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THE REVOLUTION HAS
BEGUN! STOP THE NEW

ORDER NATION!

;WHERE YOU GO FROM
H0)E IS URTO YOU!*:

FREE THECAPT‘VkS!

JOIN THE REVOLUTlONl
f Music is the weapon! It's you against NON# '

the Mew Order Nation! The #1 argade ^hoot 'em up
smash of the. season hits home on the formats!
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Nintendo

Mortal Kombat...The Artist

34 The GomeMakers:

John Tobins

Are you pbnning lo create the next

Mortal Kombot? John Tc^ias explains

bow he creoted the first one!

40 ' iip in the^hinfcQuse

' A look inside Ninllf^S ifiink

tank for hot new gomes

46 At Home with the

Away Team

Sega's top Saturn game

designers share their secrets

Climb Into Nintendo's gme^naklng
lab with prefect leaders Dan Owsen

andKea Lobb. Page 40.

VwAway Team creates Sega’s Saturn games. Page 4S.

140
Your ultimate source for the best strategies, codes,

techniques, and tips. Now you'll find GomePro's

ProStrategy Guides, Fighter's Edge, SWATPro, and

more -all in one great section.

Chrono Trigger Strategy Guide

Explore 1 1 endings for Chrono Trigger

(SNES), courtesy of Role-Player's Realm.

Poge 13d.

Tekken 2

Fighter's Edge Special

ProStrategy Guide (Arcade)

I
The Fighter's

Edge presents

special moves

and ten-hit

combos for

each fighter in

T^en 2. Also,

learn to pfoy

as the hidden

drarocters!

SWATPro

Mortal Kesnbot 3 codes and other secr^

weapons, tricks, and tactics

Cov«r dolmEstu
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BOSS YOUR GAMES
WITH NAKI

POWER

You don^t have to take it anymore!

Games that last too long. Games that interrupt your favorite TV show.

Now you'll rule with NAKI's GameSaver Plus™ for Super Nintendo®’.

The gamer's only backup system that saves any game. Any time. Any place.

Anywhere. Not just on any level, but at the exact point you choose. Savor

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

supersmart software technology does it all at your command. Even at half-speed

with no sound or picture distortion. Remember, you give the orders after all!

NAKI GameSaver Plus™

for Super Nintendo®.

Turbo Control
programmable for

SNES* & Genesis*’

Pro Fighter 6
programmable for

SNES* & Genesis*’

Cool Screens
replacement screens

for Gamebo^’

Power Pod
for Saturn* & 3D0**

Moster Switch
4-way universal

Cor Power
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Slam ‘N Jam ‘96
by Crystal Dynarrics

Worldwide Soccer"
by Sega Sports

Pebble Beach"' Golf Links
by Sega Sports

Quarterback Attack ‘96'

by Digital Pictures

Center Rin^ Boxing NFL Quarterback Club ‘96 NBA Jam TE' Daytona USA'
by Sega Sports

X
'mm

IS THAT ALL YOU EUER THINK ABOUT?

COOL
SEGA SATURN IS THE ULTIMATE SPURTS MACHINE FUR YOUR UNE-TRACK MIND.

Forget THE satellite dish. To get the games

YOU REALLY WANT, YOU JUST NEED SEGA

Saturn. 17 adrenaline-jacking games

IN SEVEN DIFFERENT SPORTS, INCLUDING

SIX INTENSELY AUTHENTIC, EXCLUSIVE SEGA

Saturn titles you can’t play anywhere

ELSE l The sports experience is so real,

you’ll think you’ve died and gone to

Saturn! So get your nose out of this

MAGAZINE AND GET YOUR HEAD IN THE GAME!

A LITTLE TOO REAL

SI14

l‘Ue>ne»USaSIVin««Sinrm|iiv,ll CHI'm-UI-KUinCanidateiasmiilM/rKwaMlI MmnMmu
Into >-8oo-5ee-satum amaii. segaaatumUsepoa.com ht(p://www,segaoa.com CompuStrvt GO SEGA.



Play for gold! Hidden

among the many torrid ^ ^
levels of Cutthroat Island are five real

treasure chests! Find them.. .if you dare!

Then correctly answer three sweepstakes

questions to be eligible for the drawing,

and you could sail away with one of a

treasure trove of prizes!
The streets are crawling Behold the treasure of

with barbarous Buccaneers! Cutthroat Island "!



Sharpen vour long swords for the ultimate high seas battle!

in plundering two-player action, team up as Morgan and

Shaw to uncover a treasure trove of priceless gems and

gold bullion! Battle bloodthirsty pirates with knives, pistols

and flaming torches! Chart your course through the treach-

erous locales, but think twice before you loave-a new world

may await upon your return! And rcmember...dead men

tell no tales on Cutthroat Island '!

Watch your backs
with cooperative
two-player action!

Battle atop a
runaway carriage!



"Ifyouropponent doesn't
idUyou, the road win." ^



Wkat's next?

Its the^tult-melting, h;a^to-lleall

(split screen) combat race ^ame with mini ^uns.

Hissile launchers. And a track that morphs in real

time to create crevices, barriers, and curves.

Just hop in your hovercraft (6 to choose from)

and hit the road (9 to choose from).

But beware. It'll hit hack.

OCTANE
THE TRACK FIGHTS BACK

PLAYSTATION
SEGA SATURN
P C C D
lmp;//www.M.(om/liiilll(o^.htiiil(tDt mMiitoniidiion)



So Many Gamas.
So Little Space

fact: There are always more games to preview and review

each month than magazines can fit into their pages. Fact; Many

games are of no interest to many readers. Dilemma: Should

CamePro try to preview and review every single new game

that's made for every single system? Or should we devote our

precious pages to a smaller number of games with larger mass

appeal? In other words, goodbye Barney's Hide and Seek Came

ProReview, and hello extra Killer Instinct coverage.

It's not an easy problem to solve because we know in ad-

vance we can’t please everyone. If you own a CD-i, and Philips

finally releases a new game for that troubled system, you want

to know all about it and whether other titles are coming soon.

You’ve been waiting a long time for some attention, so you're

entitled. Conversely, if you're a Mortal Maniac, you couldn’t care

less about the CD-i, the Neo«Ceo CD, the Jaguar CD, or any of

the other lesser-known systems or games. All you want is MK,

MK, and more MK. MKPro magazine sounds pretty good to you.

So far CamePro has tried to cover all the titles - good or

bad - for all the video game systems. We were still reviewing

NES and Lynx titles, remember, when those dying systems

were on life support, and we’ve started covering Neo'Ceo CD
games even though relatively few people own this new unit. To

us, the video gaming universe is a vast space sparkling with a

wide variety of stars, big and small: Our Job is to show you as

many of those stars as we can so that you can go anywhere

you want, not to just a few of the most popular destinations.

Until enough of you tell us otherwise, we still intend to preview

and review as many games for all systems as possible. It’s a

big universe out there, and somebody’s gotta be the map.

The GamePros

the-mail.gamepro@iftw.com

San Mateo, CA

S
o many systems, so many games.. .and so little space.

TPThat’s a video game maga-

zine’s endless dilemma, as

identified by reader Kevin Flint.

W hy do you use space in

your magazine for pre-

views of Neo'Ceo and

Neo*Ceo CD games? Who ac-

tually owns either of these

systems? You could use that

space to preview games for

I the systems that people actu-

I

ally have, such as the Genesis,

I

SNES, Saturn, and PlayStation.

Kevin Flint

! Salem, NY

Toxic Tommy replies:

Good question, but we think

• we have a good answer. Read

I
our adjacent editorial for an

explanation ofour coverage.

Company Wars

am very outraged that the

Saturn will not have Mortal

I Kombat 3 like all the other

I
systems until much later.

I
With all the money that Sega

P has, why didn’t it purchase

I the rights to the game for its

I
new system? If it is coming

I out for the Genesis, why not

[ the Saturn?

Jared DeLuca
Alpharetta, CA

Quick-Draw McCraw replies:

We posed Jared's question to

Sega spokesperson Terry

Tang. Brace yourselves, Sony:

“Sony paid $12 million for a

six-month exclusive; in the

meantime Williams will be

working on a Saturn version

that will include all of the fea-

tures found In the 'extreme'

version ofMK 3, plus other

‘special features.’ The Saturn

version will be worth waiting

for. Sony paid ridiculous

amounts for exclusives, but

eventually all the best games

will be on the Saturn, and the

PlayStation will never have

any version of Virtua Fighter,

Virtua Cop, or any ofour

other arcade blockbusters."

Why can’t video game

companies Just get

along? If companies like Sega

and Nintendo teamed up to

make a version of Sonic for

the SNES or Donkey Kong

Country for the Genesis, both

companies would probably

make a huge profit. If team-

ups like this were to happen,

the video game industry

would always be around, and

so would the 16-bit systems.

Austin Vedder

Internet

Andromeda replies:

Maybe that could happen in a

perfea world, but not in this

one. It's like Pepsi and Coca-

Cola teaming up to make a

single soft drink - it won't

happen because neither com-

pany wants to help the other;

they would rather drive them

out of business. Fierce rivals

like Sega and Nintendo are too

competitive to ever team up

for what could be some fasci-

nating games.

Sonic sequels from Nintendo? Not

very likely.

16 GAMEPRI JaRuiry 19BB



Cart Queries

I

n your September 1995 issue

you have a ProStrategy Guide

on Primal Rage. Under Chaos,

you show the Golden Shower

finishing move. We tried this

move for over an hour, and

every time, we would get the

music that means you did the

finishing move correctly. But

Chaos just beat his chest and a

circle with a slash through it ap-

peared. Doesn't the move work?

Michael Pirone & Dave Cilia

Internet

Captain Squideo r^iiesi

The move does work on the

SNES - the fact that you hear

the correa music proves that

you’ve done it right. Unfortu-

nately, you can't see the pre-

ferr^ screen anymore. A Time

Warner Interactive spokesper-

son told us that Nintendo took

it out of the SNES game at the

last minute and replaced it

with the screen you now see.

The move is there - it's the

screen that's different. You

have to play the Genesis game

to see the complete graphics.

This sho¥\ter acOon Isn’t In the

SNES version of Primal Rage.

intendo tells us that the

Ultra 64 will cost less than

the other next-generation

systems, but how come they

never discuss the prices of the

games? Could it be that they'll

cost a lot more than the CDs

for the Saturn and PlayStation?

J.K. Pace

Tempe, AZ

Bro’ Buzz replies:

That's a fair question, and no-

body knows the answer yet. A

Nintendo spokesperson assures

us that prices of the games will

be "competitive." Still, you have

to wonder how expensive

the/ll be because Nintendo's

been hinting at some games

with huge memory and typi-

cally games with extra megs

and special chips cost more

(remember Virtua Racing for

the Genesis for $100?).

enjoyed and still have Sonic

the Hedgehog for my Gene-

sis. I would like to know what

you rated it when it came out.

“FroshZ”

Internet

Doctor Devon replies:

Sonic was on the cover of our

June '91 issue and scored

these ratings inside (back

then the Control category

was called Cameplay):

Racin’ to the end of Unlracers.

M y friend and I have re-

cently beaten Uniracers

for the SNES, and we were

wondering what one of the

ending screens means. It’s the

one that says “Who Dunnit" and

shows a picture of unicydes

with human heads on them

where the seats would be.

Greg Merchlinsky

Internet

Air Hendrix replies:

According to a Nintendo

spokesperson, those heads

belong to the programmers at

DMA Design, the software com-

pany that created the game.

Pick of the Month

Arlington Beethoven Cna, Haverstraw, NY
E-mall us your comments through America Online

or at this Internet address:

Peter Che, Newton, MA

PRIZE
This month's
winning artist

will receive a
GAMEPRO

my »e,osieV
'

your suggestions to:

Dear Editor

P-O.SOX5S2S

I Son Mateo, CA 94402

/’•“'//oft aii letters
“"“o-tuoil messages, onim

relies to your letter
e-mails.

GAMEPRO Jienary 188B 17



By The Watch Dog

/ The Watch Dog is in the house, ringing in the new

year with a new batch of complaints about Batman

Forever and Mortal Kombat 3. Father Time never had it so ruff!

Q What’s with the

" utility belt in Bat-

* man Forever for

the SNES? Many belt weapons

and their names don’t match

those in the manual, and most

of the belt weapons In the

game don't function with their

assigned buttons {for instance,

the Batarang for each character). When I press Down, Forward,

and Button B, Robin shoots something at the ground, but this

combination of buttons isn’t found in the manual. Why?

Kevin Kuntz, Las Vegas, NV

Hi^ tout-ups!

Atom and Eve

Q With regard to the Saturn, what’s the difference

between X-Men: Children of the Atom by Acclaim

* and X-Men: Children of the Atom by Capcom?

Karash Kashanian, Queens, NY

The Watch Dog replies:

- Only the publisher of the game. Capcom is the— — - developer of Children ofthe Atom, but Acclaim will

distribute the home versions for the Saturn and PlayStation. The

same applies for Street Fighter: The Movie. The original arcade

version was made by Capcom, but the home versions were dis-

tributed by Acclaim.

A A representative from Acclaim’s Consumer

Service Department states:

There were a few misprints in the manual. For the

Batarang, press Down, Forward, and Button A.

A The Watch Dog states:

- Shame on you. Acclaim! If there were misprints,

t you should offer an updated manual at no charge

to consumers who bought the game. Now every time someone

needs the correct button assignments, they have to call your

expensive consumer line!

Q i bought Mortal Kombat 3 for my Genesis and tried

* the Ultimate Kombat Kode from your August issue,

* but it was too long to fit in the code box. The code

is ten spaces long, but the Genesis code box has only six spaces.

What gives?

Scott Hewitt, Livermore, CA

A Major Mike answers:

- The Ultimate Kombat Kode you reference ('The

Fighter’s Edge," August ’95) was strictly for the

arcade version. We ran another Ultimate Kombat Kode for the

PlayStation CSWATPro," December ’95), but we haven't yet pub-

lished an Ultimate Kombat Kode for the Genesis or SNES. In this

issue's “SWATPro," we run other codes that achieve the same

effects on the SNES as the Ultimate Kombat Kode. Look for simi-

lar Genesis codes next month.

Q When! set the

options to "All" in

* Mortal Kombat 3

for the PlayStation, the game

freezes as ShangTsung

morphs. What’s going on? Is my
copy bugged out? Should 1

return it? The Tseng never rises.

Brian Skieff, Long Beach, CA

A The Watch Dog responds:

® If you return it, you’ll find that your next copy does

the exact same thing. A programming error causes

the game to freeze for about five seconds when Shang Tsung first

morphs, and for another four seconds when you morph back into

Shang Tsung. If your game freezes permanently (locks up so you

can't play at all after the wait), you should return your copy.

CamePro, listening is what we do best. When you have a

problem with a product or feel you've been ripped off, we
want to know. If you have a complaint about a produa,

write to:

GamePro^ fiiiyars Beware
RO. 80x 5828

San Mateo, CA 94402

E-mail us youp product complaints through America Online

or at this Internet address:

buyers_beware.gamepfK>(|)ittwxom .

GAMEPRQ • Jinnapy 199618



The challenging game of combat and strategy
where you lead a team of commandos on a

full-out extraterrestrial assault.

Exclusively designed for use on
the PlayStation”game console.

1-800-879-PLAY http;//www.mlcroprose.coin
and the PlayStation logos are trademarks of Sony Cocnputer Entertainwnt, Ine.

®1995 Mlcrtftt«e Softvare, Ine. All rights leseived.



didn't think a bait could fit Iht



don't think gou're supposed to move them
when theg’re all broken like that.'

Fost-poced, head turning oction so real gou con almost toste the Astroturf. Welcome to Quarterback Attack.

The bone-crushing action of real football that puts gou In control- Six skill levels, hundreds of plays and

over a thousand ways to get your ass kicked. This Is the first pro-sports simulator that puts you in the

helmet of the quarterback. How long you manage to stoy there is up to you. QUARTERBACK
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Ultra 64 Debuts in Japan

The Ultra 64 made its first public appearance In Japan this November.

At the winter Shoshinkai show in Japan. Nintendo displayed the

Ultra 64, the system’s never-before-seen three-handled controller, and

about 10 games, including many third-party titles. Particularly notice-

able among the Ultra 64’s many intriguing physical details is an exter-

nal I/O port on the bottom of the con.sole, which is presumably for an

external memory device. Check out our complete Shoshinkai report in

the next issue for more info on the most eagerly awaited hardware of

the year.

As for Ultra 64 games, Nintendo has Cruis'n USA and Killer In-

stinct coming down the pike. In addition, several important third-party

companies have signed on as part of Nintendo’s “Dream Team” to

make exclusive games for the new system, including Acclaim (Turok:

The Dinosaur Hunter). Williams (Doom, Open Ice), Sierra On-Line

(Red Baron). GameTek (Robotech), Mindscape (Monster Dunk), and

Spectrum HoloByte (Top Gun).

The Force will also be with Ultra 64 owners because LucasArts is

coming to Nintendo's party in a big way. Nintendo and LucasArts are

collaborating on Shadows of the Empire, a never-before-told addition

to the classic Star Wars saga The game will appear sometime in mid

1996 exclusively for the Ultra 64.

Shadows of the Empire is set between the film plots of Return of

the Jedi and The Empire Strikes Back. While the story is new, many of

the character will be familiar; gamers will confront such infamous

nemeses as Boba Fett, Jabba the Hutt, Darth Vader, Imperial Walkers,

and the Emperor, in addition to a dominant new enemy. As usual for

Star Wars-based games, flying vehicles, including snowspeeders, will

figure prominently in the action. This time, however, gamers will have

complete freedom of movement as they fly using new 3D techniques.

GIIMEPRO •

Matsushita Grabs M2
3DO‘s M2 graphics-processing technology will appear in a new CD-

based game system in 1996. For a cool $100 mil. Matsushita Electric

Industrial (MEI) of Japan purchased the high-speed, high-perfor-

mance technology from 3DO for exclusive use in its future products.

MEI plans to apply the M2 architecture to a new 64-bit system

that it hopes to launch in the second half of 1996, as well as an M2 64-

bit upgrade to its Panasonic 3DO hardware. Other potential uses in-

clude MEI arcade games, software, the networking of multimedia prod-

ucts, and other consumer electronics. With the backing of an

entertainment giant like MEI (better known for its labels like Pana-

sonic, Quasar, and Technics), the 3DO system's standing on much

firmer ground as it faces off against Sony, Sega, and Nintendo in the

coming months.

Game Industry Rebounds
As the four head honchos of video game hardware - Sega. Sony, Nin-

tendo, and 3DO - wrestle for the top next-gen spot (see “ProNews.”

December ’95), members of the third-party video game community are

showing strong signs of recovery from the recent industry downturn. At

the front of the pack. Acclaim's business is booming with an impres-

sive series of revenue gains, acquisitions, and alliances.

In its latest fiscal year, Acclaim posted revenues of $585 million,

up fiom $48 1 million the previous year. Looking to the future, the

company recently hooked up with Warner Brothers to jointly develop

games based on upcoming Warner Brothers movies. Although a

Warner Brothers spokesperson said that the two companies hadn't de-

termined which films the games will be based on, the alliance calls for

three movie-based games for the next-gen systems, PC, and arcade that

utilize the sets, props, and costumes from the movies.
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In the video game arena. Acclaim nailed down the rights to pub-

lish Taito’s Japanese games in the Western Hemisphere. First out of

the gate will be Galactic Attack for the Saturn and Jupiter Strike for the

PlayStation, both due in December. Acclaim also acquired two promi-

nent game developers, Probe and Sculptured Software, which are

known for their work on titles like MK 3. Primal Rage, FIFA Soccer,

and the Star Wars games.

Other top software companies have been posting strong figures as

well. Electronic Arts reported revenues of $93.7 million for its latest

fiscal quarter, up from $88.8 million the previous year. Williams an-

nounced that more than 250,000 copies ofMK 3 for the SNES and

Genesis flew off store shelves in the first weekend they were available,

positioning tho.se carts as some of the top-selling games of the year.

Even smaller companies like Activision and Galoob Toys (makers of

the Game Genie) reported revenue gains in their latest fiscal quarters.

As promising as these developments look for the video game in-

dustry, they’re not sure signs of recovery from the past year's sales

slump. Consolidation trends like Acclaim's recent deals show that

smaller companies need the support of the larger, more prosperous

firms to stay afloat. In recent years when 16-bit systems reigned

supreme, development houses and smaller companies such as Sunsoft,

Kaneko, American Technos, and Takara were able to thrive, but in

1995. these and many other third-party companies canceled their video

game plans. Hopefully, figures from the Christmas sales season and the

Ultra 64’s spring arrival will solidify the industry's rebound from tough

times, though the record may show that fewer independent companies

survived the transition to next-gen gaming.

32-Bit Game Busters

Datel, makers of the Pro Action

Replay, has joined forces with In-

terAcI Accessories, formerly STD
Bitertainment, to develop the Game
Shark, a game enhancer for the

Saturn and PlayStation that's based

on Datel’s Pro Action Replay,

Scheduled for release in January

with a $59.95 price tag, the Shark

will offer Game Genie-like codes

for the two new platforms, as well as extra backup RAM memory for

saving games. The Game Shark will replace the Pro Action Replay for

the Saturn, which is currently

The Game will help you

sink your teeOi Into Saturn and

Play^Oon games.

Hot News from
GamePro Online :

available in the U.S. only on a

mail-order basis (see “GamePro

Labs"). InterAct plans to add

more features to the Game Shark

and distribute it through toy

stores nationwide.

InterAct also plans to release

the Game Shark for the Ultra 64

when that system becomes avail-

able in the spring.

Saturn Extends Its Orbit
According to a story in the San

Jose Mercury News, Sega’s plan-

ning to take the Saturn into cyber-

space by developing the “Inter-

net Saturn," a connection device

that will link the 32-bit machine

to the Internet. Presumably the

device would be some kind of key-

board/modem that would connect

gamers who already own a Saturn

with online services and would dis-

play text and commands on a TV.

Sega's hoping to have the

unit ready for sale in the U.S. by

summer 1996 for about $100. A
Japanese version is already in de-

velopment and is targeted for a

spring '96 release with a price of

approximately $200.

HOT SHEET
Super Nes

axOar Instinct

3. Morul Kcmblt 3

4.

ToyStotv

5. N3A LM '96

e.RwoluUonX

. Madden Na '96

>. Me$a Mar X’

Eyo*br«Wand

3. Madden NFl 96

4-ToyStoij

5. Mortal Xomt>at 3

6. Earthwern jiiia

7. KeroluUon X

f* VVrvfrirft'im«*i

9. NFL Owtert>ack

Qub96

10. Vectormar

Ouicii fliis

• Gamers are happily getting Bugged, according to Sega. Bug!,

Sega’s new Saturn game, has turned the cheeky insect into such a

popular character that discussions are under way for an animated TV
series. With 1 50,0(X) cepies out the door, the game ranks behind Day-

tona as the Saturn's second most popular game, according to Sega.

• In other Sega news, the video game giant has just allied itself with

Dream"Works and MCA with the goal of opening several new lo-

cation-based entertainment centers late in 1 9%. The centers will fea-

ture high-tech attractions, arcades, and simulators. DreamWorks is the

production company formed by Steven Spielberg and other entertain-

ment innovators, while MCA is a long-time Hollywood heavyweight,

• Interplay has just released a nifty stocking staffer for 3DO
owners. Called the Interplay 3DO Buffet Pack, the disc contains

playable samples of Interplay's latest 3DO titles, including Casper.

Out of This World, and Alone in the Dark 2. If you're interested,

check your local toy or software stores.

• Haste Makes Waste, Chapter 147: Virtually every video game

system in history, from the NES to the 3DO to the Saturn, has seen

its debut price quickly fall. The latest system to have its price cut is

the Virtual Boy, which dropped in October to $159.95 after debut-

ing in August at $179.95.

• Nintendo did achieve a positive milestone this fall, however.

Just before Halloween the company installed its KXKJth Starlight

Nintendo Fun Center in a U.S. hospital. For more than three

years, Nintendo ha.s worked with the Starlight Foundation and

Wal-Man to bring these mobile entertainmen^video game units to

the bedsides of young patients.
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The burning sensation you feel is from your broken ribs, not some fireball.



ARS ON FIGHTING GAMES

BUY THE RIGHT ONE.

The one with ehough phehomenal

reviews to take down an entire forest.

The one with super smooth texture-

mapped poiygons performing countless

motion captured martial arts moves at

60 frames per second. The one with four points

of view, whether you're kicking some-

one’s butt or getting yours kicked. The

one with some of the most impressive

environments you've ever seen, in

arcades or out. The one that's so tough,

it even knocks out the arcade version. Tekken

TEKKEN"* & V-' iv|94 t999 NaircD Lid Kll lights isseived To lind oul mole adoul why Tekken beats olhei fighlmg games lo a pulp gel

a hold of us on Ihe web ai http //www namco coin Or ipst get a hold of the package This sollwaie is compatible with PiaySiaiion"' game
console with the NTSC U/C designalion PlaySlalion and the PlaySlahun logos are liademaiks of Sony Compulai Enleilainmenl. Inc

O I99S Sony Eieciionic Publishing The ratings icon is a legisleied irademaiii ol the Inieraclive Digital Soltwate Associaiion
PlaySlailon



/ Glossary of^
Online Terms

Spam - A form of luncheon meat.

This term also refers to the sending of

duplicate and/or undesirable data

to a person's chat-room screen or their

e-mail box. Spamming's a form of

harassment and is not looked upon

kindly. Spamming can result in

V expulsion from AOL y

The Best of GamePro Online
A recap of recent highlights on CamePro Online,

plus a look at whafs new on the Net

By The Net Nut

Right now, CamePro Online is speeding along on America

Online 24 hours a day. If you're not yet connected, here's a

sample of what you’ve been missing.

Message Boards
Subj; Mario

From; Mog Nothin

Square Soft's making iti It’s

got the 1 5 mHz SA-1 chip to

power it! It's rendered! It’ll be

awesome!

Subj: Rt Mario RPG

From:KSmlth5436

The graphics look awesome,

the sound is said to be out-

standing, but Is Mario the

right character for an RPC?

Maybe a new character should

be the star.

Subj; RE: RE: Mario RPG

From; Vonbearl

Mario is a success, no matter

what. An RPC will only add to

the past success. This game is

successful overseas, so I’m

guessing it will do extremely

well here.

Subj: How to Get Channel

Frofli:TSCob

For the people asking how to

get the Sega Channel, call

your local cable company or

the Sega Channel at 800/896-

7342.

Sulil; Primal Rage

From; EnosUvesI

Write me if you want all the

moves for Primal Rage for the

Cenesis or the PC. I will be

glad to send them to you.

Conference Calls
One of the most exciting experiences AOL subscribers can have

is a direa discussion with an industry insider. In one recent con-

ference, Williams/Bally/Midway exec Roger Sharpe discussed his

company’s hottest games.

Some highlights:

• Open Ice features big

heads, huge heads, fat

heads, and tiny heads for

players and goaltenders.

• Adam Bomb is in WWF
Wresdemania.

NerPro

What’s on the Web? Tons! One way to keep up with the latest

computer games is by accessing Pacific HiTech’s Web site (http:

//www.pht.com/). Pacific HiTech houses the largest and most

popular games archive on the Net, storing hundreds of playable

samples that you can instantly

download. GameHead is an

offshoot CD you can subscribe

to, which brings the games

right to your computer on a

regular basis.

Here are more Web addresses

for game companies:

3DO: http://www.3do.com

Atari: http://www.atari.com

Mortal Kombat3: hnp://198.49.168.S/~mkruse/mk3/mk3.html

Philips: hctp://spider.media.philips.com

Time Warner Interactive: http://www.pathfinder.com/twi/

III an exclusive GamePro Online
* Scorpion and Kitana are in conference, Roger SAarpe revealed

Ultimate MK 3. some of the secrets of HHUNHI^A
Open fee; 2 on 2 Challenge.

* Multiple views of fatalities

are a possibility for a future MK game.

Online Options
Some of the areas you can explore In GamePro Online:

• Chat rooms (live conversation) * File vault (game-related

• Talk with a CamePro
info, including FAQs)

editor (every afternoon * Archive (back issues of

in the chatroom) GamePro)

• Message boards (posted • Guest conferences

comments and tips) (meet the experts)

E-mail us youp comments through America Online - —

-

or at this internet address:

GAMEPRO Jiiiiry 189026



BUSTEfS
Get back into the

game immediately

with Power Swan.”

Power Swap gives

you a permanent

replhceAentnnit

NOW. You'll

be back into the

game with no wait

and little expense!!

y



lar since he's composed en-

tirely of geometric shapes.

Thanks to Vector Piece Anima-

tion, though, the 'Man’s body

is actually 23 individual

sprites moving in unison.

Ordinary 16-bit games are

created by using animation

techniques similar to those

used for two-dimensional ani-

mated cartoons. Basically,

these techniques involve flip-

ping through individually

drawn, static ceils to create

the illusion of motion. In

video games, the animation

"flips" through sprites, the 2D

graphic images we know as

video game characters, Vector

Piece Animation enables pro-

grammers to coordinate the

movements of several individ-

ual sprites at a time and com-

bine them to create complex

onscreen images like Vector-

man and his foes.

In order to quickly perform

all the mathematical calcula-

tions necessary to keep the

swarms of sprites in sync, the

Vector Piece Animation pro-

gram uses the 16-bit Genesis

CPU to identify locations

where sprites will move rather

than redraw each individual

sprite. This frees up additional

memory within the 16-mega-

bit Vectorman cartridge for

other gameplaying activities.

Thanks for the

Memory
That newfound memory can

be put to good use by savvy

8AMEPRQ •

programmers. Most notice-

ably, the animation speed can

be boosted significantly. For

example, Veaorman clocks

in some animation at a blis-

tering 60 frames per second!

Up to this point, the best that

most 16-bit carts could pro-

duce was approximately 26

frames per second, close to

the frame rate of animated

TV cartoons,

Vector Piece carts should

be better able to display 3D

graphics, and in fact every

Wctorman boss charaaer is a

unique 3D image. That's all

possible because the cart sili-

con is now free to manage all

the mathematical calculations

necessary to manipulate all

those 3D polygons.

Vector Piece

Agreements
VP Animation doesn’t bump

up Genesis polygon-pushing

to Saturn levels, but from now

on, 16-bit carts will be able to

handle more complex imagery

than before.

You can bet that Sega

won’t keep Vector Piece Ani-

mation under wraps; how-

ever, it may take time for

third-party developers to

master the new graphics tech-

nique. You may have your

heart set on a Saturn, but keep

an eye on your Genesis. Q
Jaiiirir U88

E
ven as Sega pumps up the

Saturn, it’s continuing to

push the Genesis develop-

ment envelope with Vector

Piece Animation. VP Anima-

tion is a rendered animation

programming technique that’s

designed to create complex,

three-dimensional worlds

within standard Genesis cart

specs. If you’ve played Vector-

man (and anybody who con-

siders themselves a Genesis

gamebuster definitely should),

you're witness to Vector

Piece’s 3D handiwork.

