.

Hot Shots!

If you’re armed with a six-shooter,

this cart’s a game-play bonanza.

You get basic shots, including flat

shots, speed shots, lobs, and drop

shots. You can also put some

wicked top spin or back spin on

the ball. At the net, you get regu-

lar. lifted, drop, and smash vol-

leys. The serving mechanism is

smooth and clean, and your player

can even dive for the ball! Davis

Top Seed for Genesis Grand Slam

Cup’s only noticeable control

shoncoming is a natural tendency

to overrun the ball, because the

players move too fast in relation

to the size of the court and the

speed of the ball.

Lobs, drop shots, and speed shots are

at your fingertips.

Courtside View

Davis Cup’s modest behind-the-

player perspective is very

playable, but it won’t knock your

sweatsocks off. The screen dis-

plays an adequate, though some-

what block}', view of the players

and the crowds in the stands. The

scrolling is smooth, and the

screen splits to accommodate two

players. Unfortunately, the anima-

tion is only mediocre.

i’KOTII’: li)<*rvi an -Vet. sliif Ihr

hail VI it landv at thr far Irlt or righl

n«-ntr of Ihc court. The ciunputir

prohahh won't hr abk- lusutt it.

Davis Cup pipes out slightly

above-average music. The grunts,

announcer’s voice, and solid

“thunk” of the tennis ball are

good, but the sneaker squeak

effects are irksome.

From the Ball Machine to

Center Court

Davis Cup dishes out the most

extensive lineup of features and

options ever seen in a tennis video

game. Before you hit the courts,

you can practice serves and

ground strokes in a ball machine

accuracy test. Once you’re ready

for the real thing, you can play a

standalone Exhibition match, a

singles or doubles Toumament

with 18 competitors, a Davis Cup

doubles tourney that pits your

country against international

opponents, or a singles Champi-

onship world tour.

PRO'in*: Inatouriuiiiienl.ifyiKir

oppuni-nt has a bt|i li-ad. prrvs Start

and <|uil. It's nirt worth the tinu-.

cfTon, and frustration if >ou don't

hutcaprayiT.

You’ll play Davis Cup for

hours. The variety of game

modes, the ability to play singles

or doubles with or gainst a

friend, and the lengthy Champi-

onship are excellent options.

Unfortunately, there are no pass-

words to save your game. The

computer is a pushover on the

Amateur setting, but blindingly

fast and tough on the Pro setting.

i’KOIIP; I p<jn graduating from

AnialKir to Pro. tuu must radiiallt

incruasi- sour n-adion time to

ser\econsLstentl>.

Game, Set, and Match

to Davis Cup!

If tennis was all about good looks,

certain repeat Wimbledon champs

would probably be permanent

bench scrubs. Fortunately, that's

not the case in real tennis or in

this game. Once you get past the

average audio/visual offering,

Davis Cup serves up an action-

packed game. Tengen also gets a

big thumbs for being one of the

first licensees to support the six-

button controller. This one’s

world class all the way! C3
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Summer Challenge Takes the Bronze

Summer

Challenye
Senesis

By Lance Boyle

Looidng for a fun-filled, action-

packed Olympic sports cart?

Summer Challenge probably isn’t

it. Accoiade merges colorful, digi-

tized graphics with top sports

competition, but somehow man-

ages to trip over its own Nikes on

game play.

The Thrill of Victory-

Summer Challenge offers eight

Summer Olympic-style events.

There’s enough variety to please

all you armchair athletes, but not

enough sustained challenge to

keep you glued to your seat. You

can practice each event in Train-

ing mode, or go for the highest

score against a field of athletes in

the Tournament, which has

adjustable challenge settings and

passwords. One to ten players

alternate turns in each event.

The colorful opening ceremonies get

the games off to a rousing star).

Solo events, such as archery,

horseback riding, pole vault, high

jump, and javelin, get pretty good

treatment. The best event is

kayaking, which gives you a

twisting, turning ride down nar-

row waterways.

...The Agony of De Game
Summer ChaUenge really snim-

bles in competitive events, such

as cycling and the 400-meter hur-

dles. On TV. competitors josde

for position in these sweat-

drenching events. In Summer

Challenge, you get only one guy

straining against the clock with no

opposition, whether you play in

Training or in Tournament mode.

Not only does Summer

Challenge lack on-screen compe-

tition, but as a whole the game is

slow and deliberate, rather than

fast and furious. Hie events usual-

ly involve rapid button-pressing.

The pad controls height, angle,

jump, or steering. Like most

Olympic-style carts, the action

isn’t too complicated, because

only a couple of the controller’s

buttons are utilized. As a result of

simplistic action and only eight

total events, your interest in this

game will probably fade quickly.

Olympic Looks and Sounds

Stylish graphics compensate

somewhat for the sluggish game

play. The opening and closing

ceremonies burst with pageantry

and color, the athletes get detailed

renderings and facial portraits,

and the behind-the-athlete 3D per-

spective draws you into the

action. You even get an instant

replay. However, a near-gold for

visuals is reduced to a silver by

the blocky forward-scrolling

scenes, which make depth

difficult to gauge.

PkOTIP: Ktvp Kr hi-i -. . . I''- <1

,..n p(|>. .. I. -

Summer Challenge’s clear

musical themes pump your adren-

aline. the athletes’ grunts are

emphatic, and you even get the

occasional, garbled announcer’s

voice. However, more sound

effects are needed.

The Mild World of Sports

This game’s high point comes

when your athlete plows headfirst

into an obstacle - Accolade’s

always done wrecks well. The

events are fun for a while, and the

unique graphic perspective is

worth a look. However, the repeti-

tive action and slow game play are

frustrating. Summer Challenge

qualifies for the final heat, but it’s

a long shot for a medal. Q
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NBAJams
at the
Arcades

Me
Jam
By Weekend Warrior

Always the innovators in cutting-

edge graphics and game play, the

programming wizards at

Bally/Midway have created NBA
Jam - the ultimate b-ball coin-op.

Licensed by the NBA, this game

features incredibly detailed, fully

digitized graphics of54 of the

NBA's hottest superstars doing

what they do best. Four-player,

simultaneous action, photorealis-

tic visuals, and real-time scaling

make this a must-see and must-

play for all sports gamers.

K ...-Ji lslt
”

• Jani;

At fiRt glance, you might think

that the game’s video screen is

tuned into a basketball game on

TV. Upon closer examination,

you'll discover it’s not a TV
broadcast but a composition of

slick digitized graphics. Actual

live footage ofNBA superstars,

such as David Robinson, Chris

Mullin, and Charles Barkley

(along with their trademark on-

court moves and grooves), were

digitized and incorporated into the

game. Other graphic highlights

include rowdy fans along the side-

lines, anxious coaches pacing back

and forth, and the nonstop glitter

of camera Hashes reflecting off the

polished floorboards. The digitized

graphics are seamlessly merged

with computer-drawn art to create

a realistic, eye-popping effect.

Viewed from a VI oveihead

perspective, the action and

scrolling are silky smooth, and all

the players move in real-time. A
new process called “Scanorama"

enables players to run not only

from left to right, but also into and

out of the background, creating a

believable sense of 3D animation.

All characters are extremely large,

detailed, and well-animated. They

are scaled seamlessly as they

move in toward and away fiom

the camera. When Sir Charles

charges down court for a monster

dunk, you’d swear he’s gonna

bust through the monitor!

i’Roni’; KuDluHvdlhcha^kvi
^ Mitiulum^iU'Jy Turho and

Slwiit U> makr -a dunk. V- :. lire

timlliplrdua'- '.'.licluiii

•HX-urding tit ynur position in n^alion

tiilhri 1 tt.

I’ROTIP: Keeppav' .indnuoii'

MiUtusrlintrlobhH'k

IKm'ldnbMethcHliol. ....

dit'*t---un.

!ream .

NBA Jam presents fantasy two-

on-two match-ups between super-

stars from all 27 NBA teams.

Imagine the dilemma of deciding

between Malone and Stockton,

Baridey and Majerle, Hardaway

and Mullin, or Ewing and Oakley

to go up against Jordan and Pip-

pen! Play solo with a computer

partner, team up with a friend, or

go head-to-head gainst another

pair of buddies. The extremely

responsive action is controlled by

an eight-way joystick and three

action buttons. You can shoot,

block, pass, steal, and jam the

Turbo button for those intense

plays. Specific joystick and button

combinations ignite super

leaps, turbo sprints, and ultra

slam dunks.

‘•Heal”*ing up the “Sun”-s.

PRdlll'

!>

riadcf',^-* » ‘II up
I'ldcf.r ....

- " .-“urnt'l

How do you measure up to the

competition?

•lu,':: th. .icts, i ia'am

Statistics fans will flip over the

AutoStat feature, which automati-

cally maintains all records and

stats of the day's previous players.

This "instant report card" will

induce many rematches. Bring

tokens, and plenty of 'em!

• '

u,.; 'Jet

Just like the real NBA, this first-

rate game is exciting and unpre-

dictable. Incredible graphics,

sound, and game play raise NBA
Jam beyond just another sports

game. NBA Jam is an experience!

Hit the rims at your local arcade

today! B
ilhii -I..IV

linl. . .Ik-u.-tisltu-i ivam

them suptr Uls that youciuri' ;.

PKOllP: laplhi' lurhuhutiC'

tuice til Ihrim un il" I t!"'

tn hniijue in the paint • =< —- ‘Hit

.. .J n't upan east jumper.
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In the ring... out of the ring...OUT*OF>CONTROL! Take on 12 of the best Superstars of the World

Wrestling Federation® as you atomic-drop, headbutt, piledrive and dropkick your way through the most

grueling test of wrestling skills ever devised!!

ROYAL RUMBLE: 6-IN-THE-RING SIMULTANEOUS
MAYHEM!

"NO-HOLDS'BARRED BRAWL" WITH NO REF...

AND NO RULES!!

MORE SUPERSTARS THAN EVER BEFORE - EACH
WITH HIS OWN TRADEMARK MOVE!!

"DIRTY TRICK" CHOKE-HOLDS, EYE-GOUGES AND
BACK-BREAKING CHAIR-SLAMS!!

TOURNAMENT MANIA: WIN THE CHAMPIONSHIP BELT!

YOU MAY BE READY TO WRESTLE...

BUT ARE YOU READY TO RUMBLE?!!



THE NARaSSIST MILLION DOLLAR MAN
LEX LUGER” DIBIASE”

MACHO MAN
RANDY SAVAGE'

STEEL CAGE CHALLENGE- FOR SEGA~ GAME GEAR"



Continued from page 123.

Sports Insider

Shaquille
O'N^
Signs with
EA Sports
By Athletic Supporter

Not since His Aimes.s, Michael

Jordan, first took flight back in

1 984 has one player dominated

the NBA like Shaquille Rashaun

O'Neal of the Orlando Magic.

O’Neal, the highe.st-paid player

in the history of the NBA, is no

ordinary ba.sketball player. He’s

as fast and agile as a guard, and

yet at 7-foot- 1 and 300 pounds,

he’s as powerful as the toughest

centers. O'Neal, or “Shaq" to his

millions of fans, finished the reg-

ular season among the league’s

leaders in scoring, rebounding,

field-goal percentage, and

blocked shots. All this, and he’s

barely 21 years old!

Shaq's iastant success has

led to numerous lucrative

endorsements, including a

recent multi-game, multi-year

deal with EA Sports. Insiders at

the company tell u.s that the first

game, co-designed by O’Neal,

will pit Shaq against Michael

Jordan in an explosive 3-on-3

format. One of the highlights

will be a one-on-one sequence,

where the two superstars square

off. Additionally, Shaq’s digi-

tized likeness will be incorpo-

rated into game play. The game

will initially be available for the

Genesis and the Super NES,

and EA Sports will consider

future development for it on

CD-ROM systems. EA promis-

es that the game will feature

Shaq’s famous dunks, blocked

shots, and alley oops. Expect

delivery in late '93, near the tip-

off of the new NBA season.

GamePro sat down with

the rookie sensation after a

recent NBA victory to get a

Shaq’s-eye-view of the video

game world.

Exclusive Interview with
Shaquille O^eal
( ramePro: Have you seen the

game yet?

Shaquille O’Neal: Not yet. We're

going to meet with the EA Sports

people sometime after the season

is over and then I'm going to give

them my input. I want it to be a

fun game. I have to like it. Ifigure

if! don’t like it. then nobody else

will, either.

(iP: What attracted you to

EA Sports?

O’Neal: EA Sports is a great

company. They've already goto

lot ofgood sports games. They

did Bulls vs. Lakers and John

Madden Football. Those are real-

ly good games. We met with the

guysfi-omEA and they offered the

best deal.

(»P: How will you work with EA
Sports to codesign your game?

O’Neal: Together, we’ll make my

games the best. I'm lookingfor-

ward to integrating my hard-slam-

ming, jananing, intimidating,

in-your-face style into their games.

“I'm lookingfomard to

integrating my hard-

slamming,jamming,

intimidating, in-your-face

style into EA’s games.”

-Shaquille O’Neal

GP: Do you own a Sega Genesis

or Super Nintendo system?

O'Neal: Not yet. I’ve played both

systems, but I have not had time

to go out and gel one yet. I do

have other games. You know

when you go into arcades and you

see those [coin-operated] games

that you put 50 cents into? I've

gotfh’e or six ofthose games. I

like them better because the

screens are bigger. Ifigure, you

know, I’ve got the money. I can

tffford’em.

CP: What's your favorite game?

O'Neal: Terminator II andMor-

tal Kombat are probably my two

favorite games right now. After a

realphysical game, especially

against Pat [Ewing]. I like to play

Mortal Kombat. It's a good way

to unwind.

CP: What are your favorite home-

system games?

