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Mortal Kombat (Sega CD)
Ftal Fury 2. Jungle Book._
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NOTHING, NOTHING
CAN PREPARE YOU

SUPER NES™ GENESIS™ GAME BOY  GAME GEAR
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GAIME GENIE PRICES!
i FOR
k Genesis”, S NES, $ 99 *
" | Gamrﬁeur'" 34
Game Boy®, NES® *2©)22*
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m E%’ll_:"l[]";ﬂ" C288-Cc5A7 Almost infinite missiles
C28A-cop7 I infinite super missil

Game e

3CA4-450D

62C5-14a6 KT hyver gun in inventory

Eﬂ“l”ﬂ” 1 C28F-AF4D Protection from mos? monsers

EﬂmE CEAE-OoD17 T magic—must have enough
MP for spefl to work

B32C-4FA0Q + T r speed
CD2C-4700 ok

Almost infinite super bombs

2-pt. goals worth 9

2B0T-MGLT +
BVOT-LA40

MEETS
RADIDACTIVE

NI o AL Always rank first in qualifying race

Normal shofs do more damaoge

Infinite live
and go fo anofher par
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£1994 Lewis Galoob Toys, Inc. All Rights Reserved. Game Genie and Galoob are registered trademarks of Lewis Galoob Toys, Inc. “Game Genie is licensed by Sega of America, Inc. for use with the Sega™
Genesis™ and Game Gear™ Systems. Sega, Genesis, Game Gear and GP Rider are trademarks of Sega Enterprises, Lid. Game Genie is a product of Lewis Galoob Toys, Inc., and is not manufactured,
distributed or endorsed by Nintendo of America Inc. or any of the trademark owners listed below. Dragon Wario, Game Boy, NES, Super Mario Land 3, Super Metroid, Super NES and Wario Land are
Fox Film Corperation. Equinox is a trademark of Sony Music Entertainment Inc. Mega Man 6 is a

trademarks of Nintendo of America Inc. Bartman Meets Radioactive Man is a trademark of Twentieth Century
trademark of Capcom Co. Ltd. Mutant League Hockey is a trademark of Electronic Aris. Sub-Terrania s a trademark of Scavenger.
: 'Manufq::lurer’s suggested retail prices. Actual prices may vary. st - _

ept fires, falling
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DO YOU KNOW
WHEN IT STARES'




A GREAT DEAL
fOU IN THE FACE?!

FOR A LIMITED TIME, BUY ANY 2 OF THESE EYE-POPPIN', GUT-WRENCHIN' GENESIS™ TITLES,
AND GET 1 FREE FROM SEGA™ (pay only for shipping and handling). Choose from: £7ZRNAL CHAMPIONS™
SUB-TERRANIA™, GUNSTAR HEROES™, SONIC SPINBALL", CHAKAN the FOREVER MAN"™ SHINOBI Ill: RETURN of
the NINJAMASTER ", DR. ROBOTNIK'S MEAN BEAN MACHINE™ and Nickelodeon's” THE REN & STIMPY SHOW™
presents SIIMPY'S” INVENTION. It's a no-strain, pure-gain deal! All you have to do to get your free game is:
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L: Purchase two of the SEGA™ Genesis™ games listed above between June I5, 1994 and September 15, 1994, or while
supplies last. No substitutions permitted. 2: Submit the original dated cash register receipt(s) for your two new
games [receipt(s) must be dated between June IS, 1994 and September I5, 1994]. No photocapies will be accepted.
3: (vt out and submit the UP( codes (bar code symbols) from your new games. No photacopies will be accepted.
G Include a check or money order for $3.75 U.S. dollars (no cash, stamps or (0D’s) to cover shipping and handling.
Make check or money order payable to GENESIS BUY Z, GET | FREE OFFER. Sz (omplete the information requested
below on this coupon. No photocopies will be accepted. &z Mail all of the items requested to:

pULY E“”'Emﬂ

ADDRESS
)
CITY, STATE, LIP PHONE
MALE or FEMALE
STORE WHERE PURCHASED  aer_ [(Circe)

trom the st below, please rank the games in order of your preference (1 to 8, | being your first choice and so on) and Sega will send you one of the mnk#d qames.
Failure to rank your choices will result in Seqa’s selection and shipment of ane of the listed titles. Seqa’s selection will be based on availability.

___Eternal Champions"(1145) ___Sub-Terrania"(1551) ___Gunstar Heroes"(1077) ___Sonic Spinball*(1537) ___(hakan the Forever Man"(1047)
SRR SRR —Shinobi [1I: Return of the Ninja Master"(1136) ___Dr. Robotnik's Mean Bean Machine"(1706) ___The Ren & Stimpy Show"presents Stimpy's"Invention (1068)
Fild o7 FRESS AFF TR EMdarys

of SEGA. Ser individual game boxes ALL REQUESTS MUSTEE POSTMARKEDBY OCTOEBER 15, 19945
for trademark information. Please allow approximately B to 12 weeks for delivery. Offer not valid in combination with amy other Sega offer. Void where prohibited. Valid in the USA

@N994 SEGA. Al rights reserved. and its territories only. All games listed are either not rated or are rated for qeneral audiences, with the exception of Exeral Champions (MA-13).
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26 Readers’ Choice Awards

FENTYRES

1'8 GamePro Gallery 34 Cover Feature:
Special Art Contest Super Street Fighter II:
It's time for a showdown with SNES ProReview, Genesis Preview, |
your artistics talents! The Prize? Super Turbo Arcade ProReview, Pmaemm; o
Samurai Shodown! Movie Interview s, |

Your picks for the best video
games of the year!

42 On Location:
Nintendo
Four days in the life
of Nintendo!

Find the Flashbacks to celebrate
GamePro’s 5th Anniversary!

5 years ago m mer....yuu’ll find some old
familiar sections, like Hot at the Arcades, Cutting sm-ﬂ Feature:
Edge, and Overseas Prospects. You'll also find Jam "i':’m m‘_’;ﬁfm
some that didn’t make it, like The Adventures .
Can you find the 70 hidden

of GamePro and Puzzle Challenge.
3 %44 characters in NBA Jam Tourna-

ment Edition? Now the answer
is yes!

ﬂuﬁJ fJﬁeJI"‘ 4

81 Super Metroid
| 6-page play-through of the
worlds of Metroid, including
complete maps! Find hidden
weapons and beat all the bosses!

138 SWATPro

Secret weapons and tactics
from the GamePros.

148 Fighter’s Edge
Mortal Kombat II: More Killer
Kombos. Also, winning tactics
for Sub-Zero, Johnny Cage,
Kitana, Scorpion, Shang Tsung,
Baraka, Raiden, and Reptile.
Tournament Report: Super
SF Il Midwest Regional
Championship

Volume 6, #7; July [ssue; nmmn@’ ISSN 1042-8658) is published monthly for $24.95 per year by Infotainment Worid, Inc., 951 Mariner’s Island Bivd ., Ste.

700, San Mateo, CA 94404; An IDG D.':rmpan‘_.,r The World's Leader In Inforrmation Services On Information Technology. For subscription problems only: (303) 786-

7450 Second class postage paid at San Mateo, CA, and at additional mailing offices. POSTMASTER: Send address changes to GAMEPRO, P.O. Box 55527,

Baulder. CO 80322-5527. Change of Address: Please send old label and new address to GAMEFPRO, P.O. Box 55527, Boulder, CO 80322-5527. Forelgn

and Canadian orders must be prepaid in U.S. dollars on a U.S. bank and must include $20/year additional postage. Canadian GST# 131 304 347 Cover: Courtesy Capcom USA
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THERE ARE REASONS

TO FEAR THE DARK.

E: S HADOW AL LS. A UGUST S 1'9 9 4.

T H



)
I
yA
1
=
yA
0
U

rhUREVIEWS)
52

N

J_Jﬁ iRy VIEN I D)

14
16
22

Genesis
Fatal Fury 2 2
Star Trek: The Next Gen
Time Trax
Bubba 'n’ Stix

PreView: Streets
of Rage 3

Sega CD

Mortal Kombat
Third World War
Wing Commander

Super Nintendo

Clay Fighter Tournament Edition 4 aass

Jungle Book

SOS

King of the Monsters 2

Fighter's History

Knights of the Round

Operation Europe: Path to
Victory

PreView: Mighty Morphin’ Power
Rangers

PreView: Double Dragon V The
Shadow Falls

Jeopardy! Deluxe
Wheel of Fortune Deluxe Edition
Socks the Cat Rocks the Hill

Fun 'n’ Games

Letter from
the GamePros

The Mail
GamePro Gallery

The Cutting Edge
Coming from Japan:
Sega Saturn, Sony
PS-X, Nintendo's
Project Reality,
and more!

et 8

102 Nintendo
Zoda’s Revenge: Star Tropics Il

104 NeoeGeo
PreView: World Heroes 2 Jet

Sega’s Saturn

300

PreView: Jurassic Park
Interactive

Super Wing Commander

PreView: Shock Wave - Invasion
Earth 2019

112 Jaguar

168

174

156

162

PreViews: Wolfenstein 3-D, Club
Drive, Kasumi Ninja, Redline
Racing, Doom

The Sports Page
Ken Criffey Jr. Presents:

Major League Baseball (SNES)
ESPN Baseball Tonight (Genesis)
FIFA International Soccer (SNES)
Soccer Shootout (SNES)

World Cup USA "94 (SNES)

Role-Player’s Realm

Shadowrun (Genesis)

The Twisted Tales of Spike
McFang (SNES)

Lord of the Rings (SNES)

Dark Wizard (SCD)

SoulBlazer: lllusion of Gaia
(SNES)

Nobunaga's Ambition (SNES)
Dynastic Hero (Duo)

Game Boy
WCW The Main Event
Super Battletank

Game Gear

The Incredible Hulk

Asterix and the Great Rescue
Side Pocket

Poker Face Paul’s Blackjack
Poker Face Paul's Poker
Poker Face Paul's Solitaire

Buyers Beware!
Information for concerned
consumers

GamePro Labs

The Sega CDX, Tiger Barcodzz,
and the Capcom 6-Button Pad

Short ProShots

Quick looks at hot new games,
including Demolition Man,
Super Gargoyle's Quest,
Samurai Shodown, and Sonic
Spinball.

ProNews
Nintendo's 32-bit system and
Mega Man for the Cenesis!

Index of Advertisers
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AN ANCIENT CLAN WITH THE POWER TO TRANSFORM

INTO FEARFUL MONSTERS STANDPS POISED TO
DESTROY ITSELF FOR A GOPPESS WHO WILL GRANT

e
—_—

ONE HERO MUST FIND
THE 8IX KEYS TO |
BANISH HER FOREVER....

-
-]

HIS DANGEROUS
QUEST IS CALLED.
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ARRRGCGGHH Y oNE FALSE
MOVE AND WERE HISTORY, TOAST.

END OF sTORY,. GAME OVER!!!

ENTERTAINMENT SYSTEM
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SHOULD HE ATTACK WITH A BAND OF EIGAHT VALIANT
WARRIORS OR SHOULD HE PULL UP HIS ASBESTOS

UNPERWEAR ANDP SET FORTH ALONE KNOWING

WILL OUR HERO SURVIVE 7
| ONLY YOU HOLD THE ANSWER...

L =

'- - -
e

BREATH OF FIRE,
A REP-HOT I12-MEG
EXTRAVAGANZA FROM
SQRUARESOFT.
"WHAT RPG FAN CAN'T
GET EXCITEDP ABOoUT
A GAME LIKE THIS?
..COULD EASILY END
UP BEING THE BEST
RP&G OF THE YEAR.”
GAME PLAY ERS -
MNAy ‘94

Mintendo

3/4-BATTLE PERSPECTIVE!
ANIMATED MONSTERS!

NOW YOU'RE PLAYING
WITH FIRE!!!

"’Qt AT - ﬂﬁﬂ?-

gistered trademark and Breath of Fire 15 trademark of CAPCOM Co., Ltd. Breath of Fire Japanese Original Version © 1993 (APCOM Co., Ltd. Al rights reserved, i Fire (Software
(1994 (APCOM Co., Ltd. All rights reserved. Squaresoft® is a registered trademark of Square Co., Ltd. Package design, Screen text, and Manuals of Software E rsion ©1994
g derivative work on (APCOM's Japanese Version. All rights reserved. Super Nintendo Entertainment System and the official seals are registered trademarks of Nintendo' erica Inc.

-



The Big O0-5!

amePro magazine is celebrating its

fifth year of publication. Happy An-
niversary... to you! Yeah, you. Thanks to
your support and your ideas, GamePro's
last audited circulation figure topped out
at 394,000; SWATPro, our strategies and
tactics magazine, is building major mus-
cle: and PlayRight, our newsletter for par-
ents, is garnering kudos from readers

games thing? The fun never stops as
video games and game systems are about
to be “redizzied” by 32-bit and 64-bit
hardware and more sophisticated CD-ROM
games (see The Cutting Edge this issue).
GamePro will grow along with the chang-
ing electronic-games arena, but only with
your assistance.

After five years of publication, one

5 years ago in GamePro....we
welcomed you to the first
issue of GamePro magazine.

everywhere. Our next stop? The world.
GamePro is about to begin publication in
Europe, Mexico, and South America.

No doubt about it, we've all come a
long way - this magazine, the video game
industry, and you as video gamers. But
let's not forget our humble beginnings.
Five years ago, Mario Bros. for the eight-
bit NES and Shinobi for the Sega Master
System were hot. Genesis was the first
book of the Bible, street fighters actually
fought on the streets, and CDs were
something for music, but vinyl was the
medium of choice. To pay our respects to
the “good ol days,” we've sprinkled a few
bits of nostalgic memorabilia from past is-
sues of GamePro throughout this issue in
some of the long-time departments of the
magazine. (See if you can find them all.)

Remember how we weathered the
transition from eight-bit gaming to 16-bit
gaming? Remember how we surfed
through that first-generation compact-disc-

thing always was and still is clear -
GamePro is your magazine. We try to do
our best to provide you with the informa-
tion you want about video games. To that
end, GamePro's launching a new con-
sumers’ column called Buyers Beware.

We receive boxes of mail and tons of
phone calls asking for help whenever
readers encounter a major problem with a
video game product and can't get satisfac-
tion from the manufacturer or can't even
find the company! Now you can contact
Buyers Beware. We'll investigate the situa-
tion and help you track down a solution
to your problem. We'll also tackle any con-
sumer issues of major concern, from
game glitches to offensive advertising.

Our goal, as always, is to serve your
needs. With your help, we think we're all
getting pretty good at it, and we're look-
ing forward to serving you even better in
the future.

By the GamePros

GAMEPROD +« July 1984
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its like Game Boy on steroids.

Now play your Game Boy games in color
on Suner NES.

Imagine this. You're playing

all your favorite Game Boy®

games on a giant 26-inch screen.
el everything's in color--

colors you've chosen yourself.

And even

though

they're

Game Boy games, you're
playing them through your
Super NES®.

You're thinking,
whoa, these Metroid
hatchlings just
quadrupled in size

and they're purple!

of L]

Is this really

CHG{ISE THE COLORS. PICK THE BORDERS.

happening?

Yup. It's (YT

Game Boy®.

And you
don't have to be a
super genius to

figure 1t out.

Just put your #g, 4 .

favorite Game Boy
game into the Super Game Bny

accessory, stick the Super

1994 MNinte of Amernica Inc. Super Game Boy and Donkey Kong are trademarks of Nintendo of America Inc

Game Boy

into your O

Super NES
and ERCELH |

CRANK UP THESE CLASSICS ON SUPER
The most GAME BOY AND THEY BECOME ALL—NEW BATTLES.

excitement your TV has

had since it got cable.

