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JURASSIC PARK

(Sega for the Genesis)
Super Cheat Model
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activate controller two. Press B to refill
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game, or use the D-pad to move your
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They ve ot a bullet
With Your name on it

We're talking high-caliber criminals—Al*Scarface™ Capone, Frank Niti, the Genna boys ... 1 you're eoing 1o
mess with the most notorious outlaws of the 20th century, vou'd better be Untouchable

Five missions. Three perspectives. Untouchable drama,
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Pursued across the galaxy, you and your Rebel Forces now marshall new

strength on the remote ice world of Hoth. Although tracked by probe

droids, attacked by ice monsters, and confronted by an army of gigantic

Imperial Walkers, you must not give in. You are the Alliance’s only hope.
Teach w grucsome ice beast a few

otaners e B A eI gk i : i ' Learn the ways of the Force, then test your skills in this fast-paced,
action packed sequel to the hit game, Super Star Wars.

Alternate between sideways scrolling, dizzying Mode 7 flight AL
0 e

sequences and first person cockpit views. Experience the richness
of a 12-megabit, interactive Star Wars universe, loaded with new

i the hostile world of Dagobali with the enemies, exciting dialogue, movie sound effects, cool vehicles, and S”Ffﬂ ”l”"_'””ﬂ
Jedi Master Yoda.
ERTERTAINNENT SYSTEN]

intense 3-D space battles. Join Luke Skywalker, Han Solo and

Learn the scerets of the Force as you train

Chewbacca in a continuation of their epic action/adventure in

Jvc Super Empire Strikes Back.

MO ST A

Star Wars and The Empire Strikes Back are registered trodemarks of Lucashilm Lid. All rights reserved. Used under authorization. Super Star Wars ©1992, Super Empire Strikes Back ©1993 Lucasuts Entertainment Company
Super Nintendo E System & is o registered frademark of Mintendo of America Inc
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Just one of 19 different Trick

Most Realistic
Billiards Game on
The Market.

A little 9 Ball or do you prefer
Straight Pocket Billiards.

.95 FIRST MINUTE /.75 EACH ADDITIC

A Proven Winner on the Genesis since 1991.
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Shots designed by the Masters.

NEED A LITTLE HELP ON THE TRICK SHOT?
Call the Data East Tipline

1-900-454-5SHELP

ONAL MINUTE
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NEVER "“"WRITE OFF”

B . BEWARE THE
MR.PERFECT™! BANZA| DROP!

PUNISHING

LIVE-ACTION
PILEDRIVERS!

VIDEQ OF EACH
SUPERSTAR!

BRACE YOURSELF! A supercharged lineup of 20 Superstars collide
in the ultimate World Wrestling Fe*‘”‘“ﬂ“[" slugfest! Ballistic Tournament
battles, "No-Holds-Barred” brawls, thrashing in and out of the ring action,
brutal fight-to-the-finish Steel Caae matchups...and more!

Do you have what it takes to escape this ring of steel? It's time to

unleash the Rage in the Cage™!
entertainment Inc.

KOMING SOON
MORTAL KOMBAT®
ON SEGA CD™!
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WE'RE CHEWING UP THE

TREVOR McFUR in the CRESCENT GALAXY™ RAIDEN®

available now coming soon

CHECKERED FLAG™ CYBERMORPH™
coming soon available now

N

STAGUAR,

0 0060 00

INTERACTIVE MULTIMEDIA SYSTEM

Atari, the Atari logo, Jaguar and the Jaguar logo are ™ or ® of Atari Corporation. © 1993 Atari Corporation, Sunnyvale, CA 94089-1302. All rights reserved.
Cybermorph, Checkered Flag and Trevor McFur in the Crescent Galaxy are trademarks of Atari Corporation. All rights reserved. TINY TOON ADVENTURES, characters,
names and all related indicia are trademarks of Warner Brothers, licensed to Atari Corporation © 1993, Ratden® is licensed to Atari Corporation by Fabtek®, ©1993.
Yoshi's Cookie is a trademark of Nintendo of America Inc.©® 1992, 1993 Nintendo of America Inc. Mario is a trademark of Nintendo of America Inc. All rights reserved.
Sonic the Hedgebog™ is a registered trad, & of SEGA of America, Inc. All rights reserved,
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TINY TOONS™
coming soon

Here’s something to

gnaw on. The

) new Jaguar
Finteractive

multimedia

system has a mind
blowing 64 bits of
power, compared
to a wimpy 16 bits T —_
for the competition. 64 bits means 16 million
colors in a 3D world. Breakneck speeds. Cat-like
control. And special effects like you see in the movies.

How does it sound? Well, if this ad had a volume
button your mother would be yelling at you to turn
it down. Car crashes, alien screeches, jet engines
and other bone rattling stereo CD quality sounds
will make you jump out of your seat.

When you do, make sure to run to the nearest
store. Everyone else will be there chomping at the
bit to buy one.

What we're really saying is Jaguar’s 64 bits eats the
competition alive. Sink your teeth into it and you’ll

see what we mean. Get Bit by Jaguar.™ F_
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VIDEO-GAME VIOLENCE DEBATE RAGES ON!

Politicians are now

jumping on the video- = ]
umping onh i ...Either remove the needless  BiGERGREATIZEIS
Dear Mr. Lungren,

et 11 Nowsihii. violence from the games or remove BESEREE
to jump on the

calises for their own pol bandwagon with these

California Attorney the games from the market.” st around the cotr o 0L andlcton i

regarding kids and viol ! appreciate your concern

General Daniel
Lungre —Daniel Sl U v my i
f Il n sent out the Lungren, Attorney General C‘?“f'mnarmanmﬂi‘;imy i "E'pfz:::sgeﬁa i,
ollowing letter to key ofthe State of California. PRI RE Ity iesanina
players In the industry. ple A I b cou uote some retigions sy g
While our e
tainment faf ?n?ﬁ'ﬂ?: 1t Continues 10 blame popuar enty
im 8r-

Dear ViosoGanes Magazine, or T govern

|| am writing you today to ask you to stop the manufacturing, ﬂ,eb:;::?:e%‘;ﬂﬂﬂm That's just tﬂ:gilmn:;?ﬁ other than to censor

licanging, distribution or sale of any video game that partrays system and o el:ur youth has more to do w‘mﬂemunaily beligve

gr[aphic and ,,?'?Ttu;i?us ;laotien;ehi_n?rlruginu bist not limited to state of the Am:rrffar?,“ﬂ of the family than w‘; 300:; educational

the games Mortal Kombatan ight Trap. time low Cchool system js mes. The
Lot me be clear: | am not proposing legislation, government divart aﬂ;‘z;’;rﬁur efforts to attack thla &:di:;_embarr_assmg all-
regulation or itigation to curtail the availability of these video not rally our ind rom your institutions’ gwn shﬂama industry
games. Instead, | am appealing to your sense of corporate and every ohilg's de;;lfy around a positive caLrse?mmm'"gS Wi
personal responsibility: Either remove the needless violence sure the video- 100 by the year 20001 That A computer on
from the games or remove the games from the market. Efforts b cg:ma industry could get bahl_nzsllmemmg I'm

Never before has our society seen such gruesome acts of gone. Here's 2 SOr popular forms of media i
violence committed by youths at younger and younger ages. “coMic 5 Sgﬁ"&"ftsw j ia have come and
lished in the 1950, argusdﬁ;?n of the Innocent, a book pub-

| The number of Juveniles arrested for murder in the United
States increased 119% between 41986 and 1991. Here in
California, the number of juvenile arrests for murder increased
over 136% during the same time period.

Continual exposure 10 violent images and themes in vari-
ous entertainment may ot be the direct cause of these atro-
cious acts. But inte ractive video games which promote vio-
\ence do have a deadening, desensitizing impact on young,
impressionable minds.

| Studies of both television and video-game exposure nave
found that violent video images encourage agoressive activity
and antisocial behavior. For example, 2 1987 National Coalition
on Television Violence study found that violent video games
\ead to more aggressive pehavior by children.

The message conveyed to our children by these violent
video games Is that the only way o win or be successful and
obtain power is to demean and destroy opponents while strip-
ping away their humanity. | am particutarly disturbed by the
{act that many new video games are more realistic in their por-

Ihls‘gggzraﬂun il ngs on the issue. Surprisingly
K & ROLL has received con I

ed officials sing i
Glnton likas 1 € its birth. It's funny

: ;AP—DH\‘OI
o gﬂmaiﬁstar Stallone's
grat:e #gls;i:&:hasa‘fli&?es\;eems okay. (So f

i ru%ﬂt;;ﬁji:etme\ds{op's Mame;r.'.me Chil

e dpilel] eﬂrs of millions Of children at 9 e
haw.a iElH:akan it orts by Michigander Terry Rapﬁmfae:new
o o ANERS -l ot
him! Elvis later wen?? bl

stant harassmen
t by elect-
0 note that Presiden!: F!irrCt

Ramba films y
/i pset
T, the early '80s generation :ﬂm

trayal of graphic violence and other adult-oriented themes. et
This trend ignores the industry’s own statistic that approxi- stop violent acts al off the shelf s not goi
0l
sion that in 30 or?"]vuuna people, B it's 3 fgmg'gn?;undc::enry
-

House who of Yyears there will be so i
rhnm ek tha:regr:ﬂi?ngan:es, Hopefuuymhe: Eﬁ érﬁénﬁm "
; -50lyi i i
g s Py s et sl
8 responsi i
10ns f0.0ur more seriop psrﬂg? foaking for realistic soly-

mately 70% of all video games are owned by children.
\.eadership comes from the top, and that is why 1 am call-
ing upon you and other industry leaders to remove the need-
less violence in your company's video games or withdraw
them from the market. Let's all explore new ways to challenge,
educate and entertain our youth rather than going for the

cheap, mindless, misleading and dangerous thrill of video-
game violence. You
| fook forward to your reply and consideration of this Cnn';%a;'
e

Important matter. Edor it Cher e

Sincerely, gazine

Daniel E. Lungren

Attorney General

Sub-Zero gives California Attorney

General Daniel Lungren a REAL
taste of video-game violence.
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Ceme On ‘Baby, Wt ‘My/ TFire STELLF.I.HFIHE

By Zach Meston and Mike Miles \ &

VipeoGames chats with Rhett Anderson and Randy Thompson, the lead programmers of Stellar
Fire, about Sliced HAM (the graphics mode, not the meat), bad translation and why they wouldn’t
have freed Willy Beamish.

VioeoGames: Is Stellar Fire just a sequel to Stellar 7, or an entirely new game?

Rhett: This game was designed from scratch, although Stelfar 7 players will feel at home. All the 1Q for
the aliens is new. All the shapes are new (well, the artists might have lifted a couple from Stellar 7 or Nova
9, but I'm not sure). | designed and wrote the entire 3-D system. We are not using Dynamix's 3Space
graphic system. This is a 3-D system optimized for the 68000 and optimized for this game.

Tim Midkiff wrote the graphics converter for the vehicle preview screen. It does an unbelievable job of
taking a VGA screen and making it look great on a Sega shadow/highright screen (actually shadow/high-
light, but it's called shadow/highright in Sega’s humorously translated documents) using his own palette
selection routine combined with one | came up with when | created Sliced HAM mode on the Amiga. Shadow/highlight mode adds
some colors to the Sega’s 512-color palette and gets 59 or 61 colors (some weird number) on the screen at once.

VG: s there FMV in Stellar Fire ? Does it use more than 16 colors?

Randy: Yes, it uses more than 16 colors. Games like Night Trap use “lossy” compression—the video image looks muddy because it's
altered to compress better and play faster. | chose a lossless method, and achieved a 30 fps frame rate with a larger screen area than
you find in most other games’ FMV.

VG: Rhett, why did you create Sliced HAM? How did it work?

Rhett: | created it to do game title screens, put it out as public domain and people went crazy with it. HAM is an Amiga mode that gives
you very colorful images without using up much memory. It lets you have 16 palette colors; all other colors in the image are “modifica-
tions” of the previous on-screen pixel. Sliced HAM lets you change the 16 palette colors on each display line using the Amiga’s copper
(graphics coprocessor). A well-done SHAM picture doesn'’t suffer from the fringing effects that a HAM picture does. | consider it dead
now that AGA Amigas are here, but it's still supported.

VG: Dynamix’s first Sega CD game, The Adventures of Willy Beamish, had some major problems.
What happened?

Rhett: | got pulled off Stellar Fire to help with Willy Beamish, but it wasn't my product. Randy and |
tried to get it held until it could be sped up, but the programmer was dead at the end of the product.
Shoehorning a PG game into the Sega CD was a bad idea. It wasn't [the programmer's] idea, of
course; he would have done it all in ML instead of trying to get the PC code to compile, but Sierra
and Dynamix wanted their systems to run on the Sega CD so they could port their games over. |
think of Willy Beamish as the sacrificial lamb that let Randy and me call the shots on Stellar Fire.

SUPER NES



RETURN TO MORTAL KOMBAT
| am writing in reference to an article in your
October '93 issue on Mortal Kombat's Reptile  her leg grab. That requires a
character. | wish to make a claim about Sonya and her inability to fight him. ~ “Block” also. But her finishing -

In Step 4 you say, “Successfully perform your finishing move on your  move alone will not disqualify her. If you choose to investigate my claim,
opponent. Unfortunately, this means that Sonya can't fight Reptile: Her fin-  follow these instructions:

ishing move requires a press of the “Block” button, which disqualifies her, 1. use only one player. (Meaning, don't let the other enter the tournament.
as described in Step 2. I've also found that doing that disqualifies everybady!)

Now | don't know about the Sega, Game Boy or Game Gear e 5 - 1
systems...but as far as the Super NES version is concerned, that state- 2. Never use Sonya’s Scissor Leg Grab during the fight at the pit.

ment is wrong. Sonya can fight Reptile! | have done it three times. While |  3- Get the Double Flawless and Finishing Move as you described in the article.

admit | have no physical support of this claim (e.g. photographs), there  Brett H. Bauman
was one witness to the first two times | found him. The only thing that will  Woodlands, Texas
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SEGA-CD “owners asked. We listened. Now, it's here...

NS—

THE SILVER STAR

ﬁw‘dmﬁrz‘fﬂw M

SEGA AND SEGA CD ARE TRADEMARKS OF SEGA ENTERPRISES, LTD. Game (C) 1992 Game Arts. “LUNAR” is a trademark of GAME ARTS. Licensed from GAME
ARTS by WORKING DESIGNS, 18135 Clear Creek Road, Redding, CA 96001. This game produced in 3B, eh? For a dealer near you, call (916) 243-3417 ext.190.
CIRCLE #1_06 ON READER SERVICE CARD.



P.S. Is there any way | can
send Ms. Elizabeth Malecki
(the woman who plays
Sonya) a letter? I'd like to
send her one. Don’t worry,

it wouldn't be anything

7% derogatory. Can you help
+ me out?

Hey Brett, you're right—you can fight
Reptile with Sonya. As for contacting Ms. Malecki,
" the hest we can do is give you Midway's address:

W ET
3401 North California Ave.
Chicago, IL 60618-5899
You should suggest starting a Sonya fan cluh.

Having just finished reading your magazine's
coverage of Mortal Kombat (October '93) | have to
say the author of the article deserves a “major
sucking chest wound.” Having spent several days
. trying to execute the fatality for the Sonya in the
| Genesis version of the game without success, my
conclusion is that the author just made up a fatal-
ity move.

This conclusion also stems from the fact that the
article on Reptile states that the only character that
can't fight Reptile is Sonya because to execute her
fatality, you have to use the “Block” button.
This...person conveniently forgot that Scorpion
also uses the Block button.

Why does your magazine and your contempo-
raries portray the female characters in video games
as helpless, leggy bahes, who need saving, or
man-hating punching bags? (See Chun Li & Sonya.)

Extremely HACKED OFF!!

D.C. McKay
Chicago, Illinois

Whao do you think we are D.C., EGM? We never
make up anything. How could we have gotten a
picture of Sonya doing her finishing move without
actually doing the move ourselves? Obviously, you
must be pretty had at Mortal Kombat if you can't
do a simple finishing move that we gave you! By
the way, you don't have to push the “Block” button
lo execute Scorpion’s finishing move. Sure, it's
easier, hut only for those people who are really
lame and can't manage to do a finishing move
without some help.

As for the video-game industry’s portrayal of
women, if anything, VioeoGames is the only maga-
zine that tries to break down feminine stereotypes.
When you look at EGM and Diehard Game Fan,

SEGA GAME GEAR & oW by § SEGA €D
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you'd think that women still belang only in the
ou’ve been playing the amazing kitchen or the bedroom. We try to break stereo-
smash hit Mortal Kombat |/ types, not support them.

nonstop since it has been released.

Did you ever wonder, “How'd they do o ANGRY WOMEN

that?” VipeoGames got the behind-the- L I'm a 13-year-old from Monterey,

scenes scoop on the making of the : : California, and I've got a lot to

arcade game parents love to hate! 0 say to the 50-year-old who said
2 that women don't like violent

games. News flash—I know of
at least eight 18-year-old
women who are about 12 times
§ better than | am at Street
Fighter Il, Mortal Kombat and
Samurai Shodown. Women
are violent; just look at my
mother. It's just that some of
them, maybe the smarter ones, take it
out on video games instead of their children.
Think about it carefully.

