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ENEMY WEAPONS SCREAM DEATH
DOWN THE BLACK CORRIDORS!

HAUNTING LIGHT SOURCING
AND SCALING!

TUNNEL SENSORS GUARD
AGAINST SURPRISE ATTACKS!

The light at the

end of the tunnel
is a heat -seeking

thermonuclear
missile.



underground.

faster thanf^g^T.
youhave become

your war
machine.

flesh sears,
metal warpS.

darkness enfolds you.

the tunnel hks
swalloweJ you

it is alive with the
instruments of

death.

even the_w^Us
want to l^iXX you.

the speed hurts.

trigger finger
blisters.

no turning back.

welcome to your

S
torab.

JLNMEL

“...packed with unbelievable

special effects and intense,

edge-of-your-seat gameplay.“

PS Extreme

“One of the most visually

stimulating games to come
out for a 32-bit system."

EGM

playstation-
Sega saturn-
dos cd-rora

entertolnmenl, inc.

www.acclaitnnation.com
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This isn’t a game, it’s a war. So be prepared for battle. Now, enough military

analogies, let’s talk football. 'Phis is NFL GameDay ‘97. It’s better than any

football game ever created. 1'he artificial intelligence in this game is

unmatched. Players on the field think, react and perform like they do in

the NFL. Defenses and offenses learn your tendencies and key on them. In

other words, there are no bread and butter plays to go to on third and long.

You’ll go head-on with real defensive coverages, including nickel and dime

packages and Dallas' Cover 4. Defensive fronts attack your offensive line

with stunts and swim techniques. And with new, larger players you’ll see

guards and tackles trapping and pulling. This game is loaded with

features, too. This is real football, baby. So welcome to the NFL.

AND WHAT

areregisteiedlisd^rks olffKNallonal Football League. Ollicially licensed product ollbe NFL Play^ and NFL Properties. NFL learn narrres, logos, helmet designs and unilorm designs are registered trademarks retire learn indicated.

®/TM1996NFLP.ThePlayers Inc logo lsanoHiciallrademarkollheNFLPIayers.©1996Playerslnc. Developed bySonyInleracliveStudios America.©t996 Sony Interactive Enlertainmeni Inc www.SDny.com PANCAKE
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"One of the most innova-

tive games ever created."

- GAMEFAN

"MDK promises 3-D

technology so cool and
action so.. .realistic that

it will send everything

eise running for cover."

- PC GAMER

"There are too many in-

novations.. .to iist here."

- COMPUTER PLAYER

STnencTH

PC CD-ROM
Created by Shirty Emerlalnment. Inc.0 1996 Shiny Enlertainmenl. lire. MDK is a trademark ol Shiny Eniertammenl, Inc. All rights

reserved. Artwork and design0 1996 Playmates Interactive Entertainment Inc. PIE"* is a registered trademark of Playmates Inleracllve

Entertainment Inc. All nghts resen/ed. PlayStation and the PlayStation logos are tiademaiks ol Sony Computer Entertainment Inc.



> . . f - -K

• •
f

ir
1

/-r . .

» i'' i .A.-

V >'

Your planet is being bulldozed by the ton. Six

massive mobile mining cities, controlled by a

force that nobody can stop, are strip mining

the Earth's surface, overrunning and crushing

anything in its path. Unless you can stop them,

BILLION PEOPLE WILL DIE.
• Unbelievable 3-D graphics, adrenaline-

pumping gameplay and extremely fluid

movement through a massive and wide
open playing environment.

• Over 60 arenas of play spread

out over 6 mobile cities.

Over 60 hours of game-
^

play.

• A fully reactive program
intelligence where ene-

mies think, listen and
communicate in a calcu-

lated assault on your life.

• An arsenal of innovative

Vllllll

weapons and equipment including:

- A helmet-mounted sniper

rifle with vision goggles -

target enemies from over

two miles away.
- A living polymer suit

that protects from
piercing projectiles.

- A high-tech reusable

parachute.
- Bombs. ..decoys...

homing sniper

grenades...

and many more.

IT THINKS. THEREFORE IT KILLS.

COMING MARCH 1997

http://www.playmatestoys.com 611 Anton Blvd-, Suite 500

Costa Mesa, CA 92626

(714) 428-2100



4|if'



AcIiVisioN

Introducing The All-New MechWarrior*2
Arcade Combat Edition.

Rebuilt from the ground up.

MechWarrior 2 has been fully customized for

console systems. Equipped with 48 arcade-style

missions— sixteen exclusive console scenarios.

Simplified controls for genuine shooter-style

gameplay. Plus, awesome power-ups, super-charged

AI and more 'Mechs* per mission to trample on

anyone that suggests this is just a PC port.

MECHWARRI0H2
31ST CENTURY COMBAT





DINOSAUR HUNTING SEASON OPENS MARCH ’97

4«lQlmaiy of Golden Books Family Enlenammeni All

cclaim Comics Inc. All nghts reserved. Nintenc
Acclaim IS a division and regislered Irademari

www.acclaimiiation.coin





2060 A.D. The Red menace has resurfaced.

The sea boils with submarines and battlecruisers, blood and oil

The skies are dark with enemy birds.

Tigershark has been deployed.

A fully-loaded subfoil prototype.

Forged for war. Built for speed.

Dead set on destruction. i

I

Underwater. And over it,

Tigershark is hungry.

The feeding frenzy Is about to

HIGH WATER

ii \\\
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The Horror Continues

Who knows what evil lurks in the heart

of the PlayStation? Resident Evil 2.

40 Hove Gun Game, Will Travel

Scud: The Disposable Assassin could

cause Saturn owners everywhere to

take up arms. Orchid, Spinal, and Uk rest oftheiO gang turn

the N64 into Gold.

100

Mortal Kombat Trilogy

PlayStation and Nintendo 64

ProStrategy Guide

Special moves, finishing moves, and

killer kombos lor the biggest MK yet!

The Fighter's Edge

virtue Fighter 3 (Anode)

Complete move lists for every

character and how to

counterattack after

a knockdown.

Wayne Gretzky's 3D Hockey

Arcade ProStrategy Guide

Secrets and cool cheats for ice hockey fanatics.

Madden '97

PlayStation ProStrategy Guide

Master these Madden Money Plays and you're

Super Bowl-bound!

SWATPro

Secret codes and tricks for Twisted Metal 2, Tomb Raider

(PlayStation, Saturn), Mortal Kombat Trilogy (Nintendo 64),

and more!

COMING NEXT MONTH
star Wars: Shadows of the Empire Strategy Guide.

A complete walkthrough from beginning to end!

free in GamePro in March!

Cover: Courtesy of Nlrrtendo of America

I
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Soul Blade (Soul Edge Version II) cuts a mean path from the arcades to the PlayStation. Page 46.
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GRAHO SLAM
pmr FOR REAL

... a hot new i f ^tificial intelligence.” - GAMEPRO

...3-D, reall

of profei

epiay that captures the essence
aseball.” - COMPUTER PLAYER

Comma this April tor PlayStation,' Saturn' and 95 CD-ROin. For more information, visit your local retailer or call 1-800'874-4607

On Opening Day,

it’s your turn.
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YOSHIMITSU IS A JUJITSU EXPERT.

HE LEAUS A GANG UF RUTHLESS THIEVES.

HIS TITANIUM SWURU IS A LETHAL WEAPUN.



No wonaefflil^CQ;t^!^e nttH

feared fighters in Tajjfe'fi t?®;

With three new fighjHnodes.

jftanimations, and more move?

aimlcombos than any game on

Ewi. Yoshimitsu believes he

carildefeat all 23 challengers

befdt him. Do you have ^
guts tfchrow vourhatinttyfmgZ

He's got unblockable moves. He’s

got a huge arsenal of 10-string

combos and air juggles. What’s

that mean? That means Mr.

Yoshimitsu can wear any damn

hat he wants. With a new-found

ability to disappear and reappear,

the stealthy Samurai can carve

you a new orifice in seconds flat.
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READY FOR One
More New System?

Letter from the GamePros

J ust when you finally decided on which new system or

which new games to buy for the holidays, along comes

word of another new system. It figures, right?

Actually, talk of the 64-bit M2 system, which was developed

by The 3DO Company, has been around since 1995. One of our

readers, Cxuxixdxax, is right in questioning 3D0’s credentials in

his adjacent letter. 3DO abandoned its own console system last

year (see the letter from Kevin Parsons), which gives a lot of

angry 3DO Multiplayer owners the right to question the legiti-

macy of any new system from 300.

^
However, it’s not 3D0’s track record you need to examine.

Consider instead the immense size of the company that now 1

owns the M2: Matsushita j

Electric Industrial Co., Ltd.,'1

which bought M2 from J
3D0 in 1995 for a cool 3
$100 mil (see "ProNews,"

January 1996). The maker of computers, TVs, stereos, and new •1

digital video disc players under labels that include Panasonic,
j

Quasar, and Technics, Matsushita is potentially bigger than
|

Sega, bigger than Sony, bigger than Nintendo—bigger than |
Shaq and Michael Jordan put together!

Matsushita didn’t become one of the richest companies on

the planet by investing in failed technology. Supposedly its M2

system is more powerful than the N64. Supposedly a handful of

.

developers are working on over a dozen M2 games. Supposedly
^

the hardware and software will be out sometime this year.

That’s a lot of supposing, but it may happen. After all, Studio

3DO (the software division of The 3DO Company) tells us it’s

finished several M2 games already.

Of course, news of another hot product isn’t that welcome if
^

you just invested a hefty sum in the current systems. Our ad-

vice? Don’t think too much about the M2 or the rumored Play-

Station 2 or anything else Just yet. Kick back and enjoy what-

ever system you own, as Shawn Seuferer tells us he’s doing in

his adjacent letter. Start stocking up on all the great new games

that are out. As a survivor of the holiday system wars, you de-

serve some time to just play.

The GamePros

comment5.gamepro@gamepro.com

San Mateo, CA

GamePro Readers speak Out

System Wars
H’ve been hearing about how
T Matsushita’s M2 system is

going to destroy the competi-

tion among new systems.

Well, this is for everybody who

thinks the M2 is going to rock

your world: The 3D0 Com-

pany’s track record is nothing

to brag about. So, all of you

waiting for the M2 to redeem

3D0, don't hold your breath.

Cxuxixdxax

Internet

Coach Kyle replies:

Good point about 3D0’s past.

But it’s not their track record

you should watch. See the ad-

jacent “Letter from the Game-

Pros" for news of yet one more

system fo think about.

s Why doesn’t my 3D0 system

• get any good new games tike

' the Saturn and PlayStation do?

Kevin Parsons

Aberdeen, OH

Captain Cameron replies:

Your system has gone the way

of the NES, jaguar, and 32X.

Last fall 3D0 announced that

no more games would be com-

ing out. See “ProNews," De-

cember 1996, or the Hot News

reports on GamePro Online,

our sites on America Online

:_(keyword: GamePro) and the

World Wide Web (httpiHwww.

igamepro.com), for more about

j

SDO’s new online, PC, and

; M2 activities.

4 think a collertive “I told you

so" is in order for all the

naysayers who said Nintendo

would never come out with a

great new system for under

$250. 1 used to own a Play-

Station and Saturn, and like a

lot of 32-bit owners, I didn’t

• want to admit that I screwed

up by not waiting for the N64.

The N64’s an amazing system,

and its games aren't outra-

geously priced ($59 for Super

Mario 64 seems like a pretty

good deal). Sure, future N64

games may be more expen-

sive than they are now, but

that’s always been the trend

for new systems.

Shawn Seuferer

Roca, NE

Games ’n’ Gear

The ad for TWfsted Metal 2 has a

secret code.

Page three of your Novem-

ber 1 996 issue has an ad for

Twisted Metal 2. Printed in

purple on a car’s right tire is

a code: Up, Down, Right, R1

.

Is that a secret code?

Daniel Chen
New York, NY

Johnny Ballgame replies:

It's a code, but it's no longer

a secret. Go to the two-player

challenge, and at the Choose

Battle Ground screen, press

Up, Down, Right, Rl. You’ll

then be able to race through

a swamp track from jet Moto,

another PlayStation game.

We’re Not
Perfekt

In our review of Tecmo’s De-

ception (“Role-Player’s Realm,"

December ’96), we incorrectly

stated the game's name was

just Deception. GamePro re-

grets the error

20J Fetipuary 1897



Reader Report
' . What is the name of the ratings guy whose face is shown when you

store gomes? Wilson

Atlanta, GA
Reader Reporter repSes:

Good quest'm, Rodmoa. As a matter of fart, in this issue we've thonged

the look of our ratings guy. He got a new look about a year ago, and

I we've updated hhn again. After all, we're a little older now, so he should

be, lee. He's also more expressive and able to give a 0.5 rating for these

games that really deserve it.

He doesn't have a name yet, and it's about time he gets one. So

we're asking readers for their suggestions. Next time you drop usalme

(either a letter or e-mail}, add a suggestion for a name for our ratings

guy. We'll post your nominees in a Arfvre Reader Report.

http://www.gamepro.com

The Ultimate

GAMING
on the

'iumA
Pick of the Month

Santos Diaz

Flushing, NY

Whoddayg Think?

Rodolfo A. Ruiz Harazda

Mexko Cty, Mexko Meghan Kamaka

Costa Mesa, CA

E-mail us your comments through America Online -

or at this Internet address:

Hfe cannot publish all ktteis and e-mail mes-

sages, and we caimot send personal

r^ies to your letters or e-mal.

Pits is your magazine, so tell us what you'd

like to see in it. Send your suggestions to:

GamePro Magaxine
DearFcRtor

P.O. Sox 5828

San Mateo, CA 94402

Jason tnriquez

Brentwood NY
Brent Engsfrom

Salima, KS

com

UMEPRO Fehruiry 1897
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By 7tie Watch Dog

I
Just when I've finally recovered from New Year’s, now

1 along comes Valentine’s Day to warm the cockles of

my heart. Oh great, just what I need, hot cockles. Meanwhile,

here’s some help for consumers who’ve been left out in the cold.

Q I heard there’s a company that will modify my
PlayStation so it will be able to play Japanese

* games. Is this true? Is it legal?

Anonymous, San Francisco, CA

A The Watch Dog states:

* Based on recent actions by Sony Computer Enter-

tainment of America (SCEA), modifying your Play-

Station to play Japanese games is bad news. This procedure

involves sending your PlayStation and about $80 to certain com-

panies; what you’ll get back is your console with a new PSX

Peripheral Interface Controller (PIC) chip enabling you to play

Japanese, U.K., and U.S. PlayStation games.

Since you can also play counterfeit PlayStation games, how-

ever, SCEA filed several lawsuits against five companies that in-

stall PIC chips. Says Riley Russell, SCEAs director, legal and busi-

ness affairs, “Sony will not tolerate illegal actions as they relate

to our products and. ..will vigorously prosecute all infringements

to the greatest extent of the law."

That’s very bad news if something goes wrong with your

PlayStation because of the PIC chip: Sony’s warranty is nullified

if you tamper with the PlayStation’s circuitry.

Q Is there some-
* thing wrong
* with my Nin-

tendo 64 controller? Some-

times when I start Super

Mario 64, Mario just runs

around in circles.

Lori Brandon, Miami, FL

The Watch Dog replies:

* There’s nothing wrong with your controller. As you

turn on the game, make sure you’re not acciden-

tally pushing on the thumbstick. If you hold it to one side while

you start the game, Mario will continually run in one direction

and be almost impossible to control.

For a further detailed description, see page 2 of your Super

Mario 64 instruction manual.

What’s up with XBand?

They don’t support

new games, and I

hear they may disappear. This

news came as quite a shock to

me, since XBand was still being

advertised in your fall issues.

Hans Grini, Olympic Valley, CA X-pectin’ XBand

A Lynn Heublein, vice president of business

* development at Catapult (makers of the

B XBand modems), explains XBand’s status:

“We have no immediate plans to discontinue the XBand service

for the SNES and Genesis. True, we haven’t added new games

lately, but we still may. We do still update our news and offer

new events on XBand. At some point in 1997 we’ll try to mi-

grate gamers over to the new service we’re setting up for the

Sega Saturn. XBand for the Saturn will utilize the Saturn Net

Link, so you won’t have to buy another modem in order to play

against other gamers. The service should be out soon."

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

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

\ write to:

GamePro'5 Buyers Beware
RO. Box 5828

San Mateo, CA 94402

E-mail us your product complaints through America Online

or at this Internet address:

buyers_beware.gameppo@gamepro.com

eAMfPBD FatruiF) 1997
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SOME WARS
IBEN'I SUPPOSED ID BE EODBHI

THAT'S WHEN AMERIDA

USES INVISISliE
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customized Apaclie

assault chopper.

With helllire missiles,

even supposed to

tteyre lethal.
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More Delays for Big-Name N64 and PSX Games
Nintendo continues to chant a familiar theme for its 1996 Nintendo 64

games. “Quality, not quantity" is the mantra Nintendo is repeating over

and over to the gaming community as an explanation for the lengthen-

ing list of delayed N64 games. So far, all but the very first two launch

titles (Super Mario 64 and Pilotwings 64) have been subject to delays

at one time or another. Star Wars: Shadows of the Empire, Cruls’n

USA. TetriSphere, and other highly anticipated games that were an-

nounced last summer as likely fall releases were all delayed by a month

or more. And now comes word that one key game has been formally

delayed not once, but twice: Acclaim’s Turok: Dinosaur Hunter is

once again going to miss its targeted ship date.

“Turok: Deadline Hunter" might be a better title for this belated

game. After a first delay pushed Turok from a possible November re-

lease into January of this year (see “ProNews,” January), a second de-

lay has bumped it closer to spring '97. The long-awaited comic-book-

based first-person shooter is now scheduled to ship on March 3. Said

an optimistic Jim DeRose. president of Acclaim North American Oper-

ations, "Turok promises to be one of the strongest titles ever from Ac-

claim. and we're confident that it will live up to the excitement and an-

ticipation it has generated.”

Another big-name N64 game

lagging behind is Ocean's Mission:

Impossible. When an underwhelm-

ing early version was shown at the

Electronic Entertainment Expo last

May, MI was due to be out in time

for the recent Christmas shopping

season. Delays throughout the fall

have made MI now a likely March

or April release. As expected, the

game is loosely based on last sum-

mer’s Tom Cruise movie. Cruise,

however, does not ponray the main character for the game due to ex-

pensive licensing issues.

Mark Rogers, producer of

Mission: Impossible, is glad to have

more time to work on the game.

“Mission has a number of unique

qualities within it. We could’ve

dropped those aspects to meet the

deadline, but we decided to perse-

vere and make it the game we

wanted it to be. Mario 64 took

something like four years to de-

velop. and it .shows. Being on time

is not always a good thing; delays

Movie settings such as this em-

bassy staircase fuovide the back-

drop for espionage and intrigue

in Mission: impossible.

Mission: impossibie utiiizes mul-

dpie camera views—hits is the

shot when Ethan turns the cam-

era on himself.

mean that it will be a better game.” Rogers added that Ocean already

has additional unspecified N64 titles in the works.

The N64 isn't the only system with eagerly awaited games run-

ning late. The PlayStation has seen its biggest winter title get bumped

all the way to the fall. Resident Evil 2, the sequel to last year’s criti-

cally acclaimed game, was originally projected as a March release, but

Capcom confirms that the game is now due in September. Delays are

nothing new for Resident Evil fans: Last year’s hit game was bumped

from December ’95 to March ’96, but the extra three months of tweak-

ing paid off for Capcom as Resident Evil became the top-selling Play-

Station game of all time. “If a game takes longer to produce, but a bet-

ter game results, then the delay is justified," explained Shinji Mikami,

lead game developer on Resident Evil and producer of RE2.

Layoffs Hit Mindscape
The layoffs and cutbacks that have hit the video game industry in the

last two years have found a new target: Mindscape. Following in the

Inside Scoop

• In November the Shoshinkai show, Nintendo’s annual showcase of video

game hardware and software, gave the press its first look at a prototype of its

64 Disc Drive (64DD) for the N64. By increasing the N64’s storage capacity by

eight bmeS; the 64DD add-on enables players to radically customize the char-

acters and gameplay of their games. Also on view at the show were over three

dozen new N64 games, including Star Fox 64 and Mario Kart 64. Rnally, Nin-

tendo announced that the N64 had sold 750,000 units in the U.S. before

Thanksgiving, making it the fastest-selling system of all time. See our next issue

for a detailed eyewitness report from the Shoshinkai show.

• Download games onto a blank cartridge at your comer 7-1 1 ? Something like

that may happen next summer in Japan, according to a new plan hatched by

Nintendo. Apparently, Japanese convenience stores will have new Nintendo ma-

chines that customers will use to download Nintendo games onto blank Super

Famicom cartridges (the SFis the Japanese equivalent of the Super NES).

Prices fordownloading individual games could be as low as $10 in some

instances (with an additional charge for the blank cartridge). Nintendo has al-

ready worked out the deal with Lawson, Inc., which operates about 6000 con-

venience scores inj^an.

• Square's dream of becoming a movie-making force came a little closer to be-

coming a reality recendy when the Japanese game-making company signed a

technology agreement with AliasA'Vavefront, a subsidiary of Silicon Graphics.

Square and A/W will work together to produce cutting-edge computer graphics

for Square’s first feature film. Square has already availed itself ofA/W technol-

ogy for the upcoming Final Fantasy VII. No further details about Square’s

movie are available yet

6AM(Pm Fsuniipy 1887



depressed footsteps of software companies like Acclaim, JVC, Crystal

Dynamics, and American Laser Games, Mindscape dismissed 12

members of its game-development teams in November. These teams,

which worked on Steel Harbinger and Sidewinder for the PlayStation,

were let go as a cost-cutting measure.

Nancy Van Natta, Mindscape’s vice president of marketing, was

quick to point out that the company would still be developing games.

Still in the works is the new Mindscape Sports Authority line of

hoops, golf, baseball, and gridiron games, as well as Marvel 2099 for

the PlayStation. Mindscape will

also be distributing Crystal Dynam-

ics' 3D Baseball for the PlayStation

and Saturn.

For a while the company was

also a member of Nintendo’s “Dream

Team" of N64 developers, but their

Monster Dunk basketball game was

canceled over the summer.

Nintendo Kills the Virtual Boy
Say goodbye to the Virtual Boy. Nintendo has finally pulled the plug

on its beleaguered 32-bit tabletop system. According to a top source at

Nintendo. “Nintendo of America is not focusing any more marketing

efforts on the Virtual Boy. which means there are no more new Virtual

Boy games coming out.”

Launched in the summer of 1995 with a price tag of $179, the

Virtual Boy and its black-and-red game screens never caught on with

The two highest-rated Kriual Boy ...and Mario's Tennis. Both games

games of all time: Wario Land. .
.

got 5.0 Fun Factm- ratings.

Among Mindscape’s recent efforts

are MegaRace 2 for the PC...

Neius Bits

Hot News from

GamePro Online

Ameilca Online users can now get

daily game news updates. Use Uie

keyword GAMEPRO tai access

GamePro Online, then head straight

to the Hot News section to get the

latest video game news. You can

also read daily updates of news m

the GamePro Online site at

http://www.gamepro.com.

• Tom Clancy, the best-selling author of spy novels like The Hunt for Red October and Patriot Games, has joined with

Virtus Corp., maker of3D animation tools, to form a new games company called Red Storm Entertainment, inc. Red

Storm will develop and market unspecified new games for the Internet and PC. Clancy assumes the role of chairman

of the board for the new company.

• Prospective artists might want to check out a new Cloud 9 Interactive game called How to Draw the Marvel Way. Leg-

endary comic-book illustrator Stan Lee shows how to draw

superheroes such as Spider-Man, the Hulk, and the X-Men.

Over 90 drawing lessons, a “What’s Wrong With This Pic-

ture?” challenge, and backgrounds on Marvel artists and their

creations are included.

...the roie-playing-game War-

hammen Shadow of the Horned

Rat for the PlayStation. .

.

. . .and the space racer Starwinder

for the Plaj^Hon.

gamers. It sold well under 50,000 units in North America (by compari-

son, the Game Boy has sold over 20 million units). With almost no

third-party support, only 14 Virtual Boy games (barely one a month)

ever made it to store shelves.

The end for the Virtual Boy comes with a whimper, not a bang.

The two final games that should have been available in time for this

past holiday season—Bound High and Dragon Hopper—were never

released, lliis leaves Atlus's Jack Brothers,

an October ’96 release, as the last

Virtual Boy game. Q

A ne Cloud 9 Web site offms a

Inside look at the new Marvel CD
(http://www.doud9int.com/).

Sweepstakes winners ^
Rudy Espinosa (left)

and David DIspain spmit

a day playing games in

the GamePro offices.

• Last summer’s Blockbuster Video Games ofSummer Sweep-

stakes resulted in a November getaway weekend for two first-

prize winners and dieir guests. After spending two days in San

Francisco, the winners en-

joyed a game-filled day at

nearby GamePro headquar-

ters (two other first-prize

winners were unable to

make the trip). The lucky

winners were Rudy L Es-

pinosa, 21, from Arizona,

and David Dispain, 22,

from Georgia.
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THE UCTIMATE BATTCE

IS THE OWE YOU

FIGHT ACOWE...

An alien conspiracy

A bizzare

and brutal dimension

A deadly trap with only one

chance for survival...

It

71«

4 lethal alien attaekers tan gang up

on you, using FIRST and ONLY Take on 20 merdless djen spedes , , i oA j 'cl .1 jj

Behavioral Artilidol Inlelligenre. with over 1 00 nrartial^es.
««“

V
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/
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Perlect Weapon'" is a trademark of American Sottwoiks Corporation. ASC Games 'is a trademark of American Softworks Corporation. Developed by Gray Matter. Hoad Games' Is used by p6fmiSSiiX).-91^ AVC tirntted Partnership. 6 1996 Ameri



“...one of the first true 3D fighting games.”

Next Generation

“If you’re in the mood for a combination of

and action
,
this is for you”

Hoiiday Buyer’s Guide

“Whoa
,
a new approach to a fighting game . I found the

3D reaiism and the moves reaily appealing”

Electronic Gaming Monthly

I “Years from now when action/fighting games
advance to a higher level

,
I feel gamers will look

back to find this game at their roots”

Electronic Gaming Monthly

“Perfect Weapon may very well end up as one of the most

unique and exciting products to hit the PlayStation this year”

Greg Off
,
Editor in Chief

,
PS Extreme

“I have reviewed over 1,000 games and have

never seen anything like Perfect Weapon”

Lawrence Neves
,
Senior Editor

,
Game Pro

nice
,
long

,
difficult quest ( for a change !

)

Intelligent Gamer

A new dimension in gaming...

>
s.

'•>

Camera angies mbve as fost as you
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Deadlock: Planetary Conquest puts

you in charge of a space colony. You

compete to explore your new world

and develop the resources of your

young colony.

"
* http://www.ten.net

A hands-on look aV one of the newest,
biggest and best multiplayer gaming
services w..<

The first screen new users

will encounter. Here you

choose to use either your

own ISP or TEN’S Concentric

Network to connect.

Command & Conquer is a unique war

strategy game that balances real-time

combat with the strategy required to

build a successful base of operation.O f all the main online gaming services like Mplayer,

DWANCO, and Engage, the Total Entertainment Net-

work (TEN) has probably done the best job of establishing

a fast, fun online community for a sophisticated audience

(for an overview of all the top online gaming services, see

“NetPro." January). TEN has enough games, enough extras,

and enough attitude that it Just may rate a perfect “10” with

serious PC gamers. Here’s a close-up look at the service, the

start-up procedure, and the games.

The Community of TEN
Operating out of San Francisco. California, TEN

,

has created an elaborate system of nationwide

connections for high-speed multiplayer gaming. ,jj

Basically, players who have a PC, a modem, an In- ji

ternet connection, and a copy of a PC game like

Command S- Conquer or Warcraft can become

TEN subscribers paying monthly fees to compete

against thousands of other gamers who own the

same games. There’s lots of high-powered fun,

but not a lot of childish foolin’ around, because

TEN is geared for an older audience (only gamers

18 years old or older are allowed to sign up).

To attract the hardcore gamers who will com-

pose the bulk of the subscriber list, TEN starts

with a definite grunge look. It’s not friendly, and

it's not pretty, but it's not trying to be. If you want friendly, try Mplayer [http://www.mplayer.com) or the fam-

ily-oriented Entertainment Online (http://www.e-on.com). But if you want cool, descend through the TEN man-

hole on their Web site {http://www.ten.nef). As you fall into the subterranean TEN world, you'll see graphics

that suggest a decaying war zone, as if Duke Nukem himself had recently blasted some old factory.

Besides its dark mood, TEN uses its appealing roster of games to attract hardcore players. TEN worked ag-

gressively to get exclusive marketing deals for the top titles, including the strategy game Dark Sun: Crimson

New users can select from

a variety of monthly pay

plans (hardcore users will

want the flat fee for unlim-

ited playing time).

The manic multiplayer mayhem of

Duke Nukem 3D.

On this TCff screen, the column at left offers you different

games to play, while the column at right lists some game-

related events.

