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RACE EACH TRACK INDIVIDUAllY

OR TRY YOUR LUCK OH A CIRCUIT,

EIGHT TRUCKS TO CHOOSE FROM, EACH

PERFORMS DIFFERENTLY OVER DIFFERENT TERRAIN.

WIN UPGRADES FOR EXTRA TURBO BOOSTS,

MORE ACCELERATION, BEHER TIRES, BEHER SHOCKS.



* You play
the Wiia 9 anrf punk e«rt|#ing With U»^

Rig. tin* ultimate weapon and

device. So, what can you do with it? V
M^Skewer enemies on spikes; impale

' '

tliem further as you trample over their
twitching bodies to safety. j

« Plunge your rivals into icy water; M
with them until they drown, bloated

and disfigured.

Asphyxiate bad guys by holding I
,

* above raging fires until the thick*
' black smoke fills their lungs. Ol .

justH
roast them over the flames like

V marshmallows until their bodies

The Creators of

EarthWorm ,Jim AtADOl.N
& MDK are About to Launch

their INext BIG HiT-\%7;

Exclusively lor the

Sony Playstation game console

Call 1-800-INTERPLAY for more information
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Although the response to the Duke Nukeni casting call was oiErwhelming, in the end inErE Edll 0111] DE ORE
The King ot Carnage, Duke Nnkem! He's hack, out nf hiding and readv to rock.

Make 'em history with DukE Nukem TimB-To-Kill, the revolutionary 3rl-person shooter

ekcloslvely on PlayStation' game console and rage Ihrough Ihe ages fraggin' every alien that ever was. Coming this fall.

Or raise the stakes with the highly anticipated DukE NukEoi forsvEr, and put nut the lights in Las Vegas

with the PC hlockhuster for the next century! Or better yet, go for a total Nnkem meltdown and get them both!

See who got to wear the King’s crown for day. Oehold fhe winners ot the casting call at WWW.gtyaines.cnni.

All hail the true King, haby! ^
Interactive

Software

www.gtinleractive.ct
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Monster Truck Madness’ 2 is here, with more ground-pounding, trash-taiking fun than the original. Featuring 20 trucks that

show the damage you dish out, including four new WCW'“ and nWo™ WrestleTrucks iike "Hollywood” Hogan. Risky night racing

and nasty weather options. Thumping force-feedback support. The Summit Rumble, an outrageous multiplayer game of “king of the hill.”

And 11 wild new tracks. Get your free demo and start crushing the competition at www.microsoft.com/games/monster/
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Send enemies off in a Dragon's bile

blaze of gory 3-D detail.

Vex or ventilate 55 contrary denizens including

Ores, Dragons, Mummies and Zombies.

p)lay online with up to 4 mutually

demented peers (pc version tmly).

i^aster 13 horrific implements, including swords, hammers,

muskets, magic spells iuid ytmr bloody baix‘ hands.

ii8Se(

still have p choice.

www.dcatbtpapduo^'jon-coro

DunfCon and Eidoi are indemarW ot Ek1«s. I^. Rai^tailon and (he Pla)«QD(in tojo

You’Ve been warned



Special Feature

38 You Have Spoken!
Whoa! You guys blew our minds this year

with the GamePro Readers' Choice Awards!

Cover Feature

34 Strummln' on the Ole Banjo

Banjo (the bear) and Kazooie (the bird) take animal

magnetism to new extremes in an epic adventure

that blasts its way past Mario 64.

94 SWATPro Strategy Section

Tekken 3, ::r

Part 2 ..

{PlayStation)

Here are the special

attacks, linking

moves, throws, 3 gpgciaisi

and high-hitting

combos for the remaining hidden characters:

Gon, Anna, Dr, Boskonovitch, Gun Jack, Ogre,

and True Ogre.

Mortal Kombat 4,
|

Part 1 Koal Mortal Koihbal 4 kombos!

(PlayStation and Nintendo 64)

Kool Kombat kombos for five kombatants: Scorpion,

Sonya, Sub-Zero, Quan Chi, and Jax,

Passwords, codes, tips, and tricks for Need for Speed III,

Tekken 3, San Francisco Rush Extreme Racing, and more!

Cover: Courtesy of Nintendo
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WALK SOFTLY & CARRY A BIG MAGIC STICK.

“...ii'ill set the standard

"...will provide diehard RPG players

and newcomers to the genre with

many hours of solid gameplay."

“

I HcrediOltj
li^i

A massive adventure
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PlayStation

fi>

Patrol the streets at a breakneck speed of 60 frames per second

Bring in law breakers dead or alive (or barelv alive) with high-

poviiered non-lethal or lethal weapons like the Vulcan Cannon

Maintain the peace vdth the Turbo Patrol Car, Bike

or Wing - you're a crack shot vdtii each

Real-time 3D environments witiu

of movement for clean shotaiill

Over 17 scenarios of adrenaline-pumping higli-speed

criminal pursuit missions - all caught on interior

or exterior cameras

1 or 2-player split screen action.

Pursuit now in progress

“YOUtC GET SPOILED BY THE SPEED."
- OFFICIAL U.S. PLAYSTATION MAGAZINE



Head 2 Head
ER FROM THE GAMEPROS GAMEPRO READERS SPEAK

T he Saturn is dying. And 16-bit games are fading slowly,

but surely. Meanwhile, rumors are rampant concerning

new PlayStation units, faster, stronger Nintendo machines, and

super-secret next-gen systems. Everywhere we turn we’re as

saulted by "The Next Newest Thing!"

Hype is a wonderful way to sell things to an audience who
doesn’t know what it’s buying—and that’s what makes GamePro

readers so different; you know that just because something

is new, it isn’t better. In

ALL Systems Go! the upcoming months

(If You’ve Got Game)
Project X machines are

being touted, it’s going to be hard for those gamers who aren’t

the "brightest crayons in the box" to know the difference be

tween flash and quality. And sometimes excellence exists in

systems where you least expect it.

So when gamers like Sullengrix and pro2479 get mad at

Sega for not supporting the Saturn with good titles that have al

ready been released in japan, we are behind them and their ef-

forts to let Sega know that it needs to reconsider those forgot

ten U.S. gamers. But we also understand when a company like

Capcom hesitates to bring out a game that may actually lose

money—in this case, X-Men vs. Street Fighter, which costs more

because of its use of the add-on RAM cart.

But don’t dis the forgotten systems just yet. If you’re system

deficient, you can easily purchase a Saturn and great games for

under a Benjamin, and still have enough left over for a new sys

tern. There’s probably plenty of great stuff in the 16-bit market

that you still haven’t played thanks to the belief that a new sys

tern is a better one. If that were true, petosan wouldn’t be ask

ing about Super Turrican 2, one of the best games never released

here. And don’t forget to check out online stores for bargains:

like SirCharles, you may find that being far from a store doesn’t

mean being far from great games.

Sure, something better is always down the road—but until

you’ve got the big bucks to ride down that highway, take a side

route and check out the little known haunts.

The CamePros

San Francisco, G\
comments.gamepro@gamepro.com

We Swear
It’s True

I
am really getting tired of

Sony and their licensee com-

panies. Wild Arms, Final Fan-

tasy VII, Final Fantasy Tactics,

Alundra, and Saga Frontier are

the only RPCs released in the

past year for PSX, yet EVERY

SINGLE ONE OF THEM CON-

TAINS PROFANITY! Even Mega

Man X'' contains swearing, and

it’s always been a franchise for

everyone. What’s next? Swear-

ing in Crash Bandicoot?!? Pro-

fanity really does nothing to

enhance a game.

Nike R. Nickel

Hey, Nike, just %S@#* do it!

Although we didn’t hear the

swearing in Mega Man X*, we

will agree that some games
throw in profanity to appeal

to an older audience—and un-

less the profanity somehow
moves the story along, or pro-

vides some type of comic re-

lief, it is pointless. In the case

of Final Fantasy VII, we think

the profanity was harmless,

but the racial overtones were

very disconcerting. (Do all

African-Americans really talk

like Barrett?)

Saint Saturn
OF Sega,
THE Martyr

T here’s something that’s

been bothering me:

There are so many awesome

games that every Saturn owner

would love to have—Riven,
Crandia, Mystaria 2, and many

others—the problem is, they're

only released in Japan, and we

never get to see them here in

the U.S. Instead, Sega brings

out games like Steep Slope

Sliders and X-Men vs. Street

Fighter. I feel that I speak for

everyone when I say, “Sega,

get off your butt and get it

together!" Maybe GamePro
should start an online petition

or something. Sega’s not lis-

tening.. .thought maybe you

would.

Sullengrix via Internet

Hey, Sullengrix, RPCs may be

your thing, but don't bag on

X-Men vs. Street Fighter. It's a

great game with a lot more

appeal (and more consumer

interest) than some of the RPGs

you mentioned. How can a

gaming console system sur-

vive unless it diversifies its

lineup?

Having said that, we also

think your point is well taken

about petitioning Sega to bring

out games for fans and die-

hard Saturn martyrs—espe-
cially now that Sega's already

touting its new system (code-

named Katana) as the next

big deal. Co ahead, demand
that Sega service the Saturn

owners it’s stranded. Visit

Sega’s Web site (www.sega.

com), call its consumer hot-

line (800/872-7342), and write.

Let them know that you’re

mad as hell and not going to

take Katana anymore!

A lot of Saturn owners have

been waiting for X-Men vs.

Street Fighter to come out for

Saturn. Is it really coming out,

even though Saturn is dead?

pro2479 via Internet

Capcom is saying that plans

for releasing the Saturn version

ofX-Men V5. Street Fighter in

the U.S. have still not been fi-

nalized. It’s hard to blame

Capcom for this one—the Sat-

urn market is a no man’s

GAMEPRO 18J July 1988





Head 2 Head
land, financially, and Capcom
could lose a lot ofmoney by

venturing out there with this

title (considering the cost of

the added RAM cart).

I would like to know if the

following games will be re-

leased for the Saturn: Virtua

Fighter 3, X-Men vs. Street

Fighter, Riven, Resident Evil 2,

Mortal Kombat 4, Samurai

Shodown RPC, or any future

Sonic games.

BZUT22A via Internet

Is no one listening to us any-

more?!? Didn’t you read the

last two letters? Oh, forget it.

Let’sjust put it this way~the
Katana might have more of

what you’re looking for in a

game system.

Zombies
Fooled My
Neighbors

I
f you beat Resident Evil 2

six times, getting an "A" on

every scenario (using only a

knife and the handgun), start

a new game and enter

"Akuma" in the Lab

computer in both

scenarios. After

you beat the

game, the save

screen will appear

and say "akuma.” He

has only a red fireball

as a weapon and he

needs no keys to

open doors.

Randy Suarez

San Jose, CA

And if you wish

real hard, the

tooth fairy will

leave a quarter on

your pillow. Sorry,

Randy, we’re not

biting. Everyone in

the world knows

that this is a bogus

tip that appeared as

an April Fool’sJoke in another

magazine. We like how you

credit yourself with the tip,

though—it appeared word for

word exaaly as you wrote it

under another name in an-

other mag.

Turrican’t

I
f you were told that Turri-

can 2 was canceled, you

were misinformed. My brother

and I saw the box at my local

video rental store. I would like

to know if anyone has spotted

it elsewhere,

petosan via Internet

We never said Super Turrican

2 was canceled; we said it was

never released in the U.S. Ap-

parently, the game was re-

leased in Colombia (don’t ask

why, we don’t know), where

it enjoyed much success. We
also had trouble finding out if

the game will be released here

because no one at Ocean of
America (the game’s publisher)

remembers the title.

Nothing Could
Be Finer Than
A Whiner From
Caroliner

I
think it sucks that

you can’t find RPCs

anywhere in North

or South Carolina.

All they have

down here

are racing

and fight-

ing games.

The only

RPC IVe

ever seen is

Final Fantasy

VII and Final

Fantasy Tactics.

SirCharies

via Internet

Yeah, well, life sucks, SirCharies.

Seeing how you sent this query

by email, you must have some
knowledge of this new thing

called the Internet, where you

can buy, sell, and trade games
from any state—and they may
even deliver them right to your

front door! Yeah, baby! If the

Carolinas won’t bring RPCs to

you, have the Internet bring

them to the Carolinas.

Starry-Eyed

(
recently purchased the game

Masters of Teras Kasi for

the PlayStation. I’m a huge

Star Wars fan, so that might

explain my devotion to the

game. Sadly, none of my friends

seem to share my obsessed

views. They always try to bait

me into arguments about the

game. Last time I checked I

wasn't a complete moron, but

1 can see how people wouldn’t

love the game— I mean it does

have its quirks here and there.

I was wondering if you have

any word for a retard (like my-

self) on a better, more intense

sequel? Love the mag, and

keep up the stylin' work.

Shanon Kallhoff via Internet

Greetings, Shanon. First off,

don't insult people with dis-

abilities by including yourself

in their group: You don't see

disabled people saying, "Ceez,

what a Kallhoff I am!" Secondly,

we understand your pain.

Scary Larry and the Rookie

love Star Wars, and thought

Masters of Teras Kdsi wasn’t

bad. Other editors, tike Major

Mike and Johnny Ballgame,

thought the game was terrible

and didn’t deserve coverage.

What are you gonna do? Dif-

ferent games appeal to differ-

ent people. Star Wars, in its de-

fense, was a fun and unique

(but control-impaired) fight-

ing game that depended more
on its license than its game-
play. But at the time Masters

was reviewed, it was one of
the best games out there. As

this goes to press, LucasArts -

has said that it is not planning

a sequel to the game. And tell

your friends to relax—it’s no

big deal if you like something

they don’t.

The Full
Monty Python

Y'bu spam-eating used

car salesman. You are a

snotty-faced heap of parrot

droppingsl Co away, or I shall

taunt you a second time! May

the bird of paradise fly up

your ass.

Your poodle,

Bob the Fish

Contributed by sephroth99
via Internet

Do you see what we have to

put up with every day of the

week? This is beyond getting

a life. This person de^nitely

needs major therapy and some

good shock treatment.

Tell Us What You Think!

This isym magazine, so tell us whof you 'd

like to see in it. S&tdyour tetters to:

GamoPro Magazine
OMrCobor

RO. Box 193709

SmFrmst^a 94119-3709

IVe cannot publish ad letters and e-mailmes-

sages, and we cannot send personal

r^ies to yoar letters or e-mail.

E-mall US your comments at this Internet address:

.
cominents.gameppo(g)^aiTiepro.com

EAMEFDI Jll) mi



If you're a great video game player, you probably owe a little bit of your success

to those courageous players and innovators who came before you. That's why it's important

to honor those enshrined on the ultimate high score page.

The Video Game
Hall of Fame.

C JOY STICK~^

Joy was a leader in the

development of early

video game equipment.

Her most noted contribu-

tion was the invention of

the popular game control

she originally called

"Tim" but later became
popularly known as the

Joy Stick Stick, or simply

Joy Stick.

DICK BUTTONS
No. not the popular Olympic figure

skater, the man who invented the

electronic push button. From a long

line of button inventors, Dick's great-

grandfather invented the cuff link.

Sensing that the zipper might replace

the clothing button, Dick turned to

developing electronic push buttons

fillip* like the ones found

onaUoftoday's

\ popular video

THO/WAS T. BLAKE

Respected Coach and
Video Gameologist Tom
"The Thumb” Blake.

Known throughout the

world as a tireless pro-

moter and teacher. Coach Blake has

changed the way people think about

video games. Nay, changed the way
people think, period.

With hard work, determina-
tion, lots of practice, a couple

of breaks, the right training,

a good diet, plenty of exercise,

a good night's sleep, plenty of

fluids, a well-rounded
education, com-
fortable shoes

and a good y Your
attitude. y
who knows? '

oach Blake says before you make your way to the hall

of fame, make your way to Target. Target has all the latest

games you'll need to master, / Q99
Like Banjo-Kazooie for just

(^lARGET
EXPCa MORE PAY less:



If you w/\i\t to SCRUB toilets
WITH A rocrmmiJSH,

,IOH\ THE IVIITITARY.

If you want to fly DEADLY missions

AND BE A HERO,
uet the OAIVIE.

Only on

MIDWAY
www.midway.com

Licensed to Midway Home Entertainment Inc. by Seta Corporation. © 1 998 Seta Corporation. MIDWAY is a trademark of
Midway Games inc. CHOPPER ATTACK is a trademark of Midway Home Entertainment inc. Nintendo, Nintendo 64 and
the 3-D •N" logo are trademarks of Nintendo of America inc. ©1 998 Nintendo of America inc. Licensed by Nintendo.



KOLINSKY

Eight different choppers

to choose from.

Seven types of weaponry, including

five types of missiles.

S '« smw HiTCit imgff'i
eaneeies Littiwi i

Mission 2: Rescue the hostages.

More than ten different

types of enemy aircraft

and tons of ground targets.

you don’t have time for polishing porcelain. You need to be

taking on eight of the deadliest missions ever handed down to

a pilot. Rescuing POWs under enemy fire. Protecting Air Force One

from being blown out of the sky. Taking out terrorist installations.

Tell your recruiter the haircut will have to wait. You’re busy.

m SULlUiT l>I.AYi;U



0y The Watch Dog

Because American Independence Day exists,

Fireworks explode and celebrations persist;

Iti another day offestivity bliss,

And I, the always hungry Dog, will be eating plenty:

Ribs, mashed potatoes, and, of course, grits al dente.

Read on to forget your gaming troubles

Then join me and make your stomach size double!

Q I’m having prob-

* lems with my
* pinch hitters in

Triple Play '99 for the Play-

Station. When I use a right-

handed hitter, he stands in the

left-handed batter’s box; when

1 use a left-handed hitter, he

stands in the right-handed

batter’s box. In each instance,

Wh/cA side is the right side?

the ball is thrown behind the batter making it impossible to hit.

Is this a universal problem?

Robert Briggs

Riverside, CA

A An Electronic Arts customer service

* rep explains:

“This has been a common occurrence in a lot of

the Triple Play ’99 games, especially if you select a pinch hitter

after the original batter has stepped up to the plate and had his

information loaded. Next time, swap the pinch hitter for the

original batter before he steps up to the plate."

Q There's

a white,

powdery

substance all around the

analog stick on my N64

controller. What is this

substance? Is it toxic? Has

my controller been dam-

aged in some way?

Ramon Cedillo

Aspen, CO

A A Nintendo customer service rep replies:
* “The white powder is a sign of normal wear-

and-tear caused by the controller's plastic parts

rubbing against each other. The powder is not toxic and it

shouldn’t affect your controller. You can use a dry toothbrush

to clean it off.”

Nonnal signs of wear and tear?

Q I bought the

" PlayStation Link

* Cable when it

first came out, and I think ift

cool. This past year, how-

ever, I’ve hardly seen any

games that use the cable.

Why? Also, will there be any

games released that use the

Link Cable in the future?

Samantha Madison

Castro Valley, CA

Lhd( me up, Scottyi

Q In order to

listen to

" game mu-

sic, can I put PlayStation

and Sega CDs into my
CD player without dam-

aging either the CDs or

my stereo?

ANTChewie

via Internet Music to my ears!

A The Watch Dog replies:

* According to Sony and Sega customer service

• reps, listening to the music of game CDs on a CD
player shouldn't cause any damage to either your stereo or the

CDs. Most games allow you to enjoy their musical scores with-

out any difficulty. Certain games, however, have been specifi-

cally programmed not to play on stereo systems for fear of

copyright infringement.

A The Hungry Watch Dog answers:
* You're right, not many games use the Link Cable.

The main reason there aren't more Link-<ompat-

ible games is it’s a hassle for gamers to connect the two Play-

Stations and the two TVs required to make the cable work-
in fact, split-screen mode is the preferred method for two-player

gameplay. Because it's not a highly marketable accessory, it’s dif-

ficult to predict which future games will be Link Cable friendly.

However, some recently released games that use it are:

• Bushido Blade • Armored Core

• Cool Boarders 2 • CART World Series

• Red Asphalt

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

,
problem with a product or feel you’ve been ripped off, we

want to know. If you have a complaint about a product, write to:

GamePro’s Buyers Beware
RO. Box 193709, San Francisco, CA 94119-3709

Or e-mail us at buyers_beware.gamepro@gamepro.com
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In Canada:

1 -900 -451-3335
Only $1.49 CAN per minute

I.P00>454,660I
Canada 1.900.451.3335

J!Pt

m GRAND PRIZE Winner

Video Game System

of your thoite!

14} RUNNER-UP Winners

An offiiial GamePro T-shirt!

Call the new Team GamePro Adventure

Hotline and see if you tan survive all the

traps and dangers of eaih month's new

phone adventure.

Those who survive in the shortest amount

of time are eligible to win awesome monthly

prizes and get their name printed in GamePro!

This month's adventure:

Dan Elektro's Musty Museum of Mayhem!

Grand Prize
Del Awasum, Baltimore, MD, 1 min. 48 sec.

Runners-Up
Jerry Carcache, Atlantic City, NJ, 2 min. 1 sec.

Josiah Johnson, Bradenton, FL, 8 min. 13 sec.

Roman Johnson, Bradenton, FL, 9 min. 39 sec.

A NewAdventure with a Different GamePro Editor Every Month!