Dylan Reynolds
Monterey, California

We hope everything is going 0.K. at home,
Dylan. Remember to call 911 if things get hairy
with your mom. Keep in touch.

AN ARTICLE THAT ROARED!

| have read the October '93 issue of VipeoGames
and was satisfied with the coverage you gave of
the upcoming Atari Jaguar System. Compared to
EGM's coverage in a recent issue, your article was
topnotch! Sure, they wrote and published the first
article about Atari’s Jaguar conference; but their
article paid no attention to

detail and filled only one X

page. They acted like the g
Jaguar was an inferior
new product. | commend
you on giving the
Jaguar the coverage it
needed.

Wes Worthen
Gladewater, Texas

SAMURAI CENSORSHIP

| currently get three mags, and | am very angry
at all of you. The Genesis vs. SNES version of
Mortal Kombat and the issue of censorship went
on and on in all of your mags, yet not one word
has been mentioned about SNK censoring the
home version of Samurai Shodown.

SNK is blatantly ripping off Neo*Geo owners.
It's made no announcement, nor has it offered
any explanation. | respect [Nintendo] for at
least being open about its decision. SNK, on the
other hand, has been sneaky and underhanded,
as it did nothing, even after all the mags gave
Shodown glowing reviews.

Tor|(0)
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| only happened to find out when | called its
game lord and got the bad news on a voice-mail
recording. This hardly qualifies as a public
announcement.

| paid a lot of money for a Neo*Geo system,
and the carts are all very expensive, but to get the
exact same game as the arcade justifies the
money. Now | can't get the same game or even a
choice. You do your readers a great injustice by
ignoring this issue, because never before can |
remember a game company purposely conning its
customers.

Somehody needs to make the public aware.

Gerry Hentz
Maple Shade, New Jersey

We contacted SNK about the difference
between the home and arcade versions of
Samurai Shodown. What we found out was that it
feared the kind of backlash it got a couple of
years ago about the game Beast Busters. If you
happen to remember, Beast Busters was a shoot-
er with lots of blood and guts. SNK Japan was
afraid that there would be a similar controversy
about Samurai Shodown, thus its decision to cen-
sor the home version. At the last minute, the U.S.
office decided to overrule SNK Japan's position,
but, unfortunately, the games had already gone
into production. Thus arose the censoring of
Samurai Shodown.

COMPUTER PLAYER ALERT!
| recently have been introduced to the new (to
,3 T me) and  amazing
£ world of computers.
f//“”//[“”“" I've been a Nintendo
.9 go-getter since the

AYNMOWER MAX B ade itlah

[ TR TR R TR Y AT T

ey S I“‘ captivated with the
o mma_,t;g%. i world of computers.

" ! The question | am
& 7 about to ask | by no
means mean to offend,
| am still and will
© % remain a fan of your
! .« | mag (and subscriber),
but do you think you
could recommend a mag about computers? While
you by far have the hest mag for carts and a great
game review section for computers, | would like to
also have a mag for my computer. One that would
still focus on games, but have a good software and
technology surplus, too. | figure if | want some-
thing good, | should ask the best!

John Capita
Watertown, Connecticut

Look for our new computer magazine, CoMPUTER
PLaver, hitting the stands in May.

STD has also come out with the SN
Programmable for the SNES. It's a table top
controller, with a joystick and pre-programmed
moves for Fatal Fury and Street Fighter Il. You
can also program your own moves using the
LCD display.

—o—er— A e e o el



Put on @ Whole New Face!

' Magazine

VipeoGAMES T-shirts are
printed front and back. All
T's are 100% cotton,
black with multicolor
design on back and
VipeoGaMES logo on left
front. X-large size only.

hter NI

 FREE ! siioir ceNekroto! s

YES Start my subscription _Name
to VIDEOGAMES
N Magazine at the Address

amazing low price of only $19.95 forthe  City/State/Zip

next 12 issues and send my hot new [_IPayment Enclosed ~ Charge My [ Visa [IMC
ViDEoGAMES T-shirt right away! Not only do

[ save $39 off the annual newsstand price, Exp.
my T-shirt is absolutely FREE! Signature

MONEY BACK ON UNMAILED ISSUES IF NOT SATISRED!
Foreign add $10. Make checks payable to L.F.P., Inc. Basic subscription price: 1 year, $19.95. Your first issue will arrive in & to 8 weeks.
OFFER EXPIRES APRIL 18, 1994 COOAA

VideoGames, P.O. Box 16927, N. Hollywood, CA 91615



DTMC, Viz Communicqtions, Triax

and

1T T

T ERLL TG T 4/;//%( i /-JZ/WI'

presenf the

a1/2

DTMC, VIZ COMMUNICATIONS, TRIAX AND VIDEOGAMES MIAGAZINE
GIVE YOU THE CHANCE TO WIN ONE OF 100 PRIZE PACKAGES!

You've heard about the comic Ranma 1/2, now here’s your chance to play the
game. Just send in a postcard with your name, address and phone number to
Ranma 1/2 Contest and you’ll be entered into a drawing to win Ranma 1/2 games
for the Super Nintendo Entertainment System, Triax SNES controllers, Ranma 1/2
T-shirts and Ranma 1/2 comics.

100 PRIZE PACKAGES WILL BE GIVEN AWAY:

40 LUCKY FIRST-PRIZE WINNERS WILL RECEIVE THE RANMA 1/2: HARD
BATTLE GAME FOR THE SNES BY DTMC, AN SNES TRIAX CONTROLLER, A
RANMA 1/2 T-SHIRT AND THE LATEST ISSUE OF THE RANMA 1/2 COMIC.

35 SECOND-PLACE WINNERS WILL GET THE SNES TRIAX CONTROLLER AND A
RANMA 1/2 COMIC.

25 THIRD-PLACE WINNERS WILL RECEIVE THE RANMA 1/2 COMIC.

Address your entries to Ranma 1/2 Contest, ¢/o VipeoGames Magazine, 9171 Wilshire Blvd.,
Suite 300, Beverly Hills, CA 90210. Entries must be sent on a postcard (no envelopes,
please). Multiple entries accepted, but each must be sent in separately. The deadline for
entries is March 1, 1994, and all entries must be received by that date to be eligible. The
winners will be selected in a random drawing of all entries.

DTME Inc., Viz Communications, Triax and ViosoGauss Magazine are not responsitie for late or lost mail. Employess of DTMC Inc., Viz Communications, Triax,
VineoGaues Magazine and LF.P. Inc. and of their subsidiaries and affiliates are not eligibde, nor are members of their immediate famifies. All materials submitted,
including, without lmitation, the ideas and sxpression of thosa ideas, become the property of DTMC Inc., Viz Communications, Triax and VineoGases Magazine and
will not ba returned. No purchase necessary. All winners will be notified by mail. One hundred (100) winners will be selected by the ViceoGases judges, who shall
have complets and sols discretion in selecting winners. All decisions are final. All taxes and delivery on prizes are the sole responsibility of the winners. Winnars
release DTMC Inc., Viz Communications, Triax, ViocoGiaess Magazine and LE.P. Inc. and their subsidiaries and affiliates in all matters relating to the use of prizes. No
substitution of prizes or cash equivalent allowed. One prize per family.

Winners grant permission for use of their names, addresses and photos for advertising or promotional purposes without additional compensation. Contest void
where prohibited by law and otherwise governed by California law.

MINI-ARG ‘;!‘Z FOR GAME ﬁ('i"i
BY NAKIINTERNATIONAL

The HandyGear is an all-in-one accessory similar f
to the Mini-Arcade. The HandyGear is shock
absorbent and water resistant so that it protects =

the fragile Game Gear from bumps and rain. If
you're going to the Himalayas or on an African

| safari, the HandyGear is meant for you. Mortal
Kombat on Mt. Everest? Sounds like fun!

3»—-«.’-———‘:—-0—-—4 — €3 —er—0—— F———‘:——-&H’——M



OBJECTIVE: RESCUE ESTROY
SARAH GONNOR RESEARCH -

4 '
y “
q TERMINATOR, TARENCIOS+EL £ TON ang Depict on of ENDOSKELETON are radbrriarks of Ca Foed et
from Acclaim Enestainmen! . i € 1961 Milway Manulagllring Cosrmany Segu Groesis and Game Gear aigiragueies of Scoi £
20

enferlalnment ling (egistered trademarnks of Nndo of Aferica nc. 1993 Ninteru o Avetice e Fiying Fidge i1 are diviIOnS ol Acc i ¢

HASTA LA VISTA,
BABY!

D CYBERDYNE

, CIRCLE #104 ON READER SERVICE CARD.
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f you have any tips or tricks that you haven't seen printed anywhere else
them to us at VioeaGames, Attn: Tips & Tricks, 9171 Wilshire Blvd., Suit
us about a vaiuable new hp or tnck we'll print it and send you $10!

_C-Hnls

MUORTAL
KOMBAT

AccLaim FoR THE GAME Boy)

BIENIEK

Pla

as Goro'

This portable Mortal Kombai Ky be the only version of the game that allows you to
control the four-armed mutant, Goro. . .so listen up, because it's not easy to do:
First, you have to defeat Shang Tsung and win the game. (See, I told you it wasn't
going to be easy!) Watch the credits roll by and wait for the words “THE END" to appear.
Point the control pad to the Upper Left position and hold it there, and hold the SELECT
and A buttons as well. Continue to hold those buttons down until the screen fades and

ANp ZACH

the words “ENTER YOUR INITIALS" appear on the screen.

Next, input your initials and press A. When the the high score table appears, press START; you'll get a screen that
reads, “Goro lives. . .as you!" Congratulations; you've just discovered a hidden version of Mortal Kombat where you play
as Goro and all of your opponents have been given new names!

"R FELTEA

Tif BRADSTEEK
PRODULED BY
SARY LiIDDON
THANKS TO

MARIA BERNTSSOM

|
|
|
I
|

116" £658 Yean

PRODUCER

Beat the game and wait for
the credits to end.

aRa LIVES , . .

A

A% _Yau. ..

Who...me?

Hold Upper Left+SELECT+A

until the next screen appears.

THE EMND

SIS o S0
‘%Hmmwm wmw’j

Fight against characters like
“Bob” and “Fergus.”

ENRERALER
EAP 11 18881888

Next, enter your initials and
press A.

HINNING STREAKS
EAP
ARH
Mia

11
18
a
as
a8
a8
87

Tin
&RL
Tay
Joa

Then press START at
high score table.

Toiuab

L FIGHT

It's Goro vs. Goro in the

“Mirror Match”!

18881888
83356798
83Z18338
83155568
82447788
82ZISS638
81226368

Play the game
as Goro!

the

10 6 pm. (Pamlic Standard Time)

f1days a week
COST: Standard long-distance rales lo Redwood
City, Califomia, apply.
TIPS: Sega’s game counselors fisld g
any Sega game for the Gen
Gear or Master System. W
Seismic's Genesi
Renovation fitles, qu
are not covered by
however, refer you |
bers for tips on licensed titles.

stions abau!

Atari Comp.
(91]0) 737-ATARI

‘of tips and strategies for

Turbo Technologies Inc.

(310) 337-6916

HOURS: Monday through Friday—9 a.m, to 6
p.m. {Pacific Standard Time)

COST: Standard long-distance rales to Los

Electronic Arts
(900) 288-HINT
HI even days a week
for the first minute, 75¢ each addi-

tional minute

TIPS: Recorded messages provide tips and pass-
words for Electronic Arts games; game coun-
selors may also be available during normal busi-
s hours.

U.S. Gold (Flashback Gameline)
(900) 288-GAME

HOURS: 24 hours a day, seven days a week
GOST: 85¢ per minute

TIPS: Touch-Tone menus of recorded msssams
offering tips and strategies for U.S. Gold's
Flashback for the Genesis and Super NES.

Data East

(900) 4545-HELP

HOURS: 24 hours a day, seven days a week
recorded messages, o 8.a.m. o 5 p.m. (Pacific
Standard Time) Monday through Friday for' |
optional game counselor assistance I
COST: 95¢ for the first minute, 75¢ each addl—
tional minule

TIFS: Tips and strategies for Data Eas
Shadowrun for the Super NES are the primary |
resource, but help is available for many other |

Data East titles, including Sice Pocket and mgn[
Seas Havoc.
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SELECT ; |
YOUR PLAYER E

!

!

SELECT A“E
YOUR PLAYER
: A,

. b s s

iy o ja=ne CODES

Set the “SOUND” to MNext, choose a character Quickly press A+B+C Codes for use with Galoob’s
“OE”, then press A. and press A. and release. Game Genie Video Game
Enhancers

FEEEAy

To earn extra credits in this arcade-based showdown, [T s X, 7ord] [ - '
i B Wri 1
choose *OPTIONS from the fe Screen and set he (= ’"”’,’: "“"_:”"- s | f| SECGRET OF MANA

CREMITS 99
“SOUND" to “OE", then press A fo listen fo the sound.

ONTINUE (SQUARE SOFT FOR THE
: Super NES)
Next, choose “EXIT" fo return to the title screen and slart b g _

1
11 PRESS  STAAT

1
[ B .

L

[Eerdonne

acharacter and press A; then, when your character Iooks _H‘" -
up, quickly press the A, B and G buttons at the same ., .. game; when  You'll see that you have

time and release them. If you've done this trick correctly, you get killed... 99 credits in reserve!
you'll start the game with 99 credits in reserve!

it 8208-776D—Protection from most
appear, press X, Y, A.B. X Y,A B, _uf | hits (SWITCH OFF TO KILL ENEMIES)
START. The “Special Presents” menu /[ - b oo s hat yatbors s
will appear, allowing you tlo ChUDSE ' e : money to buy them ‘
)‘DUf Stal'tlng Sfage 2 — # I 9C06-85AD—Wisdom for level
e | 16 is 920

DISNEY’S
ALADDIN

. (SEGA/VIRGIN FOR THE GENESIS)

Press X,Y,A,B, X, Y, A, B, I¥'s the hldderl siuge'se|ed menui Ahh, Tips & Tricks—the cheater’s
START. paradise!

EXILE: WICKED PHENOMENON

(WorkinGg Desiens ForR THE TG-16/Duo)

RGIB-Y6Z8—Infinite lives
At the Exile: Wicked Phenomenon title screen, press and hold ATCB-0A24—Invincibility
SELECT, I and Down on the directional pad; then, while continuing to hold ATBY:0ASL—infinire apples
those buttons down, press and hold RUN. (If you get the “Not enough backup RAM"
message, just release the RUN button and press and hold it again; you must continue to BRAM STOKER’S
hold the other three buttons down during this process.) You'll be sent to a hidden “Exile 2 DPRACVLA

Visual Viewer" menu, which allows you to check out the game's animated intermission (Sony IMAGESOFT FOR THE NES)

NUNTZUKU—Infinite lives
SUXLISVS—Almost infinite energy
AEVGPPPA—Infinite time

and ending sequences!

JOE & MAEC

(TAKARA FOR THE GAME Boy)
002-37D-E6E—Infinite lives
FAB-E9C-ACT—Infinite energy
3EA-B9F-6E9+02A-BAF-7FD+EOA-
8BF-2A9—Start on level three

Hold SELECT-+ll+Down+RUN. You'll access the “Exile 2 Visual Waich the ending sequence—it's
Viewer” menu. a killer!

FEBRUARY '94
— — i . p———— LS %




er Cheat Mode!

To access an mcrpdibly powerful cheat mode in Jurassic Park, enter the password
‘NYUKNYUK." Press START—or highlight the word "START" and press any button—and the
message “SECOND CONTROLLER ENABLED’ will appear on the screen. Now you can exit
from the password screen or enter any valid password to start the game.

With this cheat in place, you can press the B button on Controller 2 to refill your life gauge
at any time; if you're playing as Grant, this will also give you a full supply of every possible

(SEGA FOR THE GENESIS)

weapon! Hold A on Contraller 2, and you'll be in slow-motion mode!
Best of all, this cheat allows you to use the D-pad on Gontroller 2 to move your character anywhere, even through walls, floors
and ceilings! Be careful, though: You'll still be affected by gravity when moving around this way, and if you venture too far off the screen

you can still be killed.

v- . Use the D-Pad on Controller 2
r press B to power up. to go through walls!

JP_0_ARK
- Change the parameters of this password by entering different characters in
- the third and fifth positions.
e Enter “G" as the third character in the above password to play as Grant, or
use “R" to play as the Raptor.
i » Choose your starting stage by entering a number in the fifth position of
- e the above password. Use “1” through “7" for Grant, or “1” through “5” for
Use our formulc eate  You can see the ending scenes the Rapt{)l’.

yOUr OWN Passwort for both characters! Note that the fourth character in the password should be the number zero,
not the letter “0.” To illustrate how the formula works, let's say you want to play

as Granl and start on the fourth stage; your password would be * .IPGIMARK i

und Test Menu!