So now you've got ENCLEIEI
QRGN R R for your

Super NES for about the price
of a single Super NES game!
And it's all so huge and 1in
color. What could be cooler?
Uhhh... nothing. Super
Game Boy is pretty much
So

get one. And while you're

(il coolest thing ever.

there, pick up new Donkey

Kong™, the first Game Boy

r'----‘_ 1 game to take full

\ advantage of the

amazing and mystical

| powers of Super
Game Boy.

But don't make

Mario yellow. We heard he hates




n your April LamePro sec-

tion, you gave some arcade
glitches. Do these actually
work?

Dave Ryals
Daly City, CA

Yes. Unlike everything else in
those April Fool's LamePro
pages, the Mortal Kombat Il
and Samurai Shodown glitch-
es actually exist. Not the fake
NBA Jammers on that page,
though - we made those up.

Do the MK ll glitch correctly,
and you’ll get to see this thrilling
ROM check!

Fightin’ Words

hat nationality is M.
Bison in the SF Il games?

Michael Pandullo
Henderson, NV

Manny LaMancha replies:

Capcom says his nationality,
like many other facts about
M. Bison, is intentionally
unknown. For the record, he
supposedly lives in Thailand.

My Thai - Bison’s Hidden Fortress
in Super SF Il.

14
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ow do you pronounce
the names of the charac-
ters in Ranma 1/2: Hard Bat-

tle for the SNES?

Stephen Swan
Oceanside, NY

Slasher Quan replies:

Here ya go! Use these phonetic
spellings:

* Ranma = Rawn-mah

* Saotome = rhymes with
Now-toe-may

* Ranma-Chan = Rawn-mah
Chawn (Chan means "little
one’)

» Genma = rhymes with Ken-
ma. The "G is the same “g"

Readers were asking us
for more Segal

Captain Squideo replies:

as in “get” _ ‘
* Ryoga Hibiki = Ree-oh-gah Phylene Riggs at Acclaim
Hee-bee-kee claims this mode would've

enabled you to choose whom-
ever you wanted for a quick
fight with no running scores.
The normal Tournament, how-
ever, was so popular in the
arcades that the Exhibition
mode never made it into the
final home version.

» Akane = Aw-kawn-ay

e Ukkyo Kuonji = Oo-kee-yo
Koo-own-jee

» Mousse = Moos

* Hikaru Gosunkugi = Hee-
kar-oo Go-soon-koo-jee

» Taro = Tah-row

* Happosai (a special character,
he’s the old martial arts mas-
ter who appears) = Hop-sai

Here’s someone eager fo see the

Give each syllable equal next wave of video game systems.
emphasis as you say the Meet a big-time Sonic fan, Joshua
names. By the way, Quan Carr of Norcross, Georgia.

rhymes with “Dawn.”

Aw-kawn-ay nails Rawn-mah.

hen you previewed Mor-
tal Kombat for the SNES
in your July "93 issue, you
showed two play modes,
Tournament and Exhibition.
On my MK, there’s only the
Tournament mode. |s there a
code for Exhibition, or did
Acclaim take it out?

Derick Santos
Milpitas, CA

Eﬂﬂl’ﬂﬂ :



Address Gentral

would like to know what
Cametek’s address is.

Peter Shaffer
Sykesville, MD

intendo’s working on

Project Reality with Sili-
con Graphics. What are Silicon
Graphics, or where are they?

Matt Quimby
Atkinson, NH

Lance Boyle replies:
Here's how to reach Gametek:

Gametek

2999 N.E. 191st St., #500
North Miami Beach, FL
33180

As for Silicon Graphics, this
Northern California computer
company is best known for its
pioneering special-effects
work in the film Jurassic Park:
Silicon Graphics

2011 North Shoreline Blvd.
Mountain View, CA
94043-1389

Enter to see Silicon Graphics’
state-of-the-art movie monsters.

Let’s Get Technical

SEga's working on the Sat-
urn system and Nintendo’s
working on Project Reality. |
hope they remember to make
good control pads. The six-
button controller should be
standard. Let’s face it, the
3DO0 and the Jaguar pads are
just plain stupid. At those
prices, a good controller
should be something that’s
included, not something you
have to buy separately.

Michael Lainez
San Francisco, CA

n your February '94 issue, a
reader asked for controllers

with buttons on the left. The
TC-16 has one, the Ultimate
Superstick, with buttons on
both the left and right and the
stick in the middle.

Matt Tolle
Seaman, OH

Is Nintendo coming out with
an upgrade for the Super
NES?

Jonathan
West Hills, CA

The Lab Rat replies:

Not yet. The only recent
change in the SNES is the
availability of the Super Game
Boy, a new $59 cart that
enables you to play Game Boy
games on your TV in color (see
last issue’s Lab Report for pho-
tos and details). Plug the cart
into your SNES, plug your GB
game into the cart, and voila,
the number of games you can
play at home on your SNES
has doubled.

Unfortunately, most of the
‘new” games are all Game Boy
games that you might've
already played, some new
color Game Boy games,
notably Donkey Kong, are due
soon. As for something that
actually improves the perfor-
mance of your SNES, we're all
waiting to see what Project
Reality has in store for us next
year. And check out ProNews
for an announcement of yet
another new Nintendo system.

heck out Super Mario All-

Stars for the SNES. Go to
Super Mario Bros. 2, Level 4-
2. You'll see something like a
porcupine walking next to
spikes as you ride on the
fireballs. Doesn't that porcu-
pine resemble Sonic? I'm quite
sure of it. Is this Nintendo’s
way of poking fun at Sega?
Michael Holderby
Kansas City, MO

Captain Squideo says:

We looked and saw some pokey
purple porcupines, all right, but
we didn't see a resemblance to
speedy Sonic. It's hard to imag-
ine Nintendo doing this, since
Super Mario 2 came out before
Sonic the Hedgehog.
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Porcupines, yes; Sonic, no.

here are all the games
that work with Sega’s
Menacer? | paid over $70 for
it, and the only compatible
game I'm aware of is T2 - The
Arcade Game. Are there any
others?

Chris Bruntlett
Kitchener, Ontario

Bro’ Buzz replies:

Five Genesis games were
packed in with the Menacer:
Space Station Defender, Ready
Aim Tomatoes, Frontline,
Wackball, and Monster Hunter.
Also available are Who Shot
Johnny Rock? and Mad Dog
McCree, both for the Sega CD.
Coming soon is another Gene-
sis title, Body Count.

Mad Dog McCree makes mean
Menacer mayhem.

WiII EA Sports make any of
its NHL Hockey games

for the Game Gear or Game
Boy?

Jarett Hailes & Kevin Coney
Edmonton, Canada

GAMEPRD « July 1984

Coach Kyle replies:

No, but Te HQ will. TeHQ
recently reached an agree-
ment to bring several EA
Sports games to the Game
Boy, including hockey titles, a
John Madden football game,
and FIFA International Soccer.
In nonsports developments,
TeHQ is also going to make
EA’s Jungle Strike for the
Came Gear and the Shaquille
O'Neal fighting game for the
Game Boy.

The Magazine Biz

hy don't you put more
NES ProReviews in your
magazine? Many people still
have the old eight-bit system.

Kaye Amul
Cainta, Philippines

Captain Squideo replies:

We would review more NES
games, if only there were any
to review! New eight-bit
games are trickling out so
slowly, some months we can't
even find a single new one to
write about. Fortunately,
there are hundreds of old NES
games still around, so you
should always be able to find
something to play.

New NES games, such as Tetris 2,
are few and far between these days.

This is your magazine :
50 tell us what you'd f:‘}(e
to see jn jt. Send your

Suggestions to:

GAMEPRO Magazine

DEHF' Edfrgr
PO. Box 5828

San Mateo, cA 94402
Sorry, but no art can pe
returned, and we cannot send

perso |
| nal replies to your letters, | 19

ot
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Here are this month’s best art-
works from the more than
1000 GamePro Gallery entries
we've received in recent
weeks. The winning artist
will receive Acclaim’s Dual
Turbo Wireless Remote Sys-
tem for the SNES or the Gene-
sis. Turn the page for an
exciting announcement about
our special Fifth Anniversary
Samurai Art Contest.

SR

FiaH

Richard Joyner, Clarksville, TN

e 5o box Se18% TS
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E-L, Laurie Rossa, Woodstock; IL
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Attention all artists! In honor of
GamePro's Fifth Anniversary,
we're bringing you an awesome
art contest with an awesome
prize: Your own Samurai
Shodown arcade machine!
The reader who sends in the
best, most creative art will get a
NeoeGeo with Samurai
Shodown delivered to them,
courtesy of Takara.

Be sure to read all the rules
on this page. All entries must be
hand drawn (not traced) on any
size or shape paper up to 8%
inches x 11 inches. Entries
must depict a GamePro writer
(Slasher Quan, Scary Larry,
Captain Squideo, etc.) as if they
were in a video game.

The Winners

The competition will be divided
into four age groups: under ten
years old, 11-14, 15-17, and
over 18. GamePro will choose
the winners of each age group,
and then we’ll draw one of those
winners at random to be our

Grand Prize winner of the
arcade machine. The other three
winners and dozens of runners-
up will also receive terrific
prizes, which we’ll tell you about
next month. Only one entry per
person, so make it your best!

PROTIP: Don’t include any
derogatory remarks about sys-
fems, games, or companies on

your entry.

5 years ago in GamePro...The winners
of the first GamePro art contest
lined up to take a how.

The Rules

% \ Entries must be postmarked by
/27 $ August 31, 1994, and sent to:
Samurai Art, P.0. Box 5828,
San Mateo, CA 94402. Put
your name, address, phone
number, and age on the back
of your envelope and on the
back of your artwork. Only

k. e entries that are addressed cor-
o yganectly with all the required
et nformation will be accepted.
We'll announce the winner in
our November 94 issue.

k. e

Five Years Ago:
The First Winner

GamePro's first art contest
was in the Premiere Issue five
years ago. The entries had to
depict a villain in a video game,
with cash prizes for the win-
ners. And who was that first
winner? None other than Fran-
cis Mao, who not only won the
contest, he won a job at
GamePro as an Associate Art
Director! Today, Francis heads
up GamePro’s Design and Pro-
duction departments.

Chairman Mao

Jiiz ifzully Fluz Aring UideEd iulzs

Mo purchase necessary. Ona entry per person, Al antrigs that are duplicatad will be voided. GameFro and Tarara
assurme no rasponsibility for late, misdirected, incomplete, or llegibke entrigs. All mail-in antrias must be postmaryad by
August 31, 1994, Void whare prohititad

Ararding of Prizaz

wWinners will ba determinad in September, 1994 and announced in the Movembar 199 issue of Gamefro. Odds of win-
ning depend upon e number of eligible entries received. Winnars will e notified by phone and/or mail, Winners' antry
anel accaptance of prize constitutes parmission to use their names, photographs, and leness for purposes of advertis-
ing and promotion on behalf of GamePro andfor Taara without further compansation. Winners are rasponsible for any
and all fedaral, stata, and local tues if necessary. A complete list of prize winners will appear in a fulura 15508 of
CrarmaPro maazine,

Eligibility

Employees of Infotainment World, Inc., Takara, and all participating vendors, their subsidiaries, affiliates, advertising
agencies, and their immediate families are not eligible.

Liabilities

This promaotion is operated by Infotainment World, Inc., and Takara, which are solely responsible for its conduct, com-
pletion, and awarding of prizes. All decisions of Infotainment World, Inc., and Takara o all matters relating to this pro-
motion are final, Infotainment World, Inc. and Takara assume no liabilities resulting from the use of this prize.

Prize Restrictions

Alternative prizes or cash will not be offered in lieu of prizes described above. Prizes may not be substituted, transferrad,
or exchanged. Because of the mature content of Samurai Shodown, winners under the age of 13 will need parental
permission before Infotainment World and Takara will award their prizes

18 GAMEPROD
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Flippers. Don't let the innocent
name fool you. Once they flip onto
you, they'll suck you down pronto.

ARRAR T T T T T R I, A TR [t rer——— A

Pulsars. The electric eels of the
cosmos. They electrify corridors.
If you're on the corridor, you fry.

P T TR T ST T NPT T T NSy T T L

Demon Heads. Intergalactic bad-
asses. When you shoot one, its
horns live on. Nasty little trick.

T O T T T T T OO R A S e S e R T r+:|: r

UFO’S. Now you're surrounded.
UFO'’s fly above the web and you've
got to get above them. Good luck.

A e A T T R T R e T
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Fuseballs. The scumballs of the
universe. If a fuseball touches
your blaster, you're history.

T S R T T My = ST TR T

Warp Bonus Round. Too weird to
describe. Just get there and zone
out for some serious points.,

Tempest 2000 is an intergalactic shooting gallery
in hell. You've never had so much coming at you so fast
In so many colors. Named the “Best of Show” at CES,
you'll explore 100 enemy-packed galaxies, experience
outrageous Melt-O-Vision” graphics and powerful 3D
polygons, and be driven to a frenzy by an original
techno-rave score. There’s even an optional two-player
mode. Don't forget, Tempest 2000 can only be played
on the powerful Jaguar 64-bit system by Atari. With all
this action, no other system could handle it. Yes, you
have a chance to survive. Yes, it's a slim one.

DO+THE
VIATH

= N o

Game tips and hints: 1-900-T37-ATARL. 95¢ per minute. If you are under 18, be sure to
get a parent’s permission before calling. A touch-tone telephone is required. USA only.
TEMPEST 2000 © 1981, 1994 Atari Corp. Atari, the Atari logo, and Jaguar are trade

marks or registered trademarks of Atari Corporation. Developed by Llamasoft. A r
Copyright 1994, Atari Corporation, Sunnyvale, CA 94089-1302. All rights reserved. MADE i THE USA




Get your SNES and
Genesis while they're hot,
because 32- and 64-bit sys-
tems loom just over the hori-
zon.The 3DO Multiplayer is

Saturn (Sega)

Check it out! Sleek, silver, and
Say-gah! Software developers
are lined up and ready to pro-
gram for this cartridge/CD 32-
bit system. Sega is aiming to
create a machine that can dupli-
cate the spectacular graphics

available in Japan, and it’s all
the rage. But the current bad
boy on the block may just be
a precursor of things to come.
Here's why...

Project Reality
(Nintendo)
Project Reality is the most tan-
talizing of all the new game
machines, but it will also be
the longest in development,
with a sometime-in-1995
arrival date. With 64 bits of
processing power based on a
Silicon Graphics CPU, there’s
no doubt that Reality will have
bite. The extra power trans-
lates into 100,000 polygons
per second and 100 mega-
hertz of clock speed. That
means there’s a lot of visual
stuff coming at you with mini-
mal screen slowdown, if any.
Nintendo predicts there'll
be plenty of game developers
making all that stuff, too, since
300 software developers have

Sega’s 32-bit
Saturn system
will support
carts and CDs.

that players have grown accus-
tomed to in awesome arcade
games like Virtua Fighter and
Daytona. It comes as no sur-
prise, then, that Saturn can
handle the flat shading and
texture mapping that are so
critical in creating depth per-
ception (or 3D).

already signed up. The only
Worry in Japan is
whether there’ll be [
room for another |
machine after all

the others soak up
the yen margins.