Calls cost $1.29 a minute and average six minutes In length. Available to

touchtone and rotary phones. Be sure to get your parents' permission to

call Team GamePro Adventures if you are under 18 years of age. Message

subject to change without notice. A service of IDG Games Media Group,

San Francisco, CA. Entries without complete name, address, and phone

number will be disqualified.
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It’s good news for gamers on both sides of the Pacific

—

especially for those who are import fans. Electronic Arts and

Square have announced the formation of two new companies

to develop and distribute their games both in Japan and the

United States.

The stateside company. Square Electronic Arts, LLC,

will be responsible for bringing Japanese titles such as Bushi-

do Blade 2, Parasite Eve, Xenogears, and Brave Fencer

Musashiden to American store shelves. It will be 70-per-

cent owned by Square Soft and 30-percent owned by

Electronic Arts.

On die ocher side of the Pacific, Electronic Arts

Square, KK, will set up shop in Tokyo, bringing EA’s FIFA

titles, Diablo, NBA Live, the Ultima RPG series. Theme Hos-

pital, and the upcoming Tiger Woods game to a golf-crazed

Japan. Electronic Arts will control 70 percent of this busi-

ness unit, while Square will own the remaining 30 percent.

Good business is where you find it— and for Psygnosis and Activision,

good business is at Nintendo. Psygno-

sis, the developer of such PlayStation

hits as Destruction Derby and Colony

Wars, will soon bring its skills to the

Nintendo 64 with a four-player version

of Wipeout, thus continuing the hover

racing series that has already sold 1.5

million copies on the PlayStation and

Saturn. Wipeout 64 is slated for release

in 1999.
intf «p VB fbf

Activision has also joined the legion of N64 publishers; the company's

PlayStation horror hit, Nightmare Creatures, and the PC juggernaut, Quake

II, will be its first Nintendo 64 releases. Kalisto will handle the Nightmare

Creatures conversion, while Aaron Seeler, lead programmer of the N64 ver-

sions of both Doom and Quake, will oversee Quake II's development.

Neither company is a stranger to Nintendo development: In the 16-

bit days, Psygnosis's Lemmings

series enjoyed success on the SNES,

and Activision has released numer-

ous titles for both the 8-bit and 16-

bit Nintendo consoles. However, the

ultimate irony here is that Sony

owns Psygnosis (despite having tried

to sell the company two years ago),

and now faces sharing the developer

with its fiercest rival. If Wipeout 64

does well, there's a good chance

that other Psygnosis PlayStation hits

5 W 64-liil matsnilti
Destruction Derby and Formula 1

will also make the leap to Nintendo.

64DD Delayed in Japan
Maybe one of those Ds stands for “delayed." Nin-

tendo of Japan recently confirmed that the 64DD

storage peripheral won't come out this summer as

planned, labelling it Instead as “To Be Announced

'98.” Nintendo of America has never annourKed a

U.S. release dale for the N64 disk drive, and has

stated that lb arrival on Ameri-

can shores urill depend

on the system's perfor-

mance in Japan. ^ ® (J
Suddenly, aren't you

glad Zelda's on a

tridge after all?

<0-

Bandai’s New Portable

Move over. Game Boy-

someone else wanb a

piece of your portable

action. According to the

Japanese news sources,

Tamagotchi maker

Bandal Is developing a hsncflield black-

and-white LCD game system that boasb

twice the screen resolution of Garrte Boy, a

link cable, and a lower price than Ninten-

do's portable. Bandal has confirmed that it

would like to release the system in Japan

by the end of this year.

GAMfPRO July 1998

rnSega Not Pulling Saturn

Sega says the Saturn will not be

pulled from store shelves, as

previously reported by the

media. “Those reports were

wrong," says fe::=?ic3’s

Lee Caraer. "Marketing support is

still in place for tiie Saturn and a slate

of sii titles soon to be released."

The price of Saturn software has ~

been greatly reduced In many outlets, and the Sat-

urn's estimated 1.4 million installed base in America

contrasb sharply with that of Sony's PlayStation,

which b estimated at 10 million units.
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New Duke
‘ 'M

Legacy of Kain's

LEGAL WOES
We were psyched about the

Lara CroFt action figure when

we photographed the proto-

type For “ProNews" )ast year,

but the finai production ver-

sion, with its pouty lips and

huge, jointed shoulders, looks

like a transvestite linebacker.

• Dan 0ektro converted a bro-

ken Super Nintendo into a

Kleenex dispenser. When you

sneeze, reach For the SNES! •

It's pretty bad when a certain

Web site is so obsessed with

being first that it actually

I

reports on the rumor oF an

announcement oF Final Fanta-

sy Vlli. Being first is okay, but

what about being useFuI? •

Moving the GamePro oFFices

has taught us one thing; Boy,

do we have a lot oF junk. And

we're boxing the junk up and

taking it with us. • That chick

From Deathtrap Dungeon's got

backi • Bandai sent over more

than a dozen DigiMons, and

the tiny beeping sounds

haven't ceased since. Air Flen-

drix got his to live 21 days

beFore it croaked. Rookie had

his up to 86 pounds in training

beFore he realized it wasn’t

supposed to be that heavy.

Oddly, his was the first to

die... • Meanwhile, somewhere

in the Sega building, a small,

blue hedgehog sits and waits.

And weeps... • Blah,..blah, .,

blah... blahbalicious...bl

Did you think Blood

Omen: Legacy of IfiM
Kain's lead vampire

was nasty? Wait / \ q9 / ||i^9

until the game's

warring creator and

publisher clash in court, and

you'll see the real blood-

suckers at work—their

lawyers. 4

Silicon Knights,

developers of the

action/RPG Blood

Omen: Legacy of Kain for the BB/ nB
PlayStation and PC, recently Bw
hied for a restraining order to VH
stop Ciystal Dynamics from

promoting Legacy of Kain:

Soul Reaver (see "Sneak Previews," May). Silicon

Knights claims that it owns the intellectual proper-

ty rights to the Kain franchise, that Soul Reaver's

plot line was stolen from them, and that nobody

else can legally create another Kain game. Silicon

Knights has accused Crystal Dynamics of breach of

contract, defamation, fraud, and unfair competi-

tion, among other allegations.

Crystal Dynamics, meanwhile, says it paid the

development costs for Blood Omen and therefore

has the right to create a sequel if it chooses. The

two companies have been arguing over ownership

of the series for some months—and the result of this

legal contest could determine whether or not Soul

Reaver ever comes out at all.

HT " ^ Take cover, 1

Ilk shoppers— 1 Ml

Duke Nukem's

^Bfi| mounting a second

assault on store shelves with

a new wave of action

figures. The original

Duke figure is

joined by

three of his

the "T^HI^^^HiBl
Pig Cop. the Octabrain,

and the Battlelord. Each
j

figure has its own features

and accessories, like the

Octabrain's glow-in-the-dark Bj^'

“brain goo" and the Battlelord’s jB ^
spinning chaingun barrel. ^

Also new is Nightstrike

Duke, a covert opera- r;, /SB

tions-ready variant with

sneaky black duds,

camo-painted arms,

a modified MP-5

rifle, and a coil of

commando rope.

All five figures

be on sale

now at major toy

and software stores.

www.gQmepro.com

Mad Catz Advanced Control Pad
for Nintendo 64
'RATING: 3.0

The Advanced Control Pad's rubber-coated, ergonomic

grips feel very comfortable and stable in your hands,

while the Slow and Turbo buttons give cheaters

more options. Yet these gocxfies lose out to a

less comfortable Z trigger and a weak directional

pad. The clunky directional disc doesn't respond well to light

presses, thus sinking this otherwise well-intentioned stick.

Given a choice, go with Nintendo's pad.

Price: $24.99. Contact: Mad Catz, http://www.madcatz.com
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Respected coach and video gameologist Tom "The Thumb" Blake says

that what’s happening around the screen is as important as what's happening
on the screen. That's why he recommends that you learn these tips on

Creating' The
Proper Playing'
Environment.

::

t'' . i

w«' ithout proper form and posture and an
ergonomically designed chair, you run the risk of

throwing your back out while you play. Make sure

your chair is properly designed to promote video game
posture. Sit slightly slouched, relaxed, lean a bit forward
with both feet on the ground. When a good chair and
good form come together, good things happen.

SOUVENIR SPOON-NO!
The three biggest reasons people say they lose video

games. Distractions. Distractions. I let you win. Make sure

your playing room is free of distractions. If your mother

displays her collection of souvenir spoons in that room, for

example, throw a sheet over it. You don't want to get caught

admiring some spoon from Mount Rushmore while your

opponent beats the snot out of you.

L^oach Blake also says that where you get your games is as important as where you

play them. That's why he recommends getting down to Target and picking up a game

like Mortal Kombat 4 for PlayStation at §3999 N64 for just $4999
It's imperative

to have liquid

refreshment
within reach, but

always set your
soda on a coaster,

and never directly

on a wooden
end table. It will

leave a ring. This

message brought
to you by the

Butte, Montana.
chapter of

Mothers of Video
Game Players.



E-mail us youp comments at this Internet address:

comments.gamepro@gameppo.com

One Tn Watch
Sick of Inne-waif action ganiEs? FireTeam's

You and your tour-player team
moperative 5haater5 offer online camaraderie,

will be able to discuss strategies,

call out updates, and shout warn-

ings during the game without ever

taking your hands off the controls.

In fact, since you can only see ob-

jects and enemies in front of your

character, you'll want someone to

let you know when there's a punk

on your six. The sound ain't crys-

tal-clear, but it's roughly as good

as a walkie-talkie or an AM radio—

and it’s certainly no worse than

the chats you hear on Mplayer. All

you need is a 28.8 modem, Win-

dows 95, and the headset which

comes with the game.

_

irst, there was Quake. And it

was good, even over the In-

ternet, but it didn't amount to

much more than free-for-alls with

strangers. Then Capture the Flag

was added, introducing the con-

cept of team play. Still, it was hard

to talk to teammates—nobody has

time to type when there's a rocket

closing in fast. Quake II arrived

and gave the whole thing a nice

polish, but the problem remains:

How do you simultaneously kill

and communicate as a team?

i'ROTIP: If you’re shy,

.

choose the scout^not only is

she fast, but she can see

parts of th-- rid i
" Vjye-

in’t. You’ll have to bo the

:oam’:. and talk

Do you like football? Like death

matches? Slap 'em togeth&- and

what do you get? Gunball—or

armed athletics.

Bound
Faundation^
Enter FireTeam, a new multiplayer

game from Multitude that's based

on the concept of "collaborative

play." Here's the thinking: You can

Multitude creating more scenarios

(hinting at games based on movies,

books, and TV shows), it's

5;^ also encouraging players

fVf to come up with their own

game ideas and providing

the ools to make them a

reality.

The Latency
Factor
Live speech, trigger-happy action,

16-player arenas.. .sounds like a

lag-filled exercise in frustration,

right? Nope. Instead of creating a

game and then figuring out how

to make it work online. Multitude

built FireTeam around the realities

of Internet latency since the begin-

ning. The result is a surprisingly

lag-free experience that will shock

most Quake vets (but, in all fair-

ness, the action's not nearly as

fast as Quake’s). The 16-bit hi-

res rendered graphics and crisp

play games against your computer sounds don’t seem like after-

any old time, but the reason you're thoughts, either; the professional

logging on is to play with other look and feei of the ^-overhead

people. FireTeam arms each player action recalls Diablo or the Cru-

with a headset microphone for sader series,

hands-free communication

with teammates, three charac-

ter types to control, and cooper-

ative action games that only get

better when you start talking.

No chatting, no typing—actual

talking, like with your mouth (S
and everything. No buttons will

impede the flow of your voice.

FireTeam
Spirit
For anyone who’s looking

for more than Just a ran-

dom online fragfest, Fire-

Team's blend of shooter

action and player inter-

Unlike Ultima Online (all story) action could be Just the right

or Quake (hardly any story at all), combination, fi

FireTeam adventures cover a wide

range of interests and settings.

For 15 minutes, you could be en-

gaged in a traditional team death

match; when the action's over,

switch gears for a round of Cun-

ball—a cross between football and

mass murder. If that's too intense,

try Base Tag, FireTeam’s take on

fort defense, or Capture the Flag,

a frantic game with multiple teams

and multiple flags. Not only is

play In enclosed arenas for up to four

teams of four players each.
Since each player has only a

and verbal communication

are exhemely important

URL http://www.fireteam.com

Current Games Gunball. Capture the

Flag. Team Death Match. Base Tag

Pentium

120, 16 MB RAM. Windows 95, 28.8

modem

'rice S49.95 (includes software,

Andrea GameWare headset micro-

phone and one month of play):

S9.95 per month for unlimited play,

.'..->- 1 ^ Now
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CANINE HOUSEKEEPER
A useful guide to training your dog to

do all the things you don't want to do.

Just like humans, some dogs are smarter than others. (In fact, some dogs are

smarter than some humans. You can pmbably think of a few examples yourself.)
|

So hang in there if your pet turrrs out to be some sort of canine lamebrain.

© Reward a task well done:

tf your canine just can't figure it out, try putting the

bag in your mouth and demonstrating it for him.

HIHT; this is best done when no one else is watching.

A). Afewofthese are ample

reward for first-time success.

B). Give this tasty morsel when

hecivtsiSentlyames thtrugh.

(3. Laythisonhimwhenhedoes

D). Just kidding

Provide frequent rest periods;

Keep in mind that every year of your

life equals seven dog years. So your

hound is working some really long hours:

4 Your time In dog years

Empty garbage
. 7 .

Tidy up reom |shrs-]Snin 1

Pulling weeds B BSSU

This should be attempted with hounds of

exceptional intellect and dexterity, only. If

your canine is a bit of a putz, don't even

waste the time trying to teach this one.

(^x2)

@ Relax and enjoy your free time;

> Sit in the bathtub and get all wrinkly.

Prove ttie existence of extratenestnal life.

' Practice juggling comdc^s.

Dogs don't have a green thumb (heck,

they don’t have a thumb of any kind).

Therefore, you need to help them
distinguish between a weed and a

flower. If you don’t, well, let’s put it

this way, your mutt won’t be the only

one living in the proverbial doghouse.

m DO SOMETHING DIFFERENT.

gir-ff

S1P.34014S7

www.eherryceke.com





The future is Forsaken'

A stunning 360 degree shooter
GAMEFAN

An absolute graphic raarvel...

the weapons are simply awesome,

the control is impeccable."

ULTRA GAME PLAYERS

Fast paced, cutting edge gameplay

mixed with eye-popping visuals in

a 360 degree 3D world."

N64.COM

Download the demo at www.forsaken.com

PlayStation
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Strummin'

on
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We got an exclusive first look at the newest Mario-klller from Rare.

Banjo-Kazooie pushes the old platform plumber back into the

sewer with Hs deep gameplay and endiess fun. By Scary Larry

debuted, people went ballistic over the game’s

YMbOt flawless graphics and incredibly rich gameplay—and right-

fully so. At the time, the game was the perfect showcase for

the new N64 system, and made a much-deserved splash.

Now after many delays, Banjo-Kazooie is here—a more

complex, more fluid, and more attractive game than its *

plumber predecessor. It's sure to have even the staunchest « ^
N64 critics raising their eyebrows. ^

Rare (the creative force behind Donkey Kong Country

on the Super NES, and more recently, ColdenEye 007 on Q
the N64) pulled out all the stops

while still playing by the book. ^ \^***^^
The company has created a visu-

ally dazzling masterpiece with ^
bright backgrounds that display much more

depth than Mario’s one-dimensional environments

PROTIP: In Treasure Trove Cove, PROTIP: In Bubble Gloop Swamp,
face down Nipper We Giant Crab find Mumbo, change into the

hy attacking his face when he gator, and play an eating game
stops snapping his claws. Wen with the red alligator. If you
jump in his sheli to find a puz- beat him twice, he’ll give you
2le piece. a puzzle piece.

We wanted each of the worlds to have a unique look and the

iasks/objectives for these worlds to be different from those on the previous

world. The exploralion/adventuring element was preferred over the faster-

paced platform/skifi element.

Scary: They did a good job with each of these elements, as you can see In the

review of the game. The gameplay/graphics mix is almost perfect, as it was with

Super Mario 64.

dP: Did the game turn out to be bigger than planned?

Rare: Because of memory constraints, the time available to Finish the product,

and polygons/sprites, every game that Rare has worked on has had to be
scaled back a bit to make it run on the system. You also have to take Into con-

sideration that a computer system is able to display different models from the

original thoughts of the designer, graphics team, and software engineers.

Scary; The game will seem big to most people, but casual gamers will find it

very intimidating with its sprawling level design. Hardcore gamers (who like to

brag) may finish the game more easily than most.

Although It’s hard at work on a few secret games (no one said Killer Instinct 3. did

they!). Rare look a rare timeout to answer some questions from our readers that we

faxed to the company. Scary Larry has tacked on his play-by-play throughout.

damePra: 'What were your plans when you were setting

out to make Banjo-Kazooie?

’ ^ Rare; Banjo's character and his abilities were designed

first, before the actual game was started. In order to

^ .- ensure that Banjo would become one of Nintendo’s

^ mascot characters, we worked on his look and abilities

>'
'"'•h *hem. Once this was finalized,

j
Pu* Ip design a game that would take ad-

r vantage of those abilities.



^ Don’t let the game’sam young look fool you-BK

Is a solid, deep, and entertaining

3D action game. If you’re under

the impression that Mario was

the only great 3D action game

for the N64, Banjo will change
PROW: In Clanker’s Cavern,

swim through the key under-

neath the mechanical shark

three times, and he’li rise.

^ The camera angles are

smoother and much

easier to control than Mario's

were. The two-sided gameplay

mechanics between Banjo and

Xazooie are flawless and fluid.
PROTIP; In Freezeezy Peak, help 10 lights reach the tree, then hit

the star behind the tree with three eggs to light it up. Now fly

through the star at the top of the tree (the launch point is near

the tree). ^
1

detailed polygonal monsters

that require a little more thinking

^ in their disposal than Mario's did.

Rare has also remained

true to the classic style of Mario

gameplay made so

famous. Banjo flies, floats, runs,

and jumps through nine levels of

mischievous gameplay that keep

your fingers busy and your mind

racing. You explore mysteri-

ous desert palaces, slide

through chilly winter wonderlands, and wade

through creature-infested swamps—all be-
^

fore you actually enter the levels. The

game is layered so that mission

objectives, such as collecting musical

PROTtP: In Click Clock Wood,

don’t attack the first time the

parrot appears, but after he’s

stuck his head out Oiree times,

go after him.

^ You’ll bop to the music,

EEW and though the too-

cute animal voices make no

sense, they won’t disturb your

gameplay. Audio cues before

monsters attack will keep you

on your toes.
notes, rescuing allies, and open-

ing doors, can be performed in-

side and outside the main levels.

This makes the game more far-

reaching and intricate than most

platform pansies competing

for gamers’ dollars

# these days.

Multiple objec-
*'

tives will also keep

you looking for hid-

den objects and secret rooms—and there's plenty of

\ both. You must help out a whole army of Banjo-esque

PROnP: In Gobi’s Valley, shoot

an egg into each nostril of the

Sphinx in order to open the

gate below him.

^ Seamless, with virtuallyBW no breakup and rare

instances of clipping, the game

is constructed more solidly than

Mario 64. Its backgrounds and

enemies are true 3D models with

awesome detail.

ready sparse library needs more games with 5.0 Fun Fac-

. tors, and it needs them now.
Vhat's innovative about the

game? M

Rare: To start, it has the best textures

on the N64 to date, no forced fogging, and

a high number of poiygons onscreen. You

can also coniroi two characters at once. The

worlds contain a multitude of tasks to per-

form. and Banjo learns his abilities as he

plays. There are also more characters to

interact with than in Mario 64, and the M
music fades more smoothiy be-

tween sections.

Who is the game's target

f audience?

Rare: The game has been designed

to offer something to gamers of all

ages, from preschool children up to

adults. The cartoon flavor and general

humor was very much preset: The senior

members of the team all worked on Donkey

Kong Country and were keen to re-create the

I same balance of comedy, cuteness, and fun.

\ Scary: When they see Banjo for the first lime,

f
many gamers wili think it's a children’s game.

Don't be fooled-Baruo's vrrapped like a kiddie

cart, but inside is a fantastic action game.

tiP: What do you wish you
could have done better?

Rare: Produced the game faster.

Scary: We would have liked to have seen

this one earlier in the year, too. The N64's at-

Cover
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Banjo

I'he Banjo 1'urn$
Walrus Alligator

In the ice levels, Banjo can As the alligator, you can swim

turn into a walrus, letting him through the water around Bub-

brave the cold waters without ble Gloop Swamp and you

harm. He also needs to find won’t be eaten by piranha,

another walrus who has a puz-

zle piece hidden In his lair.

Pumpkin Ant

The pumpkin is defenseless. The only way to exit the first

but you can hide in Its tiny level is to have Mungo turn you

nooks and crannies. Into an ant Then after you exit

Mungo's hut, enter the anthill

to the right. You can now

climb the slope to the top.

The flesh-eating plants won't

close around the bee. Fly to

the top of the tree near Mum-

bo's hut and you'll find a puz-

zle piece on top of the plant.

buddies who need you. from a set

of Christmas lights who just want

to find a tree to a weeping pirate

who wishes to retrieve his booty

(as in gold, gutter-brain).