If you're too lazy to figure out a password using the above method, there is a hidden stage-select menu in the game. To find it, you must §
| first visit the “OPTIONS” menu (for no apparent reason—qo figure!). After exiting “OPTIONS,” enter the “cheat” password “NYUKNYUK," §
b but don't exit the password screen. Highlight the left or right arrows (“<<” or “>>"), then press and hold A, B, C and START one button at §
| a time, in that exact order. (Continue to hold all buttons until you finish the sequence.) i
¢ The “SECOND CONTROLLER ENABLED" message will appear as described above, but if you highlight “EXIT" and press any button, §
{ then start the game, you'll get the hidden stage-select menu. . .with a bonus sound test!

The cool thing about this stage-select menu is that it allows you to start at more specific places in the game; the password system only §
¢ allows you to start at the beginning of each stage. You can also play as Grant in the levels that were designed for the Raptor, and vice versa. §

af;- peTioNs .

o mmrnmee

| o - ;
First, enter he Next, input the super
[l “OPTIONS" meni heat password
then exit. NYUKNYUK” and

PO B O T |
.:-:gr1|'|_;||1 the arrows.

FEBRUARY ‘94 ==}
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ON GAMEBOY“AND GAME GEAR'

Check it out, man! Bart’s takin’ it on the road with his hot new
portable hits! He's “on lead,” live, dangerous and touring the world
in three chart-topping Simpson™ smashes! So grab your GEAR
and get ready to jam with the BOYs! Nobody plays like the legend-
ary Bart Simpson...uncut, uncanny and TOTALLY UNPLUGGED!

SEHANA

-

MAtE GRoENING

CIRCLE #104 ON READER SERVICE CARD.



During the game, call up the “bomb parts” screen by pressing OPTION
2 when not standing next to a monitor. Next, press Up, Right, Up, Left,
Down; you'll hear a buzzing signal to indicate that you've triggered the
game’s invincible mode! You can perform the trick again to turn off the
invincible mode, if you wish.

LIb[nS[D ‘IU nmn &

IATARI FOR THE Lynx)

......._._. T2ONE r_1 LEIEE e

I ] sl —lY _'. EF‘.,.”E
'{L
DATR

,‘ & ’JFHFI’HD

T

During the game, call up the weapon screen by pressing OPTION 2 twice when not standing next to a
monitor. Next, press Down, Down, Down, Down, Right, Up, OPTION 2; you'll get a full supply of
every possible weapon! Repeat the code whenever you need a weapon recharge.

[FZone 0
| BOME O
DATR [

M EEETEEE

View the map screen by pressing OPTION 2 while standing next to a monitor. Next, press Down, Up,
Up, Up, Up, Up, Right; you'll hear a buzzing signal to confirm the code. Now you can pick a level by
pressing Up or Down on the directional pad; the number in the lower-right corner of the screen shows —
which stage you've picked. Pressing Up and Down also toggles the score between “00000" and “00128"; “00000"
puts you at the beginning of the chosen stage, and “00128" takes you to the end of the stage. When you've finished

setting the stage numbers, press OPTION 2 to warp there!

FICHUF: =

il o S B LS 0 w = LB E L
BOMB OF v e e leone O e e
DATA [ = . B DATR [} rprr =
MEAFON [ g WEAFON O
A REDD ACE = UDU = REDD ACE = LOU =
FICHUFS m ERIT ERIT

MORTAL KOMBAT
IARENA FOR THE GAME GEAR)

AT AR
g~

2B8 ?6F F?A""_Sﬂn}'n 5 h’g gtC‘T‘ dn’.._.' maore ag (ﬁ‘ 2
2BB-66F-F7A—Scorpion’s harpoon does more
dﬂmﬂg

2BB-6EF-F7A—Rayden’s flying thunderbolt does
more damage
2BB-4EF-D56—)
more damage
37B-36F-D52—5ome other special moves do
more damage

01B-CIA-E6A—Start on malch 2
02B-C9A-E6A—Start on match 3

shadow kick does

ohnny Cage's

Codes for use with
| Galoob’s Game Genie
l| Video Game Enhancers

240-C5D-C4B—Player 2 usually starts with 1/2
health

20B-06F-F7A—Punches do more damage
2CB-26F-C42—Most kicks do more damage
3J0B-86F-C42—Foot sweeps do more damage
J0B-2EF-D5A—Flying punches do more damage
33B-56F-A2E—Uppercuts do m amage
2AF-237-D5A—Throws do more domage

03B-C9A-E6A—Start on match 4
04B-C9A-E6A—Start on match 5
05B-COA-E6A—Start on mirror maich
06B-C9A-E6A-—Start on enduro match 1
07B-C9A-E6A—Start on enduro maich 2
08B-C9A-E6A—Start on enduro m
09B-C9A-E6A—Start on match with €
OAB-C9A-E6A—Siart on match with
02B-E1A-F76—Start with one credi
06B-E1A-F76—Start with fi
OBB-E1A-F76—Start with ten



Yo—Lemmings ‘tl"l" 4
It's perfect porﬁh{@;ﬁn

; A T Nt BT
' ki AN : ! ) Oceén :Jf America, Inc.

o \4* M \'185§ @fToole Avenue, Suite D-102
- 18an Jode. CA 95131 A
R i A (403. 9:-0201

Lemmings @ is a registered trademark of Psygnosis Limited. Game program © 1993 Ocean Softw'Er?tinﬂe&QEeaniga registered frademark 'of Océan Software Limited.

All rights reserved. Nintendo, Game Boy and the Official Seal are registered trademarks of Nintendo orﬁmgca-lpc. @ 1991 Nintendo of America Inc.
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u _ Getting frustrated because this game has no passwords and no continues? No problem, because
"' there are two hidden Warp Links that zap you ahead {o Level 4 and Level 7, respectively.
The Warp Holes can be found by destroying obstacles on Level 1 and Level 4.

Use the same technique to find the Warp Link on both Level 1 and Level
‘D""AM”‘ FOR THE 3D0) 4 At the start of the level, look at the radar screen. The obstacle in the g
lower-left corner of the screen is the obstacle you want to destroy (and the only one you can destroy). Shoot J§
the obstacle until it explodes and a Warp Link appears. Drive into the Warp Link to leap ahead. :
The Warp Link on Level 1 takes you to Level 4 (Deneb), and the Level 4 Warp Link takes you to Level 7 (Arcturus). Our
thanks to Dave Martin, who passed along this tip to us during an on-line conference, of all places.

“}gu-h il B
T | e NN

You'll skip past the next two levels!

DURITURAG| oAl URLTIRA0 ]

STREET FIGHTER 11 SPEGIAI. CHAMPION EDITION (EAPEOM)
> 60% DAMAGE -——
Here's a Ryu combo from Eric Suzuki, formerly of Capcom; it appears on the video tape Sfreet Fighter Il: Mastering Great
Combinations & Strategies from Golian Castro Productions. Jump over your opponent and deliver a Roundhouse Kick just as you
reach the back of his or her neck; then land with a late Fierce Punch followed by a Jab Dragon Punch.

Press 7 to jump C on the way down Turn, press Z b e+X

CLAY FIGH'I'ER (III'I'ERPI.AY)

) — 35% DAMAGE =
? This Killer Kombo comes directly from The Smtch our underground Kombat expert. Using Blue Suede Goo, start with a jumping
&) Wi punch to deliver the Flying Belly Attack; as soon as you land, deliver a brutal kick Hair Blade, followed immediately by a brutal

E..'__.‘.:;L'..::;..'..::'.'..“J‘ _g‘,...::_:h_. —c ;il .i m i 1 | 7M‘ i - 2o - , e o
s, o VBN = 2 &

Press 7 to jump X on the way down -3 4 +R button ¥ ¢ €+l button

FEB UARY 794 _




(HI TECH EXPRESSIONS FOR THE
Suprer NES)

To give your life reserves a super boost in Tom & Jerry, simply press
START during the game to pause, then pressL, Y. B,B,A, X, Y, Y, B.R.
The game will no longer be paused after pressing the last button in the
sequence; this confirms that the cheat has been entered correctly. Con-
tinue to play the game; whenever you lose a life, you'll see that your total
life reserve counter seems to be stuck at “9”. This is because the counter
only goes up to nine, but you really have 99 lives in reserve! The num-

ber will go down if you get killed more than 90 times, but it's doubtful

that you'll use 'em all up in a single game.

~To skip any stage in Tom & Jerry, press START to pause the game, then press
al XAYYB, Il Ycu Ii he warped msiantiyto the end of the current slage! You
{ fi I

Move on o the next levell

’l

Y.Y,B.R Boom! You're af the end
paused. of the stage.

|\ Emr

SPFECIAL CHANTION EBITION

{Capcom FOR THE GENESIS)
In last month’s Tips & Tricks section, we told you how to perform three tricks that made the Genesis
version of Street Fighter [f even more “special.” At the time, we thought a six-button control pad was nec-
essary to enter the secret code. Fortunately, our overseas contacts have discovered a three-button version

of the code as follows:
Down Z Up, X A Y B C THREE-BUTTON CODE: Down, G, Up A, A B B, C

Use these codes while the “CAPCOM" logo is appearing, when the building is fading out or at the
“Battle Mode Select” screen for different effects!

RATTLT mODE SFIITT

W?“ e al
Qfﬁ,nﬁ! )

For uss WITH DMEL s Pno AcTion
RepLAY GamE BusTING CARTRIDGES

KING OF THE
MONSTERS

{TAKARA FOR 1 THE GENESIS] :

FF3B3

Nt 18rg 3
L
“ “ “ [+

| (AccLaim For THE Super NES)

TETRIS

(Nintenpo For THE GAmE Boy)

y time

{SEGA FOR THE GAME GEAR)

S o)
|

| m‘i’a&r .l'
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PRELS ITORT ROTTOM

(RENOVATION FOR THE GENESIS)

PASSWORD

PASSWORD
” EON FI0 5 o o
o

IHPUT
ABGCDLEFEGHIL W

KELBWmDPRRSI] ':-é’fs
UVHAY Zvaesn B 3?.‘

& + (0 45 &h

Enter the password “CON
FIG” followed by periods.

| DiENIys : o’ tw e,
- 1oy |

{ATARI FOR THE Lynx)

(Carpcom For THE Surer NES)

If you've played through Capcom’s
SNES version of Disney's Aladdin, you
may have reached the ending sequence
and eventually shut the machine off after
watching “The End” displayed on the
screen for several minutes. If you did, you
missed a secret fireworks display that only
the most patient gamers have witnessed.
You may have to wait a long time for the
fireworks to appear; one of our contacts
had to wait for nearly 15 minutes!

MUSIC  TEST

| » VOICE TEST

SOUND  TEST
GAME LEVEL
PONER LEVEL
FOOT LEVEL
ERIT

Presto...the secret
“Configuration Mode” menu!

You may have to wait

. REPLAY GAME BusTiNG CARTRIDGES

0n

al

(1]
3
95|
9

DISNEY'’S

ALADDIN

(SEGA FOR THE GENESIS)
EaT |

a long time....

7K of “scrolly message”!

JabTHOUGH™SeveRd dqi
i@gn ay abra%t%;gg ;
alie HEWQ‘EUJES. “Hdy
E,l_ll.! euen 1Seen UHITLey
sTRIBEER¥S CORMUNION?
IF S N I Can GIve |
rHe ol e#erpLanarion. |
| THB' AITON:TSwl'ANGD

It's a new world record!

Whoooah! She’s on fire!

...for the fireworks to begin.

DISNEY’S
ALADDIN

\ (CAPCOM FOR THE SUPER NESI
S =

MORTAL KOMBAT

{(AccLAIM FOR THE GAME Boy)

player 1
y; computer

PRINGE OF
PERSIA

(DomARK FOR THE GAME GEAR)

nvulnerability (except for
' and blows)
83B—Unlimited fime

rd .
% FEBRUARY 9 4
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Who is the mysterious Bl “,h HLD‘.:' passiona

bined his knowledge of Formula One facts ar
the nuts and bolts of UBI Soft's F7 Pole D‘k‘ m,
bar none...the king of the F1 games.” Listen, learn, re

ibes as “the best racing game

DRI V!NG TACT

AMNDRETT I

o PRACTICE—AL the start of a race, always use the “FREE RUN" option to | e L S e

experiment with your car's settings. Once you've settled on a particular | s i A

setup, save the files for that track. ' e P i S L8 i

e QUALIFYING—When qualifying for a race, set up your car as follows: e R ARt
Steering: 1 0r 2 Tires: Compound G EX1T+START -SELECT HUTTON
Gear Ratio: Use 1 to 3 for technical tracks with many turns, 4 or 5 for | riswmmsss _ = EQEDCIESD

medium tracks with long straights and tight turns or 6 through 7 for fast tracks. | G o

e BRAKES—The Black Ace recommends soft brakes for every race, since you 'S80 S

have other means of slowing your car: Just let up on the gas to coast into the [BFei="" o
corner or simply downshitt. (Yes, it is possible to force a gearshift even if you're | J) ==
using an automatic transmission.) If you use brake settings 5 through 7, you'll s
wear lhem out quicker, so try to go easy on them until the last lap.

e SUSPENSION—Use 1 to 3 for technical tracks, 4 or 5 for medium tracks or 5 through 7 for fast tracks.
o START OF THE BACE—Don't get caught napping at the green light; if you do, the field of cars will leave you in the dust! You
must put the car in gear as soon as lhe light turns green. If you get a good start, go for a quick pass if you can.

o, © RACING LINE—If you are running with a pack of cars approaching a corner, stay tucked in behind
. the car in front of you and set him up for a pass. You may have to pump the gas to maintain your
9] position—~be careful not to run into the back of him—~but you should be

g

s ERICROEEESITNO MBI S U PER SETUPS Eha|

. staight. . 0 Recommended by | CY oL E

W e BLOCKING—You can avoid being TYPE 1

m— nassed by anoiher car if you stay in the The Blaclc A8 Q = E

=3 proper racing line that the cars follow. e & vy

= -~ 571 Watch how the computer-controlled cars R T 1

: take the corners on a particular track, amm asco
< - then try to stay on that line in the next —
caac Jap; your opponents will not risk going, M T o |

off the line if they want to pass.
o SPINOUTS—If your car goes into a

: : 0 Of el : |

spin, try to steer in the opposite} R ¥

- direction to counter the spin. Y.°”§= . ol e rares |

' may end up with a “spin and win" like| P sort [N ERE LS ;

4| Danny Sullivan had at the Indy 500! | stiex —A'®8"€ o * F = ]
emancaesy © STOPS—Races are ten |ﬂ|JS] gy g ST = — | = :~ jl
=1 long. If you drive a good race withouti ermee B o oows |

* SPEEE reRcE T

= running off the road and hitting thel —«ow Mice |
walls and other cars, you shouldj —ws * 2.2 'S
~ make your stop on the fifth lap. If you
{ do make contact with something, pit!
as soon as you see some indicationj =ee¥ |
4 that your performance is dropping. Iff ~==
=== 1% you choose to go with soft compound
tires, make two stops; preferably onj s esec

the third and seventh laps. SO0 T

| Wl 5 s 6 7
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by Zach Meston

Man, | am good! Not only does this guide reveal the locations of all the bonus levels
in Konami's brilliant Gauntlei-ish game, but it also gives you great strategies and passwords for both
versions. (Massive ego? Moi? Nahhh.) Mucho thanks to Camela Boswell at LucasArts and Marlyse Cohen at
Konami for their help.

Watch out! Everything from jelly blobs to mushroom men to evil little 4 o like to hack people into tiny bits with axes) will
ou. You'll even run agcross yourself—don't think they won' ing funny. You'll have to gy atever it takes to
The ancient artifgfW@lks great on mummies, the soda cd vell against evil dolls and e o use your
bazookd™To kill any chainsaw QBRI you come across. Stuff like zomb shroom men, martians arg jo get rid of.
Here's what you're .
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ANLEY DECKER
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GILLMAN OF THER 1
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CRMRSAY WEPCEMRAZE
A R E

If the Maniacs (and you) destroy enough hedges,
you get a Massive Destruction Bonus at the
end of the level. You can get this bonus in any
level with lots of hedges or walls to smash to bits.

THE “ELUSIVE" THE MARTIAN;
DR. TONGUE

PR. TONCUE'S CASTLE OF TERROR
There are three doors in the upper-right corner (and a Monster Potion behind the left
door). Smash through the right door and walk into the right wall to enter a secret passage.
Walk through the passage into the grassy area, then walk against the left wall to find anoth-
er secret passage. Walk all the way to the left to find an area with a mad scientist, a
Frankenstein monster and several items, including a 1-up.
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CHEERLEADERS
You can find three Footballs on this
level—pick them up and throw them at
the football players. Make ten passes
to score a Pass Completion Bonus.
“You can also destroy the UFO by throw-
ing Soda Cans into the hatch that opens
and closes. Blow up the UFO to score an

Alien Invasion Repulsed Bonus.

PANGER IR
PICKIE PARK

There's a hedge near the middle of the level
with a 1-up inside. It's the hedge with a

wall on the right side.

IH \:inuﬂli:*&‘f-vlu lﬁ-lli:% lu' lﬂ:iuilt;*lilﬁi

This was originally the last level of the
game, but LucasArts went back later
and added another 12 (very hard) levels
after this one. That's why it's so tough!
When you reach the Giant Spider, use
all of your Pandora's Boxes, then switch
to the Artifact weapon. Walk right into
the spider and hold down the button to
keep using the Artifacts. You won't be
hurt by the spider, but you'll hurt it.
When the spider moves away from you,
wiggle the control pad to get through
the sticky spider webs on the floor.
When your Artifacts run out, switch to
the Weed-Eater.
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CHAINS AW

One of the Skeleton Keys you need fo
finish the level is hidden inside the hedge

at the top of the level.
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There's a 1-up on the far right side of the
level. Walk into the building in the lower-
right corner. Go into the bathroom and
blow through the crack in the wall, then
walk upward to find the 1-up.