BotlybySega
in a nutshell, Vectorman (see

ProReview, November ’95) is

a heroic robot who must

morph into a variety of high-

tech weapons in order to rid

the Earth of a maniacal walk-

ing A-bomb. At first glance,

the Vectorman character looks

fairly simple and unspectacu-

Vector Piece Animation coordi-

nates the movement of Vector-

man's 23 individual sprites.

Ihanks to Vector Piece Animation,

every boss Is also a menacing

mass of polygons.



ALL NEW
MAYHEM
MOVES
LIKE THE

SHOCKING

"HAND

BOZZER"!

NO RING CAN CONTAIN W. WRESTLEMANIA'

MORE REALISTIC

WRESTLING ACTION

THAN EVER—REVERSALS,

PIIEDRIVERS AND

BODYSLAMSI »

AiiliA'
iniiim

SUPER NES

^tENESIS t

£ WorlO Wrestling federation. WiestleMania and Its logos are registered trademarks ot TitanSoorts. Inc. All distinctive character names and tikeitesses ate trademarks ot TitanSoorG. Inc. €>1995 TltanSoorts, Inc. All

nghts reserved. Nintendo. Super Nintendo Enteriamment System and the otficial seals are regisieied trademaiks ol Nintendo ol America, Inc. €1991 Nintendo ol America. Inc. Sega. Genesis and 32X are trademarks

ot Sega Enterprises Ltd. All rights reserved 'PlayStation" Isa trademark ot Sony Computer Entertainment. Inc. Windows '95 is a trademark of Microsoft Corporation. Acclaim Is a division of Acclaim Entertainment,

Inc.® & 0199S Acclaim Entenainmeni. Inc All rights reserved Screen shots shown are,takentromiHe Sony PlayStation version of me videogame. ' Bam Bam Bigelow and Yokozuna are not on Super Nes.



A Player’s Guide to Power Peripherals

ByTtieLabRat

We’ve been ringing in the New Year, “lab

style.” It’s out with the old and in with the

new, so you know we're talking more accessories

for 32'bit systems! Now if I could only get the Lab

Hamster to take the lampshade off his head....

the U.S. distributor, will have

more codes and updated ver-

sions of the Pro Action Re-

play as the info becomes

available (see "ProNews" for

more details).

While the PAR Saturn’s cost

is steep at $80, you’re getting

quite a bit for your money.

Pro Acikm Replay

Rings Saturn
Thanks to Datel Electronics

in the U.K., you can now break

the programming barrier on

the Saturn with the Pro Ac-

tion Replay. This cart drops

into the memory-cartridge

slot and actually doubles as

a memory cart, among other

things. VWth one meg of Flash

RAM, you get five times the

added storage capacity of

the Saturn, so you can copy

saved games to and from

the internal memory. It also

unlocks your American Sat-

urn to play European and

Japanese versions of games.

A PC connector port en-

ables you to connect your

ftoXctHKi Replay

System.’ Sabint

Features: ms cart expands

your Saturn's

memory five Omes

over and enaUes

you to play Japan-

ese end European

Saturn games on

^Hir American sys-

tem. Most Impor-

tantiy,llletsyou

enter cheat codes

Just like antiielS-

bit Game Genies.

Price: $79.99

Availatde: Now

1
Contact Tommo

81S/839-875S

Edgise stick

System: Saturn

Feabires: AatiiNre, slo-mo,

and synchro fire

Price: $39.95

Available: Now

Contact Tby and electronic-

games stores

fhe main menu screen of the PAH
Saturn with the Select Cheats and
Memory Manager opOons

Saturn to a PC for use with a

soon-to-be-available “Comms
Package.” The package con-

tains software that helps you

find cheats and debug Saturn

games.

Unfortunately, this cart

won’t search for new codes

as the 1 6-bit Pro Action

carts did. However, once

you have a new code, you

won’t have to re-enter it

every time because a new

menu-driven system saves

the codes after you initially

enter them.

The cart comes with

codes for only three Ameri-

can games (Bug!, Robotica,

and Virtua Fighter), plus

codes for 20 Japanese and

_J European games. Tommo,

Black Hole stick
Like the Eclipse Pad before

it, STD's Eclipse Stick

for the Saturn is ajoystick

that’s cheaper than the one

being offered by Sega.

This lightweight unit is en-

cased in black plastic and

has a metal bottom. An LED

display enables players to

customize slo-mo, autofire,

and synchro fire.

One of the first things

you’ll notice about the Stick

is how small it is. Only the

hand of an 1
1 -year-old will

comfortably rest on the small

base supporting this Joystick.

While the Stick's six buttons

don't have a great deal of

spring, they're a good size

compared to the wafer-thin L

and R buttons. If you can live

Jiiiary 1181

with the small base and tiny

shift buttons, though, this Stick

isn't a bad deal.

MadAboutMad Cab
The Advanced Controller

from Mad Catz offers Sony

players another control-pad

alternative. It looks and feels

like the stock PlayStation pad

with a few differences.

Up front you get added

slo-mo, autofire, and turbo-

fire options. It has a much

nicer rolling directional pad,

which is especially helpful

TheAdvanced
Controller

System: nayStatkm

Features: Offers sh-mo,

auto^^ and turbo
Ore.

Frtee: S24.9S

Available; Now

Contact Ibyandelectmnic-

gaming stores

for fighters who have a hard

time pulling off special moves

that incorporate diagonals.

On the downside, the but-

tons aren't the same quality

plastic found on the stock

pad, but they have good

spring.

At $25, this is definitely

one of the nicer PlayStation

controllers you can get for

your money.
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Mill

„ How Ions can you 50 with-

’
.

out sleep’ Because if you even

blink, BaronM's

diabolical dream will

annihilate your wwld. And tbe

human race is looking to you to reclaim

the powerful Li^isiar Oystal. Hot to mention his death

1
squad of Skeleton Warriors!“

Iliese ?uys don’t have a forgiv-

"
ing bone in their bodies, so

with ovH' 20 levels of ^esome

}-D gamage, p may lose your

mind in a sleepless hell. But

if you're defeated, it's a sure bet you'll be sleeping with

the enemy, For eternity.

SEGA SATURN



24 megs. With rendered

graphics. Battery backup.

A hero and his shape-

changing dog. Ancient

civilizations, prehistoric

jungles, medieval king-

doms, futuristic cities.

All on one strange planet.

Discover the Secret of

Evermore. And remember

to put on your game

face, 'cause this one

ain't going to be pretty.

THE FORCE OF EVIL
THE FORCE OF GOOD HAS





'ItlEGUV|EMAKER&

^^our first encounter with a video

X game is usually from a picture

in a magazine, an arcade screen, or

a TV commercial. Every good game
needs a unique and compelling “look"

- sort of a visual personality - that

sets it apart, That “look" is generated

by artists who use pens, paper, and

computers to turn imagined scenes

into video games. John Tobias, one

of the industry’s most famous artists

and one of the originai creators of

Mortal Kombat, tells us about his life

as a video game artist.

The Background
“When I was about seven years old, my
dad bought a Pong/racing game. From

then on, I was a video game Junkie. 1

played everything I could. I worked at

John Tobias

Williams
Bally/Midway

Video game

designer/artist

Carnage, Smash
T.v.

Ultimate MK, 3

American Academy of

Art, Chicago (Illustra-

tion major; also stud-

ied figure drawing
,

and computer graphics

Name
^ Company

Currenfjob title

writtM and drawn by John. (Copyright ^
1994 Midway. Reprinted by pemlsslon.)

previous games

Usigame

Education

have creative ima»i
nation and the abiliti^
$0 express ideas visu-
ally. Excellent drawing]
^kills and knowledge of-^

(^puter- illustration
P^K^s required.
Comic^

^
Mailing address

leplay-
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a grocery store carrying bags

to earn quarters for the arcade.

“Meanwhile. I’ve been draw-

ing for as long as I can remem-

ber, Like any five-year-old kid,

I was into drawing Superman

and Spider-Man. i kept on draw-

ing, even when I lost interest

in comic books. I took all the

art courses in high school

and weekend courses at the

Art Institute of Chicago.

“My first professional art

job came when I was a high

school senior. I created an

album cover for a compilation

album of Chicago bands.

Shortly after that I went to the

American Academy of Art,

where I got a Job doing art for

a company called Now Comics.

For almost two years I worked

on the comic-book adaption of

The Ghostbusters canoou.

‘Throughout high school, I

was always dabbling in com-

puter graphics. I worked on

the Amiga when it first came

out, then I got an Apple II. At

the Academy I studied a few

early 3D-graphics packages.

“My break came when a

6<xm.el^dker's Gallery
A.AAAAAAA % AAAAAAAA ^.lAAAAAAA A aaaAAA*A

friend got a Job at Williams.

They were still hiring, so I

brought in my portfolio, and

they put me to work on Smash

TV. Then I started on Tot^

Carnage at the same time that

Ed Boon was here

doing Super High-

Impact Football.

That’s when we
started talking about

doing a fighting

:

game together."

Kombat
"With Mortal Korn-

John’s first game at milarns ms bat, I basically created the

characters, their stories, and

the look of the game, and Ed

handled the software and the

moves. But there was, and

still is, a lot of give and take,

so the MKs really are true

team efforts.

"I began the first MK by

drawing rough sketches of

each character that would

always change as we got

deeper into the game. For in-

stance, in the first MK, Sonya's

character was actually Jax’s

character. We wanted a female,

so we applied Jax’s story to

her. It wasn’t until MK II that

we introduced Jax.

“The original MK was

inspired by old martial arts

movies. Shang Tsung was

the stereotypical old

man with long white

hair I’d seen in the

movies as a kid. Liu

Kang was originally

going to be a tradi-

tional monk - bald

and in robes - but he

wound up resembling

Bruce Lee.

“Goro resulted from a dis-

cussion I had with Ed where

we decided we wanted a big

brooding character. I made

Coro slightly Asian-looking,

and the idea for his four arms

came out of one of the old

Sinbad movies, which had this

multi-armed sword-fighting

statue that came to life,

“We've always done every-

thing we can to make each

MK game visually sharper. To

me there’s a huge jump in the

quality of the graphics from

the first MK to the second.

The first game was filmed

with a Hi-8 camera, and we
were pretty much novices

at digitizing the Images. But

for the second one, we devel-

oped our own method of grab-

bing screens and got the blue-

screen techniques down per-

fectly. Plus we invested in

a better camera, which all

added up to a better game.

the MK games different from

each other. We had more time

on MK II to spend on each char-

acter, time we didn’t have in

the first MK, which was done

in six to eight months. For MK
II we could retouch each char-

John’s
familiar MK figures
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John’s original sketches for UK B

show how Shang Tswig evolved

from an old man to a young

fighter to a demonic creature.

acter pixel by pixel to add de-

tail and muscle enhance-

ments. We also made MK ll's

characters and backgrounds

darker and more ominous

than those in MK I.

"There are always things

we wish we could've added.

In MK II, we still didn't have

enough time to do all the

characters the way we

wanted. Kintaro ended up as

just a Coro spinoff. I based

him on Coro’s species, adding

different markings, but I was

never really pleased with the

Kintaro character. There was

another character we were go-

ing to use in MK 3 but we

never did. He was going to be

this huge brutish character

with a war hammer. We used

the war hammer with Shao

Khan, but that's not what we
originally intended."

The Job
"For me, the work changes

over the months as we’re

working on a game. In the be-

ginning, there’s a lot of hand

drawing as I try to interpret

visually the game ideas that

are floating around. Drawing

skills are really important at

this point. If you have drawing

skills, you have an edge over

artists who are really good

with a computer but who can’t

put things down on paper.

"Then I'm on the set help-

ing with the filming, setting up

the lights, and working with

Samples of the computer art John created when he was In high school

Ed and the guys to get the im-

age we want on film. Later I

work only at the computer. So

i have to have three different

sets of skills: one set for draw-

ing, one for the filming, and

one for the computer.

“The hours are manageable

at the beginning of a project,

but as the

skills. 1 think it's important to

keep focused on your draw-

ing. Draw everything to con-

tinually hone your skills. And

study other artists to maintain

a wide range of influences.

Study figure drawing - you

don't become truly proficient

as a comic book or video

game clarifies,

the hours start

to add up. We
all try to pace

ourselves, but

things don’t al-

ways work the way we want,

so we end up throwing out

some ideas and starting over.

"Tkiat’s why we sometimes

end up working 24 hours

straight. An example of this

happened with MK 3; I remem-

ber that we made a lot of late

changes to Shang Tsung's

look. I was still doing prelimi-

nary character sketches in the

last few months of that game."

The Advice
"I considered going to a tradi-

tional university like the Uni-

versity of lllinois-<!hicago, but

if you spend your time study-

ing other subjects besides art,

they won't help your drawing

“We made a lot of late chaiges

to Shang Tsung’s look in MK 3.”

- John Tobias

MK 3 Artist and Co-creator

game artist until you can ac-

curately draw figures in life.

“I never knew I wanted to

work in the video game field

until the graphics got good.

My original goal was to be an

illustrator and get into comic

books. Fortunately, I had the

computer training that al-

lowed me to grab the oppor-

tunity when it came around.

“So to work in video games,

you need to go to a school

that has the latest equipment

and can teach the latest com-

puter graphics. If I walked in

the door now to get hired,

and I had only the computer

skills I had back when I came

out of school, I don’t think I'd

get the job today. Most of the

computer skills I know now

I’ve learned on the job. Young

artists should make sure they

can work with most of the

computer-graphics packages

that are available.

“Everybody always wants

to have a resume full of work

___ experience but I

think your art

portfolio is more

important. We
hire a lot of

artists right out

of college with al-

most no work experience be-

cause their portfolios say

everything about them. When

you see a tape of the com-

puter work they’ve done, and

a collection of their hand-

drawn illustrations, you know

what that person can do.

“It's probably not vital to

be a great gamer. We’ve hired

artists who don’t play video

games, though it’s a plus if

you already know what video

games are out there. I still

think it’s way more important

to just draw. Draw as much

as you can and keep yourself

open to a wide variety of

artistic influences." Q
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Nintendo

GamePro gets tlje^lrw

By The Feature Creature ^ • - . «_

and me, but m soon beg^n ’ 1

Killer Instina and brought ir^

Ken Lobb as a development

manager. Last year we addi

three more testers for Donkt

Kong Country. Wfe have aboi

eight people now, all in their]

mid-twenties. ^

while we were working on

Donkey Kong Country. Maybe

they thought we were a bunch

of apes monkeying around.

GP: How many people were

on the original Treehouse

team?

DO: It started with just Tony

CP: Describe the Treehouse

location.

DO: It’s a little different fror

typical offices. For security

reasons we work in an en-

closed area that requires a

special access badge. Not

many people have ever been

inside. It's decorated with lots

of displays, pictures, and

awards.

Dan Owsen ki his neehouse office

IMnginthe
Treehouse
6P: VWiat’s the Treehouse's

current role?

DO: Our ongoing mission is to

find the best developers in the

world to help ws create Nin-

tendo games, and to work as

a liaison between those devel-

opers and Nintendo. To that

end, we look at a lot of

Dan Owsea and Ken tobb stand

eutaUe Nintendo’s bidUIng In \

Redmond, Washington. * ^

games, and we meet a lot of

developers.

There are two types of

game developers: Some work

well on their own, while others

are good at working from a

publishers specs. We've made

a point of finding developers

who can originate ideas and

What do Donkey Kong

Country, Killer Instinct,

and Donkey Kong Country 2

have in common? These block-

buster SNES games were all

created under the auspices of

the Treehouse, Nintendo's fa-

bled think tank in Redmond,

Washington. There, a select

team helps create some of Nin-

tendo's biggest games. In this

exclusive interview, Projea

Manager Dan Owsen discusses

for the first time the inner

workings of the Treehouse.

Treehouse Hoots
GaiiisPro: How did the Tree-

house begin?

Dan Owsen: It started about

two years ago when Tony Har-

man, who’s now the product

acquisition and development

director, was told to find out-

side developers for Nintendo.

At that time we were still

supporting the NFS, the Came
Boy, and the SNES, plus we

were starting to work on Vir-

tual Boy and Ultra 64 games.

It was too much for our in-

house developers, so we went

outside to recruit great devel-

opers like Rare to make Nin-

tendo games.

Tony and I started the

Treehouse as a support group

for those developers. We'd get

them materials, test games,

make lots of suggestions, and

offer marketing ideas.

: Where did the name Tree-

house come from?

DO: Someone came up with it

6AMEMB • Jiiiary ISIS40
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testing and by contributing

ideas about what Donkey

Kong could do at different

points in the game.

Monkey Business
GP: What lessons did you

learn from DKC that you ap-

plied to DKC 2?

DO: Many of the lessons were

on the technical side. Rare ob-

viously learned a lot doing

DKCs graphics, and they used

that knowledge in DKC 2.

DKC taught us that gamers

want more challenge. We

wanted DKC to appeal to a

wide audience, so we toned

down the difficulty to make

the game accessible. Expert

players told us that the game

was too easy, so we've upped

the challenge in DKC 2 by

adding more to do and differ-

ent kinds ofgameplay. For in-

stance, in one place, instead

of running andjumping, you

have to steer your characters

through this wind tunnel.

We also have some charac-

That’s Henry StercM at the con-

trols with Joe Bayne behlml him.

Henry and Joe are two of Hie

Ken Lobb mth reminders of Killer

htsHoct In his Treehouse office

game freak. He worked closely

with the design team, provid-

ing lots of suggestions, for ex-

ample, about the combo sys-

tem. For Donkey Kong

Country, we helped Rare all

along the way with lots of the

bring them to us. We like de-

velopers who don’t need a lot

of help, people who are great

working independently.

CP: What’s your role as pro-

ject manager?

DO: Management. For exam-

ple, I manage a lot of what

Jiare does, checking what

the/re doing, helping with

ideas and testing, keeping

them on track, and approving

everything they create.

CP; Explain how the Tree-

house steers a game’s course.

DO: Ken Lobb contributed lots

of ideas to Killer Instinct, be-

cause he's a real fighting-

Oan Owsen shuffles Killer InsHnci

cards Itt his Treehouse office.

testing, tesAW pmiact,
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ters who add new abilities.

Dixie, for instance, can spin

her ponytail and float. One

main character can pick up

the other and throw them,

and the interaction between

Diddy and Dixie leads to dif-

ferent gameplay possibilities.

k'CP: What are some of the cool

details that gamers might not

notice the first time through?

DO: There are subtle differ-

ences between Diddy and

Dixie. The main differences

will be obvious, as when Dixie

flies, or the different ways

they pick up barrels. But you

won’t discover the smaller de-

tails about them until you've

played the game a while. At

certain points, you'll realize

it's better to use a specific

character, so Diddy and Dixie

operate like a tag team.

CP: What are you proudest of

in DKC 2?

DO: DKC blew away everyone

with its graphics, so our chal-

lenge was to top that. Rare

improved the graphics and

the details, so there's a much

wider variety of characters.

Special effects hdp make

DKC 2 a great game. For ex-

ample, in one level you're on a

partially sunken ship, and as

Changes in the water level enable

DKCZswimmeis to move to differ-

Inside the siadfen ship.

DWhcdit
**ChOHICl6W
Rare has created a variety of unusual

characters for DKC 2, and they’ve im-

proved the graphical details.

you swim through it the water

levels raise and lower to take

you to new areas. That level

also has some impressive 3D

effects in the background, and

the rainy levels look great.

Treehouse Tomorrow
CP: So what’s in the future af-

ter DKC 2?

DO: DKC 37 (laughs) We're

working with Rare on some

cool-looking Ultra 64 titles.

With the processing power of

the Ultra 64, we'll be able to

do more with 3D and real-

time graphics. The texture

mapping will look better in

some cases than what you see

in PC games because the

memory storage on silicon

cartridges is so much faster.

The Ultra 64 is really fast

and fluid, and I've been im-

pressed with what I've seen of

the games so far. Our focus is

still going to be to make fun

games that are entertaining

to play.

It’s hard to know what the

guys at Rare are going to

come up with, given all this

processing power. There are

some things that game design-

ers have always wanted to do,

and they’ll finally be able to do

them on the Ultra 64.
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W hat is Sega planning for

the Saturn? To find out,

CamePro went straight to the

source. Based in Redwood

City, California, Sega's Away
Team is a group of game de-

velopers who work exclusiveiy

on Saturn games. Here's an in-

sider's look at the team and

their Saturn plans,

Saturn Games:

Make It So
CamePro: How was the

Away Team formed?

Lori Von Rueden, product

manager The Team began in

1993 when it was assigned to

work on the upcoming Saturn.

Originally we began as a

quickly moving “tiger team"

designed to get some games

ready immediately for the

Saturn's May '95 launch.

Erik Wahlherg, assistant

producer. The first things we

worked on were Bug!, Black

Fire, Chen War, NHL Hockey,

and another game that was

later dropped. The core group

grew into the Away Team,

which now includes Saturn peo-

ple from other departments.

CP: Where does the name

"Away Team" come from?

Eric Rawlins, assistant pro-

ducer: We needed to identify

this Saturn group somehow,

so we came up with about 20

names, most of which are un-

printable. The name has a

Star Trek reference, and it’s

appropriate because some-

46

With the

Away Team
Meet Sega’s Away Team, the elite group of
developers creating games for the Saturn.

By The Feature Creature

Some of Ok Away Team la trout of Otek coierM wan of graffiti. That’s

LartVoaRueOeaonStewApoir'ssheuUeis. To the rightan Eric RawOns,

Chris CuOtffe, Dante Anderson, and Erik WaMberg.

body is always “away" in Lon-

don or somewhere helping

with the lineup of interna-

tional products.

CP: How many people are on

the Away Team?

Erik: It changes constantly,

but there’s a core group of

about seven. We all work on

several Saturn games at a

time, everything from shoot-

ers to RPGs to sports games.

Group Dynamics
CP: What was the Away

Team’s original mission?

Steve Apour, senior pro-

ducer: Our mission was to

make cutting-edge products

for the Saturn. We wanted to

be ahead of everybody else.

CP: How did you plan on do-

ing that?

GAMEril •

Steve Payne, vke president

ofproduct deveiopmenu
First, we made sure this group

was totally focused on the Sat-

urn and wasn’t pulled off into

other projects. Also, we built

the team with talented people

who were young enough to

have more in common with

our customers and would

know what they wanted. If

they’d been the

typical older pro-

grammers, you’d

be seeing a lot of

PC ports now in-

stead of the fresh

titles we've created.

CP: How does the

Team work, individ-

ually or as a group?

Steve A.: We really

are a team. We help

Jaiiapy 1IBI

each other out, we give feed-

back on all the projects, and

we brainstorm constantly.

When somebody comes up

with a great idea, we all

look around and say 'JeahT

/fs a very democratic way

of working.

For example, with Bug!

our goal was to come up

with something fresh that

looked like a real animated

movie. We sat around brain-

storming ideas for the main

character, and we came up

with about 30 creatures,

everything from an amoeba

to a penguin. Bug! was almost

about Coolie the Penguin.

Once we were working on

Bug!, we'd meet twice a week

to talk about gameplay, just

to plow through it and decide

what the system could do.

Some ideas we weren't able to

include, such as the “wait ani-

mation" where Bug was going

to leap up and come down

right in your face.

The Away Team's home Is inside Sega's shore-

line headquarters In Redwood City, Callfomia.



Coming to America
Erik: Besides creating the

games, the Away Team also

helps shape the way they’re

advertised. IVe know the prod-

ucts better than anyone, so it

makes sense for us to partici-

pate in the way they're pre-

sented. For instance, our new

RPC, Mystaria, is a very dy-

namic game with exciting

graphics, but the screen shots

shown on the original box

weren't very good, so we de-

cided to produce better shots.

Lori: One of the cool things

about the original team was

that marketing and product

development were meeting to-

gether all the time. We were

involved in planning the games

and how they would be mar-

keted. When we had to bring

over Japanese games for the

American market, such as

Virtua Fighter and Panzer

Dragoon, we decided how to

change them for their Ameri-

can release.

CP: What kind of changes did

you make?

Chris CutUfft, assistant

producer: One example is our

Christmas baseball title. In

Japan it's called Createst Nine,

but here it's World Series Base-

ball. We added American stadi-

ums and players, which actu-

ally was pretty fun because of

course we had to check out all

the stadiums. We also added

some rowdy announcers that

are really cool.

Eric: Another example is Mys-

taria. We made the dialogue

more sophisticated for Ameri-

can audiences.

Dante Anderson, producer.

With Clockwork Knight, we

made the game tougher. For

some reason, Japanese audi-

ences like to beat their games

very quickly, but Americans

want more challenge, and

Europeans like the games

tougher still. There are lots of

ways to make a game more

di^cult - you can eliminate

continues, lower the number

of lives, or make bosses harder

to kill.

Future Games
CP: What new titles are com-

ing soon?

Michael Meischeid, pro-

ducer. Our sports guys have

NBA Live coming. We'll have a

“basketball camp” so you can

practice your shots, and in-

stead ofhocke/s “puck cam,"

we'll have a “ball cam" so you

can see the action from the

ball's perspective. Live should

have the most 3D graphics

ofany title out there. If you

played our NHL Hockey, you'll

be instantly familiar with the

basketball game. Some things

are new, but there's continuity

between the titles so you can

play them right away.

Steve A.: Congo will be cool.

It's got the grey apes that

come right up to you and

smash your head. You get a

variety of looks in the game,

and its one of the first with

dense jungle foliage as the

background. The graphics and

sounds are going to be great.
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Lori: Virtua Cop is also com-

ing. It'll ship with the Stunner,

a great arcade gun.

Erik: Mystaria will be the Sat-

urn's first RPC. It’s gigantic

with more than 60 rendered

characters, 1 50 fantastic

moves, 6 different viewpoints,

and everything’s 3D. There

are 600 pages of text.

Eric: Black Fire will be a good

military shooting game. You

fly into fully rendered 360-

degree terrains, so you can go

anywhere you want and shoot

anything you see. There are

about 21 levels, and every-

—

—

eiack

thing’s sort of modeled after

the Comanche series. IVe

won't need to make this one

any tougher for the European

market because it's already

pretty difficult.

Steve A.: Chen War is our

mech game. You're in a mech-

anized suit 100 years in the

future. Aliens have taken over

the solar system, so you have

to go planet to planet to elimi-

nate them. It's a fully ren-

dered 3D universe: You can

jump over and under objects,

GAMEPRe •

you can go all the way around

things, and we place lots of

objects onscreen simultane-

ously. It's a fast-paced game

thafll feel very different. Some

levels are in narrow corridors

like Doom, other levels put

you outside on these weird

landscapes, and there are

recognizable cityscapes, such

as Sydney, Australia. It also

has about 20 minutes of full-

motion video.

Dante: Clockwork Knight 2

will be like the original game,

but we've improved the use of

technology and textures so the

game looks even better. It has

more three-dimensionality,

too, so the gameplay will be

a little different.

Tim Dunley, team leader:

Because of the great success

of Bug!, we've been able to

spec out our plans for Bug 2,

which we're hoping to have

ready for Christmas '96. The

guys who did the first game
are rolling right into the se-

quel, and they're working on

great new gameplay dynam-

ics. We’re going to introduce

some important new charac-

ters while maintaining the

same tongue-in-cheek humor

that was in the first game.

The Coolie the Penguin char-

acter Steve mentioned may
appear as a hidden character.

There may also be some more

Sonic characters.

Dislant Fubre
CP: What do you know about

the Saturn now that you didn't

know two years ago?

Steve P.: More and more

we're learning what the Sat-

urn is capable of. From work-

ing on new games, we've

figured out how to push more

polygons and get double the

frame rate, so our future

games will be more impres-

sive than our prst games.

Tim: As we enter the third

and fourth wave of Saturn

Jaiitry 1991

software, we're really begin-

ning to exploit what the ma-

chine can do. We're working

with bigger characters, a

much higher resolution, and

much deeper color palettes.

CP: Any other surprises from

the Away Team?

Erik: We're also working on

some games for true 3D hel-

mets. The headgear being

planned will enable you to look

out through a player's eyes in

a baseball game, and as you

turn your head you’ll look any-

where around you. You'll really

feel like you're Steve Young

throwing a football, rather

thanjust watching a 3D object

being thrown across a screen.

We haven't perfected it yet, but

maybe by Christmas '96 you'll

see something that’s ready

and affordable. The future's

looking awesome!
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Expo ’95. Here’s a peek at

to America soon.

An International View on Video Games

Our man inJapan

^ lea led "Alp»w

O n early October, Sony

Computer Entertainment

(SCE) and 52 third-party pub-

lishers gathered at the Tokyo

Convention Center for Play-

Station Expo '95. The show

was a resounding success

with big crowds numbering

in the tens of thousands. The

high degree of fan interest

clearly attested to the Play-

Station’s growing popularity

in Japan, where system sales

may clear the 2 million mark

by year end.

As of early October, close

to a hundred PlayStation

games had been released. By

the end of the year, the num-

bers should swell to almost

200 titles. Here’s a rundown

of the more exciting upcom-

ing titles in japan.

The biggest draw was

Namco's Ridge Racer Revolu-

tion, the sequel to Ridge Racer

with new tracks and two-sys-

tem linkup. The game is as-

tounding! It plays much like

the original but with a lot less

grip, so you feel as if you're

driving on ice. Ridge Racer

Revolution’s due in early De-

cember in Japan.

Namco also announced Ar-

cade Collection Voi. 2, which

will contain Xevious, Capius,

Cutie Q, Mappy, and two

other classic games.

Capcom had a huge sur-

prise: Street Fighter Zero

(called 'Alpha” in the U.S.) was

up and running with six fully

playable characters! It's on its

way hopefully late this year,

perhaps even before Dark-

stalkers is released. Konami

had Snatcher on show, video

demos of Goemon (a sequel

to Mystical Ninja on the SNES),

and Policenauts, the sequel to

Snatcher, which will be re-

leased next spring.

Takara exhibited the arcade

version ofToshinden 2, which

looked and played Incredibly

well. The PlayStation version

will be released on December

29 inJapan. BCE’s big game

was the RPC Beyond the Be-

yond, coming in November.

Horned Owl, a Lethal Enfor-

cers-type shooter, looked good

with a gun made by Konami.

Sony Music Entertainment

had running a working ver-

sion of Kileak the Blood 2. Ex-

pect this sequel in December.

The company also exhibited

Two Tenkaku, a vertical-

scrolling shooting game due

in November.

Among the other promising

titles were Taito’s Ray Tracer,

a racing game; Asmik's Side-

winder, a flight sim; Atius’

Cunbird, a shooter; Xing's In

Sony's Ug tide-play/iig gam
Beyond the Beyond

the Hunt, which is item’s old

submarine game; Jaleco's

Slam Dragon, a polygonal

fighting game; Human's The

Firemen 2; and Banpresto’s

Super Robot Wars 4S, a war

sim/RPC. With these and other

games on the horizon (includ-

ing those made outside

Japan), PlayStation's future in

Japan looks brilliant. Qj
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Coming Soon
We spotlight some hotJapanese titles that may arrive here soon.