With the help of your feathered

sidekick (who remains in your back-

pack, but comes out whenever you

need him), you're put on a full course

of fantastic fun which you’ll never for-

get. Banjo is a bearish keeper, one of

PROTIP: In Mad Monster Man-
Sion, turn into a pumpkin, go
through the gate behind the

graveyard, and enter the

PROTIP: In the later

levels, the beehives

are no longer a safe

source of honey

power‘Ups. They’re

now guarded by angry
bees that pursue you

if you break the hive.

mausoleum. You’ll then see

Mumbo, who turns you back

into Banjo. Kill ttie ghost and
you’ll see the water-level

switch for Rusty Bucket Bay.

the best games for the N64, and a

true modern classic. Q
PROTIP: In Rusty

Bucket Bay, dash

Into the Up arrow

on this platform,

and you’ll raise

Uie cage around

the puzzle piece,

but be careful—

it’s timed!

PROW: In Mad Monster Mam
Sion, fart an egg into each

flowerpot. If you get

one into every

<JP: Haw long does it take to finish ^
the ^ame?

Rare: From a cold slart-without a strategy

guide or previous knowledge of the

game-an average player will probably

lake at least 30-plus hours to finish BK

completely. W
Scary: It took us two eight-hour days (In-

eluding interruptions, meetings, phone calls, and other distur-
. . _

'

bances, mind you) to get through two of the nine levels. Un-

less you unplug the phone and give up your life for a week,

it’ll probably lake you around 40 hours to finish the game.

dP: jlre you working on. a sequel?

Rare: If Banjo-Kazooie is a success, then a sequel will certainly be considered.

dP: Is Banjo-Kazooie the best Bare game to

date?

Banjo-Kazooie is probably the biggest Rare

jjflr game to dale, and the development team consid-

^ ers It their best game to date.

dP: Rumor has it that you're workizvg on a new
Killer Instinct game.

Rare: We can neither confirm nor deny that,

k Scary: The rumors online and in the industry are that Rare Is developing

a "conceptual outline" for a new Kl game and that they're considering

making it a 3D fighter.

dP: In closing, can you tell us anything about the new
'It's-Wot-dolden£ye-It's-Better" game?

Scary; You can bet that If Nintendo’s hoping to develop Banjo as a mascot char-

acter like Mario and Donkey Kong, there's a good chance of a sequel.

Rare: Yes. it's not the Bond license anymore, but it will be better than Golden-

Eye. Look out for something special at E3 (the industry show held May 28-30],

Scary: We heard that Rare didn't want to shell out the cost of the Bond license

or go through the hassle of getting everything approved through MGM.
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ERS EDGE FIGHTERS EDGE FIGHTERS EDGE FIGHTERS
i SiiHTfRS EDGE FIGHTER^DGE FIGHTERS

The #1 arcade blockbuster

tears into the PlayStation® game

console! X-Men vs. Street Fighter

ifS ^^flpjpits Marvel's bone-crashing

^ ft T^Bnntants against Capcom’s

l^L i| lul^l^ag^^Hlegendary fighters in a slngfest

of epic proportions. Perform

ontrageons moves - from Aerial Guards to amazing Chain Combos.

Engage yourself in Capcom’s sipature control and lightning pick

responsiveness.

XHen vs. Street Fighter,

nhe collision of two

explosive universes in

one fantasy fighter.



©reowM^ureI

3rd Place: Masters of Teras Kasi

(PlayStation) by LucasArts i

2nd Place: I

Soul Blade

'

(PlayStation)

BP*// by Namco

flH . And the winner is...

pn/ WCW vs. NWO:
World Tour

Wk N64byTHQ

3rd Place: Ace Combat 2

(PlayStation) by Namco

2nd Place; wL
Colony Wars H
(PlayStation)

by Psygnosis

And the Cv J
winner is...

StarFbx 64 ^
N64 by Nintendo ^

Tomb Raider II was an easy pick,

Blast Corps was surprising, but

most editors had little hope for

Castlevania, which snatched sec-

ond place honors. Major Mike,

however, was a proponent of

the game, insisting that it would

make the ballot. He’s very proud.

Turok was predictable, Tenka

was a surprise, but there wasn't

an editor on staff who didn’t be-

lieve that ColdenEye was the

best corridor shooter ever made.

We knew you’d agree with us.

The controversy in this category

was that Masters of Teras Kasi,

which a majority of the editors

dissed, made it into the final

three. It proves that you should

listen to Scary Larry, Another sur-

prise was that a wrestling game

was voted into first place, thus

legitimizing wrestling as a real

fighting genre.

3rd Place; Super Mario

Kart (N64) %
by Nintendo 1

2nd Place: San -j|i

Francisco Rush

(N64) by Midwa^^^i

And the

winner is...

Diddy Kong Racing

N64 by Nintendo

3rd Place: Wild Arms

(PlayStation) by Sony

2nd Place;

Alundra (PlayStation)d

by Working Designs-^

And the winner is...

Tinal Fdntosy VII

PlayStation by Sony

DIElDuQalV Ace Combat 2 beat out Nuclear

Strike by a wisp of wind for

third; Colony Wars looked awe-

some, but StarFox beat out the

second-place winner by almost

400 votes.

3rd Place: Blast Corps

(N64) by Nintendo

2nd ^ce: Castlevania:

Symphony of the Night

(PlayStation) by Konami

And the winner is...

Tomb Raider II

MoyStotion by Efdos

3rd Place: Codename: Tenka

(PlayStation) by Psygnosis

2nd Place: Turok: ^
Dinosaur Hunter

(N64) by Acclaim | .

And the

winner is... WC
OoldenEye 007 Vfl^
N64 by Nintendo

NINTENDO^ Although all the

editors agreed

that Diddy Kong

Racing was the

best of the year, we were sur-

prised that the other two posi-

tions were filled by N64 games.

Pretty good for a system that

people charaaerize as too slow.

Many editors thought that Final

Fantasy VII was great, but defi-

nitely over-hyped, Some of our

other favorites included Dragon

a
eon tro • ver • sy n. plural -sles — 1 . A dispute, es-

pecially a public one, between sides holding opposing

views. 2. To bicker, argue, and bruise a few CamePro

editors’ egos by not picking games we like. [ME contra-

versie < Latin controversia< controversus: disputed: contra = part,

vertere, to turn.]

dark • horse ~ 1 . One who achieves unexpected

success, typically as a nominee at a party’s convention.

2. A come-from-behind, ‘7ou’re kidding me" entrant.

[ISYNCHRONiCiTYjJ
CONTROVERSY

CONTROVERSY
SURPRISE!

ElMim Jlly 1991



We’ve read the results, pondered the polls,

ferreted through the faxes, and compiled

the computer sheets to hear your voice in

the 1998 Readers’ Choice Awards!

By Scary Larry and Four-E^ Dragon

Force, Alundra, and Wild Arms,

the latter two running a very dis-

tant second and third, with a gap

of over 900 points.

OSEISSBQ^B
3rd Place: NFL Quarterback

Club '98 (N64) by Acclaim

2nd Place: Madden 64

(N64) by Electronic Arts

And the winner is...

NFL GameDay
PlayStation iiy 5of)/

2nd Place;

PaRappa

the Rapper

(PlayStation) by Sony

And the winner is...

Bomberman 64

N64 by Nintendo

Ya gotta believe.. .and ya gotta

be kidding! We had no idea

Bomberman 64 was so popular,

and that the rappin' PaRappa

would be taking second. It was

another close one, though!

Quarterback Club was not greeted

with open arms by the CamePro

sports department, who pre-

diaed that Favre and company

would not do well in the video

game market.. .but we also picked

the Pack over the Broncos in the

Super Bowl. Strong sales and a

third-place Readers' Choice Awards

showing have definitely proved

us wrong.

3rd Place: Command and Con-

.

quer: Red Alert (PlayStation)

by Westwood Studios

Mix and Match: The Editors Speak
Okay, you've had your chance to vote, now see what the CamePro

editors have to say about the best of the year!

Best Game of the Year

3rd Place: Quake I! (PC)

2nd Place: NFL Blitz (Arcade)

Winner: ColdenEye 007 (N64)

Most Innovative Game of the Year

3rd Place: Tied—Bushido Blade (PlayStation),

Abe’s Oddysee (PlayStation)

2nd Place: Poy Poy (PlayStation)

Winner: PaRappa The Rapper (PlayStation)

3rd Ploce: Alpine Racer 2

by Namco

2nd Place;

Tekken 3 by Namco

And the vnnner is...

Mortal Kombat 4

by Midway

Tekken 3, of course: MK 4, okay.

But how do you guys figure

Alpine Racer 2 beats out

i all of Capcom's arcade

fighters and NFL Blitz? As

a matter of fact, how did

it beat out anything? This cat-

egory should get two ribbons:

Dark Horse and Surprise!

3rd Place: Tomb Raider

2nd Place: ColdenEye 007

And the winner is...

Final Fantasy VII

PlayStation by Sony

We're not worthy! Although it's

a great game, Final Fantasy VII

couldn't even place in our editor

awards (see the sidebar, “Mix

and Match"): nevertheless, you,

the readers, have spoken. Al-

though we don't want to add to

the hype, the results clearly show

that RPCs are coming into their

own—and will probably be bigger

than ever in the coming year, Q

syn chro nk • i ty n., plural -tes — 1. The state

or fact of being simultaneous or synchronous. 2. The

sense of knowing that your readers think like you. Kinda

Scary, ain’t it?

sur prise also sur« prize —tr v. -prised, -pris

ing, -pris es — 1. To encounter suddenly or catch un-

awares. 2. To make an editor scratch his head in disbelief.

(KMEriO (1^ Jll, 1111



Once feared to be an p
import-only title,

Tenchu, the 3D action liHff’y ' v
game, will make its _ HhA*. ik-:^

way to the States this fall. Stealth and quick reflexes are the

name of this game, as you guide one of two ninjas through

several levels filled with traps, enemy ninjas, attack dogs,

fire-breathing freaks, bosses, and more!

In Tenchu, you choose between

two ninjas: Rikimaru, who causes

major damage to enemies but is

slow, and Ayame, who is light-

ning-fast but inflicts less dam-
age, Each character carries a

iHifflllB weapon and a

(which are perma-

' 'tePfiH nent parts of their

^ but

' ftinW 3 '^'^''

tional items, such

• 33 bombs, throw-

• ing stars, and

1 , spiked jacks.



By Dan Elektro

-A A

..^P

Good news, Mortal fans! The powered-up PlayStation port of Mortal

Kombat 4, fievision 3 looks and plays better than expected. Can it

challenge Tekken 3 for the fighting throne?

it’s a good sign when GamePro editors walk into a room, see

MK4 running on a TV and ask. ‘This is PlayStation?" Mid-

way's really doing an excellent job re-creating the arcade

game’s look: all 1 5 characters feature high-resolution textures

and cool visual effects, such as Johnny Cage's powerbalis

and Raiden’s lightning bolts. The beta's missing voices, and

there are lots of obvious work-in-progress graphic glitches,

but MK4's clearly on the path to success.

Old Friends... And Fiends

•

1
>

1

V,

To Die 4

The PlayStation version will
^

'

contain two new arenas—the Ice Pit and the Skull—as well

as Tag-Team. Endurance, and Practice modes. The best addi

tion so far, however, is a special guest that fans have been

asking for since the first Mortal Kombat; Goro! The four-armed

menace finally returns, but it's unclear whether he’ll be a

playable character or merely a boss. Count on other familiar

Mortal faces to drop by as surprise guests, too.

Speed Demons

If you've been disappointed

with the speed of 3D fight-

ing games on the Play- dL

Station, MK4 will be a v/el-

come surprise. The early
"

version we played was un- k

believably fast, and there's
J

still time to fix the slowdovi/n
j

that occurred when special

effects like smoke or blood were on-

screen. And even if the overall speed

is reduced during the adjustments,

it’ll still be on track to match the

arcade version's blistering pace.



Developed and published

hyCapcom

Available September

C0/;ri/lU£l7

lAEOSsa

Developed and published

byCapcom

Available June

Pocket Fighter

The pint-sized pugilists from Super Puzzle Fighter II Turbo
;

have broken out of their block-dropping contests and taken

to Pocket Fighter’s one-on-one fighting arena. Despite its ju-

venile appearance, Pocket is a very fast and very fun fight- =

ing game, complete with super moves and combos. Ten — “
fighters fill its lineup, with characters from the Street Fighter series, Darkstalkers, and

WarZard (which never made it to the U.S.). The controls in this preview version were very

2D sprite graphics suffered no slowdown. ^ ^
fact, this could be one of the best 2D Capcom h
fighting games to the PlayStation.

[ft^ 1 UJCU
^ ff, Jml

1

6AMEPR0O July 1998



Sony’s number-one trademark hero

crashes onto the PlayStation once again.

This time around. Crash travels through - ?

time with his little sister. Coco, as they

battle the ever-scheming Dr. Neo Cortex. mgt
Bigger environments, additional moves, v <3
and a new cast of characters round out

'

this third installment in the Crash Bandicoot series.

IP
Crash 3 will also be compatible with the new Dual Shock

! Controller, which means your hands will be rumblin’ and

shakin’ to Crash’s every move. These early images show
' there’s a lot of depth

Crash Bandicoot 3: warned

Developed by Naughty Dog

Publi^ed by Sony

Available November

COMPLETE

GAMEPRO July 1998



Developed by Squaresoft

Published by Square USA

Available now in Japan

^ Square wants to take you on ff

a head-bangin', psychedeiic. '

,

mutation-filled thrill ride. V •
!

'ri adding a few recognizable
.

‘ /
, elements to ensure that

. j: __

- you'll stay for the duration. I

Square's newest game. Parasite Eve. is a tripped-out cross

between Resident Evil and Final Fantasy VII. utilizing some T'

/ RPG elements—such as upgradeable weapons and armor.
‘

——I as well as the ability to increase your standings via battle ex- _

penence—but favoring sure-shot gun-blasting mayhem; the cup definitely

runneth over with combat-oriented, turn-based fighting. Fans of Square

aames (and action. RPGs) should start clamor-

ing now for this conversion, v/hich has already

been released in Japan. Sony will be making a

huge mistake if it doesn't bring out this stylish.

Vampire Savior: The Lord of vampire
The latest in the Darkstaikers fighting-game series.

I
Vampire Savior is one of the best arcade-to-home

translations of a 2D Capcom combat game yet.
*** **'

Like X-Men vs. Street Fighter, Savior uses the

/ 4-meg RAM cart for superb animation, lightning-

f.

' fast graphics, and no load times. The biggest

,
V plus of this home version, though, is the

three additional characters. -

» _ Donovan. Pyron. and Phobos.
^

who weren't in the arcade
'

f vSBB
^ version, making for a grand

total of 18 fighters. If you own ^ \l
a Japanese Saturn. Savior is v/orth the price ^

*'

and the hassle to find it—this is one Sat-

urn title that you won't see stateside. How-

ever. a PlayStation version. Darkstaikers 3.

is set to hit the U.S. this fall .—Major Mike



5-^ What are you
^ vvaiting for?

See all that

Lara has to offer.

Complete your

collection today.

f
VipMe.

,/Tu -
TOMB

.^3

Totiib Raider is

no;\ available

on PlayStation's

Greatest Hits line.

1003



Developed Sony Computer

Entertainment Europe

Published by Sony

Available Summer ’98

Developed by Rage Software

Published by GT Interactive

Available iune

GT Interactive is entering

the cybersports arena v/ith ^
Dead Ball Zone, a futuristic

'

sports game where the
^

stakes are definitely high

—

you pay with your limbs or '

your life. Dead’s a cross between hockey,

soccer, and football, centering the action

around your eight-man team, which you’ll

need to train in areas such as jumping, shoot-

ing, and groin-kicking. DB’s also loaded with

cool power-ups (including chain saws, guns,

and bombs) that you’ll be able to use r=^
in competitive “geospheres” within ES
cities like Thailand, San Francisco, In- |£^
dia, and Amazonia. The league rule here ||B
is: There are no rules.

’ “
•Scary Larry

biteracthre and Insomniac Inc.

PuMisbedby
Sony Coniputer EntertabimeiTt

Available September

RnMPIFrF7~^

Spyro the Dragon
iHmSMIonl

The N64, with games like Yoshi’s Story in its library, is no

longer the only haven for the terminally cute: Now Sony has

a young-looking dinosaur game called Spyro the Dragon that

places you firmly in the fantasy-filled world of the Gnasty
—

Gnorc (gnive me a break). The 30+ worlds will be filled to the brim

pge
1

with dragon families, hidden king-

doms, and humorously nasty ene-

mies. As Spyro. you’ll be able to

charge

1 ^ your way through the game. Looking

»
'

foralittle wind beneath your wings?

' !
' Try Spyro when it debuts in Sep-

tember .

—Scary Larry





Developed by Appaloosa Software

Published by Konaml

Available August

^ C: The Contra^ Adventure [
PlayStatlonI

- m &

Jersey Devil
rptaySMonl Although this game hasn't changed much since we previewed it (see

'Sneak Previews," August ’97), the league it's trying out for has. With

the arrival of substantive 3D contenders for the PlayStation, like Croc. Crash Bandicoot 2. and

Blasto. Jersey Devil must now prove itself worthy. Thanks to its loud graphics, cartoon-flavored

soundtrack, and little-league gameplay (the game looks and plays to a much younger audience), it

still has a chance.—Scar, Larry
,

Developed by BehavkHir

PubRshed by Sony

AveuMe July

r 7iw/.Emm^-=

,-T if

Elemental Cearbolt
I
Plrnfftalhrin tfiversify its lineup, Working •

• *

Designs has developed a gun game with^ ^

a very RPG-ish feel. Elemental Gear- •^ I

bolt IS a fast-paced, well-constructed --

shooter that pits you against a . ast
*'

^

army of flying, running, ass-whupping enemies. When you go gun-

ning for a slew of monsters (and some end-level bosses), you'll

* have to choose one of your three el-

] i ^
^ ements to use against them. Quick

ff"nking and even quicker fingers—
1 will save the day. —Scar/ Larry'

Developed and published by

Working Designs

Available June

mcoweijrP

Not wanting to let a great long- Kvar /
running series pass the 32-bit

’ ^
i

system by. Konami has created

another Contra game for the

PlayStation (even after the disappointing Contra; Legacy of

War). By trying to combine the classic Contra gunning style !

with a 3D look. Contra Adventure winds up being a cross be-
|

tween the Super NES Contra III; Alien Wars and The Lost

World—small 3D sprites erupting in fantastic, larger-than-life

backgrounds. The good thing so far is that Contra plays some-

what like Contra III. but looks a little

sharper. There are also cool 3D

Tomb Raider-ish levels where the

action gets intense. Contra fans, the

perfect mix of gameplay and graph-

ics could be near.

—

Scan/ Larrv

6AMEPR JlIV 199S



play with the best online, you gotta have speed, reflexes, awesome timing..

and the right equipment. DWANGO^ puts you in today’s hottest games like QUAKE II

with high speed, consistent data transfer that makes reaktime interactive multiplayer

competition a reality. No delays. No waiting. Always 24-hour access to the action.

Real games. Real fast. Real time

Get www.dwango.com

And get after it.

Multiplayer

Network

don^t let the internet slow you down!



30 mlsslDns

Challenge: Advanced

Replay value: High

ESR6 raling: Teen8 players

' imilar to the frenzied wait for Mario

64 and Resident Evil 2, the anticipa-

—I

tion for StarCraft reached mythi-

cal proportions during its two-

year development. Does the

follow-up to WarCraft II deliver

.. the goods? Absolutely.

As one might expect

from the developers of

Diablo, StarCraft truly

shines in multiplayer

action. Battle.net, Bliz-

zard’s free matchup

service, puts human

opponents just a click

away. Nevertheless,

StarCraft’s A.I.is the

strongest opponent

you’ll find. The game knows

when to attack, when to retreat,

how to handle reconnais-

sance, and when to exploit

your weaknesses.

^ The sharp interface instantly

feels familiar, but it doesn’t over-

come the genre’s traditional

problems, such as units that

can’t negotiate complicated ter-

rain.

PROTIP: The name of the Zerg game is

quanb'ty—don’t be afraid to spawn three

or four hatcheries next to one another to

quiMy build a substanbal force.
In StarCraft, three unique races

vie for absolute intergalactic

power: the Terrans, a

humanoid ragtag

fleet: the Zerg, a -

bug-type infesta- '

, ,

tion tribe reminis-

cent of the villains in /
the A//en films; and

the Protoss, a slow but powerful community of con- ^
querors. ^ ^

StarCraft offers three solo campaigns, each con-
''' ^

sisting of 10 missions. Players start as the Terrans, then 7^

)
»» iji— proceed to the more difficult

Zerg and Protoss episodes. The

I
a

compelling, and the

Lwj |||^^ plot points actually occur during

{PI gameplay, as do the cut scenes.