GAMEPRD -
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The Saturn will also have
the hard-wired ability to create
iImage scrolling, so some
sprites can move in (get big-
ger), while others move out
(get smaller) to further en-
hance 3D realism . Since it
already has a prototype for

display and 300 Saturn devel-
opers (including powerhouses
such as Capcom and Konami),
Sega should have no trouble
getting the Saturn out for
Christmas. It's the top con-
tender to be the next system
hot on 3D0’s heels.

GAMEPRO

Mars (Sega)

Sega’s hardware lineup is start-
ing to look like a NASA flight
plan. Called the “32X" in the
U.S., this piece of 32-bit hard-
ware is really a plug-in peripher-
al for the Megadrive (Genesis).
It's aimed at anyone who might
not want a whole new machine
to play 32-bit carts and CDs.

' No specs are available yet,
! but Sega’s U.S. announcement

stated that an entirely sepa-
rate line of carts and CDs will
be created to support the 32X,
even though Mars will likely
match Saturn for power and
playability. Expect to see Sega’s
Angry Red Planet this fall.

PS-X (Sony)

We'd love to tell you all about
this machine, but the security
surrounding it is tighter than
Fort Knox's. We do know that
its specs are remarkably close
to the Saturn’s, with hardware-
supported texture mapping
and high-speed polygon ren-
dering (360,000 polygons per
second). Almost all reports
peg this system as a CD-ROM-
only unit.

The software picture is
cloudy because Sony is not a
Sega or a Nintendo (yet); how-
ever, Capcom, Konami, and
Jaleco are on record as PS-X
developers, and Namco is a
partner in the pro-
ject. If this

e July 1994

system makes it out by Christ-
mas, chalk up another point
for Japan’'s overworked hard-
ware developers.

FX (NEC)
NEC broke new ground with
its CD-ROM platform, the PC-
Engine Duo, but that was over
five years ago. Now it has a
new system in the works that
boasts a 32-bit processor and
some NEC-particular enhance-
ments. The system’s graph:-
ics processors will reportedly
run full-screen animation at 30
frames per second (cartoon
quality), and NEC will break
from tradition by using the
JPEG compression system,
which produces top-quality
still pictures, rather than the
ballyhooed MPEC compres-
sion. Without getting techie,
that should mean higher-qual-
ity pictures for more lifelike
graphics but less animation.
Software support is muddy,
but game development seems
to be moving forward with 170
developers (including NEC,
Hudson, and Hunex) on board.
According to an NEC spokes-
man, the machine will “almost
certainly” not be called the “FX’
when it's released, but it will
be delivered on time to be a
part of the Christmas fray this
November or
December. [

9 years ago in GamePro...The Cutting
Edge news was the Power Glove from
Mattel and U-Force from Braderbund.
Both were early peripherals that let you
play games by moving your arm - you
never had to touch a control pad.

23
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Adrenaline junkie. You are, admit it. That's why
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you’'ve been waiting for Virtua Racing on Genesis. . "
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Well, it's here. With all the sp__ead;, réﬁlfs""ﬁ'i :.'and
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raphics of the arcade game. All it took was a

quantum leap in processing speed—that’'s where our

SVP chip comes in. Luckily, you don’t

-3‘- a have to understand the technology to

POLYGON GRAPHICS! _
INCREDIBLE SPEED! appreciate Virtua Racing. Just drive.
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Race from four different perspectives. Need a break Kick your best friend's booty right in front of his
from the driver's seat? Switch views on the fly. heady little eyes with the split screen option.
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Change is good. That's why there are 3 different
racetracks to choose from. (Beginner, medium, and
if you're up to it, one for the experts.)

Apprapriaie e
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So much competition, so little time. Race against 15 other
cars, the clock or, if you're shy...your own best time.
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The readers have spoken! For three months in the spring,
GamePro took your phoned-in votes for your favorite games of
the last year. Hundreds of readers called in to have their say on
which games should win in the 13 categories. Here are the top
vote getters as chosen by you!

Best Action/

voted for plastic guns instead of
polygons.

1. Lethal Enforcers (Genesis)
2. Star Fox (SNES)

Considering all the fancy new Aladdin’s imaginative game play 3. Tie: Silpheed (Sega CD) and
hardware and Sega’s momentum, and sense of humor were winners CyberMorph (Jaguar)

this win for the SNES may come with GamePro readers.

as a surprise.

1. Disney’s Aladdin (Genesis)
2. Mega Man X (SNES)
3. Sonic CD (Sega CD)

1. Super Nintendo: The champ!
2. Genesis: A close second!

3. Sega CD: No other systems
were even close to the top
three.

Isanybody surprised by NBA
_——— W  Jam’s sweep of first and second
B  place? A jammin’ good time!
1. NBA Jam (SNES)
= 2 NBA Jam (Genesis)

3. Tie: Mutant League Football
@ (Genesis) and NFL '94 Star-
ring Joe Montana (Genesis)

GAMEPRD + July 1334

=f: were the secrets to Secret

T .3

e T
laracters and a deep

of Mana’s success.

1. Secret of Mana (SNES)

2. Legend of Zelda: A Link to
the Past (Game Boy)

3. Lunar (Sega CD)

Best Head-to-Head
Fighting Game

PECTRRLNESER g wih A e "
2 olg o hm

.

The biggest maielmg blitz in his-
tory paid off for both MK games.

|. Mortal Kombat (Genesis)
2. Mortal Kombat (SNES)

3. Tie: Eternal Champions
(Genesis) and Samurai
Shodown (Arcade Neo+Ceo)



EA struck gold with the second in
its popular Strike series.

1. Jungle Strike (Genesis)

2. Top Gear 2 (SNES)

3. Tie: Turn and Burn (SNES)
and Nigel Mansell's World
Championship Racing (SNES)

me Hadgﬂ‘mg legacy nunﬂnues
with this winning puzzler starring
Sonic’s nemesis.

I. Dr. Robotnik’s Mean Bean
Machine (Genesis)

2. Super Bomberman (SNES)

3. Tie: Tetris 2 (NES) and
SimAnt (SNES)

Best Educational
Game

where!
1. Where in the World Is
Carmen Sandiego? (SNES)

2. Barney’s Hide & Seek
(Genesis)

3. Tie: Mario is Missing! (SNES)
and SimEarth (SNES)

Where is she? In first place, that’s

I. Tie: Disney’s Aladdin (Gene-
sis) and Mortal Kombat
(SNES)

2. ActRaiser 2 (SNES)

3. ToeJam & Earl: Panic on
Funkotron (Genesis)

Super Empire was super hard but
super entertaining!

1. Disney’s Aladdin (Genesis)
2. Jurassic Park (Sega CD)

3. Super Empire Strikes
Back (SNES)

Excellent graphics made Night X marks the spot: Th latest i
Trap so realistic, the U.S. Senate the long Mega Man series took
took notice and made violence a third place.

national issue. 1. Mortal Kombat (Genesis)
1. Mortal Kombat (SNES) - 2. Disney’s Aladdin (Genesis)

2. Night Trap (Sega CD) 3. Tie: Mega Man X (SNES) and
3. Sonic CD (Sega CD) Samurai Shodown (Arcade
Neo+(eo)

GAMEPRO <« July 1384 27



1. NCAA Basketball (SNES)
2. Madden NFL '94 (SNES)

3. Bill Walsh's College Football
(SNES)

4. NBA Jam (Arcade)

5. FIFA International Soccer
(SNES)

6. Joe Montana (Genesis)
7. NHLPA '93 (Genesis)
8. Arch-Rival (Arcade)

9. Tony Meola’s Sidekicks
Soccer (SNES)

10. NBA Showdown 94 (SNES)

Bro’ Buzz
1. Ninja Spirit
(Duo)

2. Street Fighter |l Turbﬂ
(SNES)

3. Samurai Shodown (Arcade)
4. Bomberman 93 (Duo)

5. Mega Man X (SNES)

6. Flashback (Genesis)

7. ﬂum nf SMMH (Genesis)

8. Alien 3 (SNES)
9. Pocky & Rocky (SNES)

10. John Madden Football
Championship Edition
(Genesis)

Captain

Squideo
1. Super Ghouls 'N'
Ghosts (SNES)

2. Super Star Wars (SNES)

3. Disney’s Aladdin (SNES/
Genesis)

4. Viewpoint (Neo+(eo)

5. Total Eclipse (3DO)
6. Kirby's Adventure (SNES)

7. Sonic the Hedgehog
(Genesis)

8. Super Empire Strikes Back
(SNES)

10. Magical Quest Starring
Mickey Mouse (SNES)

1. NBA Jam Tournament
Edition (Arcade)

2. CyberBall (Arcade)

3. Flashback (Genesis)

4. Soldiers of Fortune (SNES)
5. Out of This World (Genesis)

6. World Series Baseball
(Genesis)

7. Sonic the Hedgehog
(Genesis)

.'lLTH F‘l

8. Road Rash 2 {Emls}

9. Alien 3 (SNES)
10. Hardball (Genesis) =

Manny

LaMancha
1. Super Mario World (SNES}

2. Tempest 2000 (Jaguar)

GAMEPRD

3. NBA Jam (Arcade)

4, Sonic the Hedgehog
(Genesis)

5. Tetris (any version)
6. Virtua Racing (Arcade)

7. Flashback (Genesis)
8. Global Cladiators (Genesis)

9. Star Fox (SNES)
10. Mortal Kombat Il (Arcade)

Scary Larry

1. Super Empire
Strikes Back
(SNES)

2. Super Star Wars (SNES)

3. Super Mario All Stars (SNES)

4. Batman Returns (SNES)
5. Rabbit Rampage (SNES)

6. TMNT IV: Turtles in Time
(SNES)

7. Might and Magic Il
(Genesis)

8. Tempest 2000 (Jaguar)

9. Sonic the Hedgehog
(Genesis)

1 0. Super Street Fighter I
(Arcade)

|. Turbo Street Fighter
Il Champion Edition Hyper
Fighting (Arcade)

2. Super Castlevania IV (SNES)
3. Final Fantasy Il (SNES)

4. Mike Tyson’s Punch-Outl!

(NES)
5. Castlevania lll (NES)
6. Super Mario World (SNES)

July 1884

7. Revenge of Shinobi
(Genesis)

8. Thunder Force lll (Genesis)
9. Herzog Zwei (Genesis)
10. Zelda Il (SNES)

==

. Street Fighter |
(SNES)

2. Sonic the Hedgehog 3
(Genesis)

3. Tetris (NES)
4, Super Mario World (SNES)

5. Golden Axe (Genesis)

6. Star Fox (SNES)

7. ToeJam & Earl: Panic on
Funkotron (Genesis)

8. Clay Fighter (SNES)
9. Road Rash (Genesis)
10. Shinobi (Cenesis) o

1. Road Rash (Genesis)

2. John Madden Football
Championship Edition
(Genesis)

3. Castlevania IV (SNES)

4. Nigel Mansell's World
Championship Racing
(SNES)

5. Street Fighter Il (SNES)
6. Mortal Kombat (Genesis)
7. Sonic CD (Sega CD)

SHODTAUT MODE

8. NHL Hockey '94 (Genesis)

9. World Heroes (SNES)
10. Super Mario World (SNES) 4



NO KNIGHT CLUD
HAS EVER SEEN
THIS MUCH ACTION.
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When the EREEERVE S _fRF 1 and bravery to
medieval kingdom is W el the ultimate test.
ransacked by a mysterious Army, Merlin ~ As they engage in combat with
charges King Arthur, Sir Lancelot and the leader of the dark army, they'll
Percival with procuring the Holy Grail require every attack and defense
to rid the land of evil. On their maneuver they can muster.
quest, these Knights of the [ts the very same fantasy
Round encounter more than action as the hit arcade
their share of nefarious evils, game. Except you don't
putting their swordsmenship have to wait in line to play.

While King Arthur ,r:n-;m res for battle,

Lancelot fights an enemy soldier
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King Arthur puts bis Excalibur to the
test as be executes his famous “mega slice”

Lancelot gets bis slashes in on Bradford,
whose flying kicks already burt Percival.

€ 1994 CAPCOM. Knights of the Round is a trademark of CAPCOM. CAPCOM is a registered trademark of CAPCOM Co. Ltd.
Hu[u-r Nintendo, Nintendo and the Nintendo Entertainment System are registered trademarks of Nintendo of America, Inc. For more information. call (408) 774-0400.



EOMPACT VIDED GAME EFETEM
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AME BOY

from Naki.
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g GAME BOY BAS

B from Nintendo.

SAME i rTem

THE BASIC SET INCLUDI

* GAME BOY

~o FOURAA BATTERIES

frmrﬂ-s-ﬂ nof mrkedeg !
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from Nintendo. 3 OFF*

TETRIS 2
from Nintendo. 3 OFF*

DONKEY KONG
from Nintendo. 43 OFF*

*¥With in-store coupon




_ GAME GEAR F

£ GAME GEAR
DELUXE CARRY-ALL CASE
[With Shauldyr 5irpg)

SONIC THE HEDGEHOG 2
Beme Cartiidge

: | | = e _ ...:.;.-.*_'..-._' : .
[ G cenr wimh sonic 2 EERCEER e,

e O e syt ok
= from Sega. o ™ e

SOMIC THE HEDGENOG " crtridge 1ol separily

2 X-MEN
| from Sega. $3 OFF*
: ® from Sega. $3 OFF*
St SONIC CHAOS #
@\ from Sega. $3 OFF*

: @) DEEP DUCK TROUBLE ‘

§i 0 -
b 3
a, | #Lu
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< N from Sega. $3 OFF*
ALY REN & STIMPY
el from Sega. $3 OFF*

& JURASSIC PARK
9 € from Seea. $3 OFF*

- ECCO THE DOLPHIN
| from Sega. $3 OFF*

§ CAESAR'S PALACE

@ from Virgin Games.
& 93 OFF

*With in-store coupon

Offers valid through 7/12/ 4
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CALL
GAMEPRO'S
HOT TIPS
HOTUINE!!

SLAMMIN'

16-bit tip of the week!

T

GAME GOSSIP

All the news that’s fit to print!

HOT SHOTS

Let your favorite editors give
you the lowdown on the latest!

CALLS AVERAGE THREE MINUTES IN LENGTH AND COST $1.09
TOUCH-TONE PHONE REQUIRED. =

SCARRY LARRY

GETA CLUE HIT US WITH
The Hottest Weekly tips for YOUR BE S'T TIP

i n
YOUF lavonie Systen; Leave or pick-up some of
the best tips from the most
OPTION NINTENDO serious gamers around!

w1 7IP
W NINTENDO

SUPER NINTENDO
3 TIPS

| SEGA GENESIS m SUPER NINTENDO
3 TIPS
| SEGA CO/ATARI JAGUAR SEGA GENESIS
o 2 TIPS

Be sure to get your parents’ permission to use the Hotline if you are under 18 years of age.
Messages subject to change without notice. A service of Infotainment World in San Mateo, CA




at your local retailer
or call 1.800.GAMETEK.
Phone 24 hours a day,

71 days a week.
Visa and Mastercard /

accepted.
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Primal po wer. Anr.ient wisdom. ﬁameTe : nle hes f Urnamen -  sts of the n

full-screen animation. Focus strength. Transtend weakness. jam wrth the wild things.
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A
characte rs have one new

move (some more effective
than others) you've got some
exciting match-ups — 136 total,
as opposed to 78 in Turbo.

probably find it worth purchas-
ing. However, since many
players have already invested
in two versions of SF (original
and Turbo), another $70 may
be hard to swallow. To compli-
cate matters, this game doesn't
have any built in Super. Turbo
arcade moves. Super is also
missing some features from
the Turbo home version.