By Nob Ogasawara

Snatcher (Pisrsum;

T he classic sci-fi ad-

venture game for

the PC Engine and Sega

CD is on its way to the

PlayStation by the end of

this year and will be

available for the Saturn

sometime next year. The

Blade fiun/?er-style story fo-

cuses on a rogue band of bio-

mechanoids called Snatchers

that kill people and assume

their identities.

You play as Gillian Seed, a

Snatcher hunter who must un-

ravel the monstrous plot be-

hind their sinister machina-

tions. As the 32-bit versions

are essentially identical to the

Sega CD version but with

much better graphics, there’s

a good chance that Konami

will bring Snatcher stateside.

Published by KoaemI of Japan

Devel<ved by Konami

1 player

Available Decendter

Panel de Pan (Super Fandcon)

Y et another addictive puz-

zle game from Nintendo

joins the likes of Dr. Mario,

Yoshi’s Cookie, and Wario's

Woods. Panel de Pon is like a

mix of Yoshi’s Cookie and

Columns with a twist - you

slide around two adjoining

panels to put three panels of

the same sort together and

make them disappear. Of

course, you can trigger chain

reactions by lining up panels

in advance.

Instead of dropping from

above, panel pieces rise from

the bottom of the screen,

but that shouldn’t be a set-

back for puzzle fans. Given

Nintendo's excellent track

record with puzzle games,

Panel de Pon should be a

noteworthy release.

Published by Nintendo of Japan

Develop by Nintendo

2playefs

Available October

Live Oshaberi Pantdbis (Super Famicoa)

T he latest title in Konami’s

oddball series of shooters

brings the Cradius parody ex-

perience to life with over-the-

top color commentary in the

same manner as their excel-

lent Powerful Pro Baseball se-

ries and Perfect Eleven soccer

games.

Like the previous Parodius

games, you can choose from

odd characters, including

flying pigs, octopi, cats, bunny

girls on missiles, stick figures

on paper planes, and even

Twinbee. Each character has

their own weapons that are

powered up by collecting

items left as debris from

downed bogies. In the same

manner as the Twinbee shoot-

ers, characters can also pick up

special powers by collecting

bells of different colors.

PuUlshed by Konami of Japan

Dev^o^ by Konami

1 player

Available December
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Sega Rally Championship B1
This rally-racing follow-up to

Daytona is swerving onto the

Saturn for more rowdy finish-

line sprints. A direct port of the

arcade game, Sega Rally pits

one player against the pack, or

two players can battle from a

split-screen view,

With texture-mapped

graphics just like Daytona’s,

Rally steers you around three

tracks in the desert, forest, and

mountains, where you’ll pass

over gravel, dirt tracks, and

other tough terrain. Four per-

spectives and extensive com-

mentary on track and race con-

ditions will help you keep a

firm grip on the wheel. Racing

fans are sure to rev their en-

gines for this one.

By Sega

Avallal^ December

Battle Arena Toshinden
Remix B
Now Sofia has something to

say on the Saturn as Sega

whips its version of one of

Sony’s biggest games into

shape. So what's new in this

round? Details are still sketchy,

but Sega (of course) promises

to ramp up the already-daz-

zling graphics for the Saturn

version.

The good news for fight-

ing fans is there'll be at least

one new character, as well as

new moves for the other eight

members of the Toshinden

cast. New Battle modes will

reportedly offer fresh takes on

the gameplay.

BySega
Available January
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Revolution X

Aerosmith rocked the arcades

last year with Revolution X, and

now the intense first-person

shooting action is blasting onto

home systems (PlayStation

pictures shown here). You’re

up against the New Order Na-

tion, a group that’s trying to

take over the world by control-

ling the minds of young people.

The five nonlinear levels send

you blasting through Califor-

nia and England, and you can

choose a different path through

the carnage each time.

A musical theme per-

vades the game, so many of

the power-ups come in the

form of exploding CDs. Music

and cameos by Aerosmith are

peppered throughout. Acclaim

promises to back up the action

with shaip graphics.

ByAcdakn
Available November

Spiderman: web of Fire

^2
32X owners starved for some
new action/adventure game-

play to add to their lean game

libraries will thrill at Sega's

next one-player title for the

drought-ridden system.

In Spiderman; Web of

Fire, the Webbed One is

trying to protect the Big

Apple from electrical

spires that threaten to

melt the metropolitan

melting pot.

Spidey’s looks should be

first-rate: The 3D graphics are

being rendered on Silicon

Graphics com-

puters using

motion-capture animation

technology. The webslinger

should also sport more moves

and attacks. Let’s hope Sega

delivers on all promises - or

cart-hungry 32X gamers may

be slinging more than webs.

By Sega

Available March

NBA In the Zone Impact Racing CSSSUB
Suit up with real players from

the 29 NBA teams for five-on-

five hoops in NBA In the Zone.

Featuring enhancements over

the arcade version, this multi-

player game offers six player

configurations (using a multi-

player adapter), loads of team

and player stats, and a diver-

sity of moves, including re-

bound dunking, alley-oops,

and behind-the-back dribbling.

Multiple camera angles

and perspectives spice up the

gameptay, and 3D texture

mapping delivers realistic visu-

als. As one of the first titles for

Konami Sport Series, NBA In

the Zone may be the full-court

press the fledgling division

needs to be a contender.

ByKonami Sports Series

AvallaUe December

weaponry, combat, power-ups,

and enemies will do the trick

for fans of shooters.

JVC accelerates the

pace of racing/combat

games on the next-gen

systems with Impact

Racing. This fast-mov-

ing one-player game
gives you a choice of

six cars laden with

lasers, mines, heat-

seeking missiles, and

smart bombs in a post-

holocaust future. Impact’s

timed laps and four tracks will

satisfy racing fans. The game’s

The gorgeous polygon

graphics scroll at 30 frames

per second, providing a

smooth, animation-quality ride.

Beit up - Impact Racing looks

like it could break the land-

speed record for racing games.

ByJK
Available Fourth Quarter '95
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StarFighter EEl Deothkeep Em

Fiight-sim fanatics have proba-

bly flown StarFighter’s 60 sor-

ties before - but never as the

missile approaching ground

zero, StarFighter’s one-player

action puts a new spin on a fa-

miiiar theme with 360-degree

camera angles, zooming abil-

ity, and nose views of missiles

targeting their quarry.

As the FedNet Space

Force's ace piiot, you enforce

interplanetary law in the

StarFighter, a space-assault ve-

hicle that packs lasers, mis-

siles, bombs, and mines. Your

missions are to seek out and

destroy objectives like ground

targets and satellites.

StarFighter’s extras include

a rendered intro and end-of-

game animations, and voice-

overs during mission briefings.

By studio 3DO

Available Now

Deathkeep takes the dungeon-

delving delight of Advanced

Dungeons and Dragons to the

next level by dropping you into

a fantastical 3D world. As ei-

ther an elf mage, a fighter

dwarf, or a half-elf fighter

mage, you set out through

more than 25 dungeons in this

one-player game to end the

terror created by a wicked

necromancer. Each first-per-

son-perspective dungeon

houses eight floors filled with

traps, puzzles, and monsters.

You're blessed with the

ability to fly and jump,

which should heighten

the gameplay in Death-

keep’s action/RPG

AD&D environment.

ByStmOoSOO
Available Now

Waterworld BattleSport Em
E3SD3
Waterworld’s cup runneth

over as the biockbuster

movie crosses onto mul-

tiple systems. This one-

player action/adventure

game (except VB, which

supports up to nine piay-

ers) copies the movie's

story line. As the Mariner,

you must rescue Enola,

who has the iand map, from

the villain Deacon.

Equipped with everything

from a machete to machine

guns, you engage in man-to-

man skirmishes, wage battles

at sea with your Trimaran ves-

sei, and dive for items to trade.

For the 32-bit systems,

Waterworld promises a virtuai

3D ocean with a dynamic sur-

face. Texture-mapped models

will add to the realism.

By Ocean

Available January ’96

If you’re in the market

for two-player battle-

tank combat on your

3DO, BattleSport could

be your ticket to play.

BattleSport challenges

you to winaSO-levei

soccer-style competi-

tion while side-step-

ping salvos from the opposi-

tion. The soccer angle means

you must develop strategies,

such as fake shots, to win.

You can select tanks

with unique weapons and

defenses. Two-player mode
features a split screen and

singie-player mode pits you

against the A.I.

Texture-mapped, rendered

3D tanks and arenas give

BattleSport a realistic look. The

original soundtrack in Dolby

Surround Sound should rock.

ByStudlo3D0

Available Now
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Cex
0*

6ex comes to play on Sony’s

new system. A port of the one-

player 3D0 action/adventure

game, Gex PlayStation has the

same dazzling graphics and

opening cinematic sequence

outlines the story, but the true

appeal here is the personality

of the little green guy.

By Crystal Dynamics

make it a winner. But only true

Road Rashers will gauge how

the high-speed thrills compare

to the latest competition - like

Wipeout.

Hi-Octane takes place in

the 21st century, where you’re

an unsanctioned hovercar racer.

Jetting along various tracks,

you can choose from multiple

views that include a first-per-

son cockpit view. Your 200-

mph hovercar is well-protected

and armed to the grills. Good

thing, too: Five other hovercars

are eager to dust you.

Hi-Octane may be the fuel

that fans the PlayStation’s fire

this winter.

By Electronic Arts

Available Now

humorous sounds, including

comedian Dana Gould’s voice.

As the wise-cracking rep-

tile, your Gex-cellent adventure

begins when you’re sucked

into a television. You traverse

multileveled stages, such as

the Cartoon World, locating

warps that reward you with

bonus rounds and power-ups.

Gex’s world Is beautifully

detailed, and Gex himself is

fully rendered. An impressive

Hi-Octane
Hi-Octane, an antigravity racing

game from Electronic Arts, has

the programming pedigree to

Viewpoint
If you’re nostalgic for

the games of yester-

year, check out a truly

classic shooter that's

found new life -and
a new audience - on

the PlayStation.

Sharp as ever. View-

point’s beautifully

rendered 3D back-

grounds and CD
soundtrack comple-

ment the blistering

one-player action.

Through six

levels, you face an

onslaught of unique

enemies and humun-

gous robotic monsters

that force you to devise

different strategies to

defeat them -though

your arsenal of high-

powered weapons

doesn't hurt. Four

difficulty settings

should help all levels

of gamers take on the

Viewpoint challenge.

Viewpoint’s pix

were rendered using

Silicon Graphics com-

puters. Additionally,

each level features its

own soundtrack of

house, pop, techno,

lounge, rhythm and

blues, and jazz tunes.
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Krazy Ivan
Sometimes the best man

for the job is. . .crazy.That’s

the premise behind Krazy

Ivan, a futuristic first-person

mech-warrior shooter that

picks up where a devastat-

ing alien invasion ends.

You’re Krazy Ivan, the

lone Russian solider sent

behind enemy lines to kick

some alien butt. A 40-foot-tall,

50-ton mechwarrior suit puts

some punch behind your pur-

pose. You must rescue hos-

tages. locate weapon upgrades,

and customize your armor as

you secure five battle zones

across the ravaged planet. And

the platoons of heavily armored

enemies you'll face don’t give

up easily.

Krazy Ivan brings fully ani-

mated, te)dure-mapped enemies

and a fluid 3D environment to

the next generation of games.

ByPsygnosH

PfayStaVoit Available Now
PC CO Available Febniary *96

Shellshock PlayStation Saturn

The next generation of games

meets the now generation of

MTV in Shellshock, a futuristic

first-person 3D tank-combat

game that features a rap and hip

hop soundtrack. The future’s a

pretty bleak place to hang out in

Shellshock; that is, until five ex-

military mercenaries who call

themselves Da Wardenz begin

the practice of law and order.

Their weapon of choice is an

M-1 3 Predator battletank.

Commandeering the tank

in first-person, you do battle

with multiple enemies across

fractal-mapped 3D ter-

rain that was rendered

on Silicon Graphics

machines. William “Bar

None" Floyd, the San

Francisco 49ers’ All-

Pro running back, does

three raps on the

sizzling soundtrack.

ByU.S.6oU
Available Now

Thunderstrike IZpS T-MEK E21 cm
Revamped from the Sega

CD version, this one-player

helicopter-combat sim as-

sembles 37 missions that

pit you against gunrunners

in South America and pi-

rates in the seas off the

Chinese coast. From the

cockpit of your Thunder-

strike chopper, you en-

gage polygonal objects and en-

emies based on current

high-tech military hardware.

The unique perspective

lets you rotate 1 80 degrees to

the left or right to take down

enemies on your sides while

still maintaining your original

flight path. U.S. Gold jacked

up the speed for these 32-bit

versions and refined the graph-

ics by building in 3D fractal-

mapped terrain that offers real-

istic color and detail.

Time Warner’s arcade hit rolls

onto the 32X and PC this fall.

T-MEK is a tank-like combat

simulator (translation: drive

and shoot, or die) that puts

you behind the wheel of one of

six high-tech vehicles that are

armed to the treads for tourna-

ment arena battle.

Hidden weapons are scat-

tered throughout the battlefield.

Two players can go after each

other in split-screen action, and

four mechs can compete over

a network.

By Time Warner

Interactive

Available Now
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King's Field PlayStation

ASCii’s first entry into the Play-

Station arena is an interactive

adventure with role-playing ele-

ments. An epic tale in the vein

of an RPG, King’s Field is about

a man’s quest to retrieve a

magical sword.

Playing from a first-per-

son perspective, you set out

on a vast journey to dispatch

the evil monster Necron and

return the powerful Moonlight

Sword to the king. Despite the

unusual first-person approach,

King’s Field II throws pieces of

the RPG book at you, like hit

points, magic points, and vari-

ous weapons. Plus you’ll battle

more than 30 otherworldly

beasts like skeletons.

Into the Shadows Em

warhammer:
Shadow of the
Horned Rat
RPGers will soon see what the PlayStation can

bring to their fantasy worlds when the long-

awaited real-time RPG Warhammer is released.

Based on the board and miniature games,

Shadow of the Horned Rat is the first in a series

of Warhammer titles.

In a 3D world with ores, elves, and

dwarves, the Empire struggles for control over

chaos. You play

a human mer-

cenary com-

manding an av-

erage troop. By

completing pro-

gressively diffi-

cult missions,

such as rescue

operations, you earn cash to buy weapons and

better talent, including magic users.

Warhammer’s real-time capability attempts

to mirror the experience of the card games. Dur-

ing the troop-deployment phase, for instance,

time is suspended. Once the battle begins, the

game proceeds in real time. Multiple camera an-

gles allow you to rotate, zoom, and pan.

Warhammer may save RPGers from being

left in the 16-bit dust this winter.

Atmosphere abounds in Scav-

enger’s impressive fighting

and action/adventure game.

Into the Shadows. Using real-

time 3D lighting, characters

created with motion-capture

techniques, and 3D texture-

mapped backgrounds, i.T.S. is a

breathtaking visual experience.

You play as Eric Lionheart,

who must rescue the moonchild

from an evil necromancer. You

journey through a magnificent

castle replete with shadows,

perspective mapping, and ren-

dered 3D enemies.

I.T.S. is chiefly a fighting

game, arming Lionheart with

weapons and kick-butt special

moves. To progress, however.
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Afori’s RmVG&inCS Dhy
. GamePro takes a look at Atari’s proposed

holiday lineup and some of its 1996 games.

Atari's Jaguar may seem like a distant third cousin to most of the next-gen systems, and it is. At press

time, the proposed iist of new titles included some classics (Myst, Primal Rage) and some innova-

tive new titles (notably, Attack of the Mutant Penguins). Here’s a sneak peek at the games that Atari

previewed at its Fun ’n’ Games day. Let’s hope we see them soon.

Missile Command 3D iron Soldier 2

Phase Zerf'

Super Breakout 2000

Commander Biood
Attack of the

Mutant Penguins
Dragon’s Lair (CD)

Myst (CD)

NBA Jam TE

Super Moto Cross

Zoop

Baldies (CD)
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Amok U31I Road Rash EggSI
In a future gone Amok, you’re

the chief disciple of destruc-

tion as a mercenary for the

Bureau. Your job: Create

chaos where peace reigns. An

armored battle sub helps you

get the job done in this two-

player shooter.

Creating chaos never

looked so good. Amok takes

place completely underwater.

The game’s rendered 3D

backgrounds were built using

an algorithm that allows you

to permanently alter the

scenery - by blowing things

up, of course. Missiles,

bombs, and mines help

you accomplish your

mission objectives, which

range from an assassina-

tion to retrieving objects.

Multiple views keep

you in front of the action.

By Scavenger

Available December

Vertigo ES ISSl

Incredibly smooth graph-

ics moving at 30 frames per

second make your gyro experi-

ence heart-poundingly real.

Texture mapping enhances

If you suffer from vertigo, stay far

afield of this game. Vertigo, a

one-player racing game, is as

dizzying as its name implies.

You’re cast inside a lightning-

fast gyro, rocketing through New
York's sewers and tunnels. Rac-

ing in third person against fero-

cious warriors, you careen off

platforms and obstacles across a

dozen gorgeous 3D levels.

the shadowy backgrounds and

minimizes pixelization as you ap-

proach objects.

If Vertigo's gameplay matches

its graphics, this game could be a

winner on the Saturn and PC.

By Scavenger

Available December

Combat racing like no other blasts onto the

PlayStation. Road Rash, the motorcycle

racing/combat game that has built up a loyal

following in the 16-bit arena, features photoreal-

I istic, texture-

[

mapped 3D

j

graphics that

I

imbue the five

racing locales

I

and your op-

[

ponents with

realistic color

‘ and atmos-

phere. Plus, you and a friend can link up for

two-player combat.

As in the 3DO version, you’ll open 'er up

across the Sierras, the Peninsula, the City, Napa

Valley, and the Pacific Coast Highway, battling

Road Rashers who are rendered in 24-bit color.

With music from such alternative-rock bands as

Soundgarden, the sizzling soundtrack pumps up

the volume and your adrenaline. This version

also includes full-length music videos from Paw

and Swervedriver,

Available Now
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Holiday Picks
This moirih, PC GamePro takes a look at the lop PC UCes available this holiday season.

Id Software's had a string of

hits, from Wolfenstein 3D to

Doom and Doom II. What do

you do to top Doom's success?

How about taking a giant step

forward in lighting, graphics,

and playability? That’s what

id's doing with Quake, its lat-

est Doom-style action/adven-

ture game.

Like Heretic, Quake takes

place in a dark fantasy world,

but you’ll notice a vast improve-

ment in the detail and realism

of the first-person 3D graphics.

Quake’s 3D world is more var-

ied than Doom's - players can

look up or down as they walk,

deal with attacks from different

directions, and walk on various

levels within an area (for ex-

ample, one player can be on

top of a bridge that another

player is walking under). Id's

still refining the story and

gameplay, but the signs point

to Quake as the next title in a

series of megabits.

By M Softman/BJE hflBfacOve

AcallaUe WMar '95

Like its predecessor. Rebel

Assault II is an action/arcade

game based on the Star Wars

series. Unlike the original,

though. Rebel II has a story

and live-action video clips all

its own. The game also soars

with improved gameplay and

a new game engine.

Rebel II stars Rookie One

and Ru Murleenfrom Rebel

Assault. Using movie props

and blue-screen technology.

Rebel II was filmed using live

actors composited with com-

puter-generated 3D model

backgrounds.

The action follows the two

characters through adventures

that include shooting sequences,

hand-to-hand combat, and

fllght-sim gameplay. Vehicles

to pilot range from speeder

bikes to the Millennium Falcon.

Thanks to LucasArts’ technical

magic and the Star Wars

dynasty, the Force is strong in

Rebel Assault II.

By LucasArts

AiraBabla Decembar
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Heretic ll: Hexen dH
id Software has been busy

conjuring up Hexen, the much-

awaited sequel to Heretic. Id

promises a number of changes

and improvements in this ver-

sion of the Doom-style

action/adventure game with a

magical Dungeons and Drag-

ons twist. As one of three

character types (mage, warrior,

or cleric), players roam

through more than 25 levels of

first-person action, all with a

darker, more oppressive feel-

ing than the original Heretic.

Enhancements include

new exciting weapons for each

character class, all of which are

powered by one of two types

of Mana; new artifacts, includ-

ing some that summon special

creatures to your aid; and the

ability to jump - sometimes

out of trouble and sometimes

right into it. New technical fea-

tures include special effects

and lighting that lend realism

to surprises like falling ceilings,

moving walls, swinging doors,

and the like. To add complexity

to the game, the levels are now
interconnected. Flip a switch

and you’ll move from one level

to the next and back again. The

magic continues.

By Id Software/G7I Interactive

Available Winter '95

warcraft 1 1: Tides of Darkness ESI
In this sequel to Warcraft, the

king is dead, Azeroth is de-

stroyed, and the surviving hu-

mans are trying to build a new

homeland on a different conti-

nent. The ores are breathing

down their neck, though, in

this adventure that reeks with

the same blend of in-depth

strategy, savage combat, and

ribald humor that made the

original a hit.

As in Warcraft, you can

play as either the humans or

the ores. The ores' allies in-

clude the likes of goblins and

troils, while the humans are

joined in battle by elves,

mages, dwarves, and others.

The gameplay focuses on the

standard collection of re-

sources, construction of

fortifications, and deadly com-

bat, but enhancements give the

action added realism. Look for

more air and sea battles, a

larger map, and more struc-

tures and weapons. And of

course, all the savagery and

mayhem is depicted in glowing

Super VGA graphics. Let the

carnage begin!

By Blizzard Entertainment

Available Now
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Magic: The Gathering
mm

Magic Carpet il:

The Netherworlds C3H
Based on the hugely popular

card game from Wizards of

the Coast, Magic: The Gather-

ing is a fantasy/strategy game

where different cards give

players special powers like

spells and magic.

To capture the aspects

of the card game, MicroProse

created two modes. The Ap-

prentice mode helps begin-

ners learn the game as they

play with any deck against the

computer or in a simple quest-

based game, in the multiplayer

mode, gamers challenge each

other online, either in head-

to-head duels or in larger net-

worked groups. Special care

has been taken to translate the

art styles of the cards authenti-

cally into Super VGA graphics.

By MicroProse

Available Now

Climb aboard a magic carpet

(including both underground

and night levels), snazzy special

landscape effects, additional

sets of spells, and a horde of

new creatures and monsters.

An updated flight engine lends

the carpet smoother move-

ment through the air. Up to

eight players (via a network)

can explore the Netherworlds

from a first-person view.

By Bullfrog/Blectronic Arts

Available Now

Fade to Black CE3 Mortal Kombat 3 E3E1
In this sequel to Flashback,

Conrad B. Hart's once again

the hero. While cruising to

Earth in a cryogenic sleep,

Conrad’s hijacked by a crew

of Morphs who imprison

him in the Lunar Peniten-

tary complex. Your mission:

Guide Conrad to freedom.

Although you’ll recognize

many of Flashback’s features

in this game, there's one dra-

matic difference - Conrad’s

view of the world has busted

out of 2D and gone to a 3D

perspective with selectable

views. As in the original, Con-

rad has to search each of the

game's six huge levels for ob-

jects and clues as he seeks to

escape. Great gameplay, in

combination with the 3D per-

spective, make this sequel

even better than the original.

By Electronic Arts

Available Now

Mortal Kombat 3 is this year’s

hot two-player head-to-head

fighting game. The PC version

preserves all the arcade fea-

tures, including all the Korn-

batants and hidden fighters.

Armed with special moves,

killer kombos, and the infa-

mous finishing moves, the

merciless fighters move cour-

tesy of a new extended con-

trol panel. A special six-digit

encryption code is also hidden

in the game. Discover it, and

you’re rewarded with additional

special power-ups and abilities

for your fighters.

By Wllllams/GfE Interactive

Available Water ’95

GAMEPRO64



Dungeon Master 1 1:

The Legend of Skullkeep
ISI
A sequel to one of the most

popular RPGs of ail time, Dun-

geon Master II boasts some

new features and some old

familiar habits.

As you journey across the

land with your party of four,

you have to engage in a lot of

standard RPGing: collecting

items, talking to folks, fighting

off monsters, building up your

character’s experience, and

more. DM II includes heavy-

duty puzzles and mazes (nine

huge levels), and enemies that

are way smarter than the aver-

age A.I.Someofthe special

effects may seem a little me-

chanical and dated by current

standards, but the heart of

this game remains as absorb-

ing as ever. You haven’t really

done RPG unless you've done

Dungeon Master.

By Interplay

Available Now

The Dig GUI

Command and Conquer
ijjiiii

There's a deadly struggle for

global domination going on,

and you're in the middle of it.

As a member of either of two

agencies, you embark on dan-

gerous missions in search of a

rare mineral that controls the

world's economic balance.

More than 60 minutes of full-

motion video combine with 30

minutes of rendered 3D cine-

matics and the interface from

Dune 11 to create a level of real-

ism that draws players into the

story. Multiple outcomes and

multiplayer and network op-

tions add considerable depth.

By WestfMod Studios

Available Now

Steven Spielberg’s behind this

deep-space adventure about a

team of explorers who are

stranded on an alien planet.

You must lead the team as

they explore this strange new

world and search for a way to

escape. LucasArts and Indus-

trial Light & Magic combined

efforts to create unusual spe-

cial effects for The Dig, and a

stellar score rounds out the

soundtrack.

ByLucasArb

Available Winter "BS

BAMEPRe • JiHiary II8B

%

Hi-Detane 1^
EA combined its Magic Carpet

engine with high-speed, first-

pereon, hovercar racing for an

adrendaline-packed rush. Climb

into any of the six armed and

dangerous hovercars and race

on one of six unique tracks. To

win, you must do more than

follow the course’s gut-wrench-

ing twists and turns - don’t

forget to scour the tracks for

ammo and fuel power-ups.

Survival is the name of this

game as you attempt to place

in the top three enough times

to claim victory.

By Elecbvalc Arts

Available Now



Wing commander iv CEl
The bloody battle between the

Kilrathi and the Terrans is finally

over - but the action isn’t.

When civil war breaks out on

the home front, Colonel Biair

has to save the day. This

newest adventure in the classic

series features an all-star cast

{including Mark Hamill and

Malcolm McDowell), enhanced

movie-quali^ graphics {includ-

ing photorealistic fighters),

digital music, and of course a

complex and absorbing story

line that combines simulation

and adventure gameplay,

ByOil^n
Available First Quarter '96

Panic in the

A mystety/adventure thriller,

Panic in the Park stars Erika

Eleniak and more than 30 char-

acters in full-screen video. As a

reporter, you must discover

the real story behind the aging

Skyview amusement park and

the good/evil twins that are

fighting over it.

To solve the game, you

must interact with park em-

ployees, solve puzzles, and

play amusement-park games.
'

Panic has more than 200 out-

comes rendered in a photoreal-

istic 3D environment.

By WamerAcOve
Available Now

Dark Forces CQEI LZSSESEJ

As mercenary Kyle Katarn, you

become part of a new Star Wa^
story. The game’s gorgeous 3D

environment brings 14 large,

multilevel worlds to life.

You battle 20 enemies,

including Imperials and new

aliens. Kyle, armed with a formi-

dable array of weapons, moves

in 360 degrees, and can duck,

crawl, jump, and more. Images

from the original Star

movies and a movie-

quality score finish

off this masterpiece.

ByLucasArts

Available Now

Cyberia^ Em
Zak's back. After spending five

years in cryogenic hibernation

he has a lot of problems- in-

cluding the possibility that the

Cyberia entity still remains

within his body.

More than just a sequel to

Cyberia, this game combines

adventure and strategy game-

play, a new combat engine, more

realistic characters created us-

ing motion-capture technology,

lots of new ene-

mies, cinemat-

ics, and more.

By Virgin

Interactive

Available

December

Heretic Em
Heretic is a lesser-known, but

just as exciting, supernatural

blastfest from the makers of

Doom. Voyage through a mag-

ical 3D world populated by elf

wizards, flying gargoyles,

sabreclaws, and the like. Up to

four players can connect

across a network to go head-

to-head or join forces to ex-

66

plore Heretic. As you roam

through the game’s 27 levels

of first-person Doom-style

play, you're armed with seven

magical weapons, including a

wizard’s staff.

By Id Software/GTE Interactive

Available Now
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NEW ROOKIE AND
ALL-STAR TEAMS
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Mechwarrior 2 Em
After a humiliating defeat, the

Clans retreated to their world.

Now you seek to become Khan

and lead the next attack on Ter-

ran space. To gain control, you

must strap yourself into one of

15 battlemechs, each with

unique lethal armaments. The

50-plus missions take place

across urban landscapes and

deserts. You fight from within

a virtual 3D cockpit that rocks

and rolls with the action and

gives you a first-person 360-

degree perspective. A network

package enables up to eight

players to battle cooperatively

or competitively.

ByActMslen

Available Now

Full Throttle Em
Mark Hamill {Luke Skywalker

of Star Wars fame) supplies

just one of the 24 digitized

voices in this graphic

action/adventure. As Ben,

leader of the Polecats’ motor-

cycle gang, you must try to un-

ravel a story of corporate

greed and murder. The game-

play includes exploration, puz-

zle sequences, and item collec-

tion. The action segments

range from hand-to-hand fight-

ing to a demolition derby-style

smash-em-up. Gorgeous ani-

mated cut scenes round out

the multimedia effects.

ByLucasArts

Available How

PX Fighter Em F/A-1S Hornet 2.0 msa
This game is just about the

best head-to-head fighting ac-

tion for the PC to date. Fight as

one of eight races with more

than 40 regular and special

moves. The game’s polygon-

based graphics are fairly

smooth, and the controls,

though not lightning-fast, are

responsive. Just keep in mind

that you need a fairly loaded

PC to do this one right.

Byers

h n ^

Available Now

This sim game puts you in the

cockpit of an F/A-18 Hornet.

The much-awaited Mac up-

grade adds graphical detail,

new voice communications,

and other suggestions from

actual pilots. The 28 Kuwaiti-

theater missions from the orig-

inal FA-18 are in the upgrade,

so if you have the original

game, you can just snag the

Korean Crisis upgrade for an

additional 28 sorties.

By Oraphlc Simulations

Available Now

Crusader: No Remorse Em
In this shoot-em-up, you try to

dismantle a global dictatorship

during 15 deadly missions. De-

pending on your mood, you

can set the %-overhead view

action for straight shooting all

the way to easier combat com-

bined with puzzle/strategy play.

If you like a little real-time

strategy mixed in with your de-

68

struction. Crusader offers a

great blend of blasting (you

can destroy just about every-

thing you encounter - with full

VGA graphics effects) and the

opportunity to use your wits,

ByOilgIn

Available Wnter '95

GAMEPRO • Jmipy isas
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Hey. can you take a few minutes to answer some questions tor us? Please till out the fol-

lowing survey and tax, e-mail, or snail mail it back to GamePro by January 25, 1996.