The strong, varied single-player

BCT m game contains survival, recon-

naissance, and domination mis-

m077P; TO loom the Mricaclos
because the

ol StoiCrafl's mop ilaian, start
scenarios begin easy and be-

PHOTIP: Here’s a good recipe

for Terran domination: Use a
platoon of siege tanks covered

by GoliaUis, and a Science Ves-

sel for air support; next, move
your tanks into an enemy camp,

PROTIP: In mulbplayer games,

stod( up on a lot of basic in-

fantry to head off eager early-

bird attackers, then use them

for protection as you build ad-

vanced units.
Forgoing the glam of Myth

and the bulk of Age of

Empires, StarCraft de-

livers a magnificent

three-pronged attack

featuring sheer strategy,

towering complexity

and awesome playabil-

ity. StarCraft surpas-

ses all other real-time

strategy games by

simply excelling at

tactical war.
PROTIP: On Terran missions where you
- have to protect special units, keep

the unit buried deep in your camp
and protected by bunkers and
missile launchers.

StarCraft’s visuals

aren’t much better

than WarCraft ll’s; nor

does the complacent

music match its pre-

decessor’s pounding

combat drums. How-

ever, StarCraft’s spe-

cial effects—from the

lighting to the explo-

sions to the enhanced

voices—immerse you

in the thick of battle.

PROTIP: During one-on-one

matches, set up two camps as

soon as you can afford the sec-

ond one. Your opponentmay not

tiiink of looking for you in two

diferent places.

PROTIP: In tite sixth mission of tite Terran

campaign, don’t try to take on all of the

Zerg Spore Colonies. Instead, use Goliatiis

to clear a thin path to Oie downed Norad

II ship, then go in with the dropships.

£
. s,»

'

•

..

—
- ® ®
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I" StiDiful’tl

REVIEW

The bloody aclion/ad- jJ j/ -if,', '-^y »•

venture Die By The \
Sword has everything medieval gamers could want: ores, . . „

kobolds, floating swords, pendulums, puzzles, pretty

maidens—plus, uh, some problems they could probably
^

r

do without.

When Ores Attack

>. If you thought Lara Croft

just didn’t do enough in

Tomb Raider, Die By The

Sword offers more inter-

action—and far more bloodshed. As Enric, you’ll have to

hack-and-slash your way through eight levels of puzzles

and traps, slaughtering the ogres, skeletons, and other un-

savory enemies that get between you and your kidnapped

love, Maya. If you score a good hit on an enemy’s arm, it

falls off—at which point you can pick it up and beat its

original owner to death with it. Even after they’re dead, you can divide them into tiny

chunks. Mmm... beefy.

The graphics look nice for the most part, but textures sometimes look stretched on

tunnel walls, while the heavily compressed cinemas border on unwatchable. And although

the collision detection is dead-on for combat, your sword pokes through walls as if they

weren’t there. Fortunately, the heroic music and entertaining comments sound great.

i 4S

The Kindest Cut
The real star of the game, however, is VSIM (Virtual Simulation), the unique control system

that lets you realistically swing a sword with a mouse, keyboard, or force-feedback joystick.

With your every blow, the game factors in power, speed, direction, angle, and resistance.

This system is brilliant and worth every bit of its learning

curve. The move editor lets you create and save your fa-

j
vorite attacks, too, so they’re available during the game's

T gladiator-style mutliplayer arena combats—which rock on

^
"

a local network, but generate gripes from Internet and mo-

dem players. With Sword’s single-player quest so short,

/
'

Tantrum desperately needs to solve these problems with

a patch.

Die By The Sword by Tantiun/liiteiplay

$54.95 e levels

Avelleble now Challenge: Ad|ustable

Actlen/adventure Replay value: Medium

4 players ESR6 rating: Mature

Multiple views

Minimum Requirements

•Windows 95 *2X CO-ROM
• PenliumlOO *SVGA
• 16 M6 RAM • Sound Blaster or

• 125 MB HD space compatible card

Dismembers Only
Even with such serious shortcomings. Die By The Sword

makes the cut. VSIM is an exciting addition to the stagnant,

neglected area of game control, and you’ll find the overall

experience worth putting up with the game’s deficiencies.

The stage has been set tor a bloody good sequel.

EAMEPkOo July 1988



Take control and find your
destiny in this epic adventure

from the makers of

Suikoden and Vandal-Hearts.

1«900*896-HINT (4468) www.konami.com S.9S per minute charge. S1.2S per minute support from a game counselor. Touch
tone phone required. Minors must have parental permission before dialing. Hints are available 24 hours a day. Live support Monday - Friday B:30am
to S:00pm CST only. Prices and availability sub|ect to change. US accessibility only. Azure Dreams Is a trademark of KonamI Co., Ltd. PlayStation

and the PlayStation logos are registered trademarks of Sony Computer Entertainment Inc. The ratings Icon is a trademark of the Interactive Digital

Software Association. Konami® Isa registered trademark of KonamI Co., Ltd. ©f998 KonamI of America. Inc. All Rights Reserved.
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Did you know that

expectant mothers
who play video

games while l

V pregnant /
increase f

their I

^ likelihood I
~ i of having

"

7| children
'

I who grow up
1 playing
^ video games?

Respected coach and video gameologist Tom "The Thumb" Blake,

together with The Blake Institute are constantly striving to make the video game
world a better place for you and future generations of video game players.

That's why Coach Blake recommends keeping up with the latest

AdvandementiS in
ideo Gameology

-i»oach Blake says keeping up with the latest

advancements in gameology is important, but
so is keeping up with the latest games. That’s

why he recommends you get to Target to check
out games like Quest 64 for Nintendo 64. It's just

esearchers have
Tvered that people who

'ore high on video games
generally have a larger,

more active Cevlatuture

Lobe. Also known as the

"Pyramid Lobe',' leading

anthropologists claim that

increased activity in the

Cevlatuture Lobe is the

reason the Great Pyramids
were constructed.

Citing the Federally Funded
Study for the Advancement of

Video Gameology, which deter-

mined that video games perform

better when plugged into

electricity, Delaware
Congressman

Ralph Higgins

introduced

The Higgins

Video Game
Act into

legislation.

It was designed

to ensure that no American citizen

with a video game machine would
be denied access to electricity

based on sex. race, creed or

game system.

y

(^lARGET
EXPECT MORE. PAY less:



ntendo 64

Mortal Kombat 4
(8y Midway Home Entertainment)

By Boba Fatt

Chnlleiigi;

a-dj

y Price not Z players

I R.mWePak

£ Available June compatible

W Fighting

\i\tui\khLnr kdihhhl

PROTIP; To up the weapon ante,

enter the Kombat Kode SS5 555
at the matchup screen.

* ^ No more palette swaps!

No more canned sound!

Fighting gurus and fans of the

franchise, rejoice: Mortal Kom-

bat has finally hit the Nintendo

64 in stylo!

^ I With customizable but-

IQDI tons and lightning-fast

response time, MK4 gives you a

better sense of control than any

other Nintendo 64 fighting game.

J^**|^^risMell^^
KkK pounding stereo music,

and gory effects pepper MK4

like a bloody rump roast.

^ ^ MK4's 3D fighters look

KKb and move a lot better

than MK’s previous photorealis-

ticly digitized offerings, and the

special lighting effects rock.

T
he Mortal Kombat series may have been realism. The Mortal Kombatants look and
huffing and puffing after Trilogy's endless move like real live people, without goofy, car-

palette swaps and Mythologies’, umm, toony faces or Raggedy Ann limbs—and some
everything—but Mortal Kombat 4 is here to

blow your house down with gorgeously gothic

visuals, bone-crunching sound, and the best

fighting controls ever to hit the Nintendo 64.

Kombat Konlinues

In MK4, the warlord Shao Khan has been de-

feated, but his antics have freed the evil demon
Shinnok from imprisonment. Now Raiden must

assemble Earth’s most powerful fighters to com-

bat Shinnok and his minions (including the fear-

some. four-armed Coro, last seen in the first

MK). Fifteen kombatants will thus battle for the

future of Earth, each with several special attacks,

multi-hit combos, and unique weapons. Those

who are familiar with the arcade version will

be pleased to hear that the home version is

even more advanced than Revision 3, with ex-

tra secrets, stages, and characters.

The 3D konversion has been good to the MK
warriors. It’s a challenge to imagine MK with-

out digitized, motion-captured animation, but

Eurocom has done a magnificent job using

polygons of duplicating the series' trademark

are enhanced with intimidating special ef-

fects. such as the jumping, crackling lightning

which em-

anates from

Raiden’s body.

These impres-

sive visuals are

complemented

by a sound-

track that's

vastly im-

proved over

MK4 for the Nintendo 64 has more
features than the arcade version,

including the new Ice Pit stage.

PROTIP: Tapping moves are easier to perform if

you use the control pad. Fortunately, MK4 doesn’t

require the subtlety of the anaiog stick.
PROTIP: Wanna
really humiliate

your opponent?

Slam them into the camera by
tapping ( LP) while wielding

Raiden’s mallet, Jax’s spiked

club, or Reiko’s spiked club.

PROTIP: The two~on~twos and em
durance matches are about con-

servahon'—you can’t give some
to get some. Strike quickly and
dodge often, keeping a thumb
near Block and using a lot of

0}rows to ward off chargers.

ROUND 2

PROUP: To execute Scorpion’s

special fatality in Gore’s Lair,

UK. The Kombat Kode tor Goro’s

Lair is Oil Oil.
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weapon as Quan Chi, tap cinmatics that continue the story

HP).
earner MK games

and movies.

'

_~~| MKTs: Agonizing screams, bru-

ajHf, y 5^iashes, Sizzling energy

spits, and Shao Khan’s trade-

“ mark taunts (even though

tmZ.

'

he’s not in the game) will echo

through your living room in

stereophonic splendor.

PROTiP: When piaying as Raiden, Komplete Kontrol

raWe your opponent with a fast Thankfully, the move to poly-

and furious two-hit combo: Tap
gQp^ harmed the heart

of the MK franchise; strategic

fighting. Unlike so many 3D fighting games, this series has

never been about random button-mashing, and neither is MK4.

In fact, this is the most "2D” of any 3D fighter available, and

that’s good news—characters can move to and fro within each

arena, and the camera adjusts for maximum viewing (although

it’s often a bit behind the action). Still, you're almost always

o ^ *mrwi on a 2D plane, which makes
V

optimum head-to-head

^ ^
fighting. Combined with MKTs

*
^

impeccably responsive controls,

1^' w '

the result is extremely tight

gameplay.

’

Armed and Dangerous

PROTIP: Raiden’s teleport attack New to the MK formula, each

and Scorpion’s teleport punch Kombatant Is equipped with a

are quick, but leave Htem ml- weapon—like a crossbow, a
nerable; so keep a thumb on ^

Block«henm’reonmede-
sword or a mallet-that can

fens/Ve, and take advantage either be drawn during battle

of the resultant ricochets to and used as normal, or thrown

counterattack. at an opponent. However, while

wielding your weapon may be

^ I

advantageous (a good hack in-

flicts a plethora of pain on your

^
- opponent), it can also be detri-

-:v f mental (you're very vulnerable

/ while drawing or swinging your

r t weapon). Plus, if you’re hit with

I a weapon in hand, you'll drop it

and your opponent can then pick

it up and use it against you.

PROTIP: To beat Goro, you’ll have to float like a butterfly and sting

like a freight train. Use a lot ofjump kicks or High Kicks to back

him up, and keep a finger on Run to escape his trample.

Mortal Mania

As for gameplay,

MK4 delivers the

goods, featuring

two-on-two fights,

a couple of types of

endurance matches,

and a Practice mode.

There are also tons

of secrets (including

hidden characters),

level-specific fatali-

ties, special attacks,

killer combos, Kombat Kodes,

and cinematic endings for each

character. Unfortunately, there

aren’t any animalities, babali-

ties, brutalities, or friendships

this time around.

Grab your controllers, N64

fighting-game fans, and prepare

for MK4—the franchise is back

with a blister-worthy game that’s

ready to pummel you!

PROTIP: To execute Liu Kang’s Explosive

Fireball fatality, move in close and tap

it, HP).

PROTIP: The Kombat Kode to

disable throws and fight strictly

hand-to-hand is 110 110.

PROTIP: Fujin’s crossbow is very

effective, but it also takes a long

time to pick up. If you drop it,

leave it or you’ll open yourself

up to a world of thrash.

PROTIP: Sub-Zero’s got his

broHier’s Ice Shatter fatality:

From outside sweep distance,

tap HP.

PROTIP: When playing as Rep-

tile, move in close and tap 4'

,

•», LP) to throw your oppo-

nent into the Prison Stage fan.
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io F.R.EAK.S. clubs its way into the undercrowded Nin-

tendo 64 arena with a unique fighting style and some of

the bloodiest beat-downs since Mace: The Dark Age. The

T ma A way to disarm an opponent in

^*^'5 game is to literally dis-arm them.

F.R.E.A.K.S. peaks with a few

Sb fighting shakes that set it apart

jB from the rest of the Nintendo 64

beat-’em-bloody crowd: fighters can

I
® briefly fly around the various battle

pits, and can lose limbs during a

^ffljir
fight. Even ifa fighter loses both arms,W however, they can still win the battle

• (which makes for a very gruesome “vic-

tory” screen). The arenas—which include

everything from giant rollers to acid pits to huge saws—

1/ are also dangerous. i. ^
—rrr~.

—

' ,y .

' The gameplay
"

- scheme is a mix of

I
Street Fighter and

1 Mortal Kombat con-

^ trols, using joystick

PBOTIP: If you fallinto the giant motions and rapid

rollers, you’ll lose an arm; if you button-tap combos.
fly too close to the giant saw Unfortunately, combo PROTIP; Fighting Mutilator is

blades, you’ll be cut in half. I freaks won't find many painful and hvstrating. Use hit-

/ high-hitting ones here, and-run tactics on titis titan,

and it's easy to pin an op-
“"H "e’er take him head-on.

ponent in a corner and pummel them to defeat.

\ if you’re starved for a good Nintendo 64 fighting

^ ' ' game, Bio F.R.E.A.K.S. deserves a look. It’s far from per-

^ feet, but for a bloody fighting title. Bio’s a great way to

reach out and dismember someone.

Bio F.R.E.A.K.S.

{By Midway Home Entertainmeni)

By Major Mike

loiaiien^

Price not 2 players

='“1'=“'
M.itlplevte

RumbiePak
Available now compatible

Fighting

Bight characters

fill the F.R.B.A.K.

lineup—everyone

from a bounty

hunter to a clown

witit some serious

social problems.

PROTIP: To perform Sabotage’s instant kill

attack, tap RP RK). If the move con-

nects, stand back and watch your oppo-

It’s only funny until someone loses an arm... PROTIP; Psyclown’s Dyno Bal- PROTIP: When you tight tiie last boss, Muti-

or two, or...you get the idea. loons is an excellent attack to lator, stay out of the water: just below the

imp an opponent—just tap

^RK.
surface are mechanical piranhas.

Bio uses the red pai-

ette...a lot! The charac-

ters are very lifelike, as are the

colorful fighting stages. However

the moving camera occasionally

obscures the action, and the

“shield” animation looks more

like a graphical glitch than an

actual feature.

Bio P.R.E.A.K.S. doesn’t

but it's definitely worth a look

6AMEPR0 July 1998



ClistoMzo your fIghtor.
Cave data* )^8lt a friend.

Inflict Daxlmum
punishment* Cmile*”

This is different. Get ready for the only customizable

fighting game with two different modes of play — in the same cart!

Choose the anime-style "super deformed" character mode, and chase

after 200 rare and powerful items while pulverizing your opponents.

Equip your character for maximum effect. Save this data in your

Controller Pak . Punish your friends in the privacy of their own homes!

Or opt for the "Virtual Mode," and choose between a classic — and ligh

ning fast — 20 mode, or brawl in a fully 30 environment. Gain ranks

as you improve — you'll also be presented with tips on how to become

even better. Discover combos, counters and special moves!

Nurture your character until it turns into a lethal weapon!

Rumble ^ h|

Virtual inode. Choose between
classic 2D lighting or brawl in a

fully 3D environment.

Super deformed mode. Collect

all 200 items to build the most
powerful fighting machine ever!

Serious i\

mrsuME
1998 NATSUME, Inc. 1998 CULTURE BRAIN Nintendo, theOllicial Seal, the 3D "N" logo andNB4 ate trademarks of Nintendool America Inc.



intendo 64By Air Hendrix

The N64’s just begging '

for a gripping game to fill

its chopper combat niche i

as Black Dawn and Soviet

Strike did for the Play-

Station...but Chopper At-

tack isn't it. Riddled with

flaws and saddled with a

youthful, unrealistic style,

any excitement that

Chopper kicks up fades

very quickly.

Chopper Attack straps

you into one of eight fan-

tastical helicopters for

eight missions filled with frenzied

action but little realism. Before you

set out to rescue POWs or provide

air support for the president's plane,

you get to go shopping and arm
your craft with a cool array of

weapons. The gameplay's all about

rapid-fire destruction, delivering a

heavy action focus with a definite

kiddie feel.

All that may sound promising,

but Chopper's a case study of unre-

alized potential— starting with the

controls. Admittedly, these craft maneuver and strafe with style, but

the inability to control your own altitude is a real hassle. Even worse,

the targeting cursor is flat-out inaccurate, requiring too much guess-

work to frag enemies. And the bouncing power-ups are almost impos-

sible to collect.

The woes continue with the graphics and sounds. Chopper's visu-

als crash-land with excessive fog, draw-in problems, and repetitive,

angular landscapes; only the slick enemies catch the eye. As for

sounds, your ears will plead for the

Mute button after a few minutes y • '

of the bubbly elevator music, flat r’
’

combat effects, and moronic

smack-talking.
\^ ' A

All told. Chopper offers fleeting ^
fun that ultimately frustrates. If * ^ ^
you’ve got to wreak havoc in an •

,

.
I

•
• ^

N64 chopper, this bird should be — .r*

flown for a brief rental at most. Q

si;i.iu;t i>i.ayi:ii

KOLINSKY

moj:

PROTiP: Drop bombs in the plat-

form’s top and bottom comers,

PROTIP: Since there’s no my to

reduce the water meter, patching

leaks should be your Rrst priority

at all times.

4.S 40
Price not availalile

Available June

Puzzle

2 players

Price nol available Challenge: Adjustable

Available now Replay value: Medium

Acllen ESRB lallng: Teen

Challenge: Adjuslable

Replay value: High

FSRBralIng: Everyone
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Only EIDOS briNqs you TKe most

iNNOV^tiVE aNd cKaLLENqiNq qOMES

^ , Discover ishy millions It doesn't
Enter the mystical

isorldiside go take much,,.

isorld of KurosavNO.
adventuring i\ith Lora Croft just your soul

eiDOSnteractive
TOMS RAIDER II and LARA CROFT an) Mar likeness sie trademarks ol Core Design.

EIDOS INTERACTIVE is a Irademailr ol Eidos pt. Copyiighl C 1998 All Rights flese

Copynghl

»

rvcd PlaySla

www.eidosinteractive.com
lS96-ige8Core. OMIKRONisalrademaikolQuamicDream Copyngmoisge.

ilion and the PlaySution logos are Irademarka ol Sony Compulei Enlarlainment Inc.



{By Sony)

By Air Hendrix

EVERYONE

GAMEPRO

[tlfi PBOTIP: When shopping for your
\

il \_ 4
Ml 2 players WsWb Li5:sLJ L—J first car, the Toyota Supra’s an

\

VoTTT
u.

niracks affordable choice ttiat perftmns M/mo. n- i
^7

abienow
an>ii

PBOiiP: On the Deep Rpost track, rfyoi set

,g
up wide for the last turn befote the finish,^ ffortlessly dusting the competition,

/^^CranTurismo flashes past the finish line with
^

/_7 slick controls and stellar gameplay. It's easily \
the best of the PlayStation’s realistic racing games. .

Starting off in the garage, Turismo scores big with jll^
' S •

,

166 real-life cars, ranging from the lowly Honda Civic

to the high-end dream machines like the Corvette,

Viper, and Toyota Castrol Supra.W
The excellent selection of tracks

delivers plenty of variety, and Tur- mil lavs you glued to We scrJL

3r?i® 1

iKDi ismo pfrfSrmsJike a ewrytime!

Gran Turismo’s awesome replays

will have you glued to the screw
every time!

PBOnP; More so Hian in most other racing

PROTIP: The best vv^^^-
grade a tow-end caris to in-

crease its horsepowerii£jHi

winner with no draw-in,

speedy load times, and blazing-fast action.

But gameplay is where

« Turismo really rocks. A fast,
vw*

: pick-up-and^y_Accade »
'**Tnode, along with

... \ topnotch two-

player split-

games, it’s enwial to dnlsh braking belore^ and Muffler menus.
the turn. Ifyou don% you’ll have to fight off

a skid the whole way through.

PROTIP: Feel free to bump op-
ponents. The best way ta pass Is

to take the inside line on a turn

and run diem off the track.

yrdue a lum-ena car is w a- screen racing
ere^itsb^povver^

Positions Tuo
tarts from We Turbo, argnic,

and Mumer menus.

_
,

head of the

pack for casual racing fans. AncThTrdcore

racers who delve into the amazing Sim

mode will uncovetimpressive depth. It’s

almost like fantasy league racing—you test
‘

for licenses, participate in a wide array of

events, buy and maintain as many cars as

you can afford, and even upgrade their per-

formances with a vast multitude of parts.

^
Need for Speed III may have more flash,

but furismo’s got more game. It’s one of

^'~e must-buv titles of this summer.