Get instant info about your bill, or

S _,: Tt

-
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Take 2 CD-ROMs for ^9t
Plus 1 more at great savings! {See details below.)

Bedlam
VK?/D0S486i«6,8nib,M

Strategy Game 5011301

Interact. Game 5054309

f^Time Commando
X DOS 486/66, 8mb,M,K

Silent Thunder:
A-IOTank Killer 2
WIN -95 486/66. 8mti.M.

The Oregon Trail II

WIN3.1 4l6. 4mb or MAC 68030. 5mb. M
Connections
WIN3.1 486/33 or MAC 68040. 8mb. M
Heretic

D0S 486,4mb.M,J

Sports

Arcade Style

Children's Ed. 5078308

Adventure

Arcade Style

Gen. Irrterest

Arcade Style

®>MlZ‘r'MACl
^*eBeist"j?l5hln
WIN3.1 486/33 or MAC 68040. 6mb. I

Arcade Style 5088109

Children's Ed. 5072905

Arcade Style 5076005

Compton's Interactive

Encyclopedia '97

Ger>erai R..I 5090501

WIN 3.1 486/66. emo.M

7th Guest
DOSSaeorMACLCIII.Amb.M

Star Trek Deep Space Nine:

Harbinger
DOS 48^ or MAC 68040, 8mb. M
Shannara
D0S 486/33.4mb.M

First Aid '95 Deluxe
WIN3.1 386.4mb.M

Muppet Treasure Island

'SVwiN3 1 486/66,8mb,M

Spycraft The Great Came
DOS 486/66 or MAC 68030, 8mb. M
Chessmaster 5000
WIN’ffi 486^6, 8rnb.M

Java Programmer's Library

WIN31 366.4mb.M

Final Doom
l/D0S 486,4[nb,M,J,K

Compton's Complete
Street Guide
WIN3.1 386.4mb.M

K NC/LA Championship
X Basketball

DOS 486/66. 8mb,J,K

Command And Conquer
Strategy Game 505O208

DOS 486/66. 8mD, M

Interact. Game 6004700

Role Playing 5065008

Vm^ 486/33 or MAC 68040. 8mb. M. J

Mechwarrior 2 Arcade Style

WIN '95 PENTIUM. 12mb.M

Mission Critical Adventure

DOS 486/33. 4mb.M

Oomn II Arcade Style

DOS 386/33, 4mb or MAC LCII, 8mb. M, J, K

fvThe Elk Moon Murder Adventure
*/DOS 486/66 or MAC 040^66, 8mb, M

Nickelodeon: Director's Lab
WIN3.1 486.8mb.M

Chlldrsn’s Ed. 5081005

Hoyle Classic Games

Strategy Game 5079900

Strategy Game 5053202

Adventure 5063201

Strategy Game 5083505

Computer Tutor. 5073200

Adventure 5063003

Arcade Style 5083219

Sports

How To Select CD-ROMs For System

Each selection Includes the following importani information-

minimum system required, minimum CPU required, minimum
amount ot A/AM required, and required peripherals

(M»mouse, J=joystick, K=keytx»rd, P=prlnter).

For aU tittes, Ihe mnimm system regutemenis recommended (unless

otherwise mcbcaled) are Hardware. SVGA monitor (256colors), sound
card, 40mb tiard dnve, double speed CO-ROM dmie. Opereling System:

DOS 5,0, Windows 3.1, Macinlo^ System 7.0.

Mechwarrior 2
Mercenaries
Arcade Style 5091905

DOS 486/66, 8mb, M, J, K

486/33. 8mb.M

Williams JVxade Classics

DOS/W1N3.1 486/33, 4mb,M,J

.Home Phone '96

OOS386orMAC68030,4mb,M

ieM>Azrael's Tear

- DOS 486^6, 8mb,M

Zork Nemesis
Adventure 50656

DOS 486/66. emb or

MAC PMAC, I6mb. M

Strategy Game 5075106

Arcade Style 5072400

Home/Personal 5090006

hSU-27 Flanker

y DOS 486/66, 8mb,M,J,K

Trivial Pursuit
WIN3.1386orUACLCIII,4mb.M

Corel Gallery

,w
Duke Nukem 3-D
Arcade Style S077B07

(X)S 486, 8mb, M

Arcade Style 5058805

Cliilflren'sEd- 5027701

nb.M

Home/Personal 5027802

night Sim. 5883902

Strategy Game 5027404

WIN3.1 366. 4mb or MAC LCII. 2mb. M. K. P

y>K^WinDelete UbI

^»^WIN3.1 386, 8mb,M

CHpArUibraiy 5010311

5084504

Nascar Racing
Driving Sim. S001300

DOS^40.6mb.M.J.K
Beavis And Butthead
In Virtual Stupidity
Adventure 5075007

VAN -95 466/33, 8mb,M

A whole new way to get the most exciting CD-ROMs -

games, reference, edutainment arxf more - all at great pices! Just write in the

selection numbers of the 2 CD-ROMs you want tor $9.95 each, plus shipping and
handling. In exchange, you agree to buy 4 more CD-ROMs in the next 2 years, at

our regular pices (currently as low as $29.95, plus shipping and handling) - and

you may cancel membership at any time after doing so. What's more, you can get

one more CO-ROM right now tor the low price of $19.95 and have less to buy later

(see complete details In coupon).

Free CD-ROM magazine sent approximately every 4-6 weeks (up to 13

times a year) reviewing our Featured Selecbon - plus scores of alternate choices,

including many lower priced CD-ROMs. And you may also receive Special Selection

mailings up to four times a year. (That's up to 17 buying opportunities a year!)

Buy only what you want! tf you want the Featured Selecbon, do nothing

-

It will be sent automatically. If you’d peter an alternative selectioh. or none at all, just

mall the response card always provided by the date specified. V0u1l always have 14

days to decide: If not, you may return ^e selection at our expense.

Money-Saving Bonus Plan. If you continue your membership after

fulfilling your oOligahon. you'll be eliglOle for our generous bonus plan. It enables you

to enjoy great savings on the CD-ROMs you want - for as long as you decide to

remain a member!

10-Day Risk-Free Trial. We'll send details othow(Dolumbia House CD-ROM
Direct works along with your Introductory package. If you're not satisfied, return every-

thing within 10 days at our expense for a full refund and no further obligation.

Act now, membership in CD-ROM Direct may be Hmited.

For faster service, use your credit card and call us toll-free 24 hours aday.

1-800-792-1 OOOg^
Check us out online! For more titles...toorder„.or for more information.

http://www.columbiahouse.com/cdrom

CD-ROM DIRECT

Bloomington, IN 47404-1

Yes, please enroll me under the terms outlined in this advertisement. As a member, I need buy lust

4 more CD-ROMs at your regular prices within the next 2 years.

Send my CD-ROM selections for: (check one only) Ofc (1) D Macintosh (3)

^ ^ ^ ,

Write in the selection below
Send me these 2 CD-ROMs for just $9.95 each r- 1 r- —

1

plus$1.75 each shipping/handling (total $23.40). If | [f |

Buy your first selection now and have less to buy later!

D Also send my first selection lor $19.95 plus $1.75 shipping/handling which I'm adding to my $23.40

paymenl(total$45.10). I lhenneedtobuyoniy3more(insleadot4)in2years.
|#

|

Please check how paying: D My check is enclosed.

D Charge my introductory CD-ROMs and future CD-ROM Direct purchases to:

D MasterCard Q Diners Club D AMEX D VISA D Discover

(BYM/BYQ)

(BYN/BYR)

My main CD-ROM Interest i

Q Enierlainmenl

Exp Dale Signarure

i: (check one) iNue: You are always tree lo chooea tio

C Education D Edutainment
(nduPss cMOranS inles)

Ty category)

O Productivity

Important! Did you remember to choose PC or Mac? Will your selections run on your system?

Note' Columbia House reserves the tight to request additional Information, to limit membership or reieci any
application, or to cancel any membership. Otter limited lo residents ot the contiguous United Stales. Residents of

Alaska, Hawaii. Puerto Rico, U.S. lerhiones, APOand FPO addresses please wnie lor separate oKer.

^plicaoie sales lax added Id all orders. S97-2GP |10D| 01997 The Columbia House Company
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Sands, the air-combat sim Confirmed Kill, and the potent shooter Duke

Nukem 3D. Just announced are three more exclusives for early ’97:

Command & Conquer Red Alert, Diablo, and NASCAR Racing.

But TEN is more than Just games. Editorial Director Chris Lombardi

and his team create new events on TEN that make for a thriving com-

munity of TEN gamers. Among their ideas are contests, special tourna-

ments, matchups against the game designers of the war-strategy game

Panzer General, and detailed Dataspheres filled with game news, strate-

gies, and maps. Lombardi says there are often as many people Just hang-

ing out in TEN’S community areas as there are actively playing games.

Learning ti:o TEN
TEN makes it easy to access its games. You can get the necessary TEN

software in any of three ways: either over the phone (800/804-0836),

in the packaging of certain CD-ROM games like Duke Nukem 3D, or by

downloading files from the TEN Web site.

If you decide to utilize the Web site, new users begin by download-

ing the setup program and shareware versions of TEN’s games. This

initial downloading may take up to 30 minutes, depending on your

modem's speed. Next comes the new-user registration screen, which

enables you to use either your own Internet connection (through an In-

ternet service provider such as NetCom) or TEN’S high-speed connec-

tion through the Concentric Network's local exchanges.

Have a credit card handy, because next up Is the screen where you

choose a rate plan, either an hourly rate of about 52 per hour or a flat

rate (usually about S30) for unlimited monthly play. You must then cre-

ate a screen name and password for yourself and read the member-

ship rules (note the 18-and-over age requirement).

Once you sign up, you’re free to play shareware versions of games,

check out news, contact customer support, or chat with other TENers.

To play complete games, you must own the PC version. Then you can

enter that game’s lobby on TEN and Join in an existing match or create

your own. For instance, when you create your own new Quake match

When you create

a new Quake

Battle, you can

choose every-

thing from the

level you want

to play In to

the color of the

clothing.

The Quake Ranlangs Display screen gives you seven ways

to measure an opponent’s (or your own) performance.

for others to join, you can alter such variables as the arena where you

play, the Frag limit (the amount of damage), the time limit, and even

who you want to play with (specify skill levels or even certain individu-

als if you want). The many options enable you to customize your own

game for you and your pals however you want.

The TEN Advantage
Anyone who's played Duke Nukem or Quake on TEN will tell you that

multiplayer games are insanely different from single-player games.

Usually you don’t find the monsters that populate a one-player game;

instead, you square off against other players who basically look just

like you (except for uniform colors) and carry similar weapons (you can

add monsters to the mix if you want, but they make it a lot tougher

to survive). Also, in multiplayer shooting games, you don’t have much

time to go looking for medical kits or new weapons, which means

you'd better learn where everything Is in a one-player game before

you get into a multiplayer match.

Customer service, incluiling 10 e-mail addresses for specIBc problems, is avail-

able 24 hours a day on TEN,

To help you survive the games and to make them more fun, TEN pro-

vides you with tons of information. At any time you can read the profiles

of your opponents, check the detailed rankings of yourself and other

players based on number of victories, number of kills, and other game-

related stats. You can even identify the latencies (gameplay speed) of

other players to make sure everyone's modem is up to snuff, and should

you find someone wanting, you can dismiss them from the game.

Additional game help on the Web site includes files of game tips,

24-hour customer support via phone, fax, or e-mail, and constantly up-

dated billing information so you know in an instant how much you've

spent. On the information superhighway, TEN lives in the fast lane.

TEN 2000
The future of TEN is bright enough to call for shades all around. TEN

hopes to broaden the subscriber list with still more game-related activities

and eventually some sophisticated board games, with dreams of having

100,000 TEN gamers by the end of the year. It’s an ambitious goal, but

so far TEN seems to be a place where goals become realities.

GAMEFRD letPUIFy 1917



Calls cost S1.29 a minute and calls average six minutes in length. Available (o touch tore and rotary phones.

Be sure to get your parent's permission to call Scary Lany’s Adventures if you are under 16 years of age.

Message subject to change without notice. A service el GamePro Media Group in San Mateo, CA

nsifnil m
Call to hear complete move lists for every character in the

hottest fighting games-like Ultimate Mortal Kombat 3,

Tekken 2, Killer Instinct 2. and Star Gladiator. New games
every month.

New
Tips
Every
WeeKI

Calls average three minutes in length and cost $1.29 a minute. Be sure to gel your parents' per-

mission to use GamePro’s Hot Tips Hotline if you are under 1 8 years of age. Messages subject

to change wlthoul notice. A service of GamePro Media Group in San Mateo. CA.

32-Bit Tip of the Week!
A new Slammin’ 32-bit tip every week!

Getta Clue
The latest tips for your favorite system: Sony
PlayStation, Sega Saturn, Arcade

Hit Us With Your Best Tip
Leave or pick up tips and cheats from some of the best gamers

around! You can leave a tip for the RayStation, Saturn, 3DO,
Genesis, or Super Nintendo systems.

Get A Classic Clue
Dust off those old carts and get the best tips for your favorite

system. Call for a different tip every day.

Scary Larry’s Hot Picks
Leave your best tip for Scaiy Larfy...you may get picked.

Also available in Canada! 1-900-451-5552

Calls cost Sl.49 a minute (Canadian)

Constantly updated and constantly

baffling, Scary Larry’s Trivia Game

will test even the sharpest video

game IQ. Answer the questions

faster than any other players to be

eligible to win your share of the

awesome prize package and get

your name printed in GAMEPRO!

Check Out Both
Games to Win These
Awesome New Prizes!

Grand Prize: Advanced video game system of

your choice! (Nintendo 64, PlayStation or Saturn)

(6) Runners-Up: official collector s item GAMEPRO T-shirt!

CANADIANS join the fun'

Call: 1-900-451-3335 Only $1.49 per minute

IjS.S't

Montli s
Wiimex's
GRAND PRIZE

WINNER
Scott Stanbridge

Rochester, NY (1.63 min.)

Honorable Mentions

Richard Karpinski

Chicago, IL (4,45 min.)

Seiki Filiaga

Salt Lake City, UT (5.26 min.)

Anthony Hamititon

Wichita, KS (5.65 min.)

Chris Wingate

Baltimore, MD (8.06 min.)

Samuel Sanderson
.

Charlotte, NC (8.78 min.)

Can you sur¥ive„.Scary Larry's

Deserted Island?

I

Can you make your way through

Scary Larry’s Deserted Island

ALIVE? Escape its traps and perils

in the shortest amount of time

to win awesome prizes, plus

get your name published

in an upcoming issue

of GAMEPRO!

Call GamePro’s Ho'b Tips Ho'kline

l-900-860-TiPS
Call today to hear the hottest game tips and strategies.

Plus, hot new video game news every week!





PlayStation

With the gut-wrenching, all-terrain racing of Jet Mola, victory isn't a thrill. It’s

agony. Jet Moto's ten outdoor tracks will lead you and beat you over scorching

sand, choppy seas and brittle ice and snow. Your only defense? One of twenty fiercely

moneuveroble next-gen moto bikes. There's so much going on here, all you need to

know is that the grappling hook isn’t an option, it's a necessity. That's because

with Jet Moto's TruePhysics, every bump, every curve and every pothole will go

directly from your suspension to your spleen. It's time you took a Jet Moto mtaMuu

test fide. Or better yet, do so against a friend on the two-player

split-screen. Only this time, try to keep your eyes on the road, will you? esrb

lO'COiDe liinls cull l-9O0-933-SON((?6i9j Ib« thorge is $0 9S p«i minut«. CnlleTS undei thtogg ol 13 must get poientsl getmissicri to coll. Toudi-ione-phone Is leguiied Avoiloble

7A bouts 0 doy/7 doys o week. il.S. grtly. Sony Compuiei Enieiloinment logo is o Itodotnoik ot Sony Cotpsrolion. PloyStolion and the PlcyStoiion logos oto tiodomotks ol Sony

Coinpuloi Enieitsinmont Inc lot Molo. TruePbysics, LI t NOT E me irodemoiks ol Sony lnieiaiii<e Enietiolnmoni Inc. ®l99d Sony Inloiocilve Enlettolnment Inc. nww.sony.tom



SPECIAL

FEATDftE

THE HORROR CONTINUES
t The producer for Resident Evil reveals the terrif|ring

truth about the sequel to Capcom’s PlayStation hit.

By The Feature Creature

I

n March of 1996, Resident Evil burst onto the Play-

Station with an explosion of horror and suspense to

become one of the most popular games of the year. In

fact, in the poll of GamePro editors taken for the Janu-

ary '97 issue, RE beat out Super Mario 64 as the best

next-gen game of all time!

Video game success like this inevitably breeds a se-

quel, which leads to Resident Evil 2, Capcom’s latest

foray Into the realm of horror that’s scheduled as a

Fall '97 release. To find out what the designers have

been working on all this time, GamePro spoke to Shinji

Mikami, producer of RE2 for Capcom of Japan.

Dead Again
CamePro: How did you want

to make RE2 different from

the first game?

Shinji Mikami: Resident Evil

was such a success that in

creating the sequel we set

out to enhance what we be-

lieve made the first game so

popular. Our first goal was to

recreate Resident Evil’s sense

of horror and the player’s sen-

sation of actually being inside

the game’s environment. In

RE2 we’re trying to make the

environment even more true

to life.

CP: Give us a brief walk-

through ofRE2.

Mikami: RE2 begins two

months later in Raccoon City

where Umbrella, Inc., has

been closed down for con-

Zombies reach through the bars as Leon Kennedy races past the police

station’s jail cells.

ducting illegal biological ex-

periments. A strange skin dis-

ease suddenly starts spread-

ing from unknown origins. It

spreads incredibly fast, and

those it kills become the walk-

ing dead, hunting their next

victims. Raccoon City essen-

tially becomes a dead town.

The overhead view gives a graphic

portrayal of spilled blomi.

Located in the center of

the city is the police depart-

ment where rookie cop Leon

Kennedy finds himself sur-

rounded by zombies and mon-

sters. University student Elza

Walker runs to the Police de-

partment seeking protection

from the evil that hunts her.

RE2 is the story of Leon’s and

Elza's survival.

The tension in the game is

built with the growing realiza-

tion that the entire city is over-

run with zombies. Not even

the police can help. As the

player in RE2, you try to help

Leon and Elza in what is an in-

creasingly helpless situation.

New for 2
CP: Are there new weapons

in RE27

Mikami: We’ve added some

new weapons to those from

the first game, including an

explosive new weapon, but I

don’t want to give anything

away yet.

CP: Any new monsters?

Mikami: Besides zombies,

there are many new monsters

BAMEPRQ rebpuary 1997



“The blood helped

establish Ote vio-

lent, dark world of

ftesident Evil,” sa^
Resident Evil 2’s

producer, Shinfi

Mikami. The tradi-

tion continues

in the sequel. ^

The narrowness of the hallways heightens As in Resident Evil, the RE2 zombies are

the terror when monsters approach. quick to go for the throat

who "change" in the game. We

don't want to spoil the sur-

prises, so you’ll have to play

the game yourself to under-

stand what happens to these

monsters.

CP: Why aren’t Chris and Jill

the main characters?

Mikami: We wanted to create

the same level of horror in RE2

blasts her way out of the Raccoon

City police station.

that the first game achieved.

Chris and Jill have already over-

come the terror they experi-

enced, so it would be impossi-

ble for them to be as terrified

in RE2. Thus the new story re-

quired a new cast.

CP: Describe the setting of

the game and explain why

you chose it.

Mikami: In RE, we chose an

old mansion because we could

make it remote and hidden

away deep in the mountains.

We did that to create horror

in a place where you couldn’t

easily run away for help.

In RE2, we wanted a differ-

ent setting but one with a

similar enclosed environment.

Also, we wanted to create the

sensation that these events

could happen to you tomor-

row, so we made RE2’s setting

more modern.

We decided to start the

game in the police station,

because that’s a place where

you’re supposed to feel pro-

tected, But Raccoon City’s po-

lice department soon loses

its ability to function as a safe

place. Once again you find

yourself surrounded by an

evil terror.

CP: What advancements were

made to sound and graphics?

Mikami: If you listen care-

fully to the sounds, you'll no-

tice that the background music

changes in real time depend-

ing on what’s happening in the

game. Thus the music is more

like a movie soundtrack than

traditional video game music.

Graphically, you’ll notice

changes in the backgrounds

as events occur during game-

play. In RE2, what’s going on

in the background has more

impact than in the first game.

More Gore
CP: Did you get any criticism

over the amount of blood in

the first game?

Mikami: No. In fact, we be-

lieve that one of the reasons

Resident Evil became so popu-

lar was because of the game’s

With a police van in Rte back-

ground, Elza tries her luck on

die police stabon roof.

gore. The blood helped estab-

lish the violent, dark world of

Resident Evil.

CP: Is RE2 bloodier than the

first game?

Mikami: In RE2, we have

taken the same approach as

in Resident Evil—we do not

show any extreme violence

without a reason. But you

have to remember what type

of game this is. If we need

to represent horror, we won't

hesitate to demonstrate the

carnage onscreen.

CP: What are you proudest

of in RE2?

Mikami: The high standards.

All of the game’s features help

RE2 exceed even the quality

standards set by movies.

0

Elza goes looking tor trouble in the

police station's shooUng range.

CP: Are you working on RE2

for any other platform?

Mikami: No, although we are

working on Resident Evil for

the PC and the Saturn.

CP: Will there be an RE3?

Mikami: This has yet to be

determined. Q

An early look at the carnage to come.
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THE MINDS BEHIND TEKKEN 2 ARE ABOUT TO
SHOW YOU HOW SHARP THEY REALLY ARE.

COMING SOON.



A
ssassination is fun? Sega Soft thinks so

That’s why it's going aii-out for trigger-

melting gun-game action with Scud; The

Disposable Assassin, due out in February

for the Saturn.

entertaining movies directed

by John Woo. Additionally, ini-

tial designs called for at least

20 minutes of full-motion ani-

mation, sure to inspire Scud

comic aficionados.

Scud brings to life all the

characters from the Scud comic

books, including Drywall, Scud’s

zipper-creature sidekick. Dry-

wall’s person-sized frame ac-

tually contains an entire bizarro

universe from which he pulls

weird weapons like a purse or

a flower pot. In fact, you can

play as either Scud or Drywall,

and in one level you actually

play Inside Drywall!

ScudUves!
Scud's like a heavy-metal ver-

sion of Virtua Cop. This dis-

posable assassin Is shaping

up to be a keeper.

Scud pulls some great poses. John Woo
movie fans iW// certainly rea>gnlze this one.

In this early preidew ver^m, Scud moves

fast in the side-scrolling acdon.

Exact Change Heeded
Scud’s based on the offbeat

comic book of the same name.

The story is set in a weird

world where robot assassins

like Scud can be purchased

from coin-op vending machines

(see “Scud's Story").

The high-caliber gameplay

features both side-scrolling

and first-person (Doom-style)

sharpshooting. Up to two play-

ers will be able to use two light

guns, two controllers, or a com-

bination of the two peripher-

als simultaneously. A single

player can even shoot with

two guns.

In the 60 percent preview

version. Scud’s rendered 3D

polygonal characters featured

great gunfighter posing, simi-

lar to what you’d see in the

GAMEPHO FlbPUlPV 1917



Drymll vmids a van
weapons that he stot

In fact, in one level yi

On the Job with Rob Schrab
What’s with today’s comic

books?
^
} mSS

^
Rob Schrab: Hiere are too

^ many overbearing, gothic,

sinister superheroes. It’s

like today’s superheroes

were yesterday’s villains.

Scud is a little more lighthearted,

andjt fits in with today’s "whatever"

generation.

Areyou happy with the game so

far?

Schrab: The Scud game definitely

lives up to the standard I set with the

comic book. The vision of Scud the

superhero has been preserved for all

the Scud fans out there.

Any insights into the game's

characters?

Schrab: The multi- ^
headed, evil garbage

.

monster from the
^

first level? Old girl-

*

friend. ’Nuff said.

i(4T)|

Drywall may be the stran-

gest sidddck yet Here he
fires off his Hsh gun.

Scud’s Story
Sad's an off-the-wall comic by Rob Schrab, who seif-publishes the book un-

der his Fireman Press label. The comic’s been in publication since February

1996, so the video game actually celebrates Scud's first anniversary.

Scud’s a robot assassin purchased from a vending machine. When a

hideous female creature named Jeff begins terrorizing the workers at

a mannequin factory, a low-level worker goes for the low-cost

solution and purchases the Scud Heartbreaker disposable

assassin (serial no. 1373).

When Scud disco\«rs he’ll self-destruct upon completion oFhis

mission, he opts to mutilate Jeff and send her to a hospital on

k life-support. To cover the medical expenses (and to keep himself

m alive), Scud must work as a freelance assassin for various and

f sundry criminal elements. Thus is bom the story ofScud. (For

more info check out frf(D.’//vmv.ejreq3.com/~sct;c/ or write to

Fireman Press, 2430 N. Humboldt Blvd., Milwaukee, Wl 53212.)

IBLE ASSASSIN SPECIAL

FEATUR
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bony Playbtation
Is the PlayStation the number-

one game system in the world? It has more than

400 titles in development, so who’s to say no? By Nooki Shino, Nob

* •' Ogasawora, and Major Mike

T
liis year the PlayStation Expo demonstrated that Sony

has become a force to be reckoned with in the world of

video games.

Sony Computer Entertainment held the now semi-annual PS

Expo at Makuhari Messe in Chiba, Japan, a much larger venue

than the previous location in Harumi. Coincidentally, the first

annual Electronic Entertainment Expo Tokyo was held right next

door, but unlike its American counterpart, E3 Tokyo attracted

Just 30,000 visitors with its mostly edutainment-oriented mix

of software. PS Expo, on the other hand, played host to 54,000

PlayStation faithful! Finally (and most importantly to gamers

everywhere), a whopping 400 PSX titles were on display, com-

pared to 1 00 games at last year's show.

The Biggest PS Expo
Sony and an army of licensees, including big guns Square, Namco,

Konami. and Capcom, were out in force, showing off hundreds

of titles in development. Sony announced that PlayStation deliv-

eries had reached 9 million units worldwide as of the end of Oc-

tober '96—4 million in Japan, 2.8 million In North America, and

2.2 million in Europe. To meet the year-end demand, Sony also

proclaimed plans to produce a million units in both November

and December. There was also a low-key announcement of a

new PlayStation system that is designed to reduce manufactur-

ing costs by combining A/V and RCA pin outs. The new Play-

Fliial Fantasy VII from Squaresoft,

one of the most anticipated Play-

Station tides

Station will retail for the same

price as existing units.

Sony Squares Off

In the software arena, Play-

Station looks ready to make a

forceful run at world domina-

tion over the previous market

leaders, Nintendo and Sega. The

400 PlayStation titles in devel-

opment easily eclipse the Saturn, which has about 200 games

coming, and the Nintendo 64, which has fewer than 60. During

the last two months of '96, more than 100 PlayStation titles were

slated for release. While all these offerings may not be best-

sellers, the sheer volume of decent-looking discs ensures that

the PlayStation's popularity isn’t shortlived.

The sure-fire million-seller from Square, Final Fantasy Vil was

one of the main attractions. FFVII is now moving rapidly toward

ajanuary 31 release in Japan. This latest installment in the pop-

ular RPC series will be a three-disc set (it was originally planned

as a two-disc set; the additional disc pushed back the release

date). Visitors lined up at the Square booth to get a chance at

five minutes of play time in one of three playable stages. No

other Square title was in sight—not even Bushido Blade, which

was pushed from December to March. Other upcoming Square
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titles include Final Fantasy Tactics and Saga Frontier.

Namco's booth easily attracted the most visitors with a

great-looking Expo lineup that included Rage Racer, Soul Edge

(which will be called Soul Blade in the states), Ace Combat 2,

Hamco drew a big crowd with

games like Soul Edge and Ace

CanbatE.

Namco Museum Volume 4, and

Xevious 3D. Also announced

was Namco Museum Volume

5, which will include Metro-

Cross, Dragon Spirit, Valkyrie

Legend, and Baraduke.
Rage Racer is one of Namco’s

latest racing games.

Sony Strikes Back

Depth Is an upcoming adventure title from Sony.

announced a new analog con-

troller with two analog pads be-

neath the regular buttons. The

controller also contains a vibra-

tion device so the unit jiggles

when your plane is hit, your car

wipes out, or you suffer any

other onscreen collision.

More PlayStation Previews
Capcom turned up with Puzzle Fighter and Rockman 8 (Mega

Man 8 in the U.S.), but it disappointed everyone by not showing

the hugely anticipated Bio Hazard 2 (Resident Evil 2 in the states).

Konami likewise disappointed fans expecting to see the lat-

est Castlevania adventure, Castlevania X: Moonlight Nocturne.

Crash Bandicoot was introduced to overseas gamers, but Sony

wasn’t about to let the licensees take all the glory, it displayed

Parappa Rapper, an odd music game in which you must create

your own raps: Depth, an aquatic adventure game in which you

seek sounds for creating music; and Arc the Lad II. Sony also

PlayStation Power
Sony must certainly consider the PlayStation Expo an unqualified

success. With the huge volume of PlayStation software in the

pipeline, U.S. gamers should expect to be entertained by plenty

of quality CDs for a long time. Q

Artdink’s PlayStation version of Takara’s Idggest BatOe Arena yet;

the RPG Ogre Battle Toshindea 3 has 30 Rghters.

