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It s a deadly^^mH
uitemational mission where your '

pBbly chance of survival will be your precision

gun control, your razor-sharp aim and your

impeccable sense of style. Good thing i
you’re James Bond. In the new GoldenEye M

L for N64, you’ve got a 360-degree range, S
I 18 weapons and a license to kill. JM

Hope your tux is pressed.
AOL@l<eyworcl:NOA

www.nintendo.com





Not to be impolite, but your opinion means squat.

See, this is Rally Cross7 you're driving off-road now.

Racing up to 5 competitors on our quad split screen.

In one of20 vehicles equipped with 4-wheel indepen-

dent suspension. On up to 6 torturous backward-

andforward-running tracks. Where jungle mud

doesn't just look like jungle mud, it acts like it.

Where Arctic ice is slicker than a non-stick frying

pan. And where half-pipe embankments are steep

enough to roll you on your back like some pathetic,

helpless dung beetle. So you can forget about turn

signals, seat belts andproper lane changes. Because

when the guy in front ofyou spins 180 degrees,

looking to do a tap dance on your radiator, common

courtesy takes a back seat to a

little something called survival.

logos are trademarks of Sony Computer Entertainment Inc. U R NOT E' is a registered trademark of Sony Interactive Entertainment Inc. Rally Cross is a trademark

of Sony interactive Entertainment Inc. Developed by Sony Interactive Studios America. © 1997 Sony Interactive Entertainment Inc. www.sony.com
<1





You're in the cockpit against Earth’s deadliest menace in this high-tech flight-based

game with blazing arcade thrills. Battle alien attack fighters as you obliterate the

City Destroyers deployed overhead by the massive Alien Mothership. As your

mission progresses from city to city, you fly faster and more heavily-armed planes,

from the F-18 Hornet to the captured alien fighter from Area 51, building to a

death-defying climax in a whiplash-paced assault inside the Mothership!
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STREn^H

"One of the most innova-

tive games ever created."

- GAMEFAN

"MDK promises 3-D

technoiogy so cool and
action so.. .realistic that

it will send everything

else running for cover."

- PC GAMER

"There are too many in-

novations.. .to list here."

- COMPUTER PLAYER

PC CD-ROM
Created by Shiny Entertainment. Inc. 01996 Shiny Entertalntr>ent, Inc. MDKisatradematIt of Shirty Entertainment. Inc. All ri^ts

reserved. Artvvoilt and design 01996 Playntates Interactive Entertainment Inc. PIE'" is a registered trademark of Playmates Interactive

Entertainment Inc. All rights reserved. PlayStation and the PlayStation logos are trademarks of Sony Computer Entertainment Inc.



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

10 1

t t I M I I' I K It I H I

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.

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

Costa Mesa, CA 92626

(714) 428-2100
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^RieAwards -

You're itie GamePros, so

help us select the best

games of 1996.
37 Tfie 64DD Gets Real

A Cutting Edge Report on the much-

anticipated N64 disk drive

41 Ninteiide^4i 4n Expert's View^
An exclusive interview with Nintendo 64 iS
games guru Shigeru Miyamoto

Legend of Zelde

64! Page 37.HIIJTENDO 64

36 I997t The Yeor of the '64?

Looking for more N64 games? Here

they come!

A)*:

What does mastergames designer Shi

Miyamoto realty think about the H64?

Star fox 64! Page

The N64 is Doomed...

at last! Here's a first look at

a monster Nintendo 64 game.

Special moves and POW moves for all 24 fighters!

Here's how you can find

all the Challenge Points.

Secret codes and tricks for

Mortal Kombat Trilogy (N64),

Killer Instinct Gold, Pandemonium,

and more!

Cool codes for Game Sharks

and Game Genies
Kilim Instinct Gold cheats!

Cover. Courtesy of Midway Home Entertaioment



- w\™psygnosis.com

I Iredometks ol Psygnosia Lia. O 1996 Psygnosis LM.

Coming soon for PC CD ROM
Playaialion snct Ine Playstalion logo aie trademarks of Sony Compu

SQ4l:^SdK^/l5ntlU:L-e

Sentient: the adventure of a lifetime - everytinie. In Sentient, you’re a space

station engineer with some major problems on your hands. Solving them
requires interacting with over 60 characters in over 200 unique

locations. And with sophisticated artificial intelligence, Sentient’s never

the same game twice, which means you better say all your goodbyes before

you turn it on. Sentient. It’s a sci-fi adventure of infinite proportions. PSYGNOSIS
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Borb Wire 47

Batman Forever 75

Batlleslalions 52

Block Dawn 82

Bhst Corps 39

Blood 58

Brahma force;

The Assault on Belllogger 9 51

Carnage Heart 74

Chremides of the Sword 97

Codenome; Tenko 72

College Football USA '97 93

Command & Concjuer (PlayStation}. . . 76

Command & Conquer (Saturn) 84

Cool Boarders 92

Crew Gty of Angels 51

Cnjis'n World 62

Cnjsoder: No Remorse 76

Cryfrf Idler 46

Dork Savior 96

Diobb 56

Doom 64 44

Ecstotico 2 61

Goldeneye 007 39

Grond Slom 93

Hexen (HoyStotion) 74

Hexen (Saturn) 84

The Incredible Hulk 51

Independence Day: The Game 51

Kirb/sAirRide 40

Mario Kart 64 38

A^ui Malbrd in Cold Shodow 86

Mission: Impossibb 40

Namco Museum Volume 3 78

Nanolek Warrior 75

NBA Hang Time 91

NBAJom Extreme 91

NCAA Basketball: Rno! Four '97
. . . 94

Need for Speed II 48

NHL '98 90

NHL Open Ice 91

Nightmare Creatures 50

PGA Tour '97 93

Propogonda 47

Psychic Force 77

P.T.O, II (Pocific

TheolercrfOperationsll) 97

Rally Cross 94

Rebel Assoult II: The Hidden Empire. . . 77

Rebellion 61

Rebel Moon Rising 52

Samurai Shodown IV:

Amakusa's Revenge 64

Sentient 47

Shodow Warrior 58

Soul Bbde 66

Soviet Strike 52

Spoce Jam 75

Spider 68

Star Fox 64 40

Super Puzzle Fighter II Turbo 75

Swogman 47

Thunder Truck Rally 48

Tigershark 70

Turok; Dinosaur Hunter 40

Ultra Combot 64 40

VRGolf'97 92 ^

VR Soccer '97 92

WarGods 46
^

Williams Arcode's Geatest Hits;

The Atari Collection 1 78

Wing Commander IV 50

Yoshi's Isbnd 64 40

Mployer, the people's online

gaming service

Nintendo's Jolting Pock, Alps

Interactive's Gamepad (May-

Station), Act Labs' Psycho-

pod Jr., and Gunz

Special report on the 64DD,

the N64's disk drive

An exclusive intoview with

Nintendo's gome guru,

Shigeru Miyamoto

Doom 64, War Gods, Need

for Speed II, Nightmore

Creatures, and more!

Diablo, Blood, Shadow

Warrior, and more!

Cruis'n World, Samurai

Shodown IV, and Street

Fighter III!
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Introducing The All-New MechWarrior®2
Arcade Combat Edition.

Rebuilt from the ground up.

MechWarrior 2 has been fully customized for

console systems. Built with 48 lethal missions —

sixteen exclusive console scenarios, plus six

training missions. Simplified controls, intense

power-ups and turbo-charged AI for ultra-fast,

shooter-style gameplay. Loads of 'Mechs per

mission and enough firepower to obliterate

anyone who refers to this game as just a PC port.

MECHWARRIOR 2

Arrives March 28th

AriMSMiaicpHadiniiaiirt BankSkcbadMdaRi^imJinlcDariiiofFAMCORPOIUTK)N.e im.l997FASA WSPOMTKTN.Pt^



SEGA SATURN



BUY TWO OF THE
TWELVE GAMES ON
TH'E LEFJ^jE^j
/i/WD .^ET^gjp^OF Th

GAK^S A BOV
wMm E*. ^
^E'4 ^tore or
G/^L SEGA AT
1 -'feo-SEE-SATURN
F^ MAIL-IN COUPON
OFFER VALID UNTIL
APRIL 15, a.9 97.
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HEAD 2 Head
Letter from the GamePros

W hat do presidential politics have to do with video game

ads? Negativity doesn't work in either. Last November,

the Republican presidential candidate and numerous Congres

sional candidates from both parties tried to resuscitate their los

ing campaigns with mudslinging attacks at their opponents. It

didn’t work. In several post-election polls, the voting public said

negative ads that attacked candidates instead of addressing real

issues were a real turnoff.

The same is true in the video game arena as well. Every so

often Sega, Sony, or Nintendo will launch a new campaign that

mocks the other companies and their systems. Does the image

of a PlayStation being dropped out a window ring a belt? How

about the words

WHEN good
boy! ? These were

COMMERCIALS GO BAD among the sights

and sounds of the

negative pre-holiday commercials that readers complained about

in their letters to us. Virtually every reader who wrote about

these commercials, including Jeffrey Laporte in the letter shown

P System Wars

Ipr ¥'ve had it with all the slan-

fc; Mderous video game com-

p merclals on TV. Sega and Sony

constantly insult Nintendo (and

each other). My haft off to

Nintendo, which never seems

to slam its competitors and

Just lets its system and games

do the talking.

Jeffrey Laporte

Internet

:
Bro' Buzz replies:

r You're addressing an issue that

Z bothers many of our readers,

Jeffrey. Read our adjacent

t. "letter from the GamePros"

) for a complete response.

at right, was offended by them. Why, the letters all asked, can’t

companies Just point out the advantages of their own systems

without insulting people who’ve bought other systems?

That’s a good question. We can't answer it, but we can let all

the companies know that you’re wondering about it. We do know

that the primary goal for these companies is to get you to buy

their systems, The secondary goal is to at least get you to notice

them, and by getting us all to talk about their commercials, they’ve

already succeeded.

By the way, Jeffrey’s claim that Nintendo has risen above

such negative advertising is only partly true. Maybe Nintendo

didn’t roll around in the mud this past Christmas, but it has in

the past. Remember the vicious SNES vs. Genesis wars of 1994?

Check GamePro back issues such as May and October '94 for

Nintendo’s controversial ads that ripped the Genesis and its

games. Often, it seems, when the competition gets tough, the

tough get mean.

The GamePros

comments.gamepro@gamepro.com

San Mateo, CA

What’s happening with the Vir-

tual Boy? Right after I bought

one I saw that it dropped in

price by $50! And there are

only about six games for it. Has

this system flopped big-time?

Paul Slater

Sebastopol, CA

Bonehead replies:

A sales disappointment from

the moment it was released

in August 1995, the Virtual

Boy never did take off like

Nintendo hoped. You’re right

about the small number of

games—actually, we counted

14 (see "ProNews,” February).

Nintendo has no plans to make

any more.

Games ’n’ Gear

I
S T«HQ planning on mak-

ing Time Killers for the Play-

Station? It’s sad seeing this

awesome arcade game totally

bomb on the Genesis.

John Salo

Kingsford, Ml

Coach Kyle replies:

A T»HQ spokesperson told us

all future Time Killers games

have been killed. If you read

the review, you'll know why

(see ProReview, July '96). Time

Killers for the Genesis was one

of the most vilified games of

the year

With a 2.5 rahng far Fun Factor,

Time Kill&s was a time waster

for hghting fans.

I’ve been playing Super Mario

64 on the Nintendo 64. The

graphics are outstanding com-

pared with anything I’ve ever

seen before, but I notice the

same old classical Mario-style

music hasn’t improved much.

I think game companies are

focusing too much on the ad-

vanced graphics and are get-

ting lazy with the music. After

all, nobody would ever go see

a Bruce Willis movie with happy

polka music playing as he blew

someone away.

"je
Internet

Air Hendrix replies:

Nice imagery, JC. You're right,

music often gets shunted to

the background in favor of

bolder graphics. However, we

didn't think that was the case

with Super Mario 64: The lush

orchestrated music was per-

fectly appropriate for the game-

play, which was why we gave

the sound a 5.0 (see ProReview,

October ’96).



I’m a huge fan of Myst. Are Robyn and

Rand Miller, Myst’s creators, working on

Myst 27

Kirk White

Suttons Bay, Ml

The Feature Creature replies:

For over two years, the Miller brothers

have been secretly working on Riven, a

PC game that picks up Wysf's story line.

One of the most ambitious games in his-

tory (the production budget is five times

what it was for Myst), Riven is due out

from Broderbund this summer.

Reader Report
Elsewhere in this issue (ond on GomePro

Online on AOL at keyword: GAMEPRO and

on the Web at http://www.gamepro.com} is

our ballot for the Readers' Choice Awords,

which gives you the chance to vote on the

best and worst video gomes of 1996. But

first, your Reader Reporter wonts to know

what ore your best and worst games of all

time. Think of all the games you've ployed,

then write down one nominee eoch as your

best and worst games ever. Be sure to name

the systems they're for. We'll give you the

results in on upcoming Reader Report.

Pick of the Month -

Hanna Chan

Toronto, Ontario, Canada
David Buchanan

Hermitage, 7N

Stan Tanaka

Chicago, IL

Brian Gallimore, Austin, TX

e-mailmessages, and we can-

not sendpersoncd replies to

your letters or e-m^

Whaddayg Think?

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

like to see in it. Send your suggestions to:

GomePro Magazine
DearltStor

RO. Box 5828

San Mateo, CA 94402

E-mail us your comments through America Online

or at this Internet address:

... comments.gamepro@gamepro.com

UMEPRD Marih 1987
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LiSn March comes in like a lion and goes out

like. . .a slightly warmer lion. Anyway, spring is in the

air, so it^ time for me to resolve a little of the March Madness

that has plagued some unlucky consumers.

Q I read on the Internet that it's dangerous to leave

" your PlayStation plugged in. is this true? What hap-

* pens if I leave it plugged in overnight by accident?

Anonymous, Lenexa, KS

A A Sony Customer Service rep says:
* ‘The PlayStation draws a minimal amount of

power anytime it’s plugged in, even when the

system is turned off. Prolonged

heating isn’t dangerous, but it

will affect the longevity of the

PlayStation’s components, so we

recommend that you unplug the

PlayStation each night. While

you’re playing you should turn it

off every few hours to give it a

rest. If you leave the PlayStation

on for extended periods, make sure it’s not sitting on any heat-

generating source such as a TV or VCR. We don't recommend

keeping your system cool by pointing an electric fan at it, be-

cause the fan can blow dust and debris inside it."

Q I purchased Mortal

* Kombat 3 for the

* SNES, and the

game locks up every time I re-

set it. I have to turn the game

off and on several times when

this happens. Has this been

known to happen with other

copies as well?
MK3 without the fneie, please.

“Waga64” via Internet

A Williams Customer Service rep says:

* 'The game shouldn't freeze up like that. We haven’t

had any complaints about problems resetting MK3,

so it sounds like you have a defective cartridge, which sometimes

happens. We suggest you take it and your receipt back to the store

where you bought it and hope that it’s not too late to get a new

game {that game’s warranty expires after three months).’’

E-mail us your product complaints through America Online

or at this Internet address:

buyeps_beware.gameppo@gamepro.com

Q I recently bought Power Move Pro Wrestling for

* the PlayStation. The sound skips and sometimes

* locks up as soon as I turn on my system. I had

to exchange the game four times before I got one that worked.

What’s wrong?

Tommy Soitijas via Internet

A An Activision

B Customer Sup-

I port rep says:

"We haven't had any reports of

sound problems with that

game. If you’re loading the

game while there’s a memory

card inserted in the system, it’s possible that an incorrectly

saved game on your memory card may be corrupting Power

Move. We’ve heard of that happening.

‘The other possibility is that the motor in your PlayStation is

locking up. Try running the game briefly with the PlayStation on

its side to take the weight off the motor (we don’t advise doing

this for a long time). We had another game that wasn’t loading

at all, but it worked fine on a sideways PlayStation, so we knew

the motor wasn't able to support a CD and spin correctly at the

same time. We kept the game and exchanged our PlayStation."

Q I bought Popu-

" lous forthe Cene-

* sis, and when I

turned it on all I got was a

blank screen. I returned it to

the store where I bought it and

got my money back. A month

later I bought the game again,

and I still got a blank screen, so again I got a refund. Is there

someone I can call for a working copy of this game?

Robert Tudisco

Popular Populous

A An Electronic Arts Customer Service

B rep replies:

“If you have a 32X attachment on top of your

Genesis, disconnect it and plug the game into the normal Gene-

sis cartridge slot. If you’re still having problems finding a good

copy of this game, try ordering it from Electronic Arts' Direct

Sales Department at 800/245-4525.”

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

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

V write to;

GamePro 's Buyers Beware
RO. Box 5828

San Mateo, CA 94402

tIMEPII Mapch 1917



why go

See, in VMX Racing, both you and your

bike have fully articulated bods, which

means infinite opportunities to sling soil.

And VMX has lapped those other Moto-
;

cross games with the haulingest endures

and stadiums in the country. We've road

tested and totally 3-D repro'd 6 tracks

including San Jose National (watch that

radioactive waste), an

yourself as a Mexican

^Tijuana gRfhk of \
j^^ing button

-611 Anton'fflvd.

Costa-Mesa, CA 92626

full throttle). And for the ultimate visceral

experience: 4 different points-of bbm
So when you kick outthe ass-end of

your 250 and pop it throtighJhp hole-

Sm

PlayStation

VMX racing developed by Studio E. c 1996 Studio £. All fights reserved. Studio E and the Studio E logo are trademarks of Studio E PlayStation and the PlayStation logos are trademarks of Sony

Computer Entertainment Inc. PIE is a trademark of Playmates Interactive Entertainment.
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Congress Attacks Video Game Violence Again
Just when you thouglit it was safe to play a video game, two Congress-

men have decided that the video game ratings system isn't working. In

December. Senators Joe Liebeiman (D-Connecticut) and Herb Kohl

(D-Wisconsin) released findings of a new study by the National Insti-

tute on Media and the Family. The study began by praising the Enter-

tainment Software Ratings Board (ESRB) ratings that now go on video

games (thousands

of video games

now sport ESRB

ratings such as

Kids to Adults.

Teen, and Ma-

ture). However,

the study then

roundly criticized

video game re-

tailers for their

lax enforcement

of those ratings. Random interviews conducted around the country in-

dicate that many retail clerks don’t know how the ratings work, nor do

they restrict under-age kids from buying or renting games with Teen.

Mature, or Adults Only ratings. Currently about 25 percent of all video

games carry a Teen, Mature, or Adult Only rating.

The two senators didn't stop with home games. Companies that

make arcade games were severely cha.stised for not rating their games at

all. The study pointed out that ratings are especially important because

violent fighting or shooting games are the biggest arcade hits, and few

arcades have any policy in place that would restrict children from play-

ing any game.

The American Amusement Machine Association (AAMA) admit-

ted that most arcade games have no warning about their explicit content,

but it also said that the majority of its games don't need any such warn-

ings and are suitable for players of any age. GamePro will keep an eye

on this issue to see what develops next.

Two senators are claiming Utat ttiese ESRB ratings are being used

ineffectively by retail clerks.

Supreme Court to Rule on Internet Censorship

Paralleling the renewed interest in video game violence is the renewed

interest in Internet censorship. Last summer. Philadelphia’s Federal Dis-

trict Court struck down the Communications Decency Act (CDA) as

being unconstitutional. Had the CDA gone into effect, the government

would have been empowered to dictate what can and cannot be posted

on the Internet (see “ProNews." September ’96).

However, just before Qiristmas the U.S. Supreme Court decided

it would review the case and rule on whether the government can cen-

sor Internet materials it deems inappropriate for children. The case will

be argued before the nation’s highest court in March, and a decision is

expected by July.

Legal eagles are calling this one of the most important First

Amendment cases for the next century because it will determine free-

dom of speech on the Internet once and for all. President Clinton has

already come down on the side of the CDA as a legitimate way for the

government to protect children from the pornography that is widely dis-

seminated on the Internet,

Companies Trying to Nail Video Game Pirates

The video game indusny’s ongoing war against piracy escalated to an-

other level in December when three major software companies—Sega,
Senators Ueberman (left) and Kohl are renewing

die dght against video game violence.

SAMtPBD arch 1897
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brings you brand new Mega features

and dossic Mega moves. The whole

cast has returned with devious new
enemies, smooth animation,
and endless customizing upgrades.
Plus, the best Japanese anime

battle in^os available on any platform today! In honor

of the Legend's 10th anniversary, we've also included a gift with

every pockoge. It's o full color collector's anthology
boc^det of Mega Man artwork previcnjsiy unreleased in the U.S.

Welcome back. Mega Man!



Sony, and Koti-r-teamed up to fight distributors and retailers of coun-

terfeit software in iFfopg Kong. The companies jointly filed court docu-

ments naming 43 software pir^ibmpanies and seeking compensa-

tion from them for trademark-afi^copynght violations.

According to lawyers'for ^ega, a syntjicate of software pirates is

responsible for about 90^i^{i bf all gaijKs sold iiy’Hon^ Kong. While

Hong Kong is known aS aa^ter for sofi^are piracy, the 'syndicate’s

co'rmecuons spread tlsgS^ut Asia and inte^pa:fe:of South America.

CounterTfeftganaiW usualjy sokl'Toij4 fraction of,the manufac-

turer’s suggestedlCiS^ price, but their quilTty45.lower than"^ legitimate

game's. They also aen'twvered undena warranty'^ usually have no

manual. Sales-of counterfeit games adver^, affect th^hole industry

by driving upjetail prices, since softW.are compSfties. rubst compensate

for their lost sales and must also cover thecost of investigating pirates

and fighting them in court.

Data East Goes South?
Yet another long-time maker of video games has waved good-bye to the

home market. Data East, the California-based company that made some

three dozen sports and action titles, evidently closed up .shop before last

Christmas. At least that was the recorded message left behind by market-

ing manager Jay Malpas: repeated calls

to Data Ea.st’s offices have yielded no

response ever since. Insiders suggest

that the company may eventually re-

emerge in Seattle as a maker of coin-

op games.

In its heyday Data East was known

for its wide variety of games for the ar-

cades and for nearly every home sys-

tem. including handhelds. The com-

pany’s history goes back to the NES

days of the Robocop games, Battle

Chess. A1 Unser Jr. Turbo Racing, and

Bo Jackson Baseball. Its top 16-bit ti-

tles included Minnesota Fats, Captain

America & the Avengers, the Joe &
Mac games. Dragon’s Lair, the RPG

Shadowrun, and the head-to-head fight-

ing game Fighter’s History. The com-

pany's final 1996 offerings were the in-

differently received Defcon 5 and Creature Shock for the 32-bit systems.

Data East's demise adds one more tombstone to the growing grave-

yard of defunct software companies. It’s been a rough year for the in-

dustry, as updated in "ProNews” .seemingly every month. Among the

companies that have vanished from the video game scene, laid off a

significant number of employees, or radically changed direction are

Absolute. Acclaim, American Laser Games, Crystal Dynamics. JVC.

Mindscape, and The 3DO Company. Q
—ivee

No more data for a vidiile

from the company whose

games spanned Joe & Mac
for the SNES...

. . .and Creabire Shod( for the

PlayStation.

ews from GamePr
America Online usm can now get daily game news updates. Use the keyword

' G4^EPROtoaccessGameProOnline,theflbead$traigtittQtheHotNew$

section to get ttw latest video game news. You can also read daily updates of

news in the GanePro OnQne Web site at htipiSwvrw.gamepro.com.

Neiiis Bits

Based on early pre-^nders, tmi for

die PlaySiadon should be one of the

year’s Inggest hits.

' Good news and bad news for upcoming Nintendo 64 games: The good

news is thttfilm director Steven Spielberg is considering developing an N64

game. At least that’s \^at Nintendo ofAmerica Chairman Howard Lincoln

announced at a business meeting in pecember. The bad news is that more

N64 games are being delayed. Robotech: Crystal Dreams, CameTek’s good-

looking space shooter based on the lSl80*s cartoon series, was originally

planned for a December ’96 release, but insiders say that a late spring '97 re-

lease seems more likely.

' What’s going to be the hottest new PlayStation game of early '97? Now

that Resident Evil 2 has been bumped to late summer^see

ruary), Find Fantasy VII may be this

spring’s most eagerly awaited game.

Before Christmas, Square ofJapan

said that it had enough pre-orders

for FFVII to suggest that over 3 mil-

lion copies of the Japanese version

of the game would be sold between

die January 31 release date and die

end of March. The game, which will

come as a three-disc set, is expected

to hit U.S. shores in late spring.

' Quake Ians should have some new seismic action rumbling across their

PCs soon. Activision has announced that it will publish two new Quake Mis-

sion Packs for the hit first-person shooting game. The two Mission Packs are

being developed by Hipnodc Interactive and Rogue Entertainment under the

watchful eye ofQuake creator id Software, which is serving as executive pro-

ducer. Due imminently, the Mission Packs will bring 30 new levels, new weap-

ons (such as lava nails), and new enemies (including a giant scorpion) to the

Quake experience.

I Sega continues to find new uses for the Saturn. Having already developed

the NetUnk as a way to get on the Internet through the Saturn, now comes

word from Japan that Sega and Nippon Telegraph and Telephone are work-

ing together on a Saturn videophone. The new device, an adapter with a mi-

crophone and a camera, will hook up with the Saturn, a TV, and a phone line

D that users can watch each other on TV while they’re talking on the phone.

It should come out in Japan this summer with a $265 price tag.

Hot on the heels ofiast month’s announcement from Nintendo, Sega has

also decided to bring new product to convenience stores in Japan. Whereas

Nintendo is planning to install new downloading machines that will put games

0 blank cartridges, Sega is going to develop new Saturn software that will

be sold exclusively in thej^anese equivalent ofAmerica’s 7-1 Is. The first CD,

which will be called Digital Dance Mb^ offers 3D animations as accompani-

ment CO hit songs byJapanese pop star Namie Amuro.

' Ifyou liked last year's Ghost in the Shell

video, you mightwantto check out Manga

Video’s latest offering. Street Fighter II V

was originally released in Japan as a weekly

TV series, but now three episodes have

been compiled into one 70-minute VHS

cape. SFII V Volume 1 should hit scores in

late February with two price tags: $20 for SF II V Volume 1 reunites Ote

a dubbed version, $25 for subtitles. familiar SFII brawters.
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Available for;

Compatible with all 3 major game platforms!

a Saturn. Sony Playstation and Super NES

Bun/
Available for: Sega Saturn and Sony Playstation

Electronics Boutique, Best Buy, Boeit Buys

http://www.actlab.com/gamegear email: hyper@actlab.com
1 -800-980-9937

Sony PlayStalion is the irademarK of Sony Computer Entertainment, Inc.,

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

Super Nintendo and Super NES are registered trademarirs ot Nintendo of America, Inc.

"This arcade joystick can seemingly do no wrong.'