Sound

Turismo’s sounds have

a good day at the track

with solid in-race effects and

decent tunes. An announcer or

commentator would've been ic-

ing on the cake, though.

Graphic Control

.^OTiP: ifyour back end starts to slide, im-
mediately cotmtersfeer (him your car in die

direction of the skid) to sfKUghten out.

Fun Factor

Never before has a rac-

ing game gotten so many

things right. Turismo rockets to

the top with unbelievable depth,

raucous arcade action, chal-

lenging sim gameplay, and more

cars than a mall parking lot. It’s

worth every penny.



2ISSUES.I(D-R0M.N0SHHNGS.
No Obligation.

No Commitment.

Send The
Card.

(Postage-Paid, natch.)

Get The
Stuff.

(Really Good Stuff.)

Risk Zip.
(Grin.)

From the number one authority on PC games comes an offer second to none.

Two great issues of PC GAMES. An outstanding CD-ROM. It’s all yours

and it’s RISK FREE. No strings. No asterisks. No balloon payments.

Simply a chance to check-out the most complete gaming coverage available

and to try-out some of the hottest gaming software going.

From desktop to online and multiplayer, PC GAMES brings you the best in

game reviews, timely previews, guided tours, cheats, strategies and expert

technical tips. And with a CD-ROM, loaded with 650MB of exciting demos,

free Internet connections and links to the top muitipiayer gaming sites, and

no obligations, this deal needs very little technical advice.

Return the attached card today and get connected with PC GAMES.

To order call 800-444-6506 or return the card.

No Surprises.

No Brainer.



By Scary Lany

Price not available Fighting

Available June 2 players

Orion

KEY TO MOVES
Tap the buttons Indicated

pareoflBk slmuftaneoustyExecute

mCKRIEG

Vanguard

Quality sound just means

you can hear Hecklar’s

annoying laugh or Mckrieg's fart-

I

t’s not hard to make a fighting game these days—or
so you would think: Add a few buxom babes, some
hack-n-slash gore, occasional fast combo action, and

you can sell it sight unseen. But sophisticated gamers are

looking for the extras, like depth, 3D interaction, and

moves that will make you remember a fighter long after

you’ve finished playing (say “King,” and you think “bone-

crushing linkers”).

Cardinal Syn, unfortunately, takes the first route—
it’s shallow, the combos aren't extensive, and the back-

grounds hinder the action. If this game had been released

three months ago, it would have seemed cooler. But in-

evitable comparisons to Soul Blade will make it difficult

for gamers to pardon Cardinal Syn.

Syn does try to throw a few unique features into the

melee: fighting stage hazards, power-ups, and a speedy

frame rate. Unfortunately, all the window dressing can’t

disguise this barely standard fighting game. Especially

annoying is the level design, which hinders combos when
you get close; instead of tearing an opponent to pieces,

your weapon harmlessly clangs against the wall. This

isn’t the kind of action sedative you need—especially in

the middle of a heated match. The Syn committed in

this game is syn-ple; Mediocrity.

The JHj: rap C;, Q
TunMIng Act Tap Z-), ^

Jumping Jasten Tap (*• C,) twka
. ^

la^n’ Uianls; Tap ^ cl) hakx

Bubbte Magic: rap t, ft AV
-

JokarsWIld: TapC,ni.n,^
ft L). A

GoM Diggan rap f(- x), x

Miner Headache: Tapf^ x),!Z

Bombs Awaf Tap t, ft R2)

Highland Ring: Tap A
,
n

Graphics
OaadWaHc Tapt^

Dead Rising: Tap x, x,A
Dead Dancing: Tap (*• a;, A
Intesttnal Release: rap fi

BuriahrapA»D,G, X

Ciufa Foot Tap X, X

Gut Buster Tap *•,

Cyclone: rap^, A,

Kindred Aroma: Tap (I xj

Sllce^hOlce: rap->, C, A, x,D

Round TaMa: Tap(*- x) twice, C)

Royal Thrust Tpp AJ

The Knighting: rap AJ

Sovereign Honor Tap •*, HI)

Knight in ShMng Armor Tap

t* A,j

TMet Dance: rap GAG
Cutthroat Tap f«- DA A
Stealth Elf: rap AAA
Dagger of Death: Tap f, ft A;

Wham Bam Thank You Ma’am: Tap,
GAf^ X)

Pyramid: Tap GA ^

Wgh O’ GUphics: Tap ft- AA x

Sphinx Lunge: Tap A,

Fiery Phoenix: Tap A, fi HI)

Thigh High: Tapt^^

HeartbreeiMn T^ A, x

Her Majesty: Tap 4>, fA AJ

Battle Royaie: Tapf^ GA t* AA
C,G
Queen of the NHe: Tap f^ AA A,



“sUpEB addictive TWO-pLATER combat”
— vidco^afnes-com

in an epic 2-player struggle uhcre only

the fittest siirvive.Your objective? Utter

annihilation.Your tactics? Outwit and m
oulmancu\ er your enemy.Then engage

in fierce real-time 3D battles.The

m •
^

outcome? Absolute destruction.

pc CD-ROM \uiuw.cf\'sTald.coinOUT THINK. OUT MANEUVER. OUT LIVE,



combat around!

f

hat d'ya get when you plop a gun-

^2 2 totin’ bounty hunter and a sword-

wieldin’ synthoid in an arena surrounded

by a moat filled with lava? One heck of a

bloody battle, which may even result in

someone losing a limb or two. Despite this

cool premise, Bio F.R.E.A.K.S. will surely be
‘

' - over shadowed by other solid PlayStation

arena-based fighting games such as Bloody

Roar and Mortal Kombat 4.

Sporting characters that could’ve

jumped right out of The Road Warrior,

F.R.E.A.K.S. is more of a 3D-action battle game than a true beat-

down brawler. Bio is ruled by hit-and-run techniques (like in Vir-

tual On), with little emphasis on combos. In fact, the only time

combos are effective is when you blow off your opponent’s arm
^

- and can get in close—and even then it’s a matter of exact timing, -
®

'cause chances are they still have enough firepower in their re-

maining extremity to
^

> . I t”v
'

blast you clear across

... the screen.

. , . . If you’re a fan of

• .‘l ^ weapons-based fighting

. ^ ^ ... and gore galore, Bio

F.R.E.A.K.S. offers a good

.
’

,
round of pugnacious fun.

However, if you like more

of a straight-up brawl, all

fists point toward Tekken 3

and Bloody Roar.

Bio’s controls can be a

bit finicky at times, and

it'll take practice to master ’em.

Once you get your timing down,

though, you’ll be shooting off

your opponent’s limbs with ease.

Graphics

Bio’s graphics are pretty

Sli smooth, but some back-

grounds look really pixelated

when the camera zooms in. The

combatants sport clean textures

and nice, if not gruesome, de-

tails. However, the first-person

view is a bust because it’s hard

to tell your location in the arena.

Fun Factor

While it’s clear that

EEH Tekken 3 (and probably

Mortal Kombat 4) will rule the

PlayStation ring. Bio’s futuristic

freak factor makes it worth

renting just for the sheer plea-

sure of destroying your oppo-

nent while fighting with one arm.

The background music

features an average

mixture of industrial and techno

beats. The in-game battle ef-

fects work well, from the blast

of Sabotage's machine gun to

the wet gush after you blow off

someone’s arm.
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All-Star Baseball Becomes an Instant Classic

Hll-sror Boseboll '99

By Johnny Ballgame

NiHiGOdO B4 AH-Star Basebairs not only the snazziest-looking sports

game to date, it’s also one of the most fun to play! From

its awesome animations to its homer-jackin’ action, All-Star is this

year’s World Series winner.

Swinging for the Fences

The best-playing N64 baseball game of the season, All-Star hits the di-

amond with an extensive list of options. Players can choose between

intense Simulation games, where

scores are low and you need to play

smart to win (sacrifice, hit-and-

run), and Arcade, where you can

slug 10 550-foot homers and still

barely win. Either way, All-Star’s

fierce onfield action gives diehard

fans and baseball beginners an ad-

dictive, variety-filled game that’s

destined for Cooperstown.

Other feamres include all the

major league teams, players, and

stadiums along with Exhibition,

Season, Playoff, and Home Run

Derby modes. You can create and trade players, send scrubs back to

the minors, and even place spaghetti-armed pitchers on injured reserve.

But it’s All-Star’s grand-slam gameplay and impressive player

abilities that ultimately swing it ahead of its competition. The pitcher/

batter confrontations are highly heated strategic encounters where the

hurler’s accuracy and the slugger's hot-and-cold zones need to be fac-

tored in before every pitch. At the plate, you can either slap balls up

the middle using bat control, fake a bunt and slash the pitch past the

drawn-in defense, or crush hanging sliders over the fence using

power swings.

On the diamond, All-Star’s player control is extremely intu-

itive: You can have fielders dive, jump, and even climb the

outfield wall to nab would-be home runs. You’ll even .see play-

ers throw from their knees, toss the ball from their mitts, and

pivot away from sliding mnners to turn tricky double plays.

PROTIP: While on defease, when

the ball's hit into the outfield, imme-

diately press Turbo to run to the

ball. Using Turbo will make you

run faster, jump hi^er, and dive

farther.

Field of Dreams
When it comes to graphics, All-Star Baseball is the most realis-

tic-looking console spons game ever created. The stadiums ap-

pear near photo-perfect and include every ballpark detail from

the Jumbotron to the correct color of infield dirt. Fluid player

PROTIP: When bunting, move the direction ar-

row all the way to the left (down the third base

line) to attempt a bunt single.

PROTIP: Don’t be afraid to throw-

up and in on batters. Although balls,

these pitches look enticing and can

fool people into swin^ng.

PROTTP: Early in the count, use the power cursor to try and smash a long

hit When you have two strikes against you, however, switch back to the con-

trol cursor for a better chance at making contact.

movements and realistic umpire reactions also add to the authentic feel

of the SportsCenter-like, quality visuals.

Soundwise, the crowd noise, in-game effects, and two-man com-

mentary are the best of any Nintendo 64 baseball game so far. How-

ever, the repetitive announcers don’t quite live up to the high standard

set by Triple Play ’99 for the PlayStation.

Good Wood
All-Star Baseball is this season’s

sports phenom, delivering stylish

looks and clutch, long-ball game-

play. As of today, it’s the best

baseball game of the year and a

must-buy for all sports nuts.

UMEPnO (j^ Jill) 1891
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Griffey’s Game Not at All-Star Level

# Mojor League loseball FeoLuring Hen Griffeg Jr.

By Air Hendrix

HifliBflljO G4
many delays, you’d think that Griffey

would step up to the N64 plate and smack one of those

trademark homers. Unfortunately. MLB Featuring Griffey manages

only a check-swing single, making a decent but unremarkable appear-

ance; and with All-Star Baseball leading the standings, there aren’t

many reasons to head to this ballpark.

Skimpy Roster

In a great upgrade from the SNES

days, Griffey now provides all the

pro players, teams, and stadiums, as

well as trades, drafts, on-the-fly de-

fensive strategy, and the standard

modes. Although that’s a respectable

lineup of features, Griffey has

some huge holes. Speed bursts,

switching between defensive

fielders, instant replays, player

creation, power swings, gamer-

controlled slides, and changeable

views are all missing—and sorely

missed. Gamers expect these kinds

of features from a baseball game,

and their absence really hurts Grif-

fey’s fun factor.

If you’re the forgiving sort,

however, you’ll uncover a fairly

fun round of fast, action-packed

baseball. It's not realistic

—

PROTIP: At the plate, it’s easy to focus on the ball cursor, not the ball. But

like the old cliche goes, you gotta keep your eye on the ball—if you don't, the

pitcher will sit you down by varying ball speed.

pitchers hurl 108 mph

heat, the game bleeps to

warn you when your op-

ponent’ s stealing, and

long fly balls seem to

float forever—but it is

the kind of arcade-style

baseball that will appeal

to the youngest end of

the N64 .spectrum.

Cracked Bat

Cursor-based batting and pitching rarely feel natural, but Griffey’s has

worse problems: Lining up the batting cursor on a pitch with the jit-

tery analog stick is an exercise in sheer frustration. Fortunately, you

can turn off the cursors and just tap Button A to swing away, which

makes for a much more entertaining, arcade-style slugfest. Still, with-

out a power swing or the ability to call, say, a hit-and-run, the limited

depth gets annoying.

The pitching’s fine, but the fielding isn’t as tight as it should be.

The outfield feels as big as Yosemite

National Park, and without a speed

burst, it’s often difficult to move

your sluggish fielder into position

and cut off what should be a single

before it hits the gap.

Goofy Griffey

As for graphics. Griffey’s players

gleam with cool stances and slick,

realistic animations. However, their

proportions are occasionally off

(some players have freakishly

skinny legs), and their overall look

is muddy in comparison with

All-Star’s.

On the sound side, Griffey himself chimes in with comments like

‘He's got heat” after a strikeout—but he comes off pretty weak. And

while the sound effects perform nicely, the umpire’s too eager, often

calling balls before they even cross the plate (which unfairly tips off

the batter).

While (jriffey’s definitely not a

bad ba.seball game, it pales in com-

parison with All-Star Baseball, pro-

viding little that shines through All-

Star’s shadow. Unfortunately for

Junior, this one’s a rental at best. Q

PROTIP: A good way to freeze bat-

ters is to start a breaking pitch out-

side the strike zone, then move it in

to trim the edge.

PROTIP: Another way to rack up

strikes is to start a pitch just inside

the strike zone, then use aftertouch

to move it out of the batter's reach.

PROTIP; If you wait for the heipful

yellow arrows to show up before

Qeiding the ball, you'll be left out of

the play. Instead, begin moving your

fielder as soon as the hall's hit and

chase its shadow until you see the

arrow appear.
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$S9.SS 2 players

96 megs Challenge: Adjustable

Available now Replay value: High

Baseball ESflB rating: Everyone
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VR Baseball Shapes Up

VR Boseboll '33

By Air Hendrix

Even though it’s in its second season. VR Baseball ’99

is still clearly a rookie in the big leagues, lacking the pro

polish of Triple Play '99 and the major-league depth of MLB '99. But

VR's got something more important—the kind of great controls and

playability that should attract a following of baseball fans.

Frozen Rope
VR steps into the batter’s box with

a decent roster of features, includ-

ing all the pro players, teams, and

stadiums; Season. Exhibition, and

Home Run Derby action; and in-

stant replays. Managers can adjust

their outfielders’ positioning (but

not their infielders') and make

trades (but can’t run drafts or create

players). Impressive features, like

a slick Pitcher Status screen that

maps the location and

type of all your pitches,

score big, but some little

things are missing, such

as in-game access to the

options or adjusting the

view.

While games like

MLB definitely offer

more depth thanks to key

features like create-a-

player and Spring Train-

ing mode, VR’s fast,

entertaining action and

intuitive controls make

up a lot of lost ground. Everything feels natural and very playable

right off the bat, and the pitching, batting, and base-running controls

are some of the best in console baseball. Once again, though, some

smaller details are missing, like

speed bursts and the ability to

move your batter in the box.

Fast-paced, action-packed

gameplay also heats up VR’s

chances. The crafty A.l. makes

for a tough opponent, gunning

down steals and smartly round-

ing the bases, while the realistic

but well-paced action delivers a

fun day at the ballpark.

PROTIP: If you only ase power

swings, you'U get lots of pop flys and

outs. Mix in sonre contact swings to

get runners on base or when you’re

in a tight spot, like 1-2.

PROTIP: Don’t be shy about tlirowing balls,

especially to set up strikes: For example, blast a

fastball outside, then follow it with a curve to the

same location tiiat breaks in and grazes the edge

of the strike zone.

PROTIP: On defense, be sure to hit

the cut-off man when the ball’s deep

in the outfield. If you're lazy about

getting the ball in, the tough CPU
will milk you for that extra base.

for Sophomore Season

PROTIP: You can apply aftertouch to the pitch (using the directionai pad)

only until the pitcher releases the ball. Always put some movement on the

pitch, or it’ll usually get docked.

Barely Foul

All of this year’s PlayStation base-

ball games have problems with

their graphics, but VR gets the

most important thing right by de-

livering fast, clean action, speedy

load times, and no choppiness. The

cool stadiums and the CPU-con-

trolled perspective rock, too. But

the players, while well-modeled

and well-animated, look too simi-

lar, and the pitcher pixelates in weird ways.

VR’s over-the-top sounds definitely

commit an error, though. The amped-

up crowd and vendors shriek at you

with annoying intensity, while the PA

announcer sounds like he got lost in

an echo chamber. The in-game

sound effects are tight, but a

commentator or two would've

added a lot.

The handy Pitcher Status pop-up

screen is an awesome way to check

out what you’ve been throwing and

how successful it’s been.

Hot Prospect

While MLB ’99 takes top honors

this season, VR’s got a lot to

offer baseball fans, especially

those who hate cursor-based

batting and pitching. Despite

all the rough edges, VR de-

serves to be scouted out

—

for many, it’ll be worth

trading for. Q
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irs 0 Blue Chipper. Bebp!

College gridiron fans, it’s

time to get geeked! EA’s

getting ready to release its

follow-up to last year’s

NCAA Football '98. and

: you won’t believe the im-

:

provements. NCAA Foot-

ball ’99 is graphically su-

perior in every way to its predecessor and has a slew of new

features that even Bear Bryant would be proud of.

For starters, EA is expanding its revolutionary Dynasty mode

to enable you to play unlimited seasons (instead of last year’s four-

season maximuraj-and recruit players to fill the spots left by grad-

uating seniors. Iffhat’s not enough, you can be tired at the end of

the year if your team has had a poor season. Moreover, NCAA
will contain the best create-a-play'feature in console football

history: Not only are you

able to pick your receiver and

running-back routes, you can

also make blocking assign-

ments for every lineman.

You can then save your plays

and add 'em to your team’s

playbook.

Developed by

Farsight Technology

Published by EA Sports

Available August

Chompiopship Conlendef

The obvious impro\'emenl to NCAA Football ’99 is its

graphics. EA ditched the flat "V-Poly" look, replacing it

with fully polygonal player models that rival even those

in GameDay '98. Players now move with smooth lifelike

motions and the team uniforms are impeccably detailed.

There are also a host of new animations, including wrap-

around tackles and ankle-breaking juke moves.

The control and sound have also been enhanced. EA
has incorporated analog-controlled passing that will enable

you to throw to your receivers with pinpoint accuracy and

you can now choose from three trajectories when kicking fleld goals or punting. On the sound side, you

can expect a grip of school light songs and chants that are geared to

fit specific game situations.

Sporting a whopping 112 Division I teams, 40 great-game sit-

uations, season-end awards (including the Heisman Trophy), and

the exclusive rights to the Orange, Fiesta, and Sugar Bowls, NCAA
Football '99 looks like a surefire contender for the PlayStation's

national championship.

CAMEPnO (t^ JuI) 1991
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Nintendo 64
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By Air Hendrix

Rolling Start

The phenomenal rise

in the popularity of

stock-car racing means

that EA Sports has

a huge, ever grow-

ing audience of race

fans dying for some

NASCAR action

—

and they're taking

advantage of it with

N64 and PlayStation versions of NASCAR '99. While the N64
version remains under wraps at press time, the PlayStation ver-

sion look.s like it's heading for a promising season with a new

physics model and an impressive jump in the number of drivers

and tracks.

Racers can bump fenders on 18 yacks (including superspeed-

ways, road courses, and short tracks) as one of 31 drivers like Dale

Earnhardt. Jeff Gordon, Mark Martin. Dick Trickle. Terry Labonte.

Ricky Rudd, to name just a few. Longtime race buffs will delight

in the selection of famed dri-

vers of yesteryear, including

Richard Petty. Caie Yarbor-

ough, and others. And though

there’s no word yet on a create-

a-driver feature. NASCAR ’99

does sport a cool new touch-

night racing.

1^

After a champioaship run on the PlayStation last year, NASCAR '99 is

revving up for an even stronger .season—and its rookie year on the N64.

Roaring Engines

recorded all-new car sounds inside a real-life NASCAR racer. Fi-

nally. the game features two commentators who call the race, and

communications from the crew chief, who chimes in with tips on

accidents, advice on fuel and

tires, and words on what the

rest of the field’s up to.

Developed by

Stormfrant Studios

Published by EA Sports

Available Fall ’98

Note: All screens taken from the

PlayStation version.
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Reirespected coach and video gameologist Tom "The Thumb" Blake says the more
you know about video games and video gameology, the more you win. And the more

you know exactly how much you know, the better. That’s why he recommends

Testing" Your Video
Gameolog-y I.Q.

r A
Essay Question

Video Games are the key to

solving world peace because;

HeLere’s a gimme. What
store that begins with the

letters T-A-R-G-E, has all

the best games and gear

like Game Boy Camera
and the new Game Boy
Pocket Blue at great

prices like

B.1Dilly had four video games. Suzie

had three games at home and two
that she left behind when she
recently visited Seattle, If a west-

bound train leaves Billy’s house at

6 PM. and an eastbound train leaves

Seattle at 8 PM, how many games
will Billy have if he buys one third

more than Suzie

^
gave to a guy
named Bud?