CURSE @F THLE
MOINSTIER

There's a hidden 1-up in the lower-left cor-
ner of the Frankenstein room. Get it, then
head for the giant spider at the top of the
level. You need three Skeleton Keys to open
the doors. Walk into the secret passage
below the third door to find something
helpful. After you defeat the Giant Spider, it
turns into a huge floating head. Run into the
“safe spot” in the upper-right corner and
attack the head from there. Destroy it to win
the game.




There are seven bonus levels hidden in the game, but only six of them are real bonus levels. The seventh "bonus
level" is the Credit Level, which you get to play after finishing the game. All of the bonus levels have helpful
items, and most of them have super-spiffy 1-ups that you really, really want.
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ZOMBIE PANIC:

The Secret Bonus item is hidden in the
hedge at the top of the level, but you need a
Bazooka to blow it open, and there aren't any
Bazookas lying around. You just have to hope
that a Bazooka appears when you open one of
the two dressers on this level. If you don't get
one, reset the game and try again (and again
and again). The bonus level (Day of the
Tentacle) features Purple Tentacles from
another LucasArts game, Maniac Mansion.

OFFICE OF THE DOOMED:
The Secret Bonus item is in the upper-right
corner of the level, behind a spider web.
You need a Bazooka (or to be the Monster) to
get through the web. The bonus level
(Someplace Very Warm) has a 1-up in the
upper-right corner.

Since the passwords don't keep track of ll:eve:g g;g
eve!
the weapons you have, they're almost Level 13: RCFL
Level 17: PMLJ
Level 21: CQBP
here are the magic words, for all the Level 25: ZLND
Level 25 Bonus Password
(10 victims): RLNW
Level 29: ZNKL
Level 33: NDHD

useless. Just who the heck at LucasArts
came up with this cruel idea?! Anyway,

good'they'll do you!

o )
Lo b B B |

TOXIC TERRORS:
The Secret Bonus item is hidden in the
hedge at the top of the level. Like in Level 1,
you need a Bazooka to get it. The bonus level
(Mushroom Men) has a 1-up in the upper-
right corner.

REVENGE OF DR. TONGUE:

The Secret Bonus item is behind a skull
door, but there don't seem to be any skeleton
keys on this level. Use your Weed-Eater to
chop down the spitting ferns and you'll find
a Skeleton Key under one of them. Now, to
find the Secret Bonus, find the room with
Frankenstein walking around. Go into the
secret passage at the bottom of the room and
follow it to the skull door. The bonus level
(The Son of Dr. Tongue) has a “victim" worth
10,000 points when you rescue him.

Level 37: ZKVX
Level 41: ZZPJ
Level 45: PNYK
Credit Level:
QsDzZ

Super NES
Level 5: XHRS
Level 9: NBGW
Level 13: BFCB
Level 17: FKYQ

MARS NEEDS CHEERLEADERS:
Getting the Secret Bonus is tough! Firstly,
you have to make it to this level with all ten
victims. Secondly, you have to rescue all
ten victims in this level. Miss even one and
you won't get the bonus. If you succeed, you
get a Ten Cheerleader Bonus. and the
Secret Bonus. The bonus level (Mars vs. The
Cheerleaders) is a mazey level with plenty of
locked doors and keys.

Rl

\&\
s

FISH AND CRYPTS:
The Secret Bonus item is in the upper-left
corner. Walk all the way to the upper-left,
then walk right and jump into the water. Swim
to the right and take the item. The bonus level
(Curse of the Pharaohs) has a 1-up and
Monster Potion, but both are behind spider
webs that you need to blast or punch through.

i emi=—=_Level 21: DXBR

GET BACK TO UoSE

-Level 25: PYLQ
Level 25 Bonus Password
(10 victims): GYLM
Level 29: YLZD
Level 33: LJQJ
m & Level 37: FZVM
E Level 41: FRPJ
Level 45: BLHR
& Credit Level: XWJR3
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Super Wing
ORIGIN/ELECTRONIC ARTS
For 3DO _ 3

AVAILABLE: NOW
The saga of Wing Commander continues in another flig
ture game, 3D0's Super Wing Commander, with 1
intriguing plot. It's the 27th century and menacing catlif
are attacking the human race. You're a pilot of the Terr.
you're up against Kilrathi warships, piloting one-man
Super Wing Commander features stuff like CD-qu
speech and thousands of colors. You can manipulat

iens, the Kilrathi,
onfederation, and
ters.

. ration to your liking. Lots of starship action and spauq
all-out war on your hands.

'ofa'g_.a Genesis '
: . '94
o fighting game, and it's
option allows you to

ltlmi " “blood,” “dismem-

And a difficulty option
to “warrior” to “time

speed too.
clude; Rancid, Orion, Thugg,
Mantazz and Matrix. They all
eads roll, blood spew and
n front of surreal back-

PR U A S e




AVAILABLE: MARCH 1994

“Sometimes the fastest blow is the one
™ delivered last.” —Dali Lama

This is GameTek’s first Sega CD
game, featuring cartoon martial arts.
Each player has to earn higher belts of
rank, and higher belts of rank mean
~more moves and many more abhilities for
each character.

The characters emhody certain virtues
and philosophies. Each represents one
of the paths of wisdom, like Right
Understanding, Right Resolve, Right
Meditation, Right Action...so you can
choose the character that suits your
temperament and fighting style. There
are six characters in all (and 200
sprites per charactier).

Brutal has a tournament system in

which up to eight players can play in a
single tournament or in teams.
: Brutal also features instant replay and a password entry
' capahility that saves your game (your character’s belt
level and victories and losses). There are also ten loca-
tions, with different music for each location and charac-
ter, plus sampled character voices.
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Bubsy I

ACCOLADE
For the Super NES and Sega Genesis

AVAILABLE: FaLL 1994

Bubsy—he’s cute, he's kinda
cuddly and he's back in another
action/adventure video game.

Bubsy Il offers five different
worlds and a half-dozen mini-
games in which Bubsy's got to find
the lost Bubsy twins, that ever trou-
blemaking duo. All these worlds
are found within the depths of the
Amazatorium, an amusement park
owned by Oinker P. Spamm, one
of the game’s new characters and
Bubsy’s opposition. Here you'll find
the world’s most amazing sights,
events and artifacts—all simulated
by the World Origination and
Matter Projection Unification
Machine (WOMPUM). Bubsy finds
that this new invention actually
steals reality instead of re-creating
it, and he, of course, has to save
the day.

Improved character control, a
plethora of practical and conve-
nient items like diving suits, and
multiple rewards make Bubsy /I
what it is. There's more: new ways
to die and changeable weather
(lightning storms!).

-l

oo @ mmay M

\ g




¥ Mo n 3¢ More Mayl

“This is one of the first truly original games to come along on the SNES in a long time...”
— Video Games Magazine/Jan 1994.

Nintendo and Super NES" are registered trademarks of
Nintendo of America Inc. ©1991 Nintendo of America Inc. :
m ©1992 id Software, inc. Wolfenstein is a registered trademark of id Software, Inc. %?’%L:OI:I’E} 98‘}:{1 ggggzt
©@1993 Imagineer America Inc. 7 &
CIRCLE #113 ON READER SERVICE CARD.



Barney’s Hide
& Seek Game

SEGA

For the Sega Genesis

AVAILABLE: WINTER 1993

Now Barney s the star of a new video game
specifically designed
for three- to six-year-

olds. It's the first Sega
Genesis game like it.
“Super-dee-duper!”
Barney’s got a lot to
say: 100 words and
200 familiar phrases in
Barney’s in voice.

Kids learn basic
skills, like counting,
matching and problem
solving. A unique
“self-play” feature

keeps the action going

and leads the player to
success. Sounds like
my kind of game! Lots
of cute characters, like
Baby Bop, and absolute-

ly no enemies!

Formula 1 Grand Prix

TENGEN
For the Sega Game Gear

ELo= B >
PPrR-DENY

AVAILABLE: NOow

A translation of the Sega Genesis cart,
Formula 1 Grand Prix is now available for
the Game Gear. You can play in either
Arcade Mode or Grand Prix mode, in
which you’ll first have to qualify.

Choose from racetracks from around
| the world, like Japan, Australia, Great
Britain, etc., just like the Formula 1 for
the Sega Genesis. You’'ll also get to
choose the features on your car: engine,
tires, transmission type and wing angles.
The length of each race is also an option:

fnuf Iaps, eight Iaps PLAYER 1 1 Sl_l_l.:'l'-'
or 12 laps. The only e
thing missing is the I P :
two-player option Il =" I——'I
that the Genesis cart | I 1

otfers and spiit- | BEEE" gy,
screen action. EXEEWE

Sub-Terrania

For the Sega Genesis

“'L »
AVAILABLE: FIRST ; % /%
QUARTER 1994

A 16-meg futuristic kind of
adventure game with nine levels, in

Ny
fris
4

Fireteam Rogue

AVAILABLE: FALL 1994

Fireteam Rogue is one of those fan-
tasy-type games with names of people
and places like Ammon Dum,
Elwynn, Mauthrog and Kangor
Thrag. It’s one of those games
where “the dark and evil forces
of Umbra struggle against the
realms of the Spiral Arm”
(imagine a very deep, throaty
voice here).

Fireteam Rogue hreaks the
game up into two types of game
play: an action/adventure com-
bat setting and logic puzzles with keys to higher lev-
els to discover. The character Chance also pilots a
Kirion battle wing—that means flight simulation too!
And explore the realms of the Spiral Arm with all four
team members. Each character engages in combat in
a different location. So there you go.

ACCOLADE
For the SNES

SEGA wlﬁ :

which you’'ve got to res- |+
cue an underground min-
ing colony trapped by § s
unfriendly aliens—hence il ]
the name Sub-Terrania.
Underground in deep i
space; sounds like fun,
doesn’t it?

As the pilot of a proto-
type space fighter, you fly
through caverns and
mines and tunnels. Within these confines,
you're up against a slew of monsters and
the fatal force of laser cannons. But you
can also pick up special weapons and
shield recharges in each area. Look for
fuel depots too. The airship turns into a
submersible for the game’s final levels.
Nine levels of stellar gaming.
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Armed with laser gun, flame-thrower and missile launcher
multi-weapon attachments, you must destroy giant ED-209's and
OCP's latest techno-warrior..0TOMOD!

Relive all the action of the blockbuster film, as you face a
hattalion of enemies!

)

' Ve ’I.\f.« ignates & ratemank of Onon Pictures ©
E’t"‘l&\l Ll rigihis reserved
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Double Switch I
SEGA [jl 1701
For the Sega CD g

AVAILABLE: NOW

It's mystery, it's danger, it's Blondie! Yes, § .
Deborah Harry stars in this adventure and fan- § B |
tasy game, along with Corey Haim (remember |
him from The Lost Boys?). This game’s
like a big Hollywood production, directed
by Mary Lambert, who did stuff like Pet
Sematary and the Madonna videos Like a Prayer and Like a Virgin. Double Switch was
even shot on a sound stage with big sets, props and special effecis.

Anyway, Double Switch has one of those big, creepy, very old mansions, called
The Edward Arms, and its tenants are disappearing. You have to deal with traps and
security secrets throughout the entire mansion. Each time you play the game you can gy e
choose a new plot through the story. Solve the mystery in this video game that is i

T S— -
- ICAPTUREDH &

It!llﬂ of like a movie. = ;E%ﬁ%’_‘f’_':_____‘____ &Ij@ifﬂﬁ >
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Goofy’s Hysterical History Tour
ABSOLUTE ENTERTAINMENT
For the Sega Genesis

AVAILABLE: FIRST QUARTER 1994

Goofy’'s got it goin’ on in an all-new time-traveling
adventure. He travels through four different time peri-

ods to do what he's gotta do. He's a pretly cool Disney

character, and actual Disney animators are responsi- §

ble for the game’s graphics. P e ’..
Goofy’s got a new job. He's workin’ it at the Ludwig ;

von Drake Natural History Museum as the chief custo- =l

dian. But his archenemy, Pete, is messing things up
for him by making a mess of the museum’s exhibits.
With the help of his Extend-0-Hand, Goofy's got to
clean it all up.

Marvel Comics’ X-Men
SEGA

For the Sega Genesis

AVAILABLE: JANUARY 1994

It's a 4-meg X-Men game for the Game Gear! Magneto has kidnapped five of
the X-Men: Storm, Iceman, Rogue, Nightcrawler and Psylocke, and it is up to
Wolverine with his fierce claws and Cyclops with his piercing eye beams to
attempt to save them.

- There are six levels, or combat zones, and either Wolverine or Cyclops has to
.y ‘ save a team member in each one. Everyone will have to fight together in the
final battle against Magneto in Avalon, his asteroid stronghold. Each zone is a
maze in itself, and

: ; '.-_.'.*'.'-.;E P you'll have to combat
o B PA] villains like Sauron, Boood Queen,
Aqr & ‘.‘-"“.-:" ¢ Callisto, Sebastian Shaw and Omega
| O N SEER. Red. Good luck.
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E)e 0 other video game in the history of electronic gaming has formed a following of popularity like that of the Street Fighter series. A lot of

o gamers are familiar with the popular arcade and Super NES versions but are unaware of some of the more obscure versions of the game,
which bear no resemblance to the games of today.

B But where did it all start? How did it evolve? Who were the original characters? And what systems were those games for? Those are some of the

questions that we will answer in our exclusive feature.
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STREET FIGHTER I1iI: THE WORLD WARRIORS
Street Fighter 1l (SNES)

Under a veil of secrecy, Capcom shows the press the first 16-bit home version of SF // for the Super |
NES. This game has all the features of the coin-op version and more. |
About the same time the SNES version is being demoed, Capcom is also showing SF /I: Champion Edition at the
ACME coin-op show in San Antonio, Texas. Roughly a year after, rumors about a hidden trick that would turn SF // for
the SNES into a Champion Edition proved false.
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ptember 1993: A good PC version of the ' Summer 1993: The release of a new, spruced up
game finally comes out. An Amiga version of the and speeded up version of the first SNES cart. This
game, designed by U.S. Gold, had been on sale in new 20-meg monster lets you choose a fighter from
the U.K. for about ten months already, and _ cters, instead of just the original
“American PC gamers were getting antsy as to when some strange 1 you don't like
turbosmiode, You can select the regular game on
the menu screen.
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| Stroet Flghter.
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"*}_ DATE OF BIRTH:
i 7-2-1956
B HEIGET:
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CADCOM 1991 .92 97
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# be a 20-meg HuCard instead of a CD—HOM game, as with F;'gnh'ng Stregl.
Ty Meanwhile, back in the U.S., TTI impressively showed the game in a back room of its booth at the 1993 Summer CES. Unfortunately, there is a lot of
S doubt that the game will ever be sold in the U.S., due to the sad financial condition of TTI and its inability to market anything.
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Super Street Fighter Il:
The New Challengers
(Arcade)

1993 was certainly an active year for Streef Fighter, as we Saw versions

released for virtually every game system. The culmination of the Street

| Fighteryear came in September, when Capcom released Super Street Fighter
/I, Four new characters, new graphics and new moves will probably make this

| one of the hottest arcade games of the year. This leaves us with one last

{ question: Will this game be available in 1994 for the home systems?

New Challensera

BCAPCON CO_ LTD. {28183

AEE RYUPRY i

Ryu wasn’t
much more than
a stick figure in
the original PC
version.

A young Ryu
shows his vani-
ty in the TG-CD
version hy dying
his hair red.

The first
appearance of
modern Ryu on
the console
systems was for |
the SNES. i
Ryu puts on
some weight
after breaking
up with Chun Li
in the new PC
version.

Ryu gets angry
in the Genesis
SF II: Special
Champion
Edition.

A change of
bandanna col-
ors for Ryu in
SF Il Turbo.

Buffed and
ready to handle
the new chal-
lengers in
Super SF Il

g *
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SYSTENw

remember running into Midway's Roger

Sharpe at the Winter Consumer Electron-
ics Show in January of 1993, and | remem-
ber how he described the new arcade game
that was being developed by Mark “Smash

. TV Turmell and his Total Carnage team.
“It's a sports game,” he said with a devilish
grin, “but it's nothing like any sports game
you've ever seen.”

Boy, he wasn't kidding! The game rode
the top of the coin-op charts for the better
part of '93; at its peak, its average weekly in-
take of $2,000-plus established NBA JAM as
the highest-earning arcade video game of all
fime. Now it's headed home, courtesy of
lucky licensor Acclaim and Texas-based de-
veloper Iguana Entertainment.