However, it atoned somewhat with Speed King, an impressive

arcade racing game that resembles Wipeout.

Takara had Battle Arena Toshinden 3 (which musters 30 char-

acters this time), and an update on Choro Q, a mini-car racing

game. Other notable CDs included Artdink's remake of Quest’s

Super Famicom title Ogre Battle, Taito’s vertically scrolling

shooter Ray Storm, Zoom's fighting sequel Zero Divide 2, and

Banpresto’s New Super Robot Wars RPC sim,

6AMEPR0 Febpuapy 1987
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Developed by Boss Game StiuHos i

Published by BMG
Available February
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Spider is almost ready to hit

the shelves, and this hands-on

preview/ version measures up

to the hype surrounding the

game. As you control a spider

who’s trying to return to hu-

man form, you pick up differ-

ent legs (cybernetic append-

ages that spout flames, fire

missiles, and electrocute ene-

mies) to help you battle a host

of creepy, crawly thugs.

Beautiful graphics in this

80 percent version will help sell

the game, but the solid, flawless

controls, 32 levels, and differ-

ent exit paths should make this

a keeper. Now all we need is

some lively gameplay,

and this one’s ready

to crawl into the spot-

light .—Scary Larry IJglj

Based on the surrealist cinematic tour de force by director Marco

Carro, City of Lost Children looks just as eerie and moody as last

1

year’s film. Combining clean, crisp graphics with

a Resident Evil-type engine, City may be the suc-

cessor to the infamous zombie-chaser—albeit
' * with a lot less blood.

Playing as the orphan Miette, you meet an in-

teresting cast of characters, including the circus

strongman. One. and the evil Krank, who kidnap

children and steal their dreams. These early pics

make a strong ,—,

argument for City of Lost Cliil-
,

’’

dren shaping up into a phenome-

nalgame .—Scary Larry ^7 «
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Blast Chamber and Grid Run-

ner as a fun, engaging game.

The dark, moody Blade Run-

ner-esque graphics and move-

able camera should help propel

the League of Pain to the fore-

front of cybersports for

the PlayStation. No pain, 5^
no gain .—Scary Larry

League of Pain is a cyber-

sports game that pits you

against the computer or a

friend in an enclosed arena;

once there, you must charge

up a sphere and shoot it at a

goal above the play area.

This early version can be

put in the same league v/ith
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Developed by

Clockwork Gaines

Published by Psygnosis

Available March
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Rush Hour

Psygnosis is going after the top-

down, overhead racing market

with Rush Hour, a new racer fea-

turing eight stages that range \
from mountain roads to a drained \
reservoir and 16 selectable vehi- \
cles. The vehicles are the game’s

^
strong point, with real Humvees, Land Rovers, and Jeeps.

Rush Hour will also feature a split-screen two-player option.

These early screens give a clean

impression of a topnotch game,

and with the reputation of Psygno-

sis behind it (Wipeout XL, Formula

1 .
Destruction Derby 2), we’d ex-

pect nothing less .

—Scary Larry

SCI has a new car game with

a familiar theme; Bash the hell

out of your opponent while try-

ing to complete a race. The dif-

ference here is that you’re re-

warded for mass carnage, which

helps you upgrade weapons, and

you get extra points for nailing

pedestrians, which gauging by

these early preview screens,

looks like it could make for a

messy drive. Race against 25

psychotic drivers on five 3D

tracks, and experience a new

twist—you can run someone

Developed by Sales Cinve

Interactive

AvailaUe Second Quarter '97
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off the road, then steal their

car! Carmageddon could spell

the end of civilized driving!

—Scaiy Larry

Peak Performance
i
PtayStaBwil player split-screen race (you

ilso spin its tires

track with a racing
tal split) and the abi ity to

1 Peak Performance,
make your own tracks and

P. you can drive a
save t ern to memo^. With

i variety of vehicles,
some fine-tun^g PP could

iding Formula 1
keep pace with other racers.

PnrRPhP. .rnm- Scary Lariy

Atius will also spin its tires

around the track with a racing

game called Peak Performance.

In PP. you can drive a

wide variety of vehicles,

including Formula 1

cars, Porsches, a com-

muter bus, and a moped.

In this preview version,

the tracks were limited

to a scant three, but

Atius is planning to add more

and improve on the graphics,

which were plagued with break-

up. Options include a two-



The 16-bit Test Drive gets a new lease on life with this good-

looking revision for the PlayStation and PC. Up to four players

can bounce across 12 desert or mountain courses in actual sport-

utility vehicles; a Chevy, a Hummer, a Land Rover, or a Jeep.

This early test drive was slowed by sluggish cars and lim-

ited camera angles, but Accolade promises quick vehicles and

nine views in the final version. The many shortcuts (alternate

routes that can take you from worst to first in a hurry) should

rev up the Fun Factor. What’s more, if you drive way off the

road, you’ll find hidden ramps, bonus vehicles, and even a

crashed alien spaceship! Alternative rock band Gravity Kills

Developed by Brte Systems

Published by Accolade mmm
Available February

IPLETE

(who performed on

the Mortal Kombat

movie soundtrack)

fuels the action with

hard-driving tunes.

—Coach Kyle

ITS AMAZING
THAT ¥€MI
SUitViV£»
WITHOyT IT.

SPECIFICATIONS

COMPATIBLE WITH ALL SONY PLAYSTATION GAMES
• KONAMrS LETHAL ENFORCERS I & 11^

t KONAMPS CRYPT KILLER"^
t DIE HARD TRILOGY^
• PROJECT HORNED OWL™
• AREA Sf™
WEIGHT: 7 OUNCES
RANGE: 5-7 FEET
SIZE: 8 INCHES FROM NOSE TO BUTT

THE LICENSED GUN FOR THE SONY PLAYSTATION.



PROTIP; Use subs from a dis-

tance, or they’ll be damaged
fyst Collect the colored gem
ore found on land—it’s worth

three times that of normal ore.

PROTIP: Move fast and keep a

watchM eye on every soldier

on indoor missions. Beware

of traps and explosions.

REVIEW
By Rob Smith

Reviews Editor

PC Games

Anticipation overload! Com-
mand & Conquer: Red Alert is

finally here after a brush down

and a facelift that will delight

its many devotees.

tats

Cut scenes bring some of the explosive action to

life. Beware of oil drums going up in smoke.

PROTIP: When attacking a base, aim for

the oil drums to cause a huge explosion.

Use tanks to run over infantry-^t’s often

more effective than trying to shoot Utem.

Red Alert is a prequel in the

C&C universe timeline, chart-

ing a new history in which

Hitler never comes to power

and the West is threatened by

the marauding forces of Stalin.

Two CDs contain the 40 single-

player missions (20 for each

side of the conflict), 20 multi-

player maps of varying sizes

and styles, 20 skirmish mode

scenarios, a map editor, and

Westwood Chat software.

Fortunately, the single-

player missions have plenty

of variety, ranging from using

a single mercenary to spy

chases to all-out obliteration

of the enemy. Some missions

PROTIP; In multiplayer mode as

the Soviets, build some heavy

tanks and storm into enemy
bases. Take out the turrets Rrst.

take place within buildings,

giving the story line a more

detailed air that’s backed by

superb cut scenes.

The historical setting

means that the technologies of

the units are not advanced into

science fiction, although some

PROTIP: Create units of grenade

launcher infantry to defend

against air attacks.

"experimental” weapons were

included. The Chronosphere

(a teleportation device) and the

Gap Generator (shrouds an

area from the enemy’s sight)

are very useful and add greatly

to the strategic planning needed

for success. New air units and

sea units—destroyers, sub-

marines. and gunboats—add

a whole new angle as well.

For C&C veterans, the more de-

tailed SVGA graphics will stand

out. The screen layout, how-

ever, remains identical to the

original. As for effects, explo-

sions are plentiful and

sound great. The ac-

ceptance of commands

from units is at times

a little strange but ulti-

mately endearing.

Moving the mouse
rapidly over the screen,

selecting units, mov-

ing them, and order-

ing them into combat

is generally a breeze.

Be sure that your

orders take effect, though, as

occasionally the limited A.I. of

the units causes problems with

your well-planned, carefully

plotted attack.

For C&C fans, Red Alert is an

absolute must. The new units,

the great story, and the varia-

tion of mission styles make up

for the limited improvement in

the A.I, The multiplayer action

is stiil superb, so rely on the

intelligence of your buddies to

uncover Red Alert’s lasting and

compelling gameplay.

Command & Conquer Red Melt
By Westwood Studios

!$M,99 40 missions

1

Available now Challenge: Adjustable

' Real-time abategy Replay value: High

1

B players ESRB rating: Teen

Minimum System Speeiticalions

• DOS S.O or higher • SoundBlaster-
' • 4S6 OX/BB compatible card

j

• 8 MB RAM • Double-speed

1* 30 MB on hard drive
CD-ROM drive

• VGA & SVGA
graphics

PROTIP: Coordinate attacks to use the sea

and air forces as well as land. Beware of

submarines lurking in the depths.
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A level add-on to the original Duke Nukem 3D, Plutonium Pak de-

livers the goods with brand-new levels, weapons, and monsters.

It may be more of the same, but it sure is fun.

Holy Cow!
The new levels, called The Birth, take place after Shrapnel City

with a variety of settings—including a supermarket, an amuse-

ment park, and a police precinct—all overrun by aliens. Duke is

called into action for a little mop-up.

The intense action is accompanied by those familiar aliens

who grunt, shoot, slash, and fly at you at every turn. Equally fa-

miliar are the weapons, including a new piece of firepower called

the Expander, which makes enemies inflate like a balloon and

pop. The aliens, however, have a few tricks of their own—includ-

ing some new monsters who can shrink Duke and squash him!

The controls are excellent, and although maintaining both

firearms and special items (in addition to Duke’s movements)

may seem taxing, it's easy to master. While not awe-inspiring,

Plutonium’s graphics do the job with plenty of colorful explo-

sions and detailed carnage.

The sound effects rock the game with thundering blasts and

perfect voice digitization for Duke’s one-liners. The music is sub-

tle. but works well with the various stages.

REVIEW
By Major Mike

PROTIP: Watch out for the new
aliens. These guys move fast,

claw hani, and could turn you

into a little man!

Shoot ’Em and Smile
At times Duke does show
bad taste (like the opening

cinema where aliens attack

a pregnant woman), but for

corridor-shooting with an atti-

tude. Plutonium is the best

pack in town.

^ All the carnage
^ Duke fans know

and love is back!

i X
¥ REVIEW

L‘J‘ .
By The Scarynator

Hang on to your shotguns, corridor-shooting fans. With intense

polygon graphics, multiplayer options, and tons o’ shooting’,

SkyNET, the sequel to last year’s disappointing Future Shock,

is actually pretty good.

configuration—even on a souped-up Pentium 200.

The sounds try to re-create the movie’s atmosphere, but

suffer from lack of variety. The metallic clank of machinery and

some fairly good explosions help things out.

The Sky’s the Limit
In this latest Terminator extravaganza, you foray into the post-

apocalyptic streets of Los Angeles, seeking out and blowing up

Endoskeletons, (lying Hunter-Killers, walkers, and more. The

misston objectives pose cool challenges like driving a jeep while

shootrhg, and'even climbing into the cockpit of a deadly Hunter-

Killer. Using the mouse (which allows up, down, and side-to-side

movement for complete 3D im-

mersion) is a snap, an^the key-

board^ntrols are easy^re-

memb^ ^ ^
0ie stages are gloomy,

gory.'and debris-intensive. bu|

some backgrounds, like'the ^
disco in Level .Three, are prettA

humorous (a la Duke Nukem). %
The definition is defirtfteiy better*

in the hi-res, 640x280 mods,

but the game ran^choppy in that

/

YoullBeBack
SkyNET is a fun game for baby-Doomers who want a little movie

history to go with their shooting. Although not as intense as Final

Doom or as attitude-filled as Duke Nukem, SkyNET will keep you

blasting into the wee hours of the next apocalypse. Q
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Win 95
1 I

DOS-compatilile
| |

PlayStation^ ^

A
s MDK opens, aliens are using six gigantic mobile

cities to strip-mine the Earth. You play as human-

ity’s only hope of shutting them down: Kurt Hectic,

a super soldier decked out with some of the coolest

weapons ever. Kurt’s sniper helmet enables you to zoom

across incredible distances to spy or to unleash shots

precise enough to sever an enemy’s arm or send a round

through their eye. Three additional cameras trail behind

your shots, providing further spying opportunities.

A potent handgun and a solid array of cool power-ups round

out your firepower, while a reusable parachute enables you to

glide through the levels. Spectacular graphics heighten the effect

with a captivating, sleekly futuristic style.

MDK separates itself from the Dooms of the world by layer-

ing an intriguing strategic element into the shooting. Sure, there

are plenty of enemies to mow down, and buckets of gore splash

across the screen when you do. However, MDK balances that by

implementing the need for stealth: It you storm through the front

door, guns blazing, you'll get wasted in a heartbeat.

But if you stick to the shadows, move silently, and

use the sniper helmet wisely, you'll survive.
. ^

The action never gets tame as you’ll inevitably \ ^
turn the corner and find a roomful of enemies.

Such deep gameplay will surely send hordes of

gamers in MDK’s direction—this scorching-hot

prospect is worth waiting for.—A/TWenr/r/x v
By ?\aymales Interactive

PC versions available February

PlayStation version available May

February 1997
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Drop that reinofe. luio action-packed SfarliJars games haue arriued - specially enhanced for th?

PlayStation™ game cerrsole. Dark forces'" surroonds you ojith its ulsceral brand of first-person fire-

poorer, nihile Petrel Issault II; fhe hidden Impire" launches its perfect combination of lioe-actlon

Olden and Intense space combat, fnio thrilling Star Ulars enperiences - both designed In take manimom

adoantage of the pouier foond in Sony’s stellar game system. Ibho said there's nothing good on ID?
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By Bruiseil Lee

m ace: The Dark Age is Atari Games’ first stab at a 3D-

based weapons-fighting game. Even at this early stage

of the game's development, both the look and gameplay are

cutting edge and offer something new for fighting fans.

s imeme trapKte w"-" »"
'*"•

The Battle Begins
In the 12th century the Cove-

nant of Seven dispatches 10

of its best warriors to kill As-

modeus, a practitioner of the

dark arts who wields the fabled

Mace. The Mace is imbued

with energy, offering everlast-

ing life and power. With this

power, Asmodeus feeds his

ravenous appetite for destruc-

tion. Leaders from the East

sense that Asmodeus is plot-

ting, and strive to eliminate

him before it’s too late.

Mace’s characters are

imaginative and brutally effi-

cient. Each of the 10 medieval

fighters has their own cus-

tomized weapon and fighting

style, a range that takes you

from Ragnar’s twin axes to

Lord Deimos’s razor-sharp

sword. Many characters have

projectiles, and each fighter

can counterattack moves

and go into a special move

or combo of their own.

Sharpening Up
The early graphics are as sharp

as the weapons. With the help

of Midway's new 3DFX’s Voo-

doo Graphics. Mace’s medieval

theme comes alive with realistic-

looking characters. The ac-

tion close-up looks clean and

doesn't get pixelated. Running

at 30-35 frames of animation

per second, Mace is fast fun.

Mace also has unique en-

vironments that enhance the

gameplay. Some playing fields

have pitched slopes, enabling

you or your opponent to fight

from high or low ground. The

arenas also have dangerous

boundaries that cause damage

Tana takes

when her

opponent

drops their

guard durtng

a match.

Takeshi finds a large

pot in the background

to use as a projectiie.

Glowing trails

help accentuate

the power behind

the Executioner’s

and Lord Deimos’:

brutal attacks.



iffOT 4T

On the way to Asmodeus’s lair, you’re confronted by a gar-

goyle, Grendal, He protects Asmodeus, so you must defeat

him to move on.

Lord Oeimos’s brute

strength cuts through

Raven as if she were

made of paper.

Using her graceful speed,

Namira catches the

ExecuUoner off guard.

to your character. Quicksand,

lava, fire, and useful items that

can he thrown as weapons are

just a few of the background

details that await you.

To help you nab the back-

ground items, Mace’s controls

utilize an effective evade button

that enables you to step back-

wards or forward into the 30

environments. Overall, the con-

trols and the combo system

are easy to pick up. New play-

ers can quickly step up and

perforin a basic combo; more

advanced combos, however,

require players to link special

moves together to inflict

greater damage.

Breathtaking graphics,

user-friendly controls, and

smooth gameplay sharpen

Mace as a topnotch 3D fighter.

This one should have a long

lifespan in the arcades.

By tapping Away on the

controller, your character

dashes backwards to

avoid incoming moves.

So as not to interfere

with gameplay, objects

become translucent

when dose to the fore-

ground.

Making the most of the high ground, Ragnar Each fighter can perform two grab moves. One wrong move, and it’s into a pool of lava

uses his twin axes to oveq>ower his victims. for the loser.
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REMEMBER WHY YOU STARTED PLAYING VIDEO GAMES IN THE FIRST PLACE?

SO DID WE.

The fun of yesterday’s arcade is now more than a fond memory. ^
Presenting Namco Museum Vol. 3™ for the PlayStation^'*'. Six authentic arcade |
classics that bring back the buzz of a bygone era. Galaxian^", Ms. Pac-Man"", 2
Pole Position 2'”, Dig-Dug™, Phozon™ and The Tower of Druaga"". Each great ^

game an exact translation of the coin-op upright, all the way down to the arcade ?z.

options and dip switches. Namco Museum Vol. 3. Because fun never gets old.
^



ne backgrounds get explosive!

Fun Factor

You’ll find yourself

s . 0 playing over and over

^in-whether you’re a new-

comer or a master. Ki Gold is

a fantastic addition to the bur-

geoning Nintendo 64 library.

Graphics

Lively character defini-

4 . s tion and spectacular

super moves highlight the graph-

ics, but quirky background flaws

diminish the overall look.

Sound
Good steady music

4 0 (not as annoying as

the Super NES version) and solid

sound effects enhance the game,

but death screeches and explo-

sions could have been better.

k y iller Instinct fans have

lived for this moment.

^^The best version of

KI to date is slugging its way

onto the N64, and it’s the envy

of fighting fans everywhere.

Combining elements of the

original Killer Instinct (such as

multi-hit combos, ultra com-

bos, and finishing moves) and

KI2 (including new characters

Maya, Tusk, and Kim Wu, for

a grand total of 10 fighters),

KI Cold also features retooled

3D-like backgrounds.

Characters move around in

a 2D stance. The stages, how-

ever, skew slightly as you

move, so you get an interest-

ing. semi-3D effect—imagine

Toshinden without the wildly

veering camera angles.

The good news is that it

really doesn’t matter In the

long run. because the game

is fun. It's easy for a novice to

pick up, but retains the depth

and complexity to satisfy the

brawling urge of experienced

fighting fans.

4M 7M
The graphics are clean and

flashy—from Fulgore's explo-

sive Eye Laser to Orchid’s

cheeky Flik Flak. Some back-

grounds are gorgeous and

detailed, while others are

mildly annoying, such as the

train stage where the fights

are sometimes obscured by

a brick wall.

The sound still rocks with

a techno-driven beat, and the

players have their own deci-

sive. but unintelligible, yells.

PROTIP: In the training mode,

learn the combos and susbth

tute End Specials at will. Some
of hie combos in the training

can be expanded with better

End Specials.

PROTIP: Jago’s Wind Kick (mo-

tion 'a •i' 1^, then tap Fierce

Kick) starts his standing combo,

but in this version

of KI, it doesn’t

go through

projectiles.

PROTIP: Sabrewulf’s Pounce

(charge hold FP) can be

held in place by keeping the

Fierce Punch button pressed.

Use this to fake oppo-

nents into a counter

attack.



lUGoldgets ttw treabnent from one

of Blockbuster’s lucky contest winners!

is a great game

with good graphics. I really liked the

colorful backgrounds and the way

things move and Interact v\Ah the game.

pHSlK^H Although I'm a diehard Mortal Kom-

bat Trilogy fan, I liked how easy it

was to master the combos in Kl Gold.

Also, it helped that the joystick seemed to be made for

fighting games."

Knowing your character’s Conibo

Breakers is essential when you’re

playing the computer.

PROTIP: Start Orchid’s standing
Small sound effects like death combo with her Flik Flak (motion

groans and screeches, how- 4- ’in then press Fierce Kick).

ever, could be improved.

The control is flawless,

aided by a superb training

mode, which walks you

through special moves and

some combos. It also helps

that the buttons are lined in

a three-by-three format, un-

like the awkward Super NES

controller setup,

tCitUy'fA TAiilUy

Kl Cold’s the best fighting

game on the N64 (sorry. Mor-

tal Kombat Trilogy). Although

purists may argue the original

Killer Instinct Is a better fight-

ing game, this version is Gold

when it comes to the Fun Fac-

tor. Instinct tells us this one's

a winner. 13

A blood option turns Kl Gold red!

PROTIP: Use an overhead attack to knock

your opponent out of their crouching defen-

sive stance.

mm



PROTIP: As you skid out or

wreck, hold Up while your

car’s outofconbol. You

straighten out much quicker

than you would by trying to

steer out of it

Fun Factor

3.5
I the M64 fer adrenaline-

drenched racing, but casual rac-

ing fans and young gamers alike

will enjoy Cruis’n’s rowdy yet

shallow action. This one’s a rental

alt the way, though.

intendo 64

Cniis’n USA
(By Nintendo)

By Air Hendrix

y
$59.95 2 players

I
Available 3 views

W Racing

hit in the arcades several years ago, Cruis'n USA finally

arrives on a home system. The gameplay and graphics

generally remain faithful to the arcade version, which

means shallow but fun fender-mashin’ mayhem.

Cruis’n's races tour the country, so you peel out on

tracks that range from the Grand Canyon to Washington

D.C. Drivers choose from four cool cars for exhibition or

championship action.

The gameplay is pure arcade, focusing on frantic bumper-

car bashing, not technical driving. While entertaining at first,

Cruis’n’s thrills eventually fade because the game doesn’t offer

enough diversity or challenge to maintain interest. Even worse,

the two-player split-screen game is seriously marred by slow-

down and pop-up problems.

Cruis’n’s worth checking

out for the nostalgia value

alone, but be sure to rent this

one first, It just doesn’t have

the staying power of a true

champion.

PROTIP:

movements

CPU opponents mthe

distance for a hint et

oncoming obstacles.

PROTIP: Don’t hesitate to pass

oncoming traffic on the out-

side—the minor speed reduc-

tion is often better than what-

ever awaits on the pavement

PROW: In the Redwoods, re-

duce speed for the last two S-

tums to retain control. All the

straightaways follow immedi-

ately, so ifyou blow Hand lose

position here, you lose the race.

f'ffOJjP: stick to
llie right tube of
Chicago’s ion-
iwis—the on-
coming traffic

iolheieftone
«iti kiiiyou
ooerytinw.

PROTIP: TTie Italia gives begin-

ners Hie best combo of speed

and handling, while Hie Devas-

tator delivers sheer speed to

advanced drivers.

Graphics

Even with the adjust-

3 .S
, able steering, the han-

dling feels twitchy, and you of-

ten get unfairly stuck In crashes.

Practice heips smooth over these

problems, though.

riunACfc ro»
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can you take a few minutes to answer some questions for us? Mease fiK

out the following survey and fax, e-mail, or snaS mad H (or a copy) bock to GanePro

by Februory 28, 1997. You'll be entered into o contest to win the prizes shown.

VoyR. NAN\?

Ai?pKESS

tfTV STA-f? 17(7

The game
of your choice

O PIeose indicate vdiether you read and/or how useful you found each of the fol-

lowing articles from this issue of GamePro. Circle "AH" if you read the entire

orlicle, "Some" if you read part of the article, 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 GomePros All / Some / None 5 4 3 2 1

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

Art Attock 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

NetPro All /Some /None 5 4 3 2 1

Resident Evil 2: The Horror Continues ... All / Some / None 5 4 3 2 1

Scud; Have Gun Game, Will Travel All / Some / None 5 4 3 2 1

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

Sneok Previews 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

Nintendo 64 ProReviews All / Some / None 5 4 3 2 1

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

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

The 16-Bit Corner's

Survivol Guide All / Some / None 5 4 3 2 1

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

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

Mortal Kombot Trilogy

ProStrotegy Guide All / Some / None 5 4 3 2 1

The Fighter's Edge:

Virtue Rghter 3 All / Some / None 5 4 3 2 1

SWATPro Bonus Section All / Some / None 5 4 3 2 1

SWATPro All /Some /None 5 4 3 2 1

2nd Prize!
An oHgInai video game

character sketch of

your choice by Dr. Zombie

what game systems do you currently own?

3D0

Game Boy

Game Gear

Genesis

Macintosh computer

Neo*Geo

Nintendo 64

PC

Windows 95

Windows 3.1

CD-ROM

PlayStation

Saturn

Super NES

© Please indicate which of the following publications you purchose or read at

least 6 times per year:

Die Hard Game Fan GamePro Tips & Tricks

Electronic Gaming Next Generation Ultra Gome Players

Monthly q Nintendo Power

Electronic Gaming

Monthly 2

e Have you ever visited GamePro Online on America Online?

Yes No

If yes, how useful was it? Orcle "5"
for

"very useful" to
"1

" for "not at all useful"

^3 Have you ever visited the GamePro Online Web site?

Yes No

If yes, how useful was it? Orcle *5"
for

“very useful" to
"1"

for "not ot oil useful"

5 4 3 2 1

.54321

® How did you get this copy

of GomePro?

Subscribed

Purchased at the newsstand

Other

enter to !!!

To be eligible to win, please mail,

e-mail, or fax your completed

survey (or a copy) to;

Moil: Febtunry GamePro Suivey

P.O. Box 5959

Son Moleo, CA 94-102

( mnil; cDmiiieiils.gnmc|ito<c^''gamtijito.(om

{Please eiitei "GoiiidPio Sutvoy"

in ihe subject line.)

Fox: 415/349 7482

297



Tomb Raider
(By Eidos Interactive)

Action/

adventure

1 player

9 levels

W' ith outstanding con-

trols and sweet ani-

mation, Tomb Raider’s

an engaging exploration puz-

zler setting new standards for

action/adventure games. In

this lengthy, nine-level Indiana

Jones-styie story, you play the

acrobatic Dr. Lara Croft, seek-

ing to solve the Earth-threaten-

ing mystery behind the Scion,

an ancient artifact.

Controlling Lara's arsenal of

moves is a snap, and an auto-

^

tracking cam displays be-

- hind-Lara views with

-
l 80-degree terrain

' scanning. Her skills

Excellent cinema

screens add flair to

Lara's adventure.

PROTIP: When you

hear music or

animal noises, get

ready for a rumble!
Smooth animation endom Lara’s moves, like

her swimming stroke, with exceptional grace.

include somersaults in three

directions, swimming, climb-

ing. and making death-defying

leaps to grab onto ledges.

Raider weaves multifaceted

gameplay into an item-hunting,

puzzle-solving, and searching-

for-level-exits quest. It follows

the strategy-oriented footsteps

of Resident Evil, but with more

spurts of barrel-burning gun-

play against beasts and bad

guys. Shooting purists will diss

the cam, which sometimes po-

sitions itself so you can’t see

attacking enemies.

Overall, PlayStation thrill-

seekers should sign on for this

Raider adventure. ..and hope

for another one next year!

PROTIP: Lara can’t store dupli-

cate items, so picking up a large

medikit when you already have

one is a waste.

^ Controls bust multifac-

ftSH eted moves with few

hitches. The four-button Piay-

Station directionals can punish

your thumbs as you try to guide

the running Lara, but that’s not

her fault

PROT1P: In Vilcabama, this wall

is actually a stone block; push

it to find tile Gold Idol and the

silver key. Later, the block helps

you exit tiie level.

PROTIP: ne beginning of the

Lost Valley has a ledge from

which you can safely shoot

the T. rex. You must make him

chase you (several times) and
Lara’s world is quiet

with sounds and effects

that are few and far between.

They usuaiiy kick in just before

an adversary makes the scene.

PROTIP: Lara automatically aims

her automatics at any threat.

When she does, fire away, even

if you don’t see the attackers.

PROW: Pulling a backwards

somersault as you shoot is a

coo! escape move, since it cov-

ers long distances. Have pistols

drawn, tiien as the beasts ap-

proach, hold X to shoot and

then press and Down to flip

backwards.

^ ^ After a solid showing

KSflj for the Saturn (see Pro-

Peview, January), Tomb Raider

scores even higher, it requires

time, patience, probiem-soiving,

and an occasional quick thumb.

PROTIP: Some power-ups are

hidden by the scenery or shad-

ows. Hold R1 and use the direc-

tionals to examine all likely

hiding places.

ningty reai animation, and sweet

moves. On the downside, much of

the scenery and backgrounds

A/\ The poiygon-rendered JEK9 Doctor's iooking pretty

fine with ciean ciose-ups, stun- DE

6AMLPR0 february 1997



PROFESSIONAL
ANALYSIS OF =

ULTRA gahe: players
First per^son shtroter of the year!