_ ‘ The wind is out

of the east. Show all your work.

a. G-a-m-e--B-o-y

b. F-r-a-n-k-f-u-r-t-e-r

c. Yes. But only if the hypotenuse

is less than or equal to 34

d. 1776

Can you pat your head
and rub your stomach
at the same time?

a. Yes

b. No
c. All of the above

d. 8

e. None of the above

^)1ARGET
EXPEQ MORE, PAY less:



Developed and published

by EA Sports

Available Fall '98

UnW El] Sports Boxinp

EA Sports is ready to knock you out with the first box-

ing game for the PlayStation (it’s about time!)—and

judging by its lineup of fighters, this game could pack

a serious punch. You compete in three divisions, light-,

middle-, and heavyweight, jabbing and hooking your

way to the championship against some of the biggest

names in boxing history. The game holds ex-

clusive rights to Evander Holyfield, Oscar

De La Hoya, Muhammad Ali, Sugar Ray

Leonard, and includes such legends as

Rocky Marciano, Joe Louis. Roberto “No Mas” Duran,

Jake LaMotta, Pemell Whitaker. Lennox Lewis, Floyd

Patterson. Jack Dempsey, and “Marvelous” Marvin Ha-

gler. If the gameplay is as impressive as the challengers

in the ring, EA Sports Boxing could be a title contender

this fall.

—Johnny “Boom Boom" Ballgame

The most over-hyped golfer

in history is swinging his way

onto the PlayStation, and he’s

bringing his legendary game

and fist-pumping celebrations

with him. Tiger Woods ’99

enables you to play as or

against 15 of the top PGA professionals (Tiger, Mark O’Meara, Brad Faxon,

and others) on five celebrated courses, including TPC at Sawgrass and at

Summerlin. You can practice hitting 3(X)-yard tee-shots on the driving range or

even perfect your short game on the

I

chipping and putting greens. The 3D
I engine promises real-time moving cam-

!
eras that’ll tail the ball in flight and gal-

leries of spectators who will

either follow and cheer you

;

when you’re on a hot streak,

I

or disappear as you fall be-

I

hind. If Tiger Woods ’99 can

I
play as well as its endorser,

:

it might just be the golf game

of the year.—/ Boogie

Developed and published

by EA Sports

Available September

% COMPLETE



Beware. It can happen to you. And your loved ones. No one is safe from the thirst to burst. The lust to bust. A massive appetite to pop bouncing bubbles.

A raging desire to survive hanging colored clusters of multicolor-destruction. An endless need to load up the bubble-cannons and annihilate the greedy

globules before they annihilate youl Don’t even think about the muscle-twitching paranoia of 2-player split-screen action...

life is too precious. Because, once Bust-A-Move 2’“ gets into your system, you’re a bubble slave. ..forever!

2-player competitive mode! Brain-busting challenges

on every board!

Whose a better buster

9orcf?

TAtTO IS a reglslered Irademark of TAITO CORPORATION. Bust A

I

Righls Rasen^. Acdaim is a division of Acdaim E
Ji> 3 lAI I Oisinixilad by Acclaim Cisiribulion. Inc. Ninlendo&

• Available now! • ^ .

y^«laim
www.acclaini.net



THE DEADL Y FUSION
OF MAN AND MACHINE.
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Welcome to the not-too-distant future. Where out ofthe ruins of
our once peaceful nation, come BIO F.R.EA.K.S. Biologically enhanced.
Robotically implanted. With a mission to reunify Neo-Amerika.
One bloody chunk at a time.
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PlayStation

BlOFHEAKS’“ ©1998 Midway Home Enterlainmenl Inc. All rights reserved. MIDWAY is a registered trademark of Midway Games Inc.
BIOFREAKS, the BIOFREAKS logo and all character names are trademarks of Midway Home Enterlainmenl Inc. PlayStation and the
PlayStation logos are registered trademarks of Sony Comouler Entertainment Inc. Distributed by Midway Home Entertainment Inc.
Nintendo, Nintendo 64 and the 3-D"N" logo are trademarks ol Nintendo ol America Inc. ©1998 Nintendo ot America Inc. Licensed by
Nintendo. All other trademarks and trade names are properties of their respective owners.
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Become the freak of your choice.



Hover in multilevel, 3-D arenas.Pulverizing arm canons
waste opponents.

Deetruct with
robotic attachments.



By Robinson Hood

One of the most enjoyable

PlayStatkm new role-playing games of

the year, The Cranstream

Saga will spellbind gamers with its in-

triguing story line, evil enemies, and

frantic fighting action. If you like your

RPCs packed with impending doom,

devilish foes, and heart-stopping hero-

ics, you’ll scream over Cranstream—it’s

Just the fright you need to Jump-start

your summer.

when
Disaster Strikes
You play as a magically

gifted orphan caught in

the ongoing battle be-

tween good and evil.

The fiendish imperial

army, commanded by

the demonic Mah Oh,

is slowly submerging

the four continents of

your homeland under

water—and only you

possess the sword-wielding skills and enchanted scepter

to stop them. Along your Journey, you solve puzzles,

explore labyrinths, and slay a slew of sorcerers,

beasts, and armor-clad warriors. Instead of traditional

turn-based fighting, you’re free to move around and

attack in real-time, 60-frames-per-second, one-on-

one warfare, using your weapon (sword, dagger, or

axe), casting spells, and blocking with your shield.

Character control is amazingly fluid: During

fights, you’re able to dash and to dodge opponents

while positioning yourself to inflict deadly damage.

You can also rotate the camera a full 360 degrees to

uncover hidden areas. Item menus are simple to use,

and traveling between level maps is a breeze. The only

feature missing is a

map mode to help

you navigate some of

the more confusing

caverns and mazes.

PROUP: After destroying both

of Bordlang’s daws, use the

magic Flame Shot to kill the

beast from a safe distance.

cut scenes, and fan-

tastic spells. The envi-

ronments are dark

and creepy, and over

60 different types of

PROJ1P: When bathing Levante, charge be-

fore he begins to cast a spell, then s¥flpe

at him with your sword. If he blocks the

attack, sidestep for a better angle while

htttbig him with your Flare Saber.

enemies keep the game visually

fresh throughout.

Soundwise, the eerie dungeon

music fits Cranstream’s mood per-

fectly and draws you into the

scary atmosphere of the game.

Other audio highlights include

clashing weapons and voice-overs

during most of the cut scenes.

Cuts and Glory
The Cranstream Saga seamlessly

blends classic RPC elements

(puzzle solving, spells, sav-

ing mankind) with those of

the aaion/fighter genre,

making it a must-buy for

gamers seeking a fun,

challenging adventure, If

you’ve got the guts to stand

up to evil, step into

Saga.. .the sinking world

is waiting.

PR07IP: Stock up on herbs and

potions at the town Apothecary

before heading into battle. For-

can cost you your Hfe later.

PR071P: The best way to kill

Legar (the sorcerer) is to keep

away horn him and block his

magic with your shield. After

he’s finished casting his ^1,
zap him with your Fire SAot

PROTIP: When you see Zlllo’s

tall begin to glow purple, tap

4, 4' to quiddy back away from

his unblockable tail arhip.

The Saga

Continues
Cranstream’s graph-

ics shine with

smooth-looking

polygonal characters, cool anime

PROTW: Inspect every Jar

and box In each ievd to

uncovar hidd&i

power-ups.

CIMEPID Jllll 1981



This is Ike ebsoliite 6ESI gome
I have EVER ployed in my WHOLE ENTIRE LIFE!!!

I can't believe how super mobile the character is and the screen cam shots are INCREPIBLE!
The gaming world has been waiting for a game like this since Ultima. I have not been able to stop playing the game since l first downloaded. Even when I

am NOT playing, 1 am thinking about different techniques, movements, and possibilities this game has. I am definitely getting this game. Posted by Gina Shaw on

March 1 6, 1998 at 18:03:51
:
//AweSOme, that's all I CON SOg. Posted by digriz on March 1 7, 1998 All 1 can say is this gome kickS, major, major OSS. It's got

depth, a plot, O sense of humor, GREAT graphics., it's smooth as silk, it's nice to see [Tantrum] Interplay publishing games like I remember when I was a kid

in the 80 s. Keep up the good work, too much eyecondy ftir One night, have to pick the sugar out of my teurducts. That wos a great gome! Posted by laveiin

on March 28, 1 998 That was a cool game! I can't

doubt about picking up this title, have no fear

Treyarchli! // Shields and Aux Weapons Posted

is the pinnacle of games. Congrats to all who took

on March 22, 1998 It Is better than any other

blood and gore, interplay's [Tantrum/Ireyarch]

out there. All I con sag IS...KICK ASS Posted

time somebody figured this out. Vslm Is Whot

Keyboard VSIM rules! Be Zorro!! Posted by Skazz

who think this Will be One of the best games

slash to finish off an ore, or the very effective

Skazz (From the DBTS message board) From:

By the Sword.. .Any good?. Newsgroups: comp.

Picked it up this afternoon, very very cool.

Stick, you know when you've cut through

clear across the room and watching him bounce

oasis.novia.net) //Newsgroups: comp.sys.ibm.pc.

Any first impressions please, Date: Mon, 30 Mar

design is also good reminds me of Tomb Raider,

stuff... Ai: better than some of the other first

chase you if you try to retreat, kobolds run and

gomes thot I have played. To those who are

it gets a major YES from me. i love how much

Now Available

wait for a add-on level pack! Anyone hoviug ony

Hs a winneitll! Congrutukitjons Intenilay Uaretml

by Canis lupis arcticus on March 14, 1998 This

part of its creation. // VWiat??!!?!? Posted by Canis

that hus ever been mode. It is o pinnacle of

best is better than the best of any other company

by SpHeRe on February 27, 1 998 Wowl It's about

we always wanted ond then some. SpHeRe //

on March 1 4, 1 998 First I'll add my voice to those

of this yeor.... I love the "trademark" ZORRO

downward diagonal swipe to decapitate a kobold.

)oel Mack <whooter@novia.net>. Subject: Re: Die

sys.ibm.pc.games.action. Date: 25 Mar 1998:

VSIM is the only way to play, and With 0 FF joy*

something. There's nothing like swatting a Kobold

off the wall. Heh. joel Mack (whooter®

games.action. Subject: Re: Die By The Sword •

1 998 The game graphics are quite good The level

can go multiple ways of completing a level, good

person/third person games I've played, enemies

hit, all in all it's quite good. It'S OHO Of thO bOSt

not sure if this gome warrants a purchase,

control you have with the character and it reminds

me of those vicious fights in the movie Braveheart :) From: mcaldera@fix.net (Matt Calderaz), Newsgroups: comp.sys.ibm.pc.games.action. Subject: Re: Die By The

Sword - Any first impressions please. Date: Mon, 30 Mar 1 998 I was Peking blown away by the demo! And the full game iS nothing Short Of Spectaculor. And

the level design seemed imaginative enough to me. Ai: it's getting extremely difficult. It's at the point now where I wish there was a bug in the AI to exploit so I

could defeat all those damn skeletons! I actually gOt it for $42. But OVOn Ut SSO I WDUld hUVO HO problem buying it and I think it will be One of the best

action gomes of the year. Newsgroups: comp.sys.ibm.pc.games.action, Subject: Die By The Sword review. Date: Mon, 30 Mar 1 998 This game is really a Sword

Simulation, where player decides where to start and end a swing. All the creatures are modeled according to real physics. They jump, dash, and swing like a real

thing. The best part is, when the creature's weapon ond yours tangle together, you con see sparks coming out. That is very neat. The environment in the

level is well balanced and deadly. Lava, swinging blade, crushing stone, water, explosion.... Especially the swinging blade level. Sound is well done too. Sword,

screaming, insults are every where. At some point, the music will get tense, and it forced me tO lOOk oround jUSt tO make SUre there IS nO creoture there tO

ombush me. Overall, this game lives to my expectation. With the flexible control, good graphics, real model, and lots of replay value, it is a very cool

gome. Let me know what you think.

www.interplay.com/dbts

01998 Trsyiich Invention.M ngnts rssoved. Die By The Som. Inteipley, Ihe Inlerpisy logo. TartitiTi and 'By Qanws.

For Gamers.* ere dadsmailis of Merplay Pioduclions. AI nghtt reserved Licensed end disiritxiled exclusively by Inlerplay

Pnidiictions. AH other copyrights and trademarks are preperty of thea' respective owneit.
BT GAMSRS. FOR CAMEBS.-



Mm/e yourJoystick as
soon as an enemy fires a shot

at you. Some spells can be
a¥0kled simply by running

around the ptidecWe.

PROTIP: Before advamdng ta the next town
or sibiation point, be sure to fight as much
as you can. Enemy toughness rises Incre-

mentally faster than your experience

does, so stick around and start some
bvuble before moving on.

6AM!PR0 July 1998

PROTIP: Once your levels are

fairly w^l built up, travM back
ht towns from the beginning of

the game and search out areas

you didn’t have the stamina to

Investigate before.

PhOIV: V/hen todng different

enemies during the same bat-

tle, target the nwtOple-proJec-

tiletoes first Their hits add up
quickly, and they usually move

Selling an RPC for the Nintendo 64 should be one of the easiest things

in the world: Diehard RPC fans, salivating over the upcoming Leg-

end of Zelda: Ocarina of Time, are ready to pounce on anything

that remotely looks like an RPC

for this system. But they may
have to wait a while longer, be-

cause Quest doesn't fulfill the re-

quirementsofa full-fledged RPC.

RPG for Beginners
Quest may appeal to gamers who J
think that overly adorable crea-

tures (Were-Rabbits, for crying out

loud) and little-league gameplay

are right up their alley, but the

majority of RPC fans are looking

for something more substantive

in their quests. Quest 64 stutters

right from the start with very elementary gameplay, involving in-

effective spells, and a very boring story line. Moreover, the simple

interface is offset by incredibly tough battles that make the game
seem more unfair than fun.

The game also shies away from traditional RPC elements. There

are no treasures to find or gold to accumulate: everything is

given to you in the towns, includ-

ing health power-ups and talis-

mans. The only thing you're re-

quired to do is get from town to

town. As you build up your char-

acter’s levels, you increase his

magic powers {as applied to four

different crystals representing

PROW: Who, an enemy Hits “"'J'
™ter)-but

you with a freeze spell (which damage

paralyzes you), use prtjectile
than the staff

speHs (like Wind Cutters) which

have a wide range and don’t re-

quire exact targeting.

PftOTIP: The tirst thing you should tind

in every town are the Town Wngs. These

will allow you to come back as many
times as you like fyirovided you pick up
tile wings every time you’re In town).

enemies with.

Quest is

Too Qute
Craphically, the game
is populated with huge,

one-dimensional poly-

gons, making the back-

grounds seem lifeless

and uninspired. The

main charaaer is well

illustrated, as are most

of the enemies, but the spell effeas look like they flew straight in

from a Saturday morning cartoon. The sound fares much the same,

with standard music and wacky sound effects during battles.

The menu interface can be confusing at times, requiring you to

weave your way through three or four menu selections before find-

ing the spell you want. There's no RPC logic to destroying the ene-

mies, either; Water-based enemies aren’t adversely affeaed by fire

spells, fire-based ene-

mies aren’t affected by

ice spells, and so on.

Too Many
Quest-ions
There aren’t any Nin-

tendo 64 RPCs to

compare Quest with,

but as far as RPCs go

in general, this game
couldn't hold its own prow. OKCkcamMlykieyay out o! the
against anything else way place tor Spirits. These gem-enhanc-
out there. When Zelda /ng pow&--ups can be found outside of
is released. Quest will most buildings In the wilds.

be as easily forgotten

as last Wednesday’s lunch. Until

then, however, Nintendo 64 own-

ers don't have much choice, and

Quest could take up some time

in the lonely interim. 13
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PldyStalion

PloySlatlon

Good for $10 off the single regular price of Vigilante 8. Valid from June 16, 1998 to July

30, 1998 only. Offer not good on layaway balances, gift cerfificates or credit card pay-

ments. Not redHmable for cash. Not valid with any otirer coupons or offers. Limit one

coupon per transaction, one per customer. Void where prohibited by law. Cash value

V20C. <5 1998 Sears, Roebuck and Co, Satisfaction guaranted or your money hack.
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Role-Rayer’s ReautiPrevIews
Azure Dreams
4 PhiyStationK In Konami’s latest action/RPC, you play as a

teenage “monster tamer" who must raise and train

creatures to help you fight enemies and find your

missing father. Just outside town, there’s a mon-

ster tower (the place your father was last seen!)

filled with traps, creatures, weapons, and ex-

tremely valuable monster eggs. Once you’ve col-

leaed an egg, you can either sell the unborn crea-

ture or incubate the new monster. It's definitely a

gamble, though: even if you need the money (it’s

more profitable to sell unhatched eggs than raise

monsters), you might end up selling the unhatched

egg of a strong creature who
could’ve helped you later in bat-

tle. Azure Dreams is already a

fun and intriguing game that

could hatch into a monster hit

this summer.—Rofc/nsort Hood

HABITAT;

Honsbtiya

a dra((on iHiich was

popnlar seweral hundred years

000 for personal prolecUoa.

Developed and published

by Konami

Available iune

Deception II

^ PlayStation^

Deception II, the prequel

to the devilishly fun and

original Satan’s-little-helper

game, Tecmo’s Deception,

looks to capture gamers

with its improved graph-

ics and wicked new game-

play. You can brainwash

and condition charaaers to

do your dirty work, use

trap combinations to set

off multiple traps at once, and enjoy greater variety with the game's

multiple endings. The interactive 3D environment even features mov-

ing walls, saws, boul-

ders, and pendulums,

which make every ex-

ploration a dangerous

challenge. RPC fans, be-

ware! Deception II might

be September’s most

sinful pleasure.

—Robinson Hood

CKMEPRO Jul) ISS!
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Dam^ Qam.'

DAM!
X

There’s a storm comittg, Md its name is

Wetrix. Here's the deal: Yois^uild dams,

dikes and lakes and some unhoijrheing from

above tries to destroy them with torrential

rains, fireballs, bombs and the occasional

earthquake.. With its killer graphics and

variable landscapes, it just may be the

most addictive game you’ll ever play.

Xhjat pretty much covers it

iMfOGRAMES ENTERTAINMENT. INC.

333 W. Santa Clara Street, Ste. 820

San Jose, CA 951 13

Phane: 408-289-1411 • Fax: 408-289-1889
M'.oceangames.com

i9M Wjjrsnes EnlBtta™r»n mc.Oesan.lotografTiBsandVVettttare ' ard Tu o* Integrames Ewtammart « ard TV c< Mnendod Amenca me
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JIM USED TO BE SHALLOW
NOMM HE’S GOT DEPTH

After getting konked on the noggin,

Jim back flips, pig-boards, and
helicopter heads his way through

six neurotically insane levels of

his own unconscious brain.

Better yet, he gets to romp around
freely in lush 3D environments.

But do you want to tell our studly hero

that it's "all in his mind” or should we?

Ever: go pig-boardin’? Groovy!

Watch Qut For The " -

Dreaded Disco Zombies

Jir^’s Brain Cells Go Spin

^‘Woi'iiiing Your

" .a
(SlwatNjndSotUanfnogieOVsIiilwcliveWc. -- -c i ' •

lei‘«fflMNHJlMF>i. inc tomami JlmlSJlu0ernjn<l*Sl<>n)'£m<•l1»mIWI’^ !<^c Audgjus tw/ved

itf ‘%&ufuiTf«Gi'nBfs mti3der[Wldo(lriler$bvfrt>iIiicfiei>g^-MU)gk6;Ketwd' . .

0 ff l»9#S«val»nw'isd!i«temlooVAiueMca.i« C 1998 haitenifoal^ixtricl Inc AflngtiUTesavecl.'

> ifl iHbnrtd nWeiiurU 01 Sixiy Com^uls' fnlerlwKnenl. Inc M-iXtHS'ttteiiial

k ol Miposctt Corpotann U rVUs ikii vM. All otMc imhmiils aw rBspectivt oMwis.

EaiWv.'uiiii Jim tftd

kiiwpuyPMKiioin
Hnl«ndo.mealtcis)T«jl



GAME-WINNING CGMBOS AND STRATEGIES

PlayStation

Tekken 3 hits the PloyStotion with

oil the knuckle-bruising excitement

that mode it on orcode phenomenon!

In this second installment, we give

you oil the Specioi Attacks, throws,

ond high-hitting combos tor the

remoining hidden choracters, in-

cluding PlayStotion-only lighters,

Con ond Dr. Boskonovitchl

By Johnny Boilgome ond Major Mike

play as the Hidden characters

Sub-Bosses Con Dr. Boskonovitch

To play as any of the sub- To play as Gon, finish the To play as Dr. Boskonovitch,

bosses, finish the game with game with each of the regular you must finish the Tekken

each of the 10 main fighters fighters. After you finish the Force Mode three times.

controller uegend

Righl Punch LK- |^f

Left Punch 1^

Motion = Move the joystick in one

smooth, continuous motion.

Tap: Tapthoindicatedbunonsor

directions in sequence.

Charge: Holdthedirectianortiutton

indicaled lor the time indicaled.

( ): Eiccule commands in

parentheses simultaneously.

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

lacing to the right H they're lacing left reverse any Toward and Away commands.

without switching characters

during play. Each time you

beat the game with a different

character, you get a new sub-

boss.