A8 By Siashék Quan
! '1, 0 T

The fighting-game
¥ phenomenon that
has ruled the arcades for the
past three years, Street Fighter
Il, appeared to entera down-
swing last fall when Super SFIl
. " debuted. Players’ complaints
focused on the unbearably
slow speed and the lack of
A enough new features, even
A with the four new. characters. COM
To correct these flaws, Capcom =
recently-introduced Super SF Il
- Turbo (see ProReview, pg. 39),
_ and that speedy, exciting fifth
~ version in the coin-op series
 has garnered positive com-
e “ments from fans everyWhere -

TI‘!TJéTu_"HF 20

- BI-"‘ET 'HH []HI] -

Wi FEILMME 30" 000 MLE

it's really what Super should
have been in the first ple

On the negative side, for
some.reason Capcom saw fit
“to af:tually remove moves,

which annoyingly weakens

Take on the new Time Challenge %

w"" "'"“"n"'f ﬂgﬁ: “Lwnigue. In some insta
0 Can Ve ~ may actually prefer to

your old copy of SF I

over Super SF I,

Check out the new vs. S

So it is with bittersweet

__excitement that Capcom has

" announced Super for the SNES.
Given ﬁmt it has three stars

(four gbeed levels) and all the

F.TT'!II]?I ]'. EVEIR

X vs &

PREL IHINARY
1ST HATCH

features of the coin-op, true
Street Fighter.disciples will

certain characters. Taking fea-
tures away imbalances SOme@u.
fights and givesyou less tech-

i ' The Handicap can be applied
4 S Super NES “""';Im ’ even in the new Tournament . .
u Street Fighter | 21 G002 . |
. (By wlg | il pfant you face-first into me
: Newclganen es S |
Is a great update fo the "5y orc o ot 1o Img about
series, and three stars save it. -
Missing moves, missing stars, Super. First off, the new char-
i | and no Super Turbo features mmy, Dee Jay, Fei

| keep it from nirvana, Long, and T.Hawk - all fall

into established styles'ofgame

Graphics  Sound Contral
__playand‘use familiar controller

{J} B {‘} o ABJ motions but still add new

au.mm dimensions to the action. Con-

FunFaLh:r Challenge

=8

- A 1 e . O i
-Lﬁ—h--r-'-- . M L L e ]

e aiate 2 "'“““ sidering that most of the old Re
32 megs 16 characlers
Available July Side view m‘?j’ and knocks down in close.
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On the subject of taking
features away, Super has three
stars of speed, whereas SF ||
Turbo had ten stars. If you pre-
fer three stars or under, it's no

problem, but if you feel the
need for Hyper speed, it can
be a ?hajnr problem.

All'this leads to one big _
question: Are there any codes
forextra stars, Super Turbo
features, or anything else?”,
Capcom confirms the exis-
tence of at least one code but
won't say what it does. Cap-
com firmly,denies, however,
the slightest possibility that
it's Super Turbo, since ST fea-
tu%s would take up too much

memory. Without a definitive
confirmation of more stars,
speed freaks Should*proceed

_with a degree Df caution.

Aﬂ ﬂm new aﬂaﬂengers hare cwl
win animations. '

Me and My A.L

« Playing Street Fighter is exciting

in two ways: playing against

the computer and playing

against a fr%nd. In the single-
]

' "EEL " e



player mode, Capcom has given
the CPU some majorly cheap
new patterns on the hardest
setting that should keep

experts frustrated and happy. (|

love to hate you, get it?) The
artificialintelligence is really

=+"tough to beat, harder than the

Super coin-op, though not as
tough as Super Turbo arcade.

Blanka’s new Beast Roll pro
him easily over projectiles. %

ey
i

In the two-player mode,
there’s.a plethora of new modes

and options available, such as

urnament Battle and Time
Challenge, but unfortunately
none of them seem to add
mu -*wﬁgg to competitive sit-
uations. For example, there’s
no.way to hold an extended

multicharacter tournament for

more than two players. Even
Capcomstraditional tournament-
site rules aren't incorporated,
which would've enabled both
players to choose five or so
different match-ups and then
play both sides of each fight. If
you can win both sides ofithe

" fight, youwswina point. Wouldn't

this have been more exciting
and required more skill than
the generic single-elimination
Tournament Battle?

A New Look, Sort Of

If you're expecting completely
redrawn character graphics and

«. all-new animation, you'll be dis-

appointed. The good news is
that so much new artwork and
animation were packed in that
the look is just awesome. Com-
bine this with the new back-
ground touches, such as the
orange-hued sky in Sagat’s
Thailand and the perfectly ren-
dered English countryside in
Cammy'’s stage, and you'll be
hard-pressed to find better

SNES ¢ raphics than Super.
A Corny New Voice

Super’s audio has highs and
lows. The music is a big plus
and has all the tunes from the
arcadeywith great representa-

" tion of the cool instruments

and effects. The voices, on the
other hand, leave even more

to beidesired than the coin-op.

Not onlysdoes the announcer

_sound less masculine than a
soprano singer, but some of

the voices, such as Dhalsim’s
death groan, are a bit distorted
by echo effects. Regardless, it's
still great sound onceyou get
used-to it.

A Special Deal

When all is said and done,
Super SF Il is a great transla-
tion, but it’s not the game it
could have been - Super Turbo
with ten stars. On the other
hand, one way to look at pur-
chasingSuper is this: Many

4

Super Street Fighter Il is a great revision, but you
may find that some of your favorite Turbo Hyper

Fighting moves don't work.

Ryu’s Air Combo

-

L]
iy o ‘!. .E!}&

other series get updated every
year with a few'new features
but at'the heart are still the
same game. If you're an SF
fan, $70 gets you a multitude
of new feat@ﬁ_res, new charac-

ters, and anotheryear of ..

Shoryukens and Thrust Kicks
in your egwn home. [3

GAMEPROD oo fiyJ'llil
'\".& _ Lo :

PROTIP: Neeg a tip? Reaq

the SF Il Turho Hyper Fight-

ing Strategy Guide for 3

Special sectipn on S
uper,
:ﬂr check oyt the December
g.? and January ;
of GamePrg for Sy
per Prog-
.S‘i‘rateyy Guide inserts. 6y

-]
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1] ssusp the enemy wn:h “ 2} Do a standmg ngau 3) Immediately twn-in-une into the Roundhouse Cannon Drill
p Strong Punch. small characters or a Strong for up tofour hits.
Lou against big characters. 5
gl &
ss them up witha deep 3} Immedlatelg twu-m—ﬁn&
_. Forwardwhile Charging = @ ___into'the Roundhouse Dread
" Toward {the uther way). Jg _ Tl Kick for two more hits.
Fei Long’s Cross-Up,
- 3) Do a standing Forward. 4) Immediately two-in-one into
the Rising Hawk.
July 1994 A o




VIRTUAL REALITY GAME WEAR.
COMING SEPTEMBER 5.

Aura and Interactor are logos and trademarks of Aura Systems, Inc..
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L No more “Special’
= 2%  editions. No more
multimnnth delays. Nomore gl f -
second place for Sega. Super @ 5Iﬁ
Street Fighter Il will debut _ ‘gd'@ &
 simultaneously on both 16 bit
- systems in July, so Genesis
aficionados can play alnngmd&
their SNES siblings. In-fact,

Cenesis owners will geta few for cgmputer{ushing ﬁghters,

4 . .
E exclusive benefits, such as a new Expert mode enables

faster gami_play. %o you to challenge all 16 oppo-

Hat fron nents instead of just 12 on

" g“;;érggl:tlr aii’g'he;: cﬂlfn?:ff:ms the SNES. The Score Challenge

; -% ni e copy mode, where you fight to earn
i cmursepall the New? Ch e engers, oy i " the most ST certain
l . “new moves for the oldWorld  Vega uses his new nﬂ'-ma-m ‘Ew;rer:]t;f;?; " rﬁﬂ:féﬁ J]Iéﬂ ‘
k Warriors and bosses, new com-  Claw Thrust against Guile. ! ' lights up the screen.

Match Play mode from Group
Battle has been.nixed in favor
.ofaPoint Match mode where
the amount of time remain-
ing on the clock when you
beat the enemy translates into
points, and the playerwho
._scores the most points over

~ the series wins.

puter A.l. patterns, new hrtrait
graphicsﬁggm animation, new
s ﬂmusm,new vmces new saunds

will sound given the Genesi
capabilities. We'll find out W™
the next iss

— Overall, i ﬁéﬁks like there
will be a few minor feature dif-
ferencgs between the Genesis
and SNES versions. For starters,
the Genesis has an extra star, , Za 2
of spEQﬂ for atotal of five i ﬂew anjmaﬂgn frames for the T. Hawk has 3 nasty olbow hold to

— fevels (0-4), as opposed Super G's four stars make it faster d:mntm ﬁmﬁﬂm bust Ryu’s chops.

to four on the SNES (M) Also,  than the SNES. i irectly m% Another Genesis in

Fighting Games?
Critics contended that despite
~audio limitations, Special for
Cenesis outplayed Turbo for
SNES. Super Sega’s extra star
is an indication that this could
be another great-feeling edition
of the legendary series. L3¢
Super Street Fighter ll (Genesis)

Capcom
¥: ilable July

b i L

o LR 3ELI

ers on Genesis: Cammy, Fei Long, Thunder Hawk, and Dee Jay!
38 By GAMEPRD } July 1994 L




8\ By Slasher Quan -

Super Turbo is %
=20 out and, believe it

or not, it's actually super. Its
strengths are Hyper speed,

- some cool Death Moves, and
balanced play. Its weaknesses,
though not overriding, are
missing moves that were
never replaced from Turbo
Champion Edition and some

annoying Band-Aids.

" Balanced, Protected,

Tweaked...Almost

Overall, Super Turbo is the
most exciting:SF game ever,
s correcting most (but not all)

of the complaints agamst

regular Super. At first.Super
everyone's
Mrstﬂf’"ﬁ?mare Its power

. bar closely resembles SNK’s -
it charges every time you hit
the enemy with an attack or
do a special move. When the
energy baris fully charged,

Turbo looks like,

«"you can unleash aN
" style Super Death Mo
is actwated by a double-

Moves look pretty cool but
they're allkeld'moves with a
new shadow animation.

Graphics  Sound Control  FunFaclr Challenge

However, the good news

is that none of the Super

Death Moves are too difficult
« (unlike Fatal Fury Special’s
‘connect-the-dots” eight-point
ﬂange motions), and usually
they don't take off more than
a quaﬁ‘er life (although if you're
“lucky, it can go up to a half
life). In fact, Super Turbo has
great damage protection, as
good as or maybe better than
Turbo CE. You can'’t killin two
cnmbas anvmurel

PROTIP: Balrog’s Super is one nf

the most powerful as it can
travel full-screen and almost
always combeos for five hits!

PROITP ‘mmw Rw's Super
through Fireballs for guaranteed
damage!

GAMEPRO..» July 1804

Super Turbo is very bal-
anced, and once again this is
a mixed bag. On the positive
side, more characters than
ever before are strong enough
to be considered competitive
tournament fighters. Ryu might
be king, but Balrog, Vega, and
Chun Li are very powerful. On «
the down side, you'll find that
Capcom has attempted to bal-
ance the game by making
minor changes that aren’t very
effective. It would have been
«-betterto enha.nce moves to
bring everyane up to speed
instead of toning down charac-
ters that really don't need it in .«
the first place. For example,
whyis it actually harder for T.
Hawk to cross up his oppo-
nents with the Fierce splash?
Despite these weird tweaks,
ST is a blast because there-are
new moves for'every charac-

* ter to master and some crazy

combos, even limited juggling!
The game rewards patient play-
ers who will ge outside the
usual Ilmltatlﬂn?MF II. (Hint:~
Think Mortal kombos.)

‘Most importantly, though,

- Super Turbo is a great-feeling
- game with smooth response
“and control due to the high

eed. There'’s great incentive
to.play this game in both com-
petitive and single-player mode
as there are new ending pix
and extremely tough, frustrat-
Ing new computer patterns,
plus the added bonus of dis-
covering the hidden character,

e« Akuma. This SFll is the best

ever, and it's deﬁ_gltely an all-
out tournament machine!

7
*
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° - T kT T YT Y O 1 GP: How much willyou go | think 've seen 250,000
o m S — ——————— - outside the framework of the movies like that. | don't want

g M L L] J E A |E [ game? to make that kind of movie.
Yot Our budget is $34.4 million.
Wf.th Stev&ﬂ E. dE Souza popular movies of all time, It's  GP: Tell us about the plot.
ST - T a Wonderful Life, was based

oo o090 ®®@® @ > ® ®® ® ® : za: It takes place in
e EORCORCORCRC N BC R N B dhdl 0N a four-page greeting card ?Eaﬁﬂﬁm where mire’s a civil

with a long poem in it. Obvi- war similar to what's happen-

de Souza: One of the most

Running Man, Commando, the greeting card. ing in B{?ma@? Bison is the Im{:f
and this summer's Beverly Street Fighter is a cross pOWEr Ul of the many warxds

and he’s trying to control the
entire country through the
Shadowloo Tong, which is a

Hills Cop 3, is his newest ven-  petween Star Wars, a James
ture: a screenwriter/director Bond movie, and a war

“Yippee Kaiyea...." With these role Ol the 5I{’ eet F ighter movie...its model is definitely : . :
words, Bruce Willis sent ruth- ~ MOVIE, due this winter. not kung fu or karate movies. iﬁ_‘g ;ﬁ;ﬁg tﬂiﬁaﬁﬁj ng;fe
less terrorist Hans plummeting  GamePro: How will Street There willbe martial arts " o4 Nations Strike
from the top of the Nakatomi Fighter succeed where other ﬁghnn_g. but | rhmk_ the film is

buﬂdmg to his death a hun- movies based on video games not going to be Eﬂs”? tﬂgﬁﬂd

dred stories below in the hit have failed?

feature Die Hard. Edge-of- _ | :
your-cushion scenes like this de Souza: With Super Mario

one were crafted by one of Bros., the directors got fixated
Hollywood's most sought-after 0" literally carr}ffing the game
screenwriters, Steven E. de over to the movie. In the game
Souza. Adding to his list of the [characters] hop around

blockbusters, which includes a1 makedoink noises, so they
s, thought, “How.do we do this in

the movie? We'll give them lit-

tle hopping boots.” We could

do something like that. If we

were idiots, we could start out

with the camera on the arcade
game and then Cuile %
jumps right out of the _

machine and yells, ‘Hige B5)) ©
kids!"And then we could =

all go right to the unemploy-
ment line.

Force to take Bison out. The
characters from the game will
GP: Everyone expects Street appear in appropriate situa-

Fighter to be a martial arts tions. Cammy and T. Hawk are
tournament movie a la Blood-  CGuile's aids on the military staff.
sport. This sounds different. Chun Li is a news reporter and

Honda is her cameraman.
Sagat is a sophisticated gang-
ster, another Tong guy. Vega
is Sagat's protége and fights
people to death in the arena.

All 16 characters will show
up, though some briefly. One
problem is there aren't
enough villains to work with,
so there will be some surprises
in the film. Seme characters
will switch sides.

de Souza: One studio sug-
gested to us, "Why don't you
just make a movie where peo-
ple bring drugs to Los Angeles
and, meanwhile, there's a
karate tournament, and
maybe the drugs are being
smuggled from a locker room,
and you have to go undercov-
er in the karate tournament,
and you can make the whole
picture for $10 or $12 million.”