GAMEPRO
"Disruptor is one beautiful game and it plays

as great as it looks! This could be the
king of the corridors this season-**

GAHEFAN
"Disruptor looks capable of stomping

lesser games with a huge
biomechanical boot !

"

f
PSEXTREHE

' "Disruptor is what your PlayStation
was meant to play!"

^
p - s - X -

g "They don't get much better than this!"

- • . : t )tn



Dark Farces
(By IncasArls)

By MajorM»e

Price not Corridor

available shooter

Available 1 player

now

Fun Factor
PBOT1P: When fighting the K^l dragons with

yow fists in Jabba’s dragon pit, use attack

and retreat tactics; ifyou wage a war of at-

trition, you’li definiMy lose.

T
hrowing its light saber into the corridor-shooter genre, Dark

Forces has some excellent elements, but choppy graphics

and slow gameplay hinder the excitement.

in Forces, you’re sent on several missions, from freeing cap-

tives to committing acts of sabotage. You’re also pitted against

a variety of familiar Star Wars foes—from Stormtroopers to

sewer monsters to even Boba Fett.

Long missions with multiple objectives provide you with

tense action. Strategy elements, and the challenge ofJumping

and ducking, add something more to the ordinary point-and-

shoot mechanics. There are also awesome, unique weapons

to use on your enemies.

The dark forces here are the choppy gameplay and slow-

down that plague most of the game—especially when things

start to get intense. Your timing also slows down along with

the game, which is very annoying in situations when precise

actions are required.

There are some great elements in Dark Forces, but it’s too

bad the game’s dark side appears so frequently. Q

PROTIP: Whenever

you see a crack

on a wall, timma
Burmal detonator

at It You'll create

a hole revealing

PROTIP: In the Dark Trooper assembly plant,

drop IM mines on the conveyor belts to

dearout enemies waiting dovm the line.

PR071P: Use battery-powered

items sparingly—you never

know when an emergency

situation will require you to

drain the battery for an ex-

'ImMtdtime.

jBgrtto clt]^,Tnss

viperorfmblem. You’ll

the switch and an eh
whereyeurlasirM

ricodiet back at you.

W ^ It is very aggravating to

ES9 not be abie to custom-

configure the controlier, The two-

button simultaneous functions

are the trickiest to master.
I

Challenge I

The various stages are

EHH colorfui and richiy

textured, whiie the weapon dis-

charges are very cooi. Your ene-

mies, however, look stilted and

have jerky movements.



Ye>uV? %k)'H
til? R'l^kFul P^W?|C

The good news is you’re a lot smarter than the guy on the left. Good thing,

considering you’ll have to solve more than 60 puzzles in order to succeed in

the twisted, clay-animated world of Neverhood. You’ll help Klaymen avoid

pitfalls, collect clues, and kick a little clay butt. All to defeat the evil Klogg

DRIiAIVfWfcWRKS Neverhood back to normal. At least, as

HVT'£RACriVB normal as it ever gets. [www.DreamWorksGames.com] 'Ci4art a c.[ay advfnturt tfcat Irtak ttS



PROTIP: When making jumps

over hazardous substances,

make sure you have enough

room above you to clear a
safe jump.

S triking sparks into the

world of bowling, Ten

Pin Alley delivers enough fun

per frame to be recognized

as the kingpin of its sport.

The lanes are jam-packed i

with every option that out-of- *

shape, beer-guzzling bow|hg

fans could dream of, including

three bowling centers, two scor-

ing modes, and three game

styles (Open, Team, and Tour-

nament play). You can even

TenPkiAHeybyASC

Price not available

Available now

Bowling

6 players

Challenge: Adjustable

Replay: High

ESRB raUng: Kids

to Adults

PROTIP: After a spare, only the

first frame of your next round

h added to the prevkfus scof^

$0 make It count

PROTIP: Une up the mark on

the floor with your throwing

arm for the best accuracy.

rnunr; ina mufv pumr yvu

put behind the baU, the less

chance tt has to curve. Une
up theprmerttirowers toward

the middle of the lane.

Ten Pin Alley
(ByASG)

By Johnny

LAYSTATION

Power Slave

^ (By Playmates Interactive

Entertainment)

By Major Mike

PROTIP: Bowlers who pat a lot

of spin on the ball ne^ to be

lined up toward the gutter to

hR the center pbis. -

change the ball’s weight and

the oil on the lane. A dozen

crazy characters, from a hip-

shaking honey to a superstar

stud, are selectable.

Pinpoint control is achieved

through the PGA Tour-like in-

terface, where you determine

the ball’s spin, speed, and ac-

curacy with the help of swing-

ing bars and power meters.

The realistic ball rotation and

pin physics are amazing.

Hilarious individual player

reactions to gutter balls and

turkeys highlight the

graphics, while the

sound shines with

clapping fans and

conga music.

Ten Pin Alley also

includes full-motion

video of the Bowling

Hall of Fame, which

is where it deserves

to be inducted upon

. its release.

^VVg» > ^ ^ the Saturn version. Power

Slave is still a topnoich corridor

PROTIP: Some stages have more shooter for the PlayStation.

than one exit However, some Using an Indiana Jones mo-
of these exits can only be

tif, you acquire weapons and
reacheda^ acquiring certain

special abilities while battling

' supernatural forces. Unlike

Doom, you must re-expiore previously completed levels. How-

ever, there’s enough exploding monsters and manic shooting to

keep you satisfied.

The light-sourcing effects are somewhat muted, and the back-

grounds are still nicely detailed despite the distorting fish-eye

effect you get when close to objects. The sound effects are ex-

cellent, from the pain-filled screams to the heavy thud of your

M60. The music is perfect for each stage with charging over-

tures and subtle synthesizers.

For the most part, the controls are very responsive. The only

problem is the Jumps, which are so loose you have to look down

to ensure a safe landing.

Corridor-shooter fans will definitely be enslaved by the Power

of this game.

PniDER SLfl-V€

PROTIP: To get rid ofpesky pira-

nhas, get the machete and start

slashing; the deadly fish will

swim inte your flailing blade.

W hile not as. polished as

the Saturn version. Power

PRORP: Keep an eye

open for discolored

patches on the walls.

Throwing a grenade

at these patches re-

veals hidden areas.

GMMEPIIB February 1997



SPORTS SERIES

ALLEY-OOPS AND

REBOUND DUNKS

NO TRADINB LIMITS

FADE AWAY JUMPERS

PUMP FAKES

FULL 12 MAN ROSTERS

ALL 2S NBA TEAMS

FOULS

POST PLAYS

INTUITIVE CROWD
REACTIONS



By Scary Lany

1 Pitball combines

I
elements of arena

* football with aliens

as contestants. You can play

against a friend, challenge the

computer, or try the four-player

option in teams of two.

To score, you toss a sphere

toward an elevated goal while

avoiding your opponent. Flying

fists, weapons, and power-ups

hinder your scoring chances,

The graphics are colorful but

pixelated in close-ups and the

backgrounds are bland. Mon-

sters like winged demons and

PttbaR by Accolade

$49.9S Challenge: AdiusUble

Aveilahle now Replay value: Klgh

Cybenport ESABralina:Klda

aplayen loAiiulta

Multiple views

LAYSTATION

By Johnny

PR071P:A good strategy Is to

one-time the sphere. Pass the

ball to a player near the goal,

then have the recehfor immedi-

ately tap the shoot button.

starts

L.L out strong, revving

its engine with fast-paced races

and souped-up speedsters. But

its lack of solid features will drive

you to disappointment with only

six easy tracks and no two-player

split-screen option.

From the tunnels to the

chopper overhead, the game’s

look rips off Ridge Racer, while

the music screeches with the

worst theme song in video game

PROTIP: Fake out an opponent by
jumping to make the shot, then

pai^ng to another player.

history. You can choose one of

four vehicles, including a mon-

ster truck, but their mechanics

mutated brains lend visual flair.

Pitball is a an excellent multi-

player game and a great rental.

Check it out. Q

don’t go beyond speed and han-

dling. BR’s not a bad arcade-

style racer, but its fun-warranty

runs out after a couple of days,

relegating it to the rental bin. B

Robotron X
S

I

I

ByBro’Buu

Robotron X is pure

thumb-mashing fun.

' X is the 32-bit re-

make of the 360-degree, robot-

razing classic arcade shooter.

If you have the thumbs for it.

PROTIP: If robots crowd the levels,

move around the four fire buttons

in a 360-degree circle to make
breathing room.

this disc has 100-plus levels.

Robotron fans will find familiar

foes like the Brains, along with

new challengers, as they save

the humans.PROTIP: Stand along the borders

ByAtHanhix

Hardcore 4X4 deliv-

ers a teeth-rattling

take on off-road rac-

ing that quickly blows a tire. You

choose from various tracks and

trucks for exhibition or tourna-

ment racing, but the basic action

and squirrelly handling prevent

4X4 from building addictive game-

play. Worse, there’s no real-life

licenses or two-player action.

4X4’s trucks bounce wildly

to reduce the angles along \ndtich

the robots can attack.

Robotron X

By Midway Home Entertainment

Bripliici SDund CaDlral riinFscIt

3.5 4.0
, A A

4.0 4.S

Pirce not available Challenge: Advanced

Available now Replay value: High

Shoolec ESRB rating: Kids

100-plus levels to Adults

2 players

The graphics have been over-

hauled thanks to polygon render-

ing and auto-close-up camera

views. The revamped visuals are

nice, but the close-ups reduce

your field of fire.

Robotron purists can find

the original in Williams Arcade’s

Greatest Hits, but for Robotron

hunters seeking something X-tra,

X marks the spot.

PROTIP: To pass, stkk totheln-

slde of the turn and nudge the

other driver Into the w^.

PROTIP: Press the brake at the

beginning of sharp turns to avoid

spinning out.

PROTIP: Use the traffic icon to

see cars behind you, then cut

them off before they can pass.

Burning Road by Playmates

hies Sounif Gontrsl Ftin Fa

4.0 2.5

Price nal available

Available now

Muhiple views

Challenge: Adiuslable

Replay value: Low

ESRB rating: Kids

to Adults

Racing

6 tracks

PROTIP: On
ofkx, setyour wheels toward

the far side and don’t turn again,

or you’ll skM out

across the impressive 3D terrain,

but breakup and redraw prob-

lems interfere. The sound effects

perform well, but the cheesy gui-

tar rock and announcer don’t.

Tackling 4X4’s terrain is mod-

erate fun. But the unchallenging

gamepiay pegs this one as a

rental. IQ



Available for: Sega Saturn and Sony Playstation

smoke,

°PPo^^ beat^up
jiCTs lijjQ -fits, Qgj
and go rriei^^ ^^'^egear

competiUorv.
yo^*’

Available at:

Electronics Boutique, Best Buy, Good Guys

http://www.actlab.com/gamegear email: hyper@actlab.com
1 -800-980-9997

Sony Playstation is the trademark of Sony Computer Entertainment. Inc..

Sega Saturn is the trademark of SEGA ENTERPRISES LTD. Nintendo,

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



Iron and Blood Is a much-touted,

really awful fighting game.

There’s no strategy (we beat

the game using a single but-

ton), and the play mechanics

suck. Fighters get hit, then end

up with their backs to an op-

ponent; you hit a walled ring

that can hurt you more than

the enemy: and the moves are

basic. This Blood is contami-

nated .—Scary Larry

There’s nothing new about

this port of the Jaguar game,

but. like an old pair of under-

wear, it’s still fun to have

around, Although the rockin’

techno soundtrack and trippy

light show of Tempest 2000

make this game fun. simple

graphics and repetitive game-

play bring this game down a

notch. Nostalgia gamers, this

is a must-buy!“Sca/y Larry

Machine Head
PlayStation

Tunnel
PlayStation

By Interplay

pkiBS Ssund CenlBBl

You are not ready.. .for this aw-

ful game. Samurai Shodown

111 is a lousy port of an equally

bad Neo'Geo game. The graph-

ics are one-dimensionai (and

they’re missing frames of ani-

mation), the moves are slowed

down horribly, and the fights

aren’t over fast enough. This

port should never have been

made.-—Sca/y/.ar/y

By Acclaim



Ante up to Crjstal Ojnamles’ lastest,

endorphin-basel 3D actlin game.

Voer team ef teDnii speeD-mongers includes

Niliki, fad|ls and Sid - an acrnnatic wizard, ^—

'

a sligMlv twisted jester and nts maniacal puppet-nn-a-stlck. Blur tnruugh nubeliesaniy

spaciuus levels ul their deranged 3D klngdnm while shape-changing Inin a tire-blasting dragnn

nr raging rbinn. Jest sit dnwn and get taken far a ride, it’s pure racket fuel.

Check nut nur new website at http://www.crystald.cnm « ..
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striking visual elements,

I such as a run down a

corkscrew ledge, and hilarious

animations like Bug running will

provide an entertaining eyeful.

The rendered cinemas, however,

are grainy.

Cartoony music, aided

by excellent sound ef-

fects, does the long stages Jus-

tice. Bug’s annoying one-liners

(a big distraction in the last

game) have been thankfully kept

to a minimum.

I
1 ot on the heels of last year’s Bug! comes Bug

Too! This sequel has some unique elements, but

at heart it’s the same oi’ fun bug with tried-and*

true hop-n-bop mechanics.

This Bug has two new moves added to his reper-

toire: He can run as well as glide. Also new are two

playable characters; Superfly (a bug with an Afro)

and Maggot Dog (a hopping larva).

The stages are huge, cleverly devised movie

sets—a sort of Bug goes to Hollywood—filled with

hidden areas, and each ends with a boss character.

The biggest problem with the game is Jumping into

the foreground or background; It’s hard to see where

you’re jumping and easy to miss your target.

Bug Too! meets the expectations of its predecessor and at

times exceeds

them. Fans of the

first game will defi-

nitely want to check

this out, and for

all you newcomers,

it’s a great time to

get bugged. Q

WTPt y$e enemies to

your advantage;Jump on top

of them for a superJump.

PIMWF; It the cameia Is too tight, by walk-

Bug responds well to the

simple controls. Making

careful jumps to the foreground

and background is tricky-you

never know exactly where you

may land.

graphics are the high-

light of this platform game, and

the different characters add

variety. This is one sequel worth

checking out

/ /

;

V^':
Beaubfut 3D backgrounds fill Bug Tool’s woild.
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D
ne of the best PC games is

going 32-bit, and Saturn

action fiends should load their

clips and dean their guns!

Crusader: No Remorse’s top-

notch gameplay overcomes

its other imperfections, deliv-

ering blistering combat and

challenges that test your brains

and reflexes.

You play as the Silencer,

a soldier-turned-rebel who
fights back against a tyranni-

cal government. Long, well-

varied missions challenge you

to rescue prisoners, recover

top-secret data, blow up key

targets, and so on. With a huge

array of guns, bombs, and

mines, the Silencer's more than

equipped for the task. He fights

with all the right moves, in-

cluding sidestepping, crouch-

ing, ducking, and rolling.

The gameplay sizzles with

a perfect blend of combat and

exciting challenges, such as

defusing traps, seizing control

of enemy droids, and more. If

you loved Loaded and Project

Overkill, snap up Crusader. Q

Crusader: No Remorse
(By Origin)

By Air Hendrix illFfl/

Challenge

a-dj

Level

Action/ ^/4-overhead

adveniure view

1 player In-game

saves

PROnP: Shoot out cameras imme-
diately—they sound an alarm that

brings Hie troops running.

Muddy backgrounds and

UfcJi chappy animations de-

tract from the gripping game-

piay. impressive visuai effects,

such as reeiing enemies on fire,

heip hoid your interest.

PROTIP: Keep your eyes peeled

for these tiny “trip wire” lasers.

iW ai Practice with the com-

ESjM piex controis rewards

you with a usefui, deadiy means

of controiiing the Siiencer. Con-

necting with your target, how-

ever, remains a tad tricky.

brutal baps.

PROTIP: Some teleporters kill

you instead of transporting you,

so aiways save before you step

on one.

^ Despite some notabie

fiaws. Crusader’s awe-

some, in-depth action wiii utteriy

addict you. With a iittie patience,

gamers wiii uncover one of the

Saturn's best action tities.

,W IS Despite the enemies’

EEH goofy death yelps, the

sounds immerse you in the action.

Cool effects—iike crackiing gener-

ators and warning kiaxons-shine,

but the weapon noises are flat.

PROTIP: Cameras can also send

out spider bombs that sneak up

on you—be wary of any suspi-

cious openings in the floor.
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Area 51

By Midway Home Entertainment

PROTtP: Shoot the paintings in

the office conidors'^ttiey ali

contain a power~up.

PROTIP: Unlock Uiis secref area

just after you jump out of the

helicopter by shooting the Exit

^gn and the ceiling iights

around it when you spot the

first purple alien.

ties, but the chunky gore that

accompanies every shot adds

to the fun. Repetitive sounds

will also disappoint gamers.

Area 51’s sizzling action

easily overcomes its sizable

flaws. It’s a must for diehard

shooters and a superb rental

for everyone else.

(By Miltway Home
Entertamment)

By Air Hendrix

PROTIP: Blast apart this blue

light for a crucial power-up.

viniiaCoa2
(By Sega)

ByAIrHeadrtx

I he second round of this

classic shooter stitches

bullet holes across the Saturn

«M excettent arcade port,

the tbciils fade too
'

rtua Cop 2 still de-

Like the original, VC2 locks

loads with three missions,

standard six-shot revolv-

boosted by power-ups that

arm you with shotguns, rifles, .

and so on. The lightgun re-
'

' PROTii^tgil^Mdors like the subway cars,

seuoni often pop up at

ofTMi 00 empty your clip as soon

PROTiPilnthe

Medium level, tar-

get this monitor to

uncover a shotgun.

G ood thing Area 51 exists

after all! This game doesn't

sport the high-tech glitter of

Virtua Cop 2, but it still deliv-

ers action-packed gameplay

that’ll grease your lightgun

with sweat.

Set in a top-secret govern-

ment base, Area 51 charges

you with eradicating an alien

invasion. You pack more than

enough heat for the one long

mission, and beaucoup power-

ups set you up with shotguns,

machine guns, and grenades.

Controlwise, aiming with the

lightgun can be a touch tricky

until you get the

feel, but the joy-

pad works re-

markably well.

Area 51 keeps

up a pace even

more frenzied

than Virtua Cop

2’s, challenging

you with mobs
sponds perfectly, but strug-

gling with the slow, finicky

joypad ruins the experience.

Graphically, you’ll find out-

standing backgrounds and

fast, smooth action. The excel-

lent polygonal characters add

real humor by clutching their

wounds. As for sounds, solid

effects like the whine of a rico-

chet keep you engrossed.

VC2’s energetic gameplay

PROT^iln theAdvai

machine gun’s hiding^

lest ligfR Rxture before ya

pp/tlb^aiva.

challenges your twitch skills

with demanding targets. The

aaion’s formulaic, but it’s a

totally addictive, entertaining

formula, and it offers innova-

tions like multiple pathways

and wild chase scenes. The

problem is the game ends

far too quickly, and once you

memorize the patterns, it be-

comes routine.

For lightgun fans, VC2’s a

solid buy. Otherwise, its short-

lived but frenzied fun makes

for a top Saturn rental. Q
Vfetua Cop 2 by Sega

3 levels

Flist-p«son view

Ctuilente: Adiustabia

Reelaif value: Low

ESRB ntlng:Teeii

6KMEPII

PROTIP: Enter this secret area

just inside the hangar by shoot

ing the blue light to the left of

Uie red truck and the two blue

lights to i^ right.

of aliens and entertaining you

with tons more power-ups

and secret areas. Like VC2,

though, a few play-throughs

engrain the patterns on your

brain, and from there, the rau-

cous excitement fades fast.

The grainy illustrated graph

ics underuse the Saturn’s abili-
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0y The Rookie

S
wooping down on the

denizens of Gotham City

comes Batman Forever: The

Arcade Came. Unfortunately,

the tiresome action drives you

batty with uninspired 2D

graphics.

Suit up as Batman or

Robin, or fight with a friend,

to do some dynamic-duo

damage in nonstop,

L
ooking for a different kind

of fight? Then check out

Virtual On Cyber Troop-

ers, an alternative to

standard fighting games

that pits you against the

computer or a friend

in the guise of a

50-foot cyborg de-

molition machine.

Choose from

eight Virtualoid

machines to en-

gage in combat in

ten battle arenas.

Each fighter has an

array of weapons,

ranging from high-

powered guns and

light swords to mis-

Virtual On
Cyber Troopers

By The Rookie

PR07W: hi best attack ¥r Dortas, keep

the Rght In dose and use your two cen-

ter weapons to score big-ttme damage.

Batman
Forever; The

i Arcade Game

PROnP; Don’t get stuck in the

middle of a bunch of goons,

'cause once they start to pop,

they won’t stop.

Old-school, side-scrolling

fighting fun can't last forever,

and neither will this Batman.

Fans of either element, how-

ever, should give this one a

turn as a rental. Q

lated characters become

an eyesore, while the back-

grounds are flat and the col-

ors are bland.

The sounds, which range

from cool punching effects to

annoying grunts, groans, and

death screams, round out the
PRORP:

Virtual On CulurTronDers
sites and bombs. While master-

ing the controls takes some

time, they soon become sec-

ond nature.

Unfortunately, the graphics

could have been sharper. The

polygons are ill-defined when

opponents get close, making

it difficult to see who’s hitting

who. The explosions are 16-bit,

and the replays look choppy.

The sound effects and mu-

sic also scream 16-bit with

weak explosions and a sound-

track that seems borrowed

from Teenage Mutant Ninja

Turtles. The voice-overs are

so tinny they sound like some-

onejust got kicked in the Vir-

tual. ..well you know.

Virtual On is good fighting

fun without having to learn

a host of moves. Try it as a

rental first to see if it satisfies

your thirst for fast action.

Final Fight-style ac-

tion. The responsive

controls allow for

fast fists to score

multiple hits in a

simple combo sys-

tem. Bat-related

items such as Bata-

rangs, Batbolos, and

grappling hooks are

here as well.

Graphically, the

game resembles the

scarred side of Two-

Face: Biocky, pixe-

PROTiP: Move back and forth across the

screen to avoid Sugar and Spice, then

assail them with jump kicks.

PROTIP: Ifyour VMuatold pets

turned around, simply press the

jump butttm to^ your oppo-

nent and Rre away.

PROTIP: Dash and fine at your

opponent to score quick hits

without taking much damage.

game, along with cool music
off the thugs while throwing

samples from the movie. But Super Batarangs to take out

Priee ml available Challenge: Adjustable

Available now Replay value: Medium

FigMIng ESRB raUng: Kids

2 players to Adults

Rotating riew

the occasional congo-esque

tune makes you reach for the

mute button.

i PROTIP: Hide behind the battle-

Reld structures, then pop out

hi deliver some serious hurt

Price not available Challenge: Adju

Available new Replay value: L

2 players ESRB rating: Kii

Side view to Adults

the helicopter boss.

PROTIP: Mauneuver behind

Guesser and Zapper, then use

combos to take them out,



THE OFFICIAL SPORT DRINK OF THE
PROFESSIONAL UNDERGROUND LEAGUE OF PAIN

ur tnallenge is lo <

rough a gaunllet

uihile eHpenencIng real- lime light- sourcing

and the highest resolution auailable for

PSYGNOSIS



PMT1F: In Swashbuckling Spot,

stand back from baneis as you

blow them up. Theymay tore

attacking enemies in^de.

Available now

AcUon/drivIng

2 players

Cballenge:

Replay value: Meillum

E^B rating: Kids

to Adults

Irvnacdrtt cb
ilBslVau^d

O
rotund corporate symbol

who made a 16-bit name

for himself makes a splashy

Saturn debut, however, this

movie-themed game gets

mixed reviews.

As Spot, you jump and

shoot your way past simple

enemies in a variety of movie

settings, including a pirate

ship. Unfortunately, clumsy

controls severely lower the Fun

Factor. What should be easy,

fun gameplay is made frustrat-

ingly tough by the awkward

angled-overhead view. Enemies

are hard to target, and jumps

are hard to make with any con-

SpotGoesto
Hollywood
(By Virgin biteraclfve)

By Doctor Devon

sistency or precision.

The impressive graphics and

terrific sounds almost compen-

sate for the discouraging game-

play. Entertaining cut scenes

and detailed backgrounds give

this game a glitzy graphic

sheen. Even better is the won-

derful music straight out of

big-budget Hollywood movies.

The rich sound effects create a

detailed sonic back-

ground for the action,

It's a shame the

charming graphics

and sounds are left

high and dry by the

spotty gameplay.

Spot had potential,

but ultimately he’s

not that cool.

bt Minecart Madness,

shoot Wie Danger signs instemi

of hying hiJump them.

Spot Goes to Hollywood

By Virgin kiteraclive

$59.95 teadviaw

Available now Challenge: itermedlate

Action/advenlure Replay value: MeAlum

1 player ESRB rating: Kids

20 levels lo Adults

Cnme Wave
(By Eidos Interactive)

By Coach Kyle

PROTIP: When pursuing bad
guys, drive along fences and
long buildings to find shortcuts

across town.

PROTVilnBats In me Belfry,

wait until the hunchbacks take

turnsJumping so you’ll know
how fyr up you can dlmb.

PROTtP: In Cursed Tbmple, don't

touch the vertical shafts of light

or you’ll Invite a rain of arrows.

PROTIP: Don’t hesitate to destroy innocent

cars if it means you can nail die target as

the timer runs down. .

PROTIP: Often you end up wait‘

ing for new targets to appear;

use that time to go off-road to

learn each zone.

C
rime Wave is an average

driving/shooting game

that’s neither varied enough

nor thrilling enough iG^er
great gunplay.

As a boun^^^nter chasing

and destroying escaping cars,

you drivp^ght armed vehicles

themed^o eight environments,

firing at quick-moving cars. You

also get penalized for nailing

" '
' I innocent traffic.

r{
__

Unfortunately,

you hit lots of ob-

Stacies and miss

I
lots of targets,

•; thanks to overly

sensitive controls

>•’; that send your ve-

,'|.i hide all over the

[r^^; road. Driving

,1 through traffic

innocent y/hile aiming your
target as

usually re-

sults in unwanted mayhem.

The sounds and graphics

are uneven. The detailed

background^are tempered

by the ever-rotating overhead

camera that turns whenever

you go around a corner. The

routine sound effects need

voices or percussive explo-

sions to add excitement. The

jazzy music sounds like it's

from a swingin’ TV-cop show.

Even if you do play long

enough to master the controls

Crime Wave never swells to

high-octane fun.

PROTIP: When your red target-

ing arrow starts Bashing, open -

Bre, even if you can’t see the

target yet.
*
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PR071P: For extra htts, use

Akum’s Ur Fireball wtwoever

heJumps.

To exoesto l^’s super

taunt, moUoo ^ 4- ^
amtpress Sefeci Bemre: This

taunt leaves Dan open while he

perfonnsit

By Captain Squideo

I Incantation is okay for

beginners, butvete-

* rans should look

elsewhere for good platform action.

As a magician’s apprentice,

you explore forests, caves, and

swamps for spells and gold while

avoiding easy enemies. The traps

are basic: the bosses big, slow

lugs. The one-button control is

too reminiscent of 8-bit games.

PBOTIP: Shorn the sphems Uk
Stage One boss throws,

run toward him so heJumps
overym.

PBOTIP: Nall dw Stage Three

boss as you dodge die rocks

he drops on you.

The sound effects and weak

music add little, and the graphics

are cartoony. We need new 16-bit

titles, but Incantation isn’t one

you'll remember long. Q

The Prince is back

solving puzzles,

leaping chasms,

swordfighting, and dodging traps,

all to save the princess from

PBOTIP: Keep nmnb^
cross the bi^e or ]p>u wonr^

PBOTIP: Let yourself down by

your hands whenemyou can.

Prince of Peisia 2 by THUS

$54.99 Side view

Megs not available Challenge: Advanced

Available no Replay value: High

Adion/adventure Em rating: Kids

1 player

15 levels

loAdulls

Jaffar. But in Prince of Persia 2,

someone turned on the lights!

The graphics are livelier with

well-lit, detailed dungeons and

outdoor scenes. Unfortunately,

the characters are outlined in

retro-black and are fairly small.

The music is still eerie, but this

game could use more demonstra-

tive sound effects.

A tough thinking-gamer’s game,

POP2 is a decent adventure.

Byjhe Gun Nut

redoubtable translation

I of the arcade fighting

game, Street Fighter Alpha 2

shows the Super NES still has some life left.

All the arcade’s custom combos, special moves, and super

moves are intact, which makes for intense gameplay—though

slowdown distracts you when you’re doing a custom combo

or super move.

The characters are detailed, but the backgrounds lack ani-

mation (the bikes are choppy in Chun-Li’s stage), and some

are missing elements completely (like the spectators in Birdie's

stage). The sound is awful: Effects are tinny, vocals drop off

the audio track completely, and it takes the announcer forever

to say the round number and Tight!" The muted music sounds

8-bit all the way.