O'Neal: When Double Dribble

came out. I played that all the

lime. I unstoppable. No one

could beat me. Bulls vs. Lakers is

also good. I like it. hut I'd like to

see it use a joystick with more

buttons. That h'O}’, you coulddo

more things, like the lob dunk.

That’s myfawrite play.

(»P: Do you know if you're going

to be in Acclaim's NBA All-Star

Challenge next year'?

O’Neal: I don’t know ifthey' II

Ime a new version. I have not

been contacted about it, hut I

would like to he in that game. The

thing I don't like about that game

is that Larry Bird and Chris

[Mullin] always win because they

can shoot the three. You can’t tell

me that Bird or Mullin can beat

Micluiel [Jordan]. IfI get in

there. I'll dunk it on eveiyone,

Michael included!

“IfI get in NBA All-Star

Challenge, I’ll dunk it

on everyone, Michael

Jordan included!”

-Shaquille O’Neal

CP: Can you give us a little more

information about the upcoming

Shaq game?

O’Neal: No. It’s a secret!
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JH NBA Leather Logo Jacket
NBA AJI-Star Challenge for SNES, Genesis and Game Boy

Grand Prize #2 (i winner) HUFFVSPORTS
Huffy Sports InstaHoop Graphite

NBA All-Star Challenge for SNES, Genesis and Game Boy
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Entries must be postmarked by August 1 , 1 993. Winners will be determined on or
about August 15, 1993. Winners will be notified by telephone and/or mail. Total

value of prizes awarded Is under $5,000. This contest Is sponsored by Acclaim
and GamePro Magazine. Only one entry p«- person. No purchase necessary to

enter. Chances of winning are determined by the total number of entries received.

Only valid in the U.S.A. Winners will be required to sign an affidavit of Acceptance
and Eligibility. Void where prohibited. Employees of Acclaim™

,
GamePro

Magazine, the NBA, NBA Properties, affiliate companies and their families are
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Inc. and may not be reproduced without written consent of NBA Properties. Inc.
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is a trademark of UN, Ltd© 1993 UN, Ltd. All rights reserved. Flying Edge’” and
Play with the Pros’” are trademarks of Acclaim Entertainment, Inc. All rights
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Just Don't Smile When They

Say You're Grounded;..

5

Act like it's a punishment. Keep your cool as you make it to your room. Hien grab the latest in hand-held video game

excitement from Hudson Soft! Explore a demon-filled fortress in Milon's Secret Castle. Fight off dinosaur invaders in

Bonk's Adventure or explore a world of magic and imagination in Felix the Cat! Any one of our titles are guaranteed

to transport you to realms of wonder and adventure! So don't worry about it, we won't tell if you won't.

LICENSED BY

Adventure liUnd II, Mllon'9 Secret Cattle, Benk'& Adventure and Butler Bros, are trademartrs of Hudson Soft USA, Inc. e 1993 ffudsen Soft USA. Inc. All rights reserved.

Hudson Soft Is a registered iradesnark of Hudson Solf Co.. Ltd. Nintendo. Came Boy and the official seah are registered trademarks of Nintersdo of America Inc. Fella the Cat Is



SPECIAL OFFER

YES! Enter my one-year subscription to S.W.A,T.Pro (6 issues)

at the incredibly low price of $1 7.97. VII save 40% off the

annual newsstand rate!

City State Zip

^ myniMt EacHtsea

Send 1b:

&WAT.Pro mgam, P.O. Box S0309, Boulder, CO. 80322-0309
Send foreign and Canadian orders prepaid in U.S. funds, with $10/year additionai postage.

Annual newsstand rate: $29.70. Piease aliow 6-8 weeks for deiivery of your first issue.



PflOm To scale buildings

quickfy, inhabita hlgh-Jumfdng

(dtaractsr.

PHOTIP; After youh/e dbnbed the

hrstdcyscraper of stages, leap

into the alleyand press Rightas

you fall. Th^shoihiut lets you

skip dangerous shootouts.

9 How do you like

'these odds: You’re

up against dozens of ornery

bad guys armed with subma-

chine guns. You have no

weapons, no lives, not even a

body to call your own. The

good news is you can’t get

killed; the bad news is you're

already dead. Yep, from the

moment you hit Start, you're

gone. History. Finito!

However, your spirit goes on

as a ghost -and you want

revenge! To get it, you fly

through six stages of a maze-

like city, from rooftops to

streets, slaying kidnappers

as you search for your girl-

friend, Cennifer.

Here's the twist: You can

possess other characters. You

simply land your ghost on an

unsuspecting host and use

their skills and weapons to

Who Ya Gonna Call?

Avenging Spirit is a mean-spir-

ited little game. Bad guys are

everywhere, and they're a trig-

ger-happy bunch. They imme-

diately blast whatever body

your ghost is inhabiting, A few

medicine jars and heart cap-

sules scattered throughout the

city give you temporary pick-

ups, but ghosts don’t have

much stamina.

At the end of each stage

you encounter some kind of

monstrous boss. You’ll need

plenty of practice before you

can defeat them.

Each character has a unique

weapon. For Count Dracula, it’s a

homing Vampire Bat.

mOTIP: hi Stage 4, Rnd the

secretpanel hi the brick wail to

get a medicinejar hwn the hid-

den chandler.

your advantage. Some charac-

ters have great jumping abili-

ty; others have special

weapons, such as vampire

bats or exploding snowballs.

Ghost story
Avenging Spirit byjaleco is a

seriously fun side-scrolling

action/adventure game with a

ghostly twist. You start the

game as a fresh corpse,

bumped off by the kidnappers

who’ve taken your girlfriend.

(Game Boy)

In Avenging Spirit you’re a

revaige-minded ghost, and

your only weapon is your

ability to inhabit the bodies

ofpassers-by. Then you get

to use their weapons

against the bad guysf R’s a

sight whose tiny sprites

might make your eyes sore,

but it’s fun.
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PROTIP: Avoid confrontations

wheneverpossilrie. Instead, use

your strength to Rodnew char-

acters to possess.

PROTIP: Try to possess Com-

mandoes, especially those with

rocket launtdiers. Their missiles

home In on moving targets, even

if they're around a comer.

Get Into the Spirit

The action in this cart is

steady, which makes the

diminutive sprites a problem.

With 20 characters to possess,

you must quickly identify

who's who, which is hard with

these tiny figures. The back-

ground details are otherwise

impressive, and the bosses

move with deadly grace.

Meet the new boss, same as the

old boss - with maximum
Rrepower!

PROTIP: The lairs of the bosses

are clearly marked, but be pre-

pared to start shooting as soon

as you enter.

The frenzied music only

distracts you from the tasks at

hand. If you turn it off,

though, make sure you catch

the cool fire-breathing hiss of

the dragons.

The Ghost with

the Most
Avenging Spirit isn’t easy, so

don’t expect to go "ghost to

coast" right away. It’s definite-

ly fun, though, and it will

entertain all intermediate play-

ers until they're mere ghosts

oftheirformerselves. Q
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This world tour
isn’t exactly a vacation.

This time the Mad Gear Gang is out to conquer the world. As
insurance, they’ve kidnapped Genryusai and his daughter Rena. To
save both, Mike and his new partners Carlos and MaW must fight

through 6 levels filled with enough boss characters to kill them many
times over. Whether you fight alone, or use the new two player

simultaneous option,

you w/ill need your
hottest moves to

eliminate the Gang
forever. The world
depends on it.

Now You Can Get Game Codes And Exclusive Street Fighter Information Anytime. Just Call 1-900-680-2583
Call charges are 95c for the first minute and 75c for each minute thereafter. Please ask your parents’ permission before calling.

CAPCOM
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(When selling us your games)

NINTENDO GAMES
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OouHcDtas 3

Double Drag 3 10
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FUNCO, INC.
10120 W.76th SIreet

Eden Prairie, MN 55344

To Sell Us Games; Call us first for current

prices. Due to a 3 month lead time to place this

ad, our buy prices may be different. We reserve

the right to refuse any purchase or sale.

UhulW^3 22 39

Urban Chmpn 2 9

.>ltS

ACCESSORIES

CALL FUNCO!

612 »946«8883
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SELLING YOUR GAMES IS QUICK AND EASY!!

Call our friendly FUNCO agents at (612) 946-8883 first for

current prices. After you call, you'll be asked to do these things:

a. Alphabetize the games you wish to sell on this list.

b. Write the number and name of the agent you spoke with.

c. Ship your games A.S.A.P. and your list to:

FUNCO, INC.

10120 W. 76th Street, Eden Prairie, MN 55344
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. By Mister Blister

} Fans of Streets of

^ Rage for the Genesis

already know what’s in store in

this feithful adaptation for the

Came Gear. Although it’s scaled

down to fit an 8-bit environ-

ment, none of the intense

action or the hard-knuckled

challenge was compromised.

Street FigMIn’
Things aren’t going well in the

city. All semblance of authori-

ty has crumbled under the

oppressive weight of the Syn-

dicate - a powerful crime

organization that controls

everything, including the

mayor and the cops, Only two

police officers, Axel Stone and

Blaze Fielding, resisted the

temptation of corruption. Both

officers are skilled masters of

hand-to-hand combat, but will

that be enough against a city

full of vicious thugs?

Ether way, you’ve got a winner!

Five huge side-scrolling lev-

els await you in this one- or

two-player game. The rules

are simple; Use your charac-

ter’s fighting skills to knock

out every gangster. You start

with three lives, and there are

three continues - finito. No

passwords and no excuses.

Fortunately, there's an abun-

dance of power-ups, weapons,

and bonus items hidden

throughout each level.

PROW; Smash open various

statkmary obiects located at the

bottom of the screen to miai
hidden power-ups.

PROW: Ptod the crowbarhidden
‘"1 phone booths. This

,rzz:r. i-js the most force and

Ins greateststriking d-ilaace.

Although demty scaleddown,

this ndniatwized verskm of

Streets ofRage is extremely

toithful in game play, graph-

ics, and challenge to its 16-

bit predecessor. No surprises

here, just nonstop, thimdi-

jamnmg, itt-yoto-face action!

SIreeb of Rage by Sega

Pilcenolavsllable Beai-am-ijp

t megs Twa players

Available now Continues

PnOli'*: You can only carryone

/jeapor. :t a time. Yea dis-

card a curreat weapon to pick

uj:- a new one. 5’scarded

weapons are gone for good.

Your riotous rumble takes

you across the city in search of

the Syndicate’s HQ. Before you

hit pay dirt, you must survive

treks through the Downtown

Streets, the City Bridge, ships

in the harbor, and a fectory.

Wave after wave of nasties hin-

der your progress, including

thugs, bikers, ninjas, and whip-

crackin' leather dominatrices!

PROTlPiUseJungi' ’’to knock

down one more er--~;.-s,

PROTlPiKee,- :ie

side ofyou.

PROW: Throw one enemy kito

another to take ’em both dawn.

PROJP: Ifan enemygrabsyou tram

behind. i^phinjeiO his baddtos.

KSTVsEnerr^tendtomovem
ckisters. knock them down as a

widbnkwe taking them one-on-one.

At the end of each level, a

super-strong boss makes your

life miserable. Every boss

requires a specific strategy.

Erase his life bar before he

erases yours!

PROTIP; The Level 1 Boss throws

bis boomerang direcdy atyw.

Move up ordown to r'r’j- -'

Attar* h'm after he catohes his

boomerang and before he rears

back to throw it again.

PROTIP: Attack the Level2
!iamctt:rower Boss from behind.

OuUUGeousI
Streets of Rage is nonstop,

finger-pumping action

-

definitely the hottest street

brawl for the Game Gear to

date. Fans of Streets of Rage

for the Genesis won’t be dis-

appointed by this portable

version, Sharp graphics,

smooth animation, and

intense challenge guarantee

this cart will be all the rage!
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TaHingivm into: me teehnology, at tamamawi

\ By The Lab Rat

yThis month’s hard-

^ware roundup

includes fired-up six-button

Joysticks andjoypads from

Sega, Capcom, and ASCIIware.

These releases will be Just in

time for (you guessed it) Street

Fighter II: Champion Edition

for the Genesis. Also featured

are new action accessories

from Naki and news concern-

ing the peripheral lineup for

the rest of the year.

Palm-top programmability is

now available with the SN Pro-

gram Pad by STD. Among this

pad’s features are an LED pro-

gramming screen, and the

ability to program your

favorite moves and store

them via the pad’s three

action buttons. There are

two program areas that can

hold up to three commands

or sets of commands each,

for a total of six different

commands.

For example, you can

store Ken’s Dragon Punch

on one button, the fireball

move on another button,

and your fevorite combo

on the third. When you

want to activate one of these

killer moves, you simply press

one button, and the move exe-

cutes beautifully. STD will

release a slightly different ver-

sion of this pad with 28 pre-

programmed moves for your

two favorite fighting games.

Street Fighter II and Fatal Fury.

Also in this month’s roundup

is the Capcom Fighter Power

Stick for the Genesis. Similar to

the SNES FPS (see Hardware

Helpers, October ’92), this six-

button controller enables

Genesis players to duplicate all

their favorite Street Fighter II

moves. The Fighter Power Stick

also features an eight-way

directional joystick and three

rapid-fire turbo buttons. The

base is designed to give play-

ers an arcade feel, and the joy

stick is switchable from 8-way

to 4-way direaional control.

The big news this month

is the Sega Six-Button Arcade

Pad for the Genesis. This

power pad features all the

necessary buttons to whip

through the World Warriors

in Street Fighter II: Champion

Edition. For those ofyou who

don’t want to toggle back and

forth on the standard three-

button controller, this is the

ticket.