You’ll be entered into a contest to win the video game of your choice. Ten runners-up will

win the strategy guide of their choice from Infotainment World Books.

Your rrame ^Age

Address

City State Zip Phorte

1

)

Please indicate whether you read and/or how useful you found each

of the following articles from the January issue of GamePro. Circle

"All" if you read the entire article, “Some" if you read part of the arti-

cle, and "None" if you did not read the article. If you read any part of

the article, please let us know how useful it was by circling “5" for

"very useful" to “1” for "not at all useful.”

The Cover All / Some / None 5 4 3 2 1

Letter from the GamePros All /Some /None 5 4 3 2 1

The Mail All /Some /None 5 4 3 2 1

GamePro Gallery All /Some /None 5 4 3 2 1

Buyers Beware All / Some / None 5 4 3 2 1

ProNews All / Some / None 5 4 3 2 1

GamePro Online All /Some /None 5 4 3 2 1

The Cutting Edge All /Some /None 5 4 3 2 1

GamePro Labs All / Some / None 5 4 3 2 1

The GameMakers: John Tobias. .. All /Some /None 5 4 3 2 1

UpintheTreehouse All /Some /None 5 4 3 2 1

At Home with the Away Team .... All / Some / None 5 4 3 2 1

Overseas Prospects All /Some /None 5 4 3 2 1

Short ProShots All / Some / None 5 4 3 2 1

PC GamePro All / Some / None 5 4 3 2 1

Hot at the Arcades All /Some /None 5 4 3 2 1

PlayStation ProReviews All / Some / None 5 4 3 2 1

Saturn ProReviews All / Some / None 5 4 3 2 1

Genesis ProReviews All / Some / None 5 4 3 2 1

Super NES ProReviews All /Some /None 5 4 3 2 1

3D0 ProReviews All / Some / None 5 4 3 2 1

Jaguar ProReviews All / Some / None 5 4 3 2 1

Neo'Geo ProReviews All / Some / None 5 4 3 2 1

Game Gear ProReviews All /Some /None 5 4 3 2 1

Game Boy ProReviews All / Some / None 5 4 3 2 1

Sports Pages All /Some /None 5 4 3 2 1

Role-Player’s Realm All /Some /None 5 4 3 2 1

ProStrategy Guide:

Tekken 2 All / Some / None 5 4 3 2 1

SWATPro All /Some /None 5 4 3 2 1

2)

What game systems do you currently own?

32X

3D0

CD-I

DOSAA/indows

personal computer

Game Boy

Game Gear

Genesis

Jaguar

Macintosh personal computer

Neo'Geo

PlayStation

Saturn

Sega CD

a Super NES

Virtual Boy

3)

Please indicate which of the following publications you purchase or

read at least 6 times per year:

Die Hard Game Fan

Electronic Gaming

Monthly

Electronic Gaming

Monthly 2

Game Players

GamePro

Next Generation

Nintendo Power

Video Games

Tips & Tricks

To win a free gome of your
choice, moil, e-mail, or fax

your completed survey to:

Mail: GamePro Survey E-mail: comments.gamepro@iftw.com

P.O. Box 5959 (Please enter “GamePro Survey”

San Mateo, CA 94402 in the subject line.)

Fax: 415/349-8347

1/96



Ultimate Doom dH
Arguably the hottest computer

game of all time, Doom comes

In a package that’s billed as the

“ultimate bestial binge.” This

version includes the three orig-

inal episodes of Doom (all 27

demon-bashing levels), plus 9

new episodes entitled Episode

IV; Thy Resh Consumed, If

you’ve been living in a cave

and don’t know what all the

buzz is about, Doom’s game-

play is first-person, maze-ex-

ploration, run-n-gun action.

By Id Software/STE Interactive

Available Now

Apache cm
Helicopter fiight-sim action

reaches new heights with the

release of Apache. Up to eight

players (over a network) can

soar in air-to-air combat that

includes preplanned missions

as well as the ability to access

complex, detailed, mission-

planning features. Navigate

your AH-64 Apache Longbow
across terrain that’s rendered

with amazing detail, thanks to

new 3D visual technology.

BylnteracBve

Magic

AvallaUeNow

TekWar 03
Based on William Shatner’s se-

ries of the name, TekWar stars

Shatner in this full-motion-

video action/adventure game.

It’s 50 years in the future, and

the drug of choice in new L.A.

is Tek. Your job is to stop the

Tek Lords and an epidemic of

deadly addictions. As Walter

Bascom, head of the Cosmos

detective agency, you’re

guided by Shatner through the

city and the Matrix labyrinth to

search for clues, solve puzzles,

and beat the enemy.

Available December

Descent cm
Slip in this CD and plunge

deep into the lunar mines

where an unknown alien race

has taken over the Post Terrain

Mineral Corporation, As you

seek out your alien nemesis,

you explore a full 360-degree

environment, illustrated in

stomach-churning 3D graph-

ics. Up to eight players (over a

network) search the mines for

hidden power-ups, repair sta-

tions, and menacing enemy ro-

bots as they try to destroy en-

emy command centers.

By Interplay

Available Now

Terminal velocity cm
In Terminal Velocity, a futuris-

tic racing game, you're a pilot

in the Ares Squadron, flying

the fastest high-tech craft ever

designed. Armed with seven

weapons and power-ups, you

explore more than 400,000

square miles of terrain across

nine planets. Over a network,

up to eight players clash in air-

to-air or air-to-ground combat.

rendered with full 360-degree

movement and 3D graphics.

Barf bag not included.

ByBDBealms
Available Now
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Uet on the winning teom or get

out of the way. Jim Lee's

WildCA.T.S ore slashing their way

onto the screen of your Super

Nintendo Entertainment System.

You take control of Sportan, Moul

or Warblode in their ultimate

mission against the evil Helspont

and his Daemonites.Work together

and the WildC.A.T.S blast through

eleven worlds of tense battle and

unfathomable danger. Don't, and it

won't be just "looks" that kill you.

hitnactive Lnlrrtuiuinml. liu



straight out of the movie Taizan,

enemies swing from vines and aU
tackjfou.

inside the mine shaft, destroy all

the boulders OtataredIrecOyin

your path.

HofaH the action In the game
happens In front ofyou. Rotating

camera views keep you on your

toes as enemies attack from be-

hind and both sides of the cart

By Nob Ogasawara

In this prequel to Rail Chase.

Flint and Mary are back for

more out-of-control mayhem

on a runaway rail cart.

JlK Chase Is On
Rail Chase 2 makes the switch

to the highly advanced Model

2 board, and the graphics have

been vastly improved with as-

tounding 3D texture-mapped

polygons. Objects are rendered

on the fly, so the illusion of 3D

depth is excellent. Not that you

have time to lake in the

scenery, though - you’re too

busy shooting everything from

enemy rail carts and bomb-

dropping biplanes to vampire

bats and giant killer bees.

Unlike the first game,

which was literally on rails,

your cart spends a lot of time

off the rails. At the start, the

cart plunges down a mine

shaft into an enemy fortress.

From there, things get pro-

gressively worse.

Among some of the more

fun things you’ll see and do

are a trip down a log chute

used for ferrying cut timber, an

extremely bumpy ride across

the roofs of a factory complex,

and even an icy lake where the

cart spins around in dizzying

loops. While your direction is

To Increase Rail Chase’s replay

value, players can choose various

paths throughout the game.

Flint and Mary review the course

map to see what adventures are

coming next

limited by the rails, it’s possi-

ble to nail switch boxes to

choose alternate paths. You

can also pick off boxes con-

taining health-restoring items

that the enemies have placed

conveniently within range.

On Rails
As in other Sega ride games

like Jurassic Park and the

first Rail Chase, two players

are seated side by side on

a bucking, bouncing bench

that moves on three axes (up-

down, back-front, and side to

You'll Rod hidden power-ups and

health icons to grab throughout

the game.

Play a little game of chicken as

you go head-to-head against an

emenymine cart

side). The motions of the seat

match the onscreen action

quite well. Although it's not

possible to re-create the nega-

tive 6-forces of sudden dives,

the shock of impact certainly

can be felt.

With a big 50-inch rear-

projection monitor to suck you

into the game, Rail Chase 2 is

definitely worth checking out

for a rocking good time.

By Sega ofJapan

UvaBabJe Now in Japan

GAMfPRD



SONY

A Dangerous Game

"This is the single best racing game ever" - Game Players 96%

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

"Best home racing game ever" - Die Hard Game Fan 93%

"Will leave you drenched in sweat and grinning" - Game Pro

"The best reason to own a Playstation" - Ultimate Gamer 9/10



Loaded lives up to its

name with a top-view

splatterfest. Anything

goes in ^is awesome shoot-

em-up that will leave you

screaming tor more.

2pliyera

yA - ^ By Major Mike
7's^

Loaded is an in-

tense. violent game

that gives new meaning to the

term shoot-em-up. This is The

Wild Bunch of the genre and

the bad boy on the PlayStation

block: Enemies don’t flicker

and vanish - they explode
So this Is the reason tfs called a

mess hall!

PftOTIP: The senby guns are a
Mg pain, but they’re easy to de-

stroy. Just keep circling them

and blast away.

into a bloody mess (unless

you play as Butch, who leaves

a nice pile of ashes). When

you get down to it,'though,

this is standard shoot-and-

move fare. Mindless but fun.

PROW: For ftregower vrith a

wide spread, use Cap N’ Hands.

Unlikely Heroes W '

Loaded features six characters

unworthy of sympathy. There's '

Mama, an abandoned baby year-old space pirate; Vox,

who never grew up; Bounca, a a hi-fi nut who uses sound

numbskull who enjoys hitting to destroy enemies; Fwank,

people; Cap N' Hands, a 200- a psychotic who cares only

about his teddy bear and his

dangerous cross-dresser in

(ivMMpby) the galaxy," who uses a

flame thrower.

0 The game's objective is

simple: Find the exit to each

level. Of course, the only

thing standing between you

and that goal is about 2000

rZrTrTTTTSn tad guys, to conquer the

I
character is

MiipippADj.i armed with a distinctive

wisely because, although

these weapons can be pow-

cred up, there isn’t a variety

74 GAMEMO •

of them to choose from. Each ' but you never know what

character also has a smart- you’ll find,

bomb attack that destroys

everything on the screen. (Be

forewarned, though - the ef-

fectiveness of the smart-bomb

attack varies Irom character

to character).

The stages are gigantic

and challenging with

wave after wave of en-

emies just asking to

be blasted. Several hew

hidden areas can be

revealed by shooting

walls, and there’s no

shortage of weapon

power-ups, bullets, or
r, .

, ,
SEOIE

life icons. Just shoot

everything -you may I

have limited ammo. rnd-le

JamiMl 1 18G

4Snute
Loaded lives up to its name,

especially in the graphics and

sound department. The game

looks awesome with smoking



P80TIP: Keep firing wtm you

enter a teleporter on Stage 2.

You may be mrped into a room
filled with bad gays.

rats. The rats are so

creepy that you’ll

catch yourself prop-

,

ping your feet up off f I

the floor. You can
^

scale in and out any ^
time during the ||^
game, and the light- -

ing is particularly ef- • ^
fective (your character I/,
even changes color

along with the light

source). One quibble,

though, is that some of the

stages are so dark they're

hard to navigate.

There are enough ringing

explosions, gun blasts, splats,

grunts, and groans to keep

up with the action. Some of

your enemies even say “Halt”

and “Freeze." Let your guns re-

ply to that. The music offers a

nice variety, ranging from hard

rock tunes (complete with

lyrics) to simple synthesizer

rhythms (like something out

of aJohn Carpenter movie).

Kuilos for contra/
With your character horribly

outnumbered. Loaded evens

the odds with great controls.

PROTIP: The slow zombS^^pr
absorb several shots betiff. '(

Otey die. Keep your distant t

when taking Oiem on.
‘

If you move slowly and

V maintain some distance, you
I can get within firing range of

Rreback.

some of the strategy of simi-

lar-minded titles like Doom,

the action hardly ever lets up.

This will be one difficult game

to top - let’s hope there’s a

Loaded II on the horizon.

It’s tt<d all shoodng- there are also dne- ^
matte sequences. '

You can run and fire in any
'

direction, or aim in one direc-

tion while moving in another.

Every action is keenly respon-

sive. but this is basically a

one-button game: All you

really need is the fire button.

The map is also a big help,

especially since it sits unob-

trusively in the corner so you

can check it without interrupt-

ing the action.

Let God Sort ’Em Out
In ail. Loaded is a simple

premise taken to absurd

heights: From the wacky char-

acters to the overblown car-

nage, the game is generally a

blast to play. While it lacks

guns, smoldering scorch

marks, and other telling de-

tails. All that’s missing is a trail

of bloody footprints to mark

your path through the carnage.

Some of the eye-filling

graphics include Butch’s flap-

ping dress, the gory red

demise of enemies, and bi-

zarre creatures, including at-

tack dogs, scorpions, and



PlayStation Game Profite

Wariiawk
(>y Sony brteroctlvel

Warhawk’s Three Views

PROW: In the first mission,

knock out the tops of Oiese

four towers...

...to make the hirtress pyramid

rise from the desert

^ag^> Just as Shock Wave

kept the 3D0 flying

two years ago, Warhawk now
helps launch the PlayStation

high style. This sophisticated

shooter puts the “awe" back

into "awesome."

Flier

Warhawk sends you on six

Desert Strike-style missions

that take you from arid waste-

lands to water worlds and

tight tunnels. Each mission

requires you to find an evil

dictator’s fuel supplies while

surviving long battles against

his ground and air defenses.

Flying from either a behind-

the-ship or cockpit perspec-

tive, you blast wave after

wave of tough enemies.

Fortunately, you are well

prepared for Waitiawk’s wars.

Your ship is a combination

helicopter/fighter Jet that

hovers, goes backward, roars

forward, or executes steep,

banked turns, An array of

armaments (including homing

Swarm Missiles) and powerful

pickups (especially the devas-

tating Doomsday Bomb) make

you one tough pilot.

Excellent controls let you

pull off some of the most

precise maneuvers in any

shooter. Warhawk effectively

uses all of the controller’s ac-

tion buttons and directionals,

so you can execute sidesteps,

rolls, and loops (which you

couldn't do in Shock Wave),

You can reconfigure the con-

troller, and you can switch

views on the fly.

Soar Eyes
Warhawk’s graphics are top

flight. Sharp full-motion video

sets the stage for the action,

detailed setup screens thor-

oughly describe each weapon,

and simple status displays

don’t intrude. Smoking planes

and bright explosions litter

the sky during dogfights,

PROTiP: Wten you’re In long

tunnels, Just concenhate on

maintaining a smooth Right path.

while big cruiser ships loom

ahead waiting for your attack.

The sounds also soar.

Clear voices and war noises

ring true, and the orches-

trated music sounds like

something from Star Wars.

War Wounils
If there's a flaw in this game,

it’s the difficulty. The intense

fight begins immediately with

no warm-up, and even on the

Granny setting you'll eat a lot

of desert before you master

the complex controls. But the

crashes and burns are worth

it: Warhawk’s a winner.

awraa*to^

Warhawk puts you In

the cockpit of a sophis<

heated Harrier-style jet

flying through six long, tough

missions. This is one of the

best new nayStatlon shooters.
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{
An introduction to the hierarchy of Doom

}

€ ^

n
Baron of Hell

t
Former Soldier

JW\^
Spider Demon

Arachnotron

Knight of Hell

Lost Soul Cacodemon

&
Cacodemo

Chain Gunner

Former Sergeant

Doom. The Sony Playstation Custom Edition. Over 50 levels of madness and mayhem from
Doom I and II. Plus all new levels of destruction as well. Every weapon, monster,
and surprise you loved before. Plus a two-player Deathmatch mode for when you're
feeling really nasty. The nice thing about Doom is you always know where you stand.
Even if it's at the bottom of the food chain.

j
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PlayStation

^

ByBm’Baa
'

"Defcon" is short

^ for “defensive condi-

tion," and it's condition red for

the long haul here. You’re

stranded on an automated

space station that’s under at-

tack by unknown alien forces.

Inside, robots called Berserk-

ers are hunting you; outside,

you must coordinate defen-

sive weapons to protect your

asteroid. If patience isn't your

virtue, don’t even attempt to

tackle this lengthy, brain-

straning strategy game.

hdcisit hcdvin
Defcon requires procedural

thinking and detailed taaical

planning. The game does a

good job of weaving several

interfeces together to create a

challenging environment.

Using a Doom-style first-

person view, you travel

around the station and fight

off invading Berserker ’bots.

Don’t be fooled by the Doom-

like combat, however. It's lim-

ited, and definitely not the fo-

cal point of the game. When

alien spacecraft attack, you

fight them in a classic first-

person shoot-em-up. The seri-

ous strategy action, however.

MayStatfon Came ProFBe

DefconS
(By Data East)

Defcon 5 is a complex

sd-fl strategy game.

bilS Don’t let the minimal

Doom-style combat fool you -

this game's stress factor is

aimed straight at your brain.

PVUPiPofBimjf^emaM

Mfldra

takes place through the sta-

tion’s computer system called

the VOS. You must hack the

VOS interface to control a criti-

cal array of activities such as

reloading gun turrets and de-

ploying helpftil robot droids.

The game’s controls do a

workmanlike Job at managing

Defcon’s workmanlike pace.

The three-dimensional VOS In-

terface is innovative, but it re-

quires you to constantly cycle

through several layers of

icons. The frequent alien

Jhe gun-turret trim meals a

dassic shooter.

PROTVsaeomWbl^t^
untodc dborsinM AM
Map. It’s te
Berserkemot^.

PROW; Send flnrwiftrtBf to

downed oMm ships tt

In^ioilaatiMfas.

PROTIP: Some doors lock If at
quality Is bad. Open other doors

to circulate fresh at, and the

locked door may open.

Well-crafted cinematics set up an

Intlgulng sd-R scenario.

PROTIP: More pornqfm nmsponi

lie In the station. IhefrelBtt

few and far between.

spaceship attacks may drive

you crazy, not because of the

intense challenge but because

the travel between gun tur-

rets takes an interminably

long time.

Average
AUDiO/ViSUALS
Defcon's graphics and sounds

won't distract your deep

thinking, either. The visual

highlights are the excellent,

animated cinematic sequences

and the slick VOS computer

interface screens. The first-

person gamepiay by which

you live or die, however, is

decidedly ordinary.

The sounds are definitely

low-key but effeaive. The

crystal-dear computer voice

relays critical info and the

edgy music keeps the atmos-

phere ominous.

hi<sH FiVE
Defcon 5 is tough, slow, and

epic. If you're up to a Her-

culean strategy challenge.

Defcon is definitely for you. Q
PROOP: The eaotohommm^'
tanceMimidamisIntion
levefft
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mouth and sell enough units

before gamers know just how
feeble this product is. Smart

fighters will turn and run

away and live to play an ac-

tual Street Fighter product an-

other day.

WorU of Good
You pilot an ofF-roading, mis-

sile-firing, nuclear-warhead-

equipped vehicle across five

planets, wasting enemy vehi-

cles for profit and fun. With

the profit, you can enhance

your vehicle with better

y . \
PR071P: Press Jump when leap-

ing offramps. Power-ups and
coins are often outside of view

above ramps.

By Scary l3try

’ There's a flashy new

racer in town, and

although it won't come near the

speed or finesse of Ridge Racer,

OWI Extreme has a shoot-em-

up arcade mentality that will

appeal to most PS owners.

weapons or upgrade to a

powerful new vehicle.

Aproftjsion of options

means you have a mass of but-

tons to memorize. Switching

between weapons will require

some manual gymnastics.

The chunky graphics have

some pixelization but no

slowdown. And although the

alien worlds could have used

an imagination boost, every-

thing else is clean and tist.

Techno background music

stays true to the hard-driving

action, and the explosions

and other sound effects are

speaker rockers.

PROTIP: Don't be fooled! When
you see this error message,

press Start anyway.

Extreme Game
Off World Interceptor Extreme

may sound a lot like Rock ’n

Roll Racing for the SNES, but it

isn’t. The views (behind the

car and in the cockpit) put you

up close and personal into the

action, and the speed and ex-

plosive gameplay make this

one rockin’ racing game. After

all, blasting aliens while riding

a four-wheel drive vehicle is a

Texan gamer's dream. •

PROTIP; Use the slowdowns

during gameplay to your advan-

tage - come out of Dtem with

a special or super move.

end up somewhere else on

screen), a lag between com-

mands and action.. .and the

moves of Street Fighter.. .er...

sort of.

With SF Movie, Acclaim

attempted to make a Street

Fighter game out of Mortal

Kombat-style digitized graph-

ics. It doesn't work here. The

washed-out sprites don’t even

look like the movie’s actors.

The voice-overs are awful,

but in general the sound qual-

ity is good. Clear grunts and

groans punctuate the action

throughout the game.

Retreat Riders!
Acclaim’s only chance of get-

ting the books in the black on

this one is to beat word of

movie that's about a

game, right? In general, games

based on movies are less than

inspired. Sadly, Street Fighter:

The Movie digs that grave one

foot deeper.

Beat Fighter
You get more than ten sec-

onds of load time between

bouts, combos that aren’t the

same, fighters that are glitchy

(like when they take a hit and

PROTIP: Swerve constantly

when being chased. You may
lead a tailgating enemy right

onto a mine.

PROTIP; Flying nlghbnares? Use

your missiles on anyJets you
encounter In a level.

Fighter nte
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' Iron Angel did it on

the 3DO. Robotica

did it on the Saturn. Now Kileak

iriritiurjrtiicyrMiw ,

PlayStation

Flrtt-pemn vli

MulllsuQllIng

does it on the PlayStation;

These games re-spin the Doom
formula, and fail by casting

cheesy robots as your enemies.

As an elite soldier investigat-

ing a distress call in the year

2038, you must search a

South Pole research station

and destroy the evil robots

you find there. Kileak blends

some of Myst's seek-and-find

elements with Doom's

standard corridor shooting

and weapon gathering. But

these kamikaze veg-o-mat-

ics look about as threaten-

ing as thejetsons' maid,

and the game is nowhere

near as intense as Doom.

Despite the boring ene-

mies. Kileak shows off some

P80TIP: Enemies hide behind

doors, so open the door and

quickly retreat with your gun
blazing.

of the PlayStation^ graphical

capabilities. The research sta-

tion features considerable

detail, the rendered cinema

sequences add some much-

needed spice, and the scrolling

is as smooth as glass.

The clean vocals and ex-

plosive sounds deliver. You

don't, however, get any solid

effects from your mechanized

suit, and the wimpy techno

soundtrack downplays the ur-

gency of your mission.

PROTIP: Lod( for orange-and-

red-striped walls for battery

recharges. Visit ttiem often and

The game controls well, and

moves at a fairly brisk pace.

Limited radar and the ability

to move left and right and

look up and down are all in

your fevor. But these won’t

save you from the enemies,

who rely on cheap attacks.

Kileak isn't bad; it's just too

polite. PlayStation owners

who want the real thing, com-

plete with attitude, should

check out Doom.

Finish a level, and you’re treated

to some snazzy full-motiott video.

JSSD^ By Wdeidiead

V - ^ Sure, NBA Jam
Tournament Edition

for PlayStation boasts all the

features of the arcade game.

But the ball doesn't bounce so

high for the next generation.

By now, most gamers are

aware of the new options in

IE, - more players, substitu-

tions, and so on - so let's go

straight to the nitpicking.

It Isn’t the Shoes
The graphics look good. The

crowd movement from the ar-

cade version is intact, and the

scaling from the back to the

front of the court is re-

spectable. But the definition of

elements like players' faces

compares unfavorably to the

PROnP: Power is the most im-

PROnP: Rather than simply

stealing, go for a knockdown to

reduce an opponent’s stamina.

Games are the only way to Jam.

detail in the arcade game. And

you sometimes lose a player's

noggin off the top of the

screen on a monster Jam.

IE. provides plenty of new

voices, including player names

from the announcer. Sadly,

they sound a bit choppy, and

purists may snivel about a few

choice clips that went AWOL
{along with the crackling of the

ball on fire). Ihe other sound

effects are excellent.

Ihe A.I. presents the

game’s biggest drawback. Iti

so tough that even the lower

difficulty levels can be murder.

As a result, the FunFactor

takes a hit and replay value

drops considerably.

Jamnwtl Out?
Give this CD a rent before pur-

chasing it. The new options

are welcome, but the few

missing effects and flaky A.I.

will make you think twice be-

fore you make your Play-

Station a JamStation. ®
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Saturn

3

GAMEPRB • JlllIFY till

makes several special moves

easier to execute.

Piece the Pai
Sega’s first-ever original fighting

game, which was a huge hit in

the arcades last year, is now

the number-one fighting game

on the Saturn. Great graphics,

smooth controls, and hours of

enjoyment are elements sadly

missing from games today,

but VF 2 has it all. If you own

a Saturn, Virtua Fighter 2 is

probably the reason. And it

was worth its wait in gold!

Pal Chan

two randomly chosen fighters

duke it out), immediate Rank-

ing and Expert modes, and

lots of fighter modifications

(like life-bar adjustments and

enemy skill levels). You won’t

see any new fighters, though,

and the boss is still Dural. Her

last stage is now undersea,

and your movements are

hampered by the water.

In addition to the greatly

enhanced graphics, you also

get a new, funkier soundtrack,

different backgrounds, and

tons of moves that were up-

graded from the original VF

for every character,

voice effects, especially Shun

Di's, are different from the ar-

cade version. With all the at-

tention to detail, this minor

occurrence will seem large

only to true fans.

The controls are easy to

master because the game uses

only three buttons. Although

several moves require you to

simultaneously press two or

more buttons, Sega simplifies

this by putting Punch and

Guard on Button X, and Punch

and Kick on Button Y. This

Fists ofFwy
The graphics consist of high-

quality, super-smooth sprites

with clean, multilayered back-

grounds. The animation on

each fighter is fantastic, and

so close to real that your nose

may bleed after you get hit.

Lots of attention was paid to

detail, with fighters bobbing

in anticipation during lulls in

the action and ponytails flap-

ping in unseen breezes. There

are also some minuses, in-

cluding missing background

touches like the bridge in

Shun's stage.

The sounds are the right

mix of Jazzy technofunk and

hard-hitting sound effects.

You may notice that some

Use the Power Uppercut (tsp

Punch) to throw often opp(h

neat and knock Uiem down.

BySearytnrry

' Finally, a fighting

game for the Saturn

that looks, feels, and moves

just like its arcade counter-

part. Virtua Fighter 2 is a

fighter’s dream, and fans of

the original VF have much to

rejoice about. Nonfens may

also find the game addictive.

This is certainly the game to

have if you own a Saturn.

Swing Lau
With a story line that’s the

standard "i wanna win the

tournament" bravado, VF 2 is

a two-player, one-on-one

fighting game featuring ten

fighters with authentic martial

arts techniques. The styles

range from Pai Chan’s White

Crane Fist to Shun Di's Eight

Drunken Immortals.

These styles, coupled with

fluid movements for each

fighter, make for a realistic

fighting game, There are no

flaming fists (Street Fighter),

projectile fireballs (Mortal Korn-

bat), or animal friends (Samurai

Shodown), All you have are

your fists, feet, and some fury.

There are also new options,

like a Tournament mode.

Watch mode (where you see

Saturn Game Profile

Virtua Hghter 2
(By Sega)

^ The wait is Anally over!

^ VF 2 is ready, willing,

3 and able to deliver all

the high-octane AghAng excite-

ment you’ve been able to play

only In the arcades!
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Lau has Mry qufck and etfecthn

sp/n kicks. But you may want to

tiyNsforwaalCxIwheeliack:

tap (^K) tor range.

Another powerhousOiJoffry has a

devastating tripte headbM Tap

Sarah fs one ot the mostpomrful

players In the game, and her

PPPK combos are the best She

can kkk players when they're

dom(t^'a,K).

Shun may appear as an old

drunkard, but he’s the smartest

and craftiest fhihter In the game,

ny his Fall Back by tapfdag *,

(PK6).

Shun stays low to Ote ground, so

mU-lenl attacks are the most ef-

fective. Forget throvdng AAn.

Kage-maru Jacky Bryant

Another speedy player, Kage’s

devastathtg diop Sodc (tap*-,

*-,P) Is very effective.

Uott’s not very poworhd, but he's

quick and has a ton of moves. Tty

fording opponents witii Ids long-

range cartwheel (tap K).

Wolf Is a thrower. Stay out of his

range adtb long, low kkda.

Wateh yourM around Uon- he

sweeps with tleartiy accuracy.





tongUe-laaVling aiter-ego. Oh yeah, v.e gcft

Hungiy-Man portions of pop-culture

cheese all right. With iate ni^ TVi^rieaks

comedian Dana Gould—that give

GEx major attikide.

So ihrget about

.1th the skanky

bug du jour
KEW for

Sega Satiim™
and the

PlayStation™
game console.
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Saturn

PR071P: When flgMIng the boss

on Scorch, stay dose but off to

the sUe of Its rear Ores so you

score ftfts without taking any.

first three are for one player;

the last one allows you to go

head to head.

In the one-player modes,

the object is simple: zoom

around five planets shooting

By The Axe Grinder

Off-World Intercep-

tor Extreme isn’t as

intense as the title implies,

but it's a fun ride, nonethe-

less. This fest-moving shoot-

em-up leaves something to

be desired, but it does have a

unique racing and shooting

style - it’s like Mega Race

without track boundaries.

Zoomed Out
Using either a first-person or a

behind-the-carview, Extreme

has four options: Training,

Story, Arcade, and Battle. The

bad guys and collecting items.

At the last stage of each planet,

you must destroy a giant vehi-

cle. Most of the bosses are

simple to defeat once you learn

their easy patterns, in each

area, you’re also under a time

limit to reach the finish line.

The two-player Battle mode
Isn't much fun; the confining

side-by-side split screen doesn’t

provide any intense action be-

to see where you are, much

less who’s shooting you. You

can also ride for stretches with

your vehicle upside-down.

cause of the limited field of

view. Control in either mode

is always dead-on, but you’ll

need time in the Training

mode since all six buttons

perform critical functions.

Graphic Breakdoim
With all the zooming views

and the onrushing suriaces,

Extreme’s graphics lose points

for slowdown and some pix-

elization. Things onscreen also

have a tendency to gel over-

crowded, making it impossible

Saturn Game ProHle

Off-World interceptor

Extreme
(By Crystal Dynamics)

Wiile far front perfect,

KJjj Off-Worid interceptor

Extreme provides good

thrills and a nice combination

of racing and shooting.

especially in hilly areas. The

full-motion video sequences

are well done with the nice

touch of two wisecracking

commentators a la Mystery

Science Theater 3000.

The sounds aren't Extreme,

but they’re decent. The rockin’

tunes go perfectly with the

PB071P: bt the doudy or foggy

stages like AtlanOa Pdnt and
Bastion, use the radar In the

upper-left comer to back ap-

proaching obfects and enemies.

FB071P: Don't speed alter the

Bastion. Instead, slowly move
toward him and the when he’s

In range.