Rating 9.5 - P.S.X. Magazine

"PsychoPad K.O.'s greatest strength lies in

its move programming abilities."

Rating 9.0 - EGM^
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« now online

9jnnnf siivfapfor
ail ages. By The Net Nut

Good news for online PC gamers: There's been a sudden rise

in the number of online gaming services. TEN, Engage, and

E-On are among the new services that offer multiplayer Inter-

net gaming (for an overview of the top online gaming ser-

vices, see "NetPro,” January). Of all the new services, Mplayer

(http://mvw.mp/ayer.comJ may be the one that best serves both

the novice and the hardcore gamer. There’s so much to do, it

could be called "Allplayer." Here’s a rundown of what Mplayer

has to offer.

IteteomaTMpteil
(htpJlwww.mplsyer.com).

Mtnmm Mmmm Good!
From its headquarters in California’s Silicon Valley, Mpath Interactive

launched Mplayer on the World Wide Web last summer so PC gamers

across the country could square off in a variety of games. Mpath does

not create games for its Mplayer service; rather, it's an intermediary

that gives gamers arenas to play in, info to share, and new ways to

communicate. Players either download games to play, or, as in the

cases of Deadlock and Command & Conquer, they must have their

own PC versions of the games. Log

on to Mplayer, download software

called game enablers, and, for a fee,

you can play other gamers.

Mplayer tries to stand apart

from the crowd of online gaming

services. For one thing, it’s friend-

licrthan some other services. TEN ornalmehcne^mwmiam^
IS Command & Conquer: Red Alert.

(http://www.ten.net} has an edgy look combat strategy game matches

and an attitude to match, which is you against Stalin’s Soviet empire.

fine for hardcore gamers who are over 18. Conversely, Mplayer wel-

comes gamers of all ages, which is why the chat rooms are monitored

to limit profanity {unlike TEN's chat rooms). Appealing to adults and

kids, Mplayer's Web site features a radio-like gadget with buttons to

push. Think The Jetsons. Think a Web site for the masses.

Mqames and Mmore
Mplayer’s game lineup has something for all tastes, from fast-n-furious

shooters like Quake to family board games like Battleship. Add in strat-

egy games like Star General and driving games like Big Red Racing, and

you have a site for the

whole family.

Besides games,

Mplayer has a huge

gaming community to

explore. In addition to

special events like all-

night game-athons and

contests. Mplayer offers

bulletin boards, game

previews, and links to

game-related sites. Then

there is the "Mercenary of the Month," a member-nominated gamer

who’s a cut above the rest. Two Mplayer exclusives add to the fun:

Scribbietalk, a shared drawing board that enables gamers to diagram

strategies for each other; and voice chat, which enables players to aau-

ally talk to each other (providing they have microphones). The Mplayer

community communicates.

Joining the Ranks
Becoming an Mplayer yourself is easy. Hit the Join button at the Web

site’s home page, download the Mplayer software (a process that takes

under an hour), create an account

using a credit card number, and

then fill in your computer info.

Mplayer offers four pricing plans,

ranging from hourly fees of SI. 95

to discounted annual fees of almost

$300 for unlimited gameplay (see

sidebar "Let's Make a Deal").

Once you’re signed up, you se-

lect a portrait for yourself. The hun-

MechWarrior2 puts you inside a ram-

paging batOe-mech for some mech-

to-mech combat.

Each game has a lobby where gamers can bang

out and chat before play begins.
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dreds of images include great piaures of monsters, fantasy characters,

soldiers, animals, and even food products.

As a member, you can then access the Green Room, the main

pregame area where news, member lists, and Web links are posted.

Also look for access to the Red Room for bulletin boards and. more

importantly, the game-select screen.

Lose Your Latency
The game-select screen enables gamers to jump into game rooms

where other players are ready and waiting. However, if your modem

speed isn't fast enough, you'll get Into only those rooms appropriate

for your connection's latency.

Latency is the hot topic among online gaming services. Latency is

the time it takes for your computer to send and receive Internet infor-

mation. Low latency is vital to shooting games like Quake, where any

delay between the time you shoot and the moment of impact impedes

the fun. Slower, turn-based games like Scrabble tolerate high-latency

connections. Mplayer has already taken steps to eliminate many latency

problems: With 204 servers across the country for instant access and

; establish a room, only players with

I latencies similar to yours will be

/ -ry
' admitted.

J---V M-azinq Mplayer
^ i TTvT . Friendly, fun. and family-oriented.

Quake is the popular shooter that in- ^piaygr is at the forefront of the
spired Mplayer to create the Seismic

Hanoi, olQmkeiwi^. revolution.

Mplayct’s futute is Just

• as bright as its present:

^ miSSioNi Having merged with Cat-

I apult (makers of the X-

.
I

Band modem) last year,

QUAK£
I

all kinds of new gaming

..... CLANS
i

possibilities are being dis-

- cussed, as are shooting

The Green Room posts events and Mplayer news, garnes that will accom-

modate 32 players simultaneously (16 is the limit right now). For

gamers, that "M” in Mplayerjust might stand for mah-velous.

E-mail us your comments through America Online

or at this Internet address:

comnMDt^aimDrQ^tianWDro.com

with ultra-quick proprietary software, they’re among the fastest of all

the online gaming services.

If Mplayer tells you

your latency isn't suf-

ficient for the game

room you want to en-

ter, you can always cre-

ate your own room.

As room creator, you

define who can play

("for experts only," per-

haps), and you deter-

mine variables such as

the difficulty level and

team colors. Once you

Mplayer requires you to have a PC
that's up to these standards:

Windows 95

Pentium processor

8 MB ofRAM (16 MB recommended)

16-bii sound card supported by

Windows 95

Minimum 14.4 kbps modem (ora

direct Internet connection)

Internet service provider account

(AOL, CompuServe, and Prodigy

are not yet eligible)

pricing plans

Welcome: $9.9S/month plus

$1.95/hour after the first five

free hours

Moderate: $19.95/monrh in addi-

non to $1.2S/hourafterthe first

15 free hours

Value: S29.9S/mondi for unlimited

Super Value; $299.95 for 12 months

of unlimited use

Scribbletalk enables people in the game to draw

pictures, maps, or write messages to each other.

cription of yours:

B.m'ffeyouy'

check the prof





By The Lab Rat

It’s been a while since I’ve squeaked your way,

faithful CamePro readers. The reason: I’ve

been hard at work weeding out the bad peripherals

from the good ones. Some stank like Limburger, but

others, like the ones featured here, were as tasty as

Cheddar. We put the best to the test for you!

Sony Goes Psycho

A new programmable pad

has hit the market for the

PlayStation, and It's |ust a lit-

tle psychotic. The Psycho-

pod Jr. by Act labs IS

a 10-move programmable

.totearoffcJ^^'SiSS^
I The pad's ergonomic bulto P

, jirerf,opal pad

\
dard, with the exception of ° p,o-

I
(used as a macro switch t

This one's cute,

Atomic Dcwg vrent

^ by Ninten-

back a report of an
response to gameplay. Its

do that shakes and vibra
„^rently it makes you

called the Jolting Pac
bullePthrashing

feel every face-smacking,
i, ,|jdes into the slot under-

1 .ffect in the gome you'reP'W
3,^ the N64 controller (whe^th

mer^^ry^

The Dawg gives it the seol or opp

.ffect in the game you' re
memory cartridge

^th the N64 controller (whe^th
mer^^ry^

goes). The Dawg
gives it the seol ot opp

,

Get It On! Bang! A Gun
down

I

So you're blastin' away akens m Arra
^

a few bad guys m i ua

^ glast

IStr^ond^^ion using

I The first plastic pistol, nam^
iGunZrisonlythesecondli-

1 censed gun
peripheral fw the

I PlayStation. Its coolest tea

Itur^isthatitautomatoly

1
reloads ammo (after 5, 10,

1 or 15 shots are tired), which

I saves precious time and does

I not disrupt your aim Manu-

IfacturedbyActlabSrits

I olsocvoilable for tbe Saturn

The second gun is me i-reu-

otor by logic 3. It comes

packed with auto-fire, auto-

reload, and an® readou

(tor those who like to bondle

their pistol in the dork, like

the Gun Nut). Its dual-end

cable means you can use P
^

with both the Saturn and the

PlayStation.

1

1 „,ookslikeaBatarong,

but fear not, hardy Pliy_

Station gameplayers. The

Gamepad by A ps In-

1 tractive is anything but

sinister. The cool, sleek de-

sign is actually very tunc-

I

1 ^ I tional, with extra-long,

I shaped action buttons and 3®
, ^ller. Still, the Game-

I not in Gotham City.
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'The most nealistjc graphics ever seen

on a console game system!"

-Oltra Game Players





it’s mat lime again. What lime?

Time to WIN a tree game!
It’s the readers’ turn to pick the best home games of 1 996! The editors

have selected nominees in 12 video game categories. Vote for ONE

game in each category. You may aiso write in your own selections, but

remember that oniy games that were reieased in 1996 are eiigibie. Then

mail your ballot to the address below by April 1 , 1997. Include your

name, address, and phone number on the envelope. You can also fax

your ballot to us (415/349-8347), or vote on GamePro Online on the Web

at http://www.gamepro.com or on AOL at keyword: gamepro.

(Vote only once, please, or you’re disqualified.)

We’il announce the resuits in our July issue. From ail the ballots we

receive, we’ll randomly select one winner of any current home game

for any current video game system. We’ll also draw 10 names that will

receive free GamePro

T-shirts. Ready?

Set? Vote!

Best 16-Blt Barnes

Readers' Choice Awards
GamePro Magazine

P.O. Box 5828, San Mateo, CA 94402

Best 32-Bit 01^
e4-BllBame

Best Action/Adventure Game

Blood Omen: Legacy of Kain

(PlayStation)

Captain Quazar (soo)

Crash Bandicoot (Playstation)

Fade to Black (PlayStation)

Nights (Saturn)

Re-Loaded (Playstation)

Resident Evil (PlayStation)

Star Wars: Shadows of

the Empire (N64)

Super Mario 64 (N64)

Tomb Raider (PlayStation)

Best Fighting Game

Fighting Vipers (Satum)

Killer Instinct Gold (N64)

Mortal Kombat Trilogy (N64)

Night Warriors: Darkstalkers’

Revenge (Satum)

Primal Rage (PlayStation)

Star Gladiator (PlayStation)

Street Fighter Alpha 2 (PlayStation)

Street Fighter Alpha 2 (Satum)

Tekken 2 (Playstation)

Virtua Fighter 2 (Saturn)

Virtual On (Saturn)

Best First-Person Shooter

Alien Trilogy (PlayStation)

Area 51 (Satum)

Die Hard Trilogy (PlayStation)

Disruptor (PlayStation)

Final Doom (Playstation)

Jumping Flash 2 (PlayStation)

PO'ed (PlayStation)

Powerslave (Satum)

Project Horned Owl (Playstation)

Virtua Cop 2 (Saturn)

Best Racing Game
Andretti Racing (Playstation)

Cruis’n USA (N64)

Daytona USA (Satum)

Destruction Derby 2 (Playstation)

Formula 1 (PlayStation)

The Need for Speed (Satum)

Ridge Racer Revolution

(PlayStation)

Sega Rally Championship

(Saturn)

Wave Race 64 (N64)

Wipeout XL (PlayStation)

Best Sports Game

FIFA Soccer '97 (RayStation)

International Track & Field

(PlayStation)

Madden NFL '97 (Playstation)

NBA Hang Time (N64)

NBA Live '97 (PlayStation)

NBA Shoot Out (PlayStation)

NFL GameDay '97 (PiayStafion)

NHL Faceoff ’97 (PlayStation)

NHL Powerplay ’96 (Satum)

Triple Play ’97 (PlayStation)

Wayne Gretzky’s 3D Hockey

(N64)

World Series Baseball II (Satum)

Best Vehicie Shooter

(Fiying or Driving)

Black Dawn (PlayStation)

Darius Gaiden (Sahjm)

Descent (PlayStaCon)

Gun Griffon (Satum)

Panzer Dragoon Zwei II (Saturn)

Return Fire (PlayStation)

Shockwave Assault (PlayStation)

Shockwave 2 (300)

Soviet Strike (PlayStation)

Twisted Metal 2 (PlayStation)

Best Action/Adventure Game

Boogerman (snes)

Donkey Kong Country 3 (Snes)

Gargoyles (Genesis)

Kirby Superstar (snes)

Maui Maliard (SNES)

Sonic 3D Biast (Genesis)

Tetris Attack (Snes)

Toy Story (SNES)

Vectorman 2 (Genesis)

VR Troopers (Genesis)

Best Sports Game

Coiiege Footbaii USA ’97 (Genesis)

FIFA Soccer '97 Gold Edition

(Genesis)

International Superstar Soccer

Deluxe (SNES)

Ken Griffey Jr.’s Winning Run
(SNES)

Madden NFL '97 (Genesis)

NFLDuarterbackClub’96

(Genesis)

NBA Live ’97 (Genesis)

Q NHL '97 (Genesis)

Triple Play Gold Edition (Genesis)

World Series Baseball '96

(Genesis)

Vote & Win

On Bny system

Best Role-Playing Game

Beyond the Beyond (PlayStation)

Iron Storm (Satum)

King’s Field II (Playstation)

Legend of Oasis (Saturn)

Lufia II (SNES)

Mystaria (Saium)

Revelations: Persona (PlayStation)

Suikoden (PlayStation)

Super Mario RPG (SNES)

Tecmo's Deception (PlayStation)

Worst Game

AaahhN! Real Monsters (SNES)

Battle Arena Toshinden URA
(Saturn)

Battle Monsters (Satum)

Cutthroat Island (Genesis)

Dragon: The Bruce Lee Story

(SNES)

The Hive (PlayStation)

Iron & Blood (PlayStation)

Lobo (Genesis)

Revolution X (Genesis/SNES)

Time Killers (Genesis)

WWF Arcade (SNES)

Q X-Perts (Genesis)

Best System

Genesis

Nintendo 64

PlayStation

Saturn

Super NES

yyitamtmileillniSBB

Which Death Angered

You Most?

Jaguar/Jag CD

Neo»Geo CD

Sega CD

Sega 32X/32X CD

3D0

Virtual Boy



Nintendo

64

Special

Feature

Yeartt’64?the
The Nintendo 64 was a major success
story last Christmas. Now everybody

wants to know what’s next.

By Undercover Lover

O
kay, you’re one of the lucky ones who scored a Nintendo 64. But if you’ve gathered

all 120 Stars in Super Mario 64 and found all the Challenge Points in Star Wars,

what do you do now?

Injanuary Nintendo ofAmerica proudly announced that 1.6 million Nintendo 64s

had been sold in America with another 700,000 units ready for shipment between Janu-

ary and March 1997. But as ofjanuary only eight games were available for hot and hun-

gry N64 gamers. Here’s a look at what’s coming up for the Nintendo 64, this year and

into the fcture.

.$.(1996-97)
games, including a lis

Type of game

Action

Flight sInVstiategy

Rghting

Jet ski racing

Fighting

Hockey

Action/adventure

N64 Games in the U.

Here’s a calendar checklist of N64

of games in development

Scheduled release/nile (Pubiistieri

9/96 Super Marfo 64 (Nintendo)

9/96 Pilotwings 64 (Nintendo)

10/96 Mortal KombatTriiogy

(MidMy)

10/96 Wave Race 64 (Nintendo)

11/96 Killer Instinct Gold I'MhU/iA)/

11/96 Wayne Gretzky's 3D

Hockey (H^idv^)

12/96 Cruis’n USA (’A/Z/rtendo;

12/96 Star Wars: Shadows of

the Empire (LucasAns)

1/97 NBA Hang Time (Midway)

2/97 Mario Kart 64 (Nintendo)

3/97 Goldeneye 007 (Nintendo)

3/97 Doom 64 (Midway)

3/97 Turok: Dinosaur Hunter

(Acclaim)

3/97 FIFA Soccer 64 /£4S(wrts;

3/97 Freak Boy (\Argin)

4/97 Mission; Impossible (Ocean)

4/97 Blast Corps (Nintendo)

5/97 Major League Baseball

Featuring Ken Griffey, Jr.

(Nintendo)

5/97 Kirby’s Air Ride (Nintendo)

5/97 Clayfighter Extreme (Interim)

5/97 Robotron X (Midw^)

6/97 Star Fox 64 (Nintendo)

6/97 Robotech; Crystal Dreams

(GameTek)

N64 Games in Development
Title (Publlshatj Type of game

Body Harvest (Nintendo)

Racing

Action/adventure

Shooter

Shooter

Soccer

Action/adventure

Action/adventure

Action

Lamborghini 64 (Titus) Racing

Legend of Zelda 64 (Nintendo) Action/adventure

Lode Runner 64 (Banpreslo) ActiorVpuzzler

Earthbound (Nintendo) RPG

Quake 6A(GT interactive) Shooter

Rev Limit /Sea/ Racing

Rotor Gunner (Tecmagik) Not available

San Francisco Rush (Atari Games) Racing

Sonic Wings Assault (Paradigm) Jet combat

St. Andrews Golf (Seta) Golf

Super Mario 64— 2 (Nintendo) Action/adventure

Tales of Phantasia (Namco) RPG

Tetrisphere (Nintendo) Puzzle

Top Gear Rally //femco/ Racing

Ultra Combat 64 //femco; Helicopter combat

WarGods64//tf/dira>'/ Rghting

WCW Wrestling /T-WO/ Wrestling

Yoshi's Island 64 (Nintendo) Action/adventure

Games in Development in Japan
Here are some N64 games scheduled for release in Japan

that just might be converted for American systems, too.

Note that some Japanese games will be available for N64

before their American counterparts.

Scheduled release/TItle (Publisher) Type of game

12/96 Mario Kart 64 /A/j/ife/N/o/ Racing

12/96 Biade and Barrel Helicopter combat

(Kotobuki System)

12/96 Grand Prix (Human) Racing

1/97 Wild Choppers /Sets/ Helicopter combat

2/97 Rev Limit (Seta) Racing

2/97 Virtual Pro Wrestling Wrestling

(Asmik)

3/97 Star Fox 64 (Nintendo) Vehicle combat

3/97 Blastdozer (Nintendo) Vehicle action

5/97 S.D.F. Macross (Tomy) Jet combat

Also Due In ’97

Title (Publisher) Type of game

Bomberman 64 (Hudson) Strategy

Brave Spirits /Hwteon/ Wrestling

Chameleon Kid Action/adventure

(Nihon Supply System)

Dual Heroes (Hudson) Rghting

J-League Perfect Striker (Konami) Soccer

Mystical Ninja Goemon 64 (Konami) Action/adventure

Po»er1«IProBas.UI64(lt™) Baseball

Mr, Lincoin,

Nintendo’s Shoshinkai

Show In Japan, Howard

Lincoln, chairman of Nin-

tendo of America, was opti-

mistic about the Nintendo

64’s future. Here are some

of his comments.

CamePro: The f^ntendo'64'

launch is a bona fide succ^s.

What is Nintendo’s MIenge
right now?

Howard : in^ln: The biggest

challenge Isfe^maintain the_^ual-

ity of the system by continuing to

create great gai^es. Our blg^
concern is that consumers under-

stand that Nintendo is serious

about the issue of quality,games, .

even if that means there be

less Nintendo 64 g^in^es thi%

coming year.

CP: How ffwwy Nintendo 64 '

games 90 be out in 1997?

. Tlfere are more than'50

gamefe in development, but I

don't think all those games wilt

see the light of day. We shipped'

eight in the fourth quarter [of

1996]. The number of Nintendo

64 games is certain to be less

than 50 for all of 1997: l^duld

be considerably less.
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The Cutting Edge Report

urifi®
Nintendo continues to push

video game technology.

How far can it go?
ByTtoWMa

mat’s Next?

CP: Given that there will be a

great demand for N64 games,

why is a time-tested winner like

Super Mario Kart 64 coming

out in Japan in December and

not in the US. until February?

Why the wait?

HL: Mario Kart is a much more

critical game for the Japanese

market where there are fewer

Nintendo 64 games available.

Nintendo [ofJapan] wanted to

make sure the game was ready

for December, the key selling

season here. There are plenty of

games available for the system in

the U.S. It takes about a month or

so to do the conversion.

CP: What kind of impact will

64DD games have on the Nin-

tendo 64, and will there be

communications capability in

that peripheral?

HL: We haven’t announced

64DD games, but we have

developers around the world

working on software for that

system. The 64DD will birie

oTS^.In Japan and the U.S. s^e-

time in 1997, but I can’t before

specjfic right now, There hs
been dise^sion of a modenry

64DC) her^at Sho^nkai, and

all I c^ sai? is that that will be

a big attribi^e of 64DD.

tthe ’96 Sho-

Ishinkai Show

njapan, Nintendo re-

vealed a litde more in-

formation about the

64DD compact-disc

peripheral with read/

write capability that it

announced last year. Of couse,

what Nintendo didn’t reveal was

exactly when the 64DD would

make its debut, how much it

would cost, and exactly what

games would be available for it.

However, the 64DD will open

up intriguing possibilities for

advanced gaming.

Power Drive
The 64DD (“DD” simply stands

for “disk drive”) supports a re-

movable CD caroidge that

houses a custom-made 3.75-

inch high-density magnetic disc,

which is slightly larger than the

standard 3,5-inch disc used by

personal computers and other

game consoles. According to

Nintendo, the 64DD punches

in a data transfer rate of .79

megabytes (MB) per second,

which makes it equivalent to

a 5.5X PC CD-ROM drive.

The drive connects to the

“mystery” slot underneath the

N64, so that the system unit

seamlessly piggybacks it. The

DD will draw all its power from

the console, so there will (thank-

fully) be no separate power sup-

ply or power cord.

One 64DD disc provides

about 64 MB of data storage

space (roughly equivalent to 45

PC floppy disks). Of that, 32

MB is rewriteable. A standard

CD-ROM for PCs, PlayStations,

or Saturns can store up to 650

MB of data, but PlayStations

and Saturns can’t record and

save data directly to the CD.

6400 Features
Price: Not available at press time

Availability: Not available at press time, but we speculate fourth quarter '97

Disk Drive: 3.75-inch CD-ROM

Data Storage: 64 MB (32MB rewriteable)

RAM Expansion: 2 MB cartridge using Rambus DRAM

Data Transfer Rate: 980 kilobytes/second

Disk Drive Seek Time: 75 milliseconds

In addition to the CD drive,

64DD will add expandable

memory to the N64. A 2 MB
memory cartridge, which uses

the same super-quick Rambus

DRAM as the N64’s main mem-

ory, will come bundled with the

64DD. The cart will plug into

the slot located on the top front

of the N64 to extend the N64’s

existing 4MB of system RAM,

The 64DD will enable N64

gamers to create and store a

hefty load ofgame data exacdy

like they would with a personal

computer. Since the CD storage

is removable, the 64DD can

make game info available in an

intriguing variety of ways: via

cartridge, CD, and a combina-

tion of the two. For example,

N64 sports gamers could pur-

chase updated league data and

adventure gamers could pur-

chase new levels and scenarios

radierthan purchasing brand-

new game carts every year.

Nintendo certainly leap-

frogged the competition with

the 64-bit N64. The 64DD
could extend the distance. M

It's far too early to pin down 64DD games, but at the Shoshinkai Show

two years ago, Nintendo President Hiroshi Yamauchi announced that

Zelda 64 would support the 64DD. In fact, at Shoshinkai last November

an early version of Zelda was present by way of a self-running video-tape

demo. Although this project is above top-secret at Nintendo, the look was

quite impressive.

Link looks and moves very much like Mario in Mario 64, although he

wields a sword and a shield. The gameplay revealed similar adventure and

strategy challenges, too, with what appeared to be multiple selectable cam-

era views of the action. There should be (has to be!) familiar Zelda scenes

and scenarios, and the demo displayed a brief encounter with the Triforce.

Other Games Reportedly Headed to 64DO Status:

Earthbound64 Mario RPG 64 SuperMario64—

2
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t looks like Mario’s ready to ride another winner for a

Nintendo 64 checkered flag. Mario Kart 64’s just

taking the first turn in the U.S., but game-

stan/ed Japanese gamers have been Kart racin’

since December.

The Japanese version came bundled

ewith a controller, but you’d better score

two more because Kart counts a coot four-

player mode among its many new features.

Additionally, you get 20 tracks, 16 in the

Mario Grand Prix and 4 in Battle Mode.

Beautiful rendered graphics bring

the wacky racewaj'sto life as you weave

'in between looming^ rigs and buses

or slide across icy plains. Also, the N64

controller once again takes center stage. You

steer with the thumbstick and you fire off power-

up items via the Z trigger.

Mario Kart 64 looks like a hit just waiting

to happen. Next issue, the CamePros put Kart

through its paces.

j-

The go-cart racing

\fisuals receive a

great N64 upgrade.

Vi/ark> joins Bowser and

Donkey Kong as one of

the heavy racers who
likes to bang bumpers

against Mario, Luigi,

Princess ToadstoM,

Toad, and Yosbl.

' Kart 64 Mts bke a winner just walt-

Ittg for the green light

Mario Kart veterans will also like

the hot ISO CC skill level.

Developed and published

by Nintendo

Available Febniary

GAMEPRt March 1997



Blast Corps
Blase Corps, which was knocked

ofFthe late 1996 N64 release list,

is on track again. This game asks

the question: Is destroying every-

thing in sight fijn?

Here’s your opportunity to

become a one-man demolition

team. A heavy loader packed

with nuclear devices is undergo-

ing meltdown. Set on autopilot,

it’s headed right into a major

metropolitan area. As a mem-

ber of the Blast Corps, you must

prevent atomic destruction on

a massive scale by clearing out

every building or structure in

the path ofthe loader.. .by any

means necessary!

You control 12 vehicles, in-

cluding a bulldozer, 4 muscle

cars, and 3 mech-walkers. The

destruction derby takes place

Developed by Rare

Published by Nintendo

Available April

across 50 levels, but even ifyou

conduct the nuclear stuff to

safety, your world-saving duties

aren’t over. You next must seek

out six hidden scientists who can

safely detonate the nuclear waste.

Blast Corps looks like it

could be.. .that’s right, a blast!

. r-
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liirok: Dinosaur Hunter StarFoxS4 Mission; impossibie

is it Turok time ^et? The Dinosaur Hunter

looked like it had the chops to stand gun-to-

gun with Doom 64 as a first-rate, first-person-

1
perspective shooter when it was due out last

fall (see “Nintendo 64; What’s Next?”, No-

I vember 1996). This game’s an N64 vwnner

I

regardless ofwhen it finally makes its debut,

!
Developed by Iguana Entertainment

I Published by Acclaim

Available March

Wow! This revamped outer-space shooter

was a major-league hit at Nintendo’s Sho-

shinkai Show last November. Cameplayand

story line follow along the lines of the 16-bit

version, but the rendered 3D graphics are

outta this world! Four-player Wsus mode is

something to behold.