Note: This technique lor access-

ing the sub-bosses was tested on

a preliminary version ol the game
and may be changed in the

linal version.

game with the tenth regular

character, a new game option

will be available—Tekken Ball

mode. When you play a game

of Tekken Ball, your first op-

ponent will be Gon. If you

defeat Gon, he will be added

to the lineup of playable

fighters.

Each time you complete a

Force Mode game, you will

be awarded a key. After you

collect all three keys, enter

the mode a fourth time. At the

end of the fourth game is Dr.

Boskonovitch. If you defeat

the Doctor, he will be added

to the lineup of playable

fighters.

example of a

Linking move

Linking moves require you
'

to perform a series of button
. .

A

presses quickly and without I -—
interruption. For example, When in close, motion

to execute Anna's three-hit 4' (LP RP) for the

Double Arm Breaker, enter Face Smack...

all the button presses imme-

diately after you perform the

Face Smack.

. . . Oien as Anna grabs her

opponent to perform hie

Face Smack, quickly tap

LP,LK,RP,LPtolinkthe

Face Smack to the Arm

Breaker...

...Own immediately after

you enter the button presses

for the Arm Breaker, quickly

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

(LP RP) to do the Double

Arm Breaker.

Mokujin (the ‘Iree”) randomly

mimics each fighter in the game,

except Ogre and True Ogre.



The Fighter s Edge

Gon
Ploying Catch

^^When in close

Rog Doll Siam

«*

Throus

Big Swing Tockle-Stomp

When in close, tap (LP LK) When in close to your oppo- When in close to your oppo-

or |RP RK) nent’s left side, tap (LP LK) nent’s right side, tap (LP LK)

or(RPRK) or(RPRK)

When in close behind your

opponent, tap (LP LK) or

(RP RK)

special nttacks

Power PunchV Uppercut

Hold tap LP Motion*^ i (^ LPRP) Tap(LPRP)

Juggle Starter Helicopter Kick Preen Fort

/in II J
Tap(^LP)orC^LP) Hold tap (RPLK) Tap(<-RK)

Steep Spinning Tail Whip Tail Swipe

I

Tap((^ LPRP)

Bock Drop

Tap (t LK RK)

Toil Whock

I

>-*v.

Hold tap LK, LK

Shin-butt

Tap LPRP) or (K LPRP) Motion <-
kT

^

(t^ LK RK)

Motion 4- ^

(^ LK RK)

EAMEPRO #

More special attacks

Punching Bag Forword Roll Kick

TapLP, LP, LP, LP Tap(^ LK RK), LK, RK

Rushing Heodbutts Backward Roll Kick

Tap(-»LP RP), (LPRP). Tap (iT LK RK), LK, RK

(LPRP)
Running Flip Kick

Spinning Sowblode While running, tap (-> LK RK)

Tap-»,(-^LP RP)
Pop-Up to Toil Spin

Sleeping Toil Whip Tap (^ LK), pause, tap RK

Tap {
1/ LP RP), LK

Super Somersault

Belly Flop Tap(LP RK)

Tap^.(LP RP)
Butt Dive

Bockwords Roll Tap (t RK orLKjor

Tap (<- LP RP) (7 RKor LK)

Bow Shell Spin

Tap LP RP) Tap RK, RK, RK, RK

Nuzzle Toil Slop

Tap(LKRK) Tap (4 RK)

Drop Kick Lightning Charge

Tap (-^ LK RK) Tap (LP RP), immediately tap

LP, RP
Run in Circle

Tap (C- LK RK), <-

Forword Flip

Tap(^ LK RK)
'

,

Sit Down
Tap (1^ LK RK)

Spin Kick

Tap^.(^LKRK) M,,



THE FIGHTER S EDGE

Rnna
1./

Throws
Leg Snapper

counter Move
When in close, (RP RK) When in close, tap (LP LK) When in close tap

hold ^,tap RP

fWI

_±»'
' ± TTt

m.
?<*•

•

Vhen in close behind your When in close to your oppo- When in close to your oppo-

opponent, tap (LP LK) or nent's left side, tap (LP LK) nent’s right side, tap (LP LK)

RP RK) or(RP RK) or(RP RK)

Throw Over Arm Flip Throot Crusher

i
“

* ' *•

*

TaoK-LKLPIorK-RKRPl -

'
/I

(LP RP)

Special Attacks

Triple B. Slops

Tap(<- LP), LP, LP

Double High Slops

Hold «*, tap RP, RP

High to Low
Tap LP,RK

Slop Push

Tap (LP RP)

Double Palm Strike

Tap (-» LP RP)

Punch ond Strike

Tap RP, {» LP RP)

Leg to Lounch

Tap (4- LK), RP

Leg to Kick

Tap (i LK) RK

Turnoround Slop

Tap-^,(-^RP)

Arm Swipe

Hold tap (>x LP RP)

Low Crone Smosh Jow Breoker Flip Retreot

Tap (LP RP LK) Motion K

Crone Stance Power Strike Jumping Spin Kick Kick Flip Roundhouse

Tap(F-RK) Hold tap (->LP) Tap (;• RK), LK, RK Holdt,tapLK TapLK.RK

Leg Tokedown Crone Smosh Diogonol Strike

During the Crane stance. While standing over a

tap RK downed opponent, tap

LK RK)

Tap->,->,(-^LK)ortap Tap(i^LPRP)

(^ LK) Note: Tap t
,
t lo cancel

this move.



The Fighter’s Edge

Bone-cracking

Thfe©-Hik Face Smock lo Arm
Breaker (o Double Arm Breaker

Ooubie

Fo<e Smock Arm Breaker Arm Breoker

When in close, motion Immedinlely .ifter the Immediately .after tlie Arm

A \ |LP RP) F.ice Smack, tap LP. LK. Bre.iker, t.ip LK, LP. RK,

RP.LP (LPRP).(LPRPl

Linking Moves

Three-Hil Face Smock lo

Arm Breoker \o Arm-Break Drop

Arm-

foce Smock Arm Breoker Break Drop

~L z
‘ * —

~
> -V, i

r \
I

1

.

When in dose, motion A immediately after the Immediateiy after the Arm

^ (LP RPl Face Smack, tap LP. LK. Breaker, tap RP. LP. LK.

RP.LP RK.(LPRP)

Three-Hit Face Smock to Reverse

Arm-Snap to Arm Snop
Three-Hit Foce Smock to Arm
Breaker to Double Arm Throw

Face Smock Reverse Arm Srtop Arm Snop

i "T
i .

*
r --

1
f> :

1

1 1

[

'/

j

i

When in close, motion 4 Immediately after the Immediately after the

V -» (LP RP) Face Smack, tap (LK LP), Reverse Arm Sn.ip. t.ip

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

(LPRP). (LP RP)

Hoavy-Hlttlng combos

Face Smock Arm Breoker Double Arm Throw

•** w \

i

1

i

^
1 1. »

V'
M <<

... *
t

1

When in dose, motion Immediately after ttie Imnwdiately .ifter the Ami

i ^-»(LPRP) Face Smack, tap LP. LK, Bieaker. tap RP, LK.(LP

RP.LP RP),(LKRK).(LPRP)

Two-Hit Foce Smock
to Orouncj Arm Snop

Four-Hit Spin Kick

T.ip(^LK) T.ipLP TapRK T.ipRP

Five-Hit Spin Punch

Foce Smock Ground Arm Snap

\ ‘

IWhoii in dose, motion I ^ Immediately after the Face

f* (LP RP) Smack, tap LK. RK. LK,

(LP RP)



Slew S<oo^«r

Tap *LKPy4

Rib Breokef

Tap-» .-»PP;

The Fighter’s Edge

Dr Qoskonovltch
Throus

FfOrtir«ffrt«ir^( Spin Aro-jed

;r '.ir.se to /cpr «"«• r vese K /Oj< vw> r tw^inc /%r A’-e- r -» Wher r -.ipse UP
nert’s rqht sioe. 'ftre t is#* see •«; LP 'jccryerr. -a; - s;*' _ ‘ipsp
«c LP PJCi. ‘UP sp' Sjps^ tpep

S<TiQsti-Mouth

Upp«fcut Sp«er Kick

Tae * *» patiiM, tat P*'

Sid«f>»p Pu,'

Brj^ef Sid«sUp
Two-Pun<h

’90 OF Kir k OP\

Elbe*

Tat - -» paut* tao sp

Oo^la Mtd'PufKh

TselP F3>

•
I 1

'

I
j — •

Tap • 5p\ L? *,r * RP; UP Tap *- LP op*

More special nttacks

Ooubl* Sid« Pufl<h Foiling Kitie

Log Stfikei

Hun<h Dosh

Tac *»

FojlA«oy
Tap «- lP fVi

Rovofse Chorge
Tap *- li< RK,

High/Mid Po/ty

Tap .'UP RP",

Low Pofry

Tac ‘ UP RPi

Taof* IKPK; tAPK,lX
Pk

Heavy-Hlttlng combos

Fiy«-Hi^ Wnleod Whiploih
Tap-» ‘'LP5.PK. LK. PP UP

SiZ'Hit Rustion Oonco
Hste ^

, tap lK, PY. lx. RK. IX.W
Sevon-Hli Eziandod Wfckad Wbiplosh
Tap -» -» UPl, RK. UK. UK, LX. RP, LP

Oowl
Wt’er ‘in gre-urvj. tat i

Roll

/Tl’en on the grourc!. tap *5

More Ground Moves

Front Rolling Flip Ki<k Lunging HaodbuU Bod Braolh
//hen faceup on the ground iWwntac«>.o onthe groufJd W^er ‘ao*jp cn the youvl
wmi your feet toward /Our iwth your fe«t toward your with your fee; toward yciur

opponent, tap -» -» RK opponenL tae> -» H LP RPj opponent >ap LP. then qwtidy

tapPP

special Attacks

Jow^iin^SiaaKid; H»oOii«f0i (« Crajij KidM B



D6 ins^ i*^"'9dir.5^) EbSA

:5c -P. PP. qucK.’/ ’30 IX RKj

:o Irish Whip to EFbow Drop to Sidestep to Bulldog

ImmediateTy after the Skte*

step. quicWy tap RP. LP.

(URK)

1-^5' the Stck Jmmeciate’V 3^er r.€ Irish tmme<iate<y after the EibOi

;xjy tap fLP RP) Whip, quicxjy tap PP.RP. Drop. qi**fy tap HP RK)

(LPRP'

Sick Stomach to Irish Whip to Elbow Drop to Cortwheel to Toi

Shoulder ChorgeCortwhee:Sitk Stomoch

Immediately after the

Taunt, quickly tap (LP RP}

Immediately after the

Cartwheel, quickly tap

(LK RK)

Immediately after the Sick Immediately after the Irish Immediately after the

Stomach, quickly tap V/hip. quickly tap RP. RP. Elbow Drop, quickly tap

(LPRP) fLPRP) (LPRP)

Tap{LP RK)

Ground Moves

loroo Kicks Bock SmashMeteor KickMissile Kick

When facedown on the

ground with your feet

away from your oppo-

nent, tap (LK RK)

When faceup on the

ground with your feet

away from your oppo-

nent, tap (LP RP)

When faceup on the

ground with your feet

toward your opponerrt,

tap RK, LK, RK, LK, RK

When faceup on the

ground with your feet

toward your opponent,

tap LK, LK

When faceup on the

ground with your feet

toward your opponent,

tap (> LK RK)

When faceup Oft the

ground with yourfeet

away from your oppo-

nent, tap (LK RK)

The Fighter’s Edge

Sick Slomoch to Irish Whip to £!t

Drunken Linking Moves

is: D'op io Dive to Bock Kick

Sick Stomach Irish Whip £.00- w.C'p sack Kick

Horidspring

When faceup on the ground

with your feet toward your

opponent, tap (LK RK)

Forehead Kick

When faceup on the ground

with your feet away from your

opponent, tap

(•^ LK RK)

More Ground

Resting Chorge

When faceup on the ground

with your feet away from your

opponent, tap (LP RP LK RK)

Cyclone Kick

When facedown on the ground

with your feet toward your op-

ponent, tap LK

Bock Rolling Flip-Kick

When facedown on the ground

with your feet toward your op-

ponent, tap <, <, (LK RK)

6AMEPRQO July 1998



The Rghter’s Edge

Gun Jack
Throus

Power Bomb Pile Driver Bockbreoker

When in close, motion

hold tap LP

Power Driver

When in close, tap 1^, hold When in close, motion I ir',

tap (LP RP) hold tap RP

Bone-Breaker Siam Throw Over

When in close, tap (LK RP| When in close, tap hold When in close, tap (LK LP)

tap(LK RP)

Immediately after the Power

Slam, tap 4>, hold ^,tap RP

Overhead Throw Toilbone Smosh

When in close to your oppo-

nent's right side, tap (LK LP)

or (RK RP)

When in close to your oppo-

nent's left side, tap (LK LP)

or (RK RP)

When in close, hold tap

(RP RK) or tap ^,hold

tap (RK RP)

When in close behind your

opponent, tap (LK LP) or

(RK RP)

More special
Rttacks

Low Slide Hammer Punch

Hold tap (LK Hold 4, hold 'V,

RK) tap LP, RP, hold

Double Anvil
tap LP

Tap-^, (LP RP), Overhead
(LP RP) Smash

Low Crush
Tap(LP RP)

Hold ^,tap Low Leg
(LP RP) Smash

Mini Hommer Motion <- ii^ 4,

Smosh
hold tap LP

Hold 4, hold Double Arm
tap LP, hold 4>. Tap(LP RP),

tap LP (LP RP)

Mini Hommer Body Drop
Cutter

Hold 4, hold

Tapl^LK LP)

tap LP, hold
Two-Arm

tap LP

Mini Hommer

Lounch

Tap4,(LPRP)

Punch Double-Arm

Hold 4, hold Smash

tap LP, hold->, Tap (-^ LP RP)

tap LP
Sitting Smosh

Hommer Tap (;• LK RK)

Smosh
Shin Breaker

Hold 4, hold

tap LP, RP, hold
Tap (^ LK RP)

4, tap LP fly

Hommer
Tap(LK RK)

Note: Tap (LK RP)

Cutter during the move to

Hold 4, hold

tap LP. RP, hold

^,tap LP

lly even higher.

Heavy-Hlttlng combos special Attacks

Four-Hit UppertuHer

Hold 1^, tap LP, RP, LP, RP

Four-Hit Squat Pounder

Tap (I LK RK) to Squat, then

tap LP, RP, LP, RP

Four-Hit Squot Puncher

Tap (4- LK RK) to Squat, then

tap RP, LP,RP, LP

Four-Hit Hammer
Hold4-,tap(^LP), RP, LP, LP

Four-Hit Shin Smasher
Hold I. tap LP), LP, LP, RP

Six-Hit Dancer

Tap(i^ LK), hold i^, tap RK,

LK. RK, LK,RK

Six-Hit Mochine Gun

Tap (K LP), LP, LP, LP, LP, RP

Ten-Hit Combo
Tapi-l-RP), LP, LP, LP, RP,

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

Ten-Hit Combo
Tap(^LP), LP, RK, LK,

RK, LP. RP, LP,

(4' LPRP),(LPRP)

Tap(4> LKRK)

Megoton Punch

Motion ^ K 4-, hold tap Tap">,RK,LP

RP

Windup Punch

Motion 360 degrees counter-

clockwise toward your oppo-

nent starting from then

tapLP

Note: Keep doing the motion

whiie you count to live to

increase the power ol the punch.



Your personal hotline to the Pros.

-^IIEW
Messages

Weekly! 1.900.S00.TIPS
Canada 1 .900.45 1 .5552

Hear o

it here

FIRST!

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

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

Hotline if you are under 18 years of age. Messages subject to change

without notice. A service of GamePro Media Group in San Francisco, CA.

—
°Johnny BaUgame

and Major Mike's

HOT ViDEO
GAME PICKS

o hot game tips
for all your favorite systems

including Nintendo 64, PlayStation,

Saturn, and others!

oCLASSIC GAME TIPS
to jumpstart older games on

Super Nintendo, Genesis,

3D0, and other game systems!

Get the inside scoop on the hottest o

video games before they see print!

—°THE 64-BIT TIP

OF THE WEEK
The hottest new tips for

the latest 64-bit games!

—o LEAVE A TIP FOR
SCARY LARRY
Tell Scary your hottest tips,

and your voice and tips may
be picked for broadcast ta

other callers!

—
N e Feature!

Play GamePro Trivia!
Answer tough video game questions

for your chance to win an exclusive

GamePro T-shirt!

V
,



More Throus

More special Rttacks True osre-onLu Moves

Tap «*. LPRPj

Unleashed Beast

Tap LX)

Stomach Buster

Polm Thrust Right Quick Kick Spinning Poisonous Clow Rolling Boll

Tap(-» RPj Tapi^ RK| Bock Fist Tap HRP} Tap ft LK RK)

Cortwheel Kick Triple Kick
Tap RP. RP

Fire Breoth Horn Stab

to Elbow Attack Tapi.LK. LK. LK Flashing Bock Fist Tap(i LPRP) TapfiiLP RP)

TapC^ LK). RP
Heel Kick

Tap *>, *>. pause, tap RP
Flying Fire Breoth Toil Spin

Double Elbow Tap pause, tap RK Groin Punch Tap ILPRP) Tap [>« LK RK)

Tap(^LP),RP
Flip Kick

Hold 4-,iap(-> LP)
Flying Dragon Low Toil Spin

front Kick Tap RK. LK Pimp Slop When knocked down. Tap (4 LKRK)
Tap-»,|->RK)

Left Quick Kick

Tap •*. LK

Low to High Kick

Tap (4- RK).RK

Stretch Kick

Motion i ^ RK

Hold 4',iap(^ RP)

Downward

Thrust Punch

Hold l,tap(-» RP)

tap (LK RK)
Double Toil Spin

Tapl^LK RK), (LKRK)
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Kombat komes home! In this installment, we give you

some high-hitting comhos for five komhatants. Check

out "The Fighter's Edge" next month for the

remaining fighters.

(oitralltr U(|(a4
Plaijitation Motion = Move the joystick in one

smooth, condnuoits motion.

Tap s Tap hie iixlicated buttons or

directions in sequence.

Charge: Hold the drecbon or button

kKhcated tor the time hdcated.

() : Execute commands In

BL = Block HP: High Punch

RN = fiun LXcLowKle*
LPcLowPunch HK:Hi9hKick

Note: AH techniques are described under hw assumption that your

character is facing to the right If they're facing left reverse any

By Major Mike and Johnny Ballgame

Throws and
Bone-Breakers
The following moves, which

are universal for each char-

acter. are done when in

close to your opponent.

Throws

Dodge
New to the MK senes, fight-

ers can now dodge attacks

by moving into the fore-

ground or the background.

Dodge Into the

Foreground

Hold ,l.lap RN. RN

Dodge Into the

Background

Tap RN, RN

Stage Fatalities
You can perform an addi-

tional fatality in the following

Weapons Weapon

Screen Smash

The coolest feature in MK4
is the new weapons system.

Each fighter has a special-

ized weapon they can use

during a fight (see character

profiles below). And if a

weapon is dropped during a

fight, anyone can pick it up

and use it.

Pick-Up Weapons

For a crazy effect where

you smash your opponent

against the video screen,

tap (-> LP) while holding

Raiden's mallet. Jax or

Reiko's spiked club, or

Quan Chi's spiked mace.

When in close, tap LP)

Note: Some characters have

throws that can be performed

in the air.

Bone-Breaker

Another new feature in MK4.

this bone-breaking move
briefly stuns your opponent.

Stand over a weapon and

tap(4> RN).

Throw weapons
Some stages have items you

can throw at your opponent.

To throw these items, stand

over them and tap (I RN).

To throw your weapon,

repeat the move you used to

draw your weapon; For

example, if you're playing as

Reiko, motion I <- HP to

draw his spiked club, then

motion 4-
<- HP to throw

it at your opponent.
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The Fighter’s Edge

* Weapon:
Sword

Draw Weapon

Special Moves
raw Teleport Punch

FAIAUTIES
Fiery Death

Motion 4- 1^ ^ HP

Note: This move can be done

in the air.

While in the air with an

opponent, tap BL
From outside sweep dis- When in close, tap

tance, tap •*, BL) (t HP)

Gore’s Lair Prison Stage
When in close, tap When in close, tap I,

^.LK l,LK
Flame Spit

No-Hit Unlimited Cheapness

Motion i ^ LP Tap«-, (« LP)

Another Devastating Combo

Eleven-Hit Air-Throw Combo
Note: Start this combo when an opponentjumps at you.

Tap HP, motion 4- "ii -> LP, motion 4- ^ HP, tap

LP), HP, HP, HK, (4« HP), hold (<- RN), tap LP, LP,
,
BL

When in close. Hold (-> RN), Hold {-> RN),

tap LK) when in close, when in close,

tap LK) tap (-^ LK)

Nine-Hit Weapon-Draw Combo

Tap HP TapHK TapHK Tap<-,(<-LP| Tap HP

Ten-Hit Retaliation Combo
Note: Start this combo when an opponentjumps at you.