PROTIP: Shoot down aerial at-

tadars by rearing up on the

back two Ores and tiring.

fast action, but the effects

lose some audibility against

the screaming guitars and the

grind of your vehicle’s motor.

Sock and Roll

ShooSng
Extreme does a good Job of

combining racing and shoot-

ing. However, this is more of

a test drive than a game you'll

drive off the lot to keep. 13

88 ikuint Jaiiipy 1 B86



SMASHING TWO HEADS

IS BETTER THAN ONE!
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Genesis

ByTheOuOaw

^ A Separation Anxiety

is brainless beat-em-

up barbarism at its best! The

webbed wonder’s latest ac-

tion/thriller lets you play as ei-

ther Venom or Spider-Man

through 13 levels packed with

ruthless villains and tumul-

tuous thugs in the thumb-

punishing tradition of carts

like Streets of Rage.

Situation

Although Venom and Spider-

Man are bitter enemies, they

must work together to defeat

five aliens before the aliens

morph with their host and

spread terror throughout the

world. Along the way you

fight enemy after relentless

enemy, and if you make it to

the end, you’ll witness the

resurgence of Carnage, an-

other Spidey villain.

The great player control

gives each hero an array of

moves from web slinging and

wall crawling to scissor kicks

and power moves. There are

many power-ups throughout

the game, but the best by far

are the superhero icons, which

PBOJJP:

PR071P;
'lock to bow/

substance. The sprites lack

detail, the thugs have washed-

out faces, and the heroes look

dated. Instead of beautifully

bright animation, drab graph-

ics drag the game down.

Soundwise, Separation

Anxiety does little to redeem

itself from its graphics rating.

The game deserves dynamic

music, digitized voice, and

maybe some cool effects, but

lacks all these key ingredients.

A ruthless punch delivered

squarely in the face of a metal

robot, for example, sounds

like a finger tapping against a

soda can.

Web of Intrigue
With all its faults,

Separation Anxiety

still delivers rock-em,

sock-em action. It’s

well worth playing

through the next time

your spider sense be-

gins to tingle.

enable you to call on Captain

America, Hawkeye, Daredevil,

or Ghost Rider when you need

someone to watch your back.

Venomless Features
The graphics and standard

layout of the levels won’t win

awards for originality or

right betore they shoot

away from the taser. W

stops shooting, jump

destroy the orb.

Genesis Game ProRte

Separation Anxiety
(By Acclaim)

PROTIP; Move around until a
group of enemies is lined up
together. Then take diem alt
out with one blow.into each other.

pROTiP: When tht

use your web to

;

and /mock them

This no-hohts-banred

slugfest would even get

UiS Aunt May’s blood pump-

ing. You should have no anxie^

about playing the latest Spider-

Man carl

GAMEPRO • JaRHiry 199B90





Benesis

neighbor's house from the

perspective of a small toy.

Renegade toys and other evils

stalk you as you uncover

ByAIrHeadrix

Based on Disney’s

latest animated ex-

travaganza, Toy Story will be-

witch you with eye-popping

graphics. But its beauty is

only surface deep: The dull

gameplay will please only

diehard fans of the flick.

PR071P: In Lev^ 1-1,

head up and to the

left from the second

tennis ball to obtain

a 1-up that’s back

PROJ1P: In Level 2-1, release the

gas before you move the steer-

ing wheel, or you’ll lose contnd.

PROTJP: You always lose the race In at the beginning of

Level 1-3, so take the time to pass the stage,

carefully by the hahy obstades.

mOTIP: In Level 1-2, ff/sf collect

iMUtlful Story
Following the film's plot,

Woody, a pull-string cowboy,

suddenly faces competition

from new arrival Buzz. When

his jealous plan to regain the

top spot backfires and endan-

gers Buzz, Woody must res-

cue his foe or be outcast by

the other toys.

Equipped with only a whip

and jump, you explore bed-

rooms, a pizza parlor, and the

Genesis Game ProFHe

Toy story
(By Dfsney interactive}

Despite the stunning

graphics, Toy Story’s

uninspiring gamei^y
makes for merely fleeting fun.

»9.99 1 gloyer

32 moot S Itvols

Aniltblo mm 18 lUgos

Actlon/tdven&ite MuHiployiewt

all the stars while releasing

your friends along the way.

Then bounce your Mends bade

Into the toy box and dimb onb>

the bed.

PROTIP: Wtip aside dtdh>srs to

cdlect the stars and oOi»
goodies they guard.

PROUP: when riding Rex, dme
yourJumps over the trains so

that you don’t cdllde with the

plaiKS overhead.

ntOUP: To beat the Rrst boss,

whip aside the balls that float

around him, then dodge the

laser blasts and hR him only

when he's checking his iv^ch.

6AMEPI0 Jiieipy 1896

shelves and other lowering

obstacles.

Using a proprietary new

graphics technology, Disney

nearly transforms your Gene-

sis into a Saturn with graphics

that are astonishingly similar

to Clockwork Knight’s. Every-

thing’s rendered in striking 3D
detail and moves with fluid re-

alism. 1^16 plain one-color

backgrounds, however, de-

tract from the 3D feel.

The sounds aren't as

sharp. Scratchy voice samples

chime in now and then, but

not often enough. The bouncy

tunes and effects maintain the

toy-ish atmosphere, though.

To Infinity...
Unfortunately, Toy Story

doesn't support its innovative

graphics with equally innova-

tive gameplay, as recent stars

like Vectorman do. Although

the action runs the gamut

from hop-n-bop to racing to

Doom-style shooting, the ac-

tual gameplay often involves

laborious tasks like putting

away Woody’s toy friends or

steering a temperamental car

through an obstacle course.

The lack of passwords or

saves adds to the tedium

because delving deeper into

the game means replaying

these rote scenarios over and

over again. To make things

worse, the finicky controls

burden you with mushy

jumps and a whip that con-

nects unpredictably.

...And Bnyond
For those who can overcome

the plodding pace. Toy Story’s

fun comes from its engaging

graphics and impressive vari-

ety. Veteran gamers won’t

face many challenges, but

younger kids who were cap-

tured by the movie's charm

will find the going tough. This

Story's worth a quick read to

see where you fall, but Vector-

man's a much better tale, Q
92
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Costs $1.29 a minute and calls average sin minutes In length. Availahle to tonchtone and rotary phones.

Be sure to get your parent's permission to call Scary Larry's Adventures if you are under 1 8 years of age.

Messages subject to change without notice. A service of Infotainment World in San Mateo, CA.



one gamer can play as either

character, or two can play as

both simultaneously.

Each hero bashes heads

and slings webs with the

same impressive array of

moves, including wall-crawl-

ing, Web Bolts. Web Lines, and

Web Shields. Although the

web moves can be tough to

pull off, everything else han-

dles just like a state-of-the-art

beat-em-up should. In a killer

touch, power-ups let you

summon friends like Captain

America, Ghost Rider, Dare-

devil, and Hawkeye to save

your tights-wearing butt.

The action, however, def-

initely travels too far down

PROTIP; You ran’r/iOTip butlets

ivher enemies shoot - mr>:.f oof

of thek Bne of ftre msteod-.

easy street. You'll polish off

the bosses with a string of

punches and guest cameo

or two, and the unending*

streams of street toughs grow

repetitious. But Separation's

fun comes from its fast pace,

a long series of varied levels,

and rowdy rumblin'.

PROTlP: Always check Uie upper

reaches cf the watts for rahi-

obie powet-iips.

Spidey and Venom form an un-

easy alliance to foil the latest

evil: The diabolical Life Founda-

tion is threatening humanity

with megasoldiers created from

Venom’s symbiote offspring

(giving him a case of “separa-

tion anxiety"..,and a silly game

name). The two archiivais real-

ize that working together is the

only way to save the day, so

PIttPPi wSen you're attout ta

lose s }!fs, smtmm a sugwrAov
cuddy to ofttittnate your foes.

They might cough up ttmtmart

you need to survive.
Outshining the Genesis ver-

sion, the graphics sport bright

colors and cartoony detail

that, though unrealistic, per-

fectly create an enticing

comic-book look. Spidey and

Venom move with menacing

authority through dank city

streets, mazelike ventilation

shafts, and creepy forests.

The sound paces the ac-

tion with equally cartoony

thumps and whacks, But the

range of effects, especially for

nCIIP: As Spl^ eateres»~
cretnomwSsMf^tygeiy
tetheiippeT'ft^cemeratihe

beginnttigcfSase 1 am/ press-

ms the Punch button.

Super NES

ByAlrHeadrix

Rich in Marvel

Comics lore, Sepa-

ration Anxiety swings onto

the SNES for a fun clobberfest.

Veteran superheroes will

quickly save the day, but you

won’t want to separate your-

self from the snazzy graphics

and solid action until you do.

Super KES Game ProFHe

SeparatHMi Anxiety

H Don't be fooled by the

goofy title > you'll be

Ibd2 anxious to conquer this

fun but fleeting Spider-Man

and Venom cart

PROTlP: Ifyou're surrounded,

climb^ of barm's way, dr^Ai
eatdnmdeswmaktmo
kick. aBbfciknb back up.

GUMEPKD •

PROTIP: Use daiancc attacks (throws,

sttdes, jump kicks, and the Keb Line) to

stay kt cetmaai rnction and avoid attacks.

web noises, is pretty limited,

and the vanilla rock won’t

even register while you play.

sv
Despite its lukewarm chal-

lenge and replay

value, Separation

takes the trophy

from earlier Spidey

adventures. Rent be-

fore you buy,

though. A lively

weekend of super-

hero sluggin' will

probably get you to

the finish, and you'll

have a blast along

the way. B



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

"An immersive, satisfying and original experience." - Ultinate Gamer

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

Leimtings is a winner." - Electronic Gaming Monthly (Editor's Choice Gold)



k syM(feoAe»/

/ If you get a big,

'
hairy kick out of

your uncle’s pull-my-finger

jokes, you'll dig Boogerman.

Fortunately, you'll also want to

pick this one if you Just enjoy

a quality side-scrolling plat-

former once in a while.

Boo^ and Better
This picking, flicking, belch-

ing, butt-blasting adventure is

straight platform aaion. Six

worlds include four levels plus

an end boss. Lots of hidden

areas aplenty can be found by

blasting rocks

Super NES

PROnh Press and hold Down
over trash piles and cow pies to

dis and Rnd hUden Awns.

PROTIP: Get 30 .7

every level to earn a bonus life

at the end of that sLr

"

PROTIP; Instead of bopping ene-

mies, stand back and fyrt, burp,

Rick, or hawk loogies. Those

moves are much safer.

with super burps or farts and

by flushing yourself down
toilets.

You want control options?

Boogerman runs, jumps, push-

es, flicks boogers, launches loo-

gies, burps, ferts, and even has

powered-up versions of the

burp, fert, and jump.

If you played the Genesis

version, you don’t need to

bother - this game’s a straight

portover. As expected, Booger-

man SNES offers a few im-

provements in graphics and

sound. This Booger has more

colors, better voice, much

better sound (those with good

stereos are gonna love the

bass), and slightly better con-

trol, Nothing else is different.

The Polite Heed
HotApply
Although sophomoric, Booger-

man offers quality play. If you

find fart humor disgusting,

check out Miss Manners’ latest

book. The rest of us will enjoy

this adventure game, even if it

is chock full of free-flowing

phlegm.

By Sir Gamabus

Civilization is good

fun for aspiring em-

pire builders. Despite a slow

pace, thought-provoking chal-

lenge makes this complex

strategy game stand out on the

usually action-packed SNES.

History in the Making
If a 72-page instruction manual

frightens you, pass Civilization

by. This major strategy cart

asks you to plan out cities,

protect them, spread your so-

ciety out into the world, and

keep your citizens happy.

Your goal is to be the first so-

ciety to rocket into space, and

produi

Goncem early on, so build gran-

aries and barracks RrsL

PROTIP: Pottery, bronze, and
burial rites are the bash of

many higher technologies that

you wW want later on, so de-

velop them early.

Sid Meier’s

eimmieK
you must make every decision

to advance your population

before that can happen.

Civiiaed Features
The graphics and sounds are

better than what you’d find in

the average strategy game. A
subdued mix of decent anima-

tions and sharp still pictures

of your cities works well to il-

lustrate your leadership

prowess. The enjoyable vari-

ety of sound features a differ-

ent tune for every situation.

As you grasp the game’s

intent, it becomes easier to

control your movable units

and make decisions between

turns. Menus are easily acces-

sible, and the point-and-click

movements are smooth.

Civilization is a finely

crafted strategy cart. Don’t be

put off by the slow action -

world domination will soon

overcome you for a fun, fasci-

nating trip. If you're looking

for an above-average workout

for your brain, make it back to

Civilization.

PROTIP: Use outdated militia to

explore uncharted radons be-

fore buikhng a dty. They can

make peace viith enemypow-
ers, find helpful warriors, md
Iht^ out bandtts.

100 GAMEFIIB Jllliry 1996



It's the Premiere Edition. With 1 20 hand-engraved-foil basic cards featuring the players you want most. A "Silver Spotlight"

parallel set. seeded one card per pack. And four limited edition insert sets. '95-96 Fleer Metal. Hot NBA action. Cool Metal attitude.



ByMaJorMlke

As the predecessor
'
to Doom, Wolfen-

stein still packs a punch as a

first-person shooter. But vet-

eran players of Doom may
find this game a bit too mild.

Achtuag, Baby!
Trapped inside a Nazi fortress

in WW II, you have only one

way to escape - blast your

way to freedom. The enemy

soldiers are heavily armed,

but if you can kill them, you

can pick up the weapons they

drop - flamethrowers, ma-

chine guns. Catling guns, and

rocket launchers. You can also

find these items in the ample

secret rooms that are hidden

in the walls of the castle.

Although the action is set

on a single plane {there are no

stairs to climb), the game is

...tutH they’re killed in the door-

way, the door will remain open.

Cheek out your bonus

at the end ofa stage.

bly fast - maybe too fast - and

it's easy to get caught in tight

areas, especially doorways,

when you need to move

quickly from room to room.

The rousing music features

classic military drums. The

effects are also well

done, from the pitter-pat of

the machine gun to the crash

of the bazooka launcher. The

voices are intelligible - you

hear a triumphant “Yeah!”

when you find a valuable

item, your attackers bark out

commands, and the attack

dogs squeal.

The only problem is the

controls - they’re far too sensi-

tive. Lining up the bad guy in

your sights is difficult because

the slightest tap on the pad

can throw off your aim. Also,

accessing the map of your

current floor is awkward; you

must press three buttons

simultaneously, which risks

accidentally firing your wea-

pon and wasting ammunition.

EatenzeLead
Although it joins a genre that’s

starting to look tired, Wolfen-

stein 3D is a very entertaining

translation of the PC title. If

PftO^P: When you meet a big

boss, stay as far away as possi-

ble and use hit-and-run tachcs.

PROTIP! Press on the walls -

especially on the pictures. You

may reveal hidden rooms filled

with goodies.

3^ The classic first-person

^ shooter looks great,

^ but its age and sensi-

tive controls leave someHiing

to be desired.

PH071P! ne dog food doesn't

just nourish We dog ^ you can

eat Itand earn health points!

PROTIP: Open a door, run Into a

room, then run back out You’ll

lure your enemies into your

area,oneataOme...

straight Shooter
Wolfenstein’s graphics are ex-

cellent and have little pixeliza-

102 SJIMEPRQ Jiioapy 1996



Fkmrw' fvashei,

http://www.playmatestoys.c(^

1996 Sfiioy Ertenammenl. Inof^
Ruserted. Nirlendo and SupM

Earthwor.



.s

'

3D0

Killing Time

PROTtP: Some dead ends you'll

find In the automap mode are

hkUea doorways.

PffOTlPr You can scamper past

some creatures unharmed, such

as the rolling ^ugs.

the sensitive directionais takes

practice, and two controi

gremlins wiii haunt you: You

must press two buttons to

switch weapons, and hoid a

button and press directionais

to aim up and down.

get it?), but that’s not the

only "thing" you’ii set your

sights on.

Tbne for KifBng
Killing Time is good thumb-

mashing fun. It's a regular

ghoul safari as hordes of

creatures, including zombie

duck hunters, kiiier downs,

and disembodied demon

heads, siaver after you. But

your brain gets a workout,

too, as you search through

Tliis creepy Doom Clone

has action, class, and an

intriguing mystery for

u to solve.

20 levels to find magic ob-

jects and soive the Con-

way mystery.

Lurking specters make

your trigger finger itch, but

skittish controls will initially

try your patience. Aiming with

PfIOTIP: For stiadler shots

during turns or sideways

ByAtomic Dawg

By now you know

the routine: if it

moves, shoot it! Kiiiing Time is

more than Just a Doom done,

though - it's an adventure.

it’s the 1 930s and you're

investigating the mysterious

Conway Estate, where a rich-

giri occultist disappeared

along with her gang of party

animals. It all has to do with

U9.9S Flnt-pereon vltw

CO Forwarditratllng

Anilabis Octstet Saw leiture

Shooter Not rated by

t player the ESRd

20 Zorns 3D0 rating: 17

done mtb Class
At least Killing Time’s visuals

keep the action menacing.

The animation moves briskly,

though it’s no speed demon,

especially compared to Wolfen-

stein 3D (see ProReview, this

issue). The character graphics

Colts lay

downma^^Bre-
power. Center targets

betweenm pistrds.

PftOTV:mllemlngt

Pump Ispoweitol, t

slow ofitthe reload.

PROnP: Swe^ the

lOelnschmldt Rame-
thraww from left to

right to spread the

aai^tm.

PROW: The aates usually

hide ammo, but they also

explode Ifyou shoot them.

PR07IP: Ghosts proside valuable

clues, but they never change

their stories.

aren’t knockouts, either, but

they’re definitely eerie. In a

great display of graphics so-

phistication, however, the

firearms are four real-life clas-

sics: the Colt .45 Peacemaker,

the 1932 Remington Pump

shotgun (model 870), the

1928 Thompson Sub-machine

Cun, and even the obscure

Kleinschmidt Flamethrower.

Turn out the lights, and

topnotch sounds create major

creeps. Even though attack-

ing monsters lack audio per-

sonality, moans, shrieks, and

gurgles echo menacingly

throughout the nightmarish

mansion. The music also

weirds out the atmosphere,

ranging from eerie circus

standards to ghostly new

age jazz.

Make a KiHmg
Doom warriors should corral

the controls, and they’ll cer-

tainly enjoy this worthy ghost-

hunting expedition. Killing

Time's a great way to kill

some time.

PROTV: Remember where ammo and
poweiHgts are located. Even Ifyou don’t

need them now, you’R need them later.

1D4 GAMEfRD • JUBIPlf USB



the rewards of a terrific pay and benefits packase.
We're lookins for the most outraseousiy tal-

ented people to come create in our state-of-the-art

facilityjust outside Chicago. So send your resume
and salary history to: Konami
Computer Entertainment Chicago
Human Resources Dept: (code), 900
peerfield Parkway, Buffaoj&ove, IL

•«DM9-4510, Tel:

7<M^l 5-5g^^Bia

If you're a graphic designer/animator: 3D,

SGI, sound designer, sound programmer: C, C++,
graphic/animation programmer: C, C++ assembly,

make the a leap to l^pnami Copy>uter Entertainment

.Chicago Inc. you’#lf what real creative

freedom can do for

We'reaggressn^|^HHHB|b^
Afnerican R&D arm of
^ve you the Idnd ofleadin^q^^^^m^^n|H
1heT|io-holds-b«tedfreedom^^^^^^^^^WW
SBDonc^s hit games.



ByBonehead

A mediocre old

has just be-

come an awftjl new game for

the Jaguar CD. Highlander is

one of the lowlights for Atari’s

new system.

Highlander puts you in the kilt

of Quentin Macleod, a slow-

moving Scottish youth who’s

trying to rescue his clan and

understand his mysterious her-

itage. You plod across fields,

tediously looking for items.

If the controls were even

marginally effective, running

wouldn’t have to be your pri-

mary defense against the ene-

mies who attack at every turn.

Your character often turns the

wrong way, smacking right

into enemies, and his feeble

PWalk Tin Mayan Adventure by Atari

jag Pitfall isfa fun.

colorful actidh ad-

venture-just like Segtf-CD Pit-

fall and the 1 6-bit Pits. It’s no ;

breakthrough, but it's no bun-
'>

gle in the jungle, either^ ^

,

AJuag!eOui71i0^ ^
This game puts you in the

'

leather jacket of Harry, Jt^ an

Indiana jones-style adventiifer

who's searching the MayAn ^
jungles for his lost father. Plat-

form jumping, simple majes,
'

Jaguar

ff

'mp aboveM
ge to claknji

'

beforeffgal^t/C

orchestrated, :

though it' still

adds the'appro-

priate atmos,-

phere.

The only

^'drawback to this game is its

.

, ‘*challenge. By now mosfpeo-
ple have played this 1 994 title

. ; on another system. With noth-

ing new added, you'fl probably

f ' blast through it in a weekend.

i-At least it'll be an endertalning

weekend, c —

THE MAYAN ADVB
quick bonus games, and an' j
army of angry animals await^P

The controls are varied

and effective. A whip, stones. _

boomerangs, and other rudi-

mentary weapons suffice be- t

cause tough enemies are al-
^

most nonexistent, Harry is a

nimble explorer, skillfully

swinging from vines, climbing

ropes, and bungee-jumping.

Perils

If you saw the 1 6-bit games,

you’ll recognize these graph-

ics. The Jag's identical visuals

are a letdown considering the

machine’s supposedly superior

power. There isn’t even the

Sega CD version^ introductory

footage.

The sound effects are the ;

same as they ever were - suit- •

ably tropical - though they’re

not as densely layered as they «

were on the superior Sega CD
version. Nor is the music as

filjF; To avoid oncoming ob-

icfes in Tazamui Mines,jump
ir'tart as soon as the light on

irlirack turns red.

PROW: Early in ffte Lost City of

Copan, leap from the top of the

ruins to find a door leading to

Oiis Atari 2600 sco/piah. Warp
to die right, and you'll bepm
to access die old 2600 version

of Pitfall.

GAMEPRO

I

PROJIPiDrmtgohrtothehutat

I

the right of the tower- an anx-

I

lous enemy Is walling tnstde.

punches and kicks look like a

toddler’s tiny tantrum. High-

lander is high on frustration.

Beam Me Up, Scotty
The shame of it is that the

graphics have the potential to

make a decent game. The ani-

mation is generally as sharp

and colorful as a good movie,

Only the stiff, undetailed poly-

gons of the main characters

detraafrom the visual appeal.

The sounds add little. Eerie

music drones on with very

few effects to spark your in-

terest, or-support the action.

It’s hard to think of anyone

who would enjoy this game.

Fight fans will scoff at the

moves, Highlander fans will

wonder where the action

went, and other gamers will

call up stores to ask about

their return policy. Highlander

leaves you high and dry^ Q



Remember
tlie time
you got
your butt
Iciclced?

Remember
the times
ou iciciced

butts

Unlike your brain, Inceract's MEMORY CARD PLUS™ card for the Sony PlayStation™ and Sega Saturn™

systems only remember what you want them to. MEMORY CARD PLUS for the Saturn has an incredible

8 MEGs* of game saving power—twice as much as Sega’s memory cardi And the MEMORY CARD

PLUS for the PlayStation can store up to 1 20 of your best games—eight times more than the Sony

memory card! If you're not putting your best butt-kicking memories on a MEMORY CARD PLUS, you've

probably taken one too many punches to the head.

For more information on Interact products and promotions, check out the Interact Web Site

at: http;//www.smart.net-/'-interacl

* Four megabits with 2x compression.

Sega and Sega Saturn are regiseicd trademarks of Sega Enterprises. Ud. SoryPlayStaoon isairademarkofSoriy Computer
EntertairTneni Co. THIS PfiOCUCr IS NOTA G^ME MEMORY PLUS is a trademark of InteraaAicessones, inc. 0 1996
mterac Accessories, Inc AJI Rigrw Reserved Interaa Accessories, Inc. A RECOTON COMPANY 10945 McCormiOt Road,
HunlVall^, MD2I03I, (410] 785-5661

By

SNTE^'lcr
Make your
own rules.



gfcn. There^ even a Calford

a dog that looks

fike it’s made of water. The
'

fighters are blessed with re-

sponsive controls, but their

dull special moves are unorigi-

nal. The game’s most unique

feature is the ability to use an

opponent’s special move once

they’re defeated.

The graphics and sound

don’t help either. The charac-
.

By Major Mike

While it's great to

see a shooter that

uses vintage WW II combat

planes, Aero Fighters 3 is

ByineAxeGrtnaar

With the awesome
lineup of fighting

games for the Neo, Voltage

Bghier Gowcaizer quickly slips

to the bottom of the quality

chain. Tliis has to be one of..-. V
the most unappealing and dis-i<

[mal fighting games yet -an .' ?

amplified^tatement consider-,

ing this Is the same system .

:

that gave us Samurai Shodown

and The King of Fighters. '
•

'

tbB Fight
Ten warriors - everything ter animation is on the

from movie stars to robots sloppy side with clumsy

to singers - (dis)grace the ^ sprites that make the fighters

I irOlTAlUHTER^ I

look aikward and silly. In the

audio department, some of

the effects sound suspiciously

like those in Double Dragon

with unintelligible expressions

of victory and defeat. The mu-

sic is nothing special either

-

mostly rock riffs with a touch

of jazz.

FmmOutage
Gowcaizer is a low for the

Neo - and for fighting garnet.- > -

in general. This is one game-'

i that’s hardly worth the fight,

though maybe it’s worth a

laugh or two. Q w.



Leave or pick up tips and cheats Irom

some of the best gamers around!

Nintendo
Super Nintendo
Sega Genesis

To get the HOTTEST tips for your
^

favorite system, you gotta Get A Clue!

Sega CD
1 tip

Super Nintendo
3 tips

Sega Genesis
3 tips

Pre~ Alternative A
Systems

£e^a Classic Clue
Dust oft those old carts and get the

best tips for your favoite system!

Prase 1 Nintendo
2 tips

Press 2 Super Nintendo
2 tips

Press 3 Sega Genesis
2 tips

Press 4 Hand Held
L 2 tips

Slammin’
16*bit tip of

the week!

Leave your best

tip for Scary
Larry...you may

^ get picked! 4

Calls average three minutes in length and cost $1.29 a minute.

Be sure to get your parents’ permission to use GamePro’s Hot Tips Hotline

if you are under 18 years of age. Messages subject to change without

notice. A service of Infotainment World in San Mateo, CA

Also available in Canada/
Calls cost ^1-49 a minute (Canadian)



By Scary Lany

Shaq’s back, but the

larger-than-life basket-

ball superstar is reduced to a

shell of his former self, Shaq

Fu for the Super Game Boy is

injured and should be taken

out for the season.

Shall, Rathe, aahRoh
Nowhere near as good as the

mediocre 1 6-bit titles, Shaq Fu

for the SGB is a waste of time

and thumb tendons. Even

portable fans will soon tire of

the flaccid controls and rinky-

dink gameplay.

You battle against a bud,

take on the computer, or

wade through a pretentious

story scenario that’s definitely

NBA (nothing but atrocious).

Although there are special

moves in the game, you can

just as easily win by kicking

and punching.

The graphics are a small

blur, and special moves don’t

PBOnP: Use your stiMd (tap

Dom-IbwanI and Button A)

whenever you’re being banaged
by proiecOles.

PROTIP: Jump-kick for a Mgger
energy drain on opponents.

look very special. The detail on

all the fighters is lost, and even

Shaq's face in the intro screens

looks nothing like him.

The music is annoying and

way too pervasive. Don’t ex-

pect to hear the Game Boy au-

PR071P: The roundhouse kick

(tapAway and Button B) Is an
effective attack when you’re

playing the computer.

dio innovations from Metroid

or Super Mario Land 2 in this

weak cart.

Shaq Smack
True Shaq fans would be bet-

ter off watching taped games.

And fighting fans need not ap-

ply because this has nothing

to offer that you would want.

This is no Love Shaq, Just a

bunch of Fu-eee. Q

Flapping Frenzy
Defender reappears with fa-

miliar side-scrolling, alien-

blasting levels. But it looks

more like the Atari 2600 ver-

sion than the coin-op classic.

Joust brings back ostrich-

riding air combat with its sim-

ple flap-or-fall formula. Joust

offers two modes: the Normal

one resembling the non-

"^OTIP; Use the scanner at the

top of the screen to^ up
aliens wftii yourblas^ before

they appear.

PRifTiP: When you have only one

person left ft's best to sit over

them and protect them.

PROW: At the end ofan attack

wave, position your Jouster- on
a high perch and drop down on

the unsuspecting new arrivals.

scrolling arcade version and a

new Advanced mode that

scrolls for a slightly higher dif-

ficulty level. Both Joust and

Defender have added a rapid-

fire option.

Colorful Defense
The games look decent and

scroll smoothly. The aliens in

Defender could be darker. On
the Super Came Boy, you get

the borders that replicate the

design of the original coin-op

A-
cabinets. Defender's colors

burst on the SGB, while multi-

colored Joust looks a little pale.

The sound is good, if some-

what static. Nice flapping ef-

fects highlight the sound in

Joust, and in Defender, you

hear that same scorching laser

effect. The music simulates the

original tunes.

Joust and Defender suc-

cessfully re-create their arcade

experiences. You’ll find addic-

tive gameplay with their old-

school flavor. a
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MpAMantliti

PKtiaiiifflilicMpisteMp

jwiativ 17 oftoday’s imM

cioisa^SiiRsisgiiiiesand

Uidestv and {heats for MR
than 20 #er hit Hies.^
deatHe^ceebos to secret

paaicodea,this^'dehasit 8l!

$12.95 Code:BK-321 Genesis

I

Frenuctieo-packed1^ games

I

to the iaiest in strata games, this

ilKBaac has il the viioing tips, 9d

;

strata players seed! Thir^di.,

j

Khidos NepH GSMiOlion inlP
I ai 15 of today’s hottest games, pii

I

tips and strata for mrethai 30

I

other Wes. No rideo gamepiiM^
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I

out this 170-page stntaaJ^a

$12.95 Code:BK-320 SNES

Jjaaa'y.asr’ts 13xi3iiis

By Corey Sandier

$13.95 Code: BK-332

SNES, PC CD-ROM

It'o a brand new day for the

Dark Kgi^...and a brand

nevB^tafbr&otoi

Gty. This 128-page sllpe^

guide CDOtains al the

secrets, strategies, and

tipsp’! need to beat back

Tio-Facs, The Rktder, and

their army of thugs. It'sa

must-have fbr game kwors

and Batman^ alike.

1.99 Code:BK-360

Genesis, SNES,

m Boy, Game Gear

h Corey SandlerBy PetM* (Haf^

The Espars have returned

to let thw magic loose

esbumaiity,amdilof

hBMnldiKf stands to be

vripod out. Canp stop
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By Corey SandlerBy John Fisher
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Cuide. This guide is
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bcs, strategies, battle
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moves that wi makep
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Sy The Unknown
Gamer

Of the three new

Sonic games coming for the

Game Gear, the most interest-

ing is Sonic Labyrinth, a cross

between traditional Sonic ac-

tion and Marble Madness.