Developed by Rare

Published by Nintendo

Available June

Is it possible that Mission: Impossible will

debut next month? This cart’s been on the

books for a while (see “ProNews,” February),

but it appears ready to surface. The action/

adventure game will be loosely based on the

big-budget Tom Cruise movie. You’ll be a

member ofa crack spy team, but can you all

be trusted?

Developed and published by Ocean

Available April

Whatever Kirby is, his...er, its games are weird

but fun, and the first N64 Kirby cart is com-

;

ing out this summer. This goofy action/strat-

egy game turns Kirby into a sort of living golf

ball that rides a flying skateboard. The intri-

cate 3D landscape makes Air Ride tougher

than it looks.

Developed by HAL Labs

Published by Nintendo

Available June

Here’s the first N64 air-combat cart. You’ll

fly a high-tech helicopter into air-to-air and

air-to-ground battles. The chopper will carry

a lethal load of destructive firepower, with

multiple views of the combat. Thejapanese

version’s called Blade and Barrel. GTI’s

readying it for an April or May landing on

American N64s.

Developed by Kemco
Published by GTInteracdve

Available Second Quarter ’97

Everyone’s waiting for a good old-fashioned

2D action/platform game for the N64. Nin-

tendo plans to make Yoshi’s Island it! Island

will use dazzling rendered animation, but the

action will take place in familiar 2D game-

piay. You’ll guide Yoshi through puzzles and

traps in a deep world with 50-plus levels.

Developed and published by Nintendo

Availability date not yet released
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Overseas Prospects Report

Shigeru Miyamoto, Nintendo’s games master and the man who created Super

Mario 64,Wave Race 64, The Legend of Zeida, and other ciassic games, shares his

views on the Nintendo 64 in this exciusive EamePra interview.

CamePro: Mario 64 and

Wave Race 64 are games you

designed. What other Nin-

tendo 64 games have you

been involved with?

Shigeru Miyamoto: I’ve been

involved in all of Nintendo’s

N64 games so far, but if you’re

talking about heavy involve-

ment, there is Star Fox 64,

Zeida 64, and also F-Zero 64.

Mario Kart 64 and Yoshi’s Is-

land 64 would represent the

next tier of my involvement.

CP: Does designing a game

for the N64 present a particu-

lar creative challenge?

SM: I have lots of things I want

to do, but there are just not

enough programmers to make

them happen. Creating games

is not something that I would

call a challenge. It’s fun!

CP: What’s your evaluation of

this first generation ofgames

for the N64?

SM: Actually there’s some-

\
thing here in Japan called the

Super Mario Club that rates

; games. Nintendo 64 games so

far have received an average

rating of 80-
1
- out of 100.

CP: How do third-party N64

games compare to games de-

veloped by Nintendo?

SM: I can only say that we
pray that they will be as good

as our games (laughs). I can’t

officially rate them, but Kon-

aml’s soccer game may be

better than our games, it

looks really good. Seta’s golf

game [St. Andrews Coif] uti-

lizes the analog stick very

well, and they have really

made an effort to create a

game that can be done only

on the N64.

CP: What is the most ad-

vanced N64 game to date?

SM: Wave Race. It probably

taps about 80 percent of the

N64's power.

CP: When will RPCs appear

for the N64?

SM: Probably after the end of

the year. By that time, there

GAMEPRO

By Ken Ogasawara

should be a large user base,

and we are trying to make the

64DD so that it can be bought

for a low price. Earthbound

and Mario RPC are the RPC ti-

tles currently in development

for N64. Oh, and Zeida 64,

but I can’t talk about that.

CP: What would you do differ-

ently with Mario 64, if you

could do it again?

SM: I am actually doing some-

thing so I can’t really say

(laughs). I am changing the

gameplay system, adding

more enemies, and retooling

the display and graphics. This

time around, I only designed

for a cartridge, but next time I

will take advantage of the po-

tential of the 64DD.

CP: Will the 64DD be required

to play the new Mario 64?

SM: Maaaayyyyybbbbbeeee

soooo... (long pause). That’s a

hard one to answer. If you

have the 64DD, you will enjoy

the new Mario 64 even more.

I plan to utilize the 64DD’s

read and write functions to

create a new type of game.

CP: What future game-

play innovations are

in store for N64

games?

SM: It would be fun to

have four people make

one robot walk. Each

player would be in

charge of one limb,

so that the timing of

all the players must be

in sync in order to, say,

ai^Mapcii 1987

make the robot jump. The

N64 is certainly capable of

that type of gameplay.

CP: What type of experience

would you like N64 gamers

to have? What would please

you the most?

SM: I would like the experi-

ence of playing N64 games

to create a place in people’s

minds where they can go to

feel relaxed and comfortable.

I realize that’s a reality that

exists only within a game car-

tridge, but I want gamers to

feel nostalgic for the world in

that cartridge and to want to

return to it.

CP: Like the world you cre-

ated in The Legend of Zeida.

SM; Thank you, but for me it is

the Beatles' "Abbey Road." Q
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2060 A.D. The Red menace has resurfaced.

The sea boils with submarines and battlecruisers, bleed and oil.

Tbe skies are dark with enemy birds.

Tigersbark bas been deployed.

A fully-loaded subfoil prototype.

Forged for war. Built for speed.

Dead set on destruction.

Underwater. And over it.

Tigersbark is hungry.

The feeding frenzy is about to begin



'W^S^
t)e»<NOhS in Mist

-I _

The armies of hell are about to be unleashed Some levels enshroud monsters in a sheet of mist. This makes b-anslu-

on the Nintento 64, bringing you a Doom unlike
«KeBMogDen,ons.^,n,ps,

any you've experienced before! By Major Mike

special thanks to Andrew Hoolan. Michaet Abbot. Brian Johnson.

Aaron Seeler. Sukru Gilman. Aubrey Hodges, and Debbie Austin

Hi3y^ and

Itnf’roved Itnf*S froto a bistabce.

As two Arachnotrons and a

Baron of Hell battle it out in the

distance, you^re ready to greet

the winner with the BFG-9000.

These translucent purple Imps

move faster and deliver more

damage than Hieir more visible

Your face is history, as is I

"

the statas bar at the bottom i

of the screen. Simple, non-
'

'

I

obtrusive numerical dis- ^ ^ ^

.

plays of health and ammo -^0^*.
replace them.

^

The new map mode features -

a multicolored blueprint
j

that charts your progress.
*—

"

Although Doom 64 has

several skill settings, the

30-plus levels promise to
L,---—:;:

be more challenging than

those in other Dooms. - /

thanks to tougher puzzles v
and trickier traps. The lev-

*—— ^
els also harbor hidden areas stocked with weapons and other items.

Gaphics & Sounds

Doom 64’s audio and vi-

sual effects have been

constructed from scratch

to provide a new bone-

chilling Doom experience.

Gone are the somewhat

featureless structures and

drab surroundings of other

Doom versions. Doom
64’s buildings are filled

with creepy gothic stone engravings—such as pentagrams and leering

monster faces—along with other atmospheric decorations that hammer

home the feeling of an unwelcome guest in a hostile land. Light-sourcing

effects have also been pumped up to include bright illumination reflecting

off the weapons and blazing skies that seem to stretch into infinity. On a

smaller scale, fireballs and other deadly projectiles illuminate iisarby sur-

roundings as they speed through the air. Monsters also have more de-

tailed looks and actions: Imps wind up and chuck fireballs at you. and

broken chains dangle from the Cacodemons’ shackled arms. The

weapons are completely redesigned: some have nev;, perfecth/ matched

sound effects. For example, electricity crackles when you switch to the

Plasma Rifle, and the screen shakes to a manic jackhammer sound when

you open up with the chaingun.

Other audio effects include almost CD-quality sounds. Creepy musk:

and a plethora of sound effects go hand-in-hand to create a chilling at-

Mapch 1997



Gamepiay &-Fun Fader

y(>at's Hew ^ho'A t)oo^<^?

Doom veterans looking for the same old stuff should be prepared to re-

enlist. Although the stoiv line hadn’t been finalized at press time, this

Doom will be a Nintendo 64 exclusive with new levels and monsters.

Of course, you won’t have to go through basic training since the

Doom 64 game engine is essentially the same design as in other Doom

versions. Classic Doom gameplay—running, shooting, strafing, and

pushing walls to find secret passageways—is in force. There will be

no new abilities, such as jumping or looking up and down. The engine,

however, is encased in new graphics and sounds.

The field of corridor shooters for the Nintendo 64 is wide open

with Turok; Dinosaur Hunter, Goldeneye 007, and to a certain extent

Star Wars: Shadows of the Empire on the firing line. Will Doom 64 hit

the bull’s-eye? In an upcoming issue, GamePro will reveal the score.

This N64 game gives you a choice of controls; You can use either the

analog joystick or the directional pad. Unless you’re accustomed to

Mario 64 or Wave Race 64, the analog stick takes a bit of training.

Those accustomed to the PlayStation versions of Doom, however,

should immediately master the pad and the button layout. Gameplay

is fast, with smooth scrolling as you run down hallways, blasting mon-

sters—without a trace of slowdown.

.PlayStation
^’ixel-f’erfect

on

How other versions of Doom
stack up against Doom 64.

These screens illustrate the jump

Doom takes when it goes 64-bit.

On the PC... ...and Nintendo 64

We Cyberdemon is half-

demon, half-machine. This high-

tech fiend has a rocket launcher

The BFG sends a Baron back to

where it came from as green

flames outside the castle walls

blaze on.

doesn’t like you.

Even up dose, enemies

and objects in Doom
64 never distml or pix-

eiate. Additionally, the

weapons and monsters

have a completely new
Doom 64, 1997

duced to the new
double chainsaw!

Developed and published by

Midway Home Entertainment

Available March

6AMEPR0 March 1997



Konami is ready to bring out

its first 32-bit gun game, Crypt

Killer, on the PlayStation. In

this creepy shoot-em-up, you

raid tombs and blast supernat-

ural forces like skeletons, wa-

ter monsters, giant spiders,

and mummies. The game is

nonlinear, so it’s impossible

to see everything in one play-

through. In the preview ver-

sion, the monsters showed big

pixels when up close, but with

all the action going on, you’ll

hardly notice. Although this

version isn't complete, it’s fun.

intense, and works v*/ell with

the Justifier lightgun. Lock and

loadi— r/?e Gun Nut

The gods are coming! War Gods, a one- :ii

on-one 3D fighting game, makes the jump

from the arcades to the home. Each fight

takes place in a limited arena, and com- wAnr-E/.ri

batants can avoid incoming attacks by us-
*

ing a 3D button (not unlike the sidestep move in

Battle Arena Toshinden}. Ten gods from Anubus to

Vallah gather to see who is the mightiest in this vio-

lent slugfest. Each character has their own unique set

of special moves, including finishing fatalities. In one

fatality, Tak pounds .'.inuum —

n

an opponent into the
*'

ground up to their
I

neck, then punts the
^ 8

head! Another Mor-

tal Kombat? We’ll •, .. -f -;/ ,•
^

see .—Major Mike

40% COMPLETE )

crypt Killer

Developed and punished by

Konami of America

Avadmile February

( 80% COMPUP’E

100%

UMEPROo Marcli 1897



Developed by Cryo

Published by 6T interactive

Available Rrst Quarter '97
Devetoped by Burst

Published by Virgin Interactive

Availabte Second Quarter ’97 _

Developed by Core Design

Published by Bdos

Available April

Oevekiped and published by

Psygnosis

Available March
I 60% COMPLETE )

90% COMPLETE

Propaganda

In this mission-based racing ^ ‘

game set in the 1950s, you play

as Jack Heller, a former soldier

rebelling against a corrupt, op- I*

pressive government. Propa- _
ganda is very early in develop-

| ^
ment, so the story is far from ' * "

*

final. You burn rubber down the poster-filled roads, exploring

the game’s huge city street-based levels and smashing enemies.

These early pics show that the game captures the oppressive

r " . "I !

{
n theme nicely, and the

^
1

'
'

- -U.V,
driving sequences show

^ ' A X ‘ promise.

—

MajorMike

Immerse yourself in the comic- »
book, movie-based world of

Barb Wire, a Resident-Evil-

meets-Doom-style action game •

featuring nine levels of patent-
, ^

leather pugnacity. Play solo or

compete in a two-player mode

that enables one player to be Barb and another to play as an evil

boss. Included as well is a death match with a specially designed— multiplayer level. This game might
-

your game chair .

—The Rookie

The action/adventure game

Swagman takes a few cues

from Nights (two kids

caught in a dream world

are on a quest to prevent

nightmares) and throws in : C

some slick rendered ef-

fects. Smoothly moving

characters dance across

brightly colored backgrounds:

the ^/4-overhead view on this

60 percent version, however,

seemed a little archaic by Play-

Station standards. Ten magical

3D worlds and the ability to

morph into DreamBeasts may

add some much-needed ex-

citement to this young-looking

game .—Scary Larry

A detailed tapestry of intrigu-
;

* * • '

ing subplots slowly unfolds T-;-

in Sentient, a sci-fi strategy
'

game that uses RPG-like in- —
teractions with other charac-

'

ters to help solve a complex I

~ v *'". i I

mystery. You play as a medical

technician aboard a space sta-

tion where radiation sickness
’ *

has reached epidemic proper- ? ^ ^ “’'S'*' |

tions and the threat of assassi-

nation lingers in the air. Dream

sequences throughout the game provide the clues you need in

your search for knowledge. While the game is slow-moving, the

I
c^^nce to see 10 dlffer-

*
ent endings should up

the replay value.

_

—Captain Cameron



Developed and published by

Electronic Arts

Available March

80% COMPILE

Thunder Truck Rally

Psygnosis is rollin’ out some monster-truck mayhem with Thun-

der Truck Rally. From behind the wheel of nine iacked-up big

wheelers that range from pickups to VW vans, racers rumble

g . ..... ... . through six tracks or head to the arena for

a car-crushing frenzy. The courses are

lined with so many wild bumps and jumps

that you almost spend more time careen-

-

'
'

ing through the air, so the game’s about

; beating the course as much as beating the

^ pack. The trucks move with impressive re-

JR '- '

. alism, bouncing and rolling on their sus-—**
pension in re-

sponse to the challenging terrain.

With some fine-tuning, this promising

title could shape up into a rowdy ride

for PlayStation racers .—Air Hendrix
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( 1
- 900 - 860 - 8477 ]

Call today to hear the hottest

game tips and strategies. Plus,

this month, the latest

NG4, PlayStation, and
,

Saturn news! 4

TOURNAMENT'WINNING COMBOS AND STRATEGIES
'

Call to hear complete »
move lists for every ^

character in the hottest S

fighting games—like
|

Ultimate Mortal ^
Kombat 3, Tekken 2,

Killer Instinct 2,

and Star

Gladiator. New games j
every month. |

1-900-451-5^52

32>Bit Tip of the Week!
A new slammin’ 32-blt tip every week!

Getta Clue

The latest tips for your favorite system:

PlayStation

Saturn
Arcade

Hit Us With Your Best Tip

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 Scary Larry...you

may get picked.

Leave or pick up tips and cheats from
some of the best gamers around! You
can leave a tip for the PlayStation, Saturn,

3DO, Genesis, or Super Nintendo systems.

Get A Classic Clue

New Tips Every Week!
Calls average three minutes in length and cost $1.29 a minute. Be sure to get your

parents’* permission to use GamePro’s Hot Tips Hotline if you are under 18 years

of age. Messages subject to change without notice.

Coming soon...Roie-Player’s Realm.
A service of GamePrc Media Group in San Mateo, CA.

Call GamePro's Hot Tips Hotli^

1-900-860-TIPS



Nightmare Creatures is slithering toward your PlayStation, and

if the game lives up to its initial promise, it should engross Res-

ident Evil fans in a heartbeat. NC delivers Resident Evil-style ex-

ploration and puzzle-solving, but it focuses more on the combat

side, so you’ll be bustin’ skulls much more often. Excellent!

NC’s story line drops you into 19th-century London, where

a devious plot by an evil brotherhood has overrun the city with

monsters. Playing as one of two heroes. Ignatius or Shirley, you

trot through 15 real-life city districts, kicking monster butt and

completing missions that gradually unveil the secret behind their

presence. In addition to Ignatius’s staff and Shirley’s sword, each

character fights with power-ups that include guns and monster-

dispelling charms. To complete this intriguing package, impres-

sive 3D graphics imbue the game with an eerie atmosphere.

—Air Hendrix

,

Nightmare Creatures

Wing Commander IV

As this smash PC hit continues on the PlayStation, the epic war

between the Terrans and Kilrathis has concluded, but unrest is

springing up on Confederation worlds. Colonel Blair returns to

help rescue the waning Confederation, but finds that internal cor-

ruption is causing all the trouble. From there, WCIV takes off with

the series’ usual blend

of Hollywood-quality

live-video stor^elling,

which stars well-known

actors like Mark Hamill

.
and Malcolm McDow-

ell, and real-time outer-

space combat from the

cockpit of your fighter.

—Air Hendrix
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Independence Day:
'The Came

Developed by Radicai

Entertainment

Published by Fox Interactive

AvatlaUe First Quarter '97

COMPLETE

ehjped by &ay Matter

Published by Acclaim

Available February

The Hulk is getting ready to

barrel through stages, destroy-

ing boxes, crates, walls, and

enemies as the mean green

machine runs, jumps, smashes,

and even lifts objects.

Beautifully rendered cut

scenes show promise, but

there were a host of problems

with this early version of the

game—from jerky sprite move-

ments and dull explosions to

weak enemies and lack of

graphical detail. These must

be dealt with before this hero

Aliens are invading Earth-

through your home console

systems! Independence Day

is almost ready to touch down

on the Saturn, PlayStation, and

PC. and as these three early

screens show, it could fire up

alien-mania all over again.

This arcade-type game

sets you in motion against

alien ships over Las Vegas.

London, Tokyo, and other

cities as you dogfight in F-15s.

FA-18s. and Mig 31s. ID4 is

sending some galactic fun

your way !

—Scary Larry

The incredible Hulk

earns his “super” status. If these

flaws are addressed, the Hulk

may get the green light from

gameplayers .—Scary Larry

Brahma Force: The
Assault on Beltlogger 9

With a title that long, you ex-

pect a lot. Well, this sequel to

Epidemic (which would make

this game Kileak 3) delivers

with solid mech-mayhem, gun-

play on different levels, multi-

ple weapons, and more. The

videotape demo promised even

better action than Epidemic

and much smarter enemies,

along with the ability to . _

customize your mech

with scanners, night vi-

sion, and armor plat-

ing. With all this and ^
better graphics, we’re A
bullish on Brahma.

—Scary Larry

Developed by ATD

Publisbed by Eidos

AvaBabte now

80% COMPLETE

Developed by Genki

Published by Jaleco

Availabie First Quarter '97 ^

I 70% COMPLETE 1



Deveiopeii by Fenris Wolf

PubUshed by 6T Interactive

Available Spring '97

IPLETE

Electronic Arts jUSt announced

a two-piayer 3D action game

for gamers who want to take

their Strike fetish to the high

seas. In Battlestations. huge

ships go bow-to-bow in

explosive naval gun battles.

Extensive, detailed spec

sheets on each vessel en-

able you to assemble a

fleet according to your

strategy. Battlestations

looks great so far—we’ll

report on the playable ver-

sion soon .—Scary Larry

Soviet strike

Soviet Strike for the Saturn is ready to
•

launch, with new weapons to make it more .
;

interesting. The anti-armor missile takes •

out any heavily armored unit with

ease, along with most buildings. The

auto-cannon is a brutal high-caliber chaingun which is

^ most effective against ground units (like stray soldiers).

P"' There are also better explosions—if you blast a tower, it

bursts into flames then crumbles to the ground. These en-

hancements, along with

support for the Sega Analog

Mission Stick, will make the

Saturn version of this hot

chopper a chart topper.

—Scary Larry
COMPICTE

Rebel Moon Rising

It’s the year 2069, and people .
•

are still acting like jerks. Moon

colonists have declared their

independence from Earth,
’

'
.

and they’re signing up to join
*

the LDF (Lunar Defense — ^
Force) against an evil enemy, r ' ^
Surprise! It’s the United Na-

tions Committee on World Peace, which has its eyes 3
on the lunar prize. Hopefully, the gameplay from Rebel

Moon Rising will match the great graphics from these |,1 j
early preview screens. GT Interactive, which has Barb V*

Wire, Hexen. and Duke Nukem on its hits list, should - /

rise to the occasion .—Scary Larry \
*

.
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WITH TEKKEN 2, OUR GAME DEVELOPERS CREATED

THE GREATEST FIGHTING GAME ON EARTH.

BUT THIS TIME, THEY WERE LOOKING FOR

SOMETHING WITH A LITTLE MORE EDGE.



INTRODUCING
If you thought Tekken 2'

be transported back to the 15th century. Then, you'll

encounter ten of the world's most awe-inspiring

warriors as they engage in bloody pursuit of SoulEdge - the ultimate weapon.

But, since only one warrior will find it, the battles are fast, fierce and furious.

Intensified by the fact that the

warriors can fight with a huge

arsenal of intimidating weapons.

Not to mention glowini

motion blurs, an

authentic weapon-to-

%



PlayStation

P^ms Rsse’.

iJ., weapon combat system, polygon

characters, real 3D backgrounds

and a host of other awesome features.

No wonder Soul Blade is a cut above.

t

, <



iablo’s heritage guaranteed

that this long-anticipated RPG
would receive lots of hype while

it was in production—the de-

By Steve Klett veloper, Blizzard Entertainment,

jPA# also created the classic Warcraft
PC Games smu

expectations for its next

title were high. Mot to worry, Diablo lives up to its roots, and RPGs

may never be the same.

PROTfP: Use the environ-

ment to your advantage

whenever possible.

As Diablo opens, the town of

Tristram has fallen victim to

an evil most foul. Most of the

town’s denizens have been mur-

® II- A’
dered, and those left alive are

slaves to the dark lord that holds the town under its power. Diablo

challenges you to travel into the darkest depths of the labyrinth be-

neath the town, slay this evil being, and free Tristram from its spell.

Before you can begin your hunt,

though, you must decide whether

you'll play as a warrior, rogue,

or sorcerer. Each has its own

strengths and weaknesses. The

warrior, for example, is a tough

fighter who can duke it out with

the best of ’em. He is, however,

a little on the dumb side and can’t

learn as many powerful spells as his counterparts.

Diablo’s action is spectacular to behold. There are more than 200 types of beasts to fight in

the dungeons: countless spells to find, learn, and cast; and 16 levels to explore—all rendered in

stunning SVGA. The haunting musical score enhances the drama, as do the grunts, groans, roars,

and screams of battle.

But best of all, Diablo is different every time you play. The dungeons are randomly generated

each time you start a new game, and they’re filled with different demons to

fight, as well as new spells and magical items to find.

PROTIP: The Firewall spell is a handy

way to dear out rooms filled with

bad guys—before you enter!

sure you haven’t

missed any rooms

or doors.

PROTIP; Fight in doorways vidiai-

ever you can—that way, you

have to take on only one enemy
at a time.

PROTIP; Keep Ute RghUng at a The mouse-driven control couldn’t be easier. You just click on

distance wiUi the sorcerer, es-

pecially early on.

DiaMo by Blizzant Entertainment

$50 ^4-overhead view

Available now Challenge: Adjustable

RPG Replay value: High

4 players ESRB rating; Not

IBIevels yelrated

Minimum System SpecHiealions

• Wings • SVGA graphics

• Pentium 60 • Double-speed

• 8 MB RAM (16 MB tor CD-ROM drive

mulbplayer games)

a beast to attack him. click on a

spot on the screen to move there,

and right-click to cast a spell.

Diablo’s definitely not your

typical dungeon hackfest. There’s

really been nothing like it before

on the PC. In fact, its closest ri-

vals are games like Gauntlet or

Loaded on the PlayStation, but

they really don’t compare. Dia-

blo is beautiful, action-packed,

simple to play but not to win,

and backed with a superb story.

Blizzard’s done it again, g

PROTIP: The deeper into the dungeons you

go, the tougher the opposition gets. Clear

all enemies out of the early levels to build

up your diaracter as much as possible.

6/lMEPROO March 1997
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The 3D Realms mayhem con-

tinues with yet another corri-

dor shooter, Shadow Warrior.

As a former Navy SEAL {and

skilled ninja), you must res-

,
Blood

From the creators of Duke Nukem ^ •

3D comes their latest corridor

shooter, Blood. A forgotten god is trying to wipe out the human

race, and guess what? You’re the only person who can stop it. Armed

with weapons like a pitchfork, a voodoo doll, flare guns, and an

aerosol can with a lighter, you battle hell hounds, zombies, and

gargoyles—just to name some of the evil you'll face. Blood looks

I 1

full of gore—^you can even play

I

soccer with decapitated heads.

3D Realms is out to top Duke,
' and these screen shots look like

it’s succeeding .—Major Mike

JBk By 6T Interactive

Available Summer ’97

cue astronauts held hostage

on a defense laser satellite. Not for the faint of heart, Shadow will

let you rip hearts from your opponents’ chests, and some of your

enemies, when defeated, put their guns in their mouths and pull

the trigger. You can also drive tanks, forklifts, and boats. In addi-

tion to the usual strafing,

running, and shooting ;T
.

routine, you can fly and

belly-crawl. Stay tuned
; |^-,j

for more on this awe- '

.

some title.—Mayor Mike r-,

By GT Interactive

Available Summer '97 ^ .
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LucasArts is giving you a shot at running

the battle between the Rebels and the Em- 1

pire in this two-player real-time strategy

game that lets you play either side. Set after the

destruction of the first Death Star, Rebellion in-

volves two modes of play: strategic, where you

grow resources, design missions, and the like;

and tactical, where space warfare goes down in

real-time 3D. To win, you must achieve goals

like killing Skywalker or Darth Vader, but you

must also gain control of the galaxy.

—Air Hendrix

By LucasArts

Available Spring ’97

I
Win 95

I

SPIDER. THE VIDEOGAME

Mixing role-playing with fast action, Ecstatica

2 looks like a very intriguing title. Playing as a

young warrior, you return to your castle only

to find it overrun with demons. The game’s
^

most innovative feature is “ellipsoid” graph-

ics, which gives polygonal objects smooth

edges rather than blocky, sharp ones. Ecstat-
" -

ica 2 also uses pre-rendered areas (like Resi-

dent Evil) with multiple camera angles. The early version

we played looked excellent and had very responsive con-

trols. Hopefully, the final version will live up to this hot

prospect’s early promise .—Major Mike

ByPsygnosis

Available March

EIGHT L£GS

AND HEAVILY ARMED.

You’re trapped in the body of

a cyborg spider. Creeping

down drain pipes. Crawling on
ceilings. Wandering through

fight cyber rats, mantises and
wasps. Needless to say,

you’re not an itsy bitsy spider.

over 30 levels in six 3D \worlds.