The punch buttons are

located right above the kick

buttons, so you won’t have

to feel around the top of the

controller for the Fierce

Punch and Fierce Kick like

you did with the SNB con-

troller. The pad is an eight-

way direaional swivel pad

Continued on page 133.
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Jack Nicklaus' Power Challenge Golf is a trademark ofGolden Bear Inlerralional. Sega and Genesis are trademarks owned dySega Enterprisi

Accolade, Inc. is neither affiliated with, nor a licensee of Sega Enterprises. Ltd, or any of its affiliates.©1993 Accolade, Inc. All rights rei



Continued from page 136.

and, unlike the standard Gene-

sis controller, the pad is raised

and centered

away from the

main housing.

I yigpif

main housing. ASOware has

This gives the six- 1 „j*e, its own six-butto S 9 _

button controller 1
troller. The news here is tna

a very loose feel,
hnes

but the resulting

game play is still

tight and in sync

with the move-

ments of the on-

screen characters.

I

,roller.
The newshareis^^^^

AcSoii Accessories

Naki has introduced Cool

Screens for the Came Boy.

These screen overlays feature

a variety of designs, including

sports figures, monsters, mili-

tary figures, and head-tripping

colors. The self-adhesive over-

lays attach to the front of the

Came Boy unit, with an open

space for the screen, and a

smaller open space for the

battery indicator light.

There’ll be no argument

about which Came Boy’s

yours with these mondo

personalized screens.

lot too long ago, boring

car trips were the foremost

cause of family breakups.

Then came portable video

game systems, and light

was seen at the end of the

tunnel. Problem was, most

times your batteries would

go out on you at an extreme-

ly crucial moment, like when

your sister was trying to talk

to you. Now Naki's come up

with the Car Power adaptor, a

special battery adaptor that

plugs into any standard

lighter outlet. The unit’s

special four-way jack can

power up your Came

Boy, Came Gear, Lynx, or

Turbo Express. Now there

won't be any more worry-

ing about whether you’ve

brought the right adaptor

for the right portable. Keep

a Car Power in your glove

compartment,

and get a book

for your sister.

iyp«

Car Power

powei Adaptor

Dame BOV. Geme Gear,

Ijmc, and nirtw Express
1

; anhietsal power sup^y
\

to user IB yoor ear- It

can charge up every

portable system you

om.lAamaadOad

won’t have m stop tor

tattertesonce.

$9.99

Available: Bow

Our contacts at Innovation have ^

informed us that the/re still coming
along with the Came Wizard (formerly
the Pro Action Replay). Apparently,
there will be some difference in the
code input information, but Innoyation
assures us that they will be including
the breakdown formula for preyious
codes. What does this mean to you? It

means that you'll be able to use old Pro
Action Replay codes on the new unit
We II keep you informed on this one.

We wrecked an address in

our May issue forC&C
Joystick. The correct

address is:

C&CJoystick

P.O. Box 848

Paramount CA 90723

We apoiogize.

GAMEPRO July 1993



The Invader thumb control pad is engi- ing style. And it’s color-coded to match your

neered to meet yourneed for speed. favorite game system, too. Choose Invader 2

Ifs got turbo firing, so you can blast for the SuperNES' or Invader 3 for Sega

your way through the action at an acceler- Genesis’^ systems.

atedrate.Andwithindependentbut- The Invader is a new member of

ton control, you can auto fire hands- the QuickShot controllerteam-a

free at the same time. Or slide into completeline-upofhigh-qualityjoy-

slow motion when you want to
^

sticks, arcade-style controllers, and

take a breather. *..*»” c * n,hn<i<r 3
thurabcontrol pads for the most

No matterwhat your a j popularvideogame systems.

“hot buttons” are, the "
You'll find QuickShot

Invader will match your play- wherever videogame products

THUMB PEOPIEWOITT TAKE SLOW
FORAN ANSWER.

are sold. . . and in the hands ofvalue-wise

gamers like you.

QuickShotTechnology, Inc.AMember
ofTomei Group. 47473 Seabridge Drive,

Fremont, CA94538

Qu/cMhot
It’showyouplay thegame.



(Electrmic Arts)

The Aih/eiriu/es of B.OS.

(Efet^rwucMs)

SS^

a big problem. He’s crashed his

father’s car into an asteroid and

landed on an unfriendly planet

called Goth. Now this mechani-

cal adolescent must roam

through more than 45 multi-

scrolling levels of one-player

action and adventure in search

of a new set of wheels. Comical

graphics highlight the action as

you help B.O.B. tiy to score a

car in time to make it to his

blind date.

Available September

Barts Nightmare

(Acclaim)

Bad boy Bari’s back, and it’s a

real nightmare. The Bartmeis-

ter’s lost his homework, and

yourtaskwill be to help him

find the missing pages. Your

romp through Bart’s night-

mares will include some very

strange adventures, such as a

visit to Itchy and Scratchy’s

house, and an odd battle

between Bartzilla and Mothra.

Don’t have a cow, man! This

one-player action^dventure

title is the same as the

SNES version.

Available Summer '93

Spktet^Man/X-Mmi!

Arcade’s Revenge

(Acdaim)

Marvel Comic’s licensed its

superstar superheros to

Acclaim for this Genesis ver-

sion of last year’s SNES cart.

The action and adventure are

anything but comical, though,

as you control Cyclops, Storm,

As Ronaan, an intrepid wizard

and warrior, venture into a

one-player, overhead-view

Wolverine, Gambit, and Spider-

Man in a multi-scrolling battle

against their archenemy,

Arcade, In this web-spinning,

one-player game, Arcade’s built

an evil amusement park that

would test the abilities of

any superhero.

Available Summer '93

Zondiies Ate My
N^hbors (Konami)

You think you got problems?!

A bunch of 8-movie creatures

-Zombies, Frankenstein, a

Werewolf, and others - are

BAMEPRO • July 1993

shooter against Engine Man, a

terminator-type creation of the

Technolords. Fight with nine

different combat spells and

four noncombat spells. Choose

between two different body-

guards, who’ll guard your butt

in a seven-level search through

the Inner Realm.

Available July

invading a suburban neighbor-

hood. Armed with Silverware,

Squirt Guns. Bug Spray, a

Weed Eater, and other neigh-

borhood accessories, you’ll

have to clear the ’burbs of all

20 types of creeps. In this one-

player, 55-level action/adven-

ture game, you’re protecting

the likes of cheerleaders, back-

yard barbequers, mall shop-

pers, and other suburbanites.

Available September

ECGO the Dolfdim (Sega)

Ecco's well on his way to

becoming the most well-known

dolphin since Flipper. In his

first adventure for the Sega CD

you’ll have a sense of deja vu,

because this one-player title

looks exactly like the Genesis

version. In fact, the story line is

the same, although the disc

floats several levels notfound

in its predecessor. Coolest of

all, Ecco is surrounded by an

140
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last your
through logic

of terrorists!

terrorists in

exotic locations!

"tolling ''T^hunder3 for the

Sega Genesis smokes. We won't

waste your time with words,

'

check out the screen shots and

\ you'll know. Grab it while

\ you can.
ly first doss!

10 hard-core levels!

13 action packed megs!

’ 9 nasty new weapons!

• Intense hidden areas!

* Password support!

underground bases!

The Game Creator’



Continued from page 140.

all-new soundtrack, featuring

sophisticated effects and tunes

created in Q-Sound.

Available now

NFL FootbaB (Kmami)

Konami’s long-awaited NFL

Football cart is finally ready to

kick off. This two-player game

features all 28 NFL teams and

two different play modes - Exhi-

bition and Play-Off. Other grid-

iron options include Standard

and Team Playbooks, adjust-

able-length quarters, varying

weather conditions, indoor and

outdoor stadiums, and an

unusual view that tends realism

to the bone-crunching action.

Available Summer '93

SpeUcraft

(Ascii Entertainment)

Prepare to make magic with

SpeUcraft, a one-player, fanta-

sy-based action/RPG with

game play similar to The

Immortal, including real-time

combat action. As you journey

through the land’s four

domains, you’ll search tor the

ingredients and clues you’ll

need to conjure up magic spells

to aid your attempt to vanquish

the evil Lord Wizards.

Available September

Ibp Gear2 (Kemco)

Racers, start your engines!

This sequel to last year’s sur-

prise racing hit will feature

eight megs of head-to-head car

racing action (that’s four more

megs than the original). The

two-player option will sport a

split-screen view, while solo

racers get the full screen. New
options include more cars to

choose from, changing weath-

er (both rain and snow), and

some nasty crosstown

traffic. Vrooom!

Available September

Wbard ofOz (Seta)

Click your heels three times

and prepare to skip down the

yellow brick road. In this side-

scrolling, one-player game, you

alternately play as Dorothy, the

Scarecrow, the Tin Man, and

GAMEPRD • July 1993

the Lion. The combination

action/adventure/puzzle game

play is loosely based on the

Wizard of Ozstoiy line, and

features such memorable

movie tunes as “Somewhere

Over the Rainbow.”

Available S^tember

Raging Fighter (Konami)

Here’s Konami’s pocket-sized

Street Fighter ll-style cart - a

raging head-to-head beat-em-

up set in the future. Play as one

of seven fighters, some with up

to 40 moves. During four dif-

ferent modes of play you’ll go

head-to-head against the CPU

or another player, battle

through three-round matches

in the Tournament mode, or

control three different fighters

in the Stoiy mode.

Available June

Continued on page 144.
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/ GAME
Post Office Box 702, Essex, MA 01929

SPECIALS,^
rifles on Special

are listed in Bold Print.

Buy a CD Player and get -^TV
$5,00 OFF

jlT your next 2 CD games!

508‘28l'017i

In Stock/Coming Soon
7 75 System w/ Sonic
289 Genesis CD Player

S95 Genesis Core Sysl-em

119 Genesis Rghting Sys.

$67 G. Menocer w/T2
S79 G. Pro Action Replay
S24 Ascii Genesis Pod
$24 Turbo Touch 360
S43 Alien 3
S50 Amazing Tennis

$^ American Gladiators
$31 Ariel: Little Mermaid
S46 Batman Returns
$43 Batman; Rev. of Joker
$43 Battle Toads
$45 Blaster Master II

$49 Bubsy
$49 Bulls Vs Blazers NBA...

$46 Captain America
$40 Chakan
$45 Championship Bowling
$44 Chase HQ ii

$55 Chester Cheetah
$46 Clue
$46 Cool Spot
$43 Cyborg Justice

$55 D&D Warriors E. Sun
$45 D.R. Supreme Court
$49 Deadly Moves
$44 Dolphin
$43 Double Dragon III

$43 E. Holyfleld Boxing
$24 fx Mutants
$53 Fatal Fury

$54 Flashback
$44 Flintstones

$50 Global Gil

$42 Great.]"
$24 Green :

$49 Hardboll' ill

$50 Humans
$44 Hit the Ice
$39 Home Alone
$45 James Bond 007

$43 Roger Clemens
$42 Rampart
$45 RBI Baseball IV

$43 Rood Rash 2
$33 Senna's Monaco GP 2
$46 Sonio Hedgehog 2
$50 Sorcerer's Wngdom
$46 Splderman
$47 Splatterhouse II

$52 Sportstaik baseball
$46 Summer Challenge
$43 Sunset Riders

$47 Super Battle Tank
$38 Super Smash TV viv
$43 Super WWF .

' h
$43 T-2 Arcade Version
$36 Tailspin

$43 Tazmanio
$46 Tiny Tune Adventure
$46 TMNT Hyperstone Heist •

$24 Toe Jam & Earl

$24 Told Going Ape Spit

$52 Tony Larusa Baseball
$2(7 Toxic Crusaders
$47 Toys
$50 Tyrants

$43 WC Leaderbaard Golf
$38 World Trophy Soccer
$48 Wheel of Fortune
$46 X-Men

Look for soon...

$46 Borfs Nightmare
$46 Shinobi III

$40 Speedway Pro Chhg
$44 Strlder II

$43 T2 Judgement Day

CD GAMES
., $54 Adv. of W. Beamish
$40 After Burner III

$43 Batmans Returns
$44 Black Hole Assault

;$W, C&C Music Factory
.- $43^ Chuck Rock

C^ra Command
'Dungeon Master
Ingi -fight

$46 Kid ChaiUneleon
$43 King SQlimoh
$43 Krustf»-Funhouse
$43 Lemmings
$43 Lotus Turbo Ching
$38 Mickey S Donald
$50 Mohammad All BoM'ng
$43 Mutant League F-Ball

$43 NBA Allstars

$49 NHL Hockey '93

$50 Nolan Ryan Express

$19 Official Aquabatic Games
$50 Out of this World
$45 Paperboy II

$49 Power Challenge Golf
$44 Race Drivin'

$45 Road Riot

fontano NFL
Socr KTiss Kross

$49 Make own music
$43 Monkey Island

$49 Night Trap (inxs)

$50 Out of this World
$43 Prince of Persia

$43 Rise of the Dragon
$43 Road Avenger
$50 Sewer Shark
$43 Sherlock Holmes II

$50 Terminator
$43 Time Gal
$43 Wing Commander
$43 Wolf Child
$4 7 Wonder Dog

9$

9 $

9$

9f

9$

9$

9$

9$

9$

9$

96

96

96

96

96

In Sfock/Coming Soon
141 System w/ Super Mario
$95 Core System
$54 Game Genie
$79 SN Pro Action Replay
$39 Ascii Super Advantage
$24 Ascii Super N Pad
$29 Turbo Touch 360
$43 Actraiser

$56 Aerobiz
$50 Allen 3

$46 Allen Vs Predator
$56 American Gladiators
$50 Bart's Nightmare
$44 Baseball SImu. 1000
$52 Batman Returns
$46 Battle Blaze
$37 Battle Clash
$50 Best of the Best

$49 6.O.B.