The SF games are renowned for gameplay, and this version

of SFA2 holds up beautifully. The moves are a snap to execute,

thanks to responsive controls. The only drawback is that the

fights are slow, even

on the the game’s

fastest turbo setting.

Flaws aside, SFA2

is a good fighting

game that remains

(for the most part)

faithful to its arcade

counterpart. Q

PBOTIP: To play as Chun4Jas^
appeared in Super Street Ffghter

II Turbo, put the cursor on Chun-

U, press and hold Start for dve

seconds, then press any button.

PBOTIP: As

ponentandu
combo. Press andNilirtimii

and rapidly press Rerca hach
for a high-hitting Juggle.
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THK IG-BIT GAMEirS SURVIVAL GUIDK

WJLi.J^^'JiAKCAyg’SGenesis
ProReview

By Captain Cameron

R
evivals of old arcade games are the rage. Unlike Namco's

Museum games, Williams Arcade’s Greatest Hits adds noth-

ing new to these average '80s games.

Of the classics here—Defender,

Defender II, Joust, Robotron, and Sin-

istar—Robotron comes off best with its

swarming enemies that create genuine

suspense.

In all the games, the graphics are sim-

ple and the sounds add little. The con-

trols are hit-and-miss, especially in De-

fender where there’s lots to do but your

shots and warps are often ineffective.

Old games have their place in history, but not in 1997. “Old’

doesn't always equal "classic." Q;-.

PBOTIP: In Defender, save

your smart banbs for lots

of swarming memies.

PROTtP: in Robotron, gulMy
grab the hostages,

emte the robots.

WlUlams Arcade’s Greatest Hits

By wmiams

5 (Hines

Challenge: Adjuslable

Reglay value: Medium

ESRB raUng: Kids

te Adults

War 3010:
The Rerolution

ByScaryLany

S
econd-rate graphics and sounds may make War 3010: The

Revolution seem hokey compared to other battle sims, but

this game is really complex. You must command a spaceship

fleet, take over the enemy’s craft, and build space stations.

Miile your mind’s challenged, your eyes will tire from the non-

descript starfield. Even the ship-

to-ship battles are static and dull.

Cheesy sounds and bland

music also stymie this game.

Add in the endless menus (with

no explanations to most icons,

so you must read the manual),

and you’ll find yourself wishing

the Revolution would end. PROTJP: Move your attadcers

to the enemy’s rear to engage

it from behind and to close

esc^ routes.

PROmwatebyoureih
emy’s shield leeeM. If the

hit you deal Is less power-

ful than the hit jpm take, tty

War 3010: The Revolution

By Advanced Production, Inc.

rmmt

Pries nol ar

16 megs

Available no

Simulation

1 player

liable Cballenge:

Replay valu

ESRBratln

Adults

.djustable

e: Medium

KIdste

1g-BiT Hau w Fame

Mw Gotta Have These!

Last September, the Hall of Fame directors (that’s us) asked you

to vote for the best 16-bit role-playing game of all time. This re-

quest drew the most votes among readers, resulting in one of

the most spirited competitions the Hall of Fame has ever had.

Interestingly, SNES games took the top three positions, and

scored six of the top ten. Here are your top ten RPGs, listed in

order of popularity:

jyrow that the holiday season has

1 . Chrono Trigger (Super NE5)

2. Final Fantasy 3 (Super NES)

3. Final Fantasy 2 (Super NES)

4. Phantasy Star 4 (Genesis)

5. Super Mario RPG (Super NES)

6. Phantasy Star 2 (Genesis)

7. Secret of Mana (Super NES)

8. Shadowrun (Super NES)

9. Shining Force II (Genesis)

10. Landstalker (Genesis)

Chrono Trigger was the clear-cut

winner among 16-bltRPCs....

...while Phantasy Star 4 was the

Hcome and gone, 16-bit owners

have to face a sad reality: The re-

cent flood of new 16-bit games is

about to slow to a trickle. Pre-

Christmas releases included Don-

key Kong 3 and Ultimate MK3 for

the SNES, and Vectorman 2, Sonic 3D

Blast, and Ultimate MK3 for the Genesis. By contrast,

post-Christmas releases include. ..four games, and of these, two

are reissues of old classics.

If you haven’t played two of the big Super Star Wars games

yet, here's your chance: Super Return of the Jedi and Super Em-

pire Strikes Back are being re-released by T»HQ in time for the

re-released movies.

Here are all the SNES and

Genesis releases scheduled for

late January and February:

• Maui Mallard in Cold Shadow

by Disney Interactive (Super NES)

• Super Empire Strikes Back by

T«HQ (Super NES)

• Super Return of the Jedi by

T«HQ (Super NES)

• X-Women by Sega (Genesis)

1 ( 87 )

The ducky detecdve Maui Mallard

should start sleuthing on the

SNES this month.

Felpuapy 1997



GameDay ’97 Goes
NFLGomeDoy
By Scary “Hut-Hut” Larry

PlflljSifliiOn Psst. . .hey, football fans and gridiron gurus. GameDay
’97 is finally here, and guess what? GameDay ’97

comes straight up the middle with championship gameplay and tons

of outstanding new features.

Tendons, Anyone?

Much like last year’s version. Game Day ’97 offers solid gameplay

and the standard 30 NFL teams. But as you play (and read the manual,

which is extremely help-

ful), you realize that this

ain’t your daddy’s foot-

ball game.

GameDay '97’s con-

trols shine with a bevy

of new offensive and de-

fensive moves, including

the ability to overthrow

passes when the receiver

is blanketed, strip balls,

or catch passes with one

hand. Once a play has

started, you can even read the coverage and change the receiver’s route.

When the game goes head-to-head on options, GameDay goes long and

comes up with the ball. Take that. Madden!

GameDay’s strength is the realistic gameplay, which delivers the

hardest hits and most authentic action available in a football game. The

A.I. actually diagnoses your moves on offense and defense. In fact, you

can set the A.I. level, which gives GameDay great replay value.

Smells Like Team Spirit

Graphically, the game defends well against Madden. The players move

realistically, although they’re grainy and slightly pixelated in close-ups.

While the moves are fun to watch,

the peripheral graphics (cheerlead-

ers, crowd, and stadium) are barely

worth noticing.

The sound remains a mixed bag.

That annoying riff from ”We Will

Rock You” has returned, but the

PA announcer is on the money.

NFL GameDay '97 (ly Sony

Price not available Challenge; Adjustable

Available now Replay value: High

Football ESna rating: Kids

4 players

Multiple views

loAdulls

PROTIP; Timing (hejump (press A) wh«i re-

ceiving is (he key to making incredible catches.

Long—and S(»i*es!

It's in This Game
If you're making your very first

football purchase, GameDay ’97

is the team to bet on. For those

who purchased Madden early and

were hoping for more, get out the

greenbacks and line up for Game-

Day. It scores—big time! Q

Correction

Because of an editing error, the graph-

ics were incorrectly described in our

review of NCAA GameBreaker (see

“Sports Pages," November ’96). The

last sentence of the fifth paragraph

should have read: “You can also play

in varied weather conditions, leading to

a small graphical nuance—players get

muddy in degrees, not all in one shot."

GamePro regrets the error.

CIMEPIIO lEtrnar) 19«7



NBA Hangtime Buries the Rock on the N64

NBA NangNme
By Air Hendrix

Midway continues to keep sports gaming alive on the

N64 with this stellar arcade port of the third edition

of NBA Jam. Like Wayne Gretzky’s 3D Hockey before it. Hang-

time’s rowdy two-on-lwo games are light on realism but heavy on

unabashedly fun, addictive action.

High Flyin'

Hangtime’s courts are packed with a strong lineup of NBA
players—five choices per team, including top rookies. Beyond

the usual shoves, steals, turbo, and the like, you’ll also find

leaning shots, double dunks, spins, and alley-oops. Dropping

three buckets in a row sets your player on fire, while three

successive alley-oops or double dunks ignite your whole team

with unlimited turbo.

Of course, Hangtime jams in more secrets than you can

count, including a blacktop court on top of a skyscraper. But

one of the coolest features is the create-a-player mode, which

enables you to set your player’s skills, face, uniform, and

PRtrTJP:

shot to go

more. As you play through the game, your stats accumulate, and victo-

ries earn you more and more skill points, which improve your shooting,

blocking, and so on.

You control your player with the directional pad or joystick, but

the stick’s too jinery to stay with. Otherwise, the game asks little of the

controls, and they respond just fine.

Rim Rockin'

The visuals shine with smoothly moving, well-detailed players and

couns. You'll recognize the players’ real-life faces, though they look

a tad pKted on. Reflections along the floor add nice realism, too.

On the sound side, Hangtime erupts with hip-hop tunes and solid

effects. The clear announcer paces the action well, but’he’s not as lively

and original as the first Jam commentator.

Dunkfest! .

Jam-style hoops is nothing new, but

Hangtime does it with enough flash

and freshness to keep you h^pily

dunkin’ like a fool. The multiplayer

action’s particularly awesome. Hard-

core b-ball sira fans won’t find the

depth they’re looking for, but a few

games will leave you jonesin’ for

more of those wild double dunks

and alley-oops. .Q

NBAKangttme
By Midway Home Entortahinient

CAMEPRO (IT) Fltruirv 1997



MM\ Rocino
By Johnny Ballgame

p . Andretti cruises into the winner’s circle with a champi-

OQiUUI onship combination of topnotch, high-performance game-

play and fabulous features. Although it’s a minor trade down from the

PlayStation vefsicm, it’s still the best racing game to ride onto the Saturn

this year.

Mario Mania

Andretti’s fueled with the high-octane options grease monkeys go ape

over. One or two players can race on 16 of the world’s toughest tracks in

either the stock- or Indy-car circuit. Features include Exliibilion races and

Season mode, where you accumulate points iind spcHisors with victories.

You can manipulate your ettr’s setup by selecting soft or hard

tires, adjusting the down-

force pressure on your front

and rear end. and changing

your gear ratio to match the

number of turns on the

track. When it comes to

racing, quick and respon-

sive control allows you

to cut comers and speed

around troublesome turns

at over 100 mph.

Not a Beauty Contest

If a game’s fun was determined by graphics alone, Andretti would live

in the pits. The cars aren’t as polished as they are in the PlayStation

version, while the backgrounds are nowhere near as colorful and de-

tailed as Daytona’s. However, screeching tires, roaring motors, and

crashing cars provide your ears with the green light to realism that the

graphics fail to offer.

Saturn owners who are looking

to buy one racing game this year,

look no further. Andretti pumps ni-

tre into the veins of the genre ’ s fans

and is the clear-cut winner in the

crowded field of Saturn racers. B

”^3 i’ROTIP: W hen racing shick cars, I'ROTIP: t he best «a\ to handle PROTIP: The Ind> cars are more

slum your opponents into the walls turns is to hold down the gas and I'ragile than the stock cars, so con-

CMT> chance you get. It's the dirty press the brake at the same time. tact should Ik- a\oided il'you want

Andreta Racing by EA Sports

m Wi
$54.9S

Available row

Racing

2 players

Multiple views

Replay value: High

ESRB rating: Kids

to Adults

way to win. hut who cares? to last the entire race.

DdijionoM
Chompionship Circuit Edition

By Johnny Ballgame

Daytona accelerates out of the starting line, burning

rubber with its stylish look, fast action, and hairpin turns. But its short-

age of tracks and racing features slows down the game significantly

enough for Andretti to zoom past it at the checkered flag to capture the

Saturn racing championship.

Raucous Racing

Racing fans have the option to compete in Arcade mode. Time Attack,

or Two Player Battle via a split screen. Daytona offers five challenging

tracks and eight high-powered road machines, each with different rank-

ings in maximum speed,

acceleration, and grip. But

when compared to the 16

authentic roadways in An-

dretti. having only five

tracks is a serious drawbaek.

to drivers iryii^ !o choose

between tfie’games.

Steering your speed-

ster is difficult at times, but

Sega includes an option to

tighten or loosen the control

according to your liking.

PROTIP: it lakes less time to slam

oil the brakes and crawl around

turns than it does to recover rroin

a crush.

Graphically, Daytona bursts ahead of its competition with top-of-the-

line details like dented cars and visible sponsors on hoods, trunks, and

rooftops. The only gas guzzler is the sometimes slow redraw that

makes it frustrating to see the approaching turns.

The musical tracks' drum beats and techno swing are a perfect

complement to the bump-and-grind fender-bending races, but the muf-

fled voice Ifom the pits is often diffi-

cult to understand.

Second-Place Finish

Overall. Sega delivers a solid sequel.

Unfortunately it arrives in stores about

the same time as Andretti, and in com-

parison, it Just doesn’t give you the

same mileage for your money. B

Daytona USA ChamptonsMp
Circutt Edition by Sega Sports

$49.99 Challenge: Adjusiable

Available now Replay value: Medium

Racing ESRB rating: Kids

2 players

Multiple views

to Adults

y ^

I’RO riP: W hen you see cars com-

ing up behind you. cut them ofT

—

even slam them into a wall il you

have to—l)iit don't let them pavs.

PROTIP: It's a gmul idea lo race

the rime'I'rial helore you attack

the Arcade circoil. You'll gel a Teel

not only for your car hut tor the

turns and obstacles in the tracks.

GUMEreg FelFuary 1197
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There can
only be ONE

#1

www.mindscapegames.com
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Windows

95

CD-ROM
by Mindscape, Inc. Windows is a registered trademark ol Microsoft Corporation. PlayStation and the PlayStation logo are trademarks of Sony Computer Entertainment Inc.
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NBI) In The Zones
By Johnny Ballgame

pj
rtL Lj NBA In The Zone 2 leaps at the riiB

rldljjIdMUII showtime dunks, appeari^

:

be a possible title contender. But by the final buzzer^ts lacl^l

dooms it to the sidelines with the rest of the middle-of-the-pack

ball games. ^
Been There, Dunked That jjjBbk '

|

Zone’s uninspired lineup of new features, including leasonig^^i

stitutions, stamina, and player creation, are all stands

Every NBA team is selectable, along with most of the superstars; realis-

tic gameplay and strategy, however, are left out. In The Zone 2 is like a

most recognizable player animations, like Rodman snatching a rebound

with his legs spread and Kemp swinging on the rim after a monster tip-

slam. Soundwise, the crowd, buzzer, and ball all ring authentic, but the

repeti^ pTaj^-by'play announcer misses a lot of calls.

De^eW m^lj^ive look. In The

•^Sft^1fTaB&toT^ up to all its

^DC^la. fans should rent

it check out some

of thedutfc,h6t if you’re search-

^fcr SQBiedii^with more sta-

fiinff, Live ’97 is the only game

4q towlT Q

NBA hi the Zone 2 by Konaml

Price not available Multiple views

Available now Challenge: Ait|ustable

Basketball Replay value: Medium

2 players ESRB rating: Kids

lo Adults

five-on-five version of

NBA Jam: All you do is

dunk and shoot three-point-

ers the entire game, The

only play you can run is the

Post, and when you control

the ball, you have to manu-

ally move your teammates

or they just stand around

watching you dribble.

In The Zone 2 does

offer super slams and the

'NTHt ON

PKO'I'IP: Pump-fakt lo draw de-

I'enders into the air. (hen fire a»a\

at the basket when thei're on their

was down.

PROTtP: Check the piayer stats to

see who's \our best three-point

shiKiter. then eonstantb teed him

the bail to run up tiie store.

PKO TiP: .Alter a (|iiestionablc shot,

run toward the rim and Jump to

follow with a lip-slam.

MFL ’37

By Air Hendrix

Sega scored well on the Genesis with the Prime Time

series, and now it’s finally ready for Saturn action...

minus the Deion sponsorship. Despite some impressive features, NFL
’97 fumbles up and down the field with lackluster gameplay and feeble

graphics and sounds.

Prime Time Flop

NFL kicks off in Exhibition, Season, and Practice modes with all the

pro players and teams. There are no historical greats or real-life stadi-

ums, but you can make trades, customize the playing conditions and

penalties, and pick Irom five generic stadiums.

Previously found only in PC football games, the play editor is the

'

-V

.

NR >97 by Sega Sports

$49.95 Multiple views

Available no Cbellenge: Adjustable

Football Replay value: Medium

8 players (with adapter) ESRB rating: Kids

to Adults

PKOTIP: If you're cuiitrolliiig a

tup QB like Young and the plu>

fulls upurt. hold down the Speed

button and go for the run.

Standout feature of NFL. You can

create an offensive playbook of mn-

ning or passing plays, choosing each

player’s pattern from a predeter-

mined selection. While you can’t

create just any wacky play that

comes to mind, the freedom to draw

up your own playbook is way cool.

But that’s the lone highlight of

NFL '97. The frustrating controls fizzle with only a speed burst, spin,

jump, and dive at your command, while the confusing approach when

passing and kicking only interferes with tight action.

Although you’ll find player numbers on the jerseys, the lame

graphics choke with stilted animations, quiricy cameras, and poorly ren-

dered players. The terrible sounds fare even worse, setting a new low

with a garbled announcer

and awfiil onfield effects.

Thrown Away
NFL takes a decent crack

at football gameplay, but

with so many serious

flaws, the game’s just no

fun to play. The Saturn’s

already rumbling with the

solid action of Madden

’97, so stay far away fi'om

this substandard field. Q

PROTIP: Oil defease, start <iut con- A tirst in console kMiibull. the plai

trolling one of the linemen lo cover editor enables \ ou to create and

an> running plavs, then switch lo a •‘>‘1'^ .vour own plays from a preset

defensive back as siMin as the ball's ‘"ray of choices,

thrown to cover the pass.

(IMEFUO FOriap) 1917



By Air Hendrix

PKOTiP; One of the best ways to score is cutting across the crease and flipping

in a backhand wrist shot. But don't get too dose to the goalie, or he'll flatten you.

Power Play

Powerplay ’96 still holds the Saturn cup for graphics. Unlike the Play-

Station version, NHL's visuals suffer from a fuzziness that interferes

with the well-detailed polygonal players. It’s still a solid outing, but

details like the underwhelming rinks could have been done better.

A clear announcer calls the penalties and goals, and good or-

gan music keeps the energy levels high. TTie on-ice sound effects

work fine but lack inspiration.

Powerplay ’s strategy and

strong graphics have a lot of

appeal; renting both it and

NHL to make your own call

is a fine idea. But NHL’s grip-

ping gameplay and excellent

features will win the hearts of

most Saturn hockey fans. Q

FROTH’: On defense, don't focus

all your attention on taking out the

man in the middle—often the CPI'

will pass out to either side for a

SfltUffl
skates of its PlayStation predecessor, NHL

’97 rockets onto the Saturn rink. Although the graphics

don’t shine as brightly as they did on the PlayStation, the game’s addic-

tive action will keep you lighting up sirens like Lindros.

Saturn All-Stars

As always, EA delivera the right moves and fe^ures. Faceoffs go down in

Exhibition, Season, Playoff, and Shootout modes with all the pro teams

and players, two All-Star teams, fighting, trades, and player creation. On

the stick, you’ll find one-timers, drop passes, quick stops, spins, two checks,

holds, and special moves for each team’s star players.

This ail makes for a fierce round of hockey with all the board-

breaking, high-scoring action that made the NHL series famous. Still,

more strategy-oriented gamers may stick with NHL Powerplay ’96,

which isn’t as rowdy but lets you tune your offensive and defensive

strategies, and also provides more line-change variations.

On the control side, NHL’s extensive lineup of moves fires off

without a hitch. However, the quirky stick handling and skating feel

odd at first, and the finicky player switching and goalie control also

cause trouble. With practice, though, NHL’s unique style settles in.

PROril’: When you ha>e two men

on u breakaway, use one-limer

pas.sing to bounce the puck around

until the goalie panics and lease-s an

deadly onc-fimer.

NBI) Honoiime

Genesis

By Air Hendrix

If you haven’t Jammed in a while, NBA Hangtime hits the

court with fresh features that’ll addict you all over again.

The benches are loaded with a large selection of top NBA
players (excluding a few superstars like Shaq), so you can choose

your squad from five-man rosters. Beyond the usual turbo, dunk,

pass, shove, and steal moves, you’ll also find rowdy moves like

double dunks, alley-oops, spins, and fadeaways.

The excellent create-a-

player option lets you put your

name in lights, while the re-

sponsive, undemanding con-

trols stand by your side

throughout.

As far as graphics go,

colorful, realistic sprites and

courts deliver snazzy hoops action. The sounds, however, fall flat on

their face with a lousy announcer and flat on-court effects.

Hangtime’s gameplay doesn’t deviate from the cliched Jam for-

mula, so if you’re looking for real-life hoops, NBA Live '97 holds top

honors. However. Hangtime’s formula is unquestionably a blast, sup-

plying enough cool features to deserve some game time. Q

GIMEPRI (93^ FltruiF) 1997



Srorts Insider Previews

Developed and published

by Sony

Available March

PIETE

NBRSM0ur97

By Johnny Batlgame

Last season ':> MVP returns to the hoop-il-up hardwood, hoping torcduim the

tilk' oi best all-around basket hall game from this year's early front-running

sensation. Live "97.

New this year, players can now

dribble the ball behind their backs

and between their legs. You can

burst by defenders using turbo,

then fly through the air and deliver

a bullet jump-pass to Penny, cut-

ting to the hole for two the Hard-

away. There are seven types of

dunks, including alley-oops and

windmills, as well as authentic NBA
plays like the Box. Inside Triangle,

and Hi-Lo Post. You can call for a

double team, crash the boards, and

set your defense to a full- or half-

court press. Topping it all off is icon

passing, which Sony hopes will

revolutionize the hoops dish game

the same way it did for hockey in

Faceoff '97.

Fealures

The second round of Sony’s top-

notch hoopfest. Shoot Out '97

scores with a bench full of features

that’ll elate even the most diehard

basketball fan. All 29 NBA teams

are selectable, and the game in-

cludes all the new uniforms and

up-to-date rosters. Bailers can trade

and create players, sign free agents,

and play in a multitude of modes

from Exhibition games to Full Sea-

son and the NBA Finals. There are

also individual player stats, league

leaders, season awards, seven cam-

era angles, and three difficulty levels.
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Grophics& Sounds

l°/aCQMPlETE

FIFA Soccer ’37

Developed and published

by EA Sports

Available March

Even though all these pix are from

the Japanese version of FIFA, the

graphics already seem headed for

a solid outing. EA plans to tune the

overall visual look to more closely

match the customary FIFA look in

the U.S., and every player will v;ear

a color-correct, real-life uniform. As

for sounds, the N64 doesn’t sup-

port all the rich play-by-play and

crowd noise that you’ll find on CD

versions of the game, but EA says

that using onscreen text to an-

nounce player names will enable

the game to be as current as possi-

ble in assembling the rosters.

Feulufes

FIFA’s primed for “football” fury. Up to four players can hit the field with

more than 200 FIFA-licensed teams in three outdoor stadiums. The usual

array of strategy options enables you to run formations from the sweeper

to all-out offense, though there’s no word yet on whether indoor action will

make this version. On the control side, strikers can bust out rainbow kicks,

bicycle kicks, headers, diving headers, several tackles, and flying volleys.

FIFA supports both the directional pad and the joystick, but EA reports that

the stick will provide finer control over player momentum and aftertouch

on the ball.

With such an auspicious lineage of topnotch soccer action

behind it, FIFA’s sure to provide welcome relief to sports-

starved N64 gamers.

SOCCER
GAMiPRO Fltriar) 1997



PR07JP: JUways Search when
you stem a new casUe. Often

you’U find thieves, Items, and
artifacts. After semhing, For-

dfy dK castte to prevent take-

over by weak monarrMes.

Creeping WHh
The Enemy
The action takes place in two

venues—in a hokey overhead

map a la Ogre Battle, where

you have to watch as your

army slowly marches from

castle to castle, and in a side-

view battle scene, where you

strategically direct troops in

the art of war and are able to

advance, retreat, surround

foes, wait, or rush the enemy.

While the menus are fairly

easy to use, you’ll hit a few

snags trying to figure out

functions like Awards, Ap-

pointments, Assigning Cap-

tives, and so on. A thorough

read of the manual is a must.

Medieval Craphics

The graphics are the weak spot.

Ranging from stiff and unimag-

inative in the map mode, to

chunky and pixelated in the

fighting scenes. The only ex-

ceptions are the fentastic, anime-

style cut scenes.

The game’s music is a joy

with heroic marches and en-

chanting, hypnotic snippets

throughout. The sound effects

Hankerin’ for some strategy-

oriented roie-playing that in-

volves conquering kingdoms,

directing armies, and forging

alliances? Dragon Force deliv-

ers that and more, making it

the funniest, most entertain-

ing RPC for the Saturn to date.

Hidkes a Pillage

Dragon Force has a lot to live

up to, coming from Working

Designs, the company that

brought us Lunar, Lunar II, and

Iron Storm. The game is filled

with the usual WD irreverent

humor (characters ask you if

your troop has drug testing)

and fest, almost arcade-style

gameplay. But don’t underesti-

mate Dragon Force: It’s still a

complex, detail-oriented RPC.

You control one of eight

kingdoms in the land of Leg-

PR071P: The way you apportion

Awards makes a difference to

your arniy’s morale, and thus

to theu strmgth. A high-level

cavalry, fyr Instance, maybeat
Level Three—the award takes

them up a /eve/, making them

slgnlficantiy more povnrful.

PROTIP: Retreahng can work

significantly to your advantage.

If you wipe out an enmy’s
troops, then are challenged to a

duel, you're given the i^don to

retreat If you’re low on health,

retreat, then send a mme pow-

erful general to dean up.

endra that are warring with an

evil, ancient god Madruk. You

manage your kingdoms by

appointing generals, who gov-

ern armies of diverse warriors

such as mages, archers, and

beasts. During the course of

the battles you also capture

other generals who may or

may not be persuaded to Join

your cause.

PROTIP:A good battle tactic

is to choose Offense, then Ad-

vance. This leaves some warriors

guarding your general. Ifyour

opponent wipes out the advanc-

ing troops, choose Melee and

smd In the remaining guards.

PROTIP:A good choice for start-

ing out Is Palemoon Kingdom, tf

you progress west, you’ll even-

tuallyjoin forces with Weln, the

ruler of Highland, and before

you know It, you’U be managing

dozens ofcashes.

PROTIP: Almys pay attention to

the Level Meter ofyour oppo-

nents. A Level Three army often

lurks Innocentiy amidst the

Level One armies.

are adequate, but what’s really

missing are some voice-overs.

Use the Force

With its combination of humor

and melee-rich, bloodthirsty

battles (kind of like Braveheart

for the Saturn), you’ll find

yourself forgiving the poor

graphics and caring more

about the strategy in Dragon

Force. As far as RPCs go, it’s a

Force to be reckoned with.
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Role-Player’S Realhi

PR071P: To help gauge hie en-

emy^s strength and speed, send

weaker troops Into baWe ahead

ofyour stonger troops.

PROTIP: After each mission, re-

plenish your forces by hiring

more men so yoi/'re at full

strength vriien you’re surprised

by monsters.

ByArtAngel

A mediocre title for the

PC a year ago, Warham-
^ mer: Shadow of the Horned

Rat retains its mediocrity on the Play-

Station. Extreme intellectual complexity

and slow aaion take the thunder out of

Warhammer for all but the most strategy-

minded gamers.
border, or eventually the mission will fall

and you’ll have te start over.

In this long, drawn-out game, you play as the commander of a mercenary army who

becomes aware of a plot to disrupt the kingdom. You methodically complete 40 mis-

sions, accumulating wealth, experience, weapons, spells, and skilled lieutenants as

you go. Each mission, however, becomes a bit monotonous because you have to wait

until an outcome is reached between your troops and various groups of enemies.

While you can implement commands, such as spells and morale

boosters, to bolster your army’s strength in battles, Warhammer

remains a game of probability.

Adding to the monotony is the need to have the manual open

while you’re playing, until you master such aspects of gameplay

as identifying command and function icons for faster, successful

campaigns. While the information in the manual is very clear,

the game would have been better served if more of the man-

ual’s info was incorporated into the gameplay.

Moreover, the controls are sometimes frustrating, especially

during battles when tension is high, but the button commands

are unresponsive.

ne Sights

and Sounds
of War
Graphically,

Warhammer is

above average.

Although the

sprites look jum-

bled together at

default settings,

they’re sharp and

clear when the

PROTIP: Searrdi baWeRMs thiw-

(Highly because you might Rnd

some magical surprises.

1 /

-

3 •

7»...

PROTIP: At the beginning ofmls-

slims, send out some troops

with the A.I. switch on. If they

encounter enemies vriiile yiw'ro

attending te otiier business,

they’ll automatically attack.

PROTIP: To Increase your

PROTIP: In the Sven Carisson mission, look for a

surprise along hie northwest wall of the tower

In the northernmost comer.

Ing enemies, use the Training

Ground to hone your skills at

setting battle formahons.

camera zooms in

during gameplay.

Backgrounds are also generally impressive. However, problems

crop up in battle—you won't know who the victor is or how many

troops are left until the winning army leaves the battlefield.

The sound serves the game well with grunts, groans, and

moans across the battlefields creating the right wartime am-

biance. While voice effects for the animated sequences are out

of sync, they do add to the depth of the characters.