You’re picking up missile

launchers, slashers and other

deadly weapons as you

BOSS



The follDuu-up to Cruis'n U5R goes
ujorldujide mith more tracks, more
cars, and more secrets. Here are

some hidden goodies that’ll keep
you Cruis’n at the arcades for hours!

By Bruised Lee

C
ruis’n World is much more than a sequel to last year's

hit, Cruis’n USA. Not only does Cruis'n World have new

cars, it has new gameplay mechanics that enable play-

ers to perform stunts and avoid nasty head-on collisions. New

courses offer hidden paths and interesting shortcuts that keep the

action fast-paced and challenging. These strategies and tricks will

steer you straight into the winner’s circle.Pre-Race Tricks
These pre-race options open a whole

new World of racing possibilities.

Hidden Cars Racing Stunts
and Tricks
In Cruis’n World, each vehicle can

perform several new stunts to keep

the action from running out of gas.

Hidden Track Menu

Dnm-WheelAcHan

When choosing your vehicle, you can select

from two separate classes of hidden cars

and a multitude of car colors.

The first basic skill to learn is how to make
your carpop a wheelie. This yieids two benefits

in a race: It gives you a guide burst ofspeed

and it enables you tojump over oncmiing cars.

In the hidden track menu, you can

aren’t available in a normal race.



To do a midair barr^ roll, pump the gas pedal once and spin the

wheel to the left or right when you’re on the ramp.

Shortly after the drst checkpoint in Australia, you’ll come upon a

mall dirt patti to the left of the course with tire tracks on it. Drive

your vehicle onto the dirt path, and it’ll run into the hidden shortcut

After the first two checkpoints in Mexico, you’ll see a large temple on

the right side of Die track. Drive off the track and through the bushes

at fite end of the temple to find Die hidden path.

Australia

Look for ramps and pitched slopes to use to send your car airborne.

You can make your car do a midair flip by popping a wheelie (tap the

gas twice) when on a ramp.

JUwut 30 seconds into the Hawaiian race, you’ll come upon a shaip

left turn that has several signs telling you to turn iett. Drive straight

through the signs and onto a hidden path.

Mexico

To execute a midair horizontal spin, sharply spin Die wheel leD or

right as soon as your car hits the ramp.

When you see an oncoming v^ide, give your car plenty of room to

pop the wheelie. This is recommended onlyD you can’t maneuver

your vehicle away bom oncoming cars.

China

Hawaii

China has two hidden paDis, both on the Great Wall of China. They al-

ways appear on the left side as small breaks in the wall.

^07 4T

Wheelies

Hidden Paths and
CnursE Shortcuts
Not every track in the game has a secret path, but the

ones that do can take time off your laps and help you

overtake other racers.
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„tt7«gK‘ers

By The Union Buster

Going for a fourth round of hack-n-slash fighting, SNK pulls out

all the stops with Samurai Shodown IV, an excellent entry to the

series and the best since SSII. Its combos may not have the depth

of Street Fighter Alpha 2 or Soul Edge, but for easy-to-pick-up

gameplay and great visuals, Shodown IV is worth a match or two,

Shodown IV brings back Charlotte, Jubei, and Tam Tam,

while introducing two new fighters. The two additions have some

interesting moves, but they pale in comparison to stout veterans

like Haohmaru and Nakoruru.

Even though the combo system is limited, there are still

some devastating super moves that can kill an opponent outright

when executed under certain conditions. Fans of earlier Shodown

entries will definitely not be disappointed with this Shodown.

wiUi an opponent, tap any but-

ton as fast as you can; the first

player to rea(^ 21 on (be cminter

will disarm their opponent.

Iceberg is a great way to stop

opponents who jump often.

PROTIP: Tam Tam’s

Flaming Demon is

one of Die most
effective special

moves; even when

blocked it drains

ITS \OL'.CHAPU)rrE!

PROTIP: When the POW
meter is maxed out,

avoid performing a
meter-draining super

move; your tegular

special moves do

more damage.

Fighters who didn’t make the cut for

Shodown Ill—Chartotte, Jubei, and

Tam Tam—make a welcome return.

Sound

Graphics

in J 1
r—=: 1

'

'

J V --

PROTIP: When vou lock weauons
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Fun Factor

I

Namco's tradition of top-

fisted fighting games

continues with Soul Blade, a title

that combines the familiar feel

and gamepiay of Tekken with iti

own touches of superior graph-

ics, fantastic features, and a

deadly arsenal of weapons. Soul

Blade heads the early list for

best fighting game of the year.

CE7?’VAT1TES

Graphics

L _ j
PiBH ning 3D characters,

amazing light-sourcing where

you actually see day turn to

night during a match, and beau-

tifully detailed backgrounds that

are sugar to both the eyes and

the soul.

» ^ Mesmerizing music andIB realistic-sounding

sword-clanking provide your

ears with magic, but the an-

nouncer’s voice at the end of

each match becomes annoying.

PROTfP: Taki's Sileat

Stom is executed by

tapping VA, VA, HA, K.

PROTiP: When in close, press

(VA G) to do special moves on

your opponent

PROTIP: Do Cervantes’s

Charging Roundhouse

by tapping (-^ K).

oul Blade blazes into

the fighting game arena

with a unique combina-

tion of barbaric brawls, wicked

weapons, and head-knocking

gamepiay. it features the best-

looking 3D characters to date,

superstar special effects that

include glowing weapon trails,

and a devastating list of moves,

combos, and options that dom-

inates every fighting game on

the market today—including

Tekken 2.

The game takes place in the

15th century where war is

rampant and rumors of the

PROTIPi The Critical Edge super

moves are perfonned by press-

ing (HA VA K).

world’s most powerful sword,

the Soul Blade, have drawn 10

raging warriors into battle for

the mysterious weapon, Each

combatant represents a unique

style of fighting and uses weap-

onry particular to their native

land, such as Taki, a knives

expert from Japan who’s eager

to slit your throat, and Li Long,

a Chinese assassin who’s a

nunchaku master.

Soul Blade offers Arcade,

Versus, and Survival battles,

but it’s the Edge Master mode

PROTIP: Tap VA, VA, VA to smash

your enemy wiOt Siegbed’s

Brain Masher.

I

w
I
Combos, juggles, throws,

dodges, counters, and

weapon lock-ups highlight the

championship-caliber control. If

you block too much, your weapon

shatters and you're forced to

hght the rest of the round with

your bare hands.
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PROm Attack

with Voido using

his Rat Chase & Kick

by tapping (i HA), HA

HA.K.

$ Tnpie Kid(, tapPROTiP: To exe\

^,HK),K, K.

PROTIP: U Long’s Last Bream dev

astates enemies whose backs are

turned. Tap (G HA) when behind

your opponent.

that pushes the game ahead

of its competition. This mode

allows you to take one charac-

ter through a series of fights

and collect new weapons

unique to that fighter upon

victory. For example, after

defeating her first opponent,

Taki has the option to trade in

her knife for a bladed fan that

does more damage but is

slower to strike. So depending

on whether you prefer to fight

with speed or power, you now

PROTIP: Rock’s DemoHHon Strike is a power

ful attack. Tap HA), HA, VA.

1

\ SOrJ^TA 1

PROTIP: Seung Mina’s Orion Express is per-

formed by tapping (HA VA), HA).

have the option to use the

weapon that best suits you.

adding an entirely new level to

your fighting strategy. You can

then store the weapons on a

memory card and use them in

any mode you chose, including

the two-player Versus mode.

PROTIP: To do

Sophita’s Tricky

Tangle, tap

HA, HA, l,K.

PROTIP; Tear into opponents with

Mitsunigi’s Triangle Cutter by

tapping VA, VA, HA.

Savage moves enable you to

beat, stab, slice, and dice op-

ponents with vicious violence

that is sure to excite fight fans

to unbelievable heights. Bow

down to the new king of fight-

ers, and the first gotta-play-it

game of the year.

ConiTOller Legend

(
(

SONY \ HA = Horizontal Attack

// /Horizontal /
V / Attack (HA)/^ /

Guard (G)

^

Kick{K)-^
/

Vertical—

'

Attack (VA)

/ VA = Verticai AHack

\ G = Guard

\ K = Klck

y ( )
= Execute commands in paren-

theses simultaneously.

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

facing to the right If tiiey’re feeing left, reverse any Toward and Away commands. 1



By Scary Larry

Price not Action/

available adventure

Available 1 player

PB077P: Some weapons work better than

others against certain enemies. The Electro

is ineffective against the blaek widows, but

very effective against die rats.

PBOTIP: A weapon you pxk up replaces what-

ever is in the acSve slot, so if you have an

active weapon that you like, switch to an-

other slot

Fun Factor

Smooth gameplay makes

4.5
I Spider fun, white long

stages, multiple exits, and hid-

den items give Spider high re-

play value. Stilt, gamers looking

for fast arcade action should

stay away.

PLAYSTATION

PBOTIP: Many items are hidden

in areas you cani see onscreen.

Always crawl on every surface,

like these deadly furnaces, to

switdi tite viewing perspective.

C
reepy,

crawly, and deadly.

Spider offers slithery

gameplay that should catch

gamers in its web, enthralling

them for hours.

Arach Attack
The premise; A scientist is ac-

cidentally turned into a spider

by terrorists of a rival techno-

corporation. The now eight-

legged scientist must fight

through various obstacles

to regain his geeky body.

The levels are diverse,

-
I

such as a warehouse,
%

'

a lab, or a city sewer,

/if^ and involve leaping

j

-

PBOTIP: To beat tiie first boss, watch

the pattern of his movements. After

he slams the ground, sla^ him or

use a special attack. When he spins

around, jump over his arm.

nOTIP: Since you can’t see

every enemy, use tite missile’s

targeting system to Inform you

of enemies lurking around cor-

ners or above you on ledges.

PBOTIP: Check for hidden areas

behind dang&- spots, like this

fan. That striped wall panel is

a hallway to the two alternative

exik to this level (Factory Ma-

from area to area while avoid-

ing wasps, rats, scorpions,

and black widows. You gather

cyber-legs to power up your

arachnid ass-kicker and give

him weapons like a flame-

thrower, missiles, and smart

bombs. You can also hang

and swing from a web.

You’ll need all your Spider

powers for this game, which

can be frustrating (especially

when precise leaping is re-

quired), but in the end you’ll

find it’s worth it. Spider will

snare you in a web of fun. B

PBOTIP; In tite sewers, walk on the

walls instead of hopping from box

to box. It’s easier to spot danger-

ous dripping slime tiiis way.

ymi Tiie levels are sparse

4.5 iftut functional, with

rendered obstacles like falling

beakers and lab walls. The cine-

matics are superb. You some-

times lose sl^t of the spider in

tunnels, though.

The constant beat

heightens the tension

during the tough stages, but

does little else. Unobtrusive

music is Just what a game like

d Control

fL^rning the spider’s

4.0
I
moves means thinking

like a spider, which soon be-

comes second nature. You easily

pick up crawling around ledges

and out of ti^t spaces.
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Tigersliark
(By GT Interactive)

ByAk Hendrix

$54.99 1 player

Available 8 levels

*'*®”'*'
3 views

Sea combat

igershark sjrfashes down

I
[

on the PlayStation with

U some engaging twists

on the combat-at-sea tale. Pi- . |||m
loting a slick craft that both

plunges below the waves like

a sub and rockets across them
,

like'a speedboat ,"you set out

to prevent an eruption in an

underwater geothermal instal-
pffOTIPsItyc

lation, You're well^rmed with jf on yourO^
bullets, a vast array of mis- ploy counter

siles, and defensive counter- right away.

measures. HlHRi
The missions pose predict-

able tasks like destroying sonar

sites and defending friendly i

subs, but enemy hordes hound

you all the way. The need for

stealth against such superior -

numbers makes for enjoyable

strategy, but the action's more pgOTIP: Wht

about finishing mj^sions than j mission ebj6

bustin’ chops. ^ blgtarge^

Tigershark’s gameplay isn’t

quite as riveting as that in
uf^you’lh

M i r> ..ijt . „ ' missions wl\
Black Dawn, its cfosest com-

petitor.^ But the thrill of piloting

such a cool craft, the steep Ijii

challenge level, and the fairly Ew
gripping combat make Tiger- |hm|M
shai a fight that shouldn’t be

passed up. O tK|B

SIffOs, to take out

stationary targets.

PR071P: Taking out

should be your top

priority as they’re re-

sponsible for flooding

your position with ^

enemy craft.

PBOnP:Tofreethe

submarine Yushio

shoot those sur-

dien It will glide

out on its own.

PROTIP: Use sonar pings only

after ywrVe been detected by

the etfemy—Oiey reveal your

position Instantiy.

The sounds make aD9 solid but uneventful

showing. Cool weapon sounds

and realistic underwater noises

are matched with bland music

and annoying warning klaxons.

Zipping around above

KM9 and below the waves is

flat-out exhilarating! The action

w I Tigershark's visuals

KS9 shine with sleek, de-

tailed vehicles and excellent

Getting up to speed on

the basics of this sweet

visual effects like the screen-

rocking whirlpools. But the static

water and problems with breakup

and redraw mar the show.

ship is no trouble. Navigating in

the fully 3D undersea areas is

tricky, but it gets easier the

more you play.

focuses too much on completing

objectives, but there's still plenty

of intense combat. Tigershark's

a solid shooter.

PROTIP: If you’re getting hosed,

head for the surface. Thae are

usually fywer enemies there,

,
and you can travel much faster.
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Codename: Tenka
(By Psygnosis)

ByAtomic Dawg

$59.99 First-person

Available

March

Sharp rendered cinemas reveal

that you’re the victim ofa corpo-

rate scheme to him social out-

casts into bio-weapons.

PBOTIP: Since aindng up and down can take

time, heed radar warnings and set up shots

ahead of time. Press LI andl2 to guess the

height ofyour enanies before you face them.

1 player

V
ou're trapped in a des-

olate space colony, mu-

tants and robots hunting

you, a brain-splitting voice in

your head. ..and your name is

Tenka. What you need is a

powerful gun!

Codename: Tenka arms you

nicely for a first-person shoot-

out that’s solidly in line with

Doom, Disruptor, and Alien

Trilogy. Set in a violent future,

Tenka’s 31 levels pit workman-

like gunplay against

aggressive enemies.

Blasting monsters

and figuring out

which devices to shut

down to escape the

levels eventually arms

you with three weap-

ons that power up

into nine selectable

forms of firepower.

The controls are

stressful at first.

Learning to aim up

and down using LI

£ Fun Factor

fP t Aggressive enemies,

4 .

0

cooi-looking firepower,

impressiveiy detailed 3D set-

tings, and 31 ievels make Tenka

a guntight worth fighting.

A Graphics

Tenka's dark iabora-

4 . 5 tory-iike interiors are

first-rate, the creepy creatures

(like the spiders with human

faces) are horrihG, and the jerky

animation as your gun pumps

rapid fire is sweet.

w 1 Tenka’s sounds are fun.

4.5 The voices effectively

move the story along, especially

your own anguished drawl as

you talk to yourself between

levels. The techno funk pumps

your adrenaline.

Control

The controls are an ac-

3 s quired taste. It takes

two button presses to strafe in

one direction, and using 11 and

L2 to aim up and down can be

painfully time-consuming.

PMTiP: When an area’s Msstetf

with vicious little Bionids, keep

your weapon abned toward tiie

f^m you move.

nOTIP: Explosions horn your

own missiles, grenades, and

mines can damage you.

and L2 can be frustrating; you’ll

take more hits and waste more

ammo than you should.

But just when you feel like

swearing, some ugly mutant

charges you, and the ensuing
•

adrenaline rush reminds you
’

PROW: Lasers or missiles are why you play video

best for destroying automated Tenka is trigger-happy fun

defense syst&ns.

PROW: The auto-targe^

gunsight reveals objects that

need shooting, even if they

don’t look liken.

That voice in your head Is Zenith,

a microchip implant that also

discloses visual clues as you

progress through the game.

PROW: When radar reveals a

tough enemy lurkhig around a

comer, aim at the wall or struc-

ture. The auto-targeting gun-

sight may enable you to shoot

tiiroughn.

PROTIP: Control panels are not

apparent When the Object De-

tection alarm sounds, look for

a switch and press R1.
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Carnage Heart
(By Psygnosis)

By Captain Cameron

S
trategy fanatics may enjoy

the slow, turn-based Car-

nage Heart. As a designer, you

create new mechs for lunar

battles by placing 40 mgs
behavioral chips on

circuits. Which chips IH
you select, and where

you place them, deter-

mines every aspea of Hi
your mech’s perfor- hI
mance. After studying WM
maps, you send your

mechs into battle and

watch them fight.

The intimidating

controls are more

detailed than they

are for most strategy

games. The 40-page

manual, 40-page strategy

guide, and tutorial CD are

helpful, but be prepared for

intensive studying. Once

mastered, the controls are

effective, enabling you to

predetermine your mech’s

moves. However, the inability

to spontaneously control your

mech in battle is frustrating.

PROTIP: Invest heavily In your ..

suppliers’ BM, and they’ll re-/
veal new Informadon.

PROTIP: Don’t “overprogram” your mechs;

If they’re too senstttve to Incoming shots,

they'llJump from every profectlle, even

those not aimed at them.

The workmanlike graphics

show off detailed circuitry

and equipment but uninvolv-

ing battle scenes. The sounds

are average, needing voices

and better sound effects.

If you’ve ever considered a

programming career. Carnage

Heart is a demanding test of

your desire. Q

PROTIP;Always run newmechs
through tesi battles to see how
they withstand damage, tfdiey

sustain too mmdi, boost the ar-

mor orspeed.

PROnP: Pabol mecto should be

quick. Don’t burden diem with

heavy firepower or engines that

need large Aie/ taidcs.

Hexen
(By 6T Interactive)

By Major Mike

Rendered cinemas show the story

ofyour quest

U-exen features a unique

1
* blend of Doom-like first-

person corridor shooting and

role-playing elements, but loose

controls and choppy graphics

hex the game.

Placed in a medieval sword-

and-sorcery setting, you choose

from one of three warriors—

a

PROTIP: Be careful whenever

pents may be lurking under-

water, waiting hr attack.

The controls are pretty re-

sponsive but you sometimes

slide while running and while

jumping from narrow plat-

forms—causing you to lose a

life very easily.

Hexen is worth a rental,

but in the court of other corri-

dor shooters like Doom, Pow-

erslave, and Disrupter, it’s a

pauper's offering.

cleric, a warrior, or a mage-
each with different attributes.

The three fighters lend variety

as each is equipped with spells

and weapons that get more

powerful during the game.

The visuals and audio are

a mixed lot. Graphically, there

are some arresting elements

like fiery skies and blowing

leaves. Moving through i—
the surroundings, how-

ever, is a slow, choppy

affair with heavy pixel-

ization on the enemy

monsters. The music

is innocuous, but the

sound effects provide

a variety of screams,

grunts, and groans.

PROTIP: The cleric is Die best

character because he has an

excellent balance of magic and
brute sbength.

PROTIP; Avoid using magic at-

tacks on the centaurs; Oiey can

your spells right back at you.

Carnage Heart by Psygnosis

$4D-$60 Mouse-compatible

Available now Comes wlHi tutorial CO

Batlle sim/stralegy Challenge; Advanced

2 players Replay value: High

3 scenarios ESRB rating: Kids

Bebind-the-mech view to Adults

Memory card required

1
R4j lurn 1 funds

|
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Shut
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: available Behlni]-the-shlp view

! now Challenge: Adjustable

Replay value: Medium

2 players

Side view

shields that send your shots

back at you.

PROTIP: The blue rings are a

speed zone. Cross the blue line

and you accelerate rapidly, so

be ready.

LAYSTATION

* By Major Mike I ^

Amid the drought of \A/'arrior
* PlayStation shooters,

! 1—Sa Nanotek Warriors is a thunderstorm; It’s an intense blaster

with challenging stages and awesome bosses.

Shrunk down to microscopic size, you race down twisting tubes

and surfaces, blasting enemies and dodging obstacles.

The colorful stages have big explosions and other cool visual effeas.

The sound effects provide a plethora

of laser blasts, and the techno-mu-

sic works well with the fast-paced

action. The game also has excellent

controls—essentiai with all the

dodging and strafing you must do.

Those looking for a straight

shooter will be welt-served to rev

PROUP: Some enemies, like the up with this Warrior. Q
fifita rliamnn/it! in Ctano 7 hauo ,

,

|

By Major Mike

Combining charac-

ters from Street

.
Fighter and Dark-

stalkers with a Tetris-ish puzzle

game, Puzzle Fighter II Turbo

provides hours of addictive fun.

The object: Keep your side as

clear as possible. There is a combo

system in place that depends on

how many groups of blocks you

clear with a single drop.

The graphics feature cute

super-deformed versions of the

fighters. However, the sound ef-

fects can be annoying, with inco-

PR07JP: In the Space Rao^ forget

about shooting lasers. Stay on top

ofyour opponent’s spaceship, mim-

icking lb every twist and ban.

graphics and gameplay takes ad-

vantage of its 32-bit engine. This

could Just as easily have been a

16-bit game. Gameplay is simplis-

tic and becomes repetitive, mak-

ing this an entertaining diversion

for only the youngest gamers. The

biggest drawback is the frustrat-

ing access time between every

game element, thus taking all the

air out of its appeal. a

Super Puzzle RgMer II Itirtw

ByCapcom

PROTIP: Don’t lose your player

In center court pile-ups. Take

clean shots horn the sidelines.

stack same-coloredPROTIP: i

gems b form huge gents, i

ter the gems to send pieces to l4
your opponent’s side. *

herent chatter from the characters,

For puzzle aalon. Puzzle

Fighter has the goods—especially

in the two-player mode. Fans of

puzzlers and SF alike should

check it out. O

PR0T1P:Avoid bIg-hItting combos

againstAkuma; he can quickly

teiry your pieces, so keep your

side dear.

I

Space Jam fails

to live up to Its

movie origins.

It features an ordinary bas-

ketball game with sublevel

games tied into the movie story

line. Although ail the Looney

Tunes characters are faithfully

rendered, nothing about the

Batman Forever is a

faithful translation of

the arcade game. Un-

fortunately, what may be enticing

in an arcade becomes repetitive

and dull on a small screen.

Play solo or team up with a

friend as either Batman or Robin

in eight levels based on Batman

Forever. You face standard punch-

n-kick action against waves of

cloned enemies with a boss at the

end of each level. The graphics, al-

though sharp, are hindered by stiff

animation, and lackluster sound

PROTIP: Use gadgets, such as

the grappling hook, to take out

multiple enemies at a time.

effects deter from the overall ap-

peal. Gameplay offers little be-

yond limited fight moves and

power-ups; the most fun comes

from two-player action. Save your

loose change to play Batman For-

ever in the arcades. Q



Cnisader No Remorse by Origin

I

$49.95

I

Available now

j

Actlrni/adventure

' 1 player

U-overhead view

In-game save

Challenge: Adjustable

Replay value: High

PROTIP: Enemy foot soldiers are

sometimes hard to hit. if one

opens up sniper fire on a vehi-

cle Just run over hhn.

provide some eye*

candy between battles.

Awesome cinemas

C
rusader: Nq Rei

up its sights

Station, igfeing tl

capti'^tini actiorf

^ePGvefsiontoth^t

pl^t^^h^ to ;

improve (htgraph-

ics, and sounds, but

. crusader delivers

matters the
;

most: topjjotch ac^
;

diciivtf gamef^ayi' ,t

Playing as a ren^

gade soldier called i

the Silencer, ypujoin

folEQs is or-

dfertJ^e'

t
il tfiadiin^t^ of

e world goyenn-

frent. Acco^li

|ueBves stek^n^ secisidata,

le^nating keyjinstaSations,

iid Th^i!en?er’s lip

^rth^^^lo(| as he fights .

with a lethkl afsenal and'sv^
moves like ducking ar^

^ strafing, and tnore.O"

•: catedjat the st^, tht

' works^thj^ith
foiii graphib

^tou^ liktfthe a
sionsjn^e u^for^tife

w& p|eeric IjOiA. sire
, ^ ^

un^spred soifids

,middlebf^thefoadefe.^i^L f

Cnisate iike Pk^ Ovfcr-

'

kiil yi/ith more brants, ^iev|ng

a sw^t eonibo

b&t phd tough, wel|-v^

^on objectives. If4dfer
'

btt|'

PLAYSTATION

Command &
Conquer
(By Westwood Studios)

By Major Mike

PROTIP: To explore untimiliar

territory, send a foot soldier

off to any of the^ comers

to reveal enemy positions.

PRORP: Versus die laser towers,

hum. When you hear it, rebeat

immediately—failure to do so

could costyou valuable bwps

noiner popular re mie** goes 32-bit! Command
& Conquer provides hours of

gripping combat strategy on

the PlayStation,

In C&C, you take com-

mand of one of two armies,

the GDI or the

^ 3^5 Brotherhood

of Nod, then

j ^ deploy troops

» *4 and armored

divisions as

well as build training areas.

Gameplay is aided by out-

standing sounds, with troops

marching to a driving rock

beat and hitting the trenches

amid loud explosions and

blood-chilling screams. While

the battlefield graphics are

just average, the superbly ren-

dered cinemas provide a real

eyeful. The controls are the

weakest element, especially

since the game isn’t mouse-

compatible. The control pad

lacks pinpoint accuracy, caus-

ing you to selea the wrong

objects—something especially

bothersome when you’re in a

Jam and seconds count.

Controls aside, the more

you play C&C, the more you’ll

want to command and con-

quer it. Strategy fans should

definitely enlist in this war.



Clialleiige: Ailjuslalile

Replay value; Medium

ESRB rallng: Kids

lo AdultsBy Scary Lany

Challenge: Adjustable

Replay value: Medium

ESRB rating: Teen

sounds are

strong with

heroic fight N

music for

each stage.

Control is easy— ^
the combos aren't as ®

deep or as extensive as

those in Tekken 2. The game

can be mastered easily, which

makes it boring in the long

run. In all, Psychic Force is a

Force to be reckoned with—

at least as a rental. #.

By Scary Lany

Psychic Force fea- I

tures smooth

polygonal fighters

who float around a

3D arena and battle

with Psychic Attacks. Basic

combos and the supercharged

arena, which immobilizes

fighters when they touch it,

also help to make this game

fast and fun.

The graphics unfortunately

suffer from shrinkage when

the camera zooms out. The

PROUP: The best time to use

your Psychic Attack is after a

tong combo.

PROTIP: Combo an opponent

into the wait to stun them, then

foiiow with any hit but a spe-

cial. They can blor^ the special,

and you’ll waste your meter.



Arcade vets, rejoice! Namco

,
Museum Volume 3 for the

PlayStation continues the

retro trend with classic coin-

crunchers like Pole Position

II, Dig Dug, Calaxian, Ms.

Pac-Man, Phozon, and

The Tower of Druaga.