A two-on-two basketball game for up to
four players, NBA JAM had a lot of features
that contributed to its success: an NBA [i-
cense (allowing real pro players and teams),
incredible sprite scaling that showed off the
flawless details of each player's computerized
likeness, an array of superhuman moves and

Genesis Noa'Geo

AT @

Duo/TG-16  Lynx Gume Boy

e & 0
L-?/i;s\ k\' . »-:Iac Y
S5 ks o
ltl!an Adventure Fighﬁng RPG

Shooter Simuluiions Sparls Sllﬁiegy

PRODUCT INFO W

PRICE: N/ A
AVAILABLE: a0

DIEFICULTY: VARIASLE

COMPANY:

slam dunks (that
somehow never de-
tracted from the real-
istic atmosphere cre-
ated by the digitized
graphics) and a bat-
tery-backed memory
feature to save records

and stats. Once the
game established it-
self as a hit, other de-
tails started to leak
out: secret power-ups,
“special guest” char-
acters—more than a
dozen of 'em—and
even a hidden “tank”
game became a part of
the NBA JAM mystique. My job is to tell you
how much of this stuff made it into the car-
tridge version, and to decide whether it's
enough.
First, the good news. It's a great game on
all three systems: Super NES, Genesis and

NBA JAM for the Sega
Game Gear.

Game Gear. The action is fast

and intense on the 16-bit ma-

chines—it really feels like the

arcade game, especially if you're

using a large joystick controller

like Sega's Arcade Power Stick.

Hell, the Genesis version plays

better with a three-button controller ‘cause it

matches the original arcade configuration...
it's also less confusing.

The animation is smooth and detailed—

including all of the original dunks—and most

of the sounds of the coin-op are intact (ex-
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NBA JAM for the
Super NES.

cept in the case of the Game
Gear, which has no digitized
audio and essentially illus-
trates that machine's biggest
weakness). The voice of the
original arcade announcer, Tim
Kizerow, was re-recorded by
Iguana specifically for the
Super NES, and the Genesis
actually includes several origi-
nal samples that do not appear
in the Super NES (most no-
tably, “Welcome to NBA JAM"
and “Is it the shoes?"). Equally
important is the fact that these K=

home versions do have “special guesl characters
and power-ups, but be warned: They're not ex-
actly the same as in the arcades. Best of all, NBA
JAM delivers four-player action if you own a
Hudson Multi-Tap (SNES) or Sega’s five-player
adapter (Genesis). Inexplicably, Electronic Arts’
4-Way Play adapter is not supported by the Gene-
sis version of NBA JAM, and the Game Gear ver-
sion is for one
player only.

Now for the
bad news. As ex-
pected, the char-
acters do not
grow larger and
smaller as they
move toward and
away from the
“camera.”
Though | under-
stand that this
scaling effect was
impossible to

pull off in a 16-meg cartridge—
never mind the 4-meg Game Gear
version—I still missed it; not just
because it was cool, but because
it really made you feel like you
were an NBA star. Without it, the
players in the home versions of
NBA JAM seem pretty small and
disproportionate (yes, the floor
does shitt in a simulated 3-D per-
spective as you move from left to
right). The characters are identifi-
able on the court, but no more so
than in any of EA's 16-bit basket-
ball games.

Luckily, after the initial disap-
pointment that most players are
sure to feel, it becomes obvious
that the lack of scaling players is
the only major shortcoming of the
home versions of NBA JAM. Con-
sidering the capabilities of the
hardware and the game’s cost, it's
not really a deficiency at all—so
get over it! There are other obvious differences—
no tank game, no mention of individual player
names by the announcer, no cycling of the adver-
tisements on the scorer's table—but most of them
are pretty easy to swallow. Well, | do miss the
Playboy-model cheerleaders; they appear only in
the Game Gear version, where they've been re-
duced to faceless blobs in the corners of the court.

Another important change that arcade fans
might want to consider is the fact that more than ten
of the 54 NBA players featured are different from
their arcade counterparts. Gone are Dan Majerle,
Spud Webb, Shaquille O'Neal (Ouch! It's a licens-
ing thing.), Kevin McHale, Charles Oakley the late
Reggie Lewis and the equally late Drazen Petrovic.
In their places are such players as John Starks,
Robert Parish and Alonzo Mourning...and | can't
figure out why Boston’s Dee Brown—uwinner of the
NBA's Slam Dunk competition during the All-Star
break in his rookie season—nhas been given such a
low “dunking” rating.

Even with all these changes, the heart of NBA
JAM beats as strongly as ever in the home. Iguana
did a fantastic job of dealing with

NBA JAM for the
Sega Genesis.

hardware limitations in translat-

GRAPHICS

Though the characters aren’t
as big as | would have liked,
they're sharp and colorful—
and comparable in the 16-bit
versions. The Game Gear’s
visuals are obviously a lot
less detailed, but they still
rate an “8” for that machine.

SOUND/MUSIC

A bit of a toss-up here: The
Super NES has better
music...but the Genesis has

more speech samples, and its

relative shortcomings are
more due to hardware limita-
tions than anything else. The
Game Gear soundtrack is
merely competent.

 PLAYABILITY

THE LOWDOWN

OVERALL RATING w

IST HALF STATS:

¥

i_}j._ |

ing the coin-op to these three
systems (actually four; a Game
Boy version will be released later
in the year). If Acclaim ever gets
involved in 3D0 or Jaguar devel-
opment, | hope that NBA JAM is
one of the first titles considered
for conversion.

If you thought Mortal Kombat
was popular, just wait until
NBA JAM hits your household.
Even gamers who aren't sports
fans should enjoy this one; it's
got great graphics. playability
and long-term appeal...and
it's one of the best four-player
games you'll ever experience. [

SRR CONGRATULATIONS

w ¥0U RRE AN

NBA JAm
GRAND

CHRmPION

—Chris Bieniek
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o ne peek at the pretty pics on this page and  £idn-50 TEM
you can't help but notice that Legend is coEB . 338 9
“inspired” by the Genesis classic Golden Axe. et il CANT S
Both games are side-scrolling beat-'em-ups The detailed backgrounds are the
with a fantasy theme that put you in control highlight—it looks like you’re
of freakishly muscular guys hacking and walking through the set of a big-
slashing through wave after wave of enemies. S ES 3 budget sword-and-sorcery flick.
But that's where the similarities end, SR % The animation is weak, and there
because, while Golden Axe is a joy to play, [BETET Saaleas Ay isn't a large enough variety of
Legend is much more of a chore. P & ae enemy characters; 80% of the

The first problem is the sluggish reaction | ——— e~ enemies are the same ogre.
time of your character. Of your four different | —————— _
attack moves—sword slash, jump Kkick, | ——— : SOUND/MUSIC
jumping slash and throw—the sword slash is - ER g g ; r ¥
the most powerful, but takes much too long : TESo A GBBPIG of ﬂerﬂne me-
to execute. By the time you knock an enemy e -'
down, you'll be stabbed in the back by
another enemy who had plenty of time to get
into position. The other moves are faster, but,
of course, they're not as powerful.

That leads to the second problem. After a
little experimentation, you'll discover the
jump kick is the only attack that is fast
enough to hit your enemies without being hit
back. Therefore, you have to use the jump
kick constantly, which gets really boring
really quickly.

The third problem is the terribly boring
bonus stages. One bonus stage has you
picking up piles of gold coins on the ground;
another has you opening treasure chests by
walking into them. Pinch me, I'm dreaming.
Legend's end-of-level bosses are the biggest
indicators of the weak game play design.
Even the best players will find it impossible
to dodge attacks or avoid losing lives,
because the bosses' attacks are extremely
unfair. The main challenge in each stage is
holding onto all of your lives so that you
survive a war of attrition with the boss. And
this is supposed to be fun?

Legend does have one or two interesting
twists along the way. For example, in Stage ot it i o
4, you're attacked by an enemy with a J& 3 - THE LOWDOWN
crossbow net. When he catches you in the [ : | know Golden Axe. Golden Axe is
net, you appear in a jail and have to escape [FS S a friend of mine. Legend, you are
to get all of your items back. (Lucky for you, = no Golden Axe. The action is too
they conveniently forgot to confiscate your [ RRREECREy R Slliks uate plaviis Toa TaEail
sword before throwing you into your cell.) : file: Tioitwosplayerimots isithe
This sliver of originality makes the rest of the = - e only cool feature of this otherwise
game that much more dlSﬁDpOlntlng iz ot AR R T e mediocre beat-'em-up.
—Zach Meston Take control of a buff dude with an

attitude (and a rather large sword) in the
fantasy-themed beat-’em-up Legend.
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w e Sega CD owners can stop sniveling and
whining...for a few glorious weeks, at

least. Working Designs has unveiled the system’s
first RPG, a top-to-bottom translation of the
Japanese megahit Lunar—The Silver Star.

Lunar is 100% role-playing; there’s no quick-
action joypad juggling required. The menuing
system that controls combat choices, inventory
management and so on can be mastered in a
couple of minutes. A rough edge: Moving your
party of characters around takes getting used to, as
the characters automatically move in another
direction when they encounter a character or
obstacle (this makes precise positioning very
difficult). Fortunately, the game allows you some
leeway in positioning.

One of Working Designs’ calling cards is the
quality of its text translations. | was constantly
delighted by all the modern colloguialisms and
offhand remarks made by the characters in
conversation—and there’s TONS of conversation,
since most characters will say different things the
more you speak to them.

The game’s chock full of the stuff we look for in
a good, varied RPG: side quests, new and
interesting characters joining your party, an
extensive magic system, and lots of items to find
and puzzle over. Save up to three games in
progress with the Sega CD's memory.

—Josh Mandel

AREN' T YOU
|l HEARD YOU A
(WHEADED OUT ON AN A

GRAPHICS

The Japanimation cartoons are
great: big, bold, multilayered
and quick to load. But most of
the game is spent in a more
humdrum world of small char- |
acters walking around in over-
head views of maps, towns and
dungeonlike mazes—adequate,

but not spectacular. Occasional

scaling and scrolling effects.

- SOUND/MUSIC

The best music I've ever heard

_in any home video game (CD

or otherwise)—aorchestral and

- rich, with plenty of variety.

. Crystal-clear voices and abso-
. lutely authentic sound effects.

~ Truly excellent. The opening.

's a little on the -tlorlw

THE LOWDOWN

Not only is Lunar a great RPG, but
it’s given the full CD treatment
here. It could not have been done
this well on a cart—no way, no
how. Every Sega CD owner—ex-
cept hopeless RPG-haters—should
glom this one.

NCE YOU'VE nlIn
0

Get out your Kleenex: Lunar—The Silver
G E el (i Star is also a boy-meets-girl, boy-loses-
75 -1 81 girl tearjerker.




At long last the space fairing trio of Erik the Swift", Baleog the Fierce”, .
and Olaf the Stout", have arrived in the land of SEGA Genesis. With a
jammin’musical score and your help,-our humorous heraes fight their

way through over 40 rip-roaring levels and worlds. Hurry! Only you
<an get these lonely vikes home. e gl ;
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s omeone thought they'd be really clever and
make a game for girls and a game for boys
based on the Beauty and the Beast movie. What a
stupid idea. Can you believe that the developers at
Sunsoft created a game around archaic notions of

femininity and masculinity? Those notions, of
course, being that a woman is weak and a man is
strong. First of all, Belle is supposedly so weak
that when she comes across a rock in a stream she
has to walk all the way back into the village just so
she can get Gaston to move it for her.

The same inane assumptions manifest them-
selves in the fact that Belle needs six lives to see
her through the game, whereas the Beast needs
only four. She also starts out with a lot more en-
ergy. Belle can only jump or duck. She can't even
kill anything that happens to get in her way and
can obviously harm her. The Beast can only kill on
his way to becoming a prince—punching, pounc-
ing, feasting, clawing, roaring. Any girl would
rather play the Beast than Belle. Give me a girl with
a gun over a girl with a grin any day.

On the technical side, the Beast game has some
good fighting capabilities. You can maneuver the
character in a bunch of different ways and even kill
more than one enemy at once! It kind of sucks,
 though, that so much energy is lost after being
bitten by just one little bat. And the power-ups
® don't help much either. The blue balls that are
supposed to make the Beast invincible don't make
him invincible long enough for him to get
anywhere. But the grapes are pretty helpful. | didn't
know lions ate grapes.

The Belle game is very slow. You have to go
back and forth between the village and the forest
and other locales so often, you start to get bored
with the scenery. If | were Belle, I'd forget about the
Beast and just get out of town. Anywhere is better

®

than her lame little town.

The music on both games is forgettable, which
is unfortunate, because the music from the movie
was really cool. It had me singing in the shower for
weeks. The animation in the Beast is cool, but the
backgrounds were pretty monotonous. Like | said
before, the scenery in Belle is so boring it makes
you want to stare at the sun.

—Betty Hallock and Nikos Constant

Gaston helps Belle move
a rock because she
is a woman.

. say anything. What's the

GRAPHICS 5

Belle moves like an old
woman, and she needs a
new dress. Beast was a bit
more suave, but he still left a
lot to be desired. Both were
big disappointments, espe-
cially after seeing the movie.

SOUND/MUSIC

The Beast belts out a pretty
good roar, but Belle doesn't

al? On top of thal, there

THE LOWDOWN

Don’t even rent these two sexist
clunkers. Good games are meant
for boys and girls. There's no need
to label games for boys and games
for girls. Aside from this, these
games bite anyway.



CHASE HQ

RUNS DOWN CRIME!

Put your Super NES on wheels with
Taito's turbo-driven CHASE HQ! In an

undercover sports car, you'll

through cities and mountains in pursuit

of suspects. Shift your reflexes
into overdrive to dodge through
traffic and around obstacles as
you catch up with the fleeing

vehicle. Force the criminals
over or smash their car to a
standstill - in this game. you

choose the method of justice!

M Turbo Acceleration!

M Five Different Rounds!

M Windshield Screen View!
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TAITO

THE ONLY GAME IN TOWN

CIRCLE #117 ON READER SERVICE CARD.
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SUPERNOVA UNLEASHES
THE SILVER HAWK!

Taito's SUPERNOVA for the SNES offers you the
sleekest fighting ship ever launched! You will
command the Silver Hawk in battle against
hyperbacteria, dinosaurs, and a leviathan battle
cruiser as the Pelsar Empire attempts to conquer the
federated planets. Victory depends on your skill with
Silver Hawk's three fighting modes and power
balance system!

M Fifteen combat zones!
M Three different endings!
M A war of wits and speed!

TAITO HINT LINE [ 1 900 -28- TAITO

EA ADDL MUST BE 1 TOUCH TOME

TAITO AMERICA CORPORATION 330 Haizrack Drive - Wheeling L 0030
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PRICE: N/A
AVAILABLE: NOW
DIFFICULTY: M

COMPANY:
SEGA OF AMERICA

130 SHORELINE DRIVE
REDWQOD CITY, CA 94065

AEDTUM

PHONE: (415) 508-2800

GRAPHICS

The simulated cockpit view
moves smoothly and realisti-
cally. The landscapes and
backgrounds are varied, with
beautiful colors and detail that
captures the mind-bending
WHOOOSH! of flying really
fast. | don’t know squat about
military helicopters, but the
ones in Thunderstrike look au-
thentic to me.

SOUND/MUSIC

Frankly, 1 could live without the
cheesy rock score. It sounds like
moldy leftovers from the movie
Top Gun. Luckily, you can turn it
off. The sound effects are real
hard-core helicopter humming—
~ love the feel you get from those
 CDs! Aside from uetlmn jlasted
out of ynur seat fro '

Choose from ten different missions.

Engrave your name onto your dog tag If the target is locked, fire away!
and step into the cockpit for a hot ride. THE LOWDOWN
The best helicopter-shooter ever!
It's like having an arcade machine
right in your home. Thunderstrike
will leave all other games of its
kind collecting dust on the shelf.
The mission story lines add a
sense of urgency to the already
manic action. Highly recom-
mended. (Hey, how ‘bout some
more cool Sega CD stuff like this?)
—Chris Gore

The coolest part is seeing your
name engraved on a tombstone
after a fatal mission.



It’s a fantasy
adventure that’ll
blow your mind!

guide your pinball
to destroy never-ending
waves of creatures.

't Survive lethal bonus
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. But in the end, will you
- defeat Darzel... or will
the mighty Dragon
- have his revenge?
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ncredible graphics!

Pulse-pounding

action! Play
DRAGON’S REVENGE and
you'll be convinced that
you're playing the
latest, greatest pinball
game in the arcades!
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But DRAGON’S REVENGE
goes beyond that.

A gleaming chrome ball
is your only weapon

in a perilous quest filled
with black magic,
dragons, and other
hideous monsters!

The digitized voice - . e = :
of Darzel, the evil o . Can you survive eight
: deadly bonus

Sorceress, taunts
rounds such

you mercilessly
as you

...e;u Ermnnses l M.