GAMEPRO e+« July 1394




GP: Where are you filming
Street Fighter?

de Souza: We're filming on the
north shore of Australia and in
Bangkok, Thailand. We thought
Capcom might be upset if the
plot was that Bison seized con-
trol of Tokyo and started exe-
cuting people. Of course, maybe
it would have been okay if
Bison had seized control of the
Konami building and started
executing people.

GP: What about the action?

de Souza: We're going to have
enormous battle scenes — we're
renting the entire army of

Thailand. At the end of the pic-

ture when we have an all-out
battle for Bison’s hidden temple
in the jungles of Shadowloo, it's
going to blow people’s minds.
It's going to be like D-Day.

de Souza: There might be a
little attraction, just like Star

Wars. But in Star Wars they
didn't really deal with it until

the later films.

GP: Will the actors ever appear
in an SF game?

de Souza: We'll shoot extra
footage of Van Damme and
some of the other actors that
will appear in a future version
of the game.

GP: Do other SF projects, such !l_'leré’g an i’JD-tﬂﬁ'tE-mmufe
th as the anime and comic, influ- stof “fhos who in the
lf we were idiﬂg";:f:j::ps right out of the o ence you? étr E:: Fighter movie.
then Ulle:

game and {16 de Souza: I'm worried that Da;:rrmf(ag?{,ame van
there can only be so much flexi- oodsport)

GP: Are any of the backdrops ~ GP: How tough has it beento  bility within the Capcom uni- Bison: Raul Julia

based on the game? choose a cast? verse. What if you pick up the (Addams Family)

de Souza: Yes, we have a fight ~ de Souza: We're also having fﬂ;ﬂjz,i?;;”igj?; el: ifear Chun Li Ming-Na Wen

that takes place in Vega's trouble finding Cammy. We're " : o Uoy Luck Clup)

stage. That set with the walls
and the audience is in the
movie. There’s also Guile’s stage
with the airplanes. There will
also be some surprises. You'll
have to pay close attention.

GP: Will the moves and com-
binations from the game be in
the movie?

de Souza: The styles will be
consistent, but there won't be
any fantastic moves - no tele-
porting or fireballs. But there
will be a hint that this might
happen in a future picture.

seeing a lot of English girls,
but they're not very thin or
they're wimpy - they couldn’t
beat up Pee Wee Herman.

GP: Will backstory from the
game, such as the Ryu/Sagat
legacy, be in the movie?

de Souza: That's dealt with in
the movie. People will be sur-
prised when Sagat takes off
his shirt.

GP: Any romance between
any of the characters?

see the movie, and maybe they
get married and have a baby.
My concern is consistency.

GP: What is the violence con-
tent in the movie?

de Souza: We expect the movie
to be PG-13. No one gets their
eyeballs punched out by sharp  Ryu: Byron Mann
stakes in a giant close-up. But
if you think the Indiana Jones
movies were thrilling, then this
movie will be at that level. No
gratuitous violence.

GP: So no Fatalities, huh?
de Souza: | didn't say that.
e July 1894

T. Hawk: Fric Schweig
(Last of the Mohicans)

Sagat: Wes Stydi (Ceronimo)

Dhalsil_n: Roshan Seth
(Ghandi Mississippi Masala)
Honda: peter Tuiaso

Sopo
(Fox TV’s Danger Theatep)

Balrog: Grand | Bush

41



ON LDCATION:

Nintendo

Behmd the Scenes
at Nintendo

o g
''''''''

ond, ’ashf‘ngtﬂﬁ- ear Se“isifre Whar- é'ws is our own AMV .

Edd)/s' diary of that four-day visit.

Day 1

The flight from GamePro headquarters
near San Francisco was uneventful, and in
no time | was floating in the hotel pool.
This was a travel day, so | relaxed,

watched the tube, and surfed the on-line
networks from the hotel-room phone.

Few mortals have seen Cafe Mario,
let alone eaten there.

42 GAMEPRD =+ July 1894

Day 2
Arising bright and early the next morning,
it was off to Redmond, home of Nintendo.
| was joined by other journalists from
such publications as the San Francisco
Examiner, the Chicago Tribune, Disney
Adventures, Sports lllustrated, and Time.
First was a tour of two of the most
active operations at Nintendo: the game-
play counselors (GPCs) and customer-ser-
vice representatives (CSRs). You can
imagine how strange the conversations
sound to nongamers. Hearing “Did you
pick up the Whip Orb?" and "Be sure to
push on the waterfalls!” would cause most
people to question your sanity.

@
Nintendoe of America

Mo Ber iy Nyt Prigg s ety s
e Uhrbokay of 1958

N arw p-:lnh‘ i o rwrwrd wwr
Jehsih e ) iR g
| mrsurier SalRiectisn

B M - N | r_.'.-.-.'j'_'
S
W
[t A

i A

Nintendo keeps a running tab of calls
and letters received and answered.

The GPCs and CSRs have taken 36 mil-
lion calls since 1985 and average 110,000
calls a week, though the volume is as
high as 220,000 calls when school is out
or during a holiday! Video displays show
how many calls are holding on the vari-
ous lines and which ones been waiting
the longest. Nintendo strives to have 80
percent of the calls answered by a “real
person” within 30 seconds.

Nintendo's 250 game counselors
scan this database for reference
when you call with a question.

Next, Russell Braun, manager of engi-
neering, spoke about the Nintendo Cate-
way System, which offers travelers access
to games, audio CDs, shopping services,
and movies in selected hotels, cruise
ships, and airplanes.




This board, about three inches square,
is the mini-SNES that resides in a Nin-
tendo Gateway System airline seat.

Braun also touched on Project Reality
(PR) and future Nintendo systems. He
believes that while Nintendo feels that
‘optical storage [namely CDs] is a few
years away from viable use,” Project Reali-
ty would be expandable for CD capabili-
ties. He also noted that “virtual reality is
the next step - VR is to video games as
video games were to board games.” It's
no surprise that Nintendo is calling its
hush-hush 32-bit system (see ProNews,
page 168) a "virtual-reality system.”

‘ *
During lunch, some Nintendo
Power editors hit the stage to com-
pare SNES and Genesis sports e
games. Can you guess which
ones looked more impressive? Now, it's

no surprise that the SNES looks better
graphically, thanks to a larger color palette

and custom graphics processors. Just the
same, the color looked “turned-down” on
the Genesis monitors to make them seem
less vibrant. | also noticed that everyone
at Nintendo refers to Sega as “our com-
petitor,” not it's name. Nintendo claims it
has 102 sports games as compared to 62
for the Genesis.

George Harrison — no, not the Beatles’
guitarist — heads up Nintendo's advertis-
ing, marketing, packaging, and consumer
promotions. He noted Nintendo's recent

advertising push with high-budget, aggres-

sive ads (including the first product ads in
video game magazines such as GamePro),
as well as marketing on cereal boxes,
candy bars, and juice packs. Nintendo
was curious how its “advertorial” putting
down Sega would be received (Eddy’s
note: It's garnered heated debate from
on-line network users). Was it too much
too Iate? Was it desperate ?

George Harrison, head of Ninten-
do’s advertising and marketing,
showed promotional SNES sets
and Nintendo-related marketing
on cereal boxes.

Mark Westcott, Nintendo’s

promotions manager, detailed an
exciting project: Power Fest '94,
which began in May and runs
through October. Expected to hit
140 sites around the U.S., this event
is comprised of six simultaneous

trailer-truck tours, rather than
an “arena’ tour that hits fewer locations.
Players compete in Super Mario All-Stars,
Ken Criffey Jr. Presents: Major League

GAMEPRO <« July 13934

Baseball, and Super Mario Kart, with the
winners being flown to the finals in Novem:-
ber at Sea World in San Diego.

Howard Lincoln (chairman) and Peter
Main (VP, marketing) gave extended dis-
cussions of Project Reality and upcoming
competition. “[Nintendo] had a famine last
year,” Main acknowledged, “but we're
feeling very good about how we
are positioned for later this
year." Just how “good” will
become clear when the first
PR product is released later
this year, an arcade
game by Rare called
Killer Instinct.

Lincoln and Main naturally expect that
the PR system will surpass the competi-
tors and last through the year 2000. Lin-
coln mentioned one of Nintendo’s
strengths in that regard: “We have $3.5
billion in cash, no debt, and a household
name around the world.” Hard to argue
with that.

Nintendo's general counsel, Lynn
Hvalsoe, told us a little about counterfeit
games and piracy. Although not as com-
mon in the U.S., there are elaborate net-
waorks of pirates who copy games, some
of which are nearly duplications of the
actual production version. Only when seen
side by side can the real version be distin-
guished from the fake.

Next, producer Jeff Hutt gave us a
brief look into game development, mostly
focusing on the creation of Ken Griffey Jr.
Presents: Major League Baseball. Nothing
really new was revealed here. The only
‘secret” cart shown was Stunt Race FX, a
funky driving game that utilizes the SFX
chip, but it was too unfinished to review.
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An early look at Stunt Race FK,
Nintendo’s upcoming driving game.

Our last stop for the day was Nintendo’s
game-evaluation center. Product analyst
Mike Kelbaugh explained how gamers are
brought in to look at Nintendo software.
Over four years, Nintendo has amassed a
database of 10,000 kids and adults. Eval-
uation groups assess new Nintendo games
in a process similar to the one Nintendo
uses to evaluate games from its licensees.
All this takes place with one-way glass and
remote-controlled cameras, so Nintendo
observers can gauge participants’ reactions.

We closed out the day with a nice din-
ner at a shoreline restaurant called Pal-
isade. Did | have a relaxing evening after
that? No way. | had a review to write for
GamePro...back to the keyboard!

Day 5

This was scheduled as a short day - no,
Nintendo, while powerful, can't trim the
hours in a day. We didn’t have much
planned, yet it was one of the most inter-
esting segments of the trip.

This scale is so sensitive that it can

detect a missing manual from the box.

We started with a 45-minute drive to a

city outside Seattle called North Bend. The

spacious site, backed by snow-capped
mountains and woods, was once the pro-
posed site for the Seattle Seahawks’ train-
ing camp. Nintendo took the 120-acre
plot, built a $62 million, state-of-the-art
distribution center, and surrounded it
with fences, barbed wire, and gun-toting

guards. Believe me, | never considered
snatching a copy of Super Metroid...okay,
maybe once.

Wayne Hamilton, director of distribu-
tion, gave us the lowdown on the facility,
which is highly automated. All boxes are
bar coded, stacked by “smart” machinery,
and carted around by automated robots
with names like “Star Fox” and “Mario’s
Kart.” It's amazing to see all this happen
with little human intervention.

This wire-guided robot runs on its own
and plugs itself in if its battery is low.

The operation is extremely efficient.
Everything is double-, triple-, and quadru-
ple-checked. The use of bar codes not
only kicks a misplaced box off the line
automatically, but it also helps stores
keep track of the contents better - and
with fewer insurance claims.

July 1394

Up c:tc:rﬁa and perz—:-anai before the
Seattle Mariners game.

After a great lunch at Salish Lodge, we
were offered a treat: Thanks to some of
Nintendo’s executives having majority
ownership, we went to a Seattle Mario-
ners...er, Mariners baseball game. We
checked out batting practice from the
field, watched a few innings from a booth
behind home plate, and ate catered
franks in the owners’ box. | recommend
this to anyone...if you can pull it off.

Never pass up an opportunity for a
product placement, like this sign
behind home plate.

Day 4

After some scrambling to get everything
back into my suitcase, | headed back to

the airport and returned to GamePro to

write yet another review. An editor's work
is never done....




...DON'T FORGET YOUR TANK.

The wurlq can be a qasty place. You've got to be ready sequences. Or take the fury of modern armored combat
fqr anything. Pop quizzes. Zits on prom night. Psycho with you wherever you go with SUPER BATTLETANK™
dictators out to wipe you off the face of the . for Nintendo's Game Boy® and Sega's

Earth with barrages of SCUD missiles,
swarms of assault choppers, and
hordes of T-72 tanks.

For those out-of-line dictator
types, you'll need Absolute
Entertainment’s best-selling
SUPER BATTLETANK series.
With SUPER BATTLETANK 2™
for the Super NES®, you'll feel
the incredible 16-MEG rush of
shattering an enemy attack with
high-speed machine guns and laser-
guided shells, and re-live your victories
with awesome full-motion video

Game Gear™,

Be ready to deal with the world. Hit
the books, wash regularly, and for
crazed megalomaniacs and their
armies, use SUPER BATTLETANK.

“...|SUPER BATTLETANK 2] is
one tank simulator that couldn’t

get any closer to the real thing!”
— Game Hits magazine

EAARSOLUTE.

-

_ nga and Garme Gear are rademarks of Sega Enterprises, Lid. All Rights Reserved. Nintendo, Game Boy, Super Nintendo Entertainment System and the Official Seals are registered trademarks of Nintendo of America Inc. © 1991 Mintendo of America Inc. Al Rights Reserved
SUPER BATTLETANK 215 a trademark of Absolute Entertainment, Inc. Al Rights Reserved. SUPER BATTIETANK and Absalute Entertainment are regestered tranemarks of Absolute Entertamment, Inc. All Rights Reserved. @ 1983, 1994 Absolute Enteriainment, Inc. All Rights Reserved



By The King Fisher

MG )

=) F__lj

. (Special thanks to Mark Turmell of Williams Bally/Midway)
Hellooooo!! Welcome back to NBA Jam Tournament Edi-

tion. As you may know, this game’s coolest features are the 70-

plus hidden characters. And once again, GameProhas decided to
come clean. Over the next three pages we'll show you all the hid-
den characters that we have to date and how to get to ‘em. If you
know of any that we didn’t print here, write us at GamePro, to the

attention of The King Fisher, and if we print your hidden character,
we'll send you a GamePro T-shirt.
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Mark Turmell, Bally/Midway
designer and producer...oh, and
creator of NBA Jam. By the way,
Mark bets the San Antonio Spurs
will win the NBA Championship
and Robinson will be the MVP.
MJT Mar 22.

Sal DiVita

«w= TONIGHT'S MATCH=UP ~~-

Eanmdesfgnerandﬂdmat
Bally/Midway, Sal DiVita is one of

the original NBA Jam designers.
SAL Feb 01.

I THE LICET

Willie Albert Morris, Jr., a.k.a. Air
Morris, is the model that
Bally/Midway used for the digi-
tized jams in NBA Jam. WIL

Jan 01.
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John Carfton, video artist at

John Garlton
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PRESS
SIRAY
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Bally/Midway and on NBA Jam.

JMC Aug 05.
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Shawn Liptak, Bally/Midway
video programmer, who also
worked on NBA Jam. SL_
(space) Jun 24.

Jon Hey

Bl GC.0F §T07E OBLLOS
W L arems cewm
{.LEES  =OLsTn
b T RSUTH
S pewm  sar more
- | SEITLE "
{  sceamenTo
B S wy rsnaroe _!

| [HALLENGER

~3,

BrETE i
. =

NEEDED ¢

f
| r | |
e

Hey, sound designer at
Bally/Midway and on NBA Jam.
JWH Sep 20.

George Petro
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George Petro, Bally/Midway and
NBA Jam designer. George also
worked on T2 and the new arcade
game Rev X. GNP Oct 08.
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John Newcomer, one of
Bally/Midway'’s and NBA Jam’s
video artists. JRN Jun 18.

Sheridan Oursler

Sheridan Oursler, lab technicia
at Bally/Midway. SNO Jan 03.

Al Lasko
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Bally/Midway lab tech Al Lasko.
AML Aug 31.