Warhammer will fill the time between highly anticipated RPCs

for the PlayStation. If you like strategy/RPCs, then rent Warhammer

first. If you don't. Final Fantasy VII is just around the corner. Q
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Role-Player’S Realir
)

ByArtAngei
^ j

Already a huge

hit in Japan, Rev-

elations: Persona

makes a stellar

U.S. debut on the PlayStation.

Based on Japan’s popular Me-

gami Tensei series, RP is per-

haps even better than the cur-

rent top PlayStation RPC, Suiko-

den, and may even challenge

the upcoming Final Fantasy VII

as the season’s best RPC.

Powei4ul Personas
Set in modern-day Tokyo, RP

takes you on an incredible

Journey through different di-

mensions to fight demons

with swords, guns, and magi-

cal abilities called personas.

You start the game as a nor-

mal teenager, but as you adopt

personas during gameplay,

you get supernatural powers.

The immense story line has

many plot twists, more than

300 monsters, and several pos-

sible endings, making this a

game with great replay value.

The controls also make

this an excellent game. First,

maneuvering from one place

to another is easy and quick,

thanks to an efficient Wizardry-

style interface, Next, the game

really moves along because

information is laid out clearly,

so you can quickly gauge the

enemy’s strength. Finally, the

controls enable you to experi-

ment with a variety of per-

sonas, a fun prospect when

you’re able to turn into differ-

ent monsters.

Rsvsaling

Revelations
The graphics are superb, both

during gameplay and in the

full-motion video (FMV) scenes.

The walls are eerily shaded to

give a sense of uneasiness as

you search dark corridors.

During the ^-overhead view

PItOTJP: Save Mary's devastating pasonas

for moments when you’re despende for an

offensive boost

PR071P: Posithm Nate so he takes on the

largest Ute. His sword attacks are lethal.

PROnP: In hie beginning of the

for dues and items.

PROW: In Avidea World, go vistt

Igor and be sure to have your

^1 cards ready. He’ll negotiate

deals with demons so you can
get newpersonas.

PROTIP: To maxiadze your Rre-

power, kedt mIssile-carTying

characters In the badr of your

battle formation.

battles, you won’t

see the pixelation

often found in

other RPCs like

Suikoden. Best of

all, check out the

holographic spe-

cial effects when

you use magic.

Although the

game has more

text than audio,

the sound almost

matches the graphics in qual-

ity. You’ll hear signature battle

calls for each character during

a melee. While a voice-over

during the FMV intro would

have added more mystery,

the music and special effects

during gameplay and the cut

scenes are still excellent.

If you aren’t familiar with

the Revelations series, this

is the perfect chance to jump

into a deep, exciting new

experience. For those role-

playing gamers who know

what Revelations is all about,

enjoy this game, and start

looking forward to the sequels

that are in the works.

nOTJP: Ifyou’re In dire need of

health, avoid additioaal encoun-

ters and search for Kdly, the

water nymph who can reiuve-

nate you with her fountain.

PROTIP: Save at the Augustus

Tree as often as you can. You

never know what’s around the

comer, especially if you’re In

another dimension.
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and Nintendo 64

Get ready for the biggest Kombat

yet, as old Mortal favorites ate

pitted against the new breed of

MK fighters. We break down the

MK and MKIf cast and show how

to perform their special moves and

finishing moves; and we toss in

some devastating hombos.

By Biuised Lee

Finish Him!
Babalities and

Friendships
To perform the Babality and Friend-

ship finishing moves, don’t use the

Block button on the deciding round.

You can be anywhere onscreen

when doing a Babality.

Animalities
To perform the Animality finishing

moves, you must be on the third

round and perform a Mercy. To ex-

ecute a Mercy, you must be a half-

screen's distance away from your

opponent. Press and hold Run and

tap 'i', 4-. 4»,then release Run.

Stage Fatalities

To do a Stage Fatality, you must be

in close to your opponent. To knock

an opponent into the original pit

from Mortal Kombat. just do an

uppercut.

MoUon 4- HP Motion 1^ 4 "if LP Motion ^ A ^ HP Finishing Mnves

Shadow Kick Red Shadow Kick

Shadow Uppercut

Tap HK

N64 version: Tap LK

Fireball High Firebali

Foui^Hit Standing Kombo

TapLK TapLK TapHK

Six-Hit Juggie Kombo

^ 1 i

MiMl
Tap HP Tap HP Tap LP

Hf
Tap(4LP) Tap(^HK) Tap

LK

Decap
When in close, tap 4, 4, LP

Backbreaker
When in close, tap 4-

,
4 LK

Brutality

Tap HP, HP, HP, LP, LP, BL, HK,

HK, LK, LK, BL

Stage Fatality

Tap i, BL

Animality

From sweep distance, hold BL, tap

4-,-»,^,HK

Friaidship

Tap4,4-,4«,4,HK

Tap (4- LK)

Note: The Play-

Station version

has Molaro, Kin-

taro. Shao Kahn,

and Goro as part

ol the regular

lineup, aiong

wilh Kano and

Hayden from the

first MKgame,

andJaxand
Kung Lao from

MKII.

Controller Legend!

,

' Motion 3 Move me joystick in one

^ smooth, continuous motion.

I
Charges Hold the direction or button

icL indicated for the time indicated.

iRN
I 0 3 Execute commands in

parentheses simultaneously.

J Tap 3 Tap the directions indicated in

sequence

BL 3 Block LP 3 Low Punch

HK HKs High Kick RN3 Run

rK HP 3 High Punch s Toward

' LK 3 Low Kick ^ s Away

Special Note: All techniques are described

under the assumption your character is

facing to the right II they're lacing left.

reverseanyTowardandAwaycommands.
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leraha Blaile Spin Blade Spark Blade fury

Tap

I/,
Five-Hit Jump-In Kombe

^ rin

Finishing Moves »

Bfade Lift r.

When in close, tap •t, LP ^

Decap Animatity

When in close, hold BL, When in close, hold HP,

tap release BL, tap tap I

,

Friendship
Brutality When in dose, tap i

TapHP,HP,HP,LP,LP, -»,HK

BL, HK, HK, LK, LK, BL „ .

Babatity

Stage Fatality Tap *, *^, hk
Tap LK. RN, RN, RN, RN

Jump in deep, Tap HK
tap HP

Five^Hit Comer Kombo

Tap HP Tap HP Tap(<-HP)
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$TE4TP<;y Tefto<;y

Five-Hit Standing Kombo

TapHK TapHK

Eight-Hit Juggle Kombo

Tap4..-».HP Tap HP

Tap LK Tap HK Tap (<- HK)

Super Roundhouse

Tap HK)

Finishing

Moves

Uppercut
When in close, tap

4-, HP

Lightning Storm
Tap i,

Brutality

Tap HP, HP, 8L, LK,

HK, 8L. HP. LP

Stage Fatality

Tap^, i.^.LP

Animality

When in close, tap BL
BL, RN, RN, BL

Friendship

When in close, tap

LP

Babality

Tap HP

TapHK TapHK TapLK TapHK Tap(«-HK) Tap HP Tap HP Tap|^ HK)

<ra?R.

Four-Hit Standing Kombo

TapHK TapHK

Hayden

TapLK Tapl<-HK)

Finishing Moves

Electrocute

When in close, charge

LK for three seconds,

release LK, tap (BL LK)

Uppercut Smash
When In close, charge

HP for three seconds,

release HP

Brutality

Tap HP, HP, LK, LK, LK,

HK, LP, LP, LP, BL, BL

Stage Fatality

Tap 4-, i. 4-, HP

Animality

Tap4-,->, 4.HK

Friendship

Tap HK

Babality

Tap i. i,->, HK

Seven-Hit Juggle Kombo

Reverse Lightning re/ej

Charge HP for three sec-

onds. release HP
Tap«*,«-,^

Note. This move cen be done

in the air.



Ground Smash Quad Throw Grab and Punch

103

During jump, tap t . HK
Finishing

Moves

Head Clap

When in close, hold LP, tap

release LP

During jump with opponent, Tap i, •*. HK
tap BL

ir< Six-Hit Standing Kombo

-sO

Cpkmi 5TE4Tfc;y Mojsifli ko^^AT TeftOCty

[Mortd Komi>ot)

Ughtning
Four-Hit Jump-in Kombo

Finishing Moves

Explode

When in close, tap HP

Brutaifty

Tap HP, HP, HP, HP, BL, HK, HK
LP, HP, HP. HP

Tapi.-»,LP

Torpeda

Jump in deep, Tap HK
tap HP

Tap{<-HK) Tap(<-HK)

Six-Hit Comer Kombo



(Mortol Kombot)

PiayStation

yCritER.

Knife Spin

w. -w- -its i' ]k

'Ik ia^y
ffM" itiilhMiftifr'’ tfih ! J-_ -^- — "7^-
Hold BL, tap

4

Hold BL, then from Tap *, HP
motion 360 degrees,

release BL

Jump in deep, Tap HP Tap HP Tap HP Tap HP
tap HP

Tap {-* HK)

Finishing Moves

Heart Rip

When in close, tap I
,

LK

Brutality

Tap HP, HP, BL. HK, HK, LK,

HK, HP, HP, LP, HP

Four-Hit Stantling Kombo

Tap LK Tap LK

Five-Hit Jump-In Kombo

Tap HK

(Mortoi Kombat II)

Kirngiaoi

Finishing Moves

Slice

From outside sweep distance,

tap 4, LK

Hat Toss

From a full-screen's distance

away, hold LP, tap

release LP

Brutality

Tap HP, LP, HK, HK. LP, LP, LP.

LK, LK. BL. HP

Stage Fatality

Tap HP

Friendship

Tap<-, 4-, HK

Babality

Tap HK

Hat Throw Teleport Dive Attack Torpedo

Tap<-, LP Tap 'V, t At the peak of a jump, tap Tap<-,

{ii HK)

Five-HH Standing Kombo

TapLK TapLK TapHK TapHK Tap(<-HK)

Six-Hit Juggle Kombo

Jump in deep, Tap HP TapLP Tap(4«LP)- Tap(/HK) Tap<-,^*>
tap HP

&AMIPR0 <D February 1997



$Te/»Tf<y ^fCJWK: komAT Tcfio^y

Goro

Special Moves

Grab and Pound

Tap -»,^p HP

Hand Spin

Tap HK

Tap LP

Taunt

Tapi, 4-,LK

Kintaro

Special Moves

Teieport Stomp

Tap i, t

fireball

Tap HP

Crab and Pound

Tap HP

Taunt

Tapi. i.LK

Motaro

Special Moves

Fir^ad

Tap-» i.

Crab and Punc^

stepotr

r?; i.
"

t

t

Shao Kahn

Special Moves

Fireball

Tap LP

Slam

Tapi,->, LP

Hammer
Tap «•, HP

TAroiv

Tap LP

Upward Slam
Tapi,->, HP

Laugh

Tapi,i,HK

Taunt

Tapi,i,LK

Scorpion

Special Moves

Scorpion Spear

Tap LP

T^eport Punch*

Motion i " HP

'Move can he done in the air.

Forward T^^rortPuncSi*

Motion i -4 HP

'Move can be done in the air.

dk Tfnw
Dunng ju:np with oppo-

nent tap BL

Finishing Moves

Hell Fire

From jump distance, tap i

,

i.i,t,HK

Hell Grab

From outside sweep dis-

tance. lap LP

Sqorpion Pack Attack

•-vne~ m close, tap •*,

BrmaMtr
Tap HP. HP,BL,HK. HK.
• HK, HP, HP, LP, HP

itage Fatality

Tap->, t, T.LP

Animality

When in close tap t,

T.HK

Friendship

When in close, tap

LK

BabalSy

Tapi,<-, •», HP

Kitana

Special Moves

Fan Toss*

Tap (HP LP)

'Move can be done in the air.

Fan Lift

Tap «-,<•, HP

Flying Punch

Motion i <- HP

Finishing Moves

KissofDeaOl

When in close, tap RN, RN,

BL, BL. LK

Fan Decap

When in close, tap i.

Brutality

Tap HP, HP, BL, HK, BL,

LK, BL. HP, BL, HP, BL

Stage Fatality

Tap-», i, i.LK

Animality

When in close, tap i
,
i

,
i

,
RN

Friendship

Tap i, <,>,>, LP

Babality

Tap-^,*^,i,->, HK

Jade

Special Moves

Pivfectile hwocOHIity

lap *7;^, HK

gagpjnnny
Tsp<-, LP

IHjpf Boonwraog
Tape-,-? r'P

Lewtoocmang
Tap«- _K

Hotunag Boanrerang

Tap «- <• _?

Gtomang Kick

Motion V - LK

Ffnifhing Moves

adtSklsner
When in close, tap 1. 1,

i.->. HP

Stick hnpale

When in close, tap hN. RN,

RN. BL. RN

MaHty
Tep HP, LK, HP. LP, HK.

HK, LK. BL. BL. HP. HK

Stage Fatality

Tap <.*», i.RN

Ankwdity

When in close, tap i,

LK

Friertdstup

Tw i HK

Banality

Friendship

When in close, tap i,-^,

HK

Babality

Tap-», i.LK

Mileena

special Moves

Sai TlnOy/

Ch.'":, HPl:v

onds, rehvSise HP

TeleponKtck

Tnp*^,-^,LK.

Ground Bad

Tap^.-»-.. i-. KKs

Fiflishing Moves

Man-Eater
Wf?en ill cl? •• ;

•

i,-. LP

HMSpit

Bry-tJr

ip,. LP. LP, rtP

:-'. v LK. H.K, BL. Hi

St::ge Fatality

T.. ' i, i, 4,1.?

AnhnalftY
v;L<n i:' oil.

4.^.LK

Reptile

Special Moves

Acid Spit

Tap^,^, HP

Slide

Tap |<- LP BL LK)

Invisibility

Tapt,t,i,HP

Elbow Smash
Tap LK

Slow Power Ball

Tap (HP LP)

Fast Power Ball

Tap-», (HPLP)

Finishing Moves
Tongue Lash

From jump distance, tap

i,BL

Acid BaHi

From sweep distance, tap

t,t,HK

Brutality

Tap HP, BL, HK, HK, BL.

HP, LP, LK, LK, BL, LP

Stage Fatality

Tap BL, RN, BL, BL

Animality

When in close, tap i, i,

i, t,HK

Babality

Ti;, i '-p

Classic Sub-Zero

Special Moves

Slide

Tap (^ LP BL LK)

Ice Blast

Motion i ^ LP

Groundke
Motion i LK

Finishing Moves
Biardiout

When in close, tap i, i,

i,->, HP

Ice Spike

When in close, tap i,-^,

HP

Brutality

Tap HP, LP, HP, BL, LK,

LK, HK, HK. LP, HP, LP

Stage Fatality

Tap -»,i, HP

Animality

When in close, tap

i,LP

Friendship

Tap i, LK
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Babality

Tap i,^,<-, HK

Ermac
Special Moves

Telekinetic Lift

Tap -»,i,->, HK

Glowing Ball

Motion i if <- LP

Teleport Punch*

Motion i If <- HP

'Woi^e can be done in Ihe air.

Finishing Moves

Decap Uppercut

When in close, tap RN, BL,

RN.RN, HK

Telekinesis Explode

From sweep distance, tap

i.t.i.i.-l-.BL

Brutality

Tap HP, HP, LP, BL, HK,

LK, BL, HP, LP, LK, HK

Stage Fatality

Tap RN, RN, RN, RN, LK

Animality

When in close, tap 4-

,

LK

Friendship

Tap ^,HP

Babality

Tap4,«-, ^,^,HP

Cyrax

Special Moves

Plasma Net

Tap LK

Teleport*

Tap^, 4-,BL

'Move can be done in Ihe air.

Close Bomb
Hold LK, tap HK

FarBomb
Hold LK, tap^,^, HK

Air Throw*

Tap 4-, BL, then when in

close, tap (<- LP) or (-^ LP)

'Opponent must be in Ihe air.

Finishing Moves

H^icopter

From anywhere, tap 4<, 4-,

t, 4-. HP

Self-Destruct

When in close, tap 4, 4',

t,RN

Brutality

Tap HP, HK, HP, HK, HP,

HK, HP, HK, LK, LP

Stage Fatality

When in dose, tap RN, BL, RN



MoBWt Terco^y

Animality

When in close, tap t, t.

4., 4-
•

Friendship

From anywhere, tap RN,

RN. RN, t

Babality

From anywhere, tap

HP

Jax

Special Moves

Single Missile

Tap HP

Double Missile

Tap^, «-.HP

Bionic Rush

Tap HK

"Gotcha" Grab

Tap->,->,LP

Ground Slam

Charge LK for three sec-

onds, release LK

Backbreaker

During jump with oppo-

nent, tap BL

Finishing Moves

Stomp

From far away, tap RN, BL,

RN, RN. LK

Scissors

When in close, tap t, 4",

t

Brutality

Tap HP. HP, HP, BL, LP,

HP. HP, HP. BL, LP, HP

Stage Fatality

When in close, tap 4-,-^,

4-.LP

Animality

Hold LP, tap 4, 4', 4-,->.

release LP

Friendship

From outside sweep dis-

tance. tap LK. RN, RN, LK

Babality

From anywhere, tap 4-
,
4

,

4,LK

kV-A-?

i.'Vi'fii' Siry:

Finishing Moves
jtf/Jc’fWrt

Trc'-. - •'

-...c.j. tik. - BL

fuce ol Death

SL b,.

Brutaij^

'!j! rP iA_. .}< LK.'.K

-P. HF, LP

Pli Fatality

; .r- tapBL. B'_.

EL ";K

AnimsBty

When :n c.lc=e n'Jr;l— tap

Friendship

r. j:'. anyw. iap.PN.

L^., rts-. FW r

EabaNty

Tj.-, ntri R^-i LK,

Kano
Special Moves

Vertical Ball

Tap-», 4,->,HK

Spinning Ball

Charge LK for three sec-

onds, release LK

Blade Toss

Motion 4 1^ 4* HP

Blade Swipe

Motion 4 ^ ^ HP

Grab and Shake
Motion <- 4 'ii LP

Air Throw

During jump with oppo-

nent, tap BL

Finishing Moves

Skeleton

When in close, hold LP, tap

4, 4, release LP

Bye Beam
From a half-screen’s dis-

tance away, tap LP, BL,

BL, HK

Brutality

Tap HP, LP. BL. LP, HP, BL.

HK, LK, BL. HK, LK

Stage Fatality

Tapt.t, LK

Animality

When in close, hold HP, tap

BL, BL, BL, release HP

Friendship

From outside sweep dis-

tance, tap LK, LK.RN, RN

Babality

From anywhere, tap •>,

4. 4,LK

Kung Lao
Special Moves

Hat Throw

Tap >, LP

Teleport

Tap 4, t

Spinning Shi^d

Tap*^. 4,-», RN

Air OMng Kid(

While in the air. tap (4 HK)

Finishing Moves
Death Spin

From far away, tap (RN BL),

(RN BL). 4

Hat Slice

When in close, tap *»,

4. HP

Brutality

Tap HP, LP. LK.HK, BL.

HP, LP, LK, HK, BL, HP

Stage Fatality

When in close, tap 4, 4.

LK

Animality

When in close, tap RN, RN,

RN, RN, BL

Friendship

From outside sweep range,

tap RN, LP, RN, LK

Babality

Tap4,^.-», LK

Liu Kang
Special Moves

High Fireball*

Tap HP

*Move can be done in the air.

Low Fireball

Tap LP

Flying Kick

Tap », HK

Bicycle Kick

Charge LK for three sec-

onds, release LK

Finishing Moves
Flame Engulf

From anywhere, tap

4, 4,LK

MKDrop
From anywhere, tap t, 4,

t, t,(RN BL)

Brutality

Tap HP, LP, HP, BL, LK,

HK, LK, HK, LP, LP, HP

Stage Fatality

When in close, tap RN, BL,

BL, LK
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Animality

From sweep distance, tap

4. 4, t

Friend^ip

From a full-screen’s dis-

tance away, tap RN, RN,

RN.RN, 4

Babality

Tap 4, 4, 4, HK

Nightwolf

Special Moves

Arrow Attack

Motion 4 K LP

Hatchet Uppercut

Motion 4 HP

Shadow Charge

Tap LK

Chest Reflect

Tap <-,HK

Finishing Moves
Lightning Axe
From a half-screen’s dis-

tance away, tap <,<, 4 ,
HP

Light

When in close, hold BL, tap t

,

t,«-,^,releaseBL,tap BL

Brutality

Tap HP, HP.HK, LK, LK,

BL, BL, LP, LP,HP, HK

Stage Fatality

When In close, tap RN, RN,

RN, BL

Animality

When in close, tap

4,4

Friendship

From outside sweep range,

tap RN, RN, RN, RN, 4

Babality

Tap LP

Sektor

special Moves

RBssUe

Tap LP

Seeking Missile

Tap4.kr,<-. HP

Teleport Uppercut*

Tap LK

'Move can be done in Ibe ait

Finishing Moves
Compactor

From sweep distance, tap

LP. RN, RN, BL

Flamer

From a half-screen’s dis-

tance away, tap •>,

BL

1997

Brutality

V-.BUBL.HK.
HK. LK. LK.LP. LP. HP

Stage Fatality

Tapft;t.RN. RN. 4

AmmaUty
When in close, tap

4.“^

Friendship

From a htll-screen's dis-

tance avray. tao an, RN.

.RN.FW.4

BatitdKy

Tap <; 4. 4, 4, H''

ShangTsung
Special Moves

Fireballs

One Fireball

Tap «-,HP

Two Fireballs

Tap HP

Three Fireballs

Tap HP

Ground Fireball

Tap -»,«•, LK

Morphs

Baraka
Tap4.4,LK

Classic Sub-Zero

Tap BL, BL, RN, RN

Cyrax

Tap BL, BL, 8L

Ermac

Tap 4, 4,

t

Goro

Tap LK

Jade

Tap 4, 4,BL

Jax
Tap-»,^,(4 LP)

Johnny Cage

Tap «•, *, 4,LP

Kabal

Tap LP. BL, HK

Kano

Tap BL

Kintaro

Charge LP for three

seconds, release LP

Kitana

Tap-^, 4, -4, RN

Kung Lao (MK II)

Tap «•. 4,<-,HK

Kung Lao

Tap RN, RN, BL. RN

Uu Kang

Starting motion 360

degrees
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Mileena

Tap RN, 6L. HK

Nightwotf

Tap t, 1.

1

Noob Saibot

Tap-», i, 4-,^. HK

Rain

Tap RN. 6L RN

Rayden (MK)

Tap •», RN

Reptile

Tap RN, BL BL HK

Finishing Moves

Skin

When in close, hold HK,

tap release HK

Ground Pound

When in close, tap i

.

4>,-».LP

Brutality

Tap HP. LP. BL, LK, HK,

BL, HK. LK. BL, LP, HP

Stage Fatality

Tap i. 4. LP

Sanya

Special Moves

Ring Toss

Motion 4 V ^ LP

Flying Punch

Tap HP

Rising Bike Kick

Tap<-. 4,HK

Leg Grab

Tap (4 LP BL)

Finishing Moves

Pit Fatality

Hold BL, tap->. t,(t HK)

Animality

From sweep distance, tap

RN, RN, RN.RN, BL

Friendship

From outside sweep dis-

tance, tap LP, LP. RN. RN, LP

Babality

Tap 4,^,->, HP

Sub-Zero

FintslijRg Moves

ObUeion

Frc-- -i -screen's 'i-i'j-

tarce awav. lap t »

epOfUtide

From sweep
iPfi BL),tap 4. 4,->

“

anrfaMy

TaoHP. LK, LK. F<K.5L

BL, LP, LP, HP.HP.-L.BL

Stage Fat^ty
•*, •+, 1. LK

Scorpion

Tap4,4,^.LP

Sektor

Tap 4.^, «*, RN

Shao Kahn

Tap HK

. Sheeva

Hold LK,tap-», 4.^,

release LK

Sindel

Tap 4,«-, LK

Sonya

Tap (4 RN LP BL)

Stryker

Tap->.->. HK

Sub-Zero

Tap-), 4,^. HP

Finishing Moves

Spike

When in close, hold LP. tap

4,-),-), 4. release LP

Soul

When in close, hold LP, tap

RN. BL, RN. BL. release LP

Brutality

Tap HP. BL, BL, BL. LK,

HP. LP. LP, BL, BL. BL

Stage Fatality

Hold BL,tapt,t,<-, LP

Animality

From sweep distance, hold

HP. tapRN. RN. RN,

release HP

Friendship

From outside sweep dis-

tance, tap LK. LK, RN,RN, 4

Babality

Tap RN. RN. RN. LK

Sheeva

Special Moves

Teleport Stomp

Tap 4, t

Ground Stomp
Tap<-, 4.<-, HK

Fireball

Motion 4 HP

Animality

When in close, tap RN, BL,

BL, BL. BL

Friendship

From a full-screen's dis-

tance away, tap 4

.

-.pause, tap HP

Babality

Tap 4. 4, 4.^, HK

Sindel

Special Moves

Wave Scream

Tap-),-».^.HP

Float

Tap -).HK

Fireball

Tap -,-, LP

Air Fireball

During jump, motion 4 ^

-LK

Floating Fireball

While floating, motion 4 ^

^LK

Finishing Moves

Death Scream
When in close, tap RN, RN,

BL, BL, (RN BL)

Hair Deatii

From sweep distance, tap

RN, RN. BL, RN, BL

Brutality

Tap HP, BL, LK, BL. LK,

HK, BL. HK. LK, BL, LP

Stage Fatality

Tap 4. 4. 4, 4, LP

Animality

From anywhere, hold BL,

tap-),-), t,HP

Friendship

From a full-screen's dis-

tance away, tap RN, RN,

RN.RN, RN, t

Babality

From anywhere, tap RN.

RN, RN, t

Kiss of Death

From a haH-screen’s dis-

tartce away, hold (BL RN), tap

4. release (BLRN)

Purple Death

From anywhere, lap

4. 4,RN

Brutality

Tap HP, LK, BL. HP. LK.

BL. HP. LP, BL, HK, LK

Stage Fatality

Tap^.-), 4, HP

Animality

Hold LP, tap <-, -), 4.-),

release LP

Friendship

Tap 4.RN

BabaHty

Tap 4. 4, 4,-). LK

Stryker

special Moves

Riot Gun
Tap •*, HP

Rushing Throw

Tap -).^,HK

Baton Takedown

Tap-), e-, LP

Low Grenade

Motion 4 1^ LP

Double Low Grenade

Motion ^ ^ 4 kT <- LP

High Grenade

Motion 4 <- HP

Double High Grenade

Motion -) ^ 4 1^ <- HP

Finishing Moves
Bomb Squad

When in close, tap 4,-),

4,^. BL

Tazer Death Gun

From far away, tap -,

-),LK

Brutality

Tap HP, LP, HK, LK, HP,

LP, LK, HK, HP, LP
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Special Moves

Lowtce
Motion 4 ^ LP

ice Shower
Motion 4 it -) HP

Near Ice Shower
Motion 4 'is ^ ^ HP

Far ke Shower
Motion 4 ^ ^ HP

ke Clone*

Motion 4 K' LP

’Move an be done m me jn.

Slide

Tap(«-LP8L LK)

Finishing Moves

ke Breaker

When in dose, lap BL, BL
RN. BL,RN

Statue

From sweep drstwce. tap

4,<-.RN

Brutality

Tap HP, LK.HK. LP. HP.

HK. HK. HP. HP. LP. HP

5ta£M FataHty

Tap 4,-),-),HK

Animality

When in close, tap t
,
-),

t.t

Friends!^

--om outside sweep dis-

tafkce.tapLK. LK. RN. RN.T

Babality

Tap 4, 4,<-, «-.HK

Smoke
special Moves

SpSSr

Teipport i/,cwierciif*

T:-;p LK

'Kt i-v •• r.f tf! me jr.

Air Threw

. wi:--
. ;.o ?-

iRmibilff)

ifr-1 gu m:-. *, T. RN

1397

AnimaiffY

Fromahall-screer:'::;:'-,-

tanceaway. :ap 4 ii.

rriMdtitip

Fro.m a ha<)-^c-ee:' r di s
•

ia:»ceawar "di,

PS HK

Babanty

"sp -1.4.*- f- f-s

Human Smoke
Special Moves

Smoke Spear

Tap LP

Teleport*

Motion 4 <- HP

’Move can be done in the air.

Air Throw

During jump with oppo-

nent, tap 6L

Finishing Moves

Teleport Decap

From a half-screen’s dis-

tance away, tap RN. BL
RN. RN, HK

Brutality

Tap HP, HP, BL, LK. HK.

HP. HK, HP. HK, LP. LK

Stage Fatality

Tap *, t, t.LP

Animality

From a half-screen's dis-

tance away, tap ), -). -),

HK

Friend^ip

Tap -), RN

Babality

Tap 4, e-. HP



FIGHTING COMBOS & STRATEGIES
Virtua Fighter 3 should be hitting the arcades now, and what

better way to hit it back than with a complete move

list for each fighter! Your VF3 education also

includes how to properly use the dodge button

during a fight and the different ways to counter

an attack from a knocked-down position.