This lineup presents

an excellent mix of

arcade fun that will

satisfy itchy trigger

fingers of all ages

and skill levels.

As in previous

volumes, Namco

faithfully repro-

duces every sprite

and pixel of these

arcade hits—from

the startup test pattern

to the sound of credits plunk-

ing in the machine. Although

simple by today’s standards,

this compilation scores high in

graphics and sound because

of its authenticity. Cameplay

is also true to form, and now
you can also access game op-

tions like extra lives and but-

ton configurations. The Play-

Station controller, however,

doesn’t perfectly replicate the

gaming experience of Ms. Pac-

Man or Pole Position II, where

a joystick and steering wheel

would be better. It doesn't

drastically deter from overall

game enjoyment, though.

Namco Museum Volume 3

is must-have arcade fun that

will provide hours of classic

gaming until Namco preps

Volume 4. Thanks for the

memories, Namco! O

Namco Museum
Volumes
(By NanM»)

By Dr, Zombie

Wmams Arcade

!

Hits: The Atari

PROTIP: In Ms, Pac-Man, to lose the pur-

suing ghosts, skip out a side exit and

Volume 3

PROTIP: In Dig Dug, bunow con-

tinually up Into a boulder as you

watt for orem/es to close In on

you. Then move aside to let the

boulder crush them ail.

Namco Museum Volwne 3 by Namco

Price not avallalile Multiple vim
Available February Cballenge: Adjustable

1 player Replay value: High

Clasuc arcade games ESRB rating: Kids

5 games to Adults

Bylhi Zombie

Ilf iliiams Arcade’s Great-

est Hits: The Atari Col-

_iction 1 is a sweet lineup

of some of the best arca(je

hits: Missile Command,

Super Breakout, Centipede,

Battlezone, Asteroids, and

Tempest. Although each

game is faithfully re-created,

something’s lost in the

transition from arcade

to PlayStation.

The main draw-

back is that the ar-

cade versions featured

unique controls such

as trackballs or 360-

degree dials. The PlayStation

joypad isn’t the perfect sub-

stitute for these modes of

gameplay, where quick, full-

motion reflexes are essential.

Another drawback is the poor

sound quality—most of the

simple, mono sound effects

are scratchy and blown out.

PRon** Use classic Centipeoe

soalegy: Always keep the bot-

Tcm third of tiie sc.'een aear of
mushrooms wrm^iiltty against

the centipede and

Even though the authentic

graphics and gameplay rate

high, the limitations in con-

trol and sound bring down

the overall enjoyment.

Still, this arcade compila-

tion is worth renting for old

time's sake. Unfortunately, it

just doesn’t rate as a must-

buy, though. Q
fttlonP: In Asteroids, keep cen-

tered In the screen when shooting

large asteroids, and move with the

PROTIP:Always aim for the

close targets in Galaxian since

you can only shoot one bullet

onscreai at a time.

PROTJP: In Battle-

zone, back awayand
reapproach enemies

ttm anotiier angle.

Avoid head-en attacks.

PR071P: Timing your shots is the

key to shooting enemy crawtm
on the petimter. In Tempest,

watt for them to approach ]mi.

Multiple viewi

Challenge: Adjustable

1 player Replay value: Medium

Classic arcade games ESRB rating: Kids

6 games Id *dulls
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lack Dawn touches down on the Saturn with an impressive, exact port of the Play-

Station game. The graphics suffer in comparison, but that same gut-wrenching

chopper combat will have you glued to the throttle.

As in the PlayStation version, you travel across the world, quelling terrorist threats

by rescuing hostages, taking out convoys, trashing drug labs, and the like. Your chop-

per's bristling with all the deadly force it needs (missiles, napalm, nukes, and more),

and power-ups and even wingmen lend a hand. The fierce action stays fresh because of

the game’s sturdy challenge and engaging strategic side.

Black Dawn’s not without its problems—the graphics could've been cleaner and the

controls could’ve been more intuitive. But you’ll be too busy cackling with glee as you

blast through the combat to even care, g

y »
I
A steep challenge and

HbHifl riveting combat make

Black Dawn one of the more ad-

dictive, entertaining titles on

the Saturn. Good variety in the

missions and a solid strategic

element keep the thrills from

fading too quickly.
PROTIP: Rely on your guns to take

out minor ground target, and savi

missiles for tougher enemies.

PROTIP: Before you take on an

objective such as these radar

units, clear out the nearby ene-

mies so they doni smoke you

while ivu’re busy.
e *

1
Black Dawn's audio

heightens your adren-

aline with strong effects like

the clatter of weapons hre and

thumpin’ explosions. Military-

toned mission briefings and com-

mentary complete the experience.

Although the action

kkI erupts with eye-pop-

ping explosions and well-de-

tailed vehicles, a grainy, slightly

choppy look pervades the graph-

ics. Excessive fog does little to

disguise these flaws.

PROTIP; Watch for shadows of

enemy craft-^you

will often see a
[

„ ..

shadow appear

before the actual

bogey does. HjPI

^ \ \

You cant just pick up

ESli Black Dawn and play,

but your chopper handles well

with time. The controller con-

figurations on the Saturn ver-

sion arent nearly as natural as

the PlayStation’s, though.

PROTIP: Move slovdy

when you’re collecting

low-l^ng objecUves

like these black boxes;

ft’s very easy to collide

widi nearby structures.

PROTIP: If you’re running low on armor or

fuel, blow up the nearest, easiest target

You’ll get the power-up you need almost

every time.
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Price nol available

Available February

Corridor sbooler

Challenge: Adjustable

Replay value: Medium

ESRB rating: Not

yet rated

PROnP: Most enemies, like

these enemies behind the

gates, can be killed from a

comfortable distance.

Command &
Conquer
(By Westwood Studios)

By Major Mike

PBOT1P: Use the troop carriers

whenever you can—your troops

will be given much-needed ex-

tra protection.

PB071P: Send an engineer into

your enemy's barracks ^rty in

the battle. When he takes over

the building, you can produce

PB071P;Avoid attacking key en- moretroopsandopenasec-

emy structures until you have ond attack hunt
anassed a huge army.

Retaining the strategic action, strong graphics, and excellent

3a sound of the PlayStation version, Command & Conquer is

almost all present and accounted for on the Saturn. It’s a solid

combat offering—even if the control hampers the action.

Commanding one of two armies, you try to outfox your enemy

using combat tactics, troop deployments, and armaments. You

start by building training camps and weapon faaories. You can

then overrun an enemy^ base and use their weapons against them.

Command enlists effective graphics and rich sounds. There

are huge, colorful battlefields and detailed soldier sprites. Well-

acted full-motion

video and rendered

sequences provide an

entertaining break.

The sound features

thundering rock mu-

sic and a barrage of

clear audio effects

like screams, explo-

sions, and gunshots.

The control is the

weakest link, Cursor movement

is slow and inaccurate, especially

when you’re pinpointing individ-

ual items. You may fight the con-

trols more than your enemy.

If you played Iron Storm and

are looking for another worthy

battle. Command & Conquer is

a war worth waging.

Rendwed sequences provide sme R&R
between battles.

Command & Conqu«
By Westwood Studios

Price nol available

Available now

Strategy

40+ missions

Replay value: Medium

ESRB rating: Teen

Nexen
(By CT Interactive)

By Scary Larry

^ xcept for the stellar Pow-

jC' erslave, Saturn corridor

shooters had a thin lineup last

year. Now Hexen is here, and

although it doesn’t live up to

Powerslave's standards, it's

still decent fun.

Basically, you’re playing

Doom with an RPC twist. You

play as a cleric, a mage, or a

knight, each with unique abili-

ties, weapons, and spells. You

need all that the eldritch gods

offer because you’re bom-

barded by goblins, gremlins,

and fire-breathing bats.

The graphics are nowhere

near as good as Powerslave’s.

Enemies and backgrounds

pixelate horribly when you’re

up close. Some effects are

downright cheesy (like the

stuttering animation when

enemies choke on the toxic

'

Ji'V'-

PROTIP: When in Wis room, use

the front right square when

necessary, tt’s a warp—the
oth&s are death traps.

clouds), but the death scenes

are nice and gory.

The sound is the game’s

bright spot. With the excep-

tion of the doglike yelping of

wounded enemies, the effects

and the atmospheric music

are well done.

The control is medieval,

at times requiring cumber-

some button combinations

when you’re trying to avoid

tough enemies.

Hexen’s great fun if you're

a novice at corridor shooters

and like sword and sorcery.

But Doom fans will know that

Hexen doesn’t live up to its

hallowed halls.



updated rosters, stats, uniform designs and team logos for 1997.

Check out VR Baseball '97 at www. vrsports.com for free tips and a demo.

It's just a game like the Green Monster is just an

outfield fence, Because VR Basebair '97 Is a real-

time 360“ 3-D Major

League Baseball* world

that only the pros have

experienced. Until now.

Feel the adrenaline as

you face Greg Maddux's

heat. Make split second decisions as you

tag up, steal, execute a squeeze play,

or stretch out a double. But you better

know your stuff. Because here the

players run, hit, slide and throw based

on their actual MLB'“ stats. There's even an

endurance meter which gauges when players get

tired. (Better make sure there's a reliever in the

bullpen.) From the first pitch to the last out, it's

baseball at it's best. VR Basebair" '97.

THE DIFFERENCE IS REAL

PUy^Ulitsn .



Challenge

Disney taiteractive)

ByBonehead

PROTIP: At the beginning of each iava ride,

make sure you're perfectly positioned oyer

the moving platform or you'll lose a life.

Maui Mallard in

Cold Shadow

PROnP: In MudOrake

Madness, jump over

the masks without

running through

them to keep natives

from escaping.

ly

PROTir: Whiut uanying from the

Test of Buckhood vine, pick up spin

hum the eyciane below,

bounce up kiiock out PR07IP:lnTestofOuck-

hood, jump from your ninja

swing imwediately into .

Wedge move to work ycv~

way up the bamboo.

S59.99

ID megs

Action/adventure

1 player

9 levels

Third-person view

9 isney’s ducky

deteaive makes

a spectacular splash

on the Super NES. Maui Mallard

is well-crafted entertainment

for novice and veteran gamers

who are looking for great run-

n-gun action.

Maui’s gameplay is paradise.

While exploring nine long levels

of island scenery in search of

gems, you must continuously

morph back and forth between

your gun-toting detective per-

sona and a staff-swinging ninja.

Ninja mode is especially fun

because of all the wild swing-

ing and wall-crawling you’re

able to do. Throughout the

game, you encounter varied

styles of gameplay (including

lava rides and a crazy vine

level), imaginative enemies

(such as a giant tongue-flick-

PRffTiP: "
' yjludldr^ Mayhem, use y?ur

ninja guise to swing to higher platforms,

but use your detective gun to naii enemies

iTom ajdisiance.

PROTIP: Morn ui» sliding statues

in Bie Niajg Osoumli, by
bouncing repv^i-"^‘-jn nearby

gold si:-:

ing frog boss), and humorous

background details (as in Dis-

ney’s Aladdin, the statues of-

ten provide comic relief). Add

in its marvelous music, and

this duck’s all it’s quacked up

to be.

Graphics

tropical scenery

changes throughout,

taking you from treetops to un-

der a volcano with colorful

backgrounds and humorous de-

tails. Characters are sharp,

with nary a trace of slowdown.

Sound
Music Is themed for

4.5
i each level with a range

of calypso and big-band tunes.

The sound effects add cartoony

fun. All that’s missing are voices

and noises from enemies.

m
4.5

Fun Factor

Nothing fowl about this

Disney delight that

ges DKC3 as the year's

S game. Players of all

els should go duck hunt-

heir nearest toy store.

chailen

1 top SHE

1 skill lev

ing at t

m.
Control

The controls are very

4.0
i good, but not flawless.

The platform jumping and swim-

ming can be Imprecise, and the

gun isn't always accurate, espe-

cially if you’re running and

shooting at flying enemies.
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The ultimate strategy gameDozens of close-ups and action shotsOver 40 missions on two CD-ROMs

SEGA SATURN
PlayStation

Also ovailaWe on DOS, Windows', Windows*95 & Mocinlosh' CD-ROM.



Tin; Ki-ItlT (iAMKirS sum IVAL GUIDi;
.' arch may bring a few

new 16-bit titles to

-Store shelves, but the

pickin’s are gettin’ slim. Nin-

tendo says it has a couple

of third-party games coming

sometime this spring, perhaps

as early as April: a still-unti-

tled farming sim by Natsume,

and Timon and Puumba by

T*HQ. These are welcome ad-

ditions to the Super NES li-

brary, but they can hardly be

games—The Legend ofZelda

and a new cartridge packed

with both Donkey Kong Coun-

try 2: Diddy’s Kong Quest and

Super Mario World 2: Yoshi’s

Island. These acclaimed games

join February’s two stellar re-

issues, Super Empire Strikes

Back and Super Return of the

Jedi. Here’s how we rated all

these recent reissues when

we first reviewed ’em;

Super Empire Strikes Back by JVC

(reviewed November ’93)

Super Mario Wortd 2:

Yoshi’s isiand by Nintendo

(reviewed November ’95)

Donkey Kong Country 2: Diddy’s

Kong Quest by Nintendo

(reviewed December ’95)

Look who's back this month—it’s

Dixie and Diddy in Donkey Kong 2.

considered as high-profile ti-

tles on the order of Donkey

Kong Country 3.

This month the SNES will get

two more reissues of classic

Super Return of the Jedi by JVC

(reviewed December ’94)

The Legend of Z^a by Nintendo

(reviewed August ’92)

On the other hand. Genesis

fans don’t have much to look

forward to—at least not until

summer. A Sega spokesper-

son maintains that 1997 will

have the same number of

new Genesis games that 1996

had, which would be about

ten. Unfortunately, except for

a few sports titles—Madden

NFL ’98, NBA Live '98, and

NHL ’98—Sega isn’t ready to

identify the specific titles its

own developers are working

on. Expect the bulk of the

new Genesis games to show

up in November or December.

16-Bit Hau of Fame Racing games a few years back,

and how we rated them.

L
ast Halloween, we

asked you to vote for

the scariest, most mon-

strous 16-bit games of all

time. The frightening part of

this whole thing was the one

vote we got for Barney’s Hide

& Seek Game for the Genesis!

The rest of our readers spread

their votes out over a range

of classic titles. Here are the

top half-dozen in order, lead-

ing off with the champ:

1. Doom (SNES)

2. Splatterhouse 3 (Genesis)

3. Super Ghouts ’N Ghosts

(SNES)

4. Warlock (Genesis)

5. TIE: Zombies Ate My
Neighbors (SNES)

5. TIE: Alien 3 (SNES)

6. Bram Stoker’s Dracula

(SNES)

Doom ranks as the readers’ scari-

est 16-hit game ever.

Sharp grafdiics and exciting game-

playmade Mans^i a 16-bit champ.

Our next Hall of Fame cate-

gory comes from a letter writ-

ten by Travis Amsden of Debs,

Minnesota. Travis asked us

who made the 16-bit Nigel

Mansell World Championship

Nigel MansdI’s Worid Champion-

ship Racing by GameTek
(SNES review August ’93)

(Genesis review Octobo' ’93)

This question got us think-

ing about some of the other

great racing games in 16-bit

history. Here’s a partial list:

• ESPN Speed World

(SNES/Genesis)

• Formula One (Genesis)

• FI ROC (SNES)

• Lotus Turbo Challenge

(Genesis)

• Newman Haas Indy Car

(SNES/Cenesis)

• Street Racers (SNES)

• Super Mario Kart (Snes)

EAMEPmi (1^ March 1197

So now we turn the voting

over to you. What’s the best

16-bit racing game ever? Choose

one of the aforementioned

games, or write in your own

nominee (don’t forget to name

the system it’s for), and mail

your selection to this address:

Hall of Fame: Racing

CamePro Magazine

P.O. Box S828

San Mateo, CA 94402

You can also e-mail us at

comments.gamepro@gamepro.com.

We'll post the winning games

in an upcoming issue.

1
1

Games with cars, boats, or motor-

cycies (such as GP- 1 Part tl horn

Adas) are all eligible for the next

Hall of Fame, just as long as rac-

ing is the main goal.
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Hot on the blades of

NHL ’97, EA SPORTS IS

ALREADY WARMING UP
NHL ’98 WITH THE HELP

OF STANLEY CUP-WINNING
COACH Marc Crawford.

In its 16-bit heyday. EA Sports' NHL series was the uncontested

hockey champion. Now that 32-bit systems have arrived, topnotch

rivals like Sony’s NHL Faceoff and Virgin’s NHL Powerplay have

carved out their own strongholds on the ice. With that in mind, the

developers at EA’s Vancouver office kicked off the drive for NHL
’98, which is due out this fall, by holding a fascinating skull session

with one of the NHL’s top coaches.

Gearing Up the Cameplay
“Our stated priority this year is gameplay,” said Ken Sayler, associate

producer of NHL ’98. "We recognize that NHL’s gameplay and A.I.

have served their purpose to date, so we’re focusing on building the

ultimate gameplay experience."

To help pull that off. EA turned to Marc Crawford, who coached

the Avalanche to last year’s Stanley Cup. An avid gamer himself,

Crawford drew on his immense hockey expertise and his passion fcff

hockey video games to lend some real nuts-^d-bolts advice to the EA

Sports team.

“What you do when you don't have the puck is as important as

what you do with the puck,’’ Crawford said, “and NHL '98 could really

benefit from that kind of strategic control." From his post in front of a
^

white board, Crawford sketched out a long list of offensive and defensive

plays, covering topics like cycling the puck around the ice, forechecking,

using the open ice behind the net, and handling powerplay and penalty-

killing situations.

“Changing on the fly’s a big part of strategy, and that’s not in the

game yet either." Crawford

added. "There’s even strategy

to fighting. When your team’s

down, a smart player senses the

need for a shift—that can be a

fight or just a huge hit.’’ He also

discussed how factors like in-

juries, momentum of the game,

crowd response, road-trip fa-

tigue. and player skills affect a

game, then suggested ways that

they could help make NHL '98

a deeper gameplay experience.

As diehard hockey gamers

kno\\ . the NHL series earned a

loyal following with its high-octane action, but the games never incor-

porated these realistic, strategic sides of hockey. Responding enthusias-

tically to Crawford’s input, Sayler’s team is concentrating on updating

the game’s features, gameplay, and A.I. How will all that pro advice

appear in NHL '98? It was loo early in the process for Sayler to get

specific, but given EA's early discussions, gamers can probably expect

much tighter, more realistic gameplay and A.I,: play calling and coach-

ing strategies: and revamped line changes. Other tentative possibilities

include historical teams like those found in Madden and EA’s own take

on Faceoffs icon passing.

Avalanche coach Marc Crawford talks

strategy in EA Sports' Vancouver office.

On the Pla.v.Station, NHL '97 scored

high marks for its impressive polygonal

outing. In the next edition, EA’s hoping

to raise the bar again.

NHL '97 raked in trophies on the PC
for its landmark graphics. EA’s set its

sights on achieving that same quality in

the PlayStation NHL ’98.

Graphical Goals

EA’s other priority for NHL ’98 is revamping the graphics. “There’s

a learning curve with 32-bit technology.” said Sayler, “and you’ll

really see the fruits of 32-bit game design in the coming years.”

EA's working to make NHL ’98’s graphics as exciting as those in

some of its other visually impressive titles (NBA Live ’97 on the

PlayStation and NHL ’97 on the PC) by striving for a much higher

level of realism in the players and their movements.

With months yet to go in this year’s season, most gamers are

probably still gunning for their own ’97 Stanley Cup. But if EA

delivers the goods this fall, NHL ’98 could shape up to be one of

the can’t-miss hockey titles of the new season. Q
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NHL Open Ice

.. “The coolest game on earth” is checking its way into

ndlJbronDll your house with NHL Open Ice’s two-on-two scoring

mayhem. Tape up your sticks and sharpen your skates for some excel-

lent NBA Jam action—hockey style!

Puttin’ the Biscuit in the Basket

Open Ice comes correct with smokin’ gamepiay and an avalanche of

features. Choose from all 26 teams and some of today’s hottest stars,

such as Jagr, Sakic, and Messier, then throw your weight around with

hard checks and blistering slap shots. As in the NBA Jam series, play-

ers perform incredibly raucous moves, such as somersault wristers,

flash shots, and dou-

ble 360-degree spins.

If you fill up the

Hot meter through as-

sists, goals, checks,

and steals, you can set

the net on fire with

unlimited turbo

power. Also included

are Jam-style features

such as Big Head

mode hidden players PROTJP: Get the goalie to commit to the comer,

.

' then one-time the puck for an easv score,
and more.

^

Open Ice shoots and scores at every level. The graphics jump

right out of the arcade with only a few minor frames of animation

left out. The control is flawless, and the shaip sounds feature cool

color commentary that never misses a beat by Chicago Black-

hawks legendary announcer Pat Foley.

Goals Galore

If you love hockey and are

fond of double-digit scoring

and nonstop action. Open Ice

is a definite must-buy. All

others should drop this puck

as a weekend rental. You

won’t get deked. Q

Super NES

By The Rookie

Hang on for rim-

rocking action in

NBA Hang Time!

Gamers can choose their

favorite NBA team and battle the

computer or deliver a facial to a

friend. Hang Time's fast-paced

action lets you add flair to your air

with alley-oops and double dunks.

Hit a hot streak to knock down

threes and block shots at will.

Graphically the game lacks

detail, and the colors appear faded;

the sound falls short with a tinny

soundtrack and game announcer.

Still, the controls allow for fluid

NBA Hang Time

By Midway Home Entertainment

Price not ar

Available no

4 players

Side view

liable Challenge: Adjustable

Replay value: High

ESRB rating: Kids

to Adults

movement on the court, and the

gamepiay is addictive.

So if you’re hankerin’ for a

hunk of dunks, go hoopin’ with

Hang Time. Q

PROTIP: L'se the spin move to get

out tight coverage.

PROTIP: Increase your chances of

winning with good rebounding.

NBA Jam Extieme by Acclaim

Price not avallahle Challenge: Adjustable

Available now Replay value: High

Fantasy basketball ESRB rating: Kids

4 players

Side view

to Adults

cool commentary.

While not as fun as NBA
Hang Time. Extreme still delivers

the rock with enough authority to

earn a spot in the playoffs. Q

M Jom ExHeme
By The Rookie

An updated ver-

sion of the slam-

infested hoops classic is back in

NBA Jam Extreme.

Hit the hardwood with a roster

of five players, which includes some

of today's hottest stars and high-

impact rookies. All the classic Jam

features are here, including a new

polygonal look and an Extreme but-

ton that enables your players to dive

for the ball or perform even crazier

dunks. The controls fall on the

tricky side, though.

The graphics are clear and

colorful, while the annoying crowd

chants drag down Marv Albert’s
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PROTIP: To pull off the best tricks,

start your jump just before you

reach the edge of the cliff.

Cool Boorders
By The Rookie

Racing down the slopes at breakneck speed comes Cool

Boarders, a PlayStation snowboarding thrashfest.

Boarders select from three tracks and six boards, then glide their

thrasher toward designated checkpoints while pulling serious aerial maneu-

vers in an attempt to beat the best times and trick scores. Once these feats

have been accomplished, you're rewarded with access to more boards and

more tracks to race on.

The controls allow for tight han-

dling and make performing tricks a breeze. Although the grapliics show

minor breakup, they're still welt animated in the popular polygonal style.

The music fits perfectly; however, the announcer never stops making

mundane ccmments.

If you can’t go big on the mountain, do some slireddin' at home

with Cool Boarders. It’s a fun ride.

PROTIP; If your boarder starts to

slide, let up on the directional pad

and thevTI straighten out without

_slpaja^own.

VR Soccer '97

By Or. Zombie

VR Soccer ’97 launches onto the Saturn with powerhouses

such as FIFA Soccer ’97 and Sega Worldwide Soccer ’97.

Unfortunately, VR Soccer’s graphics and gameplay only warrant a tryout,

and they fail to measure up as starter material.

Although 32-bit-powered, VR’s graphics are coarse and blocky,

making it hard to discern individual players or the ball when players clump

together. The multiple camera angles

PROTIP: If you’re surrounded

when attadiing the goal, pass bad(

to a teammate with a clearer shot

don’t provide an all-encompassing

overview of the field, which prevents you from setting up plays as you

move downfield—an overhead radar would’ve helped the situation. Even

worse, the controls are sluggish, and the sound effects are only adequate.

VR Soccer ’97 has a multitude of features and options, but its graphic

and gameplay limitations hinder the overall experience. Keep this one on

the bench. B

PROUP: Trust your goalie and

avoiding getting in his way by

trying to block a shot.

VRGflir37
By Air Hendrix

Following its strong

PlayStation debut, VR
Golf ’97 tees off on the Saturn in an

excellent effort that edges out console

gaming’s traditionally topnotch links, PGA Tour ’97.

VR Golf may lack a real-life license, stranding you on two make-

believe courses with fantasy players, but it has what PGA ’97 doesn’t

have; fast, clean action and spectac-
VR G(rtr97byVR Sports

$40 Multiple views

Available now Challenge: Adjustable

Golf Replay value: High

4 playeta ESRB laling: Kids

2 courses to Adults

PROTIP: Use the free-floating cam-

eras to get a side view on your shot

arc, which lets you precisely place

your shot in any terrain.

ular course graphic.s. VR does run a

bit choppier than its PlayStation counterpart, but it makes the Saturn PGA
’97 look like it’s moving in slo mo.

And even without the licenses. VR delivers plenty of engaging golf

gameplay and challenge. Comfortable, re.sponsive controls and solid sounds

complete the package. While VR Golf ’97 has plenty of room to improve,

it ranks at the top of this year’s Saturn leaderboards. Q

(92) March 1987

PROTIP: On a par 5. overpower

your flrsl two shots to get on the

green in two ^d go for an eagle

on your third stroke.



PROTIP: Play as the middle line-

backer for defeasive flexibility.

97

excellence, PGA Tour '97 drib-

bles off the Saturn tee. Persistent

golfers can unearth some quality

gameplay, but PGA's flaws will

discourage most from trying.

At first glance. PGA ’97 ha.s

all the right answers: 14 PGA

pros; 2 PGA courses; responsive,

detailed controls: and a full set of

modes and features. But the long

load times and sluggish frame

rate require more patience than an

afternoon of fishing. Even worse,

the disappointing course graphics

PGfilOUf’
By Air Hendrix

Despite the se-

ries’ tradition of

PROTIP; When chipping, leave plenh

Ilf room for the ball to ndi on the green.

PROTIP: Always add on plenty of

cxtr.i distance when putting uphill.

look almost 16-bit. though the

player animations are excellent.

Solid sounds lend a helping hand.

If you don't mind long load

times, PGA delivers a fun round of

golf. As far as Saturn golfing goes,

though, the grass is much greener

on VR Golf’97’s fairways. Q

Super NES
With its fumbling combination of atrocious gameplay and

choppy graphics. College Football ’97 wins the title of

“Worst Sports Game of the Year.”