Sonic Madness
You’ll recognize Sonic immedi-

ately, but actually this game

presents a whole new look for

the 'hog. In maze-style aaion

similar to Marble Madness,

Sonic zips up and down 3D

ramps while dodging explod-

PROTJP; Some keys aren’t in

plainsfght Ybu may have bi de-

stroy an enemy to locate them.

^ROTJP: Charge up your spin be-

fore hitting the Inss, or you’ll

be In for a long night

Sonic Labyrinth by Sega

%
Price nolavallaSle

Avalleble now

Pusis/aetlon

iplajer

4 ZOOM

Va ovtrOead view

MuHtscrollIng

ESRB rating: Mih
loAdulls

k-itmwrisMM

Game Gear

ing platforms and laser beams

as he searches for the magic

keys that enable him to exit

the maze.

The gameplay is similar in

each of the four zones. Most

of his traditional moves are

missing, but Sonic still takes

out foes with his trademark

Spin Dash move. Maneuvering

around takes a bit of practice,

but the controls are simple.

The final subzone in each

area includes a ring-nabbing

bonus round plus a battle

with a boss. These boss bat-

tles, which will be familiar to

Sonic fans, take some doing

on the tiny screen.

standard Sonic
The graphics and sounds

aren’t special. The simple lay-

out is appealing, but the itty

bitty Sonic is a strain without

bifocals. Standard Sonic rinky-

dink sounds aren't essential to

the game; you’ll want to turn

them off.

Sonic has starred in some

excellent Game Gear games.

This change-of-pace cart is a

good addition to his handheld

collection.

By The Unknown
Gamer

_ America’s most fa-

mous feline claws his way

into the video game world

with this pleasing action/ad-

venture romp.

PBOUP; To find a hidden 1-op,

ride high into the sky on the

second water spout In the Cave

area. Theafump to the left

across Ote platforms.

GarHdd
Cat Hap
When his TV goes haywire,

Garfield gets sucked into a

series of adventures in some

very strange lands, ranging

from prehistoric worlds to the

inside of an Egyptian pyramid.

The side-scrolling hop-n-bop

gameplay is straightforward

and simple - Garfield's just

trying to get from one end of

each level to the other. Along

the way he encounters plenty

of strange enemies - none too

onerous - and even some

PBOT1P: Tit defeat Odie, catapult

rocks up into the ak and knordr

him down. Then follow up by
petting him with coconuts unUI

he’s beaten.

who look like Odie.

Garfield fortifies himself

with his favorite foods, includ-

ing iasagna and pepperoni

pizza. He can also grab objeas

to toss at his foes. This cat^

easy to control as he hops from

obstacle to obstacle. But it isn't

all fun and games - Garfield’s

also gotta use his noggin to

solve a few puzzles.

Feline Groovy
Thanks to Garfield's creator,

Jim Davis, who helped de-

velop this game, Garfield

looks and acts like Garfield,

giving an otherwise-ordinary

game some pizzazz. Garfield's

mugs and shrugs are funny

and, dare we say it, cute. The

sounds are above average for

the Game Gear, featuring un-

obtrusive tunes and Just the

right sound effeas.

Garfield's hardly the game

of the year, but if you're hunt-

ing for a holiday gift for a be-

ginning or young gamer, take

home this cat.

PftODP: There's cat chow every-

where. Eat wheneveryou can,

and you’ll never die.
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Your name on

You have thought alxuit.fni|||^|||S

about it. Stop dreaml^^^H^^E
you there. And it put^y^^Re with

putts that physics canno^RplSfn, and

drives that put a real hurt on the

competition, not to mention the ball.

Valora Valley Golf...where the

impossible is just another win.

e-, a- 1 EADERS
li? HOLE 1 2 3 4 5 6 7 9 to 11 12 13 14 15 16 17 18

9>r PAR 5 4 4 3 5 4 4 3 5 4 4 3 4 4 3 5 4

Lee 1 2 3 4 4 4 5

MacDonald 0 1 0 0 2 3 3 3 3 4 4

Takahashi 1 1 1 1 1 2 2 3 3 4 4

Levy 1 2 3 3 2

YOU 4 4 4 1 4 3 3 3 1 3 2 3 3 4 4 2 4 3

Schwartz 2 2 2 2 2 2 2

Robinson 0 0 0 0 1 2 2 2

Turner 1 2

Wilson 0 0 1 1 2

Jenkins 0 0 0 0 1 2

^ JC.

22904 Lockoess Avenue, Torrance, CA 90501

A0A
tMUL-’w TTwoMcWsm/s/w'

meeer the htgftw qushty

VALOAA VALLEY OOLF U a uadamarh ol e l»9S T a E SoH.
Diltr«>ula<f by VIC TOKAI IIYC. For men Information caH (310) 32»4«80.

they ere ecmpeeoie wHh the

Seg* Stlum’^ System

Sega and Saga Salu

All rights rasarvad,

ire trademarks of SEGA ENTERPRISES, LTD.
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This is it. Football's ultimate judge



The biggest. Baddest. Toughest game ever. Down and dirty. The way John likes it.
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Flashy World Series Slides into Home on Saturn

World Series Boseboll

By Air Hendrix

SdtUfn impressive graphics and lifelike play calls, World

Series Baseball for ihe Saturn envelopes you in a TV
baseball atmosphere. Once fans of the Genesis version are accustomed

to the glamour, though, they may be disappointed by the less realistic

gameplay and the feature shortage.

Play Ball!

Equipped with all the major-league players and teams. World Series lets

two players step up to the plate in Exhibition, Pennant Race, and All-

Star modes. Four players

can compete round-robin-

style in the Playoffs or

Home Run Derby. But

there are only four plates

to choose from - Fen-

way Park, the Astro-

dome, Wrigley Field, or

Yankee Stadium.

Graphically, the

stadiums are rich, realis-

tic 3D environments.

Five intriguing but often

disorienting camera an-

gles track the ball as it zips toward the fence, and the respectably large

sprites move smoothly. On the down side, Sega foolishly abandoned

the cool close-up Genesis view for a functional but less involving be-

hind-the-batter perspective.

Striking sounds alleviate these problems. With a TV-like ring, the

superb announcer introduces batters by name and calls plays with accu-

rate, varied, and colorful commentary. The crowd cheers tend toward

16-bit white noise, but with a gruff ump and solid bat and ball cracks,

the sounds will knock your socks off.

Slicing Foul?

This World Series plays more like a

boisterous pick-up-and-play arcade-

style game than a detailed baseball

sim, and the minimal features and

controls effectively support that

gameplay style. You won’t find

classic players like Mickey Mantle

PROTIP: Constantly vary your pitches. If you

stick with a favorite too long, your opponent will

wise up and crack it over the frace.

orTy Cobb, and the teams require little management beyond substitut-

ing players and positioning fielders. You can’t trade players, create cus-

tom rosters or players, buy or sell teams, or run a draft- which doesn’t

matter if you Just want to have fun cranking out homers.

The decent controls arm you with four pitches and responsive

swinging and base running, but those sim fans won’t like steering the

pilches. And fieldipg deep in the outfield will trouble everyone because

the small outfield sjjrites make it hard to accurately collect the ball.

Grandiose Slam

World Series’ glitter many not sustain hardcore baseball-sim fans, but

the fast, furious fun will ensnare everyone else. Sanim owners should

check out this game - so far. it’s one of the young system's top titles.

GAMEPRO • JanniPir 1986116



QB Attack Scores Big but Lacks Team Support

a v'»foAiii

Quorterbacli Httach

PROTIP: In a long<runninf: pattern, lead your

receivers with the crosshair. In a button-hook

pattern, hit your boy in the numbers.

By Greasy Gus

SQtUrn QB or not QB? That is the

question. In this football game,

you play as only the quarterback. If you can live

without an NFL license, a season mode, a two-

player mode, and the ability to play defense

and special teams, you’ll have a great time.

Off the Bench

Take the field as a rookie quarterback with

something to prove to your team and your

“bear” of a coach, Mike Ditka. With a first-per-

son helmet-cam view of the gridiron, Quarter-

back Attack is undoubtedly the most interactive

full-motion-video (FMV) sports sim to date.

You do everything a real QB does: call the play aid the cadence,

study the defense at the line and adjust with audibles if necessary,

dodge the rush, find

your open man, and get

your crosshair on him

for a clean pa«!s. you

even have the qidon of

eating the hall Steve

Young-style and

scrambling for some

yards yonreelf. Screw

up. and you’l/feel the

humiliation

Between touch-

dowas and turnovers,

you get video clips of

what’s happening with

your defense and spe-

cial teams, and whether or not die opposing team has put you in the

hole. Once you ’ve seen this a few times, you can skip past it, dieck the

scoreboard, and quickly get back behind the ban?"

Clipping Penalty

QB Attack looks pretty good with well-shot video that now encom-

passes most of the screen, as opposed to past FMV games for the

3DO and Sega CD that played in smalltf windows. While the video

is expanded and thefe's no noticeable load time, some of the footage

still seems pixelated. And like

past FMV games, it won’t take

long for you to recognize some of

the repeating clips.

The sounds, like the graphics,

get the job done. You hear com-

ments from your teammates, the

continuous drone of the crowd, and

some mild thumps and crunches with each play. But occasionally

you’ll see something happen (like a kick) that should have been accom-

panied by a sound (the booting of the ball), and the silence becomes a

glaring omission.

Armchair Attack

The control excels. The game captures the quick

decision making that’s necessary in a pass situa-

tion and gives you good views on your receiver

reads, which makes QB Attack a pleasure to play.

With six difficulty levels ranging from Junior to

Pro, the challenge will not quickly dissolve.

For armchair quarterbacks, this game is a

dream come true. Players looking for a compre-

hensive football experience should definitely

look elsewhere, though. B

PROTIP: If you send all your reCwyers^f. •<

patiently in the pocket for a couple ’

you can dodge the rush while yourleuminiites

make tracks downfield. The^jf^ckly liKik for

the open man.

puorlerliocii Rliocli Tips

'

t
Cf

^ jS:;
I T : ni visimm .

«

CT^'rirU I
PKOHP:Kreakup,ou

3 I KL I Ln L. Wilhaiiocciisiimulmn.

I

PKOTIP: incor|K)rateyour

bucks into your puttcnis. Kor ex-

ample. release the right back for

a quick pass while your recehers

drasv the defense deep and to the

left. Vnii can often Just (linii|i it

to him for quick, short yards.

PKOTIP: Break up your p:ivsiiig

with an occasional run. espe-

cially ill short-yardage silualions.

I'hc haltback loss is usually giHid

fora few yards.

PKOTIP: Build discrse hut fa-

miliar plays into your audibles.

I'se them w hen running a no-

huddle offense. The play you

chiHise will appear in the lower-

right corner.

PKOTIP: On long hoinhs and

when I'lrsl learning the passing

game, keep your hacks at home

to block. The added protection

gives you extra time in the piaket

to toss it deep to your receisers.

Inin Mike is a sup|H>rlive

coach...most of the time.

GAMEPRO JiBBipy 1886 117



Sega’s College Football Misses Second Championship

College Footboirs Nollonal Cliomplonsgip II

By Johnny Ballgame

GGflGSiS
College Football’s National Championship II goes from

Heisman hopeful to bench jockey in the time it takes to

play one quarter. The game can’t live up to the challenge of EA Sports’

College Football USA, and it’s not nearly as ftm or realistic.

Academically Ineligible

National Championship has only 32 teams, far from the number neces-

sary to please fans. Sufficient plays are lacking, and the menu to reach

College Foolball Tips

them is confusing.

The players show no visual improvement from last year’s game.

No new animations were added to lend any graphical realism.

The views are the same as Sega’s other football titles. Your pass

will seem on line, but suddenly the game will stop to zoom in and

you’ll watch the ball whiz by your receiver’s head. Turn off the zoom

mode, and you’re playing a game with small sprites.

Denied in the Draft

As far as sound goes, the quarterbacks don’t even say “Hike” when the

bail is snapped. After each touchdown, it sounds like a gunshot goes

off in the back, and the crowd

noise sounds more like sialic.

Notify the next of kin. Sega’s

hopes of a national championship

are dead on arrival. B

I’KOTIP: On pavsing plays, if

nobody is open and you hate a

lane to run in. lake it an<l try for

the first donn yourself.

PR()i lP:\Vhen in heavy Iraflk.

utili/.e (he spin move to break

tackles and get into the open Held.

PKOl'lP: On passing downs.

Itecome a safely and unlieipate

where the ball will l>e thrown.

I'hei) step in front of the receiver

for the interception.

NBA Give ’N Go Goes Almost Nowhere on the SNES

Give H Go

By Super Dizzy Jet

C|inpr ||j:c Although it’s a home version of the exciting arcade

** game Run ’N Gun, Give ’N Go doesn't give much.

Alley-Oops!

With more options than a player’s contract (like Arcade, Playoffs, Ex-

hibition, and Team Edit modes), the game hardly lacks potential. It's

the sluggish, unexciting gameplay that calls for a foul. You move up

and down the court very slowly,

With the slanted perspective (similar to that of Slam ’N Jam), it’s

diffrcult to see where your team-

males are when they’re offscreen.

The graphics and player animations

are rather choppy - especially when

going up for dunks. There’s also

some graphical breakup when players bunch together. The controls are

very responsive, though, with dunks and three-pointers galore, and the

four-player option is always a welcome addition.

The audio track is innocuous at best with the faint roar of the

crowd kicking in whenever a basket scores. The music’s Jazzy tone is

upbeat and pleasant, but the announcer could use some work - his ex-

clamations consist of expressions like “Oh, violation.”

liive 'N Gone
Give ’N Go isn’t the worst basketball game out there - it just isn’t an

arresting one. B-ball fans will be better off with an offering like NBA
Live ’95. B

Give ‘N Go Tips

NBA civa w 60 by Konaml

Prtea nolavallabK

16 mags

Avallabla now

4 playars (using multi-

playar adaptar)

Mulllscrolllng

ESKB rating: Kids

PROTIP: Whin play ing ajiainsl PROTIP: Check out the teams' All the NB.-\ teams- including

thi ciMiipulir, (lonT wuny about strengths and weakne\ses in the
two all-star teams

stials - CPL' opiMinintv hardly

ever take the ball from you.

Kxhibition iniidi.

a
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XJAR?

Saturn: PlayStation 'and PC-CD ROM
;he NFL OuanetDick CkiD is a iiadenuiti ot the Nation

' Exclusive to Super NES’ and Genesis

'

«d 'PiaySlalun' is a liademark 01 Sony Computet

I PloySlaliD

capture technology*. .. true football realism!

teams

80 yards of
viewable field!

all the top NFL
quarterbacks!

>player, game and full season stats! >substi tutions ! >replays from any angle!* >perfect your
gridiron skills in the exclusive practice mode!* >custom player feature—build your own dream
team!* >simulation mode—change history in 50 game-breaking situations! >hyper audibles— choose
from 54 plays at the line of scrimmage! and more!<

all the players
that

I

count!

Either
ynn Have

if.

3-D
rendered

stadiums !*

control any NFL"'

player on offense
or defense!

over 800 plays
including authentic
QB signature plays!

Or ,vou

Don’t.

Officially Licensed Product of

il 9



SypeiBomeBoi]̂
Tour ’96, the

Game Boy clubs its way onto the

links. This minute golf game is

actually fun.

It lakes a pretty boring car

trip to have to play golf on a

ponable. but PGA actually doesn’t

suck. All the standards are here

(club selection, swing meter, even

course overview), but the most

appealing aspect is the plug-and-

play feel.

The graphics and sound

aren’t spectacular, but your eyes

and ears won’t suffer much. Your

golfer has a complete swing, and

the game does a nice job of fol-

lowing the ball.

PGA Tour '96 is as easy as

looking foolish in plaid pants,

E)on’t pay green fees, don’t worry

about everyone else's score. Just

swing with this decent can.

PGflToui '36

By Scary Larry

Came Gear
GameOearspom

fans get a taste of

the green with PGA Tour '96.

While the green looks good, the

slow screen redraw will make

you think you're stuck in a sand

trap for good.

Although the graphics are

slightly better than the Game Boy

version’s, too many small “en-

hancements” like the putting grid

and the tips before each round re-

ally slow the game down.

The music is standard Game

Gear tin-speaker surround sound,

but the sound effects are below

average, and there are no crowd

sounds.

Although not as access-ready

as the Game Boy, this can is still

a lot of fun. Just like in the real

PGA, when the action actually

gets going, it’s a great game.

PRO HP: Clul) seleciHin h auto-

malic. I)ul «\atch the distances

.

(?lvx)sc a dull just under Ihe dis-

tance and diaote it to HN) percent.

PROTIP: Carefully check Ihe

overhead sieM al Ihe tH-^iniiint>

of each hole for hazards.
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sdapfe-K rhsf'li

iirfo a

ivioh^fc-K. And

fh'i^ out! 'toy o-ati pfatj

t|oyK

Ne-tv

Mortal Koivit>at ^
c-oiviiii^ In Af>ril!

XJj^datz^d mfh nor/ loc-a-

florid, oharac-tor^ and

oarna^. And If'c nor/

• for yWO - o)io(\j<;\/olt^

frotn Pana^orilo-.

OiOOOOOhhkl-l-l-W
OlijiYifio Soccor Sccyo‘^

F^ic^ a oomfri^ and batt'lo

tho bc^t for fho ^id. 'fir^t

\n a <^y\oc> of

6orvilt^ ^oon. C’fi^rvipic:.- Sa^fcc-ffeall

and C^amc^ Voluivic^ (

and II aro al^o on tho'ir r/ai^l

Panasonic
Software Company



"I'fVi bnofcd, fvcIccJ up and for pafKo( fcafci^. )cah^

0300 aiflcl frvi fl^jn #«• Y\crf~<^~fncA^lt^ ^k/c<, ftc*^ Trt^

huirfin' for <mr> Jc^cW” ra\% -te wa^-k^^ ^nua ^kc- a few

ctKfYi^ f^trkr^ pKonfo, Thi^ ain't no Suf^ afternoon

CfvDil. Wc-'kc- •falfdn' 1d? Insane- nil^^lon? #iat ^Ma be fol-

lowed io a 1~ Or t|0UK? tyvli^ will be pu^hln' up dc4iert daKie^. 5u+

hcij* Not a pKoW&ivi. on the ?tctc Dubr and outt J
HOOK UP tfllK (OUfi NEAIIESI 380 DEALER 08 CALL: 1-000 332>S36B

A FEV; TASK
MISSILES."

Alt f-iftrleiit* from ihe- ^AL- )PO Zjtiift” %ffirC, NJ



Solid International Soccer for SNES Sports-Sim Fans

)
InternaNonal Superstar Soccer Deluxe

By Videohead

*ilinpr
cleats - The soccer season hasn’t quite

^ come to a close on your SNES, International Superstar

Soccer Deluxe ain’t FIFA, but it’s a respectable game.

Fielding the Choices

This sequel to Konami’s last soccer title gives you larger players with

more animations, more moves, lots of new control options, improved

defensive A.I., and more stadiums. The 36 international teams come

ready to play with no world-league license or actual players.

Controlwise, the action is easy to handle. The learning curve is

short, especially if you use the training mode. Unfortunately, manual

goalie control is difficult. As play approaches the net, you must control

the goalie, watch the radar, crack the play, and control defense.

It Takes Tunes to Tango

Graphically, you get large, fairly detailed sprites. Combined with the

close-in side view, though, their size makes high kicks difficult to fol-

low when the ball travels off your screen.

Thankfully, you don’t have to listen to the salsa/jazz tunes during

gameplay. There’s a large amount of voice, and the announcer’s excite-

ment is contagious. TTie crowd chants have a FIFA flavor.

International Superstar Soccer

Deluxe brings solid play to the

match. Soccer fans should appreci-

ate it.

kitemattonal Supeistar Soccer Deluxe

Prtca not available 4 players (using mulb-

player adaplerl

Passwnnls

ESRB rating: KMs
to Adults

Frank Thomas “Big Hurt” Baseball Faces Big Ipjury

FrauD Thomas "Big HurnasebaD
By Videohead

I'pnpcjq Vying for supremacy against World Series ’95 and

Triple Play puts Frank Thomas’s bland baseball sim in

a world of hurt.

Let’s Be Frank

There’s nothing awful here, but there aren’t a lot of exceptional features

either. Standard options include Exhibition, Season, and Playoff games; a

Home Run Derby; and Clutch Time situations where you make the plays.

Since the game has all the real major-league players, you can as-

sume it was a cost-saving measure to skip the real logos and team names.

An edit option, however, enables you

to replace the substituted city name

with the real McCoy.

The gameplay is resoundingly

average and. at times, glitchy. For

instance, when you bring your right fielder in to scoop the ball, it

magically appears in his glove when he’s about seven feet away.

The pitching is straightforward, and you can put aftertouches on

the ball. But fielding is difficult because your players move slowly.

Field of Dreams

Graphically, the player animation is terrific. Your swinging batter isn’t

as detailed as the batter in World Series, but he moves better. Disas-

trously, the ballparks don’t even look remotely authentic.

The sounds are mostly average with the familiar ballpark jingle.

But static crowd noise and jagged voices drive it foul.

The call at the plate is to play baseball on another field or rent

Frank Thomas before you buy. B

r4.9S

32 megs

Avallabit

Bssetell

122 BKMEPRB Janapy 1 88B



WIN!
Super NFL

Sweepstakes!
See Inside!

PLUS:
NFL Stars Who
Play Video Games!

• NFL GameDay
• Madden
Football '96

• NFL Quarterback
Club '96

• NFL Full Contact

• Unnecessary
Roughness '96

• Tecmo Super
Bowl 3: The
Final Edition

• Front Page
Sports:
Pro '96

• Ultimate
Football '96

• NFL Pro League
Football

• Prime Time NFL



GameDay Could Go All the Way!

BOOMI with a View

The crisp, clean graphics feature well-

proportioned sprites (larger would be

too cumbersome and smaller is never

better). The action moves fast, and

pixelization is kept to a minimum,

even with the scaling. Other graphical

touches (like lighming flashing when

a player makes a huge hit in a rainy

game) enhance this otherwise-flaw-

less sim.

NFLGflineDoii

By Scary Larry-Jabbar

Sony hits the next-gen

systems with the best

football CD to date. With features, op-

tions, and gameplay that rival anything

else on the market, NFL GameDay is

one hot ticket.

Gridiron Glory

Starting from the top, GameDay sports

some of the coolest graphics seen for

any next-gen game, and it’s certainly

heads and tails above the rest of the

football pack. From the cool rendered

helmets at the intro to crisp, full-field

views when you throw to stadiums all

around the league, GameDay has it all.

You have updated rosters of all 30

NFL teams (including expansion teams) with realistic action for each

individual player. For example, if you’re a mediocre running back like

Harvey Williams, you’ll have difficulty performing running moves

against defenders. But if you’re Emmitt Smith, you’ll stiff-arm, spin

out of tackles, and jump over diving linemen with no lag lime. On de-

fense, you can tackle, intercept, and tip balls better than the pros.

Other options include injuries, player trades, and onfield substitu-

tions, all done with a minimum of button fussing. Receivers are assigne

one of the four main buttons, and the

play book, though sparse by Madden

standards, highlights the passing and

rushing strengths of each team.

The sound effects are also a cut above. From the clink of the coin

toss to the stadium shouts of “Dee-fense!”, the sound is crystal clear.

Every bone-crunching tackle, every quarter-

back cry of pain, and every crowd cheer is

included here.

Judgment GameDay
NFL GameDay is just what the next-gen

sports fan is looking for. And with three skill

levels (Rookie, Veteran. All Pro) to choose

from, this game is so addictive you may find

yourself missing a few kickoffs while you

live your dream as Sanders or Rice. The

PlayStation and Sony bring that dream one

step closer. H

PROTIP; When playing against the computer, keep an

eye on your ofTense the minute the play starts. They will

u.se the five-yard “bump zone” to knock your

player out of his receiving zone.

Helmet-lo-helmet action has never been more

real, as seen here in the FMV intro.

124 GAMEPRO Jaiiiry 1886



QB Club: Everyone’s Super Bowl Bound

OB CluO Tips
NFLQuarierboch Club '96

By Slo Mo

GGOBSIS loaded up the Cowboys? Acclaim

and Iguana Software dug deep for an all-out attack on

Madden Football that certainly establishes Quarterback Club as one of

the league's best. But no team is unbeatable, particularly in this game.

Solid Fundamentals

QB Club has the basics covered. All 30 NFL teams and their starting

players are present. There are roughly 400 plays, which you can flip.

Also, up to five players

can play, and QB Club’s

packed with stats right

down to the number of

running plays that were

run left or right.

TTie Club’s game-

winning visuals really

pump up the action. The

classic behind-your-team

look paints a topnotch,

50-yard downfield view

that includes all 22 play-

ers. Add sharp sprites,

and this game is a Gene-

sis division leader.

However, the gameplay

animation is slower than

Madden's.

Clear, distinct quar-

terback-signal barking

and referee calls juice

the audio. The crowd

even responds to the

home team.

PROTIP: Ihit pressure on the passer by over-

.shifling defense e ends wide of the tackles.

built-in button sequences unleash

54 preset audibles on the fly.

The intelligently constructed

Practice mode is one of the best

“extras” in this football game. This

radical and practical feature con-

tains 19 drills for offense, defense,

and special teams, which use ac-

tual gameplay views and controls.

With such an overwhelming

wealth of assets, can QB Club’s

championship drive stall? It hap-

pens to the best. Like the '95 edi-

tion, the CPU’s easily beaten even

at the All-Pro skill level. It’s a gas

to go undefeated in the NFL by

racking up college football scores;

however, football purists may bail

long before they decide to take the

Panthers roaring to the Super

Bowl.

For Members Only

Quarterback Club is an impressive,

finely crafted game for the masses

that's easily the class of the Inter-

mediates league. Forgonzo foot-

ball gamers, though, the average

CPU doesn’t match Madden '96’s

tough A.l. Apply for Club membership accordingly.

PRUTIP: New formations for Club '96 include

a run-stuffing 4-6 defensive alignment.

Moves You Can Use

The controls are first string, even though ball carriers have Just two moves

and it’s tough to tackle from behind. The Hyper Audibles in particular are

an excellent control feature. You can set six regular audibles, but Hyper’s
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Tecmo’s Final Edition Won’t Bowl You Over
lecmo Super eoml III Final Etion

yards downfield, which works except when receivers go deep.

The sounds are also passable. You hear crowd noise, an announcer,

and good grunting effects when players get nailed.

GGOGSIS
Tecmo’s Final Edition dashes toward the playoffs, but it

stumbles for hardcore fans craving a realistic NFL sim.

Go for Two
Super Bowl 111 includes 30 pro teams and their players. Play Preseason,

Regular Season, or Pro Bowl games against the computer or a friend.

You can also make trades, acquire free agents, and create your own rookie.

The graphics are pretty good. The small, animated sprites move

smoothly, and the familiar overhead side view lets you see about 30

Fumble!

Tecmo drops the ball with player control. You can’t switch to the

player closest to the ball after the snap, and your ball carrier can’t spin

or stiff-arm to avoid tackles. You also have to cycle through receivers

on passing plays, and the computer takes over for both offense and

defense when the pass is in the air.

Two-player battles make Final Edition worthwhile, though the

game’s shortcomings will make diehard armchair QBs reach for Mad-

den ’96. If you’re looking for an

easy-to-leam football cart, though,

consider Final Edition for your

next draft pick. H

NFL Full Contact NFL Star Games

PlauSIsNon
n Cahifn Hot on the heels of Madden ’96. Konami’s entering the

32-bit football game with NFL Full Contact. Along with

all the NFL teams and players. Full Contact will provide Season, Playoff,

and Super Bowl modes, and the crowd will actually respond to onfield

developments- Konami promises to ramp up the realism with a tough A.I.

that features more than 90 behaviors for each player, motion-capnrred

and rendered 3D graphics, and more than 50 dodges and jukes. B
ByKoMml

Available Now

If you think the only things NFL players do off the field are lift

weights, watch film, or do endorsements, think again. One of the

fastest-growing hobbies among some of the NFL’s biggest names is

playing video games.

“Video games are an everyday thing for me,” says Redskins run-

ning back Reggie Brooks. ‘This is what I do in my spare time. I’m a

fanatical player.”

“A lot of times when you come home from practice or a game,

you just want to relax,” says Jets quarterback Glenn Foley. ‘‘Video

games are a great way to kick back.”

Playing video games, however, isn’t all fun and games. During

the week before Super Bowl XXIX, EA Sports sponsored the “Madden

Bowl” Celebrity Video Game Tournament, which benefited the NFL
Youth Education Town in Miami. Rams running back Jerome Bettis,

Buccaneers linebacker Hardy Nickerson, and Packers mnning back

Edgar Bennett were a few of the headline performers at the event,

which was won by Brooks. B
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Madden Takes the Field on the PlayStation

^ Madden NFL '36

By Air Hendrix

PlaySiaNon The king of video game football is getting ready to kick

off on the PlayStation, carrying over the tradition of

strong features that drove Madden NFL ’96 to the top of the I6-bil

standings. Up to five players can bump helmets with all 30 1995 NFL

teams, as well as both Pro Bowl squads and the All-Madden team.

Hardcore football buffs will get a thrill from the historical teams,

which include the Super Bowl champs and NFL Hall of Fame

teams from the ’50s to the present.

A playbook packed with more than 240 selections and castom

playbooks for each NFL squad bring serious strategy to the action.

Other interesting features include multiple camera angles and

customizable penalties, weather conditions, and playing surfaces.

Graphically, EA used motion-capture techniques to digitize real

NFL players in action, so the onfield gameplay should match the real-

ism of the rendered 3D representations of all 30 pro stadiums. CD-

quality sounds and commentary from Madden, Pat Sumerall, James

Brown, and Leslie Visser will lend TV-broadcast authenticity to the

matches. Q
By EA Sports

Available Now



iREDEEM ME
Send 20 wrappers and $1 .50 to

NFL Santa Card Set, P.O.Box 7232,

' Osseo. MN 55569-7232

Santa doesn’t want milk and
20 tootball card wrapp^a^'^,

Card Set.It’s the only way to get a free

To rinii in the hx'lKlay seasim, the nice foBts at the NFL are away a

Kmited'editkHi ct>tlectors set. h features real ctx>l artwork frtxn each of the

official NFL Tradini; Card cixnpanies, and a superspecial card front the NFL.

fXm*t fttrset. every pack of 1995 NFl. Trading Cards alsct ctxties with a chance

to win a trip for 2 to Super Bowl XXX, and, maybe, a Jt'hn Elway

autographed card. So gather up 20 fixitball card wxappers and $1.50 ftx*

sUpping ~ arx] if ytxt want to send ctxtkies Ux>. Santa digs ctatmeal raisia
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Chech ou^ rhese neui NFL Video Games!!