By BruisedLee

Basic Skills
Here are some basic skills you should know and use during a tight.

Down Attack
You can perform the following

mows while an opponent Is on

the ground.

QuickDown Attack

Tap{t P)

PowerfidDown Attack

Tap I, hold t.tapP

oo

Note: You can attack Immediately after a dodge.

Get Up and Fight

= Toward

^ = Away

Charge = Hold the direction indicated for the number of seconds indicated.

Motion = Move the joystick in one smooth, continuous motion.

Tap = Tap the directions indicated in sequence.

0 = Execute commands in parentheses simultaneously.

Note: All instructions assume that your character is facing to the right.

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

When your fighter is knocked

down during a match, there ire

several ways you can recovei

otfensivety and defensively.

RoBBiKkwants
Hold<-

RoBPoiward
Hold-»

RoBRt the Side

Tap G, G, G

Middle Attack

TapK,K,K

Low Attack

Hold4',tapK,K,K



YosMSenrin
Tap<-. (^PG)

DatteihHosui

Tap^,(-^PG)

TapKPG)

Daisekkou

Tap{P6)

Stiishi-Hogetsu

Tap(iiPG)

Soka-Ho

On falien opponent, tap P)

SPECIAL MOVES
Kmon-Chochu KaOto

Tap->.{->P) Tap(-»PG)

Yakuho-Choi^ GekNMhNonlm
Tap [•* P) Tap (4'PQ)

Yoho Chozan-Honko
TapV,(^P) Tap <-,(-> PK)

moko-Kohazan Soka-Hosul

Hold 4>, tap (*»P) Tap(^PK)

Bfakko-Soshoda Joho-Shosho

Tap(KG),G Tap<-,(-»P)

BeakMtai Maho-Shoko
Tap-»,(-»K),K Hold tap (4PK)

Tetsuzanko RyusosNd
Tap (-*PG) Tap (VKG)

Throw Moves
ShUia

Tap^,(-»PG)

JimAo-HoiH(0

Tap (4-PG)

Counter Moves
Haiho-Uchu

Tap (1^ P K) for a nkMIe-level counter

Gaimon-Chocha

Tap P K) for 8 high counter

HottsMihTantla

Tap (4’ P K) for a low counter

Throw Moves
Neck Breaker

Tap^.(-»PG)

Lightning Knee
Tap(<-PG)

Sarah

Snap-Back Knuckle Side-Hook Kkk Double Thmst-Kck
Tap(^P) Tap (i^KG) TapK.K

OouMeKkk Somersault Kick Bbow Edge
Tap(«-K} Tap(KK) Tap (-^P), hold tap P

Tornado Kick Rising Knee Dragon Cannon
Tap{;*KG) Hold 4', tap (-4 K) Tap(KK)

DotMeSpbhKick Jack-Knife Kick SptnEdgeKkk
Hold tap («-K),K Tap(l K),K Tap(<-K6)

Illusion lack Double Joint Bbow-Heel Sword
Tap (V K), K Tapl-^Pj.K Tap(^P),{<-K)

Step-Around Kick Combo Somersault Kick Low SpkhKick
Tap(-»KG) Tapp, P, P, (KK) Tap KG)

Da^Knee LegSUcer Double Low-Kick

Tap^,(-^K) Tap(4>KG) Hold>4,tapK,K

Spin Kick Round Kick Nhonsault

Tap (KG) Tap It KG) Tap(^P)



THE FIGHTER’S EDGE

Jackv =
SPECIAL MOVES

Doubte SpkhKnudde Slant Back Knuckle Spin Heel Sword
Tap(<-P),P Tapli^P) Tap (KG)
BsatKitudde LegSIkser Double MkMe Kick
Tap(PK) Tap(4>KG) Tap(V K),K

Spinning Kick SlantLow SpkhKIck Doable Punch Knee
Tap (KG) Tap(VP),K Tapp, P,|->K)

UghMagKkk Spinning Kick Low DoubleLowKkk
Tap(4P),K,K.K, K,K Tapi^-PMiK) Hold4>,K,K

Spinning Arm-^Gck Spinning Kicks Knuckle Low Spin
Tap(«-P),K Tap (KG), (4' KG) T8p{-4P).P,(4-K)

BbowSpkhKkk lightning StraIgM Low Spin-Kick
Tap {» P), K Tap(VP),P,(-*P) TapK,(iK)

EMiOwSpIthKIckiZ UghMngHook Knuckle Low Spin
TapP,P,{->P),K Tap(VP),P. P.P TapK, P,(4K)

Dash Hammer Kick Back Knuckle Spin
Tap4,(-»K) TapP,P,(«“P),K

SUe-Hook Kkk
Tap(4-K)

Ebow-Knuckie Spin

Tap(-»P), P,K Throi
MkkMeSpkhiack Knuckle SpkhKIck

KneeStrHceTap«-,{4KG) TapK, P,K

Somersault lack Beat and Knuckle Spin
Tap->,(^-PG)

Tap (MG Tap(PK),P,K

Tap(PG)

TemUnSokoshu
Motion 4- i^«*(PG)

Shichisef-Tentimchu

Tap(<-PG)

aao-untm
Tv(^PO)

rsTM IfcwjftiRyrtif

While crauching, tap

SPECIAL MOVES
Tip(^PKl

Tapfi-PK}

Tap^.l^Pt

JuchoSmtsk9
Tap(tPK)

Totealai

Tap(4 K},(KG)

T»p(t K).K

Uahu-TaMsu
Tap(4K)

rtnMHijMMqrato
Tap->.(^KG|

Senk}futat

Tap(i^K)

loko-msoayu
Tap(VPK)

Lion

Mho-SOsto
Tap(4>PK)

. ShtaM-M
,s. Tap ^1 KG)

' Kmom
.

Hold tap (KG) .

Seateo-Italq0ai

Tap(;’K)

BanchiHteakaasliu

Tap(4p),p

Shtv»
While erouching, tap (-» P)

AaossnM
TapK,K

Fu§khHm^ankfaku
Tap->.(-»K).K

TamkkhTorthBmkjfaku
P), P, K

SJMo>ror»<SosAir

Tap^ (VP)

TapP,P,(4-P)
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THE FIGHTER’S EDGE

TosiUn-lnsiw

Tap4.(-*PG)

Smpu-£nfin
Tap«-, {->PG)

Tenchi-Toraku

Tap •>,(< PG)

Seien-Kato

Tap<-,(IPG)

Hlen-Honko

Tap(^PG)

Kuretsu-Tenho

Hold 4>, tap (-»PG)

Shunea-Kato

Tap (PG)

Raibi’Nifurin

Tap(-^PG)

EtthhRInsho

When opponent is crouch’

ing, tap(4PKC)

bamhmTit
Tapf-PK}

KakyakthSm^

SPECiAI. MOVES
Mkanaik
Tap(VP)

,

SMKMail HkaaJaaak^

t«pt*p| V-

T«p(tKlK Tapf+K^^

Sr?"
Ra^ok-Kataaky^ fiMHbMta
Tm> P.P.P. hold tap K HoUi.tapHP)

Ww ffttWyhi
Tap(^K).K Tap(i.FVI',t*n

RaakaihHaRaakyaka
TapP,P,P,(KK) Tap(VP),P.K

BaakaihSakyaku XMHWMa
TvP,P.P,(4K) TMIK.K

Baaaaaaka

Holdl.tipIKG)

WMfMi fit(j>Eini

Holdi.K.K

SPECIAL MOVES
Sh^thSho
Hold^.tapP

Junho-Chusho

Tap^.(^P)

SyakaSbo
Tap{^P)

SenpihSa

Tap (KG)

SokethSenputai

TapP.P.K

Renkan-Teosftinkyaku

TapP.P, P.K

KokyatahtUlm
Tap(KK)

mxhtiyaku
Tapl^iKG)

Toku-Kasankyaku
Tap(^K)

ffanfcjw Ha/tankyaku
TapP.P.P, (KK)

Tbo-rai

Tap-*,(*K)

EnsenShu
Hold 4>, tap (KG)

RaUcan-Sokyaku

TapP,P,P,(MQ

TokuShasko
Tap(tP)

Rekka-Kosmkfyaku

Tap(tK)

Koryu-Tmshbikyaku

Motion

i

^-»(KG)

Enshlshe

Tap<-,^,(-»P)

Soko-Rappa

Tap(^PK)

EafkhSeaiiik(yalai

Tap<-,(-»KG)

TenshkhRiseiikyaku

Tap (4>K),K

Rettshu-Seapaga

TapK,K

Remett-Sokyaku
Koldi,tapK,K

Lau

Tap ‘.(•^PG)

Ryushu-Kato

Tap<“,(i-PG)

Ryushu-Kati)

Tap(<-P6)

RaisMihHywin
T3p{-»PG)

BakM-Tosha
Tap^,(^P6)



THE FIGHTER’S EDGE

SPECIAL MOVES
Level Back Chop LowDiiRi
Tap(PK) Tap4,(^K)

ShoulderAttack Lariat

Tap <',(4P) Tap(iiPK)

Reverse Sledgehammer Double High KIMl
'

:
'

Hold4,tap{4p) Tap K, K

Flying KneelKk* Tomahawk Flash

Tap 4, (4 KG) Tap(4PK)

NeckCutKIck Tomahawk Chop
Tap (KG) Tap(?>P}

Saw Butt Dragon Rsh Blow
Tap (4 KG) Tap(4P),P

Front-Roll Kick Short Shotdder

Tap •,(4 KG) Tap «-.(4PIQ

Droplock
Tap(^K)

Jowriirllkivis
goa Screw

Tap KPW
Captured

Tapl-t-PK)

Wolf

German Suptex

Tap(PG)

Steiner’s Screwdriver

Tap^,(^PG)

Giant Swing
Motion<*i^ 4 ^•(PG)

Body Slam
Tap(^PG)

Tiger Driver

While crouching, tap P KG^'

DouUe-Am Suplex

While crouching, tap (>r p

SUeSgp^, „s-^^

Franimnstelhei'

Tap(^PG)

CatOi

Tap(^

HTrisf-

Motion

4nnM
Tap 4,

Throw Moves
Backbreaker

Tap(PG)

Power Slam
TapHPG)

Splash Mountain

Tap ^,(^PG)

him

fBontb
While crouchtog, tap P K G)

MaadrmGa^jjgm
While croucbWff^'4’, (*^ P K Gj

Iron Claw
.

•

"

'

WhUe crouchtaftW^ P K G)

Front Backbniatm
Tap (4 poj

Tr^tkmhButt
Tap«*,(4PG),{4PG),t4PG)

Uaddne Pen Hammer
T3p*J,(4PG)

Spaaltb Buster

Tap(iPG)

SPECIAL
Stomach Crudi

Tap<-,(^PK)

EBntw Stamp
Tap(«-P)

Dash Elbow Upper
Tap4.{-»p),p

Elbow Hammer
Tap(4P),(4.p)

KenkalOck
Tap 4, (4 K}

Hell tack

«*.(4 K)

Toe Kick

TapliK}

Hell DunkHammer
Tap(4-PK)

Rising Hammer
Tap«-,(^ P),P

Combo Kerda lUck

Tapp, P,{«-P)

Triph Upper

Tap(^ Pj.P.P

Tornado Hammer
Tap4,(<-P)

Knee Hammer
Tap((-K),P

Middle HeH Stamp
Tap(4PK)

Kenka Upper

Tap >1
,

P)

KIHIng Kick Hammer
TapK,K,P

DuddngLow
Tap (4' KG)
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THE FIGHTER’S EDGE

SPECIAL MOVES
Sokudan
Tap(^P)

Rakuseafin

Tapl^PK)

GeihYo
Tap|«“KG)

Hagaryu

Tap-»,(^KG)

Tsumu0-€eri

Tap (4 KG)

Suisha-€eri

Tap KG)

Seapu-Ceri

Tap(MQ

FustMUagari
Hold tap (-^K)

SandaihFilfinkfalai

TapP,P,P,(MQ

Ryuei-Hishokyaku
Tap->,(->PKG)

RyueH(yaku
Tap-»,(-»K)

KaiteihJaatcyaku

Motion ^ If 4*

Maslmi
Tap (If K)

SenpthJki

Tap(4PK)

Rasen

Tap(«-P)

Ura-Suisha

Tap (^ KG)

Bamanha
Hold tap P

Hagakure-SenTm

Tap(^PK)

EngetsihGeri

Tap (^ KG)

RasethUrageri

Tap(«-P),K

SaodsahRasethUrageri

TapP,P,{«-P),K

Saodan^taseihUrageri

TapP,P,(<-P),K

Throw Moves
SuRuhTenthlnchu

Tap(PG)

TothihRIchu

Tap(<-P6}

KaiMiori

Tap(PG)

TenahithSoko

Tapl^PG)

Raten-Sukhu

Tapl^P)

Siailing Movis
Teatariisa

Motion -> 'ii 4 If <-

Zabantetsu

Tap i
,
4'

Gyoinshu

Tap (4 P KG)

Oshkt

Motion <- If A -»

CbuOttsMir

Tnp(tPK)

Throw Moves
Haun-Baswni
Tap(PG)

Kaga4Sasumi

Tap^-.l-^PG)

Katana-Gasund

Tap(^PG)

KoeihRaku

Tap («*PG)

Jungyaku-Jizal

Tap(-»PG)

Fushkt-Randageki

Tap(;»PG)

Counter Move

Kote-GaoM
Tap (*-PK)

6IIMEPB0

Special Moves

RensahSakushu

Tap^-.t-^P), P,P

Oso-Gold

Tap{<-P)

Chowan-Ryokea
Motion 4 ^ P

Tenshin-Sodaislio

Tap(-^PK)

Haito-Rensenkyaku

Tap (If KG)

Koshu-Rentai

Tap (If K),K

Chubu-Sotenkyaku

Tap •.{HG

HonshuhReasenkyaku
Tap(<-KG)

Zenso^ental

After drinking, tap (4 PK)

RenkaihZensan-Md
After drinking,

tap(4PK).K,K

Senpu-Sotai

Hold 4, tap (KG)

Renshu-kaishu

TapK,K,P

Sinho-Suikoshu

Tap {'a P)

Kaseako
Tap(-4P),P,P,K

Renchi-Chogeld

TapK,K

Shasoku-Reakyaku

Tap{->KG)

Rensbu-Halkasho

Tap K,K,(4P)



THE FIGHTER’S EDGE

^ Ch»er >

SPECIAL MOVES
fuzakura Tsunu^f-Zaktaa

f'
* hUQ mi

Iv »
Tap-», |->PK} Tap (•» P), P

Josei-Ryusensho KutfffHieri Kaate Haobon
Tap<-,{«*PK) Tap(-^K},K TapfPG) Tap(<-P)

NkeatobihOchu NkenMsa-Kugikyaku RokuOan-^ibitori TensRmhRfushbt
Tap P, P, P TapP, P,K Tap(«-PG) Tap(<-Piq

Musoha RaifiiAa Rngetsuha Ryuno-Agito

Hold tap P Tap(4K) TapKPG) Tap{^PK)

Koromo-Gwvma Kusaiigama ASthHage Saayu
Tap-»,HP) TapK,K HoW 4-,tap(^PG) Tap(4'PK)

SodeshMcen Rentotsu-Kotiactri

Tap(^P) TapP, P,P,K

Hoo-Shu
Tap(^PK)

Kusanagi

Tap (tit KG) Down Attack
Hhsho RenM$u-Kusana0 Eda-Kudaki

Tap(-»P) Tap P,P,P, (iK) Tap(^PG)

TstMtoari

TapP, P.P.P, P,P

Mofpfc Tsuppart

Tap (•»?),?,?

Kactitage

Hold tap (PK)

Morote-Tsuld

Tap -»,(•?)

MagHlaiite

Tap(PK}

Hllate

Tapf^P)

langteki

Tap^(^ P|

Magayu
Tap«*, (-»P}

OaHiorosht

Tap(^P)

OnhKachiage

Tap(^PK)

TahakMtomi

Tap(«-PK)

KaimIsukI

Tap(<“P)

Hyochu-Watl

TapK PK|

Tan-KudaU
Hold i, tap (-^P)

Ir^jyioves
/UHse-TaiuM SoMake
Tap-»,f*PQ Tap(^PG)

UwaMiage tatktage
T^(PG) Tap(t^PG)

RkMMkM -'i tori

TapJPOl
'

' Hold •I', tap |«- P G)

roismi Surprise Attack

Tap(->PG) c, TapIPKG)

CtMEm (l^ FalryiF) 1917



Mega ManI

new Mega features

_a moves. The whole

cast has returned with devious new
enemies, smooth animation,
and endless customizing upgrades.
Pjy^ thsftest Japanese anime
“^any platform today! In honor

ntversary, we've also included a gift with

age. it's a full color collector's anthology
* ‘

of Mega Man artwork previously, unreleased in the U.S.



Offense

One-Timer
Simultaneously press Shoot and

Pass when a computer team-

mate has the puck.

FightI

Grab Punch
Simultaneously press Burst

and Pass.

Uppercut
Simultaneously press Shoot

and Pass.

Defense

Cross Check
Simultaneously press Burst

and Pass.

Hip
Simultaneously press Burst,

Shoot, and Pass.

DMng Block
Simultaneously press Shoot

and Pass.

y^ayne Gretzky’s 3D Hockey

has just hit the arcade and

it’s loaded with codes and

secrets! Here are some of the

best secrets and tips to keep

you playing for hours!

By Major Mike

mis
Gameplay Secrets

Brick Wall Goalie
If the goalie makes five saves in

a row, he turns into a brick wall.

Flaming Puck
If you score with a power shot

(simultaneously press Burst

and Shoot) from the midline,

you’ll ignite the net

Beach Ball on the Ice
This occurs only if there is a

score difference greater than

three and 45 seconds is left on

the clock.

Note: This trick works only

after the machine has logged

300 hours.

iron tee Sink
Enter the initials TRN and the

birthdate February 31.

Note: This trick work only

after the machine has logged

500 hours.

Hat
Player gets a *‘hat rack” in the

last 15 seconds of a period.

Swiss Cheese GoaBe
Goalie is scored on by three

successive shots.

HIBIioa-Mile-aa-

Hour Puck
Press and hold Power Shot for

exactly five seconds.

Note: The shot must be taken

from a very low’scoring-poten’

tial spot on the ice.

Game Modes
Enter the following codes at

the Challenge screen.

Arcade tl/lode

Press and hold Left for two

seconds.

ProSnudaSon Mode
Press and hold Right for two

seconds.

Professional Mode
The A.!, doesn’t catch up. Press

and hold Up for two seconds

and press Shoot

Simulation Mode
Press and hold Down for two

seconds.

hmo-on-nm Mode
All players should press and

hold Up, and press Pass.

Note: This code works only in

Head’to-Head matches.

EHMIPRI (1^ FthriilP) 1997



PlayStation

AdiVisioH

/ww.aetivision.com

www.crystald.com

the gaming

equivalent of

Bravelieart.

Carnage r

rampant..

GORY COMBAT
ACTION

Brimming; witK 170

liorrifyin)* enemies and

21 demented spells

— each witK a unique

hloedy {jrapliie-

VAMPIRE BLOODFEST

then morph into

{orms to escape

hat or mist.

ne of four .sinister

- vampire, wolf.

Blood Omen: Legacy ol Kain is dislribuled by Activision.

bintOrmm Hd Oem. Ugon at looniiidmb ol Cii«d Oyawiin.

$11H Ornri DjHna Jkfeivat ft I viiiairS ifMmw. lac.

Hftl<tftftftftBdiW niySftnftliigi i flriftftbiMfa BlSafty(ftftftuwr biiOTiwmftil(iL

EPIC

PRODUCTION

A statiperinq

100.000 plus screens

and 120 hours of

biood-sprayini'

adventure enhanced

with 25 yjrisly minutes
Explore the carnage



PPI
iH

Silly Heads
Enter the following codes at the Challenge screen.

Note: Press and hold Pass and Shoot while entering the

following cheats.

Puck Head
Press and hold Burst and press

Left, Right, Left, Left, Right.

Note: This cheat works only

after the machine has logged

700 hours.

Press Up, Down, Up, Down.

TbpHat
Press Left, Left, Right, Right.

Wizard Hat
Press Right, Right, Left, Left

Smiley Face
Press Down, Down, Up, Up.

Note: This cheat works only

after the machine has logged

100 hours.

Frank Head
Press Left Right, Right, Left.

Note: This cheat works only

after the machine has logged

200 hours.

PuWiw Head
Press Right, Left, Right, Left.

Note: This cheat works only

after the machine has logged

400 hours.

Press Left, Right, Left, Right.

Note: This cheat works only

after the machine has logged

600 hours.

Secret Players
Enter the following initials, birthdates, and numbers.

Note: These players aren’t kicked out ofa game ifthey get into afight

NAME INITIAL DATE NUMBER

Mike Albaugh . . MEA . . .

,

. . . . 7-5 . . . 30

Mike Alexander. . .

.

.

.

MMM . .

.

. . . 12-28 . . 14

Jesse Balderrama .

.

. . . JSE . .

.

. . . . 6-23. . . 44

Mar1( Beaumont

.

. .

.

..MSB.... . . . 11-8 . .

.

2

Steve Bennets .... . . . SJB . . .

.

. . . 1-28 . .

.

1

Robert Birmingham . .

.

RMB . .

.

. . . . 2-5 . .

.

33

Doug Brandon . . DWB . . .

.

...7-25... 17

Ramona Castro . . .

.

.

.

RBC ...8-11... 11

Steve Correll .

.

RSC . . .

.

. . . 9-16 . .

.

7

Jertv Cruz . .

.

JPC . . .

.

. . . 9-24. .

.

24

Rob Daly . . RVD . . .

.

. . . 12-3 . .

.

4

Derryl DePriest .

.

.

.

..DDD.... ...3-22... 22

Brent Englund . . . BJE . . .

.

...6-28... 98

Jose Erazo . . . JE ...10-7... 65

Terry Farnham .... . . . TLF . . .

.

. . . 7-28. .

.

92

Jon Hey . . JWH . . .

.

...9-20... 88

Bill Hindorff . . WEH . . . . ...7-29... 57

Mark Hoendervoogt . . . MDH . .

.

. . . 11-17 .

.

69

Bob Ingold . . . BAI . . .

.

. . . 9-22 . . . 1

Tom Keil . ..TLK.... . . . 12-25 . . 29

Howard Lehr . ..HRL. ... . . . 12-28 .

.

11

Trenton Lewis .... . . . TLL . . .

.

. .

.

1-23 . .

.

3

Ed Logg . . . ED . . . 9-11 . .

.

48

Jeremy Mattson . .

.

. . . JIM . . .

.

...6-22... 68

Richard McGovern .

.

.

.

RPM . . .

.

...5-29... 42

Ace Miles . .

.

ACE . . .

.

. . . 1-13. .

.

65

Patrice Morarity. .

.

. .

.

PMC . .

.

. . . . 2-8 . .

.

44

Minh Nguyen . . MVN . . .

.

. . . 2-20. . . 79

David Dritz . . . DJD . . .

.

. . . 5-29 . .

.

0

Tod Papy . .

.

PAP ...4-19... 69

John Paul . . . JFP . . .

.

...2-11... 57

Mark Pierce . . MSP . . .

.

...8-20... 69

Rob Reninger . . . RJR ... . . . . 8-5 . . . 17

Bruce Rodgers .... . . . BER ... . . . . 3-7 . . . 00

David Shepperd. . .

.

..DMS.... . . . 5-21 . . . 17

Elaine Shirley . . . ETS . . .

.

...7-20... 25

Mike Taylor , . . MCT . . .

.

...5-11... 10

Steven Thomas . . .

.

..SWT.... ...8-10... 68

Chuck Tollman . ..cn.... . . . 12-22 .

.

12

Dan Van Elderen .

.

. . . DNV ... ....3-1..., 1

Jason Woznicki . .

.

. .

.

JSN . . .

.

. .

.

1-21. . . 43

I (m) February 1887





Here are some of the best tricks and plays the GamePros use to defeat

their opponents in the most celebrated football game of the year.

B> Johnny

Mosi (ico|)k‘ pick up ii Iboiball

game and iaslanlly waul lo slail

heaving ihe hall downfielcl as

quickly as possible. Bill in Mad-

den. (he dd'ense can get iricky if

you don'l call the right pass pal-

tems. F-'oilunaiely for riwlball Ians,

there aiv a few plays that you can

use to score big yardage almost

every lime.

Tlie Ivsi pass play in the

game is the Sholgun/Nonnal/

Double Flag,

Di(>p sU'aighl back in the pcKicl

and wail about three seconds as

your two lar-eiid receivers sprint

up and cut toward the middle of

the field. If you throw the ball

to either wideoul, he’ll turn hack

toward the siileline to make

the cateh.

hurry-up offense and coniinually

run the [ilay all the way down-

field for the Ix'si success.

IVv these other pass plays

to maximi/e your otTensive

output.

1. Pro/3 Wide/Quick Post

2. Pro/Normal/Ali Streak

3. Single/4wide/HB Circle

4. Near/TE MTN/Deep Post

5. Shotgun/4wide/Double

Slot

Running the ball successfully is

one of the keys to winning at

Madden '97. By racking up

yardage on the ground, you main-

tain contnil of the ball while also

|•unning the ckx’k. You can liter-

ally keep the ball out of your op-

ponent's hands and limit iheirof-

fensive opportunities with a

suece.ssful uround came.

run up the sideline. A iK'ifeci ex-

ample of this is the Singleback/

4 Wide/HB Dive Left. Insietid

of diving over the middle, .start

forward then run backwards a

few yttrds as yr>u dart toward

the sideline. If you can avoid

the first defender, you'll lx- off

to the races.

WhtMi the defense keys in

on that play, use these as

a change of pace.

1. 1/2 TE/HBWham

2. Near/Normal/HB Toss

3. 1/Normal/Power Weak

4. I/Normal/Power Strong

5. 1/2 TE/HB Draw

When the ball is snapfx'd. rush in

Iveiween the center and the guard,

and jump at the ball. If done cor-

ivcily. you’ll have a clear path to

bat the ball right back into the

kicker’s face. 6

ffidden Teams

.Sometimes fixMlwll eomes down

to a last-second field goal or an ex-

tra |X)inl to win or to tie the game.

Hem’s a play that will hel]) you re-

ject any hopes your opponent has

of kicking the same winner.
At the User Records screen,

type in tiburcmj- Then press

O to return to the team-select

screen.

Shuffle through the teams and

you’ll notice eight hidden teams,

including the All ’50s and '60s,

All '70s, All '80s, Madden All

Time, the NFC Pro Bowl team,

the AFC Pro Bowlers, an EA

Sports team, and the Tiburon

development team.
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IHVEHTORY

• Silect

Pistole

Tomb Raider

LevelSkip

r
'^KJ.S 0

Pic»|ps 0

SECXL^OofS

Tun; 1 AKEK 0^03

S m m

Tiunb Raider

GetAUWeapons

Note: The following tricks work only In a two-player Challenge

Match.

Cyburbia; At the Choose Battleground screen, press Down, Up,

L1
,
R1 . You’ll hear a gunshot. When the match starts, you’ll be

in the Cyburbia stage from the first Twisted Metai game.

Jet Moto; At the Choose Battleground screen, press Up, Down,

Right, R1 . You’il hear a gunshot. When the match starts, you’ll

be in a stage from the racing game Jet Moto.

Rooftops: At the Choose Battleground screen, press Down,

Left, R1
,
Down. You’ll hear a gunshot. When the match starts,

you’ll be in the Rooftops stage from Twisted Metal.

SteveWhite

IMsted Metal 2
Play as Mimon ami Play on Secret Hacks

Play as Minion; At the Select Car screen, press L1 , Up, Down,

Left. You’ll hear a gunshot. Cycle through the cars, and you’ll

find Minion between Shadow and Hammerhead. Minion is

maxed out in everything except speed.

Secret nacks

Start a game and press Select to enter the Inventory screen. At

the Inventory screen, press L1, A, R2, L2, L2, R2, 0, L1.

Then press Down to go into the Option menu. Press Up to go

back into the Inventory menu, and you’ll have all the weapons,

including the machine gun and shotgun.

Pause the game and go into the last page of the passport. Once

there, press Z, Y, Z, Y, X, X, X, Start. Then press C and you’il

skip to the next level.

Anchorage, AK



Twisted Metal 2

Passmnis for Each Vehicle

Here are all the passwords for each car In the game.

Note: A _ designates a blank space.