The only .strong point here is the selection of 1 1 1 teams, including

everyone from Florida to Fresno State. Other than that, the game’s a com-

plete gridiron debacle. Players fly around the field—except for the man

with the ball, whose movements

slow down and become jerky. The

frame rate and animation are poor

(the players look armless), and the

sound features the most obnoxious

whistle in sports gaming history.

With a game this bad, it’s no

wonder Bill Walsh took his name

off this series and went back to ad-

vising the pros. C3
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Grand Slain^

Developed by Bust

Published by Virgin

Available April

80% COMPLETE

Grand Slam steps up to the plate with a unique style of gameplay and all your favorite major lea-

guers, but this game still needs some spring training work before it’s ready for the majors. Instead

of the normal pitching and batting method that has gamers merely aim a cursor to

swing or throw. Grand Slam provides meters—like those usually seen in golf

games—that determine both speed and accuracy. Although this setup works well

with pitching, the batting meters are somewhat off, making life at the plate frus-

trating. Grand Slam has a chance to be a big-time player, but it definitely needs

fine-tuning before this game can compete with Triple Play .—Johnny Ballgame



Rflllij Cross

Sony's getting into the racing game

with Rally Cross, a four-player

speedfest that drops you behind the

wheel of 12 rally cars and 4 trucks.

The rubber starts bumin ’ on 1 8 tracks

in fantasy locatioas like the lost mines, royal gardens, and the jungle,

and each course involves on-road and off-road action. Multiple path-

ways through the tracks challenge you to find the best path to the finish,

and track conditions like snow, gravel, mud, and water affect your car's

response. Up to four players can smash fenders. . .all at once in a split-

screen divided into quarters .—Air Hendrix

“CHh daslieiliali;

Rnol Four '97 nma mi
NCAA Basketball: Final Four ’97 dribbles its way onto the PlayStation

just in time for March Madness, allowing fans to not only watch the

tournament but play it themselves. Sixty-four teams are selectable, in-

cluding top challengers for ’97 like Wake Forest and Kentucky, as well

as past greats like the Michigan Fab Five. An all-star list of options

features on-the-fly play calling, over 50 dunk animations, and cus-

tomizable play assignments,

while motion-captured

player movements and a 3D

environment promise added

hoops realism. It’s too

early, though, to tell if the

gameplay will make it a

champion or a disappoint-

ing first-round elimina-

tion.— Ballgame
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Funco Mail Order

We Accept:

Personal Checks and Money Orders
Are Also Accepted.

RUSH
DELIVERY!

is available on ail in stock Hems.

These are Partial Lists

More Titles Available!

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

Funco Order Form

Phone (_

System Title Qty Price

Shipping

Handling

To purchase: Call for Current Prices, send check,
money order, or credit card number to Funco, Inc.. 10120
West 76lh Street, Mpis, MN 55344. Add $1.99 per item

($3.99 per control deck) for shipping and S4.00 handling

charge. For Canada, Guam. Fuerto Rico, and Virgin

Islands please douEHe the per item charges. CA, CT,1L.
IN, KS, MA, MD, Ml, MN, MO, NJ, NY, OH, PA, TX, VA,
& Wl residents please add applicable sales tax. All prices

based on US funds. WE DO NOT CHARGE YOUR
CREDIT CARD UNTIL YOUR GAMES HAVE BEEN
SHIPPED. Most games delivered within 5-7 business
days. Whenever possible games comie with boxes
and/or instructions but this is not guaranteed. Rush deliv-

ery is available. All sales are final. Defectives replaced
wilh same item. All prices are subject to change. (We
reserve the right to r^se any purchase or sale.) PR

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
Look for us on the World Wide Web!

http://www.funcoland.com

Win a $25"Funco Gift CeTtificatell

DOWN
1. Legacy of Kain is about a .

2. My trip to by Crash Bandicoot,

ACROSS
3. Tomb Raider begins in .

4. Find the star in Pilotwings 64 to become

5. Knight of the Square Table is Sir

i

cessary to enter. Complete the crossword puzsie. o
aOdress and phone number to :

o. Inc., 10120 West 76th Street. MpIs. MN SS344. A



DMESfiyn
Iiim to is issue's “PC GamePra"

for a review el Diablo, llie hoH

A hit in Japan, Dark Savior ar-

rives on U.S. shores with plenty

of hype about its unique game-

play and great graphics. Al-

though there are some pleas-

ant surprises, Dark Savior’s

easy challenge and relatively HtOTIP: When fighting as Gatian,

always look to capture your en-

emy instead of vanquishing him.

PR071P: If you’re stuck hi a room,

don’t backtracks Instead, look

for aacks in the foundahon,

knock down anything hanging

overhead, and climb structures

within tee room.

Savory Savior
Dark Savior is a good buy for

novices because of its simple

plot and the varied gameplay

that combines entertaining

platform action, 2D fighting,

and RPG elements. But hard-

core RPC players, bewarel Dark

Savior is for squires to indulge

in, not for valiant knights.

PfiOTIF: Force criminals under your control

to fight for you when your health Is low.

simple story line keep it from

living up to all the expectations.

RPGUte
The story starts with lots of

promise. As a bounty hunter,

you escort the vicious criminal

Bilan to Jailer’s Island. You soon

find yourself in the middle of

a conspiracy when Bilan un-

expectedly escapes aboard

the transport ship, leaving a

bloody trail of dead bodies in

his wake. Adding intrigue is

Bilan’s escape route—he heads

for the very prison where you

were taking him.

There’s nice variety in the

gameplay as you try to recap-

ture your nemesis before he

destroys everything around

him. Some of the action in-

volves entertaining platform-

jumping and maze-solving

from a diagonal 3D view. As

you progress, you even use

captured criminals to fight

for you, which increases your

chances of survival and adds

novelty to the gameplay. Dark

Savior also has a battle mode

reminiscent of earlier 2D fight-

ing games, and multiple end-

ings, making this a

game with good re-

play value.

The drawbacks are

in the limited size of

Dark Savior’s world

PROTIP: Take Warden Kurts

diary from tee second building

overlooking tee doda on Jailer’s

Idand. Study It to figure out

what this tyrant is up to.

and in the simple con-

trols. The linear story

line lacks the complex

subplots found in the

best RPGs. This is a

game for novices, not

experts. The controls

PROTIP: When fighting, continu-

ally press Away on the direc-

tional pad to block. Your oppo-

nent will do little or no damage,

and you can still attack.

are also too rudimentary, espe-

cially in the fighting sequences

where your character has lim-

ited moves (only two basic at-

tacks and one special attack).

UghtandDark
Graphically, the game con-

tains solid 3D backgrounds,

though occasionally the lack

of shading makes everything

look 2D. The big anime-style

characters are very expressive

and well animated.

The sound is the game’s

biggest disappointment—the

music gets real dry, real fast.

The special effects are nothing

special at all. Overall, the au-

dio is pretty average.

PROTIP: In the second-level

cargo bay of Seabandits, push

the box In tee lower portion of

the room to find a faster pate

to tee captain’s cabin.

PROTIP: Tiy to capture False Bi-

lan In the captain’s cabin. Al-

though he’s not the real McCoy,

he’s strong enough to wear
down any of youn^Vfonents.
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Think you have the strategic

savvy to execute a surprise

attack like Pearl Harbor? Strap

on your helmet and find out

with P.T.O. II.

War Gaines

The game’s features command

respect. There are ten short

scenarios, three major cam-

paigns, biographies of all the

majorJapanese and Allied mili-

tary players, and detailed specs

of weapons. Once armed and

P.T.O. n (Pacific Theater of

Operations II) by Koei

Price not aveilable

Availeble now

War strategy

2 players

Challenge: Intermediate

Replay value: High

ESR8 rating: Kids

to Adults

organized, you coordinate air

strikes with naval attacks and

ground maneuvers to overtake

enemy forces in the Pacific

of the 1940s. The details and

options are many, while the

controls and intricate menus

efficiently execute your most

detailed decision.

Graphically, the game’s

sharp full-motion video (FMV)

nonP: Before deploying your

ground troops, bring In an air

strike to clean out the troop’s

nOTIP: Play short scenarios

ofton, because they act as war

games for the larger campaigns.

and animation convey a sense

of history and fantasy. Mission

debriefings feature FMV of ac-

tual WWIl footage. The anima-

tion works well, especially dur-

ing battles. The sound is also

good, though the music occa-

sionally drowns out voice-overs

and special effects.

BiHnbs Away

While games such as Iron Storm

are slightly faster-paced, P.T.O.

II still delivers an enjoyable

WWIl strategy experience. If

you’re a fan of strategy games,

march down to your local re-

tailers for this title. B
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PPOUPt Mteryow plan and move

phases are congilete, press But-

ton Z during your baWe phase to

customize ymtr rights and maxi-

mize your resomces.

PriOTIP: If you’re fiist starring

out, leavem the Advice (totkm

so you’ll be familiar with special

tacrics for different ^toatlons.

CHRPniCLES
OF tHE SwORP

ByArt Angel

Chronicles of the Sword is a

point-and-click game that's so

slow it should have been a

simple animated movie.

CHROniCLES
OF THE Bored
As young Cawain of the Round

Table, you are sent by the

wizard Merlin to dispose of

Morgana, King Arthur’s evil

PROnP: Anytime you’re stuck,

ask Wllf the stable boy for h^p.

half-sister. It’s a long, tough

mission that takes you to over

100 locations.

Unfortunately, Cawain’s

movements are so slow that

you’ll lose interest long before

the plot thickens. Furthermore,

the controls are so bad that

you need to be accurate down

to the pixel to execute com-

PR07IP: Grab the lantern In the

Throne room. Gawain won’t go

into dark places without It

PROTIP: Press the eye of the

sea horse on the bas relief with

your sword. The secret dow
leads to Meriln.

mands, You get little help

along the way, leaving you

stranded with unanswered

questions.

Chronicles has above-aver-

age graphics. The cinematics

are clean, but slow, and build

suspense when they kick into

gear. Even better is the audio,

which uses great vocal talents

to play the characters.

GAWAin All the Way
Chronicles of the Sword is

Psygnosis’s attempt to expand

PROTIP: To get rid of the porter

at Morgana’s chamber door, mh
rice him wirii sane ale from the

blacksmith’s private reserve.

into the arena of medieval

RPCs. Until it gets a better un-

derstanding of what makes an

RPC interesting and playable,

however, it should stick to its

more famous racing games for

now. This Sword is dull.

Ctwonicies of ttie Sword by Psygnosis

Available now Replay value: Low

Graphic adventure ESRBraUng: Kids

Mouse^compatlble

to Adults
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We excise Xizor, pound PalpaMne, and vex Vadar in ihis

waikihrough of aii 10 ieveis of Shadows of fhe Empire.

The Snowspeeder Is the Rebel-

lion’s best short-range fighter

in ice environments. When bat-

tling on Hoch, use a behind-

the-ship view for maximum

efficiency. Remember that hit-

ting the ground or enemy ves-

sels will damage your ’speeder.

Your first objective is to shoot down

the biack Probe Droids. These spi-

der-like robots put up little resis-

tance, although in the Hard and

Jedi modes, they’re faster and they

return fire.

By Scary Skywalker

W
e show you how to collect all the Challenge Points,

which allows you to uncover the game's four se-

crets. Collect all the Challenge Points on the Easy

setting and you’ll receive the Leebo Scan, which gives you

an overhead view of the level and shows hidden areas. On

Medium, you can turn the Outrider into a TIE Fighter or X-

Wing fighter during the Skyhook stage. On Hard, you re-

ceive a full weapon recharge and 30 seconds of invincibil-

ity at any time, and on Jedi, the Wampas turn friendly and

follow you around, wiping out Stormtroopers in their wake.

Good luck!

Droids, then attack the two AT-STs.

To down these chicken-walking Im-

perial sissies, shoot them from be-

hind, then fly away. To avoid being

hit, vary your speed and altitude con-

stant so they can't get a fix on you.

If death is imminent with one more

direct hit {the ship indicator in the

lower left corner has turned red),

then fly directly into the least dam-

aged AT-ST. This kamikaze tactic

destroys it immediately.

The next objective is the toughest:

Destroy ttie Probe Droids, then con-

centrate on the AT-STs. But you

also have to contend with the ele-

phantine AT-ATs.

of Harh
SSEI
lolhia

When any segment of the radar

flashes, an enemy’s locked on

you. immediately pull up or

down and give yourself a speed

burst to avoid the fire.

Next mission—and the stakes are To destroy the walkers, you

slightly raised. Shoot down Probe

must release the tow cables near

their feet. Get a fix when you’re

near the ankles of these machines,

then pull the trigger. Remember—

you can continue to shoot the tow

cable if you don’t connect immedi-

ately, so keep squeezing the trigger.

You get a Challenge Point for

every AT-AT downed with the tow

cable. You can also try shooting

them, but that takes forever.

Escape From ^
Echo Basely

First things first: In the Doom-style

levels, use the first-person perspec-

tive. You can target enemies farther

offscreen than in any other view.

You start Echo Base near a

few Rebel Snowspeeders. Proceed

forward, then turn at the first open-

ing on the left. You’ll see the Mil-

lennium fa/con taking off.

In the room just vacated by the Fa/-

co/? are four Stormtroopers. Don’t

run into the room, because there

are two more Stormtroopers to the

right in a hallway. Press and hold

the trigger while shooting to lock-

on more accurately.

After eliminating the four

Stormtroopers in the main room,



creep around the corner and shoot

to the right. Take out the two Storm-

troopers and move down the hall.

The next obstacle is this door. Two

Stormtroopers are behind it.

In the room behind the door and to

the left is a small side-room. Go into

this room and activate the panel on

the wall. A Challenge Point and a

full-health Icon are In there. Leave

the full health until you really need it.

Go into the next room and take the

door to the left. There’s a Storm-

trooper lurking near the door. Blast

it and proceed down the hall. Stop

when you see a door on the left

side of the corridor.

Behind the door are a Stormtrooper

and three Wampa monsters in con-

finement. Blast the Stormtrooper

and hit the switch to open the

Wampas’ cages.

Quickly leave the room and listen

for the Wampas’ roars. They’re

fighting each other, which is good

for you because they’re hard to kill.

When the melee dies down, open

the door again.

If any of the Wampas are still

alive, draw them into the corridor

and shoot them. It takes several

shots, so you want to give yourself

plenty of room to retreat. Wampas

can destroy you in two hits.

Go back into the room when you’re

done and grab the box from the

middle cage. Seeker missiles are

your prize!

Return to the corridor and continue

your search. To the right are a few

crates shielding a Wampa monster.

Down the hall is a Stormtrooper

and an autogun. Blast both of

these, then take on the Wampa.

You now have the choice of blast-

ing the Wampa or taking it out with

Seeker missiles, which do more

damage. A Challenge Point and two

health packs are behind the Wampa.

Go back down the corridor, which

splits into two paths. Take the hal!

to the left first. Blast the two crates,

and stop when you get to the door

on the right side of the hall.

Again, a Stormtrooper and three

imprisoned Wampas inhabit this

room. Follow the steps from the

last encounter, then proceed back

to the fork in the path. Now take it

to the right.

At the end of the hall is a bridge.

Shoot the autogun, then go after

the two Probe Droids beneath the

bridge. Now shoot the Storm-

trooper across the chasm. Before

you take the bridge, turn to your

right. There's a small ledge with a

Challenge Point on it.

left. Enter the tunnel, blast any re-

maining Stormtroopers, then exit

the tunnel and target enemies on

the ledges in front of you. An auto-

gun and a Stormtrooper are on that

distant murky ledge.

After exiting the tunnel and wasting

the enemies, go to the right and

collect the Challenge Point at the

edge of the path. In order to navi-

gate the tricky ledges, use the over-

head view. Now travel to the ledge

where the autogun is perched. En-

ter the hallway, proceed to the ele-

vator and viola—stage complete!

Cruise down the hall and destroy

the first red crate—but beware of

the Stormtrooper lurking behind it.

Proceed down the hall and you see

stairs in front of you. Stay in the

hail and blast the Stormtrooper and

Probe Droid, then stop; Another

Stormtrooper will mosey along, so

take care of him, too. Go to the

stairs, quickly look up, and shoot

the Probe Droid.

compartments on either side of

the stairs? Proceed into the one

on the right for a Challenge Point

and some health. The one on the

left has a health pack.

Walk up the stairs and blast the

Probe Droid. The walkway now

UMEPBO MlFCt IS17



SPECIAL STRATEGY SECTION: Shadows of the Empire
goes left and right, with a small

room visible straight ahead. Blast

the Stormtroopers to the left and

right, then jump into the room,

which contains a Challenge Point.

Jump back on the walkway and

proceed to the right. Follow the

walkway, blast the Probe Droid

around the first corner, then con-

tinue. Stop when you see a door

on your right. Turn left and blast

the Stormtrooper, then walk to

where the Stormtrooper was. On

the right and left are two compart-

ments. Jump into the one on the

left for an extra life. Challenge

Point, health pack, and Seeker

missiles. Jump into the one on

the right for another extra life,

Challenge Point, and health pack.

Go back to the elevator, ride to the

top, and shoot the two Stormtroop-

ers in the next room. Proceed care-

fully around the generators and

eliminate the other Stormtroopers.

Activate all switches in the room,

then leave.

Run down the hail, and gun down

the Stormtrooper and autogun.

Open the next door as the floor

starts to crack and grab the Chal-

lenge Point that materializes in the

wall in front of you. There’s also

an extra life on the right side of the

room. Jump back to the left, then

run toward the exit.

Switch to your Seekers to

eliminate the two Stormtroopers

guarding the exit. Take the elevator,

navigate the hallways, and face. .

.

...the bossi This is one easy boss,

though. The best way to eliminate it

is to run between its legs, then get

behind it, aim up, and fire. It takes

a while to whittle it down (if you

use Seekers it takes less time, but

you may want to save the Seekers

for later). Continue to run behind

the walker to destroy it.

room, then go to the exit. Shoot the

crates at the end of the hall to re-

veal a room with a Wampa. Kill the

Wampa, then search the room for

a Challenge Point (it’s on a ledge

to the right). Leave the room, go

down the hall, blast all the Storm-

troopers guarding the Outrider, and

take off.

BTFUgEl
AsleroidChasell

Basically, the Asteroid Field is a

large shooting range. You have to

destroy two types of ships—TIE

Bombers and TIE Fighters. Bombers

hover to a point in front of your ship

and wait for their bombs to deto-

nate. Fighters aggressively fly in and

riddle your hull with laser blasts.

TIE Bombers can be destroyed with

laser blasts or missiles. A good tac-

tic is to lock on the middle Bomber

fIJl

The Outrider is a magnificent

vessel. Based loosel/on the

Milleiwium Falcon’s engine, it's

a good batdcship. You take the

helm of the Outrider twice— in

the Asteroid Field and during

the Skyhook Bacde.

f \

A 4
The cockpit view is the easiest to

use for intense fighting; Arrows

flash to the right or left to indi-

cate enemies offecreen, and it’s

easier to target them than it is

from the behind-the-ship view.

Use TIE Bombers’ weapons

against them; You can shoot

bombs that TIE Bombers are

readying for launch (they’ll

look like pale green lights).

EtMSm (l^ MlFCh 1997

in a group and fire the missile. The

resulting explosion takes out up to

two other Bombers.

J

Don’t forget to shoot red asteroids.

They yield valuable Challenge

Points. Also, don’t worry about us-

ing up the missiles. Although they

take a while to load, you have an

infinite supply.

In SEsrch of

Baba FeH

Ord Mantel! is basically a timing

stage. Carefully timed jumps make

all the difference in the world. You’re

on a timer of sorts, since you have

to make the jump to the last hover

train before it speeds away. Remem-

ber Leebo’s advice—never jump

when the train is on a turn.

Try the behind-the-Dash view for

optimum performance. There’s a

Challenge Point right at the begin-

ning of the stage. Jump to get it.
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The next Challenge Point is on top

of the first barrier. Stay to the left of

the screen, then jump over the bar-

rier and snag it.

Go to the right of the screen and

wait for the next Challenge Point,

which is above the fifth barrier.

Move to the left of the screen. Just

below the seventh barrier is an ex-

tra life. Crouch to get it.

Dogbots are annoying flying ene-

mies. but they’re fairly harmless.

Shoot them, but never sacrifice

making a jump {which does more

damage) to blastaDogbot.

Ride the train until you see a track

to the right that merges with your

track. Jump onto that train and

; Shadows of the Empire
grab the extra life. Wait until you

pass a switching station (a large

mechanical barricade blocks the

train on your left), then jump back

onto your original train.

You'll see some orange-colored

barriers along the track. Shoot

them, then continue to shoot into

the distance. Another train pulls up

alongside yours with an Assassin

Droid on it. Dispense with it.

Now be on the lookout for a box-

car, which pulls alongside your

train. Shoot the Assassin Droid in-

side, then jump to the boxcar and

grab the Challenge Point. Quickly

jump back to your train.

--V
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The next hover train that pulls along-

side has an Assassin Droid and an

extra life. Shoot first, grab the life,

and jump back on your train.

Before you enter this tunnel, get the

Challenge Point in the air. You don’t

see it until it’s too late, so jump be-

fore the car goes into the tunnel.

Travel on, and you see a multicar

train pulling up on your left. Shoot

the train guard on the caboose of

the train, then jump into the ca-

boose and get the full-health icon.

Shoot another train guard and grab

the Challenge Point.

The next car also has a floating

Challenge Point in the back. Climb

on top of the car, then switch to an

overhead view to help you maintain

your balance. Grab the Challenge

Point and move on.

On top of the next car is an extra

life. Grab it, go into the car, then

jump to the next train in front of

you. You can try to make the jump

from the top of the car, but make

sure the train isn’t on a curve

(you’ll hear the brakes moaning).

Jump to the next car, eliminate the

train guard, turn the corner, and

eliminate the next guard. Jump up

onto the partition and grab the

Challenge Point. Then jump to the

next car and shoot the train guards

from a distance. Shoot all flying

enemies before collecting the full-

health pack. Jump to the next train

and grab the extra life.

Now jump to the next train and

go to the right. Grab the Challenge

Point and health pack, then go back

and to the left of the train you’re

on. Jump to the next train, shoot

the guard, then hop onto the front

while Leebo applies the brakes.

Now it’s on to...

. . .the next boss’s level. IG-88 is a

lot easier than he looks, but don’t

attack him yet. Go to the ledges

above the junk pile to find Seekers

and a Challenge Point. Then go to

the far end of the level toward the

circular drums. Fall into them and

grab a Challenge Point from each

drum. You’ll also find an extra life

and a full-health icon.

Now stand toe-to-toe with IG-88

and blast away. Make sure the

Seekers hit dead center. Twenty

Seekers should do in the tin man.
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You end up at the Gall Spaceport,

where you meet Boba Fett. Before

you leave the Outrider, pick up the

pack of Seeker missiles onboard.

Go outside and switch to the over-

head camera. Jump on the rocks to

the right of the gangplank, then hop

onto the ship. Grab the Challenge

Point at the front of the ship.

Go down the valley to this chasm

(are you in the right viewing mode?),

turn the corner, and immediately

destroy the Probe Droid, Jump to

the left of the screen, walk a little

farther, turn right, and knock off

that errant Stormtrooper. Go a little

farther still and shoot the Probe

Droid rising from the chasm.

Send a Seeker missile into the

gloom and destroy the autogun tur-

ret on the far ledge. Move a bit far-

ther and send another Seeker to

take out the turret next to it.

Walk along the right ledge and nail

the barely visible Stormtrooper on

the ledge in front of you. There’s a

Probe Droid around the corner to

your right, and one more just be-

fore the bridge.

Cross the bridge, and prepare your-

self for an Imperial Commando.

They go down as easy as Storm-

troopers, but their shots are more

damaging. Look up and shoot the

Probe Droid above you.

Follow the narrow ledge until you

come to a Probe Droid hovering in

the distance. You can destroy it by

aiming up (slightly) and shooting. It

won’t return fire because you’re out

of range. There's another Probe

Droid below and to the left of this

one. Shoot that one also.

Keep following the ledge until you

see a cave in the rock above. Stop,

aim up, and shoot the Imperial

Commando (you may have to wait

for him to appear).

Proceed forward, and shoot the two

Probe Droids. Jump the gap, then

turn left and shoot one last Probe

Droid. Turn right, walk carefully to

the edge of the cliff, and shoot at

the cliff in the distance. You should

hit a Stormtrooper on that ledge.

Turn around and go back to the

other edge of the rock you're stand-

ing on. Turn right and jump the

small gap.

Look for another cave in the wall on

your left. If you jump into it, you’ll

find two health packs. Grab them if

you need to, and head back out the

way you came in.

Walk along the ledge and look for

the two Stormtroopers. Shoot them

and continue walking. There should

be another cave to your left, which

in this case contains a. . .Wampa? If

the Wampa's in the cave, leave it

be; if it’s out strolling, kilt it. There’s

a health pack in the cave.

Just past the cave is a small bridge

that leads to the right. At the end of

this bridge are a Challenge Point, a

full-health icon, and Seeker mis-

siles. But in order to get there, you

must be very careful. Fimt, switch to

the overhead camera (which makes

navigating the ledge much easier).

Proceed along the bridge and into

the stone tunnel. Keep going until

you see a siightly discolored patch

on the ground. Stand there, turn

around, and face the tunnel.

Switch to the first-person view again.

See the stairs to the right of the tun-

nel? Jump to them, climb up, and

grab the Challenge Point and Seek-

ers. Now switch to the oveitiead

view again and walk off the top of

the cliff onto the ledge. Proceed to

the end of the cliff for a full-health

icon. Now turn around and go back

to the ledge you started from.

Walk along the edge until you see

the heavily armored doors of the

Empire fortress. There are three Im-
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perial Commandos along the ledges

and two Stormtroopers guarding

the door. Blast them and activate

the door.

Go into the fort and blast the three

floor guns. Grab the two health

packs, then turn to the right, and

catch the elevator. When in the ele-

vator, aim up and shoot one of the

two Stormtroopers at the top.

When you exit the elevator, shoot the

other Stormtrooper, then move into

the next room and shoot the next

two Stormtroopers. Two more lurk

around the comer. Shoot them, too.

Walk cautiously onto the ledge.

Turn to the right and blast the Sen-

try Droid. Grab the health pack if

you need it. Turn around and con-

tinue walking the ledge. Blast the

Stormtrooper around the corner.

To the left of you are the main doors.

To the right is a ledge with a switch

for the main doors. Blast the two

Stormtroopers from where you’re

standing, then grab the moving

platform that takes you to where

they are. Activate the switch, take

the platform back, and enter the

main doors. The doors are timed,

so you can’t dawdle. Don’t worry

about falling off the ledge—there

are health power-ups and an eleva-

tor on the ledge below you.