Sycamore Drive, Milpitas, CA 95035 (408) 473-9400

CIRCLE #115 ON READER SERVICE CARD.
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I magine that Street Fighter s RS TS
Il and Mortal Kombat got [ FRDAS 1 ARV GRAPHICS

married and had a baby—its U A v i I actually like some of ECs’ char-
name would be Efernal Cham- £ Ry | acter designs. They're reminis- |
pions. Now, a lot of you might EL - e — U cent of classic Marvel comics of |
think that would be a good mar- e LN S the '60s. The backgrounds have a |
riage, right? WRONG! Sega’s ' 3-D feel, and some of them are |
Eternal Champions is so derivative of both of these S— even original! The startup screens
topnotch games it has very little original of its own s remind me a little too much of |
to offer. > N MK with the obvious use of the |

THEY THOUGHT OF EVERYTHING! It seems to | ¢ N | ies

me that Eternal Champions was callously designed : ' ~ SOUND/MUSIC
by the sales and marketing department, with a . M
solid creative team left out of the
loop. This becomes very apparent
when reading the character
profiles—everything seems foo e :
well thought out. If there’s such a SIS T T ST
thing as a spirit to a video game, : through before | get to FIGHT?!
it's missing here. There’s no sense
of mystery whatsoever. When
Street Fighter Il and Mortal
Kombat first appeared, we
gradually discovered information
about the characters, their
situations and their reasons for
fighting. Eternal Champions gave
me no sense that there were any
secrets to be revealed—it's like
taking a vacation with every minute
planned out for you—Ieaving any
chance of spontaneity or fun out in
the cold. Personally, | was
underwhelmed by Eternal Cham-
pions, and the sad thing is—I At

A wanted to like it! I'll be taking my battles so we won't see knockoffs like Eternal

elsewhere. —Chris Gore ~ Champions Tournament Edition. However,
EC’s version of TURBO is pretiy darn slow.

\1i'|'|| U.u

; _ i THE LOWDOWN
e e e . ; " = Eternal Champi at i
S S

seen this ki g
game too many |r'1., before. Bla-
tantly ||‘1 ng the best aspects of SF
Il and MK makes for a surprisingly
weak combination. You will be un-
derwhelmed. Reco

Rent it. try it. don't buy it




.-+ ; NAME: JOHN E. WARREN
©* RANK: SERGEANT -
. SERIAL NUMBER: 550628741

: Sergeant Warren was shot down by
‘guerrilla forces last night while patrolling
over enemy lines. He's wounded, sleepless

. . .. and desperate for help.
Ao There’s no time for diplomacy—

YOU'RE GOING IN!

fmim:-mn/ =igy Eoo Bon a0z

Infiltrate the secret under- Torch pesky aerial assault | Nose-dive into a war-torn
ground prison and blow " platforms with caution— city and pull your waiting
those terrorist gophers to | these pirates are using our men from the mounds of
kingdom come. . boys as human shields! burning rubble.
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M annax the Dark Lady. | think that's a re-
ally cool name. She’s the archenemy in
Blades of Vengeance, whom you will have to kill at
the final level. Mannax the Dark Lady has con-
quered the Kingdom, and it looks like the forces of
good have been defeated. This is one of those
games in which you have to “restore order and
goodness to the land.” So, basically, the game
goes like this: Kill the monsters
that get in your way, pick up magic
stuff that helps you out and kill
Mannax the Dark Lady.
And it's great! There are three
characters: the Huntress, the Bar-
barian and the Wizard. Each one
carries a different weapon. The
Huntress is my personal favorite.
She's got cool white hair, the same
color as Jacques Derrida’s hair.
And her sword can really kick some
butt. She’s got good posture, too.
Anyway, about the sword—it can
really chop and slash through
those monsters. Effective weaponry
can provide you with a great sense
of satisfaction. That’s important
whenever weaponry is concerned.
You see that sword swoop through
the air, hear it slash so that it al-
most whistles (a nice “swoosh”
sound) and the monster has been
obliterated.
Each character also has a spe-

cial mode of attack. The Huntress
Bl has a missile that shoots out from
8 her crossbow and divides into four

power bursts. You'll also find a lot

of equipment on the way: potions
« of invisibility and healing, a force

field potion, bags of silver and gold

so you can buy stuff and keys to

open locked doors. The Midas

Ring is cool; it turns monsters into

bags of silver.
\ Eight levels lead to the final
Y showdown with Mannax the Dark
Lady, and, at the end of each level,
there is, of course, a boss you've
got to fight. But, at the beginning of
each level, your Master will give

0 PRI

PRODUCT INFO W
PRICE: 559.95
AVAILABLE: NOW
PIFFICULTY: EASY

Y2

COMPANY:

ELECTRONIC ARTS
1450 FASHION ISLAND BLVD.
SAN MATEO, CA 94404

G

PHONE: (800) 245-4545

you an overall description of what-you're up
against and will also drop a hint.

| like the challenge of the game. It's not just
monsters you've got to face but also stuff like
falling into pits of fire, jumping from ledge to
ledge before each ledge sinks—that kind of stuff.
So basically, there's a lot to do. But the two-player
mode is simply whack. | hate waiting around for
another guy before you
can move on, and you're
always fighting for bags
of silver and potions. |
recommend that you just

go it alone.
—Betty Hallock
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The Huntress defends
herself from evil little
fireballs with feet.

- SOUND/MUSIC

OVERALL RATING ¥

GRAPHICS

Graphics are practically superb.

All the characters and monsters
look really good. | like the float-

ing eyes that squirt blue liquid.
Everything’s smooth, and the an-
imation’s excellent too. Even =
though the characters look great, =
some of the backgrounds could
have been a little better.

The music's not anything that -
sticks in your head, but it's good |

 that you don’t notice it, so you

just get on with the ga

 The thing that sounds good is.

THE LOWDOWN

A fantasy/adventure game worth
having as a part of your own col-
lection. If you've got the spare 60
or so bucks, check it out. I'm
telling you, the Huntress really has
it goin’ on.
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I 'm still trying to figure out why the man-
ufacturer decided to do this game. The

motion picture series is overdone and not that
popular. The RoboCop license tie-in alone
wouldn't ensure the success of a video game,
and this game isn’t such a programming
masterpiece that it could stand on its own.

RoboCop 3 continues the saga of our
cyborg hero, this time in Qld Detroit,
restoring law and order to a drug- and crime-
infested neighborhood.

G ANES

PRODUCT INFO ¥

PRICE: N/A
AVAILABLE: NOW
DIFFICULTY: EASY

COMPANY:
FLYING EDGE
71 AUDREY AVE.
QYSTER BAY, NY 11771

PHONE: (516) 624-8888
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You really have to be a die-hard fan of the
RoboCop game series to have any
appreciation of this game.

The game is a hybrid of a stereotypical
platform game and an overhead-perspective,
vertically scrolling shooter. It's broken up
into three different phases, and each phase,
in turn, has two levels, for a total of six.
There is also your typical variety of power-
ups and weapons that you'll collect along the
way. You also have the usual menu settings:
lives, continues, etc.

Besides only having a handful of levels
to play through, RoboCop 3 is extremely
redundant. Most of the baddies look alike,
and there isn't that much of a difference
between levels.

There are many things that could have
been done with this game besides making it
another platform/shooter. How about a
first-person perspective RoboCop game
instead, with a Lethal Enforcers look? Nah,
maybe we're better off just letting this
series die, sparing us from any more
tedium and torture.

—NMike Davila

THE LOWDOWN

OVERALL RATING W

GRAPHICS

The graphics are average at
best—not very detailed, not
much multilayered scrolling =
and not very good anima-
tion. Even the explosions
are boring. The best graph-

ics you'll see are on the
title screen.

SOUND/MUSIC

Here is whg'im"thé_ ga_ﬁle_ ex-
mewhat. The act
j i

Basically, Robocop 3 adds nothing
new to the action/platform/shooter
genre. There is some variety in
the game—the switch of perspec-
tives from a platform to a
shooter—but the game just fades
into the sea of an already oversat-
urated game genre.
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p opeye 2for the Game Boy is really cute. | hate
using the word “cute,” but that's exactly what
this Popeye game is. It stars Popeye, of course—a
little tiny Popeye with one huge arm. You can even
see his tattoo. Itll remind you a lot of the first Mario
Brothers for the Game Boy.

Popeye’s got a pretty powerful punch. Use it to
fend off crabs, birds, bats, lizards and such. They'l
try to get to Popeye first, and they'll drain him of his

ike seafood.

Popeye doesn’t

energy. Once all his energy is gone, he's dead,
that’s it, bye-bye. Otherwise, that's all he has to
worry about until he meets up with the boss at the
end of each level. Wait! Don't let Popeye fall into
obhwon The ground may fall away, right from
 under his fest. But he can jump his way to safety.
M There are also certain stages in which Popeye
must jump from tenuous block to tenuous block.
So be careful.

Popeye does start with three lives and gets five

O —ibiisninis
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PRICE: MN/A
AVAILABLE: NOW
DIFFICULTY: EASY
COMPANY:

LvD.

(yes, five!) continues, and there are cans of
spinach to be found throughout each stage of each
level. An energy indicator is located at the top-left
corner of the game screen. At the beginning of the
game, Popeye has three cans of spinach, but he
can accumulate more cans by punching through
certain blocks on the screen. And we all know what

a strande sound?

spinach does for Popeye: His arm increases in
both size and strength. Other power-ups make him
invincible—he starts to flash on the screen and
the music speeds up, and that's when you know he
can walk through bats, crabs, lizards, whatever.
Just don't fall. Popeye is also on a time limit; if he
doesn't pass through a certain stage in a certain
amount of time, he's dead. But it's not hard to get
through in the amount of time they give you.

The graphics are pretty good, but just all right.
Everything is little squares. Those liquid crystal
pixels just aren’t doin’ the job. Some okay
backgrounds like palm trees, mountains, clouds. |
didn't run across anything really exciting though.
Popeye 2 looks good. But the music is the game's
worst feature. | hate bad music, because | don't like
turning the sound down when I'm playing a game.
And | shouldn't have to!

| didn't ever happen to run across Alice the
Goon, which is too bad, because | really dig her.
She and Popeye should have gotten together at the
end of the game.

—Betty Hallock

OVERALL RATING

GRAPHICS

Popeye’s lookin’ good. | like
the way he’s always holding
up his arm with the tatloo as
he’s walking along. Other-
wise, all those squares don’t
interest me.

 SOUND/MUSIC

The game’s worst feature.
The only good music was the

original “Popeye the Sailor

~ Man” score that plays only
:wlm lhe mie screan.

THE LOWDOWN
Cute game. I'd put my money into
it if it didn’t cost an arm and a leg.
| hear it's really popular in Japan.
And | can get into it.




More Products
Presents That Don’t Suck!

#1. What do you do when you have 4 friends over and you only have one Super Nintendo™?
A. Two of you play while the others just, you know, kinda sit there. B. Buy another Super Nintendo™ and a TV. (Yeah... Right!)
Answer: None of the above! Get the new Super Five-Player Adapter so everyone can play! (on specially designed games)

Super 5 Multi-Pak

For Super Nintendo™
Save big when you buy the
Multi-Pak. Included are 3 con-
trollers with Turbo-Fire &
Slow-Motion features, and the
Super 5 Multi-Player Adapter.
It's like buying 3 control pads
and getting the Super 5
Adapter for FREE!

SELECT
2P ) 3.5p

SUPER 5 ) Lets you connect up to 4 addi-
‘° [T NI R 7, Wil tional controllers so that up to
i ADAPTER 5 people can play special 4
W o bylnnovation and 5 player games like John
i 3 j & ; Madden ‘94™ & NHL Hockey

N 7 ‘94™ by Electronic Arts™!

| K

#2. What do you do when you want to kick your friends butt in Mortal Kombat™ or Street Fighter Il Turbo/Champion™?
A. Blindfold him and kick his butt. B. Handcuff him and kick his butt.
Answer: None of the above! Just plug in The Immortalizer or The Fighter pre-programmed control pads, or connect the Super Pro
pre-programmed control module, each with built in special moves, and kick his butt! (and this way you won’t get in trouble either)

J BANK SE-I:EC'I ! '
| 1 2 3 .
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These amazing controllers
come pre-programmed with
special moves, a separate
set of buttons activates the
moves. The Fighter for
SNES™ comes with special
moves for Street Fighter Il / Turbo™. The Fighter for
Genesis™ comes with special moves for Street Fighter Il

3 A= Champ™. The Immortalizer for SNES™ and The Immortalizer
Turn any normal control pad or joystick into a programmable one! ¢~ o™ come with special moves for Mortal Kombat™.

Pre-programmed with all special moves for SFIl/Turbo™ & Mortal A yersions feature Turbo-Fire and Slow-Motion Sega ver-
Kombat™ and you can program 12 of your own moves for any game! ;. are six button compatible.

MODE  FUNCTION

- Super Pro
Module

| Programmable Contrel

Super Pro For SNES™ Super Pro For Genesis™

A. Lipstick. B. Popsicle Stick C. Wooden Stick
Answer: Guess what? Trick question! None of those will work! What you need is one of Innovations exciting new multi-system joysticks!

lanovation

Ultra Stick for use on Gen, SNES, T.Duo & Neo The Stick2 for use on Genesis™ & Super Nintendo™
Features include programmable rapid-fire Features real arcade feel using high quali-
Compatible with all 6-button games. Turbo- and slow-motion. Compatible with all 6-but- ty arcade parts. Include Turbo-Fire & Slow-
Fire, Slow-Motion, and an optional remote ton games. Heavy-duty construction using Motion. Compatible with all 6-button

control module for wireless operation! high quality parts. Includes 12 foot cord. games.
For a free catalog send $1.00 for postage to: Innovation - P.0. Box 360, Old Saybrook, CT 06475 (203)395-3090

Sega and Genesis are trademarks of Sega Enterprises, Ltd. SNES and Super Nintendo are trademarks of Nintendo Of America. Mortal Kombat s a trademark of Midway Manufacturing Company. Street
Fighter Il, Turbo, Championship Edition are trademarks of Capcom, USA, Inc. John Madden Football ‘94, NHL Hockey ‘94 are trademarks of Electronic Arts. NHL is a trademark of the National hockey
League. Innovation products are not designed manufactured, sponsored, or endérsed by any of the above companies. Photos by Daniel M. Studio, Westbrook, CT.
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t first, | thought there

might be more to this
game than one might initially
think, but that's not quite the
case. Yes, it's got good pinball
simulation, but the graphics
aren't that great. | like most pin-
ball video games almost as
much as | like playing pinball in

the arcade, and this one is entertaining for |
the most part. It just seemed like maybe
something was missing from the game.
Games like Dragon’s Fury, Dragon's Re-
venge and Sonic Spinball have either bonus
levels or some kind of level progression that
offers different pinball game screens. This e 3
one has three separate games: “Ignition,” | e
“Steel Wheel” and “Graveyard” (my per-
sonal favorite), but, during any one game, you're
always working with the same screen. There is no

variation.

And the pinball screens are too simple. Each

one looks like it's pretty much all
one color. It makes the whole
screen look kind of blank. “Igni-
tion" is a reddish color, “Steel
Wheel” is brownish and “Grave-
yard” is bluish. Each separate
game features one picture: a
g rocket, a train and a bat, respec-

tively. Not much to look at, really.
I'd rather watch commercials on
Saturday morning TV. Heck, I'd
rather watch infomercials about
spray-on hair or that “Oxygen
Cocktail" stuft—you know, “the
Soviet athletes' secret weapon.”
Maybe.

A lot of stuff lights up, but the
“lights" are pretty small and, of
course, not as exciting as the
pinball games in the arcade. |
don’t really expect that from any
pinball video game, but develop-
AV ers should work on that. The pas-
sage that leads from the ball gate
to the actual game in “Steel
Wheel" looks cool—it looks like
railroad tracks.

The ball moves fast. Like |

&,

[l SUCTURY S
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PRICE: N/A
AVAILABLE: NOW
DIFFICULTY: EASY
COMPANY:

said, some good pinball action
and a lot of point and bonus-
collecting features: Drop targets,
mushroom bumpers, ball traps,
rollovers and mushroom drop
targets all offer millions of
points, jackpots, extra
balls—the whole bit. It's in
there. You've only got one set of
flippers, but they do
their job pretty darn
well. You've got to be
careful, though. There
are a lot of ways you
can lose your ball.
You can shoot it right
off the screen, right at

& d the beginning from
the ball gate. And sometimes it even drops from
the ball gate, and you've lost it before you even

start playing. Other times, the ball will fall right

e+
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through the flipper at the flipper's hinge. That's

okay, though; it just helps
make for a more challenging
video game.

—Betty Hallock

- SOUND/MUSIC

 Pinball Dreams has pleasant
-~ sound and music. Different mu-

OVERALL RATING ¥

GRAPHICS 6

it seems like the designers could

have come up with something
more exciting. Everything looks =~
kind of blah. It needs more pic-
tures on each game screen. Only
one small picture down near the
flippers just isn't going to cut it.

A pinball game isn't much with-
out good sound. Fortunately,

THE LOWDOWN

A decent game for the Game Gear.
There's more to do than there is to
look at. But it's not a pinball game
I'd return to over and over again. It
was fun while it lasted. It's just
that the game didn’t offer any re-
ally outstanding features.
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actually got a sore thumb playing Tolal

Carnage. | quess that's how carried away |
got. It's a great shooter game with plenty of action.
It's too bad there’s not any blood though (just a
green splatter) when you kill your enemies.

Basically, this game has a military combat
theme in which you have to complete four mis-
sions: the A (Alpha Mission), in which you have to
engage ground troops and rescue hostages; the B
(Baker Mission), where you have to cross the air-
field and eliminate key targets; the C (Candlestick
Maker Mis-
sion), in which
you must defeat
the evil enemy
General
Akhboob and
prevent him
from creating
more mutant
troops; and the
D (Delta Mis-
sion), in which you have to pick up some milk on
the way back to the base.