Joe Dillon
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PRESS
START

Baﬂymﬂdway's l\‘P of marketing,
Joe Dillon...looks a little like Doc
in Total Recall, doesn’t he? JPD
Jun 03.
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Josh Tsui
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Josh Tsui, Baﬂyﬁﬁd‘way"sﬂdea
artist and member of the 1992
Chinese Olympic basketball team.
JYT Nov 28.
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Bally/Midway and Mortal Kombat

game designer/programmer Ed
Boon will bring electricity to your
game. EJB Feb 22.

John Tobias
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Bally/Midway and Mortal Kombat
game designer/video artist John
Tobias will also bring electricity to

your game. TOB Aug 24.
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Baﬂymmwafganmtﬁtermul
Heitsch, rumored to be the worst
secret character in the game and
a serious nag. WMN Nov 11.
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Larry “Kamm”
Demar
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Baﬂyfﬂidway’s main pinball man
Larry “Kamm” Demar, whose cre-
ations include Twilight Zone,
Stargate, and Robotron. VLK

Nov 09.
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Dan Forden
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Bally/Midway sound designer Dan
Forden. DWF Sep 28.
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b * START START
Baﬂyflﬂdway’s I\‘I‘dﬂﬂ arﬂst Eric
Kinkead is reputed to have at

least nine lives. DIE Jan 01.
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Chris Granner, sound guy, is
reported to be Bally/Midway’s

best composer. CG_ (space)
Dec 04.

Linda Deal
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Linda Deal, an artist at Bally/Mid-
way. LTD Apr 30.

Paul Barker
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Paul Bartﬁ:, naad of Bally/Mid-
way’s Pinball Art Department.
PCB May 09.

Roger Sharpe
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Baﬂyfllidway'sﬂngﬂﬂmpe nnﬂ
of the top marketing executives,
is ready to roll. ROG Aug 01.
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Mark Loffredo, hardware designer
extraordinaire for Bally/Midway.
ML (space) May 25.

Jamie Rivett
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Bally/Midway and NBA Jam
game designer Jamie Rivett.
RJR Jan 17.

Tony Goskie
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Bally/Midway and NBA Jam game
designer/video artist Tony
Goskie. The rumor mill at
Bally/Midway says Tony is the
most talented artist at the com-
pany. TWG Dec 07.

Bill “Dozer”
Dabelstein
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Bill Dabeistein, Bally/Midway
programmer and video designer.
Bill was involved with the games
12 and Rev X and is also co-
founder of Underdog Records.
DOZ Dec 31.
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PRESS
START

PRESS
STan!

was a programmer on the pinball
game Cyclone. MDP Jan 13.

Jake Simpson
= TORIGHT'S MATCH-UP ~-~

¥ L

.lalm Smlpsan Baﬂrmlid'wajr pm-
grammer/designer and token Brit.
JMS Feb 22.

Gary Medmck

Bally/Midway’s Video Department
Manager Cary Mednick. cvM
Jul 02.
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Jasmﬂsan mmsuy"’andmn
be reached on the net at Chuck-
les@MCS.COM. 7Ms Jul 29.

David Robinson
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David Robinson of the San Anto-
nio Spurs. ROB Aug 06.
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(:nrfs wBbber of the Golden State
Warriors, a rookie supersiar. WEB
March 01.
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Scottie Pippen
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The Charlotte Hornets’s Alonzo
Mourning. Z0  (space)

Feb 08.

Patrick Ewing
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Patrick Ewing of the New York
Knicks. PAT Aug 05.

Bemd Coleman
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Shawn Kemp
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The Seattle persnnins’ s Shawn
Kemp. KMP Nov 26.

Benms Rodman
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Dennis Rodman (without biond
hair) of the San Antonio Spurs.
ROD May 13.
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Lorraine Olivia
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Ex—Blmnf and current HBA ..hm
cheerleader Lorraine Olivia. L.OR
Feb 20.

Kerri Hoskins
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Kerri Hoskins is also an ex-Bunny

and current NBA Jam cheerleader.
KER Oct 10.
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ESPN Baseball Tonight

is here, and it blows
the competition

right oft the field.

With unprecedented

Berman and Dan Patrick in the

booth, this is the ultimate baseball simulation.

We started by
filming real base-
ball players against
a blue screen.
Then we digitized
the footage. The =

result 1s an arcade-

style experience

INCREDIBLE BAT CONTROL WITH NORMAL, HIGH AND LOW
SWING POSITIONS.

] - - P SE e T - Py T & - - = a 1 i o Tl -- . T . " - e - - - L
ESPN BaseaaiL TomaGHT 15 DSTRBUTED By SoNY IMAGESORT, 2100 CoLoRADO AVE., SasTa Mosaca, CA 90404, SonY 15 A REGISTERED TRADEMARK OF S0n CORPORATION

with the
smoothest,
most realis-
tic player
movement

you've ever

SCCIN.
The bat
“TELEVISED BASEBALL" PERSPECTIVE WITH INSTANT
control 1s REPLAYS AND HIGHLIGHTS.

unbelievable. High-inside fastball? Swing high
and take ’em deep. Curve ball low and away?
Swing low and go to the opposite field.

The pitching is just as intense. A radar
gun clocks each pitch to let you know how
fast you can bring it. But if you throw heat all
game long, your arm will die early.

You've got all 28 Major League teams,

IMAGESOFT 15 A TRADEMARK OF Sony ELECTRONIC PususHing. ©1934 Sowr Euectaon: PuausHea Company, ESPN AND BaseraLL TOMIGHT ARE



including the new divisions and

the expanded League Champion-

ship Series. Use your password to

track your favorite team through E

=
=

both rounds of the LCS and the

World Series.
A PP Over 10,000 FRAMES OF PLAYER ANIMATION FOR THE MOST FLUID MOVEMENT EVER.
You'll hear digitized sound
¢ i baseball games, put them away. You'v
eftects with crowds that actually respond to the all g s, put them away. You've

. . . N I — had enough practice.
action on the field. Sound realistic? Of course &1 P

1t 1§==1t's

got ESPN’s

name on 1t.

So if

youve

been play-

g thoge EVERYTHING ELSE
other 1S JUST PRACTICE." “ |
Py, 3

A # R A o 3 AN B =P A% [T —
Dan PATRICK CALLS THE PLAY-BY-PLAY, S CET

CHRIS BEAMAN REPORTS “LIVE" FROM SPORTSCENTER.
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|a last ditch Super Attack,
__';whnch scmes 5evEre Efamage ;___

mmmmmm’lm

~ him in the air, try a crouching
~ low kick when he lands.
PROTIP: Use the projectile
aftack to counter an opponent’s

PHDHP* A mnputer p!ayar usu-
ally jumps over your projectile
attacks with ease.

With slick fighting

W action and imaginative
== graphics, Fatal Fury 2
ought to beat its way into your
Genesis fighting stable.

Suuml Eumrm FmFaﬂnr Challenge

ADV

Advanced

[imﬂhﬂ:s

l| 0

569.‘:15

24 megs
Available now
Fighting game

2 plﬂfEI’S
12 slages
Side view

92

Ire almost haam you Ean

s

An FF hnidmrer is the mﬁdlv-_...' '
: *_’tnntrwersml umquelv Fatal  [ERES
Y three-dimensional move-

ment that allows fighters to
move up, down, and diagonal-
ly across lines of attack. If you
like it, it's a cool (and easy)
temporary escape. If you
don'’t, it's cheesy.

FF2 features solid six-but-
ton controller support. You
can win with the old three-but-
ton controller; however, to use
the hard kick and the hard
punch, you must do the near-
impossible: hold down C and
then hit A or B.

mﬁkquﬂm

Ail this and Fataf Fmr 2

.....

Big Bear

Joe Higashi
PROTIP: Practice the diagonal
move. Against human players

it's good for quick escapes.
Fatal Distractions

Fatal Fury 2 features knockout
character graphics and awe-
some Special Attack anima-
tions, easily on par with Street
Fighter Il Special and Mortal
Kombat. Casting a pall over
the nice-looking pix are the
excessively bright, scrolling
backgrounds. They're imagi-
native, but sometimes it's hard
to see an opponent’s move!

July 19394

The sounds try to get seri-
ous. Even though the attack
effects score, the music makes

you snore.

Fatal Transaction?

Fatal Fury 2 is a fistful of Genesis
fighting fun, but be sure to play
with a six-button controller.
The only caveat to cost-con-
scious consumers: Something
special for the SNES is due in
the fall - Fatal Fury Special.
Whither the Genesis? [l
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e Although this version
of Next Generation doesn't
Qquite reach warp speed, it's a
varied and absorbing game. At
the helm of the Starship Enter-
rise, you navigate across the
‘?niverse, completing various
smaller missions. At each step
in your travels, you'll accumu-
late the pieces of the puzzle
that will help you solve a
greater mystery affecting the
entire Federation and its most
dangerous enemies.

Set P fo Stun

You command the Enterprise.
from the Bridge, but you also
have access (via a series of
graphic-adventure-style
menus) to the Conn (naviga-
tional controls) and Computer,
Engineering, ngrity, and

The popular TV show
doesn’t rematerialize
perfectly in this car-

tridge, but it's got enough
Trekkie lore and interesting

game play to give it some very
promising Tricorder readings.

Action/adventure
1 player
Multiple views

16 megs
Available now

gy

Tactical systems. Communica-
tions with other ships and
Starfleet give you clues and
directions that help you pur-
sue your mission. Once under-
way, you set your course,
determine warp speed, moni-
tor the ship’s systems, search
computer files for crucial
information, fire phasers and
photon torpedoes, and even
send out Away Teams.

The action all 5n5nd5

authentic, and in many ways’

it is. The varied game play,

| L
T2

B b T W
A—

Ea—
ST

PROTIP: When a occurs and
the enemy hails you, respond fo

the hail. Destroying an '
ship will generally bring more
trouble than it’s worth.

LB .
i Fisaw

PROTIP: Pay close attention to
what this alien tells you. Il

. give you important clues for

later in the game.

%

GAMEPRO <« July

PROTIP: During Away Team mis-
sions, always walk with your
phaser ready to stun.

Make It So

Despite the gaps in the game
play, most residents of the
Federation are really gonna
want to like this game - and
Next Generation’s stellar
graphics really help to “make
it s0.” Bridge views that scroll
360 degrees, the familiar TNG
faces, and other authentic
details bring the game to life.

~iia

o

.

from the first-person bridge
perspective to the overhead-
view role-play-style Away
Team explorations, captures
much of the flavor of the tele-
vision show. Unfortunately,
uneven action, such as long,
repetitive exploration of
mines, slows the game just
when the story line starts get-
ting absorbing. Similarly, the
frustratingly awkward controls
will make more many officers
feel like resigning their com-
mission. And of course, it's
just not yet possible to cap-
ture the complex characters of
a show like Star Trekin a 16-
bit video game.

1994
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¥

PROTIP: ABpair the a
searching Tor replacement parts

and installing them.

Although delightfully famil-
iar, the Next Generation theme
song gets repetitive at times.
Really cool sound FX include
the Red Alert klaxon, Commu-
nications hails, familiar sounds
of the Transporter in opera-
tion, and phasers firing.

Engage!

This Genesis cart isn't quite
the same as the SNES game
released earlier this year, but
it's close enough that Starfleet
officers who strvived the
SNES mission.won't encounter
enough surprises to make it
worth a second play. Those
with a choice will want to opt
for a commission on an SNES
voyage. Either way, fans
should definitely set a course
for this first generation of
TNG games. &




VIDED GAMES ARE

LIKE UNDERWERR.

rOU GET ATTACHED

[0 THE GOOD ONES,

gUT EVENTURALLY

YOU HAVE TO

CHANGE THEM.

If it's not a challenge, it's not a game. You need the hottest, toughest games
and you need them now. You need to go to Blockbuster. Where there's
®always a massive amount of the latest games for you to rent or buy. And
when you've got those beat, there'll be even harder games to take their place.

WHERE THE CHALLENGE NEVER ENDS.

BLOCKBUSTER VIDEQ name and design are registered trademarks of Blockbuster Entertainment Car

poration, Ft. Lauderdale, FL 33301 ©1994 Blockbuster Entertainment Corporation.



. Time Trax, you play
Capt. Darien Lambert in the
year 2193. When the evil
Mordecai Sahmbi uses a time
machine to send the 22nd
century’s most dangerous
criminals back to 1993, Lam:-
bert gives chase. Time is not
on his side.

No Time Like
- The Present

This game emphasizes action.
You start in the 22nd century,
chasing Sahmbi and his gang

as they escape to 1993. Excit-

necessary for much of the
game. It's indispensable in Level
Two, but after that the novelty
and usefulness wear off.

PROTIP: The first level has the
most hidden goodies. Take your
time and explore; the items you
find will help you later on.

PROTIP: The shortcut in Level
One may be tempting, but don’t
take it. You’ll need the various
power-ups scaftered elsewhere.
Another disappointment is
the effectiveness of the con-
trols. It’s all too easy for poor
Darien to lose his grip on an
overhead pipe or tree branch
while trying to kick a gunman.
At other times, you'll acciden-
tally activate a Time Stall,
which takes time to recharge.

The graphics aren't as
dynamic as the sounds, but
there are still good details
worth noticing: Each of the
spiders’ eight legs actually
moves, for instance, and the
huge aircraft in Levels Four
and Six are overwhelming.

PROTIP: Shoot every wall, then
watch where the explosion reg-
isters; you’ll find hidden power-
ups and secret paths.

e Ry e R

ing run-and-shoot adventures
lie ahead, with two levels of
shooter-style vehicle fighting

R AT e AR o R e A T e

e

il i

(a jet ski chase and a helicopter
battle) added in. You're armed
with an effective Pellet Projec-
tion Tube (PPT) and are an
expert at Mash-Ti, a futuristic
form of martial arts. You can
also slow down the speed at
which visual information reach-

es your brain; this Time Stalling

is most helpful when you run
through doors or dodge lasers.
Unfortunately, the Time Stall
ability ultimately proves to be a
disappointment, because it isn't

Graphics  Sound Conirol  FumFaclor Challenge

e A

Your Time Stall ability is
=84S Pounding music, intense |  particularly useful for getting
5_& chases, and the ability | past doors in Level Two.
e to slow your foes to a
crawl keep Time Trax from :
being just another action game Music to Your Ears
based on a TV show.

.'iI b

i - o -
L. R R S
B ki deitad

Time Trax does have good
sound and graphics that inten-

PROTIP: When standing in a long,
featureless corridor, duck and
shoot repeatedly. Chances are
you’ll turn up something useful.

Bt S

- @ @ sify the action. The pulsating  Befter Make Trax
ADJ. e ] soundtrack keeps your atten-  Despite its flawed controls,
R Trre— o Pt il tion focused and your adrena-  Time Trax is a slick game that
95 player g e R e n e SRR ||nE hj h ThE <ol d F)( e 315,3 hIE.WS awavmuch 5 f '[h.E_. iF

Ao SN PROTIP: The best way to fight . - o - il i .