Inside the main doors are a

Stormtrooper and Sentry Droid.

Shoot them both, proceed to the

corner, and find the elevator. Take

the elevator up, shoot the Storm-

trooper, and go into the next room.

Around the corner is more trouble.

Shoot the Stormtrooper in front of

you (crouch when you turn the cor-

ner to minimize damage), then

shoot the Sentry Droid to the right.

Go up and to the right, shoot the

Stormtroopers off the walkway

above you, then gun down the one

in the doorway in front of you. Take

the elevator up, aim up, and shoot

the Stormtrooper off the ledge. In

the next room across the walkway

are two health packs. Grab ’em if

you need 'em. While on the walk-

way, you may have noticed a Chal-

lenge Point. You can only get it

once you’ve acquired the jetpack.

Take the elevator that’s to the right

of the room with the two health

packs. At the top of the elevator is

a Probe Droid. Blast it, go to the

tower on the right, grab another

elevator, and blast the Imperial

Commando at the top. Activate the

switch, turn, and grab the jetpack.

Take the jetpack to the top of the

tower. You’ll score a Challenge

Point and power-ups.

Now backtrack to the inaccessible

Challenge Point that was near the

walkway. Head back out to the

tower and take a flying leap off the

edge. Activate the jetpack. and float

to the nearest cliff.

Look up. and in the distance you'll

see a tiny flicker. It's a Challenge

Point. You may run out of gas, so

use the overhead view and tiy to

land on a ledge.

Land on the cliff and let the

jetpack recharge. Switch to Seek-

ers, jet to the cliff nearest the one

you’re standing on. and blast the

autogun with one Seeker, Repeat

until you’ve leapfrogged across the

canyon. When you see the door

that’s set into the cliff wall, blast the

Stormtrooper on the ledge and en-

ter. Stage complete!

Go through the next door and jet to

the top. An Imperial Commando’s

up there, so stay alert! Go into the

next room and call a sail barge.

Pick up the pulse ammo, too.

Hop on the sail barge. When you

come to this cliff, jump off the

barge and jet to the top. A Chal-

lenge Point, flamethrower ammo,

and pulse ammo await you. Now

turn toward the cliff that the sail

barge emerged from. Jet into the

cave and set yourself down on

solid ground to refuel your jetpack.

Above you is the landing that you

started from—but below you is a

hidden cave with a Challenge Point

and full-health icon. Float down,

then jet back to the landing, and

call the sail barge again. This time,

take the barge until it stops.

To your right is a distant ledge,

barely discernible in the gloom.

Jet over to it and pick up a Chal-

lenge Point and power-ups. Jet

back to the barge and go left.

It's your old friend, the AT-ST!

Follow the tips from Echo Base to
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defeat it. When you do beat it, a

switch carousel opens, revealing

another Challenge Point. Fly to it.

Each switch represents one of the

vents on the wall. The far door con-

tains a full-health icon. Grab it if you

need it. The third door is where you

want to go. But behind the switch

carousel are three Stormtroopers

who appear when the AT-ST is de-

stroyed. Shoot them, and get the

Seekers in the room they were in.

Now head for the third vent.

The corridors are filled with Sentry

Droids and Stormtroopers, so be

careful when winding your way

around the dark hallways. You soon

come upon this room with the ro-

tating fans. Jump carefully past the

deadly blades.

When you see this well (which also

contains deadly blades), drop down,

then look up when you hit the bot-

tom. There’s a Challenge Point in

here. Continue through the corri-

dors until you reach the chasm.

You need to shoot right off the bat,

because three Seeker Droids open

fire. Float into this cavern, grab the

Challenge Point and any health

packs you need. When you’re done

collecting, back up to the opening

you jumped from and look up. If

you see any Imperial Commandos

above you, shoot them—there are

three of 'em. If you wait long enough,

you’ll see them fall to the ground.

Float up to where the Imperial Com-

mandos were (if you didn’t kill them,

send Seekers after them when you

float up) and walk down until you see

another sail barge. Jump in and stay

on until it stops. Grab the Challenge

Point during the ride.

The barge will stop near this docking

bay. Jump out and target the Imper-

ial Commando and Stormtroopers on

the right side of the room. Float up to

the next level and blast the Storm-

troopers on the left side of the room.

Run down the walkway and activate

the door switch. Fly to the right and

go through the door. Cruise down

the halls and catch the elevator. In

the elevator, face forward and blast

the Imperial Commando at the top.

Follow the hall to the next docking

bay that has an Imperial Shuttle in

it. Shoot the Imperial Commando

across the way, then go into the

shuttle. Blast another Imperial Com-

mando, and pick up a health pack

and some Seekers. On top of the

shuttle is another health pack and

a Challenge Point. Go up to the

second level on the left side of the

room, blast yet another Imperial

Commando, and activate the door.

Turn right at the switch and fly

through the door.

0^
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Saunter down the hall (you come

across four Stormtroopers), pick

up pulse ammo and health packs,

then catch the lift.

You're now in Boba country. But

before you fight, float to the ledge

below the platform (Boba won’t

chase you) and collect the Chal-

lenge Point. Walk to the edge of

the cliff and look down. On the plat-

form below is another Challenge

Point. Now you must fight Fett.

Fett’s one of the toughest bosses in

the game, and you soon find out

why. Before you start on him, fly to

the top of the docking bay and grab

some power-ups, including an extra

life, Seeker, and pulse ammo.

The most effective attack is a close-

range one (Seekers can’t target him)

with the pulse ammo. Try to hide

under the platforms until he lands

near you, then let him have it. You

may lose a life bringing him down.

UMEPU Mapcil 1997

It’s not over yet—now you have to

fight Slave 1, Boba Fett’s ship. Try

to get underthe ship and shoot it

from behind. Seekers work well if

your aim is good.

The swoop is a hard vehicle

to control because it responds

quickly to anyjoypad move-

ment. That’s why it's not essen-

tial to barrel through Mos Eis-

ley and advisable to go at a

speed that you can handle.

It’s easier to ram henchmen

when using the on-che-bike

view. You have to wait for only

the front spoilers of the enem/s

swoop to appear, then ram left

or right.
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Mas Eisley&
Beggar’s

Canyon1

The most important point of this

stage is to finish your mission ob-

jective (destroy the Swoop Gang),

then return to Mos Eisley and col-

lect the Challenge Points.

The first Challenge Point is to the

right of the first ramp you come to.

Jump off the ramp and pull to the

right. Try not to hit the wall. The

ledge you land on has a Challenge

Point. Jump from the ledge to the

extra life.

1
Go left when you see this large

structure and grab the Challenge

Point around the corner.

The next ramp you come to has

a Challenge Point in the air and

another on the ledge to the right.

Jump off the ramp, turn right, grab

the Challenge Point, then jump

back to the Challenge Point above

the ramp.

Seethe building on the right? Go

into both alleys and grab two Chal-

lenge Points.

Keep moving through the level

until you see this huge rusting

hunk. Turn ieft to find another

Challenge Point.

You’ll pass where the Imperial

Shuttle took off earlier. There’s an-

other building like the one with the

alleys from earlier. Check the alley

for another Challenge Point.

Now head out of town and as soon

as you pass the last archway out of

town, turn around. You’ll see an al-

ley to the right. Go in it. and you’ll

receive a Challenge Point in the

shape of Max from Sam and Max

(another Lucas game).

The next two Challenge Points are

above the two Sarlacc pits. Back

up, then gun the Swoop over the

pits and grab the Challenge Points.

The last Challenge Point is on the

second stone archway in Beggar’s

Canyon. Ride up the side of the

arch, grab it, and head for the end

of the level.

Your job on the IPS is to find the su-

percomputer and disarm It. When

you start the level, go to the first door

on the right. There are two Storm-

troopers behind it, so be ready.

Go to the left of the door and get

the Challenge Point. In the large

space in front of the Challenge

Point is a Stormtrooper. Blast it

and move to the room to the right

of the entrance. Two more Storm-

troopers are lurking near ttiat door.

Blast them.
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Open the door and get ready for

fire from the right side. You're in

the troop quarters. Check the wail

lockers in each compartment for

power-ups. In the locker that’s

in the last bunker on the left is an

invincibility icon. Grab it.

Proceed to the next room and turn

right. Destroy the autogun, grab

the Challenge Point behind it, then

turn around and take the elevator

downstairs.

You end up on the Suprosa’s deck.

Blast the three Stormtroopers. and

grab the full-health icon on the left

of the ramp. Activate the door, go

down the ramp, and be ready to

blast three annoying Sentry Droids.

Stage complete!

Enter the next door and you meet an

a deadly new enemy: wall-mounted

cannons. Blast the two on the right

and left of this switch. Activate the

switch and wait for the door to open.
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Don’t rush in—there are four wall-

mounted cannons in this corridor!

Enter slowly, wait for their shields

to rise, then step back outside. With

careful aiming and shooting, you

can blast these suckers from a safe

distance.

Head to the next two switches. Acti-

vate the one on the left, which raises

the door slightly. Then crouch and

shoot the Sentiy Droid in the foyer.

Activate the switch to the right and

enter the room. Destroy the wall-

mounted cannons and proceed

through the next door.

The next rpom has two annoying

Sentry Droids. Blast them, and be

sure to blast the other droid visible

through the gap in the right wall.

Now carefully proceed through

these whirring generators. Grab

the Challenge Point on the left In

the second generator.

There’s a second set of generators.

Run the gauntlet once more (grab

the extra life on the left in the sec-

ond generator compartment)

and be sure to leap at the end to

grab the Challenge Point on the

ledge. Pull back when you get it,

though—you don't want to end up

on the wrong side of the wall and

run through the generators again.

Take the elevator down.

More machinery? Oh, well. . .Jump

onto the revolving platform, then

try to jump on the machinery be-

hind the revolving platform. There’s

a Challenge Point on each piece of

machinery. When you're done, jump

on the second platform to the left

of the entrance and try to get to the

elevator on the ledge.

When the elevator stops, prepare

to meet four Stormtroopers. Blast

them, and collect the four health

packs in this room. Proceed to the

next room and blast the two Storm-

troopers by the elevator. Take the

elevator up, and prepare to blast

four Sentry Droids. When done,

proceed down the hall and take

the elevator. Stage complete!

You'll find yourself in this large

cargo hold. Along the wall are

switches which activate the doors.

Your goal is to get two doors to

open simultaneously—the middle

door of the middle level on the

left side of the entrance and the

door right above that and to the

left. There’s a stairway in the first

room that leads up to the second

room, which allows you to travel

along the top level.

Along the top level are three doors,

most of which have Stormtroopers

behind them. The first door has

only two, but the middle door has

five, so be ready, and go in only

with a full life bar. There's a Chal-

lenge Point in the room with the

five Stormtroopers. There are also

two more Challenge Points hidden

in crates in the cargo hold. To the left

of the last door is a small passage-

way that leads to a couple of Impe-

rial Commandos who are watching

the command deck. Gun them down,

then take the elevator to...

...the bossi It's a fairly dumb boss

that runs a specific pattern. If you

have anything stronger than your

Blaster (excluding the flamethrower,

because you don't want to get too

close), use it. Run in front of the

droid and have it chase you around

the level. It makes a grinding metal-

lic sound when its arms try to catch

you—that's your cue to turn around,

aim for its tiny head, and hit it with

everything you have. Stay a fair dis-

tance away; if it catches you. it can

kill you quickly. When you’re done,

go toward the supercomputer, grab

the Challenge Point, then back up

to the command room and activate

the switch.
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Imperial City1

You start on a long winding path-

way down into the sewers. But

since you can use your jetpack,

just eliminate the two pesiqr Seek-

er Droids and float to the bottom.

Follow the first tunnel deep into the

sewer system. The deadly Corus-

cant Guards are here. Shoot into

the gloom whenever you can’t see

too far. You’ll easily pinpoint these

redshirts.

At the end of the tunnel is a plat-

form with a health pack—however,

the platform is a trap door! Spring

the trap, but watch out for the Seeker

Droids on each level as you descend.

There’s a box of Seeker missiles on

the bottom of the trap chute.
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Use the behind-the-Dash view to

navigate the two revolving sewer

grates, and be prepared for more

wall-mounted cannons just beyond

the first revolving sewer grate.

the platform that houses the main

sewer doors. Walk through until

you come to this large cylindrical

pump station. There are goodies in

alcoves in the pump, along witti two

switches underwater.

Activate both switches and an un-

derwater door will open, revealing

an extra life and Challenge Point.

Now fly above the muck and exit

the room using the alcove above

and to the right.

Be prepared. At the top are two Cor-

uscant Guards and a wall-mounted

cannon. Use Seeker missiles if you

have 'em; otherwise just advance

slowly and pick off the guards one

by one. Travel down the hall until

you come to another chute with

ledges. Fly down slowly (two Seeker

Droids and an autogun are down

there) and take the tunnel at the

end. The tunnel dead-ends into a

Coruscant Guard—and the main

gate key. Grab the key and go back

to the first large body of water where

you fought the Dianogas. It’s not a

long trip—the sewer grate opened

on the right side of tunnel you just

came through.

Shoot the first cannon, then immedi-

ately turn and shoot the second one

behind you (it probably shot you

first). Jump into the alcove where

the second one was, and press the

hidden wall panel. Be prepared to

blast a Coruscant Guard, then grab

the Challenge Point.

ill!
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Follow the sewer to a small ante-

room with ledges in it. Slowly fly

as far up as you can and you'll see

another opening in the wall. Fly into

the opening, and get the Challenge

Point. Grab it and go back.

Jump down, navigate the second

grate, and listen for the Dianogas.

These bloodthirsty sewer monsters

attack even if you're not in the water.

From this platform on, the water

gets deep, so shoot from here to

kill the three Dianogas in this area.

You know the monsters are dead

when they stop bellowing. Beneath

the first platform on the left side of

the entrance to this area is a Chal-

lenge Point, and underneath the

far platform is pulse ammo.

Slowly descend and you see an-

other opening in the wall. Follow

this vent and you’ll come into an-

other room with ledges. Stand on

the edge of the opening and shoot

down to hit the wall cannon. Drop

down there, go into the tunnel, and

grab the Challenge Point.

You surface near this giant sewage

treatment machine. In this room

are a Coruscant Guard and a Seeker

Droid. Shoot the Coruscant Guard

immediately, or you’re chunky sewer

matter. Check the rafters above the

large carbine in the room for another

Challenge Point.

a large pump cylinder identical to

the last one. This time, though, the

switches are above water. Under-

neath this pump station is a Chal-

lenge Point and a Disrupter-the

most powerful weapon in the game.

Grab both, then hit the switches. A

compartment opens that contains

the Force Field Deactivator. Grab it,

fly to the top of the area, and exit

through the revolving walkway.

Shoot through the gap in the re-

volving walkway to open the door.

Enter the room, then shoot the gun

mounted on the left wall. Deactivate

the force field. Be prepared to deal

with the three Coruscant Guards

behind the last force-field door.

Another large body of water—and

another Dianoga, Shoot it from the

platform, then jump in and swim to

the left of the room. There’s a Chal-

lenge Point In the murk there. Now

swim to the right and through the

underwater tunnel. Watch your air!

You enter a room with a strange

set of doorways. Take the circular

doorway above the exit, and acti-

vate the switch in the room. Exit

the room and fly straight up into

another circular entry on the ceil-

ing, Beware—there are two fast-

shooting Coruscant Guards in here.

Use Seekers if you must. Activate

the switch when you're done, exit

the room, go down to the triangu-

lar doorway, and race past the tur-

bines. Gun down the two Corus-

cant Guards in the hallway.

Fly to the open sewer to the right of Exit the tunnel and fly straight up.
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Go out through the tunnel the Cor-

uscant Guard was guarding. There’s

Activate the door, then run to the

right. Look up, snag the Challenge

Point in the small alcove, and open

the last door to...
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. , .the Giant Dianoga! This is a very

strong sewer monster with tentacles.

Don’t bother with the tentacles

—

they die easily, but always regener-

ate. Instead, look for the Dianoga

Eye. a reddish tentacle with a huge

eye at the end. This is the "heart"

of the beast, and once destroyed,

It kills the entire Dianoga.

The tentacles get in the way,

however, and just two hits drain

your life bar. There's also a strong

current that pushes you toward the

base of the monster. Hang back,

aim up, keep Seekers and pulse

ammo ready, and blast the Eye at

every opportunity.

Xizor, overlord of the Black Sun

crime syndicate, has one helluva

palace! But it’s pretty gloomy, so

you must rely on your Blaster to

pick enemies out of the muri<.

1
Shoot the two Coruscant Guards in

the lobby, then turn and proceed to

another open area. Although you

can’t see them, there are two Impe-

rial Commandos and a Coruscant

Guard near the staircase. Take the

staircase (shoot one more Corus-

cant Guard lurking there), then en-

ter a multilevel, multi-enemy arena.

Shadows of the Empire
minute you step into the room.

Turn right at the doorway and fire

a Seeker to take out the wall can-

non. Grab the elevator on the right

side of the room.

in the dead-end hallway, then pre-

ceed back to the main hallway and

shoot the Coruscant Guard and wall

cannon in the hallway straight ahead.

Proceed straight.

Don’t enter the room ail the way. In-

stead, shoot the Seeker Droids on

the second tier first, then shoot the

Assassin Droid. There are two wall

cannons on the right side of the room

near the exit. They’re next. Finally,

as you rush to get the Disruptor,

turn to your left and shoot the Cor-

uscant Guard on the second tier.

Go up there and grab the health

packs and Seeker missiles.

When you take the elevator up, keep

your Blaster pointed up and take out

the Coruscant Guard at the top.

There’s another Coruscant Guard to

the right of the elevator.

The switch for the exit is behind

the post on the far end of the room.

When you activate the switch, a

panel with a Challenge Point in it

opens up behind you. Grab it.

Proceed out and reactivate the door

switch. It’s a timed switch, so you

must jump off the tier and run for

the door. Change to Seekers so

you can take out the droid in the

hallway. There’s another Assassin

Droid behind him, too. At the top of

the stairs, watch for an Interrogator

Droid and an Imperial Commando.

The next door you see opens onto

a courtyard with at least five droids.

Use Seekers to take them out the

The next hallway has a dead-end to

the left. Shoot the Coruscant Guard

The hall will turn right. Follow the

hall to the elevator, ride the eleva-

tor, then follow the hall to the left,

and immediately blast the Inter-

rogator Droid guarding the wall

switch. Activate the switch, then

go back to the dead-end hallway

below and cross the bridge.

Go back into the elevator, hit the jet-

pack, then activate the switch twice.

The elevator will go down one extra

floor and reveal a Challenge Point.

Go back to the top and follow the

corridor to the right (eliminate the

various droids and guards) until you

reach the switch at the end, which

activates the bridge.

Jump off the bridge and land softly

by tapping your jetpack. Shoot the

Interrogator Droid, grab the health

pack, then follow the bridge from

underneath until it hits the wall. Turn

right and you’ll end up in this cul-

de-sac. Jet up. turn on the Seekers,

and blast the Coruscant Guard in

this hidden alcove. Grab the Chal-

lenge Point, ammo, and health

packs in this room. Go back to the

bridge and complete the stage.

Cross the bridge with Seekers at

the ready. There are two droids on

the bridge (or one on the bridge

and one around the corner). An In-

terrogator Droid’s around the corner.

1

]

1

1
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Grab the elevator in the next room,

and prepare for two droids. Shoot

both, grab the health pack and

Stunner ammo, then activate the

wall switch, in the elevator shaft

two new passages have opened:

One is at the top of the shaft, the

other is near the elevator entrance.

Go to the top passage and grab a

Challenge Point and Disruptor.
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Go back to the elevator. Fly into

the passage just above it, curve a

few times (watching out for wall

cannons) and you come to another

shaft. Drop down and turn left.

Shoot the Assassin Droids from

a distance, then carefully weave

your way to the slow cog.

\Nt.«IN

Fly up into the doorway at the end

of the hall and wind your way to

where the pulse bombs have to be

set. Shoot the two Seeker Droids

(you have to aim down, then jump

to the platform, and aim up). Wait

for another Seeker Droid to rise

from below, then destroy it.

Jump down into the slow cog gap

and grab the Challenge Point to

the right. Now search the alcove

and activate the secret door. This

leads to a tunnel which opens on

another Challenge Point. Return

to the hail above the slow cog.

The easiest way to knock off the

Coruscant Guards in this level is to

aim up or down when you’re near

the edge of the platform. Be patient

and you can knock them off (there

are three altogether—one above

the entrance platform and two be-

low) and activate the three switches.

There's also a Challenge Point In

the main shaft. Fly up from the bot-

Go to the second level and search

the recesses for a hidden panel

with a Challenge Point behind it.

Now jump into the gap to the right

and you’ll fall into a small niche with

a Challenge Point and power-ups.

Nail the Coruscant Guard, fly up.

and gun down the Assassin Droid.

Now you must escape while the

bombs go off. A door has opened

on the entrance platform. Go

through it, wind your way through

the corridor (picking up Seeker

missiles and nailing a Coruscant

Guard), and shoot the two Inter-

rogator Droids in this chasm. Then

send a couple of Seeker missiles to

rid yourself of the Assassin Droid

and Coruscant Guard on the bridge.

Fly to the bridge, walk to the left,

open the hidden panel, and grab

the Challenge Point. Exit the stage,

and it’s time to face...

...the Gladiator Droid! This boss

makes Boba Fett look like a Power

Ranger. The first part is easy

enough-^nuch like your battle

against the AT-ST, you must run

behind him and shoot up. You’ll

gradually deplete him in no time.

But wait. . .he’s not dead! His upper

torso comes flying at you while the

floor breaks apart. A good rule of

thumb is to run around and try to

find a spot where his torso will be-

come wedged so you can shoot

him but he can’t get you.

After you tear the torso to tidbits,

the head decides it wants in on the

action, and it mercilessly pursues

you around the stage. There’s no

stopping this compact killing ma-

chine. Go toe-to-toe with your

Seekers, pulse ammo, and what-

ever else you have. You should also

have four Disrupters by now. If you

hit it dead-center with the Disrup-

ter, you’ll do major damage.
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Skyhook starts off with a brisk

dogfight. You have to down about

60 Star Vipers, which are a little

tougher than TIE Fighters, but if

you follow the same regimen that

you used against the Asteroid Field,

you should be okay.

After that battle, you must destroy

the four gun turrets guarding Sky-

hook. Again, shoot them from long

distance, don’t let them lock on

you, and vary your speed to avoid

getting hit. You can also use your

missiles on the turrets.

The final objective is to destroy the

core. This means flying into the sta-

tion (enter where you’ve destroyed

a gun turret), avoiding the walls and

half-opened doors (which some-

times leaves you with a veiy small

space to maneuver), and then shoot-

ing or sending missiles into the core.

A good trick is to fly in with the

brakes fully applied so you’ll travel

much slower. Then shoot the core,

wait until the damage registers

(about 25 percent a pass), and fly

out and do it three more times. Once

you’re done. Skyhook is history!
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FATAL FURY
Koho
Motion ^ i ^ P

Haoh Sho Koh Ken
Motion ^ ^ P

ZamatsihKen
Motion

Flying Tiger Flame Punch
During jump, motion ^ P

Kyoku Gen Punch
When in close, motion « ^ 4 p

POW:HyukoRanhu

Motion ^^4^4-1^ <-SP

Ruga
Motion 4 i ^ p

Haoh Sho Koh Ken
Motion 4 ^ I ^ 4 p

GeneRcyaku
Motion 4 ^ K

Flying Dragon Kick
During jump, motion i ^ K

Kyoku Gen Kick Dance
When in close, motion 4 ^ 4 K

POWiRyukoRanhu Ten^

bc^rd
Bunhng Knuckle
Motion 4 IT e- p

AmierlVaiie

Motion 4 ^ P

Rising TacUe
Charge 4 two seconds, tap t

,
P

CrackShot
Motion 4 irT

« It K Motion* IT «-i^-»|WKSP)

PtmerOunk
Motion-a*iiK —

POW; Power Geyser

GAMEFH March 1997



Andy

Scared
ShoRyuDan
Motion -) ii P

ZanBIKen
Charge two seconds, tap P

HishoKen
Motion i 1^ P

Sonic Split

Tapi^,.?',K

Dam Breaker Punch
Motion 4 K three times

POW: Super Sonic Swill

Charge '1- two seconds, motion ^

^(WKSK)

Motion i ^ P

Dark Thnic,

Motion ^ ^ P

Spinr

Motion <- 4< K

tt-R-'Ff

Motion ^ ^ i 1^ K

Motion i ^ ti- ^ K

Goro^

Daimon

Motion i ^ P

Motion 4- < K

When in dose, motion 4- ^ SK

When in close, motion ^ 1 <*

•SP

Hurricane Upper
Motion i ^ P

Slash Kick
Charge two seconds, tap K

Tiger Kick
Motion i ^ K

TNTPunch
Tap P rapidly

TNTFinish
During TNT Punch, motion 4- ^ P

Golden Heel Hurler

Motion K

POW: Screw Upper

Motion -M- 4- ^ (WK SP)

POW: Serpent Wa

Motion 4'i^<-i^4'^^SP

Senimaru

Liohbuno Frsi

Motion 4- ^ P

Shiitk- ' r.atenoms

Motion ^ ^ 4- <- K

laidoKick

Motion 4i ^ K

Tripie Hesis* kicl

When in close, tap i, t, K

Motion ^ 4- bi WP

Motion 4 ^ SP

When in close, motion 4'5)4'i^<'

^ 4- <- SP

)o

Tap4-,t,K

Motion 4 ^ 4- ^ SP

UMEPIO (jT^ Marth t!87

THE KOREAN TEAM

0] Ka^
ivtifUfJ Slash

Motion 4-
<- K

flying Slice

Charge 4' two seconds, tap t, K

Flying Kick

During jump, motion 4 ^ K

Comet Crunchen
Charge ^ two seconds, tap K

POW: Phoenix Hiiiiener

Motion 4 i^<-i^^(WKSK)

Tap P rapidly

- v j iron daii

Charge *" two seconds, tap », P

Charge 4 two seconds, tap t
,
K

’'OW^Wii:: Attack

Motion 4^^^4i^^SP



m PKINCiSSES OF PUNCH

Motion 4- i^*-(WKSK)

Motion'!' 4- <-(WPSP)

7qer Fiame PutuA
Motion i ^ P

SaHia

Motion 4' <- P

Rai Kofi K&1
Motion 4 ^ K

HuittiredBlows
When in close, motion ^ ^ 4

«-WP

Siaer MumfresfMows
Motion ^ 4 <- SP

Yuri Soper Upper

Motion 4 ^ P

ttaoh Sho Koh Ken

Motion -M- 4 ^ P

FOW: Ffyfng Phoenix Kick

Motion ->i^^(WKSP)

Surprise Rase

Motion 4 ^ K

POWrWusioa Daia^v

Charge ^ two seconds, tap >, K

Ripper

Charge two seconds, tap 4, t,

(WK SP)

THENEWTEMH

lori

Ya^mi
Fireball

Motion 4 ^ P

Dark Thrust

Motion 4 ^ P

DeatBy Flower

Motion 4 < P three times

Dark Crescent SUce
Motion ^ 4 <- K

ROW: Malden Masher

Motion 4)^<-i^4ii^SP

Spirit Blast

Motion 4 ^ P

Madow Slicer

Motion ^ 1^ 4 Vi ^ P

StalRoaKlck

Motion 4 1^ ^ ^ K

Mist Slash

Motion 4 1^ <• P

Charghtg Slash

Motion Vi 4 1^ <- K

Fire Blade

Motion 4Vi^Vi4i^^P

SadowAttack
Motion 4 Vi ^ K

POW: Mantis Punch

Motion <-i^4vi^Vt4WK

Kane
ClubTMst
Tap P rapidly

SpanxmDmp
Motion 4' ^ ^ P

CbbBkm
Motion tt 4 ^ P

Super Power Chib

Motion ^ 4 VI -> K

POW; punning Hurricane

Yuri MaiY..^

Sakazald Ea shiranui

KachoSen
Motion 4 VI P

Ryu En Bu
Motion 4 <- P

Deadly Ninja Bees

Motion 4 VI ^ K

Fiyira Squirrel Oaiux

Tap t, hold 4, tap P, or during

jump, motion 4 <- P

Note: This move can also be done In

the air.