Tap HK Tap HK Tap *, (->HK)

Tap HP Tap->,(-»LP) TapHP Tap HP TapHK Tap(4«HP) Hold(^RN), Motion 4-

^

tap LP ^ HP

Ten-Hit Spear Combo

Tap HP TapHK Tap(4HK) Tap LP) Tap HP Tap HP

GAMEPRO <D July

TapHK Tap (4- HP) Hold(->RN), Tap(;>HP)

tap HP
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The Fighter’s Edge

' Weapon: ^
Spinning Biade

Caihvheel

Outside sweep distance, Outside sweep distance,

hold BL, tap t, i, t, HK hold BL, tap i, I, i, (t RN)

Goio’s Laii Prison Stage

When in close, tap I
, When in close, tap 4 ,

i
*, HP HK

Motion <-V 4< ^ LK Hold 4-
,
tap (LP BL)

Fireball Square Wave Punch

More Devastating Combos

Seven-Hit Sllce-and-Dice Combo

Note: Your weapon must be drawn and your opponent must

be near the corner to do this combo.

Tap HK, HK, motion ^ i LK, hold <",tap HP, hold

<-,tapHP,{^ LP), BL

Six-Hit Firebaii Combo

Tap HK, HK, motion <- ^ ^ LK, hold (-> RN), tap

LP, motion ^ 4- ^ LK, motion i ^ LP

Six-Hit Assauit Combo

Tap HK, HK, motion <- 4^ ^ ^ LK, hold (-> RN), tap

LP, motion <- i ^ LK, tap (<- HP)

Motion 4> ^ LP Tap->, (<" HP)

Upward Bicycle Kick

Coiwirof

Eight-Hit Cartwheel-Hell Comho

While in the air with an

opponent, tap BL

Motion Hold(^RN), Motion <-i^4< Tap;>,BL
^ LK tap LP ^ ^ LK

Eight-Hit Destroyer Combo

Motion <- 4r Hold (-> RN), Motion ^ 4- Tap (<- HP)

^ LK tap LP Vi 4 LK

Nine-Hit "THB" Express Combo

Motion <- 4- Hold RN),

^ ^ LK tap LP

Motion 1^4 Tap^.HK TapBL
^-»LK

#

—» r

A



GamePro Online Takes On A New

GamfePro Online

has a cool new design,

making it easier and fast-

er for you to get to the

’litreaa"*"***

Here Options

CAMERJUr
tion you re

looking %AnAnA/
for to help

you stay

ahead of the pack.

Updated daily

by the editorial experts

of GamePro magazine,

GamePro Online gives

you everything you want

and need to know about

interactive gaming—all

of the hottest PC, con-

sole. online, and arcade

games; secret weapons

and tactics; hundreds of

Web links to game-relat-

ed sites: and downloads

;

of some of the coolest

•i games around.

Check Out
www.gatnept<ii‘.<om Today!

gamepro.com
Chat Rooms & Message Boards: Talk to fellow

gamers about what's hot and what's not. Get the latest

tips and cheats and compare strategies to stay one

step ahead of the rest.

Online Exclusives: Check out special game previews

and field reports from the expert gamers—the GamePro

editors. You won't find this hot information covered in

GamePro magazine or anywhere else!

Game Demos: Test your PC gaming skills. Download

the latest PC games and check 'em out before you buy!

Fighter’s Edge: Improve your fighting strategy with

comprehensive move lists, cheats, and tactics to help

you conquer your opponent every time.

Sports: Check out the latest previews, reviews, and

cheats for all of your favorite sports titles.

Role Play: Get the latest secret weapons and tactics

for today's top role-playing games.

WWW.GAMEPRO.COM
LOC ON AGAIN FO

GamePro Online is now linked to www.games.net

for even more great game news and downloads!



The Fighter’s Edge

Special Moves

C9f»hf
Eleven-Hit Freezer Combo

ce Clone Freeze Slide

1 \i vV \ it

<. .

Motion 4- <- LP Motion i ^ LP Tap (LP BL LKJ

Note: This move can be

done in the air.

FATALITIES

Head Rip Ice ShaHer

When in close, tap *, *•, From outside sweep dis-

4-, (HP BL RN) tance, tap 4-, HP

Coro's Lair Prison Stage

When in dose, tap 4 , 4 ,
When in dose, tap i

, t ,
t

,

i.LK t,HK

w 1

*.5 >

1

*^iil

'

(If
|V

i.

-4
•V *

'

V ^ ‘

n

Motion 4- 'si Tapt,HK TapHP.HP TapHK Tap(iHP) Hold (- RN), TapHP Jumpin Tap(LPBL Jumpin
LP tap HP deep, tap HK LK) deep, tap HK

Eleven-Hit Slider-Finish Combo

A; if
^,.1 r*

«r

f '‘iV’

.nr r
rj

Jump in deep, Motion 4- ^ Jumpin TapHP.HP TapHK Tap (4- HP) Hold(->RN), TapHP Jumpin Tap(LPBLLK)
lap HK “ LP deep, tap HK tap HP deep, tap HK

Eleven-Hit Freezer-Kick Combo

•vf-

IF ¥
If"

1
' f
^ *

k-'*

a

• r ^ 1 '

V
Tap HK Motion 4 ^ Jump in Tap HP, HP Tap HK Tap (4 HP) Hold RN), Tap HP Jump in Tap (LP BL LK)

-LP deep, tap HK tap HP deep, tap HK
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Ever wondered what it leels like to take an S-turn at 180 mph?

Get a grip -- because this summer you'll be able to strap yourselt

in to Video System's new racing sim for the N64 and get a dose.

Simply awesome.

http://www.dreamsquare.co.jp

t1998 VIDEO SVSTEM CO., LTD, PARADIGM ENTERTAINMENT, INC

LicenseU by NmtemJo. Ninlendo, the OtficiBl Soal, Nintendo 64, the 3 D "N" logo, end the Rumble Pak are itarJemarks ol Nintendo of America Inc.

VIDEO SYSTEM USA, INC. n 155 Knoll Ave.. Suite F. Cypress, CA 9Q630 714 894-3355

CVERVONt



' Weapon: "

Spiked Club

Diaw Weapon

Motion 4- ^ ^ HP

Motion I ii^HK

Missile Attack

While in the air with

opponent, tap BL

Tap ^.^.(4- LK)

Dashing Punch

Motion 4- 1^ LP

Tap 4, (-* LP)

Steal Weapon

Motion ^ 4> / LP

Weapon:^SHijn
Spiked Mace j^HAjiTTi^ ftHi"' IH

The Fighter’s Edge

1
1
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country Ife’s j^ever Been §.9 ^‘^‘Jicting.

Harvest Moon GB“ and Legend of the River King GB~.

Two unique role playing games for the Nintendo‘S Game Boy.

egenii sf I^g 6B is the first and only

game that combines the action of a fishing game
ith a dynamic RPG story for a unique game experi-

ence! However, there's a catch. Instead of fitting the

usual bunch of monsters, you'll battle wirii 40 different

species of fish. But this isn't drowning a few worms for

fun; you're on a quest to save your iff sister. The only

chance to save your sister is to reel in the magical

Guardian Fish. To land this whale of a fish, you'll have

to travel the land selling your prized catches for money.

Only after buying the best equipment and gaining expe-

rience, will you be able to conquer this trophy catch.

With hours and hours of exciting game play, once you

play Legend of the River King, you'll be hooked!

N64» Version Coming Soon

Wb
sun. Feed the chickens. Milk the

cows. Ana, cfon't forget to go to the market... allIon 't forget to go to the market

before breakfast.

The Super NFS® classic Harvest Moon is now available

for the Nintendo® Game Boy® with all of the charm of the

original and many new surprises. Designed to reward

hard work and smart decision making, Harvest Moon GB
Is a unique blend of a role playing and a farming

simulation game. Since this game is compatible with the

Game Boy Game Link®, you can exchange animals and

seeds with your friends to create your own unique

ranch. Best of all. Harvest Moon GB offers a greater

variety of characters, crops and animals to choose from,

making each game's outcome more fun and less

predictable. C5n no! You forgot to plow the fields.

Looks like no dinner tonight.

Serious Fun™

mrsuME
PUBLISHED BY NATSUME

©1998 Natsume Inc. ©1997 Victor Interactive Software IrwyPack-ln-Sott. All rights reserved. Nalsume,

Legend of The River King GB and Harvest Moon GB are Trademarks of Natsume Inc. Nintendo Super

NES. Game Boy, and the official seals are registered trademarks of Nintendo of America, Inc.

CNintend^^



Readsr Tip &f the M&afh!
Submit your hottest SWATPro tips! tath month, the

reader with the winning tip reteives their thoite

of (ontrolier by ASCIIWARE, whUh features high-quaiity

game peripherals su<h as the £nhan(ed ASCIlPad!

Quake

Debug Menu

I From the Main menu, select the Load option, enter the pass-

word qqqq QQQQ QQQQ QQQQ and press A. You'll be toid

I your password is invalid. Exit the Password menu and select

Options. Above Audio is a new option, Debug, that includes a

level select, God mode, unlimited weapons, and more.

I Nathan Lazar

Tampa Palms, n.

»iqyS±cieio i

I Neetlfor Speed III! Hot Pursuit

All Cars and Packs, Special Cars, and More

Runners-up reieiue

u CnmePro T-shirt.

Send tips to:

GnmePro Mugnzine
Setret Weapon!
P.O. Box 5B2S
Sun Muteo, CA 94402

or e-mnit to: swat.gamepro@gamepro.toni
PItost iiuMi yovi aamt, address, and phone nitniber so we (on owerd yovr prhe.

iP

tiin«4

From the Game Setup menu, select Options, then choose User

Name. Enter the following passwords to activate the cheats;

All Cars and Tracks Are Open; spoilt

Auto Cross Canyon Track; xcntry

“El Nino’’ Car; rocket

Empire City Track; mcityz

Jaguar XJR-15; uagx
Mercedes Benz CLK-GTR: amgmrc

More Camera Views; seeall

“The Room” Track; playtm

ScorpXT Track; gldfsh

Space RacfesTrack; mnbeam

Jesse Evans \
San Jose, CA

Nin-ftendo 64
Mortal Kombat Mythologies: Sub-Zero

Invincibility Password

Enter the password tdfclt to be invincible during the game.





PicivSCciCion
TekkenS*

Tekken Ball Uoile,

Tekken neater Mode, and Play as Gon

J
'’“Tfeltutfe J'

Tekken Ball and Theater Mode: Play through the game with

each of the 1 0 main characters. After you finish the game with

the tenth regular character, you’ll find two new options at the

title screen: Tekken Ball Mode and Theater Mode.

Nincendo
Snowboard Kiik

Secret Character and
Access to All tracks and Boards

Play as Gon: Start a game in Tekken Bail Mode (see tip above).

I Your opponent will be Gon. If you defeat him, Gon will be added

I to the lineup of playable fighters.

Nintendo 64
star Wars: Shadows of the Empire

Ullimale Cheat

nil

[cQuni&ifiiDiza

At the title screen, press Up (on the analog stick), Down (on

the analog stick), Down (on the directional pad), Up (on the

directional pad), bottom-C, top-C, L, R, Z, Left (on the direc-

tional pad), right-C, Up (on the analog stick), B, Right (on the

directional pad), left-C, Start. If you entered the code correctly,

you’ll be able to play as the hidden character, Sinobin, race on

three extra tracks in the Time Attack mode, and use the hidden

special snowboard.

Brian Pina

Houston, TX

Nine*
NHL Breakaway ’98

CheatMenu

Enter_waupa stonpa (the _ designates a space) as your I

name and make sure the controls are set to default. Start a

game, pause, then simultaneously press and hold left-C, right-

C, top-C, bottom-C, Z, L, R, and Left on the directional pad.

While holding the buttons, move the analog stick halfway to

the left and hold it in that position until you hear a sound. Then

move the analog stick halfway to the right and hold It In that

position until you hear a sound. Repeat the process, alternating

I
from left to right until the words “Get All Stuff" appear at the top

I
of the screen. Press the L and R buttons or Up and Down on

I the analog stick to cycle through the cheats.

At the main menu screen, press lett-C, right-C, left-C, right-C,

R, R. If you entered the code correctly, a Cheat Menu will

appear at the bottom of the screen.

Shannon Peterson

Evergreen, CO

K These cheats were tested on a preliminary or Japanese version o1

I

the game and may be different in the final version.

eameproE

1
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l»lciyS*ci<rioii
Pitfall 3D; Beyond the Jungle San Fraiwisco Rush Extreme Racing

Password Cheats and Pitfall 2600 Came Cheats

Enter the following passwords to activate these cheats.

2D Pitfall Harry Character: 2DHARRY

Pitfall Harry Floats and Twists; ZER06HARRY

Pitfall Harry Has a Big Head: BIGHEADHARRY

Play the Pitfall 2600 Game; CRANESBABY

Start the Game with 10 Lives: GIVEMELIFE

Start the Game with 99 Lives: STEVECRANEME

Turn Off Pitfall Harry's One-Liners: STOPTALKING

Watch All Movies in the Game: PLAYMOVIES

Watch All the Comic Cut

Scenes in the Game; PITFALLCOMIC

Watch the Credits: CREDITS
Note: Press and hold R1 at the end of the credit sequence tor a hidden credit

Race as a UFO, a Pickup thick, and a European Car

Race as a UFO; At the car-select screen, simultaneously press

and hold R1
,
R2, L1

,
and L2 and pick your car. While holding

the buttons, go to the transmission screen and pick your trans-

mission. then press and hold A until the race begins. When the

race starts, you’ll be in control of a UFO.

Race as a Pickup Truck: Select your car, then simultaneously

press and hold L1 and L2 until the race begins. When the race

starts, you’ll be driving a pickup truck.

Race as a European Car: Select your car, then simultaneously

press and hold R1 and R2 until the race begins. When the race

starts, you’ll be driving a European car.

^layS-fedCion

Pitfall 2600 Game Cheats: Enter the password cranesbaby
to access the Pitfall 2600 game. Enter any of the following

codes during gameplay, but not while the game is paused.

Crocodile Says “Hi, Mom’’: When a crocodile is onscreen,

simultaneously press R1 and A.

Elvira Head; Simultaneously press R1 and O.

Gary Head; Simultaneously press R1 and R2.

Infinite Lives: Simultaneously press L1 and L2.

Rehoot

Full Energy, Play as Enzo, and Shield

Enter any of the following cheats at the main menu.

Full Energy: Press Right, L1, Up, Right, Down, L1, R1, Up,

Down, Left.

Play as Enzo; Press Up, Left, Down, Left, Down, LI
,
R1

,

Right, Down, Right.

Shield: Press Down, R1, Left, Right, Down, L2, R2, Left,

Right, Up.n
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Plav
Rampage; World Tour

Secret Stages

Critical Depth

Invincibility, Quad Damage, andUnlhnited]/lfeapons

Fairbanks: Underworld

To access the hidden stages below, at the city screen, rapidly

press the button indicated for the character you’re playing:

Press Punch for Lizzie, press Kick for Ralph, and press Jump
for George. If you pressed fhe button quickly enough, you’ll

warp to the following hidden sfages.

City Screen Hidden Stage

Atlanta: Suburbia

Casablanca: Palace

Enter any of the following cheats during gameplay, but not while

the game is paused.

Invincibility: Quickly press L1
.
R1

, L1
,
R1

,
Up, Down, Left,

Right.

Quad Damage: Quickly press R1, RP, R1, R2, Up, Down, Up,

Down.

Unlimited Weapons: Quickly press L1
,
R1

,
LI

, R1 , Up, Down,

Left, Down.

Kiev; Exchange

Kodiak: Snow City

London: Big Ben

Louisville: Scumlabs Bioweapons

Moab: Game Refuge

Nashville: Downtown

Phoenix: Area 69

Rio de Janeiro: Sunset City

San Diego: Caleb's City

Washington D.C.: The Capitol

Powerboat Racing

Chamirionship Dace, Big Engine, and Small Boats

Beast Wars Transformers

Level Skip and Weapon Power-Up

Pause the game and enter any of the following cheafs.

Level Skip: Quickly press and hold L2 and press Up, Down,

Lett, Right, A, x, x, A, Right, Left, Down, Up. While still

holding L2, unpause the game.

Weapon Power-Up: Quickly press and hold L2 and press Up,

Down, Left, Right, A, x,D. While still holding L2, unpause

the game.

Enter this password to race in the Championship race: cnp

Enter the following names to access these cheats.

Boats Have Big Engines: large

S/(N DIECO I CAIE& S ClfV

Special Bonuses Awarded I HIDDEN LIVSL!

for I born 09.17.96

TOTAL PgOT^CTION! I MAST88 Of THIS DOMAIN,



£,\p9Vs:or9

Rom 3 Kiftj

?rf'
»S"

( GameBoy )

Super Maho Land 3 $25

Teins $11

TMNT $15

ZeldaUnk $21

Saturn

Andretl Racing $21

Baku Baku $17

Bug $24

Daytona USA $4

G^AxeDual $12

lion Storm $25

Legend of Oasis $15

Mysl $11

NFL QB Club 97 $9

Off World Ektreame $8
Panzer Dragon $11

RoadRa^ $31

Rally Champ $13

Shining Wsdom $31

Theme Park

( Nintendo )

Bubble Bobble $9

Contra $9

Dragon Warrior 2 $25

Etdtebike $6

$15

i5
Ironsword $4

Jeopardy $9

Kung Fu $4

Mega Man $19

Nascar Challenge $13

Operation Wolf $4

Pacman $25

Rad Racer $9

Siper Mario 3 $5
TecmoBowl $5

Vegas Dreams $15

Wheel of Fortune $8

Yoshis Cookie $6

ZeldaZ $5

( PlayStation )

Allen Trilogy $35

Battle Arena Tohshin $15

Crash Btuidicool $16

( Game Gear )

VlituaCcv

WorUSerisBas
WWF Arcade

$13

$2

$5

1 0OO’s More Titles

Available!

Want Something? Can’t

Find It?

WE’VE GOT IT!

We Sell

Previously Played

Video Games, Decks &
Accessories

at Great Prices.

We also Sell New Products!

612-946-8101

c SEGA

Kn®
( Nintendo64 ) KLr9?
'' ^ Gretzky 64

Mario Kart 64

MorUIKombalTii

NBA Kang Time

Funco, Inc., ioiaf^BS^In We Accept:
($3,99 per control

Online Ordering!!
For the Hottest Tips &

The Hottest Games at the Hottest Prices

Check us out!

http://www.funcoland.com

Street, Mpls, MN 55344. Add $1 .99 per item ($3.99 per control

deck) for snipping and $4.00 handling charge, For Canada,

Guam, Puerto Rico, and Virgin Islands please double the per

Itemchaiaes. Please call tor all other intemaSonal orders. CA.

CT, IL. IN, KS, MA, MD, Ml, MN, MO, NJ, NY, OH, PA, Rl, TX,

VA. WA & Wl residenis please add applicable sales tax. AH

prices based on US funds. Most games delivered within 7-1

0

business days. Generally games don't come wi» boxes or

manuals. We are sorry but we can't accept requests for them.

Rush deliveiy is available. All sales are final. Defectives

replaced with same item. All prices are subject to change. We
reserve the right to refuse any purchase or sale. PR

Personal Checks and Money

Orders Are Also Accepted.

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



Slow-Motion: Press L1, A, Left, Down, R2, A, Left, Select.

Small Klaymen: Press R1, Left, , A, R1, Left, , A.
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1. Major League Baseball

Featuring Ken Griffey Jr.

2. All-Star Baseball '99

3. Yoshi's Story

4. Kobe Bryant's NBA Courtside

5. Quest 64

6. Mike Piazza's StrikeZone

7. Mortal Kombat 4

8. Quake

9. Forsaken

10. Clayfighter Sculptor's Cut

(B/oc<c6osfer Exclusive!

11. 1080° Snowboarding

12. Snowboard Kids

13. GoldenEye 007

14. WCW vs. NWO; World Tour

15. Rampage: World Tour

16. Bio F.R.E.A.K.S.

17. Mystical Ninja

18. Aero Gauge

19. Bust-A-Move 2

20. Jeopardy!

PlayStation

1. Tekken 3

2. Need for Speed III: Hot Pursuit

3. Mortal Kombat 4

4. Triple Play '99

5. MLB ‘99

6- Road Rash 3D

7. Gran Turismo

8. Blasto

9. NBA Shoot Out ‘98

10. Resident Evil 2

11. WCW Nitro

12. Grand Theft Auto

13. Forsaken

14. Bio F.R.E.A.K.S.

15. San Francisco Rush

Extreme Racing

16. Vigilante 8

17. Breath of Fire III

18. VR Baseball '99

19. Powerboat Racing ^ -

20. Jeremy McGrath f '

Supercross '98 \

The Rookie's

Can’t Miss List

If I'm not on the ice burning down the net.

you can find me plugged into my PlayStation

or N64 playing all the best sports, racing,

action/adventure, and fighting games.

1. 1080° Snowboarding (Nintendo64)

2. NBA Shoot Out '98 (PlayStation)

,
3. All-Star Baseball '99 (Nintendo64)

4. Tekken 3 (PlayStation)

5. MLB '99 (PlayStation)

6. Need For Speed III: Hot Pursuit

(PloyStationj

7. World Cup '98 (PlayStation)

8. GoldenEye 007 (Nintendo 64)

9. NHL '98 (PlayStation)

10. Gran Turismo (PlayStation}



IMMORTALITY

ABUSE

POWER’

nintendo 64 sega saturn' playstation- game boy pockef/game boy’
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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