::;E'_:E ey fﬂ;ﬂﬁi_:jmm foes is to shoot them from a dis- 'MPressive - they're _distaqct petition. If intense action/
tance, then finish them off with enough to help you identify adventure games are for you,
a punch or leg sweep. specific weapons being fired. make Trax to a toy store. LI
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VYVOLVO

PEA CHAMPIONEHIP

i: Warencdsbive Fagiond

Europe is known for great courses. And

PGA European Tour puts you on 3 of the

best. But don't expect many breaks from !

the weatherman. It can get downright 4
nasty across the pond

Fating, E:#‘l:s
Paly &1 Fard

tirgle D Ereer
Caisianes; i gdr

GUTL et R g

These quys play like the real guys. Seve is
up and down from everywhere. Langer is
his steady self. And you'll have to come
out of your shoes to keep up with Woosie
If it's in their game, it's in ours,

Canon
BEROHT A% SAasT 1 Ky

i HA%s M09S FANA

LoMiNT KY c: LUK I'k]'f LLA r""'lll.i'l:"\.r_":‘TE:q:

The purists say matchplay is the way golf
ought to be played. In PGA European Tour
t still is. But it you're going to take home
the big pounds, be ready for four of the
most grueling matches you've ever played.
e

W
)

A\
- "_

]

-

o _:

Le "hff Hirignal

Corlo CMches Phiged. Mewey Strotes

Every hole is sudden death in the Canon
Shootout. Four players start. The highest
score on each hole drops out. Ties are
decided by a chip-off. So be sure to bring
every shot in your bag to this one

Put your golf game and your nerves
on the line in 3 European Tournaments
against all European pros. If you've
never played golf before, this probably
aint the best place to learn.

SASPORTS.

PEUGOT. QPEN.DE FRANCE

e -

SEGA AND GENESIS ARE TRADEMARKS OF SEGA ENTERPRISES (10 EA SPORTS. THE EA SPORTS LOGD AND “IF 175 IN THE GAME, TS IN THE GAME ARF TRAEMARKS OF FLECIROME ARTS PEA FUROPEAK TOOR AND THE LOGO N THE PGA ELIROPEAN TOUR ARE TRADEMARKS 0F PEA FURDPEAN TOUR

[BURKAMENT HAMES AND LGOS ARE THE PROPERTY OF THEIR RESPECTIVE OWNERS € (204 FIECTROMIC ARTS




By Captain Squideo
SASIRRS. No, this isn't a

§@  game about Bill
Chnmn Bubba’s a gawky,
bare-footed delivery dude
who struggles to overcome
bizarre obstacles (Clinton, on
the other hand, doesn't make
deliveries). If he's going to pre-
vent aliens from invading
Earth, Clinton...uh, Bubba has
to use his brain, not his brawn,
to solve the perplexing puzzles
that are around every weird
corner on the aliens’ wacky
planet. Strategy fans will like
the mental workout, but action
lovers might wish Bubba had a
little more muscle.

Stixy Situation
Although he seems like a doo-
fus, Bubba’s smart enough to
team up with the formidable
Stix, an amazing animated
stick. Stix is the key to the
game’s imaginative game
play. Of course, Bubba can
simply bop enemies with Stix,
but he can also use Stix as a
lever to fling boulders around,
insert Stix into holes to create
an instant platform, use him
like a pool cue, breathe
through him like a snorkel,
and even use him for balance
while tight-rope walking. The

Genesis Game ProFile
Bubba 'N’ Stix
(By Time Warner Interactive)

mza Bubba’s a weakling, but
GA the magical Stix gives
wreme Him enchanting abili-
ﬁes. Bmln-teaﬂng puzzies and
colorful worlds abound in this
cartoony charmer.

Graphics  Sound Control  FunFaclr Challenge

..U 2] INT.

4.0  Inlermediate

555‘.95 5 levels

8 megs Side view
Available July Multi-scrolling
Action/puzzie Passwords
1 player

58

The zingy sound effects
and percolating music create
an appropriate sonic environ-
ment for the cartoony alien-
world action. All that's
missing are the goofy voices
and alien roars that would've
nicely complemented the

seemingly unlimited possibili-
ties for Stix and the easy con-
trols that send him winging

PROTIP: After using Stix as a

. oL humorous graphics.
mtp gctmn giue s Bl . snorkel in the Marine Temple, _ - .. —
twisting game an enchanting <o pim fo turn this switch to

dimension other puzzlers lack.  rajse the gate on the right.

PROTIP: Throw Stix into the
g 057600 Spaceport’s security system -
;ﬂ"ﬂ‘;"ﬂ w; ﬁﬂ'ﬁ PROTIP: In the Volcano, t0ss  proceed e el 7
b o mf"‘" Stix, and he’ll fly behind the
::'p: B; SIr IS oIt sl toh boulder, knocking it toward you Bubba W’ Kicks
him as a trampoline. fI. .25 & PRITRA Don't be fooled by the cheer-

ful, innocent surface of Bubba
"N’ Stix. Dozens of thought-pro-
voking challenges are spread
over the game’s five levels, so
you'd better be dedicated. For-
tunately, passwords make it
easy to try again. And Stix
gives you plenty of reasons to
continue, because you'll find
yourself wanting to see what
he'll do next. You ain’t never
had a friend like him. [

THE WEIRD WoRyp
\ OF B(/BBA W ’ 57/)(

...

5%%%

PROTIP: theﬁtmpﬁlg fling
Stix at this Alien Forest boulder.

Il mash the alien on the right
and ricochet back toward you.

The colorful graphics also
add to the game’s charm,
though there’s nothing here
you haven’t seen before. The
bumbling Bubba, imaginative
enemies, and alien landscapes
could fit right into the Satur-
day-morning cartoon lineup,
but it would've been nice to
see some big bad bosses with- —
in each level. RS

ik Sk 'E:ﬁﬂi'f.:-;;_-l_
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How real 1s this game Super Battleship ~ is the all-  run and use a whole new ol L
We've not only added new video version of the impressive array of weaponry ' %
i : , _ ; i o TR
true-to-life soundtracks classic naval warfare strategy  to defeat your enemy through T -
and explosive new game. But now, your battle several different engagements. A pew weapons and ships!
graphics, we've even comes screaming to life on C 1 decks! S
1o e o lear all decks! Super
added varying sea and your video screen. You'll o h{' s P
e Gl o attiesnip 1s here now.
Batt'e on isiand chains, weather conditions that command entire fleets, hunt I
COASHmes ana seaports. 1 A _ [’}ﬂ Oon h”ﬂﬂ“
will rock your living room. down enemy ships on the o

Wartch out or vou'll end
up on e ."JrJ.f.frJ.'I."

This Classic Naval Warfare Game Screams on Sega Genesis and Super NES'!

h".IN[:I;t"AFE

: _ FROM
Milton Bradley THE SOFTWARE
™ TOOLWORKS

|:-1'Irl:|.'|'|'l'..!h| iT .i'-.|||_7| ".|1r||J'-.|.'.|F!1.‘. J|'t' 1 u[\l 1|'|[ 'I'I'|1 "n-! lion Brs Il |15 Y. A ,r.|'.i-.i| il u|' I]_-hlll I'1- II.” I| s reser v.l,“‘ | T | |,I| |1 ".[i|||]\|_.1r'|_ ||I Sodiw H [ ||'- |||.I. |||'|. { ||r|||1 1% ..|||'||_-[ H1||||-;-.,h:[| 154 |.F-ZII.|I.'I'II1IFL ._.|' _'|||i||._-.|! H;:-;"_”,'--Il '|I |.|I'. 1sa0d1 o H.I'I"fll. ||||__ ."-|II]IZ|"-1 _||-||_- _||-"_| e |':-'.".I 1K
registered trademarks of Mindscape, Inc. SEGA and GENESIS are irademarks of Sega Enterprises Lid. Super NES is a registered trade ||1|r|~ of Nintendo of America, Inc. Al other product names are trademarks or registered trademarks of their respective holders "




g Mr. Xis back to

W enslave an unsus-
pecting city. This time, the X
man’s going to replace key
officials with robot duplicates.
His goal: “X-treme” evill This
third installment of the classic
side-scrolling, thug-thrashing
game hopes to take you for
another button-crunching march
down the Streets of Rage.

Word on the Streets
Streets 3 will reunite the tough
Streets of Rage 2 team: Axel,
Blaze, and Skate. This time
they’re joined by Dr. Zan, a
cyborg crook turned crime
fighter. The bad guys in the
prelim cart looked like the
usual suspects: punks, bikers,
and amazons - all lowlifes!

Beat-em-up fans usually
like a change of scenery to
accompany their fighting, and
Streets 3 accommodates with
a 1.2-stage rumble through an
urban jungle. However, Streets
3 also upholds the fighting-
game trend with a one-on-one
Battle mode, too.

The SOR gang looks ready
to unleash a devastating
assortment of attacks. In addi-
tion to the standard punch,
kick, jump kick, and throw,
each fighter will pull unique
Dash Attacks, Back Attacks to
the rear, and two types of Spe-
cial Attacks. Stationary Attacks
will unleash 360-degree
destruction when @y %
you're standing . —
still, and Directed Qg ¢
Attacks will produce ¥
a flurry of automatic
combo punches. Natural-
ly, you'll be able to grab
fast food for fuel and
weapons for fun.

All the Rage
Will the third
time be the
charm? Four
bone-breaking
endings await Al i
your assault. R0 ) :"" ST
GamePro takes it fe B

to the Streets
next issue, L[

Streets of Rage 3

(By Sega)
Available July
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Mr. X’s assassins: Are they human

or robot?
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Breaking News
from Slllcon
\Ialley'
Video JukeBoxg

LGELTA LT,
Prime Time!

Heleases for Sega
Genesis, SNES, & Atari
Jaguar Soon!
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suppﬂsed to contain top-of-
the-line sound and graphics
because of their massive stor-
age capabilities. Mortal Kom-
bat seems like a natural for the
CD arena because of its digi-
tized graphics, but somebody
missed the boat. The re-mixed
MK music CD was more enter-
taining than this game.

Less Than (Sub-) Zero

Unless you slept through the
release of Mortal Kombat for
the home systems, you know
the score here. You still play
as one of seven characters in a
best-of-three fight to the
finish. You're trying to get to
Shang Tsung, the infamous
MC of the world’s most brutal
fighting spectacle.

D et i . R v
r — e B S T e F BT TS el

PROTIP: Juggling in the corners
still happens often in this game.
Try blocking before you land to
counter it.

Sega CD Game ProFile
Mortal Kombat

(By Acclaim)

Graphics  Sound Control  FunFactor Challenge

.... ]

Adjustable

Prin:a not aw:lahle 2 plarars
CD Side view
Available now Multi-scrolling
Fighting game

62

Each character has a set of

standard kicks and punches,
along with super moves that

for Sonya.

PHUHP me Leg Grab tﬂ ngs mmbo st:ﬂ warts weﬂ

do such things as throw spears,

freeze opponents, and toss
fireballs. None of the moves
have changed or become
more dramatic. They're feeble
rehashes of the cart moves.
You still have your gruesome
finishing moves (the game

Iﬂl’-i
'? r’r’ﬁ

A

T 1
F:!:!‘:r:,, "\

— p———— s m———

comes preset for the Arcade
mode with all gore intact), but
there’s no change there, either.

Muddle Kombat

The graphics at first look like
the Genesis version. Upon
closer inspection, it appears
that frames of animation have
been added, giving the charac-
ters’ movements a faster,
more complete look. Every-
thing else looks as soupy and
muddled as it did on the Gene-
sis. Because of the limitations
of the CD, there’s an abom-
inable access time between
rounds and between certain
finishing moves, which means
that the game has substantial
slowdown problems.

The sounds are also disap-
pointing. No new speech was
added, and some was actually
deleted. The music is the same
as before, with only miniscule
Improvements.

Likewise, the control
remains the same, and the
moves are fairly easy to exe-
cute. Still, the game’s load prob-
lems give the game a quirky,
out-of-touch feel. Actions hap-
pen seconds after you've com-
pleted the button presses to
perform them, especially the
finishing moves.

Finish ’Em

This game just doesn't fulfill
enough expectations for CD
owners, fight fans, or MK fans.
If you have a Genesis and a
Sega CD, there’s no reason to
buy this game. Just get the
cartridge and you're doin’ all
right. If you go into this one
looking for some entertaining
action and CD-quality graphics
and sound, you'll feel Mortally
wounded. @

P L e e L e

Pn.- That of ze-ﬁst-and—fnnt-sﬂde still works for Subbie.
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THE STARSHIP BRIOGE Sif
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Interplay Productions
17922 Fitch Avenue
Irvine CA 92714
(714) 553-6678

THIS OFFICIAL SEAL IS YOUR ASSURANCE THAT

NINTENDO HAS APPROVED THE QUALITY OF THIS Soltware ©1994 Interplay Productions, Inc. All Rights Reserved.
PRODUCT. ALWAYS LOOK FOR TH IS SEAL WHEN LICENSED BY ® & ©1994 Paramount Pictures. All Rights Reserved. STAR TREK is
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COMPLETE COMPATABILITY WITH YOUR SUPER Authorized User. Starfleet Academy is a trademark of Interplay
NINTENDO ENTERTAINMENT SYSTEM. Nintendo Productions, Inc.

MADEINIAPAN T order STAR TREK®: STARFLEET ACADEMY'™, THE STARSHIP BRIDGE SIMULATOR. call 1-800-969-4263 or see your local retailer.




| Attention, future B it SO Y ot L S )

| world leaders!
Check out Extreme’s Third
World War before considering
a career in politics. This decent GBI R S2, By Auntie Social
Sega CD gqme will challenge o 8| Jisesy  Wing Comman-
your knowledge _:::-f global poli- * %Y der, the megahit
iehebsdiaindiottdl W [I W N PCspacecombat simulator
to conquer the world without ¢ I\ B W |aunches into Sega CD air-
putting it into a nuclear oven. il B [ space for fierce deep-space

World Domination 101 dogfighting. A great story line
Gamers lead one of 16 coun- Ll ] S e with cinematic animation and

tries on a quest for global digitized speech gives this

Though there’s no sound in
space, there’s plenty of sound
effects in Wing Commander.
Explosions, afterburners, and
missile launches defy the laws
of physics but please the ear.

BONTID: T~ dictinrniiich thoa Baco
Faulir:. 10 EFF.‘“:E.’.!!’:.?:J;"*-H e nNese

5y | 2 : from the 1ail of the Kilrathi
domination through military Ea;"; ?EEEEI Of 4 big serees : ; 13 :j;',}f ,:,L.;,;}; J oniag
conquest and/or economic Er P P tailpipes and the whité*flames.
takEﬂVE r- N Uflear attﬂc ks, a|5D ,"_ ;u'_?‘f:-;:;.*. b i T AT R b
an option, could lead to an all- | \v
: Strategy is the name of

out nuclear war, which means

this game, and it's executed _
Liame Over. FIWE{S mqﬂ ;alsa smoothly with the simple con- Com m AnD : q

maintain their own nation's trols. Beyond the tense deci-
economy and gtatus between siunsl. vou make, not much The Confederation
military offensives. about the game is truly involv- [/ Ry lA R 1§
=i i 4 ing. You rely mostly on ordi- As a rookie combat pilot
nary maps, charts, and graphs, JRELLEWRUTRINTIER@TRTY
with occasional animated clips BRERURGELE G TRERT (] ES
and stills that do little to liven alien race of catlike beings.
things up. You get slight relief ~ERIENIERGIIR eI
from the slow game play and felines, you'll fly 40 missions
_ maps during military maneu- in four Terran fighters. Once
R vers that involve above-aver- in the cockpit, players must
PROTIP: Listen to your “""m age #-view battlefields. They're IS HERCOEUCVANA TGN
lgnorance will cost you. similar to EA's Powermonger, BRI IE QR L QiR ot
CON | INTL (WAT WD O but Third World War's have less BRIyl g6 8
interaction and detail. Martial A six-button controller greatly
tunes keep soldiers marching, EEIlsllE o= g ol IE L]y B
but the uneven vocals don't The strong graphics give
add much excitement. you varying looks in this game.
e === Detailed, colorful animation
and graphics aboard the Claw
switch to bit-mapped traced
graphics in space. Dogfighting
Fae 03 action slows when the screen’s
m E“’jﬁ' but couid take | @ . & full of bogies and asteroids,
g Iﬂgm SR g f 2 !Jl.lt uthgrwise the graphics are
groupe d fo EEﬂ!EF utilize air and e R et e S T Impressive.
naval ground support to quickly

- Firl
=4

War Zone

Third World War By Extreme Students of geopolitical eco-
nomics and current events will

- get the most enjoyment from

_ Third World War. Action-orient-

- ed gamers will find this war

el ~ slow, their jet-jockey reflexes PROTIP: When an enemy ship

Multiple views

Available now Save feature :': Stﬁ: hned by pnnderuus deci- starts ;ﬂ_-.r throw off 5,;i:raa and

Military strate Sega rating: GA : PR AR Y W Y o R y
e el ; debris, it's almost ready to blow.