FIjpng Dnpon Biast

Motion 4 Vi K

POW: Soper Deadly
Ninja ETees

Motion-»<-^Vi4i^<-(WKSP)

King

Venom Sbihe

Motion 4 Si ^ K

Umtaiio Kick

Motion -» Si 4 1^ « K

Hap Shot

Motion -» 4 Si K

Double Strike

Motion Si 4 K

I 5oung;
Hisha KuinLit::,'^r;

Charge 4 two seconds, tap t, K

CLiito:

Charge 4 two seconds, tap t, P

\'r! f'fW’.-Tf?

Charge ^ two seconds, tap >, P

.V iOck

During jump, motion 4 vi ^ K

SAMEPiH MlFCil 1S)7



Atliefia

Asamiqa

Motion I ^ P

Motion <- i ^ P

Charge I two seconds, tap t, P

Charge two seconds, tap >, P

[/ ....Puncti

Tap P rapidly

. . ..k

Charge two seconds, tap P

Kensou

Motion 4- 1^ P

Motion ^ k ti K

During jump, motion 4 <- P Motion < (^ 4- ^ P Charge 4' two seconds, tap t
,
K

fr/rj-

Motion 4 ^ P

Motion ^ ^ ^ 4 1^ ^ (WK

Ci btioi

During Shining Crystal Bit, motion

4 «-P

During jump, motion 4 ^ P When in close, motion ^ 4
<-SP

When in close, motion e- 4 ^

^SK

titzkrieg Punch
Charge 4 two seconds, tap t, P

rVV/i ^jUfterVttieaa Phnc'^

Charge two seconds, tap , T,

(WKSP) Charge two seconds, tap

SP

dark
Vuicatt Punch
Tap A or C rapidly

Gatiing Attnek

Charge <• two seconds, tap P

Sigter Argcfjtifts

Back Breaker

When in close, motion «- k" 4 ^
->SK

Super AnitiisVi

Burglary Back Breaker

Motion <“
1^ 4 ^ SP

. OW; liltrc At

Bsf^BfeakHs

When in close, motion ->^4i^<-
^ 4 «• SP

AMEPRO (113) Mareh 1997



Satin'll (Came Shark)

Alien Trilogy

F6000914 C305
B6002800 0000 Master code

1606C3!26 0084 Auto-mapper

1606CE32 0028 Shotgun shells

1605AAFE 003C Shotgun

1606C£42 0001 Infinite batteries

1606CE40 0002 Infinite charges

1606CS2A 0064 Acid vest
j

1605AB02 0001 Pulse rifle 1

1606CS38 0040 Pulse rifle ammo y
1606CE38 0005 infinite grenades 1

Impact Racing

F6000914 C305
B6002800 0000 Master code P

160DC19E 0063 Infinite mines

160DC1B6 6404 Quad laser

10245712 0000 Lasers never overheat

160DC18C 0100 Missile launcher

160DC196 0063 Infinite missiles

Star Fi^iter

F6000914 C305
B6002800 0000 Master code

160BF4EE 03E7 Infinite ATG missiles

160BF4F2 03E7 Infinite ATA missiles
'*

160BF4F6 03E7 Infinite mega-bombs

160BF4FA 03E7 Infinite beam lasers

160BF4FE 03E7 Infinite multimissiles

160BF502 03E7 Infinite mines

1608330A 0040 Infinite armor

Virtua Fighter Kids

F6000914 C305
B6002800 0000 Master code

16045974 OOAO Player One has infinite health

16046A74 OOAO Player Two has infinite health

World Series Baseball 2
F6000914 C305
B6002800 0000 Master code

^

160F419A 0032 Home team wins

160F41BA 0032 Away team wins

Tekken 2

800A3666006E
800d09E;l006E

800A3676006E
800D1BF2006E

Tokyo Highway Battle

Player One has infinite health

Player Two has infinite health

8006DEBCFFFF

Top Gun
801CFECA0064

801CFECC0064

801BFEC00064

801CFEBC0064

801CFEBE0064

Worms
8014A54C0064

8014A5F80064

8014A7500064

8014A6A40064

8014A7FC0064

8014A8A80064

Infinite funds

Infinite standard missiles

Infinite AGM missiles

Infinite MIRV missiles

Infinite surefires

Infinite U238s

Player One (Worm One) has Infinite health

Player One (Worm Two) has Infinite health

Player One (Worm Three) has Infinite health

Player One (Worm Four) has Infinite health

Player Two (Worm One) has Infinite health

Player Two (Worm Two) has Infinite health



Over 12 million cable subscribers nationwide!

Check your local cable listings for date and time!



Mortal Kombat TMIogy

Kombat Cheats, Secret Endurance Ladders, and Play as Motaro and Shao Kahn

You’ll hear a thud and the screen will shake. Start a one-player

game, and at the “Choose Your Destiny’’ screen, each of the tow-

ers has several endurance matches.

Remy ChristophsDay^ng
Prince George, Kfl

I
Kombat Cheats; At the screen where the words “For nine genera-

I tions Mortal Kombat. . scroll up the screen, quickly press left

I
C, top C, right C, bottom C, A, B, B, B, A, A. You’ll hear a

confirming sound if you did the trick correctly. Start a game and

choose Options. Highlight the red “?’’ box and a Kombat Cheats

menu appears, which includes unlimited fatality time and one-

round matches.

Shalom D. Calvo Richmond

Santa Ana, CA

Play as Motaro: At the fighter-select screen, put the cursor on

Sonya, then press and hold Up and press Start. The screen will

shake. Select any fighter, then choose to fight at either the Waste-

lands, Jade’s Desert, or Motaro’s Lair. Pick the stage, then simul-

taneously press and hold Left, High Kick, and Low Kick until

the match starts. When the fight begins, your fighter explodes

into the boss Motaro.

I
Secret Endurance Ladders: At the fighter-select screen, put the

I cursor over Kano, then press and hold Down and press Start.

Play as Shao Kahn; At the fighter-select screen, put the cursor

on Sonya, then press and hold Up and press Start. The screen

will shake. Select any fighter, then choose to fight at either Pit 3,

Kahn’s Kave, or the Rooftop. Pick the stage, then simultaneously
|

press and hold Down, High Punch, and Low Punch until the

match starts. When the fight begins, your fighter explodes into

the boss Shao Kahn.



Play as Gargos: Go to the title screen, and let the game run until

the fighter-profile screens appear. Then press 1, A, R, Z, A, B.

You’ll hear a laugh. When you start a game, the boss character

Gargos is in the lineup of selectable fighters,

B&inySin

Alhambra, CA

Killer Instinct Bold

Play as Gargos and GetHew Colors for Fighters

Enter the following password to

game: almabhol.

George

Bangm, ME

Dark Forces

UIHmale Password

»lavS«a«ion
Pandemonium!

Super Password

tb tc acceft

0 TO EXIT

New Colors for Fighters: Go to the title screen, and let the game

run until the fighter-profile screens appear. Then press Z, B, A,

Z, A, L. You’ll hear a laugh. Go to the fighter-select screen, high-

light any fighter, and press Up. There are now new colors: white,

Qold. and even a “shadow” color.

At the title screen, select the Restore Game option and enter the

following password: x7pj45qx39. When you start the game,

you can go to any mission in the game.



Nintendo 64 Sd-fturn

At the Menu screen, simultaneously press and hold L1, L2,

R1, R2, and press Select. A “00" will appear in the upper-right

corner. Press Left or Right and you can start at any stage.

Start a game and pause it. Highlight BGM Volume, then press

and hold L, Z, B, X, C, R. If you did the trick correctly, a cheat

menu will appear that lets you skip to the next level, get extra

lives, and boost your ammo and power.

Wayne Gretzky’s 3D Hockey

View Logos, and Get Head Scale,

Body Scale, ¥ Scale, and Super Teams

Sonic 3D Dlast

stage Skgis

Y Scale: In the Options menu, simultaneously press R and

top C. When the game starts, all the players will be skewed

horizontally.

Super Teams: In the Options menu, press and hold L, then

press right C, left C, left C, right C, left C, left C, right C, left

C, left C. Four new teams will appear at the Team Select screen.

RoboPit

Loaded

Level Skip, Extra Lives,

and BoostAmmo and Power

Stage Select

View Logos: At the Setup screen, press Z to watch the com-

pany logos scroll by.

Head Scale: In the Options menu, simultaneously press R

and bottom C. When the game starts, all the players will have

big bodies.

Body Scale: In the Options menu, simultaneously press R

and left C. When the game starts, all the players will have

small bodies.

At the title screen, when the words “Press Start" are flashing,

press and hold C, then press Start. Press Start again at the

next screen with the silver bar and the word “Start” on it. When
the game begins, press Start to pause. A map screen appears.

At the map screen, do any of the following:

Jump to Next Level: Press B.

Jump to Last Boss:

Press C.

Seethe End Cinema: At the

last boss stage, pause the game

and press A.

Steven Murphy
OwOSSOjMI



1:^ Video Game Strategies, Weapons, and Tactics'

Spot Go^ to Hollywood

Level Select, SO Uves, and Watch All Cinemas

Level Select: At the Start/Options screen, press A, Up, Right,

Down, Left, A, Left, Down, Right, Up, A. A new option, Cool,

will appear. Highlight Cool and press x , This takes you to a

screen with the words “Open Levels.’’ Press x and the words

change to “All Levels Open.’’ Exit the screen and start the game.

At the screen where you choose New Game or Continue, select

Continue, and accept the password at the following screen.

Then, at the Pirate level screen with the words “Swashbuckling

Spot,’’ you’ll see an arrow to the right. Press Right, and you

can cycle through all the levels in the game.

The King of Fighters ’S5

Play as Kunsanagi and Omega Dural

GHNE SELECT

SINGLE PLnV
TERN PLHY
SINGLE VS
TERN VS

SINGLE HLL
EXIT

TER< EDIT?

RiSk

rtES"* * i S[RI1

fiitMRM:

=4Faa

At the Game Select screen, pick Team Play. Pick Team Edit at

the next screen. At the fighter-select screen, press and hold

Start, then press Up and O simultaneously, Right and

simultaneously, Left and x simultaneously, Down and A
simultaneously. Two new playable boss characters, Kunsanagi

and Omega Dural, will appear.

NHL Open Ice Challenge

Big-Headed Players, Baby-Headed Players,

Big-Headed Goalie, and Big Puck

Fifty Lives: After activating the ievei select, pause the game.

While the game Is paused, press and hold and unpause the

game. Spot now has 50 lives.

I
Watch All Cinemas: After activating the level select, at the Pirate

I

level screen with the “Swashbuckling Spot,’’ press and hold ,
and press Start. Now you can watch all the cinemas.

Enter the codes at the Tonight’s Game screen just before the

faceoff.

Big-Headed Players: Simultaneously press Up, Pass, and Turbo.

Baby-Headed Players: Press Turbo, Turbo, Up, Shoot, Shoot, Up.

Big-Headed Goalie: Press Pass, Pass, Turbo, Shoot, Pass.

Big Puck: Press Up, Up, Down, Down, Turbo.



Mi 1:1 Video Game Strategies, Weapons, and Tactics

Black Dawn
nm-Player Moile

mrtual On

Play as JaguarantH

Star Gladiator

Big and Small Heads

avurn
Daytona USA Championship Circuit tdmon

MirrorMode

Begin a game, and at the track-select screen, simultaneously

press and hold X, Y, and Z. While holding these buttons, pick

any track. The words “Mirror Mode" wili appear. Now you’ll

race the selected track backwards.

Tomnce.CA

Big Heads; Start a game and at the Character Select screen, pick
|

a tighter and then immediately simultaneously press and hold

Right, Start, O, and until the match starts. When the match
|

begins, your character will have a big head.

Small Heads: Start a game and at the Character Select screen,

pick a fighter and then immediately simultaneously press and

hold Left, Start, O, and until the match starts. When the

match begins, your character will have a small head.

•IciySCciCion

Plug in two controllers and at the title screen, simultaneously

press and hold R2 and Select on both controllers. A new

option. Two Player Vs. appears under Options. Now you and a

friend can try and shoot each other down via an overhead view.

At the title screen when the words "Press Start Button” are

flashing, simultaneously press and hold Down, L, and R.

While holding these buttons, press Start. Start a game in Ver-

sus or Arcade mode, and at the fighter-select screen, keep

pressing Right until you reach the hidden fighter, Jaguarandi.

Eddie Vetayases

Tonance,CA



At the Start/Options screen, press Z, Up, Right, Down, Left, Z,

Left, Down, Right, Up, Z. A new option, Cool, appears. High-

light Cool, and press A. A screen with the words "Open Levels”

appears. Press A, and the words change to "All Levels Open.”

Exit that screen and start the game. At the screen where you

choose New Game or Continue, select Continue, and press A at

the next screen. Then, at the Pirate level screen with the words

“Swashbuckling Spot," you’ll see an arrow to the right. Press

Right, and you can cycle through all the levels in the game.

Note: This cheat worked on an early version of the game and

may be changed in the final version.

Level 1.2 SQDZF05TJJ

Level 2.1 I54FHOD5BF /

Level 2,2 E94FHOLLKJ L

Level 2.3 MHLFHODTCM

Level 2.4 ALLFHOXGPU

Level 3.2 E9G6HOJIQH

Level 3.3 9FOJGOLZJD ^

Level 4.2 EYWJHOP7BF

Level 4,3 JQNFHOT7BF

Level 4.4 7G9DAOMOCE

End Sequence 6H9DAOQJ2F

Access Ail Missions: At the mission-select screen, press Up,

Down, Down, Right, Left, Down, Up, A. If you did the

trick correctly, you’ll hear a shout and you can now start any

of the missions.

Access All Planes: At the plane-select screen, press Left, Left,

Right, Down, Up, Down, Right, and Select. If you did the

trick correctly, you'll hear a shout and you can now select any

of the planes.

March sTT



NBA Hang Time

Cheats aud HiiUen Courts

I

Enter the following PIN numbers at the Tonight’s Matchup screen.

Fast Pass 127

Hyper Speed 552

Maximum Blocking 6I6

Maximum Power 802

Maximum Speed 284

No Goal Tending 937

Enter the following cheats at the Tonight’s Matchup screen.

Hawaii Court; Press B, A, Right, Right, A, C, Up, Down, A.

No Tag Arrow: Press Left, Left, C, A.

No Drift; Press Down, Down, B, A.

No Assistance: Press and hold Right and press C, C.

NCAA GameBieaker

Loose Cover, Fast tSock,

Slow Clock, Jack T, Slow CPU, and Cruel CPU

At the options screen with Exhibition and Roster, press L1 , R1

,

L2, R2. This takes you to an Easter Egg screen with two new

options, Add Entry and Remove Entry. Select Add Entry and

enter any of the following cheats exactly as shown {use capitol

letters where indicated):

Cruel CPU

Jack T

Slow Clock

Fast Clock

Loose Cover

Slow CPU

NBA Hang Time

Cheats, Hidden Court, amt Team Photo

W

Enter the following PIN numbers at tt

120

Maximum Speed 284

390

461

552

Maximum Block 616

Quick Hands 709

Maximum Power 802

Goal Tending 937

I Enter the following cheats at the Tonight’s Matchup screen.

I No Tag Arrow: Press Left, Left, B, R.

I No Computer Assistance; Press Right, Right and B simultane-

j
ously, Right, Right and B simultaneously.

I
Rooftop Nighttime Court: Press Left, Left and Y simultaneous-

|

I
ly, Left, Left and Y simultaneously.

I City Daytime Court; Press Down and B simultaneously, Down,

I
Down and A simultaneously, Down, Down and X simultane-

I ously, Down, Down and Y simultaneously, Down.

I Jungle Court; Press L, R, Select, Start, Up, Down, A, B, Y, X.

I Grand Champion: Press Start, Y, Right, A, B, Up, Start, Up,

I Down, Down, Start, L, A, Down, Down.

I Unlimited Turbo, Hyper Speed, Maximum Block, Maximum

I Speed, and Fast Pass: Press Up, Right, Down, Left, Start, A,

B, Y, X, Select.

I Team Photo; Start a game, and select the Enter Name option.

I Enter the name funcom and the PIN number 1993. At the

I next screen, you’ll see a picture of the development team.

GAMEIR0ri22jMarch 1 897|
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Saturn
Johnny Bazookatone

Enter these passwords at the password menu;

Level 2; Hotel walker

Level 3: Kitchen overtime

Level 4: Hospital villa

Level 5: Penthouse endboss

[
C ) r

3Do
Johnny Bazookatone

Passmords

Level 1 ; Prison SOFTCELL

Level 2; Hotel LOVESHAK

Level 3; Kitchen STIRITUP

Level 4: Hospital LIVEAID

Level 5; Penthouse PLECTRUM

V-Tennis

Play asAversa and Matlox

_ SLJS7ER 5ILIS7

Play as Aversa

At the Mode Select screen, pick Match Mode, Then, at the Play-

er Select screen, highlight any player and press and hold L1

,

R2, Up, and . With these buttons held, press x. The player

you highlighted will be selected, but you’ll hear a meowing

sound. When the match starts, you'll play as a hidden character

named Aversa.

I Play as Mattox

At the Mode Select screen, pick Match Mode. Then, at the Play-

er Select screen, highlight any player and press L2, L2, R1 , R1

,

R1, Down, A, A, A, A, X. The player you highlighted will be

selected, but you’ll hear a yell. When the match starts, you’ll

play as a hidden character named Mattox.

The Need for Speed

Lunar Springs Track

Start a new game, and at the Game Mode screen, select One

Player. Then, at the Race Type screen, select Tournament, and

enter the following password; mqkzcl and press Start. At

the Race Location screen, press . This takes you back to the

Race Type screen. At this screen, select Single Race. At the

Race Location screen, highlight the Rusty Springs track and

simultaneously press and hold L1
,
R1

,
and A. A hidden track,

Lunar Springs, appears.

Christian,

Internet
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Cybenlillo

Lee Mode, Jump to Level,

Location, Frame Bate, and SmartBomb

I To do any of the codes, start a game and simultaneously press

I the Stop and L buttons. Then press B, Up, B, B, A. The cheats

I will appear in the lower left corner of the screen. To enable any

I
of the modes, press the Start/Pause button.

Lee mode: Makes you invincible.

I
Jump to level: Go to any stage of any level (press L or R to pick

a level).

I

Location: Shows grid location (for programming).

I
Frame rate: Shows the number of frames (displayed each

second.)

mb: Destroys everything onscreen.

AD&D; Deathkeep

Freeze Time, Unlimited Spells, Get Keys,

and See All Full-Motion Video Sequences

Johnny Bazookatone

COMit CiL-S

Pdssuor^

“i 30i{ficultp «

Moderate

^ )
a 30 C ^

To enable the first three cheats, press Stop to go Into the back-

pack. While In the backpack, press and hold L and R, and enter

any of the following:

Freeze time: Press Play/Pause, C, Stop, Play/Pause.

Unlimited spells: Press A, B, A, C, A.

Note: This cheat only works with a mage or fighter/mage.

Get keys: Press Stop, C, A, Play/Pause.

See all full-motion video sequences: Select a character, and at

the Choose Difficulty Level screen, press and hold L and R and

press Play/Pause, A, C, Stop. To cycle through each sequence,

press Stop.

Enter these passwords at the password menu:

Level 2: Hotel

Level 3: Kitchen

Level 4: Hospital

Level 5: Penthouse

Invincibility:

Level Select:

APLEAPIT

TEASPOON

SEDATION

VERYNICE

PILCHARD

KRISTIAN

6itMtPIHfi24MaPCli 1 997 .



I

HBA Hang Time

I
Cheats

IBS

Enter the codes at the Tonight's Matchup screen.

Baby Mode:

Fast Passing;

Goai Tending:

Hyper Speed:

Maximum Power:

Maximum Speed;

025 No Music; 048

120 No Pushing: 390

937 Quick Hands: 709

552 Stealth Turbo: 273

802 Unlimited Turbo; 461

284

I UMGI! i a MAFC/'OH
CHItAtO vmowtil

BOLIS QkfZZUBS

w-v

0 no'

Enter the button presses at the Tonight’s Matchup screen.

Rooftop Court; Press and hold Left and press Turbo, Turbo.

Shot Percentage: Rotate the joypad once 360 degrees,

Do Ybu Have a Seavt Weapon?
If SO. send it to SWAT and, if we publish it, we'll send you a

free GameProl-sh\rt\ Send your best tips and secrets to;

GamePro Magazine

Secret Weapons

P.O. Box 5828

San Mateo, CA 94402

wain-t*

I

NBA Hang Time

Secret Characters

A8CDE .ABGOi

FGKIJi F6KIJ
KtMNO'iKlMMO
PQIIST PQRST
UVVKV UVNXY
iicsB ncBe

Start a game and at the Choose Option screen, choose the Enter

Name option. Input any of the following names and PIN numbers:

Ahrdwy 0000

Amrich 2020

Bardo 6000

Carlos 1010

Cliffr 0000

Daniel 0604

Danr 0000

Davidr 0000

Divita 0201

Dream 0000

Eddie 6213

Elliot 0000

Eugene 6767

Ewing 0000

Ghill 0000

Glennr 0000

Hgrant 0000

Jamie 1000

Japple 6660

Jason 0729

JC 0000

Jfer 0503

Jonhey 6000

Johnsn 0000

KeiT^ 0000

Kidd 0000

Kombat 0004

Malone 0000

Marty 1010

Mednik 6000

Miller 0000

Minife 6000

Morris 6000

Mortal 0004

Motuihb 0000

Munday 5432

Mursan 0000

MXV 1014

Nick 7000

Nfunk 0101

Patf 2000

Perry 3500

Pippen 0000

Quin. ...... 0330

Rice 0000

RodiTteUi 0000

Root 6000

Shawn 0123

Smits 0000

Sno 0103

Stackh 0000

Starks 0000

Turmel 0322

Webb 0000

Webber 0000

E-mail us your' tips and tricks through America Online

or at this Internet address:

swat.|^^pro@gameppo.cotn



HOfl-^SHEDD
^Can you
survive...

Scary

Larry’s

Deserted

Island?!

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!

Test Your KnoiulEdgE and Try to

Uiin ThESE HuisEomE Heui PrizEs

Grand Prizo: Advanced video game system of

your choice! (Nintendo 64, PlayStation or Saturn)

New Phone '

Adventure!

y Vr-’
'' V

Last month’s

Ulinners

Grand Prize
Winner
O.J. Lopez

Naperville, IL (1 min.)

Honorable
Mentions
Marissa Lopez

Naperville, IL (1 min. 4 sec.)

Nelson France
New York, NY (1 min. 4 sec.)

Brad Engmann
San Francisco, CA (1 min. 4 sec.)

Andrew Cousin
Los Angeles, CA (1 min. 16 sec.)

Scott Stanbridge
Rochester, NY (1 min. 44 sec.)

Anthony Hamilton
Wichita, Kansas (5 min. 28 sec.)

(6) Runners-Up: official collector’s Item GAMEPRO T-shirt!

CANADIANS join the fun!

;
Cali; 1-900-451-3335

Only $1 .49 per minute

Calis cos) St .29 a minute and caiis average six minutes in ienglh.

Avalable to (ouch tone end rotary phones. Be sure to gel your par-

ent's permission to call Scary Larry’s Adverrtures if you are under 16

years of age. Message subjed to change without notice. A sendee of

GamePro Media Group hi San Mateo, CA
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WoyStotion
^

1. NBAUve'97

2. NBA Hang Time

3. TwisteiJ Metal 2

A. NBA In The Zone 2

5.

Cool Boarders

6- Contra; Legacy ofWar

7. Re-Loaded

8. WWF: In Your House

9. Tomb Raider

10. Tecmo’s Deception

^ ~j|F Saturn jfT Genesis

1. Tomb Raider

2. Sonic 3D Blast

3. Virtua Cop 2

4. Die HardTrilogy

5. Daytona USA Champi-

onship Circuit Edition

6. FightingVipers

7. Nights

8. Madden NFL '97

9. NFL ’97

1 0. Ultimate Mortal Kombat 3

1. Sonic 3D Blast

2. NHL '97

3. NBA HangTime

4. Bass Masters Classic

Pro Edition

5. NBA Live '97

6- Vectorman 2

7. Ultimate Mortal Kombat 3

8. Road Rash 3

9. Toy Story

10. Beavis and Bun-Head

1. Donkey Kong Country 3

2. NBA HanglTme

3. Marvel Super Heroes

4. NHL ’97

5. Maui Mallard

6. Street Fighter Alpha 2

7. Ultimate Mortal Kombat 3

8. Sim City 2000

9. DiriTrax FX

10. Lufiall

I. Tomb Raider

HaySution

I NBA Live '97

'lavSf.i.

3. Nights

Saturn

4. WWF: In Your House

5. Twisted Metal 2

6. Tecmo^ Deception



Priends
don't let
friends

play-
;mpr»tected.



It’s risky out there.

Too often people
lose their lives
or damage their

health, for no reason.

Smart gamers make sure
they use the GrameShark.

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, ffameSharks

provide extra endurance
that keeps you going.

Sega Saturn OameShark

available now

Rule the hottest games
and revive old ones.

Nintendo 64 GameShark

Plfliy llfiurd.— COMING SOON

www.gameshark.com

Interact 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 1 8 years of age

or have parent’s permission to call.

InlerAct Accessohu, Inc. is a proud supporter at both ths

Airorlcan Foundatloo (or AIDS Resurdh (AmFAR) and M.A.D.O.





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