$56 Bubsy
$49 Bulls Vs Kozers
$49 California Games
$46 Clue
$43 Congo's Caper
$51 Contra III

$48 Cool World
$51 Cybernator
$45 Cyber Spin
$50 Death Valley Ratley

$50 Dino City
$49 Doomsday Warrior

$55 Double Dragon
$43 Dragon's Lair

$49 Dream Probe
$37 FF: Mystic Quest
$47 F'Zero
$55 Fatal Fury
$51 Rnal Rght
$49 First Samurai
$50 Foremon's Boxing
$45 GhoulS’N-Ghost
$50 Gunforce
$48 Harley's Humongous Adv.
$49 Hit the Ice

$50 Home Alone
$50 Hook
$43 Hunt for Red October
$50 Jeopardy
$45 J. Connors Tennis
$49 John Maddon "93'

$49 Kablooey
$51 King Arthur's World
$49 King of the Monsters
$50 Krusty's Funhouse
$49 Lemmings
$52 Lethal Weapon ^
$49 Lost Vlkjngs

FAX (508) 283-9172

OVERNIGHT SHIPPING AVAILABLE

$51 Prince of Persia

$52 Pugsiey's Scav. Hunt
$48 Pushover
$50 Q-Bert 3
$50 Race Drivin'

$60 Rival Turf

$39 Rocketeer
$40 Shanghai If

$58 Sim Earth
$39 Skulliagger
$52 Soulblazer
$48 Space Megaforce
$49 Spanky's Quest
$50 Splderman / X Men
$49 Spin Dizzy Worlds
$53 Starfox

$50 Street Combat
$59 Street Fighter II

$50 Super Adv. Island

$54 Super Combatribes
$60 Super Conflict
$46 Super Goal
$50 Super High Combat
$48 Super Mario Kart

$50 Super NBA All Stars

$47 Super Ninja Boy$47 Super Ninja Boy
$46 Super Soccer Champ

a $49
Super Sonic Blostmon

$52 Super Star Wars
$62 Super Strike Eagle
$44 Super Turrican
$50 Super Widget
$50 Super Wrestlemania
$50 Sywilion
$51 Tozmonia
$58 Tecmo NBA Basketball

$50 Terminator
$49 Test Drive U,

$52 Tiny Tunes Adventure
$48 Tom & Jerry
$49 Toys
$51 Utopia
$54, Woyne's World'

$48 Wheel of Fortune
$54 Where In Tlhne is C.S.

$54 Wing Commander^
$47 Wings II

$50 Wolf Child
$43 Word Tris

$60 WWF II Royal Rumble

Look for soon...

Bottle Toads
Black Bass Fishing

Cocomo Knights
$55 E.V.O.

$50 Family Dog
$39 Great Waldo Search

•?=^5Q\ Kawasaki Carb. Chal.
Mario Is Missing

$55 Magical Suesf,/Mr;^^<^l3. Might n Magic II

$55 Mario Poifiif iJS2\ Pocky & Rocky
Mech Wprtfor Radio Flyer~ - -T' J \ S5Q^ Robo Sauras

$50
$44 Musya
$49 NHL HoOKeyi-vo-c
$48 Outlander^77/\
$42 Paperboy -41 A

$45 Pitfighter ^ -

$44 Phalanx .

$49 Power <S«aill?^9toves

$50^ Robo Sauras
'$39 Rocky 8r Bullwinkle

$50 T-2 Judgement Day
$52 Toxic Crusaders
$55 Ultimate Fighter
$46 Vegas Stakes
$50 Yoshle's Cookie

Many more titles in stock - please call

errors. Plus S&H min. $5.00. MA residents add 5% sales tax. Some titles are not in stock - please call.
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Saperfll^

Luke’s battle against the

Empire continues as he stud-

ies with Yoda and confronts

Vader. This 12-meg cart is 50

percent larger than its Super

Stater Empire Strikes

Back (UicasArts)

Star Wars predecessor. It will

take advantage of the Super

Nintendo’s innovative technol-

ogy, including Mode 7 with

vertical control (sequences

over hilly terrain) as well as

horizontal control. Check out

these early screen shots from

this sequel to the the block-

buster game, Super Star Wars.

May the Force be with you!

AvailaUe November

year 2020 with bionically

enhanced abilities. The game

play is arcade style, and the

rules are a little different in this

heavy-metal version of Ameri-

ca’s national pastime. For

instance, you can catch balls

that richochet off the

stadium’s walls.

Available September

SuperNES

Art ofFlirting (Takara)

Last year's hot Neo»Geo game,

Art of Fighting, will battle its

way to the Super NES this fail.

Cramming that 106-meg game

onto a SNES cart’s gonna be

an interesting challenge!

Available October

Wortd Heroes (Sunsott)

Art of Fighting isn’t the only

Neo»Geo hit coming to the

SNES. Look for World Heroes

to make its SNES debut this

fall. Two players can go head-

to-head in this 16-meg fighting

game in which players from

different eras in history battle

to be the World Hero.

Available Fall '93

Nintendo

Ch^ W Dah: The Rescue

Rangers H (Capcom)

Those excruciatingly polite

rodents, Disney’s Chip ’n Dale,

are teaming up in a sequel to

their original NES title.

Available Fall '93

Late-Breaking News

Brett HiHt Hockey

(Accolade)

Hit the ice with hockey master

Bret Hull as your teammate in

this two-player hockey cart.

With a % overhead view of the

ice and the digitized skaters,

nail a slap shot as you compete

against a field of teams using

real city names. Play modes

will include a full 84-game sea-

son, Exhibition, Short Season,

and Play-Off competitions.

Available September

the evil, nasty, crude Sardini

family out of house and home,

yourhome to be exact. Use

your poltergeist powers to

make everyday objects do

spooky things in this % over-

head-view action game.

Available September

Joe & Mac (Takara)

Ugh! Awesome cave dudes,

Joe and Mac, are bashing their

way onto the Genesis. The

unevolved duo have made a

career out of starring in prehis-

toric action/adventure games

on just about every video

game system.

Available Fall '93

Cacoma Knight in

Bizylaod (Seta)

This unusual puzzle/adventure

will have seven stages and a

total of 21 rounds. One or two

players will compete or cooper-

ate as any of three characters.

Their quest? To use Magic

Chalk to circle and save sec-

tions of their land, which has

been enchanted by an evil

Queen.

Available June

Mega Man \H (Capcom)

The Megster is making mucho

madness one more time. Mega

Man’s the king of video game

sequels, and this one’s sure to

include new and different

robots, as well as another clash

with Doc Wiley.

Available Fall '93

Game Gear

Haunting SlaiTuig Potter-

guy (Electronic Arts)

In this spirited cart, you’ll play

a ghost who's trying to scare

Super2020 Baseball

(Electonic Arts)

In this futuristic sports cart,

players take to the field in the

GAMEPRO •

F1RocB(Seta)
This sequel is the first game to

use Seta's new high-speed

DSP racing chip. Seta promis-

es that this will make it the

most realistic racing game to

date, with 32 tracks, new cars,

super high speeds, and multi-

ple different one- and two-

player competition modes.

Available '9d

Tom & Jeny (Sega)

Prepare for an action/adventure

game of cat and mouse with

these cartoon clowns.

Available Summer '93
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Batman:

stage 1-1
'•

Stage 2-1

:

Stage 1 Boss:

Stage 2-1

;

Stage 2-2:

Stage 3-1:

le 3-2:

1100

1200

1300

2100

2200

3100

3200

Here are codes that’ll get you
straight to Jaffar, or any other
Prince of Persia level you’d like;

Level ? 06769075

28611065

I Level 2;

Level 3:

Level 4;

Level 5:

Level 6/7;

Level 8;

Level 9;

Level 10;

Level 11 :

Level 12;

Jaffar:

Ending;

92117015

87019105

58310135

70914195

68813685

01414654

32710744

26614774

98119464

89012414

Here are passwords that enable

vou to tackle any stage in Bat-

man: Revenge of the Joker.

key in the password: 5257 . After

you've entered this code, arow of

six mushroom-iike
objects

appear across the bottom of the

screen. To go to any stage in the

game, just key in one of the fol-

lowing passcodes:

Stage 3 Boss; 3300

„i4-1:

Stage 4-2:

4100

4200

Stage 4 Boss; 4300

5100

5200

6100

6200

Stage 6 Boss: 6300

Stage 7-1: 7100

Final bout with the Joker; 7200

Stage 5-1

Stage 5-2

Stage 6-1

Stage 6-2

Streets of Bage

Infinite Ufe and More

Check outthis Streets of Rage

code. It zaps you to a secret

Options screen that enables you

to choose stages and more.

'

First, go to the Option screen

and choose Sound Test 1 1

.

Then, go to the Level option and

press Buttons land 2 simulta-

neously. A special Option screen

wiil appear that enabies you to

choose any stage and turn your

damage on or oft. _

Philipe BBignollBi Bethesda,

I TiiiyToon/UhenfiireK

1 Passimnis

s Loose

* Here are some rewed up pass-
words for Lotus Turbo Challenge:
Track 2; Sleepers

J
Track 3: Herbert

I Track 4: Business

I Track 5; ApplePie
J Track 6; Standish

r I 7: Mallow
Track 8: Tea Cup

Level 2; Little Beeper,

Montana Max, Elnuia

Level 3; Gogo, Shirley the

Loon, Sweety

Level 4. Bookworm,

Plucky, Babs

Level 5; Montana Max,

^J^ny.theyretoony.theyre Babs, Sweety

1
absolutely loouey With these si/my, Timlam

ossswordstortheentlregame: miM



\SaiiicTheHedgehog2
|

Zone Select

This one’s not easy to pull off,

but it lets you choose your

Zone in this tough game. Wait

I until the Sega logo appears,

I then simultaneously press

Down/Lett, and Buttons 1 and

2. Continue to hold all these

buttons, and wait until the title

screen appears. Watch Tails

blink. During the third blink,

press Start while his eye is

shut. It you’ve timed this cor- .

rectly, a Zone-select screen will
1

appear. Use Up and Down on

your control pad to choose a

Zone, and press Start to begin.

Bilfy Rampte, Seattle, WA

Here’s a trick that (els you begin
with any Road Rash bike you
like. Begin your game and go to
the Options screen. Choose Set
Player mode, and select Mano a I

Mano at any level. Then, exit
and go to the Bike Shop.
Choose any bike you’d like.

Return to the Options screen I

and pick Set Player mode again.
Next, choose the ^pe of game

*

you want. Select Take Turns
and copy the password. Use
the password to race with the
bike you’ve chosen! When ifs
player two’s turn, they can I

choose their bike with the same
procedure. *

Cameron
Cravenhurst, Canada

came

I l^rioLaailz

IhiailAvaiger

Super Coie
Here's a trick that enables you
to select stages and enter a

debug and demo mode in

Road Avenger. When the title

screen appears, press Start.

When the Game Start/Optiohs

screen appears, press Up on
Controller One. When the

Optlohs mode screeh appears,

put the cursor on the Players

'

option. To access the Stage
Select, press Button A six

times at the Players option,

then exit the Options mode.

When you begin your game, a
stage select screen will appear.
Use RIghI on your control pad
to change the stage number.
To enter the Debug mode,
press Button C five times dur-
ing the Players option. When
your game begins, simultane-
ously press Buttons A, B, and
C. The Debug mode will

appear, Tn enter the Demo
mode, press Button A five

times and Button B once dur-
ing the Players option. When
your game begins, you can
kick back and watch the demoi

C/rw Larzaro, Cteveland, OH

Shape Shifter

See the ending

I the easy way, wait nn'"''’® ""®

I screen appears, then press

land hold Select and Buttery I.

I Next, press the directional pad

1 in a
counter-clockwise

cirenlar
|

I motion. Eyentually. the ending

I sequence will kick ini

1



S.W.ATPRO
mco CAME Strateoies, Weapons, Anb Tactics

Super Cs/

^^rky Marie Mate

I strange Scene

Your Own Music l/ide#

S:,r'S

out enter Itie game, Itien

simultaneously preffi and

Hold Buttons A ami C. Press

S'»''“fJ"?J^^“InsA,
mode. Next, {n«.—

B C, then Right. You 11 see

Marky laughing with a bunch

ot girls. While this Is happen-

ing, press Start to go to an

even weirder screen!

Super NES

1 Use this code to turn your entire I

1 team into Cal Ripkens. First,

I select any team. Then, simul- 1

I taneously push L, R, and Start.

1 Now, every player on the team

1 you choose will be Cal Ripken.

:
’'f I MWiae# Chafinan. Bfcftmonrf,CA|

There’s a very strange scene

rss.”s. Kris /Cross

Sneak Peek
To check outa little behind-the-

scenes Kriss Kross action, wait
until the caller screen appeare,
then press Buttons A, 8, C, and’
then Right, You can view some
scenes of the making of the

Make Your Own Video game. Hit
Start to view different scenes.

nr

. . ______
k f • J To clear a Road Avenger stage

. vJ f^^st first

- -.j activate the game’s Pause
function. Press Start to access
the Game Start/Options mode
screen. Press Up on Controller
One to highlight the Options
Mode. When the Options

I

^I'mun appeare, use yourcur-
sorto highlight the Players

option. To gain a Pause lunc-

lion in the game, press Bn«on
A lour limes and Button Bonce.

When your game begins
you simply press Start to

pause. After you activate the
Pause function, exit the

Options screen. Press Up
again to highlight the Options
mode. Select the Players

option, then press Button A
four times. Button B once, and
Button A one more time.

Begin your game. If you want
to clear a stage, press Start to
pause, then hit Button C to
clear the stage.

n/es Mason
Amherst,m

Soper HES

[
Power Mooes

[ The^m®*

\ Joe full speed, lump stren^,

I defense, life, and they mbte

Iwordfottheone-playeimode
.