Total Carnage is much easier if you are playing
with another person. You find yourself being bom-
barded and surrounded by enemy soldiers, bullets,
grenades, jeeps, tanks and strange mutant crea-
tures (my personal favorite), and you must avoid a
a lot of mines. As
you fight your
way through the
rough terrain, it
helps to collect
various weapons,
dog tags, Ameri-
can flags and
gemstones that
aid in your attack—but Iook out for the mines,
some are hidden. When you die, it's kind of cool;
most of the time you fizzle away, but, if you step on
a mine, you get blown up into the air, and some-
times you burst into flames.

There are also psychedelic, kaleidoscope-look-
ing pools called “temporal warps,” which lead you
into new territory in the battlefield. My favorite
warp zone is one in which you have to fight a big,
ugly, pink monster named Orcus. He reminds me
of one of those monsters from that long gone
brand of yummy sweet cereal called Freakies. The
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PRODUCT INFO W

PRICE: 549.95
AVAILABLE: NOW
DIFFICULTY:

COMPANY:

T-HQ MALIBU GAMES

000 N, PARIKWAY CALABASAS, STE 107
CALABASAS, CA 91302

PHONE: (818) 591-1310

After The War Of 1998, Repoters-
Swarned Into The War Zone...
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graphics are excellent, and the game is totally fun;
but | do wish there was blood and guts.
—Josie Kreuzer

OVERALL RATING w

GRAPHICS

The graphics are supercool.
Although the characters are a
bit small, they move and
fight really well. The battle-
field, tanks and jeeps look
realistic, and the mutant
creatures are the best. But
there’s no blood!

i 'SOUND/MUSIC

:-..Thg ‘machine gun ‘and
- weapo sounds are reallstle_
0.

THE LOWDOWN
This is a fab shooter game: tons
of action and cool graphics, but,
unfortunately, no red blood! If
you were into the arcade ver-
sion, then you’ll like this one.
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shooter that may remind you of Nin-

tendo’s Star Fox, Cybermorph makes a
decent pack-in for the Jaguar. The simulation
of flight is what really attracted me to the
game. You can move around everywhere—
there’s a lot of terrain to cover! Go forward,
sideways, even backward (yes, there’s a back-
ward thrust!). The backward thrust is very
helpful if a hostile enemy is on your fail: Just
reverse suddenly and shoot when he passes
you. While it's not the fastest game ['ve ever
played, the ship’s speed is excellent; you can
really get into flying the thing.

The ship is actually called the Cybermorph
Transmogriffon, or T-Griffon, and it's your
morphing attack craft. Pretty nifty, eh? It's not
always easy to control, but it will follow the
terrain pretty closely. It's up to you to avoid
mountains and buildings and stuff. The 7-
Griffon also features the capability to hover

PRODUCT INFO W

PRICE: INCLUDED WITH SYSTEM

AVAILABLE: NOW
DIFFICULTY: EASY

COMPANY:

ATARI CORP.

1196 BORREGAS AVE.
SUNNYWVALE, CA 94089

t -e
<R 205" PHONE: (408) 745-2000

like a helicopter and change
shape (morph, right?).
Anyway, the story is this:
You're in the midst of the
Galactic War, instigated by the
Pernitia Empire (those oh-so-
evil Pernitians) whose domain
consists of several planets
infested with robotic technolo-
gies that can rebuild them-
selves. Your side had new
weapons designed, but they
were intercepted by the enemy;
now they're contained in pods
throughout the empire. The
pods also contain information
and supplies.
| got kind of sick of pods by the time I'd fin-
ished playing. That's all you do on each level
or planet: pick up pods and shoot some ene-

SELECT DESTINATION

mies. It's funny, though...the pods contain

everything from the new weapons to medical

supplies to actual people who were cryogeni-

cally suspended in the pods. Too bad you
can't see into the pods.

Power-ups, weapon coins

(including super weapon coins

like Thunderquakers, Nitros and

Detonators), bonus rings and

other weapon coins can be

picked up on each planet.

There's an array of weapons to

be found, but there's not that

much combat to encounter in

Get a great view
from any angle.




OVERALL RATING W

GRAPHICS

Some very promising poly-
gon-based graphics. Some
detail is evident (like the
shading on the wings), and
the explosions look good.
The horizon is too plain,
though, and certain elements
appear too suddenly.

 SOUND/MUSIC

. Sound effects and Skylar’s
__ uinu are really.'l:nnl What's

the first sectors. There are five sectors,
gach comprising eight planets.

What's really cool is Skylar, the green _ e B
S:nead 0'Connor look-alike who appears THE LOWDOWN
in the upper-left corner of the screen. Considering that this is the first
She's got a cool voice, and will tell you ' game for the Jaguar, things are
stuff like “Good luck,” “Good work,” '“‘I'!‘lit"l' aI; rtighl. ' gl:ess!exggcthed
" " W . a little bit more from a 64-hit
Wﬂl done” and “Where did you I‘eam to : game. But if you're interested in
fly?" Hey, get off my back! She's your the Jaguar, then go for it. Cyber-
holographic adviser, but don't expect her _ : morph is a complex, entertaining
to talk dirty to you—she doesn't really [P m'm e D R e yams wilh lot ok JonDASTNIATY

: peal; it clearly shows the ma-
offer any valuable advice anyway. chine's putentia?l. So look out for

—Betty Hallock ' Pt fEfic i those pernicious Pernitians!
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PRICE: N/A
AVAILABLE
DIFFICULTY:
COMPANY:

Rescue Rangers is missing from this
sequel. There are no faucets to be
turned off by jumping on them, no
metal boxes that can be reused after
your enemies take them off your
head—even the map screen and al-
ternate routes are no longer an option.

The game’s overall atmosphere and
stage design seem relatively unin-
spired. There’s a “haunted
house” stage that's pretty

H ey, 8-bit fans.. .re-
member this one?
The original Chip 'n
Dale—Rescue Rangers
appeared in 1990; at the
time, it was one of the
most playable and imagi-
native of games, particu-
larly among those with an
option for two-player cooperative
play. How does this long-overdue

OVERALL RATING ¥

GRAPHICS i

The characters are small, but

the scrolling backgrounds are |
colorful and well-defined.
The boss characters are big, |
and there’s less flicker than =
you'd expect from an |
NES game.

sequel compare?

Well, the plot is the same—the
boys run and jump through waves
of hazards in search of their arch-
nemesis, Fat Cat—nbut it does have
all-new scenarios and many new
enemies. Chip and Dale can also

cool, but many other levels
try in vain to stir up excite-
ment. At one point, Fat Cat
locks our heroes in a refrig-
erator as an on-screen timer
reminds the player that
they'll freeze if they don't find

_ effort...but I'd like to hear

_ sounds. Also: Why hasn't the

SOUND/MUSIC

Again, an above-average

more bass or some sampled

title theme been updated

an exit within three minutes. This would
have been a great tension-builder if it
weren't possible to escape in less than
60 seconds!

The high point of Rescue Rangers 2
is the “Western World" carnival stage, in
which Chip and/or Dale must ride on
mining carts, controlling their speed
with tiny throttles as they try to avoid
falling boulders and swinging wrecking
balls. It's the game’s most
challenging stage, so it's no
surprise that it's also the
most rewarding.

—Chris Bieniek

Three years later,
Capcom releases a
Rescue Rangers sequel

for the NES.

pick up boxes to throw
or hide under. Hiding
in boxes was one of the
coolest things about
the first game, so it's
great to see this feature
intact. In accordance
with the laws of car-
toon physics, you can
now choose to throw
an item in a kind of wobbly pattern by
releasing it while running. This trick
gives your weapons a wider attack
pattern, which comes in handy against
certain enemies who bat projectiles
back at you, Babe Ruth-style, if you
fling 'em in a straight line.
Unfortunately, much of the really
appealing gimmickry of the original

B L L Ll R

nce the first Rescue
Rangers game appeared?

THE LOWDOWN
Though Disney’s Chip 'n |
Dale—Rescue Rangers 2 may not
live up to the high standards of its
predecessor, it's not bad for an all-
new NES title—hey, in these days |
of 16-bit dominance, beggars can’t |

be choosers! The fact that the |
game’s ending hints at yet another |
sequel is definitely worth noting.



THE NEXT STEP IN OUR EVOLUTION...
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[ M//- A 1tineds Gaming & Beyond

coming soon

a new magazine from the editors of VibeoGamEs



EA SPORTS IT'S IN THE CARDS

EA is taking strategy guides to the ST
next level, with its introduction of S
~ the Official NHL ‘94 Game Card Set. This

L3 7225: card set fea res_every player in the
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SYSTENW GAME W PRODUCT INFO w OVERALL RATING W

PRICE: N/A
AVAILABLE: NOW
DIFFICULTY: EASY

COMPANY:
ATLUS
17145 VON KARMAN AVE., STE. 110
IRVINE, CA 92714

PHONE: (714) 263-0582

I any number of whibh yéd or ib‘ﬂ"r
world SOCCO!‘ 94 . choosetocontrol. :
The game features ezght dlﬁerent tearn fC

Pacswnrd Backup __mns and Slx !eam strat ; > The play‘ers are small but
Battery Backup = : 0 i well-defined and colorful.

"Road To Glory

GRAPHICS

Arcade Mode
1v2 3 4 5players
Official License
Substitutions
Exhibition/Practice Mode

("4

¢/ League/Season Play T it A o The animation is extremely
v/ Tournament SHR ) 2 smooth, with terrific field
v’ Instant Replay : _ - any time ; i
v Team Construction i T it scrolling. Nice option
¢/ League Construction i i screens and scoreboard ani-
) Simulation Mode . A malions.

v .

SOUND/MUSIC

The only music in the game
is on the menu screens.
Other than the great crowd
. noises, there really aren’t
" much in the way of sound ef-
fects either.

GANE SELECTION

FRIENDLY GHME
SUPER CuUpP
HORLD KNOCKOUT
HORLD LEAGUE :
~ INDOOR SOCCER |
» PRACTICE WE |
EDIT SouAans |
OPTIONS

THE LOWDOWN
Those looking for a true simulation
might be disappointed, but World
Soccer 94’s fast and frantic game
play will make it a hit with arcade
fans. Everyone will appreciate the
various coaching, tournament and
team editing options.

A

W

= 2



SYSTEMW GAME ¥ PRODUCT INFO W OVERALL RATING ¥

PRICE: N/A AVAILABLE: NOW
DIFFICULTY: EASY
COMPANY:
DATA EAST
1850 LITTLE ORCHARD ST.
SAN JOSE, CA 95125
PHONE: (408) 286-7080

The piayers move so slowly when

& ABC Monday Night Foothall '_ L, ..‘.‘!"‘ you're controlling them it aimost

=/ :
- "".-/ — Js—-'—-i—“

—

-~

seems the game has locked up; |  CRAPHICS

B the play selection screen features_ | - ominds s of an 6-bit machis with

Password Backup scaling and rotation.

Battery Backup LB ity
League/Season Play 1i _. efen: 2\ e SOUND/MUSIC

Tournament
Not bad. Some digitized stuff with

Instant Replay )
Team Construction Kathy Lee's hubby.

League Construction
Simulation Mode . PLAYABILITY

Arcade Mode - The worst aspect of the game. Slow
1v2 3 4 5players - and awkward.

Official License — . e

Substitutions ' - EDITORS RATINGS

¢’ Exhibition/Practice Mode
L)

I -]
o9 £, ‘h £
v i g z
BANG 15 BUCK

THE LOWDOWN
Simplistic game play and awful control
ruins what could have been an interest-
ing game. The few novel features and
ABC license are not nearly enough to
save it from mediocrity.

A T R A e e T . S e ST L BN
PRICE Nx’A AVAILABLE: NOW
DIFFICULTY: MEDIUM
COMPANY:
ELECTRONIC ARTS

,*‘ "}“’ LL S SE 1450 FASHION ISALND BLVD.
b ﬂ SAN MATEOQ, CA 94404
j PHONE: (800) 245-4525

F e

Pl
i B
-.1,...-;... =

Bill Walsh College Foothall

Password Backup static and ar:
Battery Backup T R
League/Season Play . : !
Tournament - Udllg Jot U
Instant Replay -~ Vide
Team Construction : “H2sing gl S e ]
League Construction ¢ kL g i
Simulation Mode i T Ul SR & L : THE LOWDPOWN
Arcade Mode i [ e . Music and video are cool enhance-
1v2¢3v4a 5players | r ! b footha e inclut © . ments to an already great game,
Official License e anv elean. however. W S50 | but not enough to make it worth
Substitutions : i - upgrading if you already own the
Exhibition/Practice Mode 1= A e % . cartridge.

SAN = SSKS

AN
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A - You'll get one
A B / e | FREE pack of Star
/ . O Cards with each paid
= x subscription to TRADING
| o G Caros! Each Star Cards
A | i pack contains some
e R | of the hottest rookie
s l cards on the market
o D
o S
E p, ’”’;?

Shaq is back and hotter than éVer"" If your free
pack contains one or more Shaquille 0’_..__' |
be worth up to $200! So don’t delay—sta G

CARDSs subscription now and receive your pa k (o) S;t_ _:r Card5|
absolutely FREE! ¢

Star Cards\atks:arbititeseRUSh your Drdler 40t

TRADING CARDS, P.O. Box 16928, North Hollywood CA 91615-9960
N
Yes sign me up for one-year ~ ——

(12-issue subscnptron to TRADING Capps ~ Address
for only $17.95 and send my Star Cards ~ City/State/Zip

pack today! I'l save 824 off the annual [CJPayment Enclosed ~ Charge My [Visa (IMC
newsstand price and get my Star Cards ~ # Exp.
pack absolutely FREE! Signature

MONEY BACK ON UNUSED SUBSCRIPTION IF NOT SATISFIED! Make Checks payable to L.F.P., Inc. Foreign add $10. Basic subscription rate: $17.95.
Your first issue will arrive in 6 to 8 weeks. WATCH FORIT!

OFFER EXPIRES APRIL 18, 1994



John Madden Foothall
EA SPORTS/3DO

v/ Password Backup
Battery Backup

v league/Season Play
Tournament

¢ Instant Replay
Team Construction
League Construction

¢/ Simulation Mode

¢/ Arcade Mode
1vV2 3 a4

v/ Official Licence

v/ Substitutions

NHL Hockey €D
EA SPORTS/SEGA CD

v/ Password Backup
Battery Backup
V' League/Season Play
v Tournament
¢’ Instant Replay
¢ Team Construction
v League Construction
¢ Simulation Mode
v/ Arcade Mode
1 2 34 5players
v/ Official Licence
¢/ Substitutions

Super Goal! 2
JALECO/SNES

Password Backup
Battery Backup
League/Season Play
Tournament

Instant Replay
Team Construction
League Construction
Simulation Mode
Arcade Mode
1v2 3 a4
Official Licence
Substitutions

5 players

NS SSKSSS

Mutant League Hocey

EA/GENESIS

Password Backup
Battery Backup
League/Season Play
Tournament

Instant Replay

Team Construction
League Construction
Simulation Mode
Arcade Mode

1 V2 V'3 V4 V5 players
Official Licence
Substitutions

SANKKKKNSSSSS

5 players ||

WASHINGTON CAPTTOLS

. 16-bit market is moving on
up to the 3DO. With fully digi-
| tized player animations, 3D ren-
| dered field and stadium art and
. CD-quality digitized sound, this

at Dallas
Cowhoys

TiNG REPORT

teams: 28 from 1992, two “All
Madden” teams and the eight
greatest teams since 1972.
Look for John Madden Football
for 3DO in January 1994 with a
retail price of $59.95.

could shape up to be the pre-
mier football game for the
home. Of course, Madden will
be giving you the play-by-play
in digital sound, and you'll be
able to choose from 38 real

E J 8 HL Hockey 94 for Sega
|/ CD adds to the Genesis

. version of the game with over

. 800 clips of real NHL footage of
. some of the greatest plays in

. league history. The video will -

add 10 the rough and tumbte

_into the on-screen action. Each

game W;th 4-Way Play, updat-
ed '93 player ratings and team
rosters, NHL Hockey '94 will be
available for the Sega CD in
January 1994 at a suggested
retail price of $59.95.

skating of the game by tying

arena’s organ music is now fea-
tured in CD sound, and Ron
Barr's voice will introduce each

technique, speed and defense.
Goalie control and special
moves are also avaijlable.
Super Goal! 2 will try to push
the limits of its four-meg config-
uration with exciting game play.

ment with a password feature.
Each team consists of sixteen

players with eleven starters and
ve subs, Each player has dis-
ctly different. skills, w1th ability
tings far 1umptng, krckmg. ball

obstacles as pits, mines, and

~ fires. A 16-meg cartridge, it
allows the player to control
'skeletons, robots or any of the
‘monsters in your own personal

nightmares. >




John Madden Football '94 Electronic Arts

_ Manb_ nteracllve"" o 8

Gapcom
Eiactromc Arts
Tradewest
. NFL Fuatball - I(onami
Super Play Actmn Footbalf N:ntendo ......
; Troymkrnan Fuutball Ltd - Tradew st
/ ABG Monday nght Football Data East Y
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GameTek
Phone: (305) 935-3995
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U.S. Gold
Phone: (415) 693-0297

Acclaim
Phone: (516) 624-9300

This action/platform game is nothing origi-
nal, but it is entertaining nonetheless. There
are five different worlds that you must tra-
verse. The large on-screen character makes
it easy to play. Controls are also pretty
straightforward.