NFL GameDaq
(PlayStation. PC)

NFL Full Contact

Sonys first gndiron contest for the Konami plans to score big with a football

Play^tion came together with help from game that includes all 30 NFL teams,

Steve Bono, Kansas City QB. A 3/4 over- player modeling, broadcast-quality r^l-

NFL playbook, and a behind-lhe-QB view play modes, 50 unique “Ump" modes,
are just some of what's in store for players and lots more.

Wl GameDay.
Konami • AvailaUe Now

By Sony Computer Entertainment

Available Now

Madden Football '9G
(SNES, Genesis, PlayStation. Saturn, PC CD, 3DO)

The longest-running series in video game

football is set to kick off in '96 with a sixth

version. Changes include new rendered

graphics, new play mechanics, a General

Manager feature, plus the ability to create

your own players and watch as they try out

for the NFL,

By Electronic Arts • Available Now

Tecmo Super Boml 3: The Final Edition
(Genesis, SNES, PlayStation, Saturn)

A classic series concludes with Tecmo's

final Super Bowl edition of Oie game that

started it all. In addition to its familiar

side-view action, Super Bowl 3 has all 30

NFL teams plus real players, a player edi-

tor, a free agency mode, and playlmk

options.

By Tecmo • Available Now

NFL Quarterbach Club '9G
(PlayStation. Saturn, Genesis, SNES, Game Boy, Game Gear)

Acclaim took to the field last year with the

first version of this game. The '96 OB Club

boasts all 30 NFL squads, including the

two expansion teams, more than 800 offen-

sive and defensive plays, an 80 yard down-

field perspective, player fatigue factors,

and more.

ByAcclaim Entertainment ‘Available Now
(Genesis, SNES, Game Boy, Game Gear)

• Avail^jle '96 (PlayStation, Saturn)

Prime Time NFL

Front Page Sports: Football Pro '9G
(PC CD)

Sierra On-Line ‘Available Now

Ultimate Football '9G

(Saturn, Genesis, 32X, Game Gear)

Sega's latest pro ball sim stars Deon

Sanders. This versions upgrades include

playbook swapping, multiple difficulty set-

tings, enhanced trade features, and a mind-

boggling 204 diffemtt categories of stats

that are stored over the life of the cat!

By Sega ofAmerica • AvailabiB Now
(Genesis, 32X) ‘Available 36 (Saturn,

Game Gear)

Unnecessarq Roughness '9G
(PC CD)

The '96 version of Unnecessary

roughness includes more finely-

tuned A.I. and gameplay, over 1000

NFL plays, a custom feature that en-

ables players to design their own
plays, updated stats, 20 additional

animations for each player, four new
player attributes, general managers
with salary caps, four-time Super

Bowl ref Jerry Markbrieght, and even Al Michaels to call the play-

by-play on the games!

ByAccolacfe ‘Avails^ December '95

(PC CD)

In addition to bone-crunching football

sim action with real NFL teams, flayers,

stadiums, and action, this game includes

a Fantasy Football option. Use H to cre-

ate your own ultimate fantasy league

with up to 30 teams. You can even track

your Fantasy League in over 40 statisti-

cal categories and update it with real

1995 NFL stats.

By MicroProse • Avallatye Now

NFL Pro League Fooiball
(PC CO)

You're the coach in every way when you

line up In NFL Pro League. Real NFL

teams, players, and performance stats

combine with killer graphics and a flaw-

less execution for worfd championship

gameplay.

By IBM MultimeOia Publishing Studio

Availabte Now



Hom ro Enter to Win!
Name the 10 learns who you think will make

the playoHs lor the 1996 Super Bowl. Write

the team names, your name, address and

phone number on a 3x5 card and send

^828

08077

All correct entries will he pooled and randomly selected.

Third Prize (50)
Free subscription to

GamePro, T-shirts, and

Fighter’s Guide

Grand
Prize (1)
NFL Entertainment

Package:

• SONY 27” TV

• SONY PSX tiardwaFe system

• 2 1996 NFL PSX video games

S-VftSfM

First Prize (25)
2 1996 NFL video games

Second Prize (10)
Pro Player shoulder to shoulder

jacket. Available in NFL team of

your choice.



The Monthly Guide to the WorL5 of Role-Playing Games • JanuaRy '9^

By Major MHce

Although not renow-

ned for RPCs, Capcom

has done an awesome

job with Breath of Fire II.

This long, absorbing game

offers plenty of story turns,

intense battles, and intriguing

characters.

A Bigger, Belto' Rre
Bigger and longer than the

original, Breath II takes place

hundreds of years after the

first game with descendants

of the initial characters. There

are also cameo appearances

by fighters from the first

game (Kam and Bo), and one

even joins your party - the

snake sorceress, Bleu!

Anyone who played the

first game will take to this one

immediately: it retains the 54-

overhead battle scenes and

traveling scenes. The controls

are very good and simple to

master. However, you can at-

tack your own party members

(something you'll need to do if

any of them

are turned into zom-

bies), so take extra care

when seleaing your targets

in a fight.

The menu-driven play me-

chanics are a little different. In

addition to the usual statistics,

such as strength and stamina,

there are two new items. The

first is the Monster meter, rep-

resented by a little green crit-

ter at the top of the character-

menu screen. He alerts you to

monsters in the area

by frantically

jumping around.

The other is the

Dragon’s Tear - an insignia

that appears when talking

to people. Depending on the

colors it displays, you catch

emotional undercurrents and

even tell if someone is lying

or not.

ters must confront demons

from their past in order to

proceed. While some of these

episodes are cliche (like

Rand's), some are touching,

too (like Nina’s). Yet with all

the tangents, the story never

loses focus, especially when

the epic draws to a close.

In addition to the usual

Epic Storyleiling

Tie story is tong and com-

plex with side jour-

where some

the charac-
FROTM: Look for shamans hi

the dungeons and cashes. H
you adlect enough, you can

give your charac^ new looks

and super abilihes.

PROJJP: Use the Fire and I

Shamans for Katt and the Water

and Holy Shamans for Jean.
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PR07JP: Drink from all poofs of

water. AH bit and magic points

will be restoreil.

nOTJP; Use Spar, the grass

man, to lead the party through

ttie woods.

Uteran «rea» o'

A new item - the Dragon’s Tear!

ft can help you determine Ifpeo-

ple are lying.

scheme of character powers

emerging after experience

points are acquired, there are

six rough wizards - shamans -

who can bestow super pow-

ers. if you can find them, any

two in combination can give

you lethal attacks, depending

on the charaaer,

You start with two charac-

ters, but a total of nine will

join your party, You can travel

with only four at a time, but

that gives you an opportunity

to cycle in fresh characters

and build their abilities.

Breath of Fire II is more dif-

ficult than the original, espe-

cially at the beginning. Make

sure you rack up abilities and

hit points before taking long

travels - especially when go-

ing alone. The same holds

true when you near the end of

the game, where you battle

every dozen steps or so.

Great Look, SoiMiils

Breath excels with great

graphics and sounds. Craphi-

PDOTIP: Use Jean’s swimming

abHIUes to cross rivers and hop

up hills.

cally, there are very few cine-

:

matic scenes (fewer than in

the first one), but some of

the battle scenes provide nice

visuals that range from dis-

gusting enemies to incredi-

bly powerful spells. The char-

acters are given great detail"r

from Nina's flapping bird

wings to Bleu’s slithering .

snake tail.

The music is also pleasant,

and one of the best things

about it is that it changes

throughout the game (the bat-

tle and traveling music take

different tones about halfway

through the game). The sound

effects provide a plethora of

crashes and zings, usually

heard during battle.

Breath of Fun
Even though it drags at times.

Breath of Fire II never loses its

momentum. This excellent,

very time-consuming Journey

will keep the most demanding

RPC fan satisfied.

PfiOnPfKeep,

PROnP: In castles, let Nina lead

the way. Ifyou exit a room that

has a drop, Nina will keep the

others from falling.

PROTIP: In areas wffft oMruc-
tkms, use etUier Rand or Katt to

dear the way.

Mike SE
I LV.1..

Bleu SE
-v«

=<? If
Katt HE
Lv.., iSiiJ

HIIIIBH HlllriiR

A
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Dfsccponld
By Sk Scary Lany

If some straight monster bat-

tling and weapon gathering is

what you're looking for, then

skip Discworld. This find-and-

seek text adventure is straight

comedy with a dose of fen-

tasy thrown in.

WbiU of Lau^iier
Using the vocal talents of Monty

Python's Eric Idle, the whole

game has a very British, very

Python-esque feel to it. More

talking than action, this game

will leave your sides aching

from laughter, even if it leaves

your RPC appetite yearning.

Ported over from the popu-

lar PC title, this polnt-and-click

adventure pits the hero, Brince-

wind (also repeatedly referred

to as Breakwind), against the

Magicians’ Guild and a whole

cast of nefarious characters, in-

cluding a psychologically dis-

turbed troll and three aging co-

medians/wizards. There’s even

a running donkey-cart joke

that is part of the plot.

But besides the humor,

there’s nothing else to recom-

mend here for RPC enthusi-

asts. There are no weapons,

skill levels, or magic spells.

Basically, you must recon-

struct a device to detect drag-

ons, then go off on separate

hilariousjourneys to find the

pieces. But you find that your

lust for gold has surpassed

your thirst for knowledge, and
'

the game takes some very

odd twists.

PBOTfP: See Oie sleeping lug-

9390 on iopofthewartiroire?

Something long and broomlike

should waken it If only you had
a broom.

PR071P: You won’t be able to

get past the Monkey librarian

witoout a library card or may-
be an edible passport Check

toe luggage for a banana.

Wizanf ofAha’s ,

The graphics are humorously

illustrated with lots of cartoony

explosions, wry facial expres-

sions, and even some bright

Disney-like backgrounds. But

the game never shows off intri-

cate or awe-inspiring graphics

for the spells like most stan-

dard 1 6-bit games do (Chrono

Trigger and FF III are perfect

examples).

. The sounds are the games

forte. Excellent, clear, and ex-

tensive dialogue reigns sup-

reme throughout the game,

and you are given (thankfully)

the option to stop people in

mid-speech. Funny sound ef-

fects, like squishy worms or
^

fireworks explosions, are also

clear as a bell. But the tame i

music never surpasses the dia-

logue and remains pretty limp.

The control is standard

point-and-click. The game is

compatible with the Play-

Station Mouse, but you won’t

need it-thejoypad worksjust

as well. If you can keep your
'•

inventory in check, you’ll have

no problem playing Discworld.

Slipped Disc
Plenty of laughs but little chal-

lenge make Discworld some-

what of a novelty for serious

RPC players. But serious 4*/

RPCers are definitely not what h
Discworld is looking for. For a

•

change of pace, give this Disc
‘•

a spin. Q •
- -

Steffi fa the

€>e^vlce
Imp

To find the Imp, you must first

find toe aktoemist. Use toe

com on toe Bask, make some
popcorn, and chase the Imp. If

you need to coax him from a

small place, try the worm on
the string.

Metal Coil

It’S actually a hair roller, found

at toe barber^tqj In toe street

But Brst you must team pick-

pocketing hem toe urchin In

the square. When the baiter

starts daydreaming about his

girifriend, pick toe roller from

his pocket

Mzanl'i Staff
the roofs In toe alley) and the

butterBy net (sit In the middle

chair In the Psychiatrtokerest’s - ;

ofBce). Use toe ladder to get to

toe cook's vrindow, then catch ,

the pancake with toe net When
toe cook leaves to Investigate, /
grab toe pan. ^
S>oagoa\ 'Si-eafli

Metal CoMtalaa'

Get toe minor from the fool in

toe pabician’s palace (to get

past the guards, have them
start a Bght). Then climb the

rooftops In search of the vain



FIRE THUIUDERSTRIKE, and prepare for

S GARIUAGE.

War-tom terrain and 3D graphics are uitra-reallstic.

Look out for enemy vehicles, ships, and aircraft -

then vaporize them with bone-shaking explosions!

combat and real-life conflicts
-

Bastern invasion, a brutal siege in

:urope. gun-running in South America,

the South China Seas... 26 killer

in all! Including night and day assaults.

Tiwttiwka 2 Is I u«mni oUVC. e ins U.S. G«d, Inc.

San end S«n SVvn arc irantinarfcs M San Eitiirpriies. LU.

Pl^Sullm and Oh PlcySlibw Ion era iROCmaflis

olSwCoiiHWtafEnia'UInnanUK All fUgliis RasMved.

HAVE A NICE MISSION.
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By Nob Ogas3wara

As the final installment of our Chrono Trigger strategy

I guide, we bring you the endings we’ve managed to dis-

cover. We’ve heard from Square that there is at least one more

ending hidden away. Obviously, if you haven't started playing

this game yet or haven’t reached any of the endings, we

strongly recommend that you stop reading these spoilers right

now. Also, the endings we show assume that you already fin-

ished the game once and restarted from the top using your

finished game’s data. (That way, you can fight Lavos anytime!)

HeswrecBag Chroiw

After Chrono’s death, finish

the game without bringing

him back to life. The heroes

will disperse to their homes,

but will gather again to try

bringing Chrono back to life.

Chrono the Dan Mage Oramaec
Stiff Credits
Defeat Lavos after the
theft of the gate holder
and before the resurrec-
tion of the Mesamune.
you'll get movie-style

ending credits.

ne Frog Prince

After the surfacing of the

Black Dream, defeat Magus

at the North Cape in 10,000

B.C. After that, finish the

game. During the ending

credits, you'ii see Frog in

his real human form.

HanMyFverAfta
Defeat Lavos after obtain-

ing the Brave Badge in 650

A.D. and before the wel-

coming bash in the prehis-

toric age. You’ll seethe he-

roes and their lives after

their quest.

Magus vs. Lavos
Co beat Lavos after ar-

riving in 10,000 B.C.

and before entering the
undersea shrine. This

ending shows Magus
going up against Lavos
alone.

Dino Shores

I vs. Magus
1 Beat Lavos after giving Frog

the Mesamune and before

beating Magus at his castle.

You'll see the ending in

which Frog challenges Ma-

gus to a duel to avenge his

friend’s death and bring on

his own transformation.

wccrfOHH
Ancestry
Beat Lavos after defeat

Yakra but before returi

to Cuardia Castle in 1C
A.D. You’ll make the

shocking discovery tha
Marl is a direct descenc
of Frog.

ing

ing

ing, human

become extina

acters, including

will become lizards!
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MeetOwSlaff
This is by far the hardest end-

ing to reach. You arrive at it

by fighting Lavos before you

defeat Yakra at Manolia Con-

vent, You’ll be treated to an

ending with caricatures of the

development staff, including

Square VP and FF producer

Hironobu Sakaguchi. Dragon

Quest illustrator and Dragon

Ball manga artist Akira^Tori-

yama, and Dragon Quest pro-

ducer Yuji Horii.

GAMEPRO • Janmry )88B 137



By Itie Unknown Gamer

Light Crusader, which com-

bines RPC and action/adven-

ture gameplay, is just what

the name implies: lite. As an

RPC, it's less challenging, less

complex, less absorbing, and

yet still strangely satisfying in

some very basic ways.

MoOey Crusader
In Crusader's fairly standard

story line, you play David Lan-

der, swordsman extraordi-

naire. You visit the nearby

kingdom, discover strange go-

ings-on, and set out to rid the

land of a scourge. What fol-

lows is lots of talking to peo-

ple, searching through mazes

for special items, and fighting

with various undead and oth-

erwise wickedly enchanted

creatures.

A blend of artion and RPC,

Crusader’s perspective is from

a ^-overhead view, a la Be-

yond Oasis. Standard RPC ele-

ments include quests to com-

plete, monsters to fight, and a

variety of items to collect and

use, such as the four elemen-

tals (earth, wind, fire, water).

which combine to make 1

5

spells. Relics, keys, and more

items found along the way en-

able you to solve the quests,

and ultimately, the game.

KiU^ Moves
Despite its weaknesses. Light

Crusader shines in several ar-

eas. The graphics are above

average with beautifully

drawn villages and scenery, a

range of interesting enemy

PROTIP: To open the door In the

room just after the Bed Dragon,

you inust leap and cut down die

sa/lnglng hostage.

creatures, and some killer

bosses. The only drawback is

David’s lack of movement, as

well as entire areas where

there Just isn’t enough eye

candy or action to make them

interesting. Musically, Cru-

sader’s classical/medieval

tunes nicely complement the

action, though they're some-

what repetitive.

, Your range of moves in-

clude a sword slash. Jumping

thrust, and the ability to flip

switches. You’re a tall, gangly

sprite with nowhere near the

range or fluidity of movement

of Ali in Beyond Oasis. In fact,

maneuvering in the 3D envi-

ronment can get mighty an-

noying, especially when

you're trying to precisely

jump or slash something in

the air.

SpudU^
In the end, Light Crusader

gets a passing grade because

of some cool bosses and in-

teresting puzzle challenges. It

PROTIP; To dm Green Oit,

press the letters on the Boor In

this order R,Y,G,B.

PROTIP: AnM standard mtks
In this game ~ stock up on

Items by Rghdng all tfie ene-

mies ht a room, extdng, and

returning te dght them again

undlyou have all the Items

you want

PROTIP: To earn another orb,

go to the room with the tuning

hrrks, /day the tune on die mu-
sic box, and replicate It on the

tuning terks.

doesn't have the depth of Be-

yond Oasis, but its fun and

challenge lie more in solving

the puzzles and exploring the

mazes than in completing the

quests. Not a game for hard-

core RPC fans, Crusader might

be a fitting challenge for no\nce

players or those who like their

RPC with a twist of action/ad-

venture on the side. O'

PROTIP: When you reach this in-

teresting puzzle with the lever,

push the block onto the tever,

then rotate the lever to the

other platform, hish die Idock

offotho the tan square, and the

door opens.

PROTIP: To get out of your first

grave predicament In the ceme-

PROTIP: When you encounter

most always use dim to open

doors - Ifyou can figure out

bow to maneuver them next to

the doorway.

tombstone from the left In die

second row from the bardr.



o
CALL NOW
TO ORDER

802 -767-3033

Fax

802-767-3382

Source

10534

PO Box 234

Dept 10534

Rochester,

VT 05767

OVERNIGHT SHIPPING

In US S4 per order.

Mall to Canada, PR.

HI, AK. APO, FPO $4
per order. World-

wide airmail $6 par

item. Handling S2
per shipment. Hard-

ware orders may
require additional

shipping charges.

Call for details.

Visa. MC and

Olscover accepted.

Checks held 4

weeks. Money orders

same as cash. COD
S6. Defectives re-

placed with same
product. Most items

shipped same day.

Shipping times may
vary. Price/availabil-

ity may change. All

sales final.



Conrroller Legend

Left Punch Right Punch

Motion = Move the joystick in one

smooth, continuous motion.

Tap = the indicated buttons or

directions in sequence.

Charge = Hoid the direction or button

I I

indicated tor the tune indicated.

/

' 11= Execute commands at

Left Kick Right Kick parentheses simultaneousty.

Note: All techniques are described under the assumption that your character is

facing to the right If they're facing left, reverse any Toward and Away commands.

moves,



Learn these essential basic skills before you enter the tournament. The following moves are universal for each fighter.

How to Run Get Up and F^t Super Moves Countermoves
When your fighter is knocked

down during a match, you have

several ways to recover offensiveiy

and defensively.

Super moves take a few seconds

to execute and leave you open for

an attack. If one connects, howev-

er, it can inflict massive damage.

These moves are shown on the fol-

lowing pages.

Counter Throws
Counter a throw with a throw. If

timed correctly, the two throws

cancel each other. Then you can

perform another throw, special

move, or combo.

Each fighter can run by tapping *,

If your opponent is far away and

you run toward him, you perform a

head butt Running from a close

distance tackles an opponent

Tackle Attacks

New in Tekken 2, players can now
counter incoming enemy moves.

These moves are shown on the fol-

lowing pages,

Note: Nofall lighters have countermoves.

Rolling to the side is a new recov-

ery move. When your fighter is on

the ground, tap LP.

Low-Kick Recovery

While on the ground, tap LK

High-Kick Recovery

While on the ground, tap RK

Roll Foiward

While on the ground, tap

Roll Backward
While on the ground, tap

Players can chain recovery

moves together. For example,

while on the ground, tap LP to

roll to the side, then tap to

roll forward, or tap to roll t

backwards. I

From a running tackle, score extra

hits by tapping LP, RP, LP, RP

Note: To perform Yoshimrtsu's

Tackle Attack, tap RP

Moves While Running
Each fighter can perform these

special moves while running

toward an opponent

Dive Attack

While running, tap (LP RP)

Slide Attack

While running, tap RK

Air Kick

While running, tap LK

Run over Your Enemy

You can inflict damage on

an opponent on the ground

by running toward them.



In close, tap [RP RK)

Roundhouse Flip Kick

In close, tap (LP LK) In close, hold (^RPLK) Tap(LKRK)

Front Kick German Suplex

Hold tap (LK RK) When behind opponent,

tap (LPLK) or(RPRK)

Hold(<- LPLK)or(<-RP
RK)

when opponents start an

I J—I—|-i^|lP|RK|LP|LK|RI^

Jun’s Combos
DoiAle-Punch Side-Kick Combo
Snap-Kicfc Combo TapLK, RK, RK, RK
Tap LP, LP, RK

SMe-Kick

Dmdile-Puncb Rip-Kick Combo
Axe-Kick Combo Tap, LK, RK, RK, RK, LK

Tap LP, LP, LK
Low Side-Kick

Pimchhig High Side-Kkd( Combo
Side-Kick Combo TapLK,RK,(LPRK),RP,RK

TapLP, RK, RK, RK,
Rising-Kick

Rip-Kick Combo Punch Combo
Hold tap LK, RK, RK,RK Tap (LPRK), RP, LP, RK,

RK, RK



Special Strategy Section

Lei’s Combos
Backflip Combo
Tap(LK RK), (LKRK),

(LKRK)

Fist of Fury Conriw

Tap-», RP, LP, RP,LP

Snap-Kick

Takedown Combo
Hold tap RK, LP,

RP, LK

High to Low Combo
Tap RK, LP, RP, LK,

hold
,
tap RK

Punching

Side-Kick Combo
Tap-», LP, RP, LP, RP, LK

Kicking Power-Punch

Combo
Tap^, RK,LP, RP,LK, RK

Hold(«- LKRK), tap LP

Turn Back to Side Kick

Hoid(<- LK RK),

Backward Spin Kick

Hold tap LK, LK

Turn Back to

Takedown Punch

Hold (<- LK RK),tap [4' LP)

Fiying Roundhouse

Tap (1^ RK), RK

Super Move

Hold tap (LPRK)

Note: You can perform three

moves following this move.

Super Rising Side Kick

Hold <-,tapRK

Fiying Leg Takedown

Tap hold {- LK)

Ten-

Turn Back to

Flying Kicks

Hold {<- LKRK), tap (i RK
RK)

Leg Trip

TapLK, LK

Turn Back to Uppercut Turn Back to Back Fiip

Side Kick Takedown

f^ore Special BodyTakedown

Head Smash
in close, tap (HP BK)

When behind an opponent, Leg Press
tap (LP LK) or (RP RK) In close, tap (LP LK)

Arm Fiip

In close, tap hold

{-* LP RP)

1 2 3 5 6 7 8 9

LP RP LP K RP LP RK LP RP LK

IlpIlpIrpM
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Tlifi fijhter’B £Jjfi

Face Smack Single Arm Breaker

Motion'^ ^^(LPRP)
Note: You can perform six

moves following this move

Motion I ^^(LPRP)for
the Face Smack, then

quickly tap LP, LK, RP, LP

Motion 'I' ^ (LP RP) for

the Face Smack, then

quickiy tap LP, LK, RP, LP,

LK, LP, RK, (LP RP), (LPRP)

Lunge Grab

Motion I 4 (LPRP) for

the Face Smack, then

quickiy tap LK, RK, LK, (LP

RP)

Knee Bash to Arm Break

Motioni (LPRP) for

the Face Smack, then

quickly tap LP, LK, RP, LP,

RP, LP, LK, RK, (LPRP)

Ground Arm Breaker

Whiie running, tap (LP RP)

or(RP RK]

Hole: You can perform two

moves following this move.

Grab to Takedown

Motion A 4 (LPRP) for

the Face Smack, then

quickiy tap RP, LK, RK,

RP. RP

Motioni (LPRP) for

the Face Smack, then

quickly tap RP, LK, RK,

RP, RP, LP, (LKRK), LP,

RP, (LP RP)

Ankle Breaker to

Leg Snap

While running, tap (LP RP)

or (RP RK) for the Lunge

Grab, then quickiy tap (RP

RK), LP, RP, LP
Three-HH

Knockdown
TapLP, RP, RK

Four-Hit

Knockdown
Tap(^ LK),LK,LK, RK

Air-Juggle Combo
Tap(^ RP),hoid->

for the next four hits

and tap LP, RP, LP.

RP, •.(•» LKRK)

Wrist-Thrust Combo
Tap(^,LK), LK, LK,

LP. RP, hoid->,tap

(LPRP)

Motion 4> (LKRK)

Note: You can perform four

moves foilowing this move.

Motion 4- s^(LKRiq for

the Leg Grab, then quickiy

tap (LKRK), RK, RP, (LP

RP)

Motion I ^ (LK RK) for

the Leg Grab, then quickly

tap(LK RK), RK, RP, (LP

RP), LK, LP, RK, (RP RK)

Motion 4- N (LK RK) for

the Leg Grab, then quickly

tap(LK RK), LK, RK, (LP

RP)

Motion! (LKRK) for

the Leg Grab, then quickly

tap(LK RK), RK, RP, (LP

RP), LP, LK, (RP RK], (LK

RK). (LPRP)

GAMEPRO •

While running, tap (LP RP)

or (RP RK) for the Lunge

Grab, then quickly tap (RP

RK), LP, RP, LP, RP, LP, LK

Wrist Thrust

Tap^, (^ LPRP)

Super Move
Tap(i^ LP RP)

Rying Kick

Tap-».^,(-» LK)

Hip Toss

In close, tap (RPRK) Tapi^.RK

Am, Flip Chop Punch
In close, tap (LP LK) Hold tap RP

Elbow Smash stab Punch
In close, tap Hold tap LP
hold(^ LP)

Leg Snapper
Vertacal Kick jgp .

Motion 4- tr LK tap LK

Shoulder Toss

In close, hold -e,

tap (LP LK)

Rip Kick

Tap^,(-»RK)

Note: nis move stuns
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In close, tap hold tap

(LKRP)

Note: You can perform four

moves following this move.

Tap^, hold ^,tap (RP RK)

In close, tap hold tap

(LK RP) for the Achilles,

then tap (LP RP), LP, LK,

(LP RP RK)

In close, tap *>, hold tap

(LKRP) for the Achilles,

then tap 1LPRP),LP,LK,

(LP RP RK), (LP RP], LK,

RK, (LP RP),(LPRP LKRK)

Inclose, tap*^, hold tap

(LKRP) for the Achilles,

then tap LP, RP, LK, LP,

(LP RP]

In close, tap hold tap

(LKRP) for the Achilles,

then tap LP, RP, LK, LP,

(LPRP), (LPRP), LK, LP.

(LPLK)

Sweeper

Note: Do the following lour

moves in sequence.

Stun Punch to Shin Punch to

Stui Punch Jaguar Back Breaker Power Bomb

Tap neutral for one

second, then tap RP

Note: The Stun Punch works

only as a countermove.

You can perform two moves

following this move.

Tap >, neutral for one

second, then tap RP, (LP

RP)

Tap neutral for one

second, then tap RP, (LP

RPt),(4'LK RK)

King’s Special Moves

Stun Combo
Tap(^ LP),-»,(->RK),

(tRP)

Note: To start this combo
your opponent must block

the first bit.

Super Stun Combo
Tap (^ LP), walk in with

LP, walk in with LP, tap

-»,(*^LP RP),-», RP

Note: To start this combo
your opponent must block

the first hit.

Air-Juggie Condx)

Tap^,(^RP), hold-»,

tap LP, hold tap RP,

->,(^ RP), (t RP)

1

Ten-Hit Comlios

2 3 4 S e 7 8 • ¥
I
LP

I
RP| LP

I
LP] BP| BK| RK| RK| LP

|
LK

|

I
J^^H-r^K|LK|BK|LK|RP|!ir,|

Mof’e Special Moves

Brain Buster
Tap (RP RK)

Coconut Cnish
Tap (LP LK)

Spinning Jump Kick
Tap (-», LK RK)

Big Boot

Tap (-» RK)

Knuckle Bomb
Tap LP RP)

Uppercut
Hold i, ^.tap RP

Dive Attadc
Tap (- LP RP)

Hard Pounce
Tap(^LK RK)

Frankensteiner
Tap(^ LKRK)

Power Uppercut
Hold tap (LP RP)

Elbow Smash
Tap (4. LP RP)

DDT
Tap IT, (IT LP RP)

Piie Driver

Tapir^,!-* LPRP)

Mind Sweeper
Motion 4 'Si LP

Jump Kick
Tap (-^ LK RK)

Jaguar Driver

Motion 4- V, hold tap LP

Note: You can perform two

moves following this move.

Jaguar Driver to

Face Buster

Motion 4 hold tap

LP for the Jaguar Driver,

then quickly tap (LP RP]

Jaguar Driver to

Boston Crab
Motion 4' hold tap

LP for the Jaguar Driver,

then quickly tap (LP RP],

LK, RK, (LP RP)

Backflip Attack

Hold tap (LP RK)

Octopus Hoid

Tap(^RK), RK, RK, RK,

RK. RP, LP, LK

Note: The Octopus Hold can

only be used as a counter-

move from lour consecutive

low side kicks.

HaK Boston Crab

From behind opponent,

tap (LPLK)

Cobra Twist

From behind opponent, tap

(RP RK)

Figure*Four Leg Lock
Hold K, tap (LP RP)
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Ttie figlitEr B Edge

^SPEC9ji.\tl_ IVtarVBSW

Yoshimitsu’s Combos
Hard-Pounce Combo Air-Juggle Combo
Tap RP, LK, (?> LK RK) Tap RP). hold tap

LP,-»,(-»RK),(i^ LP)
Three-Hit Slash Combo
Tap(-^RP),^, RK),

K LP)

Dive-Bomb Grab
Ten-Hit Combos123456789 10

In close, tap (RP RK) In close, tap (LP LK] During a Flip Kick attack,

tap (LP RP)

Tap (<- LP)

Note: Keep tapping LP to

Spinning Leg Sweep Hard Pounce Knee Charge Sword Slash Super Move

Tap [K LK)

Note: Keep ta/vins LK to

Teleport

Hold i,tap (LPRP) During Life Rejuvenator,

tap<-or->
During Helicopter Attack,

Tap(i^ RP)

Note: Keep lapping RP to

Tap hold ^,tap(LPRK) When behind opponent,

tap (LPLK)or(RP RK)

While crouching, tap 1^,

hold tap LP



Hold 4',tap(LP RK)When opponent is on the

ground, tap (i RK)

Tap (RP RK)

Flying Kick

Tap(LPLK)

Axe Kick

Tap-»,(-»LPRP)

Flip-Kick Hard Pounce Super Uppercut

Tap(^ RK) Tap RK, LK

Special Strategy Sectien

Power-Upp«i:ut

Air-Juggle Combo
Tap-»,(-»RP), LP,-»,

RP), RK),I.K

Sweep-Kick Combo
Motion -» 4- ^ RK,hold

^.tapRK, RK, RK), LK

1 2 3 4 5 6 7 8 9 10|

IrrSpiLPi rpI rpIlxI rkIrkIlp
1
RP| Lp]

1 2 3 4 5 6 7 8 9 10|

|i>.uo| DPI rpI rkI rkI lpIrxIlp !
RP| RKI

\ r

Note: This move sluns a

blocking opponent.