I OT:+XTO’^Q’^

I we password for Bpnea"®""’
,

I CC5 P92G $K$

Itbe password forBonus
Room 2;

lK:6H]&Hri7

1 Jason lung,
lfamMUuef,im



\Shockman

^o-Player Controls

Call TOLL FREE Now!
1-800-GAMES-99

1 -800 <426-3799

I Here’s a shocking trick for this

J
Duo cart. Wait until the title

J screen appears, and then

J
press Run. When the Player

I
Select screen appears, choose

I
Players and then press

Button
I two times. Now you f

can play both characters at the fsame time with one controller
i

You can also use this trick I

to skip levels. Afteryou’ve com-
pleted the trick, begin a regular

*

game. While you’re playing
hold down Button II until you
start to glow. When you release I

the button, instead of firing a
Pig blast, you’ll turn into a

fireballandsoartotheendof

the level you’re on.

t,CT

I Pigskin Footbrawi

I
Sound Test

I Tohear Pigskin'S gruesome on I

1 sounds, wait untiUhe title screen
. « *

I appears, then simultaneously
,

^

i Robert Barton, Charlotte, NC

" ?BD
i PGA Tour Golf

I
Hole in One '

I Go You Have a

1 Secret Weapon?

j
If you do, send it to S.WAT.Pro.

i Our Pros wili review rt, if we

I
pubiish It, we'li send you a free

J GamePro Super Shirti Send

J
' riii

-

.if if
I

^ fd your best tips and secrets to;

Here s a code that lets you nail
'

v-4
[a hole in one with every shot I ]

GamePro Magazine

I
You can shoot as many times k-Sw*":

Weapons

J
as you'd like, but you alwavs f

RO- 5828

J
stay on stroke one: FFDOF I San Mateo, CA 94402

J 20000 and FF4A1-90001

I
*»»»»» Walker, Anderson, SC I

1 04 Arcuss Odyssey $49
106BanSmpsonNigMrrare 49
lOSB.BatCeManiac 49
111 Bulls vs Blazers 51

IlSCybemator 62
1 20 Dasti'n Desperados 44

127 Dream Probe 49
l33FinalRght2 54
l3BHittfielce 49

145 King Arthur's World 51

148 Lost Vikings 49

149 Madden '93 49

151 Mario is Missing 49

154MechWarrior 49
155 Mortal Kombat
156 MVP Football 49

157NBAAIi-SlarChal. 49
158 NFL Football 53
121 Road Runner 52
169 Roek'n Roll Racing 49

|l72Shangh£d I) 45

1

174 Sim Earth 58
'

1 77 Spiderman & X-Mer52

1

179 Star Fox 54
Hsi Street Fighter II 62
185 Super Cortlict 49
187Super High Impact 49

198Tazmania 52

197T2: Arcade 49

200 T2: Judgement Day 49

201 Tiny Toons 53
202 Tom & Jerry 49

205Troddlers 46
206 Ultimate Fighter 54
208Watpspeed 49

!|213Yoshi’8 Cookie 49

SIOBatman Returns

312BaRletoads 44

of the Best 49

317BullsvsBtazers 49

327 Dolphin 44

334 Fatal Fury 54
"" Flashback 64
342 Hardball 3 55
343Hillhelc8 44
348 Indy Jones 48
350James Bond 007 46

355 Jungle Strike 49

357 Keeper of the Gales 49

361 M

303 Alien III S45l

m93

366NBAAIi-SlarChal. 43
369 Outrun 2019 44
370Papertxiy2 46
374Pigskin Football 49

375 Pirate's Gold 49
Shining Force 49

386Shlnobilll 47

308 Simpson's Nlghtmare46

387 Sonic the Hedgehog 2 46
722SpiUermanvs.Kiii9(Mi(CD)43

*ireetsolRage2 56

389 Street Fighter 2
393 Summer Challenge 46

396 Superman 43
399Ta2Tiania 44

401 T2: Judgement Day 43

407Warpspeed 38
41 1 World Cup Soccer 44
412X-Men 48

Name
Address

Phone No. ( ) 1

Item No Title Qtv. Price I
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Aladdin Arises for

the Genesis

Disney Software Sega of

America, and Vir^n Games
have rubbed the Magic Lamp

together to conjure up a video

game based on Aladdin, the hit

animated movie from Walt Dis-

ney Studios. Disney^ Aladdin

for the Genesis is due out

in CJctober.

For the first time ever, Dis-

ney animators are creating origi-

nal animation for a \ideo game.

Many members of the 10-per-

son animation crew worked on

the flick. Paul Curassi, produc-

tion executive of Disney Studios’

Animation Services, believes

they “can add all the little effects

that bring a character to life,

such as poses, subtleties of tim-

ing and emotion, to create an

effect level just like that in fea-

ture films, but unlike anything

ever seen in a video game.
’’

DIsaey Software Producer Patrick

Bilmre (left) discusses game play

of the Sega Generis version of Dis-

fiey's Aladdin with Virgin Bames

Animation arhst Mike Dietz (right).

Sega^ clamped a tight lid

on game info, but Disney’s

Aladdin cart will pack 16 megs

of action, animation, and come-

dy In addition to reaeating the

original characters of the film,

including our hero Aladdin, the

evil Jaffar, and Abu the monke);

the Disney team is bringing new

characters to the game. Accord-

ing to Sega, some stages will

take place in the m)'Stical cit)' of

Agrabah, Aladdin^ home town.

But what would a game based

on Aladdin be without a \1sit to

the Cave of Wonders and a wild

ride on the mage carpet?

Disney has the artists, but

Virgin Games has the program-

mers. Virgin’s contribution to

the proceedings is its hush-hush

proprietary programming tech-

nique, w'hich transfers cell ani-

mation directly into a

video-game graphics format.

Although Aladdin will be the

first game to use the technique,

Viigin plans to use the process

.
for other projects, as well.

The three companies cur-

rently have no comment on a

CD version of the game. (But

three wishes says Aladdin ctoss-

es over.) Sega Enterprises of

Japan will develop a Game
Gear version, but it’s highly

doubtful that it will feature the

complex animation planned for

the Genesis version.

Mario Goes
Hollywood

It was an inevitable career move.

Mario, one of the most popular
i

characters in the history of

video games, has taken his act

from Nintendo screens to

movie screens. Hollywood
Pictures’ Super Mario Bros.

has just opened in theaters

around the country, hoping to

cash in on the huge summer

movie crowds.

Bob Hoskins (star of Wlio

Framed Roger Rabbit?) plays

The explosive Dennis Hopper

plays the crazed Koopa, John

Legulzamo is Luigi, and Samantha
Mathis Is Princess Daisy in the

him Super Mario Bros,

Mario, and John Leguizamo

pla>’s Luigi in a stor)' that puts

the two unlikely supeiheroes on

the trail of the missing princess

Daisy (Samantha Mathis).

Along the way, the two brothers

encounter eight-foot-tall Goom-

bas, deadly fireballs, the crazed

Koopa (played by Dennis Hop-

per), and the ultimate penalty of

de-evolution.

Hollywood Pictures, a divi-

sion of Disney, is counting on

the video game’s popularity to

draw the bulk of its audience.

Nintendo’s owm research

showed that right now Mario is

more recognizable among
young boys than even Mickey'

Mouse. What’s more, the Super

Mario Bros. 3 game for the

NFS has grossed more money

than any motion picture in histo-

ry with the exception of E.T.

Clearly, Mario’s Hollywood

Moment has arrived, and the stu-

dio has spent S35 million to

make sure his debut is successful

Philips Upgrades
CIMfor

Full-Motion Video

Philips announced a 32-bit

upgrade for its Compact Dls&

Interactive (CD-I) machines

at the recent Intermedia

Conference in San Jose, t (|-

CA. The FuB Motion

Video (FMV) extension unit

plugs into the back of existing
.

CD-I machines and provides the

capability to store and playup to
;

72 minutes of full-screen, full-

motion video. Philips plans to ,

create interactive movies and

games to support the new tech- ;

nology Philips is even consider-

ing selling movies on CD, .

similar to Pioneer’s LaserDisc

offerings. The FMV is due this
,

September.

In a related stoiy. Philips

also plans to launch a line of

Nintendo-licensed products for

the CD-I. The games will be

based on such popular charac-

ters as Mario, Luigj, Link, Zelda,

and Yoshi. These all-new discs

will be developed by Philips

Interactive Media of America.

Hotel Mario, Super Mario’s

Wacky Worlds, Zelda:

World of Qamelon, and link:

The Faces of Evlf are all slat-

ed for release later this year.

Activision Redux

Back from the dead comes :

Activision, the game manuhic-
'

turer that was buried two years
;

ago under S30 million of debt. •

Today the Activision renaissance
'

is in full swing with a long list of ;

new games coming this year

and next. High on that list is
,

Return to Zork, arriving this

fall on CD platforms, possibly

including Sega, 3DO, and IBM. •

This sequel to Infocom’s all-

time best-selling Zork combines

24-bit graphics with a little star
'

power, in the person ofJason
'

Hen’ey from The Wonda' Years. :

Expect a $79.95 price tag.

Other summer releases :

from Activision
i

include new
,
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CHIPS & BITS Inc
PO Box 234. Rochester, VT 05767

Fax 802-767-3382
BUY 4 IN STOCK GENESIS OR SNES GAMES GET 1 FREE* 800-500-GAME

GENESIS HARDWARE

Genesis Core System $99

Genesis Fighting Systm S1 1

9

Genesis CD Player $299
Arcade Power Stick

Ascii Pad
Game Genie

Genesis Activator

Genesis Menacer

Mega Fire Controi Pad

Pro Action Replay

Triton Pad
Turbo Touch 360

GENESIS SIMULATION

After Burner 3 CD S43
Chase HQ 2 S44
Desert Strike S42
F15 Strike Eagle 2 S54
Jaguar Racing CD S43
Jungle Strike S49
Micro Machines $44
Outrun 2019 S44

Road Avenger CD $44
Road Rash 2 $44
Road Riot 4W0 $46
Sewer Shark CD $49
Super Battle Tank $47
WarpSpead $39

Advnt Willie Beamish CD $49
Alien CD $49
Allen Vs Predator $39
Aliens 3 $43
B.O.B. $43
Batman Returns $39
Batman Returns CD $43
BatmaniRevenge of Joker $43
Battle Toads $44
Bubsy $49
Capt America & Avengers $46
Chester Cheetah 1 or 2 $52
Chuck Rock $49
Cool SPOT $46

Dolphin (cart or CD) $44
Dracula (cart or CD) $49
Flashback $57
Fllntslones $44
GODS $44
Hook(catlorCD) $49
Indiana Jones CD $43
Indy Jonss Last Crusade 549
Night Trap CO $49
Out at this World (carl/CD)S49

Prince of Persia CO $43
Rise of the Dragon CD $43
Rolling Thunder 2 or 3 $49
Secret Monkey Island CD $43
Shadow of 9ie Beast 2 $42
Sherlock Holmes 2 CO $43
ShInobI 3 $46
Sonic Hedgehog 2 CD $49
Sonic the Hedgehog 1 or2 $36
Spidemian vs Kingpin CD $43
Splatterhouse 2 or 3 $54
SIrider 1 or 2 $49
Sunset Riders $43
Superman 543
Terminator 2 Arcade/J D $43
TMNTiHyperstone Heist $46
TOYS $49
TazMania $44
Terminator (cart or CD) $49
Tiny Toon Adventures $43
Wolf Child (can or CD) $45
Wonder Dog CD $43
X MEN $46
Young Indy Jones Chron. $39

Aero Biz $59
Clue $46
HUMANS 1 or 2 $49
Jeopardy 2 $49
Lemmings $42
Master of Monsters $54
Monopoly $46
Powermorger $43
Rampart $42
Shanghall 2 $39
Tyrants $49
Wheel of Fortune 1 or 2 $49

Beast Wrestlers $56
Best ot the Bast $49
Double Dragon 3 $39
Fatal Fury 1 or 2 $54
Final Rght CD $43
King of the Monsters 1 or2 $46
Mortal Kombat $56
Slaughter Sport $49
Streets of Rage 2 $56

Arcus Odyssey $49
Battle Master $43
Suck Rogers $54
Oarir Wizard CD $43
Dungeon Mir Skull Kp CO $43
Gemtire $56
Und Stalker $54
Phantasy Star 2 or 3 $59
Phantasy Star 4 $64

Romance 3 Kingdoms 2 $59
Sorcerers Kingdom $49
Star Odyssey $59
Uncharted Waters $59
Vampire Killer $52
Wamots of Eternal Sun $56

American Gladiators $52
Andre Agassi Tennis $44
Bowling $46
Cal Ripkin Baseball 546
Hardball 3 554
Hit me Ice $44
Jack NIcklaus Golf $49
Joe Montana Footbll CO $46
iCng Salmon $43
MLBPA SponsTalk BB $49
Madden Football 93 $49
Mike Ditka Power FB 2 $49
Muhammad All Boxing $49
Mutant League Football $44
NBA Super Allstar Cnall $43
NFL Sports Talk Football $46
NHL Players Hockey 93 $49
PGA Tour 2 $49
Pigskin $49
RBI Baseball 4 $46
RBI 93 546
R^r Clemens MVP BBall 539

SNES Core System 599
Super Nintendo System $149
Ascii Pad $24
Champlot^^ip Joystick $69
Comp Capcom Joystick $69
Game Genie $54
Pro Action Replay $79

Super Advantage $44
Super Scope $54

SNES KICK & PUNCH

BaWa Blaze $46
Best ot the Best $49
Brawl Brothers 554
Fatal Fury 1 or 2 $56
Final Rght 2 $54
King of the Monsters 1or2 $49
Mortal Kombat $64
Power Moves S49
Street Rghler 2 $62
Super Crjmbatn'bes 554
Super Ninja Boys $49
Ultimate Fighter $56

Shipping 10 US.PR AK,HI,AP0 & FPO $4 per order. Alt Mall lo Canada S6 per

order. 2 Business OayAIt US$6 peroider; PR,HIS12lstlt«n+S2ea.scld'l:

AKS191stitem*$2ea.add'l. Handling $1 per shipment.