New York: AAx Ax x

Antarctica: A x A O x

Holland: A x_
Axel

Moscow: X A X X _

Paris: O A _A _

Amazonia: A A O O _

New York: _A x _

Antarctica: x x A A O
Holland: O x O A O O
Hong Kong: A x O x x O
Dark Tooth: A A _

Grasshopper

Moscow: A x O
Paris: x A O O
Amazonia: _ x O O A O
New York: O A x O _

Antarctica: x O _ A
Holland: A A x O A
Hong Kong: O A x

Dark Tooth: x _ x _

Hammerhead

Moscow:_Ax X x_

Paris: _ x A x A
Amazonia: A x o

Hong Kong: O A O A
Dark Tooth: O O O _ A x

Mr. Grimm

Moscow: A A X X o _

Paris: o x A O A x

Amazonia: x A A A
New York: A 0x0
Antarctica: O A x A x _

Holland: x x A_0 x

Hong Kong: _ x o A
DarkTooth:_DAOOA

Mr. Slamm

Moscow: X X A X _

Paris: X O x

Amazonia: O A _ x

New York: A X o _ O
Antarctica: A _A O A A
Holland: _0 0_

Hong Kong: A_A
Dark Tooth: _ A O x

Outlaw 2

Moscow: _ X 0_ A_
Paris: A A x O A _

Amazonia: A A _

NewYork:0 x AAA_
Antarctica: x A O A _

Holland: x _ A _

HongKong:_A X x x

Dark Tooth: _ O x _ A _

Roadkill

Moscow: O X A _

Paris: A_A O
Amazonia: x x A O A
New York: O x _ x

Antarctica: _A x O _

Holland: x A _

Hong Kong: A A A O A
Dark Tooth: A O x A x

Shadow

Moscow: A A _

Paris: x x 0_A x

Amazonia: x A x O A
New York: x x O
Antarctica: 0x00x0
Holland: O AD AD_
Hong Kong: 0_A_D x

Dark Tooth: O A _A O _

Spectre

Moscow: O A X x A_
Paris: _A O O x

Amazonia: O x A A x

New York: _ x O x x A
Antarctica: x O A
Holland: A x

Hong Kong: x A x Zk O
Dark Tooth: x 00 0_A

Thumper

Moscow: O A X _

Paris: X O O A
Amazonia: A x O _ _

New York: x x A A x A
Antarctica: A A
Holland: x A x_D A
Hong Kong: A A _

DarkTooth: A_DD X O

Twister

Moscow: X AO_
Paris: AxOOx A
Amazonia: _A x O
New York: x A x O x _

Antarctica: O x A
Holland: _ X x O
Hong Kong: x x A x _

Dark Tooth: x _ A O

Wartheg

Moscow: A AD_
Paris: A x

Amazonia: O O x x

New York: x _ x O
Antarctica:. xOA_D
Holland: A X AD_x
Hong Kong: Ox AO_0
Dark Tooth: O _ O O

Wl$

6AMEPRI



PlavSCatrion *laarStra«ion
niristed Metal 2

AdvancedAttarSfs

WipeoutXL

Machine Gun

“ j
m 1

Press any of the following buttons any time during gameplay.

Freeze Blast: Press Left, Right, Up.

Jump; Press Up, Up, Right.

Land mines: Press Right, Left, Down.

Napalm: Press Right, Left, Up.

Rear Attack; Press Left, Right, Down.

Shield: Press Up, Up, Right.

Temporary invisibility; Press Right, Down, Left, Up.

Tyler Owens
Internet

Start a game and pause it. While the game is paused, press ,
O, X, , O, X, A. Unpause the game and you’re now armed

with a deadly machine gun instead of special weapons. Note:

Using this cheat may lock up the game.

CMstian Papana
NorthfieM, IL

tHachine Head

InfiaiteAmmuttilion, Eimgy, and Level Select

I
At the title screen, enter any of the following button presses.

I The cheat will scroll by after the buttons are entered.

Infinite ammunition; Press O, O, O, O, L1 , 0, L1 , LI , O,

L1,L1,0, L1,L1,L1,L1.

I Infinite energy: Press O, LI
,
L1

,
L1 , 0, L1 , 0, 0, L1 , 0, 0,

I O, L1,L1,L1,L1,L1,0,0, L1.

Level select: Press LI, O, LI, L1, L1, 0, 0, 0, 0, LI, LI,

O, O, L1 , 0, LI
, O, O, O, O. Then press R1 or R2 to select

a level.

NinCendo 64
Cniis’n USA

HUUktt Cars

At the Choose Car screen, press and hold Up, Left, and Down
on the yellow buttons. While holding these buttons, put the cur-

sor on any of the cars except the Ferarri on the far right. The

cars on the jacks will change into different cars, including a jeep

and a school bus.

IFikriiry 1897



EUnSDHUra, SSflS. not a place for the faint-of-heart. nor the weak-of-hind.

MECHANIZED ARMIES RUN AMOK, AND YOU MUST DEVELOP THE STRATEGIES AND ALUANCES TO QUELL THE CHAOS,

GO FROM BLUEPRINT TO BATTLEFIELD AS YOU DESIGN, BUILD, PROGRAM AND LAUNCH YOUR MECHANIZED

WARRIORS INTO CONFLICT IN THE FIRST IN-DEPTH STRATEGY GAME FOR YOUR P-AYSTA^IDN GAME CONSOLE.

,, NAM:: QVESKILL ENGINE

Sa-3IAu super alloy

•371NA7H0 0U3A31L:?!';

,

5-10 YEARS

puws-: OENOUnON

b ANNIHILATION

lELETE

DESIGN YOUR OWN CUSTONIZEO

NECHANIZED WARRIOR FRON

FOUR B0DY-T\'PES AND NINE J
WEAPDNRY^.YSTENS WITH U
NO LIMIT OF COMBINATIONS

MAIN
WEAPON
PliilKLEB Im
litaT 300 K5

HM OSCILUTOR B

Skdis ifOO

FiRERORER 65 (I SHUT)

Neibht 400 (C

0 K E \
IJ 0 in
PROnER II

'OuRtaiui! 530

-Height 2360 k

OPTIONAL
EQUIPMENT
-Okhi P5 Missile Ihterference Deuce

-Height 340k

Pld/Slalro
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Mortal Kombat Mlogy

More KombatMenu

tsvtL sneer off
THKOwina eitrtBieo

OHLIMITSP HOMS PISfiBieD

SLOooy KOHStn off
SMOxe OFF
xnuMBicon off

At the stofy line screen where the words scroll from the bottom

to the top, press Run, Block, Block, Run, High Punch, Low
Punch. You’ll hear Shao Kahn say “Outstanding.” Press Start,

and at the screen with the different game modes, press and

hold Up, and press Start. Cycle through the various options

until you reach the dark blue “?” and press A. This is a More

Kombat menu that enables you to play as Khameleon and

Human Smoke.

I

Man Capistrano

Unk)ttClty,CA

jP^avSCacion
I
WipeoutXL

I
Funky Vehicles

Press and hold L1
,
R2, Start, and Select, and turn on the

PlayStation. Hold the buttons until the Wipeout XL copyright

screen. The moment the copyright screen appears, release the

buttons. When the game starts, all the ships will be replaced by

funky characters. If you use the cheat for the Piranha ship {see

“SWATPro,” January) with this code, you race as a shark.

Project Overidll

Amnw, Shield, and Health

To enter any of the following cheats, pause the game, highlight

Music Volume, and enter any of the following button presses.

Ammo: Press and hold O, press, release O, press and

hold A, press x, release A, press and hold O, press x,

release O, press and hold x, press , release x. Unpause

the game and the word “Cheater! ”
will appear at the top of the

screen, but you’ll have all the weapons and ammo.

Shield; Press and hold Right, press O, , A, release Right,

press and hold Left, press 0,0, x, release Left. Unpause
the game and the word “Cheater! ”

will appear at the top of the

screen, but you'll have a temporaiy body shield.

Health; Press and hold , press O, x, A, release , press

and hold O, press , x
, A, release O, Unpause the game

and the word “Cheater!” will appear at the top of the screen,

but your health will be maxed out.

Tbkyo Highway BatHe

Lots ofMoney

SPW SHOP

ifswwjp
SHilTUSaC TOOCP
ilEDUnUBME ISOOQP
lURSTUSHE 40COV
VTOtOIXl.3 50OV

T_ jfioiT-ciniac MOW

PLEASE SBiCT A aTEtOT.

Start the game, and when the Jaleco logo appears, press and

hold L1
,
L2, R1

,
Down, and Start on Controller Two. Hold the

I buttons until the title screen appears. Then, when you buy parts I

I for your car, your money will be maxed out.

IibPiary 111



Survival IS SIMPLE,

Never stop running.

“It's unique, challenging, and

packed with addictive gameplay...

-GAMEFAN

"Wliile graphics powerkauses come and

iVs tilleS'like. Grid Runner that focus

on gameplay that have the potential te ael

long-term play ic fans.

- Next Generation

GRID RUNNER
Over 57 rounds oi gameplay

15 monster opponents

TwO'player head-to-head action

28 independent two-player rounds

Ability to perform different magical spells

www.vie.com



Final Doom
Passwords

^ciySCci^iori
TNT Evilution

Level 14 System Control

Level 15 Human Barbecue

Level 16 Wormhole

Level 17 Crater

Level 1 8 Nukage Processing

Level 19 Deepest Reaches

Level 20 Processing Area

Level 21 Lunar Mining Project

FP62ZMSWJ6
D5510QKRKH
ZVBKT1069!
1CCTV9GQ ! 9

TM40LJ2ZKJ
HYY46Q9GSQ
! 5NR4W7C20
1FPGVZ1777

The Master Levels Level 22 Quarry s N 5 Y 0 R K I G H

Level 2 Virgil R B F 9 D 3 9 5 S Q Level 23 Ballistyx z B B S T 6 R 8 9 1

Level 3 Canyon 1 L 3 C 1 F 7 X 0 2 Level 24 Fleck G K 2 5 J L V 3 L L

Level 4 Combine H L L Z T P 0 K K K The Plutonia Experiment

Level 5 Catwalk 6 J 1 N W H F R 6 4 Level 25 Congo G 2 2 4 S G Y S N L

Level 6 Fistula 8 W W R S S H M 7 9 Level 26 Aztec T R 8 W X J V N B D

Level 7 Geyron D 9 S 0 W V F J F C Level 27 Ghost Town X B B R T 6 7 N 8 {

Level 8 Minos H S 9 Y W 3 H U F C Level 28 Baron’s Lair N 6 Z 9 H T C M M P

Level 9 Nessus 0 S S H C W F V Y W Level 29 The Death Domain 0 G G 0 6 W 5 4 6

Level 10 Paradox H T 1 0 V L X L D B Level 30 Onslaught 9 9 S D 4 0 F Y V W

Level 1

1

Subspace J 7 7 V Y T M D C F

Level 12 Subterra 6 X D H R W 2 5 { 8

Level 13 Vesperas C 3 3 W 2 Y 0 G H K

IntmvaDonal Hack & Field

New Bathing Suits

To put the swimmers in bikinis for the 100m Free Style, at the

Game Select screen, highlight 100m Free Style. Then press Up,

Up, Down, Down, Left, Right, Left, Right, O, x. Then press

Start to begin the race. Wheh the race starts, all the swimmers

I
will be wearing bikinis.

T

Moreii

At the title screen, enter Worm Options. From here, select

Weapons. At the Weapons Options menu, move the cursor off

the options, including Exit, and simultaneously press Z and C
ten times. This adds new weapons, including Banana Bombs,

sheep, and miniguns to the weapons options.

^neHauge
Internet

TW



HUNT FOR THE DAMNED THROUGH

A 3D LABYRINTH OF SEEDY STREETS!

' Compularrd PiDduclnns Inc All nghis ieserv«d PlaySli;

I of SEGA ENTERPRISES. LTD AH l•gl 1IH tese

ivision and legisterad uadentaiK ol Acclaim Em
he PlaySUtion veision ol Ihe video game

l996Acclam En
www.accl3inination.CDni

3’D fighting withiai^ngeance

NO OBSTACLE WILL STOP YOUR

UNEARTHLY QUEST FOR VENGEANCE!

They killed you. But you came back.

An avenging angel from beyond the grave.

A vigilanLe reborn to bring justice to the damned.

Take your unearthly powers and wreak vengeance on Judah. L.A.s drug king,

Kali, the nin-jitsu death-bitch. Curve. Spider Monkey and an army of lowlife thugs...

Because life after death is hell.

CLEAR YOUR PATH TO JUDAH WITH

SHOTGUNS. UZIS. AND MOLOTOV COCKTAILS!

THE SWIFT KICK OF JUSTICE!

4«Claim



Duke Nukem 3D
Enter the following codes during the game, not while the game
is paused;

Show your position on the map; dncoords

Shows all the map; dnshowmap

Gives all items; dninventory

Gives all keys; dnkeys

Gives all weapons and ammo only; dnweapons

Opens all doors on the present level; dnuniock
No Clipping mode; dnciip

Kill all monsters on present level -v1.1 & 1.3 only; dnmonsters
Infinite jet-pack fuel (must have jet pack to work): dnmajor

Receive all weapons, full ammunition, and items: dnstuff
God mode: dnkroz

Receive all key cards: dnitenis

Game/level warp (## = game# and level#): dnscotty##
Receive Steroids: dnhyper

Game frame rate (25+ is great): dnrate

View from behind Duke: dnview

Change skill level to #: dnskiii#

Shows lots of debugging info; dndebugg

Throw money when space bar is depressed: dncashman

Displays “Buy Major Stryker” message: dnaiien

Displays “Pirates Suck” message; dnbeta
Displays “Register Cosmo" message: dncosmo

Quake

Start a game and pause it. Then enter Options. In Options, go to

Console Mode, and type in any of the following at the cursor:

God mode toggled on or off: god

Flying time: fly

All weapons and ammunition; impulse 9

Get a Rune: impulse ii

Quadruple damage: IMPULSE 255

Walk/run through walls: noclip

Monsters won’t attack you unless provoked: notarget

Level warp (E=episode; M=map): map e#m#

Gives you # shells; GIVE s #

Gives you# nails; GIVE n #

Gives you # rockets: GIVE r #

Gives you# cells: GIVE c #

Ups your health#: 1-999 give h #

Gives you weapon # (8 is the lightning gun, and so on): give #

Onscreen crosshair: crosshair i

Removes shadows: r_fullbright i

Warcranu

To enable these cheats, press Enter anytime during the game
and type in any of the following;

Adds gold and lumber to your resources. Glittering
Prizes

All buildings, units, and upgrades are built at an accelerated rate:

Make it so

Instant victory: unite the clans
Dramatically increase lumber-hatvesting speed: hatchet,
axe, or saw

Instant defeat: you pitiful worm
Removes victory sequence and lets you continue playing:

never a winner

All your units are invulnerable, except to a direct catapult hit, and

will Inflict 255 points of damage on each enemy they hit: it is
a good day to die

Displays the entire map area: showpath

Displays “Go Bruins" on the screen: ucia
Disable magical traps: nogiues

Adds 5000 oil to your resources: vaidez

Upgrades your magic users with all spells: every little
thing she does

Jump to finale movie: there can be only one
Upgrades all technologies immediately: deck me out
Makes Warcraft II demo fight scenes between games pop up

faster: Fastdemo

Displays FIEF on the screen: day

Gives oil: spycob

Makes a laser show in the background: Netprof
Allows you to surrender during multiplayer games: Aiiowsync
Enable or disable cheat codes during multiplayer games: Title



Star Gtadtator

Play as Bilstein, Kappah, and

Blood, and Bet die Dai* Mode

I Play as Bilstein: Start a game in

I
Arcade mode. Then, at the character-

I
select screen, press and hold Select,

put the cursor on Gore, and press

X, O, X, O, , , , A, A, A,

and simultaneously press x and O. Bilstein appears. Move

the cursor to the right of Gore, and you can play as Bilstein.

Play as Kappah; You must first enter the code to play as Bil-

stein. Start a game in Arcade mode. Then, at the character-

select screen, press and hold Select, put the cursor on Hayato,

and press O, , A, , x, , A, , O, , and simultane-

I
ously press x and A. Kappah appears. Move the cursor to the

left of Hayato, and you can play as Kappah.

Play as Blood: You must first enter the codes to play as Bilstein

and Kappa. Start a game in Arcade mode. Then, at the character-

select screen, press and hold Select. Put the cursor on Bilstein

I and press x, , x, , x, . Then move the cursor on Kap-

I
pah and press O, A, O, A, O, A, and simultaneously press

LI and R1 . Now you can play as the boss character Blood.

Dark Mode: At the Vs screen, press and hold L2, R2, and Down

until the fight starts.

Do You Have a Secret Weapon?
If SO, send it to SWAT and, if we publish it, we'll send you a

I

free GameProJ-shW. Send your best tips and secrets to:

Gameffro Magazine

Secret Weapons

P.0. 00x5828

San Mateo, CA 94402

At the title screen with the words “Press Start Button” flashing,

press any of the following quickly:

Note: You must enter the cheats in the following order.

Play as Wolf and Repli; Press A, B, Z, X, Y, C. The 1 P Game

option should turn yellow. The boss characters Wolf and Repli

have been added to the lineup of playable fighters.

Two-button overdrive moves: Press A, Z, C, X, B, Y. The IP

Game option should turn blue. Now you can execute overdrive

moves by simultaneously pressing Z and C.

Play as Sho and Vermilion: Press A, Y, C, X, B, Z. The 1 P Game
|

option should turn red. The hidden characters Sho and Vermil-

ion have now been added to the lineup of playable fighters.

LIRA Option 2: Press A, X, Y, Z, C, B. Then, at the next screen,

go to Options. Press and hold R, and press A. Now there are

several new options, including no ring-outs and other cheats.

E-mail us your tips and tricks through America Online

or at this Internet address;

SAMEMiO (isiifikriapy 1197



GAMEPRO DIRECT

Super Mario 64 Game Secrets:

Final Fantasy ill

Players Guide
By Peter Olafson

164 pages of never-before

seen hints, tips, and a com-
plete game run-ttirough.

$12.95 A SNES A Code: 0399

Breath of Fire li

By Ray Greer

Hits, tips, secret characters, a

hidden ending, and gorgeous

full-color official game art.

$14,95ASNESACode:P396X

Other Available RPG Guides;
Phantasy Star IV: Official

Player’s Guide

$12.95 A Genesis A Code: 0291

Brain Lord: Official

Player’s Guide

$9.95ASNESACode: 01 6X

Final DOOM: Unauthorized

Secrets

$19,99APCACode:P723X

Fighting Game Guides
The Complete Mortal

Kombat Strategy Set
By GamePro Editors

Includes the Official Player’s

guides for Mortal Kombat
and Mortal Kombat II.

S10.00 plus $5.25 Shipping and

Handling a SNES. Genesis. Game

Soy. Game Gear (Otter valid only

while supplies last.)

Code: MKIISet

The Complete Street

Fighter Strategy Set m a ..

By Matt Taylor, Graham ? ^
Wolfe, GamePro Editors

^ ^ ^
Includes complete Street

Fighter II. Super Street P
^

'

Fighter II, and Street Fighter ?
II Turbo strategy guides. IT' y
$18.95 plus S5.25 Shipping and Handling .A SNES. Genesis. Game

Soy, Game Gear, Arcade A (Offer valid only while supplies last.)

The Complete Primal Rage Strategy Set
By GamePro Editors

Includes full-color Primal tt*'
Rage strategy guides for

home and arcade systems! *-•

$10,00 plusS5.25

Shipping and Handling

SNES. Genesis. Game Boy. Game Gear,

PC CD-ROM, Arcade (Offer valid only

while supplies last.)

Code: RageSet

GamePro Presents

Fighter's Edge
A special issue of GamePro
packed with tips, strategies,

and secret move lists for 18

fighting games—including

Tekken 2. Street Fighter Alpha

2. and more.

S4.95 A PlayStafion. Saturn. Genesis.

SNES, Arcade A Code: Edge

Ovher Fighting Game
Guides Availabie;
Mortal Kombat Triology

$9.99 A PlayStation .y Code: P0732

Ultimate Mortai Kombat 3:

Official Arcade Secrets

S9.99 A Arcade A Code: P5865

Killer Instinct li: Unauthorized

Arcade Secrets

$12.99 A Arcade A Code: P5512

Tekken 2 Unauthorized Game Secrets

SI 2.99 A Arcade-Console A Code: P5849

Nintendo 64
Guides
Unauthorized Insider’s Guide to

Nintendo 6d

Role Play Game
Strategy GuidesCheats

Cheats! The Ultimate

Guide for Genesis

and SNES
By GamePro Editors

Hundreds of secret tips and

tricks for hundreds of Genesis

and SuperNES games.

$9.99 A SNES, Genesis A Code: 0798

Ultimate PlayStation

Cheats
By GamePro Editors

Hundreds of secret tips

and tricks for all the top

PlayStation games.

S9.99 A PlayStation A Code: 0852

Power Player’s Guide
By Corey Sandler

Tips and strategies for your

favorite Genesis and SNES
games.

S9.99 A Genesis - Code: 0194 A SNES -

Code: 0208

Lufia & the Fortress of

Doom
$9.95 A Genesis/SNES A Code: 0364

King’s Quest VII: Official

Player’s Guide

$18.95 A PC CD-ROM A Code: 0321

Doom II: The Official

Strategy Guide

$19.95 A PC A Code: P7113

Duke Nukem 3D:

Unauthorized

Game Secrets

$14.99 A PC A Code: P7833

Quake: Game Strategies

$19.99 A PC A Code; P5326

Ogre Battle

$14.95ASNESACode:0gre

Products Order Form Complete the order form (or a copy) • Add shipping and handling (see chart)

Add sales tax, residents of CA, IL, NJ and TX only (CA = 8.25%, IL = 6.25%, NJ 6%, IX » 8.25%)

To order, fill out prod-

uct order form (or a

copy) and mail to:

GAMEPRO
RO. Box “P”
San Mateo, CA
94402

Please allow 2-4 weeks

for delivery.

GP0297

Credit card no; Exoiration: Qty. Code Description Unit Price Total

Sionature;

Name-
ORDER! i MUST BE PREPA D

Address:

Citv; State; ZIP Code:
Shipping and Handling Charges

U.S. Canada Outside the U.S.

Subtotal

Sales Tax

$4.50 esch $7.00 SMlI $12.50 MCh
Check/Money Order 3VISA OMaSterCard AmExp $2.50 e>d> additional $2.S0 each addinonal $a.S0 each addlUonat Grand Total

(M dolMi eahrl



Funco Mail Order

We Accept;

Personal Checks and Money Orders
Are Also Accepted.

RUSH -
DELIVERY!

is available on all in stock items.

These are Partial Lists

More Tities Avaiiabie!

We also offer; Sega CD,

Nintendo 64, CDX, & 3DO
Want Something? Can't

Find It?

WE’VE GOT IT!

We Sell Previously Played

Video Games and

Accessories at Great Prices.

We also Sell New Product!

CALL FUNCO TODAY!
612 -946-8101

All Games Come With a 90 Day Warranty!

ONE YEAR Warranties are Available

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

612-946-8101
f Look for us on the World Wide Web!
1 http://www.funcoland.com

Win a $25 Funco Giift Certificate!

DOWN

1. King of Fighter

Siblings.

2. In Tekken 2 Heiachi's

goal is to his

*

1 1 1 1 1

—

1

.on.

— ACROSS

2. Crash Bandicoot is ajrr
1 1 1

- 3. The Kingdom of

must be

protected in Beyond the

Bevond,

4. Tomb Raider heroine I

Cmfi '

iplete the crossword puzzle, cut It out and
|

jmberto
,

76th Street, Mpis, MN S5344. All correct |

oslmarlted no later than February 28, 1997.
|

1

1
Contest Rules' No purchase necessary to ^ter. Corr

. then mail, along with your name address and phone m
1 February Mail OrderContest. Funco, Inc

,
10120 West

1
eninea will be enlered in a drawing. Enines must be p
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Scary Larry’s

V Can’t Miss

PlayStation^
1 . Twisted Metal 2

2. NFL GameDay ‘97

3. NBA Live '97

4. Destruction Derby 2

5. NBA In the Zone 2

6, Re-Loaded

7. Pandemonium

8, Blood Omen: Legacy

of Kain

9, NHL Open Ice

10, Area SI

1. Sonic 3D Blast

2. Virtua Cop 2

3. Daytona USA Champi-

onship Circuit Edition

4. NFL ’97

5. Madden NFL '97

6. Nights

7. Die HardTrilogy

8. FightingVipers

9. Ultimate Moral Kombat 3

10. VF Kids

1 . Sonic 3D Blast

2. Madden NFL '97

3. NBA Live '97

4. Vectorman 2

5. Ultimate Mortal Kombat 3

6. NHL '97

7. NBA Hangtime

8. Bass Masters Classic

Pro Edition

9. College Football USA '97

10. Road Rash 3

Super NES^
I. Donkey Kong Country 3

2- Ultimate Mortal Kombat 3

3. Madden NFL ‘97

4. Maui Mallard

5. Street Fighter Alpha 2

6. NBA Hangtime

7. NHL ’97

8. Marvel Super Heroes

9. Kirby Superstar

1 0. Sim City 2000

1. NFL GameDay '97

PluyScation

2. Blood Omen: Legacy of Kain I

PbiyScatiOM

3. FightingVipers

4. Vectorman 2

5. NBA Live '97

' iiySuCior.

6. Donkey Kong Counoy 3
Super NES

7. Desmiction Derby
PlaySution

8. Virtua Cop 2
Saturn

9. Die HardTrilogy

10. Street Fighter Alpha 2

Super NES



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

draw. You determine if 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 the start. Each of five more puzzles gets a little harder. But this time it's

all 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 Contest Win a blazing fast computer with 200 Mhz Pentium,

16 meg. RAM, 2.3 Gig. HD, 8X CD-ROM, 17" monitor, Windows 95, 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 Nintendo 84! Get all five or

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

$1,000 in games, cash, accessories and more!

Media Riy Contest The Ultimate Gaming Environment 40 inch monitor,

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

Win OSS Satellite Receiver as a BONUS OPTION! This rig will blow you away!

!

We’re talkin' GAMING HEAVEN!
Directions. Fill in the Mystery Word Grid with words uoinq across that spell

out the Mystery Word down the side. Hint: use the Mystery Vvord Clue.

In the future. There will be four 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

each puzzle. We don't know how many will play but typically 55% will have the

hipest score possible score to Phase 1, 43% to Ptiase II, %% to Phase III, and 32*lo

to Phase IV. The tie-breaker determines the winner. If players are still tied they will

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

Mystery JL
M
y

T
E

Word N_ c_ w ?

Grid A W

J. j

— o
R
D

WORD LIST and LETTER CODE chart

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

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

CRUSH I SCORE H SLANT L CHASE P
MySTERYWQRDCt.Ufc

WORLD RULERS HAVE IT AHD IN THIS CON1EST YQy HAVE IT

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

($3.00) Computer Contest

($3.00) Video Game Contest

($3.00) Media Rig Contest c
($5.00) SPECIAL! Enter them all (SAVE $4.00) >

City _»E_
SEND CASH, M.O., OR CHECK TO:

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

VOID WHERE PROHIBITED • EffTRYDEADLINE; POSTMARKED BY FEB. 15TH, 1997 • ENTRY FEE MUST BE INCL
Only me entry per petson. You (nus be undet 30 years oU to wn. Employees of Pendemonum. Inc and Its suppli

Judgesdecisi(K«aref™i HiubgeseteuterrormesponsoYstileiitytslImeefltoem^ Notre«)

lor lost or delaystj msa. Open to residents ol the U.S. end Censde. You can roQuest Wirmen Usi end Ofhciei Rules by

Psndantomum, Inc. 72WWesbinfllMAvB.S, Eden PfBkte.MN5S-
' "



Friends
don't let
friends

unprotected.



It’s risky out there.

Too often p^eople
lose their lives
or damage their
health for no reason.

Smart gamers make sure
they use the GameShark

.

Responsibly select from
pre-programmed or easily

updated codes for
infinite health,

endless ammo, extra speed
and more* it’s your choice.

With space for thousands
of codes, GameSharks

provide extra endurance
that keeps you going.

Rule the hottest games
and revive old ones.

Play hard-
you’re covered.

Nihtecdo 64 GameShark

COMING SOON

www.gameshark.com

Interaci Accessories. Inc.

A Recoton' COMPANY GameShark HOTLINE
FOR THE LATEST CODES;

1-900-773-SHARK
Call costs $1.29 per minute.

Must be at least 18 years ot age

or have parent's permission to call.

inutAcI Accessories. Inc. Is a proud supporter of both the

American Foundation lor AIDS Research (AmFAR) and M.A.D.D.



What

you

get

to

do:

Shoot

with

gun,

shoot

with

D-pad,

shoot

with

D-pad

and

partner,

shoot

with

gun

and

partner,

shoot

with

D-pad

and

gun,

shoot

with

gun

in

each

hand.

What

you

don't

get

to

do;

Recite

poetry,

pick

daisies,

hug

lovable

stuffed

animals,

for

a

free

windows

95

demo

or

to

order

scud

direct,

call

i.sss.segasoft

www.segasoft.com



Jet Set Radio

Our goal is to preserve classic videogame magazines

from years gone by before they are lost forever.

Thanks goes out to everyone who makes this possible.

Starting with the original writers and editors,

to all the people involved in acquiring and

digitizing these magazines.

People interested in helping us out,

in whichever way possible.

Either by donating magazines, scanning,

editing or helping in the distribution,

visit us at www.retromags.com

We are only interested in preserving magazines

which are at least 5 years out of print.

We have no desire, nor intent to profit

from these scans in any way.

So please,

if you come across people trying

to sell these releases.

PO NOT SUPPORT THEM!

THANK YOU

RET^oynACS