Sweep Kick Super Axe Kick Super Lunge Punch Flying Side Kick Fl^g Sweep Kick

Motion i ^ RK Tap'll (^LK) Motion 4’ ^ RP Motion -> 4 ^LK Motion 4, hold tap

Note: Keep tapping RK lor

more hits.

Elbow Smash to

Flying Roundhouse Power Uppercut Side Step Lunge Punch Power Grab

Tap LK), RK Tap (-> RP) Tap *•, (LK RK) Tap (4 LP), (-> RP) From behind opponent, tap

(LP LK)or(RPRK)
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Tlifi fighter’s fdge

In close, tap (RP RK) In close, tap (LP LK) Hold(<-LPLK)or(<-RP

RKl

Note: Use countemoves

when opponents start to

attack.

Elbow Punch

To Uppercut

Tap-»,(-»RK)

Note: This move stuns a

blocking opponent.

Hold tap RP

Note: You can perform two

moves following this move.

Hold tap RP for the

Elbow Punch, then tap RP
Hold ^,tap RP for the

Elbow Punch, then tap LP

Body TacIcJe to

Punning Bag

Inclose, hold tap (LPRP) From behind opponent, tap

(LP LK) or(RPRK)
Hold <-,tap(LP RP) Hold 1^, tap (LP RP)

Note: You can perform two

moves following this move.

Hold i^,tap (LPRP)forthe

Body Tackle, then tap RP,

LP, RP, LP, RP

Body Tackle to

Hold KT, tap (LP RPjforthe

Body Tackle, then tap RP,

LP, RP, LK, RK, (LP RP)

In close, tap (< LP LK) In close, tap {-» LP RP)

1^1

—

I^IlpIrkIkpIlpIrkIrpIlpI

Air>Juggle Combo
Tap(^ RP), (^ LP), (I LP),

(^RP),(?'RP)
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Wrist Up Slam Hell Press Pile Driver

In close, tap (RP RK] In close, tap (LP LK) In close, tap i^, hold tap

(LP RP)

Ekick Breaker

In close, motion <1 1^, hold

tap RP

Pyramid Driver

In close, motion I hold

^,tap LP

Machine Gun Knutdde Double Hammer

Tap (1^ LP), LP, LP, LP, LP,

RP)

Bravo Knuckle

While crouching, hold i,

tap(LPRP)

Sitting Move

Megaton Punch

Sit on the Spot

Power Scissors

Move

Spring Hammer Punch

Tripte-Punch Combo
Tap LP, LP, LP

Five-Hit Smash Combo
Hold*, tap LP, LP, LP, RP, LP

Air-Juggle Combo
Tap RP), (^LP),(-» RP), LK

RK)

Wild Swing Combo
Tap *,hold ^,tap LP, RP, LP, LP

Sitting Combo
Tap(LKRK), LP,RP, LP, RP

Cossack Combo
Hold K, tap LK, RK, LK, RK.LK,

RK

Tap I* LP RP) In close, hold tap (RP

RK)

Motion 360 degrees toward

the opponent starting from

then tap LP

Note: You can keep doing the

molion to increase the power

of the punch.

Tap (LK RK)

Megaton Sweep
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Tlie figlitfip’s Eige

iOck of Fury Combo
Tap (4' LK),LK, LK,LK

Air-Juggte Combo
Tap RP), walk in with LP, walk

inwithLP,tap'»,(->LK}, (t RP)

In close, tap (RP RK) In close, tap (LP LK] In close, tap •*, hold tap

(LKRK)

Tap (LKRK), LK

Sweep Takedown

Tap-», •,{^LK)

Note: This move stuns a

blocking opponent.

From behind opponent, tap

(LP LK)or(RPRK)

Charge 4 for one second,

tap(t RK]

Note: Tap ^ to Hip toward

your opponent; tap ^ to Hip

away.

Charge 4 for one second,

hold(tRK)

Note: Hold ^ to Hip toward

your opponent: hold ^ to Hip

away.

Charge 4 for one second,

tap(t LK RK)

Note: Tap t> to Hip toward

your opponent: tap k. to Hip



Spedal Strategy Sectinn

Tap(LKRK), RK

Charging Uppercut

In close, tap (LP LK)

Punch and Side Step

Hold tap LP From behind opponent,

(LPLK) or(RP RK]

Fisherman’s

In close, tap (RP RK) Tap(^LP), LP

Full

LP

Tap(^LK)

SpinrUng Bade Kick

Tap(LP RP)

Super Move

Michelle’s Combos

Bounce>Back High4AW Combo

Hard>Pounce Combo TapRP,RK, LP

Tap RK, (4 RK], LP, LKRK)
Flying nek Combo

Ground Ak-Juggle Combo
TapLP,LP, LP,(^LP), (t RP)

Tap RP, LP, RK, LK

GAMEMB • JllllPy 1
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The fighter's fJge

ilVIOVESM

To play as Bruce, move ^e
cursor to Lei on ^e charac-

ter-seiect screen. Press the

Start button four times and

tap-».

iilKllCE

Tap(<- RPLK) In close, tap (LP RP) In close, tap (RP RK] In close, tap (LP LK)

Kick Hip Toss

Tap-»,(-»LK) From behind opponent, tap Motion 4> ^ RP
(RPRK)

Knee to Kick Fwy

Tap (< RK), then tap LK
repeatedly for more hits.

MM
Tap (^ LK RK), then, while

on ^e ground, tap LX, RK,

LK, RK

Dive Attack Front Snap Kick Kicking Attack

Tap(^

Tap-»,(-»LKRK)

Motion i V RPLP

Super Dhring'IQck Attack Super Move

iilore Special Moves

Brain Buster Shoulder Throw Pile Driver Coconut Crush
In close, tap (RP RK) From behind oppo- In close, motion i ^ In close, tap (LP LK)

nent, tap (RP RK) -» LP
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Special Strategy Section

*1 15mTTr «Sf»EGI/^ L IVtaN/ESW
Neck Throw Super Neck Throw Lunge Punch High-Low Punch

To play as Wang, move
the cursor to Jun on tiie

character-select screen.

Press the Start button

and tap 4,-», t,

In close, tap (LP LK]

Rising Power PumA

In close, tap (RP RK]

Charging Pum^

Hold («-LPRP)

Note: Use countermoves

To play as Alex, hold RP before you start a game.

Start a game while holding RP, and on the character-

select screen, tap t ,
t on any fighter to get Alex.

: Attack Rising Uppercut Kicking Attack

Hold i for one second, tap Tap(t- LKRK), then, while

on the ground, tap LK, RK,

LK,RK

Elbow Smash

Tap LKRK)

Tap LKRK)

Knuckle BonA

Tap (LK RK)

Tap(t- LP)

Hg:' 9 SiiBC

Pile Driver Brain Buster

In close, motion 1 ^ LP In close, tap (RP RK)

Shoulder Throw Coconut Crush
From behind opponent, tap [RP RK) In close, tap (LP LK)



Ttie figker’5 Edge

Always try to attack Kazuya with a

ten-hit combo. Usually Kazuya

won't block the last few hits.

This tactic is a good way to

wear him - and the clock

- down.

KfIZUHfl
Plkilil ^fLECT

Throws and grab moves are almost

impossible to perform against

Kazuya. He often counters the

throw and then attacks.

To catch Kazuya offguard, start a

move or a combo in close and

crouching. This leaves you open

fora counterattack if you don't

move fast enough to start it.

Devil doesn't counterthrow or use

grab moves as often as regular

Kazuya does. Use these moves

when in close to him.

Usually when Devi! takes to the

air, he shoots his laser. When this

happens, run toward him and

crouch to avoid being hit.

When Devil Kazuya fires his After Devil shoots his laser beam,

ground laser beam, crouch you can jump toward him and

and move in close to counter. counterattack. This approach is

one of the most effective ways to

defeat him.

ncUIL KMZUMfl

After dethroning Heihachi in the

first Iron FistTournament, Kazuya

and Devil Kazuya are now the

final bosses. First you go up

against Kazuya. After defeating

him, you then face Devil Kazuya.

In his return, Kazuya retains all of

his original moves from the first

tournament. Here are some basic

skills you'll need to defeat him.

In addition to Kazuya's lightning

speed and solid defense, Kazuya

has several kick combos. Be sure

to block all the hits he throws

before you counterattack.
Devil Kazuya is the final boss In the game. He has all of Kazuya's

moves, and he can fly and shoot a laser beam from the ground or air.

The laser beam is easy to counter, but if it connects, you're in for

major damage.
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•lavS-raCion
NBA Jam Tournament Edition

SerecI Players and Cheats

f
I 111pat BED

r I'XJaiJ

1 Enter the following initials and birthdates to access these hidden players and cheats. You must hold the top L1 and R1 buttons while

I
entering the initials.

I Ad rock

I Alex Delucia

I Andy Catling

I AsifChaudri

I

Barry Hutchinson

Bill Clinton

Brett Gow

Charlotte Hornet

Chicago Bull

Chris Kirby

Darren Falcus

Darren Tunnicliff

EiicKuby

EricSamulski

Frank Thomas

Fresh Prince

April 6 Hillary Clinton HIL November 6 Pete Wanat WAN June 10

Oct^der 19 Heavy D HEA January 9 Phoenix Gorilla APE J^ril 2

January 2 Jamie Rivett REV July 6 Prince Charles CHA May 4

May 5 Jason Falcus JAS November 16 Rob Gray ROB February 24

April 9 Jason Whitaker JAX March 1 SalDivita DIV July 3

June 3 Jay Moon JAY August 24 Seth W. Rosenfeld STH December 8

July 17 Jazzy Jeff JAZ October 9 Shawn Liptak LIP January 14

January 14 John Carlton CAL March 25 Shawn Rosen SAW ;^ril 10

June 12 Kim Gordon GOR July 3 Snake SNK June 15

September 20 Larry Bird LAR January 15 Steve Shelley SHY June 8

Decenft^er 18 Lee Renaldo REN February 4 Thurston Moore MOE June 8

August 6 MarkThienvanich THI November 1 Tom Higgins TOM February 19

Dec^iiber 31 MarkTurmell TUR January 31 Tony Goskie GOS January 6

May 7 MC Adam Yauch MCA i^ril 9 Ziggy Hill ZIG April 7

August 7

April 14

MIkeD

Mike Muskett

M_D July 1

MUS December 24
To go to the last

game of a season

END January 1

January 21 Minnesota Timberwolf wol March 7

January 8 Nat Gunter OTN Jan\iary 11 To win the season fin January 1

February 2 Paul McHugh BAA July 12

idCurn
street Fi^iten The Movie

nay asUaana

m

Set the difficulty level to at least five and play the Street Battle

mode. Keep playing without using any continues. At the end of

the game, you’ll fight Akuma instead of M. Bison. Lose to

Akuma, continue, then press Start on Controller Two. Now you

can use Controller Two to control Akuma.

JaRuli')l 1998

M





hipest score possible score to Phase I, to Phase II, «% to Phase III, and 3?.^

tol^ase IV. The tie-breaker determines the winner. If players are still tied they will

You have the POWER. In this contest you don't rely on the luck-of-the

draw. You,determine II you win or not You win by outscoring others in a game of

skill. Can you solve the puzzle below? Then you have what It takes. It looks simple,

but it’s only ^e start Each of five more puzzles gets a little harder. But this time H's

ail up to you. Stay in to the end with the highest score and the gear is yours.

With whatever options you want. Do you have what it takes? Then play to win!

Computer ContesL Win a blazing fast cornputer with Pentium 133 Mhz

processor, 16 meg. ram, 12 Gig. hard drive, CD-ROM, l/' monitor, modem and more!

Video Game Contest. Play on the hi-tech cutting edge with this line-up:

Sony Playstation: Sega Saturn; Virtual Boy; 3D0; and Atari Jaguar. Get alt five or

trade the ones you don't want for CASH! Bonus options include: 33 inch monitor,

S1,ni0 in games, cash, accessaries and more!

Media Kg ContesL The Ultimate Gaming Environment 40 inch monitor.

130 watt receiver w/ Dolby Pro Logic Surround Sound, and all components shown.

Win DSS Satellite Receiverasa BONUS OPTION! This rig wilt blow you away!!

We’re talkin’ GAMING HEAVEN!
IKrections. Rll in the Mystery Word Grid with words going across that spell

out the Mystery Word down the side. Hint use the Mystery VVord Clue.

In the future. There will be lour more puzzles at S2.00 each and one tie-

breaker at S1.00 which will be sent to you by mail. You will have 3 weeks to solve

split the value of the grand prize they are playing for.

If players are still tied they will

Mystery
[*“

iL

“ M
V

T
E

Word z. Z- y

Zl w— o
R
D

WORD LIST and LETTER CODE chart

I

PINCH W PRESS K BLAST A WRECK D
BREAK Z PUNCH S SPRAY C TURBO V

STOMP T STAND R PRESS E DREAM. ...O

I
CRUSH I SCORE H SLANT L CHASE P

MYSTERY WORD aUE:
WORLD RULERS HAVE IT AND IN THIS CONTEST YOU HAVE IT

Ifies!
ENTER ME TODAY, HERE’S MY ENTRY FEE:

($3.00) Computer Contest

(S3.00) Video Game Contest

($3.00) Media Rig Contest

($5.00) SPECIAL! Enter them all (SAVE $4.00)

ftCSP SEND CASH, M.O., OR CHECK TO: (Q/

PANDEmONIUM, P.O. BOX 26247
MINNEAPOLIS, MN 55426-0247

Where judges ere m error the spotsor's ksWriy is lirrsled in the amoum of ertry lees peii. IW resporsAle lortosi. rieleyetl er

nelen irra.l Open B resKleri<s of the U.S. IB arritones irtf CeoMe. You cat. request Winoits Usl ind Olittal Rules 6, wnwig

PANDEMOH U



SfWMTegiO

SciCum
Astal

Refill Ufe Bar

Pause a game and press Down, Button R, Up, Button L, Button

X, Button A, Button Y, Button B, Button Z, Button C, Right,

Left. Astal should now have a full life bar.
Smmafox, Athens, GA

PlavSCadon
NBA Jam Tbumament Edmon

Cheat Codes

Power-up fire: Down, Right, Right, Button O, Button A, Left

Power-up goaltending: Right, Up, Down, Right, Down, Up

Power-up offense: Button , Button O, Up. Button , But-

ton O, Up, Down

Power-up three-pointers; Up, Down, Left, Right, Left, Down, Up

Power-up turbo; Button O, Button O, Button O, Button ,
Down, Down, Up, Up

Push one opponent, and both players fall down; Up, Up, Up

Up, Left, Left, Left, Left, Button O, Button O

Push one opponent, and your teammate falls down; Up, Up,

Up, Up, Left, Left, Left, Left, Button O, Button A

Quick hands: Left, Left. Left, Left, Button O, Right

Shot-percentage display: Up, Up, Down, Down, Button A

Speed up: Up, Up, Up, Up, Left. Left, Left, Left, Button X
Button A

Teleport pass; Up, Right, Right, Left, Button O, Down, Left

Left, Button O. Button

Right

I After selecting your team, enter the following cheat codes at

I the Tonight’s Matchup screen:

I Baby mode; Button O, Button , Button O, Button ,
I ton O, Button

Big heads; Button A, Button , Button X, Button O, Button

A, Button , Button X, Button O

Full-court jams: Left, Right, Button X, Button O, Button O,
Button X

Full-court push: Down, Down, Button X, Button O, Button X,

Right, Right

High shots: Up, Down, Up, Down, Right, Up, Button O, But-

ton O, Button O, Button O, Down

Huge mode: Button A, Button X, Button A, Button X, Button

A, Button X, Button A, Button X, Button A, Button X, But-

ton A, Button X, Button A, Button X

Mammoth heads; Button O, Button X, Button , Button A,
Button O, Button X, Button , Button A, Button O, Button

j
X, Button , Button A, Button O, Button X, Button , But-

I ton A

Maximum power: Right, Right, Left, Right, Button X, Button



^SUPER NES"^CggMgSIS] NINTENDO p.

Personal Checks and
Money Orders Are Also Accepted!

RUSH - :

DELIVERY!
is available on all in-siock iien

612 <946*8101
CALL FUNCO TODAY!

foS?

All Gnmes. come with a 90 Day Warranty!

ONE YEAR Warranties are Available

Current Prices May Vary* Caii for Shipping

Hours: Mon-Fri 9:00am to 7:00pm Centrai

612-946-8101
Look for us on the World Wide Web
http://www.winternet.com/-funco

HOLIDAY HOURS: Mon-Fri 10/30 thru 12/22 7am to 9pm. Saturdays 1 1/4 thru^

1/27 10am to 6pm. Sundays 1 1/26 thru 12/17 10am to 6pm.

CLOSED: 11/23. 12/23-12/25. 1/1/96

^H^l

These Are Partial Lists

More Titles Are Available!

We Also Offer: Gameboy, Game
Gear, Saturn, PlayStation,

Sega CD, 3DO, and Sega 32X
Want Something? Can’t Find It?

We’ve Got It!

We sell previously played video games

and accessories at great prices.

Call Funco Today!

612«946»8101

Win a $25.00 Funco Gift Certificate!

ft 1 'I5 f/ .vl/'l

V
j

•V 0

r

LJl 1 1 1

0

I

Contest Rules: No purchase necessary to enter. Complete the crossword puzzle, cut it out a

then mail, along with your narne. address and phone number to;

January Mail Order Contest. Funco. Inc.. 10120 W. 76lh Street, Mpls., MN 55344

All Correct Entries Will Be Entered in a Drawing.

Entries must be postmarked no later than January 31, 1995



Video Game Strategies, Weapons, and Tactics ,

lavS«ci*ion
mortal Kombat 3

Special Options Screen

Super PiEi
Mortal Kombat 3

Play as Smolie and Ultimate Tournament Mode
To play as Smoke, perform the following button presses at

these successive screens:

Simultaneously press and

hold Right and Buttons.

Simultaneously press and

hold Left and Button A.

At the trademark screen, press Buttons D.X, O, A, R1, R1,

R2, R2, R1 , R1 . You should hear Shao Kahn say. “You will

never win.” Then press Up when the screen with the spinning

MK 3 logo on the cube that says “Kombat" is onscreen. A
question mark appears. Utilize this option for a plethora of

cheats, including playing as Smoke and unlimited credits.

uper NES
Mortal Kombat 3

Tournament Mode andRamkm Sdect

Simultaneously press and hold Now you can play as Smoke!
Button X and Button Y.

Ultimate Tournament Mode: This code accesses a tournament

contest where all the fighters are randomly chosen - including

Smoke! Begin a normal two-player game and pick any two
fighters. Then, at the Versus screen. Player One should hold

Up and press High Punch once, Low Kick once, Low Punch

twice. Player Two should hold Up and press High Punch

twice, Low Kick twice, and Low Punch once,

frfcSiaocA/

Santa Ana, CA

At the Start/Options screen, put the cursor next to “Start.”

Simultaneously hold Buttons L and R and press the Start but-

ton. You can now enter a two-player team tournament mode.

For a random-fighter select, hold Up and press Start at the

fighter-s
'

E-mail us your tips ahd tricks through America Online

or at this Internet address:

8wat.gameppo@iftw.com

Do Vbu Have a Seaet Weapon^
b so, send it to SWAT and, if we publish it, well send you a freeaameProj-sm We also want more of youraS &e^reader who gets their artwork published in SWAT will also

^
receive a free T-shirt. Cool] Send your best tips andSs to:

GamePro Magazine
Secret Weapons
P.O. Box 5828

San Mateo, CA 9



The blockbuster feature film, The Mask, is now an action packei

video game that moves at warp speedi With The Mask,

you can do anythingl GamePro & T»HQ, Inc. give you a chance

to be stylin’ in your official The Mask movie crewjacket

.

The Mask package -

The Mask official movie crew jacket, baseball cap, home

video, and the hot new video game-The MaskI

1st Prizes; The ultimate action-adventure video game. The Mask

2nd Prizes: A free subsoription to GamePro -

magazine and a Hot Game Codes Foster V
5rd Prizes: A free GamePro t-shirt and

a Hot Game Codes Poster



Brand

SOR
^

R«l Prize Winnare

1 jwniC®®*'
*"***' *^

[
9o*Co*o.l*‘«“’’'"

Second Prize Winners

I S
5

nt«,Wi»(,'l‘

[

IfluDwS.
^

I

lwW,*(!,OW»l 1

I

I*Wwi«, 8«^*

I
uielM«ia,WC*s,0)

jTifrd Prize
Winners

1 Swhlowits.*^*^

I
bWkCi«i»5l*“‘’''*

I

taonVlo*«,*Ww*‘

iojwtWW.Sw"^™

I

cb|bSo»o,!i»«*'^

I

IctaKV"'.*"*’’”

I

iWiMlCoiW,!"*"®*’™

llli.ljtJM.lK'sii™*.''®

1
to(wSoiW,S9‘**'“*'

1 h*w 5<)B4iw, 0m«“’i*

I

imiMlOow»«.

I

C*CW!,C»«**'

[

fourtft Prize winners

(jWKOwWl.MBf".™

I

Ore Botin. W**'™

1
toteyinK.'**"^"

[

iWalSdni.B"*"’''*

I

laBOmno'.t**®'*

I

(UBsHimiiiw',''**®"'*'*

ijiisOmBirsfflWWi'**

l(fflriWraoo,[W<».C*

SeliMio.!'**™*''*

USiliiiou.CW'Bl.t'l

V^ftiicnasfv'''

(iwrfH"®*.

t(rt«IW«w,

jTOlW4^,*BlOn»3o.HI

1,1, UWi".

nflftPrire Winners

li^Wdmon.Bw""’*^

««n I*. S«

ShliWtoBW.Mn'.*

t«t«l 6(IM, »*»(•“

[M^onMW-W

fmao«Sw(s.5«f**“’“

prtaUo tWt»'
’***'“

KBBhiwItigw.WW".*®

loMMig, M»,W

lB»OiiW,toW»ii.CI

Suffli looB, EW*.

Hoi) Wsoo.RB*.'*

biHw.hrtiB.'l

jwrtPonmi.B'W.’”

&»«#.»

IttP, Whm, ««*.''•

l(WCrt>

(hWi60Bns,Pi>*i“

(alWoR*is,«oiiC«'.»

I
Grand Prize Wnner

I IMcT hiHi, G»wm,n

I First Prize Winners
I OreCm«Biiiini(>,,^

I
MIliMiipiKi.SuBali.Gt

I lB«Uinii.|lDoiiew,0(

I UwSmdiu.NiiMnl.n

Second Prize Winners
CosotDoUio.Dnon.U

Sioo" F»W, PtaoMm, a

Vm«fein!,Iim(i(!c,C»

Bi>niriileoim.HDmA,ND

OngM.iltonaiiMN

I
hmylomro.flw.n

I
AnWffl.HiglMMd.Mr

I BKEySonoie.Moohinni

I JvtOiiB.kUwFotilD

I
rvnwlnit!i|gi,S>«lakt,W

I
ThirdMx winners

I OrawO»ims,fiiBtn,NT

I
*0(klfliMs,5mJosi.tt

I Gram Hum, Mutton, It

Ton SinMfiik. Mnniunt, NT

lotftCimm./lflilKMt.liC

na»«od,T«B|j(,IX

t^Gogno.ltomnsioi.MA

'*««cOiimri.CllJSfl)tiook,a

•"ywiJorioaOwoniHT

lyfetWokb. Minot.W
®»W'oBo'*g.Iliii«aort

><«uslSntlii,$ixi«lni,G|

Sww£p(i«%,*«™,Fl

fc«j>w«n,Sin(oP[iiJo,C4

BtmOiihB.Ciiitmiui'.M

An Mntis, fonots, (1

^loitw.BolfiiiMt.a

Wfan loyto, Uiln, a
SiM W«f, BtooUyn, Hi

AioB lolBon, Dougbsvile, U
Ton lAi, Houston, IX

5tani Bowkn, B«im. W
fnw*ligo,ltalHl^wod,Ol

At>(ott!tHe,Siii among. U
Mnlimiti,Mlln«k,W«

Wnj ftoW tanqira, HT

lonoltaftiii»5on,W,ttiiin
5,W

JwnVidol.Wa.IX

^Frize.n„„„

IZl^mreers

^^WStfnnotW,.*,

I
««», 4iiw, 9(

I

I
^ 5""BW,No™«,_^

““‘‘"BHwSo'.fcse.lil

'^teo.Csmw.fl

AnUot.Nlglwood.MI BahnUont

I
CtoiBoGoMo,S(itD>ojo.a 1^1 iKirMinT.

I
Af%CtntniiigIi.aicog(i.ll ^ononsot ik

I Toil' Mndo, Mmolis.lt

I AndwTotnmHt.enotio.X

I Ww&iyio.Joenion.Ni

I WltaiSimotuMoiimiisio.CO

I Bro*vrfon|Mn.Vifcftii.a

I •iHoni'Detiooiji.Sdiiio.a

I

B*»i9*tomM,Pofil)i,ilM

%n»«Hf«Wf,nn,n
^*H.foiiinoy,„

fl

1 "“'WwlW/ioas
i’KfcfeHorwnitJnhj, ^"'oei,Jotj»|,

‘^l**l',HoWMx
'

«npM.w
*^“».Jot»6on.,Sl ^aw-.pQfcOl,,H(

^ iiilAi, Songu. Ml
^ EiMiy. tS

***«inQ.i*ii.MOI ***«inQ.i*iiM0 '“‘*'.!«&oo9oJt

fsxrcT"
'wnemossi,,;,

*^**Bl 8^
tatajtnocto.Sos,

gi

'"•'w, ftnti; dr

*®*"C*B,lWWl«|

*®»^.%>isoiim

"WT*» Hoots,, Son* chy,

SQ»,W

‘^*».W»8lioro,SC

‘^MMotsiowip,

^Toto,ik™^gj

“'«».»«lilI6ton,a

f™Hi»ttSl.ton[MO

*®'*‘’S»),*ijofe,iX

“^Sate-Iioltosa

*^*^-S«fmdso,a



Cynthia Sandor, Associate Publisher

Sara Wood, Advertising Coordinator

Advertising Saies Offices Advertising Services Manager

(For advertising sales calls only, please.) Manisha Patel, Advertising Services Specialist

Western United States

)ulie Bernhard

Regional Manager

(415)286-2510

Tiffany Wallace

Account Manager
(415)286-2583

fosie Dollente

Sales Associate

(415)286-2560

951 Mariner's Island Boulevard

San Mateo, CA 94404

FAX: (415) 349-8532

Index of Advertisers

Acclaim

Bertelsmann Music Cluti

. ,04,7,12,13

29, 67, 89,119

17

83

Fleer Coip. . .

,

Funco inc

Interact

.,49, 93, 94, 95, 96,101

169

50,51,107

NFL Properties

Nintendo

123,127

....129,130,131

C2,1,27

Sony Computer

Entertainment

Squaresoft

Time Warner

2,3

32,33

43

Chips & Bits 139

165

Crystal Dynamics 86, 87
...31,71,91,103 UBISoft 161

Digital Pictures

Electronic Arts

20,21

14,15,44

.,,45,114,115

Naki Industries 9

Namco HomeTek 24, 25

Psygnosis

Sega of America ...

.37, 38,39, 73,99

11

US Gold

Vic Tokai

Williams Entertainment ...

135

...,79,113

77

This index is provided as an aMitlonal serw'ce. The publisher doas not assume liability for errors or omissions due to last-minute changes.

Advertisement

Midwest united States

Gregory T. Kocmer
Regional Manager

Kathy SullivanC

Sales Associate

233 North Michigan Ave.,

Suite 2221

Chicago, IL 60601

TEL (312) 540-9979

FAX: (312) 540-9986

Eastern United states

Bruce Wolff

Regional Manager

Cathy Langhaar

Sates Associate

Continental Plaza 111

433 HackertsackAve.
'

Hackensack, N| 07601

TEL (201)489-1155

FAX: (201) 489-6277

List Rentais

Randy Randolph

Fulfillment Spedalist

(415)286-2505

-games
-accessories

zone 01

F.O. Box 66-1358

c.„d. c,IH-.oo-x;;.»585
I-""



Ridge Racer™

Bug!™

Virtue Fighter™

Kill faster! Jump higher! Never over the hottest Saturn and your best games with back-u

die! Interact’s GAME SHARK’" PlayStation titles! It's totally memory! And unlike real

for the Sega Saturn™ and Sony menu-driven, with tons of sharks, which haven't change

PlayStation"systems is the built-in codes you can use to in 60 million years, the GAM
ultimate game enhancer! GAME customize all of your favorite SHARK evolves constantly

—

i

SHARK gives you total control games! Save your codes and totally updatable with the lat

R/£<geftKCT is a trademark erfNamcoHometek. Inc. fa>l*X/03 is a trademark crfAcdaiiii Entertainment, Inc V&tiwfIghte-,Bi^g?,ftoizer£»i50Wi.and£Wyto«JlSrtaretratemarksofSega
Enterprises, Ud. Sega and Sega Saturn are registered trademarks ofSega Entaprises, Ltd. Soe^HayStatjOTisatrademaikofSwiyComputer Entertainment Ca GAMESHARKIS NOT
ACAUE. GWESHARfC for the Soc^FIc^lation and GAME SflVK for the Sega Saturn are eadisdd separately. CAMESHARKisatrademarkoftmeraciAccessoiies, Inc O 1996 Inters
Accessories, Inc All Rights Reserved Interact Accessenes, tne A RECOTON COMMNX 10945 McCormick Road, Hunt \SdI9,

MD2I03I, (410) 785-5661.



Panzer Dragoon™

Robotica™ Daytona USA™

To you they're games.

To the Game Shark they're lunch.

codes for all of the new releas-

es. Hardcore gamers can join

DANGEROUS WATERS, the

members-only source for

exclusive Game Shark codesi!

The GAME SHARK

turns the toughest

game into a sushi

snack. It will change

the way you play your

games—forever.

GAI'JI'f-

iNTEn/lCT^

For mformation on the upcoming Game Shark Web Site, and other Interact

products and promotions, checkout the Interact Web Site at: http://www.smart.net./~interact
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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!