SNES SIMULATION

Top Gear 2 $49
WarpSpeed $49
Wing Commander $56

SNES ROLE PLAYING

Curse ot the Azure Bonds $64
DraKkhen $49
Dungeon Master $59

Rnal Fantasy Legend 2 $54
Final Fantasy Mystic Qst $36
Gemfire $56

Lord of the Rings $54
Might & Magic 2 $56
Mights Magic 3 $59
Shadow Run $56
SpellcasterrAspects Valor $49
Ultima 6 $59
Uncharted Waters $59

Aero Biz $59
Clue $46
HUMANS $49
Imparium $43
Jeopardy $49
Mario Paml $59
Monopoly $46
Q-Bert $49
Railroad Tycoon $54
Rampart $44

Romance 3 Kingdoms 2 $59
Shanghai! 2 $46
SImearth $59
Super Caesars Palace $49
Super Contllci $49
Troddlers $46
Utopia $52
Wlhael of Fortune $49

American Gladalors $54

Black Bass $52
Bulls vs Blazers $54
Cal Ripkin Baseball $49

David Crane Amzg Tnnis $49

Football Fury 546

Hit the Ice $49

J Connors Pro Tennis $44
MVP Football $49

Madden Football 93 $49
NBA Super Allstar Chall $49

NCAA Basketball $49
NFL Football $54
NHL Players Hockey $54
Pigskin $44

Roger Clemens MVP Bbii $47
Super Bowling $49
Super Davis Cup Tennis $44

Super High Impact Footbll $49
Super Slam Dunk $49
Super Slap Shot $49

Super Soccer $48
TECMO Super NBA Bball $59
WWF Super Wresllmnia 2 $59
World League Soccer $39

GAME GEAR

Chase HO $24

Mortal Kombat $32

Spiderman $21

vyWF Steel Cage Chaling $32

SNES ADVENTURE

AciRaiser 2 $54
AddamsFam Pugslys SH $52
Alien vs Predator $46
Aliens 3 $49
B.O.B. $49
Batman Returns $52
BatmanrRevenge ot Jtfter $49
Battle Toads $54

Congo's Caper $44
afty DuckiMarvin Marin $52
Deam Valley Rally $52
Dracula $49
Dragons Lair $43
Global Gladiators $49
Goot Troop $54
Joe & Mac 1 $49
King Arthurs World $52
MIckeys Magical Quest $59
Out of this World $54
Prince of Persia $49
Ran 6 Stimpy Show $54
Spiderman & X-Men $54
Star Trek $59
Super Empire Strikes Bek $59
Super Star Wats $52
Super Turrioan $44
SuperValis4 $49
Superman $49
T2:Arcade Game $49
T2:Judgement Day $54
TazMania $52

Teen Mutant Ninja Trtls 4 $49

Terminator $49
Tiny Toon Adventures $54
Tom & Jerry $49
Vikings $52
Wizard of Oz $52

TURBOGRAFX

Turbo Duo System $289
Air Zonk $46
Bonk's Big Adventure $44
Cosmic Phantasy 3 SCO $46
Dungeon Explorer 2 SCD $46
Magical Chasa $46
Riot Zone SCD $46
Vasleel SCO $46
Wolrd Sports Competition $43

Neo Geo Gold System $569
2020 Super Baseball $139
3 Count Bout $199
Baseball Stars Pro $129
King ol Monsters $149
Super Side Kick $179
World Heroes 1 or 2 $199

Buy any 4 In stock games and
choose aSth game Ires from the

list below. Otter subject to

change or cancellstlon without

notice. Valid while supplies last

GENESIS

Exile, Global Gladialois, Light-

ning Force, Power Pad, Vtf lls,

Where in the World Is Carmen
San Olego, Young Galahad, Ys3

SNES

Ascii Pad, Blaze On, D Force,

Harley's Humongous Adven-

ture, Jimmy Connors Tennis,

Musya, Phalanx, Rocketeer,

Xatdion



Atari’s Jaguar

Goes for the

Jugular...Maybe

In a related story, Atari states

that the bulk of its internal

development staff is concentrat-

ing on the long-promised

Jaguar home system. Touted

as a high-end, 64-bit, car-

tridge-based machine with a

price below $300, the Jag is

slated to be introduced to the
'

media at a New York press

reception following the Sum-

mer Consumer Electronics

Show In June. A nationwide

launch is planned for late

summer or early fall (it was orig-

inally promised for late ’92 or

early ’93). Atari won’t release

game details, but claims to

aheady signed up a number of

licensees.

How powerful is the
,

Jaguar? In a car race. Atari s^
its custom 64-bit processor is,

weU, like a Jaguar, and 16-bit

systems are like bicycles. Atari

spokesperson Bob Brodie even

goes so far as to assert chat

“third-party developers who’ve

seen both 3DO andJaguar hard-

ware presentations say the

Jaguar is better.” (No, this isn't

an April Fool’s joke!) Is the

Jaguar a SNES and

killer, or is this feline full of it?

We’ll have the answers when

Atari does!

Nintendo Sells

Basic Game Boy
System for $49

Portable Game Boypower now
$49.95.

Handheld holdouts can now get

gaming on the go for half a hun-

• dred bucks. Nintendo has

introduced a stripped-down

basic Game Boy package for

$49.95, which buys only the

- system and batteries. The

$79.93 model is still offered,

. which also includes Totris,

: headphones, and the multi-

player game link cable.

Sega, Sonic Help

Kids in Need

Sega of America's doing

’ good deeds faster than a super-

sonic rodent in tennis shoes.

;
Se^ recendy donated 157 Sega

Genesis systems and software

libraries to Ronald McDonald

Houses around the world.

Ronald McDonald House is a

temporary residence for families

with children being treated at

• local hospitals.

Sega also worked with a

^ Los Angeles radio station to

sponsor a fund-raising concert

called “KIIS and Unite," which

benefited the Pediatric AiDS

Foundation (PAF). A host of

celebrities turned out to support

• the event, including Armin •

Shimerman, who plays Quark
.

on Star Trek Deep Space Nine,

.
Bruce Wilkerson of the L.A.

Raiders, and key Sega

executives.

;
Accoiade, Sega Settle i

their Differences

United they stand, at last! Sega

Enterprises, Ltd. and Acco>

lade have ended their pro-

longed mutual lawsuit in

a third-party licensing

agreement. The central

issue of the lawsuit was

“reverse engineering,” a

development process

Accolade used in creating

unauthorized games. If the

courts had ruled in Segab

favor, a legal precedent

could have been established

making all independent soft-

v/3ie development illegal. How-

ever, since the case never went

to trial, the laws have not been

changed

Accolade’s current schedule

of Genesis games, including

Bubsy: Claws Encounters

of the Furred Kind, Jack

NIcktaus Power Golf, and

Brett Hull Hockey, will be

unaffected. Accolade will also

:onsider publishing prod-

ucts for the Sega CD and

Game Gear. Accolade

notes that its game quality

will improve, because the

company will use special

programming and devel-

opment tools that Sega

provides only to

licensees.

FoUo^vtng the announce-

ment, an Accolade empby-

ee was overheard saying,

“Will Bubsy and Sonic finally be

seen in public together?”

NEWSBUPS...
...Electronic Arts has

moved to Sesame Street. A
recent deal between the giant

Continued on page 154.

games for the Super NES: :

Shanghai 2, Mechwarrior (a

virtual-reality based game).

Alien vs. Predator (an exten-

sion of the comic book), and

. Biometal (a side-scrolling

space shooter with advanced

music technology).

“.MralesidBCOversicddl

Betum to Zofk

Gamers who cut their teeth

on the old Atari 2600 wiU want

to see what Activision^ done to

some old Atari favorites this

fall. The Super Classics line for

the Super NES mixes original

Atari titles - Pitfall, River

Raid, and Kaboom - and con-

temporary technology to

achieve some interesting effects.

In the newest version of Pitfall,

for instance. Pitfall Harry no

longer swings on vines, he

bounces with bungee cords!

Has the Lynx

Been Declawed?

Lynx gamers had better hold

on; their portable pusses may be

in for a rough ride. Toys R Us.

Atari’s largest retailer, has

stopped carrying Lynx products.

Additionally, Atari has closed

down its once-thriving office in

Lombaid, IL, and sources tell us

the crew working at its Sunny-

vale, CA office has been scaled

down. However, we’ve also

heard that Atari has nearly 20

Lynx games in development,

and the system is still sold at

Software Etc., Electronics

Boutique, Babbage's, and

other outlets.
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(Except for a couple of rats.)

Step right up to the NES™ ride of your life when the Toonsters

take on the world’s wackiest fun park in Tiny Toon
Adventures'"2 - Trouble in Wackyland™ Montana Max and
his rodent warriors have heaps of trouble planned for our

pals. See ifyou can stomach all 5 unique arcade adventure games. Babs
Bunny goes over the edge on the perilous Roller Coaster. PludQr Duck is at

the wheel of the b-b-b-bumpy Bumper Cars. Hamton squeals in panic on
the Wild Western Train Ride. Furrball clings for all nine lives on the High
Speed Log Ride. Worst yet, Buster is ready to pull his hare out in the topsy

turvy Fun House Maze, where that carnival creep
Montana Max awaits.

You've got your ticket to the weirdest amusement
park you'll ever see. Head for t

front gates! And don't forget

your rat repellent.

KONAMr
Konami Game Hint and Tip Line:

1 -900-896-HINT(4468).
70C per mirure charge. Mir>m must have parer^

permissfon before caning. Toucixcine phone required.



game company and ChMron’t

Teievision Woikdiop, the 25-

year-old educational television

• company, will result in new

; interactive products featuring the

popular Sesame Street characters.

. - - Could airborne handhelds

bring aircraft crashing down?

The Federal AvMion Admin-

Mratlon (FAA) is considering

;
whether to restrict or even ban

the use of certain electronic

devices on planes. These elec-

tronic devices, including

portable computers, cellular

phones, and electronic games,

might interfere with an air-

plane’s navigational controls.

. . -For the first time in its his-

tory, Nintendo has shipped a

. million copies of a game to

stores. Which one took the hon-

ors? You don't have to be as

clever as a fox to figure out

who's the »t«r! See our April

cover for the year’s most talked-

about game.

. . .Gamelek, Part 1; Look for

some new Gametek games in

the next few weeks; two

puzzlers, ToMorao and Joo|^

ardy, for Game Gear, and a

racer, Nigel Manseirt Wortd

Championship, for the 5NES

and Game Boy

. . . Qamotok, Part !I; The

company also promises some

special releases in time for

Christmas, including Famiiy

Feud, Wheel of Fortune 2,

and Jeopardy 2, all for the

SNES and Genesis.

. . . But can he shoot the rock?

Basketball broadcasting big-

mouth Dick Vitale has signed a

multi-year contract with Ten*

gen to develop a new line of

video hoops. The deal tips off at

the end of '93 with Dick

Vitale’s Awesome Baby Bae-

ketball, featuring the colorful

announcer’s voice, likeness, and

strategy. With typical modesty

Vitale promises “It’ll be uno

number one, baby!’’

...Look for Natsume’s
Champlonahip Wrestting for

the SNES in late '93.

. . . More sports

news: Football

fans in San Fran-

cisco are still

mourning the

April trade of leg-

endary quarter-

back Joe Montana

from the 49ers

to the Kansas
City Chiefs. As

far as Sega is con-

cerned, however,

Joe will always be

a 'Niner, which is

how he was depict-

ed in Joe Mon-
tana II Sports

Talk Football

for the Genesis. As long as the

game continues to sell, Sega has

no plans to change Joe’s red

uniform or number 16, no

matter what happens in his

reallife career. (Incidentally,

you’ll notice that the Kansas

jerseys are also red. How
convenient!)

. . .SNK has announced the

^viImers of its Aft of Fighting

Master the Magic Contest. Con-

grats to Shawn Cunningham of

Chicago, Lou Davidson of

;

Orlando, and Steve Curran of

Ne\v York. Each gets a Neo*Geo

Gold Advanced home arcade

system. .

.

Nintendo NES Super Nintendo Sega Genesis

1. Tiny Toon Adventures 2: Trouble in Waekyland 1. Star Fox I.X-Men

2. Tecmo NBA Basketball 2. Fatal Fury 2, Cool Spot

I 3. Allen 3 3, Batman Returns 3, Flashback

4, Yoshl's Cookie 4. Tom and Jerry 4, Fatal Fury

I 5. Batman Returns B, Tiny Toon Adventures: Buster Busts Loose 5. Bulls vs. Blazers iThe NBA Playoffs

6. Bases Loaded 4 6. Tecmo Super NBA Basketball S. American Gladiators

7. Spiderman; Return of the Sinister Six® 7. Combatribes 7. King ofthe Monsters

B. The Simpsons: Bart Meets Radioactive Man S. Bulls vs. Blazers & The NBA Playoffs S. R.B.I. Baseball '93

: a. Best of the Beet 9. Brawl Brothers 9. Out Of This World

10. Mega Man 5 10. Hit the Ice 10. Al Michaels Announces Hardball III

This information was provided exclusively to CamePto courtesy of Blockbuster Video.
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GsuntiPfOi
Back Issues of GanwPro!
DM’tMissinfofSwAiiOoal
#38 (Sept. ’92) Specie S^eetfight&' II Strategy

Guide Insert, f^1
#39 (Oct '92) Streetfighter II Strategy Guide

Ins^ P&t2
#40 (Wo/. ’92) Streetfighter II Strategy Guide

lr^&t,P^3

Ml (Dec. 92) S^tUghter II Strategy Guide

Insert, Part 4

M2 (Jan. 92) StreetRghter II Turto Strategy

Guide, Bafttetoads Pull Out SectiNi

#43 |F^. '93)M ofFigh^ng/Woild Heroes

Special Strategy Guide

M4 (Mar. ’93) Sonic 2 Strategy insert, Part I

MS (Apr. '93) Sonic 2 Strategy Insert Part2

MS (May '93) SuperSports Roundup Insert

M7(Jun. 93) SuperStar W^Sbaiegy Guide Insert

$4.95 Each Indicate issue numberon order.