Many people will recognize this 4-meg
Game Gear game from its arcade or 16-bit
Genesis sibling. This first-person motocross
race game has five different tracks to choose
from. There is also a variety of motorcycles
to upgrade to.

We've seen Bart in just about every unimag-
inable adventure. This time, he’s back in a
parody of the popular childhood fable of
almost the same name. The game evokes a
chuckie—but that's all that you'll get out of
this one.

&7
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Capcom
Phone: (408) 727-0400

Acclaim
Phone: (516) 624-9300

Capcom’s popular Mega Man series is like an
old friend you can come home to—especially
considering there are practically no new NES
games anymore. This latest and maybe last
NES Mega Man game has all the elements
that made its predecessors so popular.

e NIE
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This wrestling game by Acclaim is the first
game of that type to come along for the Sega
CD. Real audio tracks add a lot of enjoyment
to the game. There are 20 wrestlers and four
modes of game play to choose from. The
over-the-head chair is missing though.

JMAN ENTERTAINMENT. INC.
£0 BY FOCH 10 FUJE TELEVISIDN
CENSED EY HINTENDD

AVAILABLE: NOW

UBI Soft
Phone: (415) 332-8749

Gran Prix race games are not a new genre to
video games, but what sets this game apart
from other race games is the amount of
options available to the player. There are
three different modes and a slew of con-
struction options.
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GAME DEVELOPED BY
i NFOGRAMES

LiCENSED BY NIiNTENDS

Electro Brain
Phone: (801) 531-1867

MICRO REVIEWS W

Phone: (702) 795-7996

- AVAILABLE: NOW
Triffix

Phone: (203) 395-3090

This very, very Mario-like game is fairly
entertaining. You'd swear the sound effects
were straight from SMW. You might say that
this game is a cross between The Lost
Vikings and Super Mario World.

Unfortunately, this game falls into an end-
less sea of games, with nothing to set it
apart from the rest. However, the game isn't
completely without entertainment: When the
girl falls from high altitudes, she is embar-
rassed as her skirt blows up.

This game gets a 10 for originality, but a
more effective use of the split screen could
have been made. The game’'s music is
catchy and doesn’t get on your nerves.
Dream TV is a hybrid of both action and puz-
zle solving.

The Software Toolworks
Phone: (415) 883-3000

JVC
Phone: (213) 878-0101

There are a few games that we eagerly
anticipate to play, and this was one of them.
It was only a matter of time before the clas-
sic game came to the systems. There are
differences from the classic, but a lot more
could have been done to improve it.

What this game lacks in game play, it makes
up for with excellent graphics. There are
four different worlds and 64 levels to this
game, but the controls are lacking and the
action is pretty much more of the same old
stuff.

Phone: (516) 624-9300

T

When the Genesis version of this beauty first
came out, gamers praised it for being so
close to the arcade version. This SNES ver-
sion goes one step further. The graphics are
superb and so is the audio!

TERMINATOR ONE O8O TERMINETOR TWO
RS |
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Flying Edge
Phone: (516) 624-9300

MICRO REV

Electronic Arts
Phone: (415) 571-7171

_S101SRWIOPOY)

Codemasters USA Inc.
Phone: (212) 984-0714

This platform game based on the popular
indestructible dummies features four zones
of platform play. The action is prefty stan-
dard for the most part, with the Crash
Dummies theme applied. It seems to use the
same programming drivers as Wayne's World.

Lotus li: R.E.C.S., for the most part, is a
fairly simple to play and straightforward
race simulation that lets you play without a
lot of setup hassle involved. Gamers can
even choose the soundtrack via a compact
disc player in the dashboard of the car.

o009 00C

o2 HHAH

An very interesting hybrid of both platform
action and adventure, though the action part
doesn’t work too well. Also, we are still try-
ing to figure out why the screen is reduced
in size, limiting the viewing size of the
action screens.

Phone: (305) 935-3995

@ SviEay Eads
R

Flying Edge
Phone: (516) 624-9300

Interplay
Phone: (714) 553-6678

A very plain-vanilla action game with a neat
soundirack. The character control is weak
for the most part. The challenges are too
easy and the game is too short. This game
should have been left to exist only in the
Game Gear format.

Based on the motion picture, as is the case
with its SNES sibling, this platform cart con-
tains plenty of challenges and rooms to tra-
verse. Interestingly enough, this game was
also designed by Ocean, who previously did
the SNES version.

This Viking game is virtually identical to
hoth the previously released PC and SNES
versions. The graphics and sound are just as
good, but the controls don’t seem as respon-
sive to the touch.




ohists are King!

The complete story on the
making of Batman: The
Animated Movie! Batfans of all
ages will be blown away by Wild
Cartoon Kingdom'’s dazzling
feature with original art by
Bruce Tim.
B8 You'll also get a load of Aeon
Flux, Shnookums and Meat
and more Ren and Stimpy.
=1 You'll get a look at cartoon
specials from Christmas past
like Rudolph the Red-Nosed
Reindeer, The Grinch Who
Stole Christmas and the

i newest holiday treat, Tim
Burton’s Nightmare Before
Christmas. Plus we've
included plenty of cool car-
toon pinups and much,

i much more!

k3 NoERN IR
Yes ! o copes s

r 1
[ [
| I
[ I
l KingDom’s Batman edition right City/State/Zip |
: away! Enclosed iS my payment for |_Payment enclosed Charge my L WISA [MC :
| I
I I
| I
L -

$3.95 (plus $1.50 for postage & Card # Exp.
handling) for each copy ordered.  Signature

Make checks payable to L.F.P. Inc., Outside U.S. add $2 per copy for additional postage. U.S. funds only. California residents add 8.25% sales tax to total order.
Offer expires april 18, 1994
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 faithful translation of the SN!( game from the- arcade to the home version i .
; “1 However, if you don’t have a six-button controller for the Mega Drive, it will drive. you
» » 4 crazy. The game has two modes of play: a scenario mode, which allows you to choose @
Ryu Sakazaki, or his friend/rival Robert Galcia (yes, | know that it's supposed to be Garcia,
but hey, it's Japan). The gamer has to beat eight characters and get Ryu’s younger sister

back. Within the game, there are bonus rounds with which you can get a longer life gauge,
longer special attack gauge or bonus points. £
In the fighting mode, you get to choose all of the characters, including Mr. Big and Mr. © g A
Karate. This addition will certainly please fans of this game. Now you can play as the boss | 1 ,_)-v"-'-:ﬁﬂ el
WM characters and not be frustrated at not being able to beat them. If you're good at Fafal 3, A b SRR

Fury Special, Ryu Sakazaki will appear in the game to take you on. Good luck finding him.  § ;‘-"', §

Pop’n Lcnd

SHIELD WAVE
Mega CD

An odd, shootmgiactmn game. The story
starts with two little fairies that find out the
Dreamlord is taking over dream, and you have

to stop them. But, being
physically weak, they use
robots to do the battling.
There are 16 different
kinds of heads, bodies
and weapons to choose
from. Each part has

different weights, armor
ratings and special
abilities. With this kind of
variation available, you
;::can ak_e a robot that is

:.Iu

Sengaku Densho |

Mega CD @m |

An old arcade game that

came from SNK has come to

the Mega Drive—an action |
game that can also be thought of as the game that laid the
groundwork for Samurai Spirits (Samurai Shodown). The
game does have an old-type video-game feel to it. The..§
graphics are not topnotch and the animation is not very i
smooth, but this actually adds to the charm of the game. |
It's a simple fighting game mthout all the hype of excel!ent

finishing moves. The

| also has great atmosphere

giving a good sense of the
~world that the character
fights through. Okay, maybe
“I'm a little biased, since |

played it when it ﬂrst hlt the-
--arcades

~ The CD verslon has more

visuals in between the stages
o introduce the next level’s
boss that the character must

defeat to advance in the
~game. With two diff ent
: 3characters il

iO
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that comes to Japan at a great time, when any game that has anythmg todo
with soccer is se_llmg \'s_[ell Check it out,
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a1 000
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Metal Fang
VICTOR ENTERTAINMENT
Mega Drive
Four Megabits éﬂia‘

A variation on the typical
racing game. Instead of trying
to get around a track a set
number of times as fast as
possib!e, you try to go around
as many times as possible in a
set amount of time. And E%
-'.tnstead of racing agalnsi-ﬁ
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'Réﬁiancing Soga 2
SQUARE
Super Famicom
16 Megabits

Exbéc'tations are very high ler this

in Japan for comlng out with a new RPG'
stem every time |t mtroduces a versaon

Hel a;different type 01 tighﬂng
/ -game The battlefield is larger and it's in
24 the air. The characters themselves are

‘taken from a very popular Japanese
comic-book series. Instead of beating the
stuffing out of your opponent with kicks and
punches, you use magic. All kinds of
magic can be performed by pushing the
controller’s four buttons in various combi-
nations. You can choose from several differ-
ent characters and play the scenario mode,
or you can challenge a friend in one-to-one
magical combat. A great new twist that
may bring new life to a genre that is already
flooded with too many SF //clones.

: ame \'J:th a high
lue. Let's hope this -

Super Chinese World 2

CULTURE BRAIN =

Super Famicom =
16 Megabits

Jack and Ryu are back again in another
edition of Super Chinese World. But this
cart is really two games in one. The first mode is
RPG. In this mode, the action takes place in two
different ways: the typical action type, where you
have to beat up all the monsters to gain
experience, and the boss character stage where
it's a one-on-one battle. There is also a side-
scrolling action stage to [ - ;
keep your reflexes sharp. If you find the game
W getting too tough, just run and fight around in
the same area to gain experience and, thus,
new special attacks.

4 The second kind of game is tournament-
style fighting. You can choose to be Jack, Ryu

¥ or the nine other characters that are trying to
become the best. Each individual character
g has its own advantages and disadvantages,
8 along with special moves, of course. Now two
‘people can enjoy completing the RPG part
&4 together, or they can pummel their buddy into
B submission in the tournament mode.

Klrby's Pmball

NINTENDO
% Game Boy 37; N
¥ Unknown Megabits

That cute, round little whatever he is makes [
another appearance. This time, you flip him around [
a pinball game. Kirby rolls into a ball (a real tough
effort for Kirby) and takes on all the nasties on the
various levels. Kirby's friends also make
'-appearances in the game.

The game itself has three different boards to
Ichoosa from. The pinball boards are separated into
‘gasy, medium and advanced game play. The names
Croco- Land _Poppy Brothers Land and W|spy

.*4;7
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CAS$H for

your cartridges

We pay CASH for Genesis
and Super Nintendo cartridges.
1

Call for prices or send for catalog

l We also have a huge selection
of used cartridges available.

You’ve Just Spent $50.00 For
The Latest Game...
Why Not Pay 19 Cents More To Win It?

SECRETS UNCOVERED™ reveals the codes and passwords o
more than 52 of the most popular home video games.

JUST $9.95! (510.77 for CA residents - 8.25% tx)
Please specify SUPER NES or GENESIS
Send a check or money order to:
Entertainment Earth « POBox 6010609 + Sherman Oaks CA 91413

CIRCLE #128 ON READER SERVICE CARD.

ATTENTION: INTERNS!

VioeoGames Magazine is seeking a bright and
energetic person to intern for the VioeoGames staff.
Tell us about yourself, what systems you own
and why you want to work here.
Must be over 18 and live in the L.A. area.
Write: VipeoGawes Intern, 9171 Wilshire Bivd.,
Suite 300, Beverly Hills, CA 90210

ADVERTISER INDEX

t = 1
1
BRE Software
l352 W. Bedford, Suite 104V $5 .0 0 O F F
Feano, CA. 99711 Send $1.00 for our complete

I (209) 432-2684 price Iisl'lfcatalog and lecsi\re
FAX (209) 432-2599 a coupon for $5.00 OFF your ||

Dealers'Wholesale inquites walcome  néxt mail order (mail only).
I = om om oo mm omm omm o mm omm o

CIRCLE #126 ON READER SERVICE CARD.

Attention Game Developers

Cartridge Emulator
Connect your PC to your game machine!
Make your own video game workstation!
16 Meg Bits Ram - $ 245.00

24 Meg Bits Ram - $ 325.00
RHOTECH LABS LLC.
P.O. Box 800727, Dallas, TX, 75380

(214) 692-1206 (Voice or Fax)
Hardware does not include any proprietary information on
game machines, or game development software, not licensed
andfor endorsed by any game manufacturer.

* Jaguar,

* Immediate Shipment

ADVERTISER PAGE # RSC#

ABSOLUTE 69 116

ARENA 45 104

A ATARI 8/9 105

ATARI 94/cv3 125
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) FLving EDGE 7,23 104
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IMAGINEER 43 113

* All Games at least 10% off INNOUATION 73 118
* No Shipping & Handling Fee INTERPLAY 51,63 119
* No Sales Tax or added charges INTERPLAY 63 120
* 20% off on Advance Orders LIN ov4,19 104
+ Timely New Product Info. LIS fed 3 s

. NAT'L GAME PLay 93 @
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Genesis, & Computer Games OCEAN 25 109
» Role-Playing & Board Games RHOTECH Las 93 129
SUNSOFT 36/37 112

. Vi TaITO 65 117
Visa & Mastercard Accepted st 67 115

(800) GAME - CLUB | e 29 110

TRIAX 31 111
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WorkinGg DEsigns 13 106

Forget those used game companies that only pay you a tiny
fraction of what you deserve. First they rip you off, then they turn
around and sell your equipment to someone else for a really high
price! But when you join the all-new National Game Players'
Exchange, you sell your used games and equipment directly
to other game players at the prices you set—and that means
more money in your pocket!
Here's How It WoRks:

® For a one-year membership fee of just $25, you'll
receive six issues of the NGPE newsletter, the one and only
nationwide publication with page after page of the great-
est deals on used game equipment. It's just like the classified

A better way to sell used game equipment
& PUT MORE MONEY IN YOUR POCKET!

drawings and cartoons for publication.

Your $25 membership fee can pay for itself the very first
time you make a sale! Remember, you'll be making your own
deals, not getting ripped off by some big company.

Join Topayl HERe's How:

1. On a separate piece of paper, clearly print your
name, complete address and zip code, phone number (include
area code), and the days and times you can be reached.

2. List up to three items you want to advertise in the
NGPE newsletter. Include the complete name of the game or
piece of equipment, what video or computer system it's for, and
your asking price. (Be fair!) Specify whether you want to buy,

tems and accessories. All the ads are
placed by NGPE members-no dealers
allowed!

advertising section of your local news-
paper, only every single ad is for used N P
video and computer games, core sys-
il Y ® G °® °® E ®

National Game Players' Exchange

sell or trade each item. Don't de-
lay! The advertising deadline for
the March/Aprilissueis February
20, 1994. Ads received after Feb-
ruary 20 will appear in the May/
June issue.

® As an NGPE member, you can advertise three
items to buy, sell or trade in each issue — FREE OF CHARGE.

@ Allyou need is a telephone and a mailbox, because
gamers work directly with each other to get the best deals
on used equipment. NGPE members call each other to negoti-
ate deals, then buyers mail their payments straight to the sellers,
and sellers mail the purchased items straight to the buyers.
(Complete details on how to bargain successfully in each issue.)

@ Plus! Make new friends from all over the countryin
the "Player-to-Player" pen pal section. And submit your original

3. Mail all information, with a $25 check or money
order made out to NGPE (U.S. funds), to:

NATIONAL GAME PLAYERS' EXCHANGE
Attn: New Member Dept., Suite A2

P.O. Box 1027

Joplin, MO 64802-1027

Your first issue will arrive in 6 to 8 weeks. Get ready to make
some great deals!
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LYNX KICKS

Atari, the Atari logo, and Lynx are™ or ® of Atari Corporation. © 1993 Atari Corp., Sunnyvale, CA 94083-1302. All rights reserved.
Checkered Flag, Dracula and Warbirds are™ and @ 1992 of Atari Corp. All rights reserved. Lemmings and Jimmy Connors' Tennis are ™
and ©. All rights reserved. Game Boy® is a registered trademark of Nintendo of America,Inc. © Nintendo of America Inc. All rights



Lynx has a 3.5" screen.

=)l

Game Gear has a 3.2" screen.

Lynx has over 4000 colors.

BUT

Game Boy has two.

Lynx has a 16 bit graphics engine.

ST

Game Gear has an 8.

Lynx has molded rubber hand grips.

BUT

Game Boy has plastic.

Lynx allows up to eight players.

Eﬂ! BUT

/ Game Boy allows up to four.

%ﬂ——— — Lynx has right or left hand play.

BUT

Game Boy and Game Gear do not.
ENINET
IHEIR BUTS.

reserved. Game Gear is a trademark of Sega Enterprises, Get to your store now, or call:
LTD. All rights reserved. 5.0 PraFile ratings for Warbirds™

courtesy of GAMEPRO® Magazine. EeEn - 20 2 ] = EAlEE
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