The First Issue of
GamePro!
Only a few copies remain olGameFto 's Preniere

issue. This is tee original and will notbe reprinted!

Complete your collection. Get 'em wNIe they last.

$8.9SEach

Game’s 16-Bit

Jam-pad<ed with the latest 16-Ut news, reviews and

strategies!

1 6-Bit Video Gaming (Feb. '92)

Super Ups & Tacbcs plus Buyer's Guide

16-Bit Video Gaming (May '92J

Buyer^s Guide, The Best New Genesis Games

16-Bit Wdeo Gaming (Jan. '93)

YearEnd Specif Best Games of '92

$U9SEach Indicate issue numberon ader.

The GamePro Vitleo

Game Library!
Get the competitive edge wite

books from tee top gamers in the industry. Th^
toote cover if all. Orderyours today!

GamePro 's Streetfighter II Strategy Guide

Over 160 tell-cdorpages ofin-d^te Street Frghter II

tips and tactics for bote tee Street Frghter^cadegameand

Street Fghter II for the Super NES.

Wpages. TTsfiflostyGarofto $9.95

The Official Player's Guide to Sonic

The Hedgehog''**

Step-by-step strategies formastering Sorw'c

JheHedg^rog1and2forGeneds''*and

Game Gear™
224pages JascoR.Rjd^ $12.95

GamePro Hot Tips: Sports Games
seepages TTiefiStcworGOTeftol S9.95

SuperMarb World Secrets

Compreftensve guide to Super

Marfo World forthe SNES.

OefliteBandAfeton $12.99

SWAJPRO (Mar. ’92) Feature on Castevania IV

SWATPRO(May9^ Feature on Batman

SWA7PRO(July92) Feature on Street Rghter II

SWATPRO (Sept 92) Feature on TMWD/V

SWATPRO^v.92) Feature on Super DcHjt^ Dragon

SWAJPRO (Ofen. ’93) Feature on Road Runner's Death Valley

SWATf^TO(Mar.'93) Feature on Sortie The Hedgehog 2

$4.9SEaeh Indicate issue number on order.

Sega Genesis Secrets

SXpsges. DeMaiiasrdMelston $9.95

S.WJLT.PR0!

TacScsl

One ofour bestsdiing products!

Tons ofHII&- secret codes,

passwords, and winning strateges for*

^igame systems!

For more ^
Viileo Game

‘

. hlerchamlise,

Call or Write for our

Free Catalog! ^

Sega Genesis Secrets, Vd. 2

290psges. RuselDetiteha $9.95

Sega Genesis Secrets, Vd. 3

2S0pages DeMaiBandMsslon ^.99

Sega Genesis Game Secrets Greatest Tips

iSSpages. JheEdtasafGamePio $9.99

SuperNintendo Entertanm&it System Games Secrets

Deteiled strategy guide for the SN^!
SOOpages $9.99

Super Nint&ido Brter^nment System Games Secrets, Vb/, 2

SSOpases. DeAtea»)c(/lifeston $9.99

Ulbmate Um&ithori^ Nintendo SuperNES Game Strategic

The defirvtive hint book forNintendo's new 16-txfsystem.

240pages. SardhrsnUBadgeSt ^ ^

$4.95



SMndng and Handling

U.SA. Canada Mexico

ugioK $2.50 $4.50 $4.50

SSJllloSIO $3.95 $6.00 $6.00

siB.mtDSzo $4.95 $7.00 $7.00

S20^1 to S30 $5.95 $8.00 $9.00

moi a 845 $7.50 $9.50 $12.00

84S.DiaS75 $8.95 $11.00 $15.00

STS.DIOfldovS' $10.50 $15.00 $20.00

International Orders

SURFACE
4-6 wk. del.

Please Add

AIR

2-3 wk. del.

Please Add

Up tt 85.00 $5.00 $10.00

85.01 a 81

B

$6.00 $11.00

8iojna8zo $7.00 $15.00

ozojiiaoa] $8.00 $18.00

830.01 tt 850 $10.00 $20.00

850J1ttS100 $15.00 $30.00

Over 81 DO $25.00 $50.00

Delivery Date: 6-8 weeks
All Prices are in U.S. Dollars

PLEASE PRINT CLEARLY

Products Order Form

aty. Description Size Unit Price Total

Cbeck/Money Order* VISA MG (Un. ttwit Crd Order SIS)
Subtotal

Total PriceShnanin!

Send to:

SWpp/nffiseedan)

Sales Tax (CA=SiS%, ll=8iSS)

Grand Total
U.S. Solars only

a« dietR

'Please meXe checks pebble to GamePro. Pre-payment required. Offergoad tor a limited time only.

eUMEPim Products Order Form
Qty. Description Size Unit Price Total

Check/Mnney Order* VISA MG (Mh. Cndi card order Oil) Subtotal

Total PriceSmature

Send to:

Shippingisa cOart)

Sales Tax (CA=8.2S%, ll=8iS%)

Grand Total
li.Sitirs(MvQtv Slate

'Please melee cfiecKs payable to GamePro. Pre-payment required. Offer good lor a limited Ume onfy.



Advertisement

GAMEPHO IS a publication of International Data Group, the

world's largest publisher of computer-related information

and the leading global provider of information services on

information technology. Internationa! Data Group publishes

over 190 computer publications in 61 countries. Tltlr^ mil-

lion people read one or more International Data Group

publications each month. International Data Group's publh

oations include: ARGENTINA'S Computerworld Argentina,

Infoworld Argentina: ASIA'S Computervvorld Hong Kong,

PC World Hong Kong. Computerworid Southeast Asia. PC

World Singapore. Computerworld Malaysia. PC World

Malaysia; AUSTRALIA'S Computerv/orld Australia. Aus-

tralian PC World, Australian Macworld; Network World.

Reseller, IDG Resources; AUSTRIA'S Computerwelt

Oesterreich. PC Test: BRAZIL'S Computervrorid, Mundo

IBM. Mundo Unix. PC World, Publish; BULGARIA'S Com-

puterworld Bulgaria. Ediworld. PC World Bulgaria; CANA-

DA'S Direct Access, Graduate Computerv/orld. InfoCanada,

Network World Canada; CHILE'S Computerworld, tnfor-

matica; COLOMBIA'S Computerworld Columbia; CZECH

REPUBLIC’S Computerworld Electronika, PC World: DEN-

MARK'S CAO/CAM WORLD, CommunKations World,

Computerworld Danmark, Computerworld Focus. Comput-

erwortd Uddannelse. LOTUS World, Macintosh Produktkat-

alog, Macworld Danmark, PC World Danmark, PC World

Produktguide, Windows Worid; ECUADOR'S PC Worid;

EGVPTS Computerworld Middle EasL PC World Middle

East; FINLAND'S MikroPC, Tietoviikko. Teitoverkko:

FRANCE'S DistributlQue, GOLDEN MAC, InfoPC, Lan-

guages & Systems. Le Guide du Monde informatiQue, Le

Monde Intormatique, Telecoms & Reseaux: GERMANY'S

Computerv/oche, Computerwoche Focus. Computerv/oche

Extra, Computerwoche Karriere. edvaspekte, Information

Management, Macwelt, Netzwelt, K! Welt, PC Woche,

Publish, Unit; HUNGARY'S Alaplap, Computerworld SZT,

PC World: INDIA'S Computers & Communications;

ISRAEL'S Computerworld Israel, PC World Israel; ITALY'S

Computerworld Italia, Lotus Magazine. Macworld Italia.

Nehvorking Italia. PC World Italia; JAPAN’S Computer-

worid Japan, Macivorld Japan, Sunwortd Japan; KENYA’S

East African Computer News; KOREA'S Computerworld

Korea, Macworld Korea, PC World Korea: MEXICO’S

Compu Edicior, Compu Manufactura. Computaclon/ Punto

de Venta, Computerworld Mexico, MacWorid, Mundo Unix,

PC World, Windows; THE NETHERLAND S Computer!

Totaal. LAN Magazine, Lotus World, MacWorid Magazine.

NEW ZEALAND’S Computer Listings New Zealand, New
Zealand PC World: NIGERIA’S PC World Africa; NOR-

WAY’S Computerv/orld Norge, CAvorid, Lotusv/orld Norge.

Macv/orid Norge, Networid, PC World Ekspress, PC World

Norge, PC World's Product Guide. Publish World. Student

Data, Unix World, Windowsv/orid, IDG Direct Response;

PANAMA 'S PC World; PERU’S Computerworld Peru, PC

World; PEOPLE S REPUBLIC OF CHINA’S China Computer-

world. PC World China, Electronics international: China

Network World; IDG HIGH TECH BEIJING’S New Product

World; IDG SHENZHENZHEN'S Computer News Digest:

PHILLIPINE’S Computerworld, PC World: POLAND'S Com-

puterworld Poland, PC Worid/Komputer; PORTUGAL'S

Macin; RUSSIA’S Computerworid-Moscow, Mir-PC; Sety:

SLOVENIA’S Monitor Magazine; SOUTH AFRICA'S Com-

puting S.A.: SPAIN'S Amiga World, Computerworld

Espana. Communicaciones World. Macworid Espana.

NeXTWORLO, PC World Espana. Publish, Sunwortd; SWE-

DEN'S Attack, ComputerSweden, Corporate Computing,

Lokala NaWerIVLAN, Lotus World, MAC8PC, Macworid.

Mikrodatom, PC World, Publishing & Design (CAP], Oatal-

ngenjoren. Maxi Data, Windows World; SWITZERLAND’S

Computerworld Schweiz, Macv/orld Schweiz, PC & Work-

station: TAIWAN'S Computerv/orld TaKvan. Global Com-

puter Express. PC World Taiv/an; THAILAND'S Thai

Computerworld; TURKEY'S Computerworld Monitor, Mac-

worid Turkiye, PC Worid Turkiye: UNITED KINGDOM'S

Lotus Magazine. Macworld. Sunv/orld: UNITED STATES'

AmlgaWorld. Cable in the Classraom, CD REview, CIO,

Computerworld, Desktop Video World, DOS Resource

Guide, Electronic Nev/s. Federal Computer Week. Federal

Integrator, GamePro, inCider/A+. IDG Books, IntoWorld,

InfoWorld Direct. Laser Event, Macv/orld, Multimedia

World. Network World, NeXTWORLD. PC Games. PC Let-

ter, PC Worid. Publish, Sumeria, SunWorld. SWATPro

Video Event, Video Toaster World; VENEZUELA'S Comput-

erworld Venezuela, MicroComputetv/orld Venezuela, VIET-

NAM'S PC World Vielnam,

158 BAMfPRQ July 1398



GUARANTEED! PRICES UNTIL
AUGUST 31, 1993

ALL THE OAMES WE SELL ARE USED AND ARE SOLD WITH A ONE TEAR
OUARANTEE. EXCHANGE WILL BE FOR THE SAME GAME ONLY IF DEFECTIVE.

SUPER NINTENDO
We SeU $24.95
We Buy $10.00
COMSAT BASKETBALL
DFORCE
EARTH DEF. FORCE
PILOT WINGS
POPULOUS
SUPER MARIO WORLD
SUPER R TYPE

We SeU $29.95
We Buy $15.00
ACTRAISER
ADDAMS FAMILY
BATTLE CLASH
BATTLETANK
DARIUS TWIN
DRAKKHEN
EXTRA INNINGS
FOREMAN KO BOXING
F-ZERO
FINAL FUCHT
GRADIUS III

HOLE IN ONE GOLF
HOME ALOTrt
HYPERZONE
JACK NICKLAUS GOLF

J. MADDEN FOOTBALL
KABLOOEY
LAGOON
LEMMINGS
MYSTIC QUEST
NOLAN RYAN B.B.

PAPERBOY
PIT HGHTER
PLAY ACT- FOOTBALL
RAIDEN
ROCKETEER
RPM RACING

SMARTBALL
SMASH TV
SUPER BB SIMULATOR
SUPER BASES LOADED
SUPER GHOULS GHOSTS
SUPER SOCCER
SUreR SOCCER CHAMP
SUPER TENNIS
SUPER WRESTLEMANIA
THUNDER SPIRITS

TRUE GOLF CLASSICS
ULTRAMAN
N SQUADRON

WANDERERS FRC»1 Y'S

WORLD LEAGUE SOCCER
XARDION

We SeU $34.95
We Buy $20.00
ADVENTURE ISLAND
AEROBIZ
AMAZING TENNIS
AMAZING GLADIATORS
ARCANA
AXELAY
BAZOOKA BLITZ
BEBE'S KIDS
BEST OF THE BEST
BLAZEON
BULLS VS. K.AZERS
BUSTER BROS.
CAUFORNIA GAMES Z

CAL RIPKEN BASEBALL
CASTLEVANIA IV

CHESSMASTER
CHESTER & CHEETAH
CHUCK ROCK
CLUE
CONTRA IS

COOL WORLD
CURSE OF AZURE
CYBERMATOR
CYMR SPIN
DESERT STRIKE
DINO CfTY
DRAGONS LAIR
DUEL
DUNGEON MASTER
EQUINOX
F I R. O. C.

FABLES * FIENDS
FACEBALL 2000
FINAL FANTASY n

ORE POWER 2000
GOAL
GODS
GUNFORCE
HARLEYS ADVENTURE
HOME ALONE 2
HOOK
HUNT FOR RED OCT-
IMI^RIUM
INDY HEAT
JAMES BOND JR.

JEOPARDY
JIMMY CONNORS TEN.
JOHN MADDEN 93
KAWASAKI CHALLENGE
KING OF MONSTERS
KRUSTYS FUNHOUSE
LETHAL WEAPON
MAGIC SWORD
MAGICAL QUEST
METAL JACKET
MONOPOLY
MYSTICAL NINJA
NBA ALL-STAR CHALL.
NCAA BASKETBALL
NHLPA HOCKEY 93'

ON THE BALL
OUT OF THIS WORLD
PEBKE BEACH GOLF
PGA TOUR GOLF
PHALANX
PRINCE OF PERSIA
PRO QUARTERBACK

RACE DRIVIN
RAMPART
RIVAL TURF
ROAD RIOT
ROADRUNNER
ROBOCOP3
ROGER CLEMENS BB
ROMANCE 3 KING II

SIM EARTH
SIMPSONS
SKINS GAME
SKULL JAGGER
SONIC BLAST MAN
SOUL BLAZER
SPACE FOCTTBALL
SPACE MEGAFORCE
SPANKY'S QUEST
SPIDERMAN VS. X MEN
STAR FOX

STRIKE GUNNER
SUPER BATTER UP
SUPER BOWUNG
SUPER BUSTER BROS.
SUPER DOUB. DRAGON
SUPER MARIO KART
SUPER MARIO PAINT
SUPER STAR WARS
TINY TOON/BUSTER
TKO BOXING
T M.N.T. IV

WHEEL OF FORTUNE
WING CXXmANDER
WINGS 2
X-ZONE
ZELOA III

We SeU $49.95
We Buy $30.00

SEGA GENESIS
We SeU $14.95
We Buy $3.00
ALTERED BEAST
FATAL LABYRINTH
FUCKY
SHOVE TT

SONIC THE HEDGEHOG
TARGET EARTH
TRUXTON

ZOOM

We SeU $16.95
We Buy $7.00
AIR DIVER
ALEX KIDD ENCH.
ARROW FLASH
ATOMIC ROBO KID
BATTLE SQUADRON
BIMINI RUN
BUOOKAN
KJRNING FORCE
CYKRBALL
DE CAP ATTACK
DICK TRACY

DYNAMITE DUKE

FAERY TALE ADV.
FINAL ZONE
RRE SHARK
FORCX3TTEH WORLDS
GHOSTBUSTERS
C3HOULS AND GHOSTS
GOLDEN AXE
GRANADA
HARDBALL
HELLFIRE
HERZOG ZWEI
INSECTOR X
JAMES POND
JOE MONTANA
JOHN MADDEN
JUNCH'IOH

LAKERS VS. CELTICS
LAST BATTLE
MIKE DTTKA FOOTBALL

MCX5NWALKER
MYSTIC DEFENDER
PAT RILEY BASKETBALL
PHEUOS
RAMBO III

REV. OF SHINOBI
SHADOW BLASTER
SHADOW DANCER
SHADOW OF THE BEAST
SOCCER
SPACE HARRIER D

SUPER HANG ON
SUPER HYDUOE
SUPER MONACO GP
SUPER THUNDERBLADE
SUPER VOLLEYBALL
TECHNOCOP
THUNDERFORCE II

TOMMY LASC5RDA B.B.

TOURNAMENT GOLF
TRAMPOUNE TERROR
TWIN COBRA
WINGS OF WOR

We SeU $19.95
We Buy $8.00
AFTERBURNER II

AIR BUSTERS
AUEN STORM
ART AUVE
BLOCKOUT
BONANZA BROS.
BUSTER DOUG. BOXING
CAUBER50
CENTURION
CRACKDOWN
CROSSFIRE
DARK CASTLE
DINOLAND
FATAL REWIND
GAIN GROUND
JAMES POND II

JEWEL MASTER
KINGS BOUNTY
MARIO LEMIEUX HOCKEY
NHL HCXIKEY
STRIDER
SWORD OE SOOAN
THUNDERFORCE III

THUNDER FOX
TROUBLE SHOOTER
WARDNER

We SeU $21.95
We Buy $10.00
AUSIA DRAGON
ARCH RIVALS
ARCUS ODTOSEY
ATOMIC RUNNER
BACK TO FimiRE III

BATMAN
BATTLEMASTER
FANTASIA
GAIARES
GALAXY FORCE D

GOLDEN AXE II

CREENDOG
GROWL
HARD DRIVIN
JOE MONTANA 2

JOHN MADDEN 92
KAGEKI
MARBLE MADNESS
MARVELAND
MERCS
MICKEY MOUSE
MIDNIGHT RESISTANCE
MUSHA

OUTRUN
PHANTASY STAR H

POWERBALL
QUACKSHOT
RAIDEN TRAD
RASTAN D

RBI BASEBALL 3
ROADBLASTERS
SAGAIA
SOL'DEACE
SPACE INVADERS 91
SPEEDBALL 2
STORMLORD
TASK FORCE HARRIER
TOK!
VAUS III

We SeU $24.95
We Buy $12.00
688 SUB ATTACK
ABRAMS BATTLE TANK
BEAST WRESTLERS
BREACH
BJCK ROGERS
CADASH
COLUMNS
DAVID RCSIN50N
EL VIENTO
EXILE
FERRARI GRAND PRIX
FIGHTING MASTERS
F-22

IMMORTAL
MAVERICK
OLYMPIC GOLD
PAPERBOY
PIT FIGHTER
QUAD CHALLENGE
RAMPART

SAINT SWORD
SHINING IN DARKNESS
SLAUGHTER SPORT
SPIDERMAN
STAR CONTROL
STARFUGHT
STEEL EMPIRE
STREETS OF RAGE
STREET SMART
SUPER OFF' ROAD
SWORD OF VERMILLION
ULTIMATE QIX
WARRIOR OF ROME

We SeU $26.95
We Buy $14.00
AUEN 3

CAUFORNIA GAMES
CARMEN SANDIEGO
DEATH DUEL
DEVILISH
DOUBLE DRAGON
THE DUEL
EARNEST EVANS
GUARDIAN ANGELS
HOLLYWOOD SQUARES
KID CHAMELEON
MS. PACMAN

WE ALSO BUy & SELL ALL

NINTENDO TITLES
‘

‘ 718 -229-1435
” ‘

'

We Have Many More THles Available That Are Not In This Ad. Prices quoted on telephone.

Send $1.00 for huge catalogue of over 1200 titles for Nintendo, Super Nintendo, Gameboy, Sega Genesis, Sega Master and Sega CD.

MYSTICAL FIGHTER
PACMANIA
ROLLING THUNDER 2

TOE JAM & EARL
TRAYSIA
TWO CRUDE DUDES
WONDER BOY M/LAND

We SeU $29.95
We Buy $15.00
AQUATIC GAMES
AMERICAN GLADIATORS
ANDRE AGASSI TENNIS
BIO HAZZARD BATTLE
BULLS VS. LAKERS
CAL RIPKEN JR. BB
CHAKAN: FOREVER MAN
CHUCK ROCK
CORPORATION
CRUEBALL
CYBER COP
EVANDER HOLYRELD
GEORGE FOREMAN BOX.
G-LOC
GLOBAL GLADIATOR
GODS
HEAVY NOVA
HUMANS
INDIANA JONES CRUS.

JEN. CAHIIATTI TENNIS
JORDAN VS. BIRD
KRUSTYS FUNHOUSE
LEADER BOARD GOLF
LEMMINGS
LHX ATTACK CHOPPER
UGHTING FORCE
MIGHT AND MAGIC
our LANDER
PAPERBOY 2
PGA TOUR GOLF
PHANTASY STAR III

PIGSKIN FOOTBAIi.
POWER MONGER
PREDATOR 2
PRO QUARTERBACK
RBI BASEBALL 4
RINGS OF POWER
RISKY WOODS
ROAD RIOT
HOLLO TO THE RESCUE
SIMPSONS
SLIME WORLD
SORCERER'S KINGDOM
SPORTSTALK BASEBALL
SPORTSTALK FTBALL 93
STEEL TALONS
SUNSET RIDERS
SUPER HIGH IMPACT
SUPER MONACO C3> 2
SUPER OFF ROAD
SUPER SMASH TV
SUPER WRESTLEMANIA
SWAMP THING
SYD OF VALIS
TALESPIN
TERMINATOR
TERMINATOR 2: ARCADE

TOXIC OIUSADER
TYRANTS
VAUS
VAPOR TRAIL
WARRIOR ETERNAL SI

WARRIOR OF ROME II

WARSONG
WORLD TROPHY SOCCER

We SeU $39.95
We Buy $20.00
ARIEL, THE LIT. MERMAID
BATMAN RETURNS
BATMAN; REV. OF JOKER
BATTLE TOADS
CAPTAIN AMERICA
CLUE
DESERT STRIKE
DOUBLE DRAGON 3

ECCOTHE DOLPHIN
GADGET TWINS
GEMFIRE
JEOPARDY
JOHN MADDEN 93
LOTUS TURBO CHALL.
MONOPOLY
MUHAMMAD AU BOXING
NBA ALL-STAR CHAU-
NHLPA HOCKEY 93
PGAGOLF2
ROAD RASH 2

ROMANCE 3 KING II

SIDE POCKET
SONIC 2
SPLATTERHOUSE 2
STRECrS OF RAGE 2

STRIDER II

SUPERMAN
TA2MANIA
TEAM USA BASKETBALL
TMNT: HYPERST. HHST
TONY LARUSSA BB
UNCHARTERED WATERS
WHEEL OF FORTUNE
WORLD OF ILLUSICX4

X-MEN

SEGA CD
We SeU $34.95
We Buy $20.00
BATMAN RETURNS
BLACK HOLE ASSAULT
CHUCK ROCK

KRISS KROSS
MARKY MARK
NIGHT TRAP
PRINCE OF PERSIA
RISE OF THE DRAGON
ROAD AVENGER
SEWER SHARK
WOLF CHILD
WONDER DOG

ORDERING INSTRUCTIONS: Send ordsn er Dept. PLEASE PRINT CLEARLY. NO FOREIGN ORDERS. Add S‘

deley shiprreni up lo three w

wAth, damaged or abused, warranty u

SHIPPING INSTRUCTIONS: Send
with your name, address and Idephon

Syslem cartridges mesl Irtcjude tl

-der. AB used cartridges are sold with a ONEYEAR limiled warranty. W
will not be honored. Order with ccmIlderKe.

les to: Play It Again. Dept. IB. 67-25B 186 LarK, Rushirtg. N,1

the complete box. We will deduct Sl.OO for each missing Irtslrucllc

'28 elfecth«s<9lember 1, 1993. IN EUROPE ONLY - Contact Vld

I a (Invi^le to the eye} nurr

•carder and list alien

on all cartridges sold. II the ca

i. PLEASE PRINT CLEARLY. Wrap cartridges se

it. 504 For missing slip case and $5.00 for each n

ne 353-21-966710. F.

avalabUlly. UPLAY IT AGAIN If

ve the right to refuse any purchase



TheSHhfiiffduMUms*^
The SN ProgramPad for Super NES

is a force to be reckoned with. Its

30 pre-programmed buttons,

including a secret code, give YOU
_ the power to blow your opposition

right out of the water. Imagine pos-

sessing the only pad that KNOWS 20 special Street

Fighter II™ moves and 9 special Fatal Fury™
moves! That’s right, they’re already in there, just wait-

ing for you to punch a button. And if those aren’t

enough for you, just program 6 ofyour own power

moves to totally crush your enemy. All this plus vari-

able auto-fire & slow motion, 8-way directional con-

trol, and an LCD screen! After all, when you’re up
against sharks, you do what it takes to win.

The SN ProgramPad
- now you can makeyour own rules.

Street Fighter II™ is ackofCapcom USA. Fatal Fury™ Ua trademark ofTakara Co., LTD.



STD
no Lakefront Drive /lift 7QC CCftl

Hunt Valley, MD 21030 1

0

Available at:

Electronics Boutique, Kay Bee Toys,

Software Etc., Best Products,

Babbage’s, and more.



As if things weren’t ooky

enough! Now Pugsley

Addams must go on a

simply torturous

scavenger hunt. There's

all sorts of unnaturally

delightful traps. And
hidden switches all about,

^hich produce the

'loveliest, blood-curdling

effects when Pugsley runs

into them. There’s even

magic money which has

an extra li^J^i. effect you

won’t want to miss. So get

ready to get spooky, and

^get set to get kooky.. .it's

Pugsley’s Scavenger

Hunt! En g^e!

pyG5l,FV"5

HUNT. _

Ocean is a registered

in Sottware Limited,

llniendo, Game Boy'”.

I of Amenca.
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Our goal is to try and preserve classic videogame magazines

from years gone by before they are lost forever.

Thanks goes out to all the people who make this possible.

From the original editors and writers,

to everyone involved in acquiring and digitizing these magazines.

People interested in helping us out, in whatever way possible.

Either by donating classic magazines, scanning, editing or distributing them,

visit us at http://www.retromags.com

We are only interested in preserving classic magazines

that are at least 5 years out ofprint.

We have no desire or intention to profit from these in any way.

So please, ifyou come across people trying to sell these releases, don't support them!

Thank You and ENJOY!