1 player

GAMEPROD -~

The musical soundtrack en-
hances the atmosphere, while
the digitized speech, especially
from your angry Commander,
is all too real.

PROTIP: If the odds are bad, il's
sometimes best lo keep your
less tf..‘:.';}:':ff'is‘?é::‘:i"{f wingman in
formation, no ma "E ¢ how mech
he pleads r; break off and
il the en f,, -*’5" 4], .«'1,’5 114,
nearby may save his life ana
Keep you f’u:*w ;e"f.a*sf.;!é;;a,- his

fineral. Or your own

Earn Your Wings,

Lommander!

With 40 increasingly tough
missions, Wing Commander
promises to challenge hard-
ened video jet vets. Wing Com-
mander's not just a simulation,
it's an adventure. Don't forget
to put the Kilrathi cat out. @

Wing Commander By Electronic Arts
l:rnlhnge

40 missions
Multiple views
Available now Multi-scrolling
Flight simulator Save features
1 player Sega rating: GA




% Sleeper Hold
% Pyle Driver
% Cobratwist * DDT # Backdrop
% Brain Buster * Avalanche Hold * Kitchen Sink
% Reverse Shrimp Hold ¥ Shoulder Through # Guillotine Drop
w Powerbomb * Kneedrop

EXPLOSIVE POWERBOME ~ JUMPING KNEEPAT FACESLAM
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"S> Hold the presses,
pugilists! It's Judgment Day for
Clay! The Clay Fighters are
back and ready to stretch.
Although this version seems
to be more putty than punch,
they're still rockin’ 'em hke the
big boys! |

Clay Melee

Clay Fighter Tuumament Edi-
tion is an enhanced version of
the original Clay Fighter for
the SNES (see ProReview,
GamePro, December 1993),
with some cool new back-
grounds and redone gim-
micks. You get a new
combo-counting feature
(which is too small to see on-

screen) and a brand-new, well-

rounded Tournament system.
The entertaining Tournament
system that the game is
named for enables you to
fight with up to eight other
players in a best-of-the-best
Single Elimination, Double
Elimination, or Sudden Death
winner-takes-all round. You
can still fight the computer to
the end or brawl against a
putty buddy, too.

Building up layers of humor
and strategy, these lumps of
doughy disaster are back in a
game that improves over its

predecessor, but you won’t get
all gooey over i.

Graphics  Sound Coniral  FunFacior  Challenge

SiaEam

Ilrljuslatllp
2 players
Jide view
Multi-scrolling
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24 meqgs

Availahle June
Fighting game
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PROTIP: Tiny is ﬂiebestﬂgmer
to use to get to the end of the
game. Keep using his Sucker
Punch to nail opponents.

PRIJHF wﬂmn yaur nppnnani’s
health bar. When they get low

on health, they frenzy, so keep
your defenses up.

PﬂﬂﬂP' Useq:ﬂck mnahasand

trap your opponent in the corner
for an easy victory.

Each fighter has their own
range of special moves that
range from deadly snowballs
to lethal singing to stomping
shoes. The humorous presen-
tation of the moves (a certain
diva comes flying at you butt

GAMEPRD

PROTIP: Helga can do a Valkyrie
Slam by executing a fireball
move (Away, Down-Away,
Down, Down-Toward, Toward)
and then hitting a Kick bution.

first) certainly makes the game
enjoyable, but the combo sys-
tem still needs refinement.
There are certainly two- and
three-hit combos, but where
are the six-, seven-, or eight-hit
combos that would have bro-
ken this game wide open? And
with no new characters, who'll
want to shell out the bucks for
this game if they've got the
previous one?
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PROTIP: Do the Clown Pounder

by charging down, then going
up and pressing a Punch button.

Silly Putty

The real feature that sets this
game apart from others is its
self-deprecating humor. This
game has the welcome ability
to poke fun at itself and other
games in the genre. For
instance, the announcer bel-
lows “Finish Him!" a la Mortal
Kombat (even though Inter-
play swears that there are no
Claytalities in the game). The
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PROTIP: Charge
then go forward and slap a
Punch button for this Overhead
Taffy Smash.

PROTIP: To do the Pumpkin
Slam, just charge back, then
go forward and press any
Punch bution.

sounds all have humorous
undertones, as when the Elvis-
like Blue Suede Goo mutters
‘Oh, Mamal!” before each hit.
The graphics follow along
the same humorous lines. Al
the movements of the sprites
intersect with funny personality
traits, so when the operatic
Helga lets loose with some high
notes, there's not a nonmoving

PROTIP: Do a backward fireball
move (Forward, Down-Forward,
Down, Down-Toward, and
Toward) and hit a Kick button to
do a kneeling Hair Hit.

PROTIP: Tiny can also launch his
Medicine Ball move vertically.
Simply charge down, then go up
and press a Kick button.

part on her body. The back-
grounds are similarly effective
(Blue Suede Goo's background
is the best in the game).

The sound is actually clear-
er and more entertaining than
that of any other fighting
game. Along with a full rendi-
tion of the Clay Fighter theme
song, the announcer makes
sure that no shot goes
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ball maneuver go straight info
the air, charge down for about
two seconds, then charge up
and hit a Kick bution.
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PROTIP: You
saw by charging back for fwo
seconds, then going forward

and pressing a Punch bution.

unsung, delivering quips that
will keep your sides aching...
from laughter!

Controlling your character
will require patience, since
many of the moves are not
printed in the manual. You'll
have to experiment with differ-
ent button presses (or read
Fighter's Edge in the next issue),
but most are pretty simple.
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PROTIP: To make Frosty’s snow-

can do a Blob Buzz-

And the Ugly

Good fighters will need all their
skills. On the normal or hard
settings, the game gets harder
than baked clay, so you'll need
to keep on your toes. But you'll
find that it’s hard to keep your
concentration when you're
laughing so hard.

All in all, CFTE has a lot of
new features that should
attract first-time buyers of the
game, and if you're a Clay
fanatic, you'll want both to
grace your shelves. If you're
not that gooey about Clay
Fighting, however, then this
one doesn’t really justify hav-
ing both. Although there are
some great new features, they
really should’ve been included
in the first game. I
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Bouncing onto most
" systems is The Jungle
Book, Virgin's version of Dis-
ney’s classic animated film.
You'll have fun exploring the
chapters of the SNES Book, but
its difficulty might send you
back to the movie.

it’s a Jungle
Out There

Based on Kipling’s famous sto-
ries, Disney’s movie was a live-
ly, jokey, junglefest of fun. The
SNES game retains the main
characters and the basic plot -
Mowgli the Man Cub tries to
survive in the Indian jungles
with a little help from his big
bear buddy, Baloo. Annoying
monkeys, Shere Khan the hun-

Join Mowgli and the gang for
some good platform action. The

vine-swingin’ game play gets
somewhat repetitious, but lush

graphics keep you going.

Graphics  Sound Control  FunFactor Challenge
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Adjustable

$69.99

16 megs
Available July
Action/adventure

1 player

10 levels

Side view
Multi-scrolling

gry tiger, and Kaa the hypnotic
snake are among the dangers
lurking in the jungle.

x5 £ 01
PROTIP: Always explore the fops
of vines for goodies. Gems and
an exira life are at the top of the
vines right at the beginning.
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OTIP: “Surf” upwards on this
bug at the start of the Jungle By
Day level for an exira life.

What's missing from the
game is the boisterous fun.
Baloo, the film’s most enter-
taining character, is barely
present (he appears briefly
in each level). What's more,
Mowgli's adventures are pretty
repetitious, centering around
his ability to swing on vines.
He does have a few other tal-
ents, such as jumping onto
birds for a quick flight. How-
ever, these skills are little
used, sacrificed in favor of still

more vine-swingin’ action.
This ain’t quite up to par with
Disney’s Aladdin, the award-
winning SNES and Genesis
games filled with varied and
imaginative game play.
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PROTIP: Jump across this bridge,
then jump back so you won’t
get crushed by the boulder
rolling from the left.

The Jungie Look
Like the Aladdin games, this
one captures the visual appeal
of the film well. Not only is
the jungle colorfully detailed,
but the characters show their
personalities through subtle
movements. For instance,
sassy Mowgli boxes with
moves straight from the flick.
The graphics draw you right
into the Jungle Book's pages.
The sounds, unfortunately,
push you right out. The song
“The Bear Necessities™ plays
incessantly, while average
sound effects are only mod-
estly successful. The lack of
voice effects will make you
realize how much the charac-
ter voices added to the movie.
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PROTIP: When you come 1o
unreachable vines or ledges,
look for hidden blocks that you
can move fo use as jumping
platforms.

PROTIP: In the Kaa the Snake
level, you can knock out annoy-
ing swarms of bees with a sin-
gle well-aimed banana.

Wild Kingdom

Don'’t be put off by the car-
toony, good-natured game
play: This long game is decep-
tively difficult, made harder by
the lack of continues and pass-
words. However, the lush jun-
gle graphics and personable
characters will make you want
to forge ahead. This is one
Book worth reading again. [




GOING, GOING, GONE.

You want big league power? Then take your cuts with the likes of Bonds, Puckett, McGriff, Galarraga, Grace, Gonzalez, Baerga
and Dykstra. Just some of the 650 MLBPA superstars you'll muscle up with in HardBall I1I™ for the Super NES™. You'll get 28
big league teams playing a 162 game big league season in 28 authentically rendered hallparks. And to truly [waon st sasesai
separate the slap hitters from the sluggers there’s even a Home Run Derhy. HardBall Il for the Super NES. Take PLAYERS
one out of the yard. To order, visit your favorite video retailer or call 1-800-245-7744. 4




By Manny LaMancha

& What starts out as

; a pleasant cruise

on the Lady Crithania in 1921
turns deadly for many of the
ship’s passengers. Their world
turns literally upside-down
when they’re clobbered by a
massive tidal wave. SOS’s
adventure starts when you
take your hero up through the
liner's decks in search of sur-
vivors and an elusive exit, all
with the clock ticking.

PROTIP: Pick your character

carefully. For example, Luke
already has the ship’s map.
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PROTIP: Be sure to waich what
happens with your characier
before the tidal wave. It might
fill in some details you need.

PROTIP: Don’t get too far away
from people you’ve saved, or
you’'ll lose them.

What happens when you mix
the Poseiden Adventure with
Prince of Persia? You get a
movie-like trek that has great
ambiance but hits some sticky
spots along the way.

sound  Coniral  FunFacior Challenge

Graphics

EiSislg .

$65.99

8 megs
Available now
Action/adveniure

1 player
Side view
Multi-scralling

Are You Shore?

The game play takes a little
getting used to. Because the
boat is upside-down, you see
strange sights, like toilets on
the ceiling. Although the per-
spective is weird, you do get
help from overhead-view maps
as you navigate the ship’s myri-
ad decks. Your hero doesn't
have to do a lot, just perform
basic running and jumping
moves that are easy to exe-
cute, There is a small learning
curve for the controls, but in no
time you're springing over plat-
forms and through entryways.

Wave Bye-Bye
Courtesy of the SNES's Mode 7
graphics, Vic Tokai's SOS easi-
ly rotates the ship on a dime,
which adds to the excitement.
Your character moves smooth-
ly enough, though the anima-
tion isn't nearly as polished as
it is in similar games like Prince
of Persia and Flashback.

PROTIP: Talk to all living pas-
sengers, because there may be
a tidbit of help in their words.

M'GIE "ﬂﬂ'i"g worse mﬂ" an PHEEF;F:: i"ﬂ-;j can fnfﬁ ﬁﬂf&} .FHH;}J ThE Sﬂund 5Et5 -a SDmber
upside-down bathroom. so once you figure out where mood for your trek, though

The whole experience
would have worked better with-
out some frustrating situations.
For instance, it's tense when

you are going, you can align it
correctly.

it's very simple and repetitive.
You'll hear an
occasional scream
when a rescued

you find a guy wailing a friend’s passenger who's

name, but that becomes a big 4 following you falls

time waster when you find G 0 e to his death, but

that he’s crying over a lost vio- a7 2 53"&:1.{&(&; such sound effects

lin. It's equally troubling when are sparse.

you do some careful climbing, g

signal your party to follow, A Ship Off the

then sit with the clock ticking Oid Block

as they repeatedly miss the The premise behind

jump to reach you. credits as a "rmm;? and it's even in the SOS E great: Your

o] hero has a compelling

l mission of goodwill

and faces serious obstacles, all

'PRACTICE MAKES PERFEC

-
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intensified by a race against
the clock. Unfortunately, there
are simply too many holes in
SOS’s layout. | had hoped for
some smooth sailing, but the
vehicle took on too much
water to stay afloat. [
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| PROTIP: Get used to the controls before setfing outona
“real”’ game. Practice will help you make the most of youl
time and get you through doors more smoothly

-
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.:;’ﬁ Some of the most
innovative technological
advances have come from
Japan, like VCRs, video games,
and high-definition TVs. Then
again, we also got rubber-suit
monster movies from Japan.
Now Takara blends the tech-
nological with the terrible in
King of the Monsters 2, unfor-
tunately, it leans more toward
the latter.

Street Crater Il

Once again, Takara takes three
rubber-suited Japanese
alien/heroes and makes them
into gigantic brawling bad
boys. This sequel to the 1992
SNES game just doesn't have
enough punch to keep it going.
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bosses does more damage than
wrestling with them.

Super NES Game ProFile

King of the Monsters 2

(By Takara)

This interesting take-off on
fighting games looks like a bad
rerun of Saturday-afternoon
matinees. Still, if you liked the
first one, you’ll find more of the
same here.

Graphics Seund  Control  FunFachor (Lhallenge

ADJ :
3.0 3 25 30  Adjustable
$64.99 2 players
16 megs 7 slages
Available June Side view
Action/adventure Multi-scrolling

72

You can fight against the
computer, against a friend, or

join forces with another player |

against the computer. You bat-
tle past cities, in airports, and
even underwater in search of
the end-level bosses. You
choose from three characters,
and you have a range of stan-
dard punches and kicks. Your
character can also perform
special moves that include pro-
jectile attacks and throws.
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PROTIP: Grappling with the
bosses is the easiest way to
take them down. Use your Super

some hits on your enemy when
they’re on the ground. It fakes
them a while o get up.

Hard ’n’ Heavy

The graphics fall short of King-
ly. The cartoonish enemies are
poorly thought out, and the
end-level bosses just look
silly. The colors used are vivid,
but the background details are
small and unimpressive.

The sound and music are
monstrous but bearable. You'l
definitely need some other
form of audio fix. Then again,
the sound effects in Japanese
monster movies never win
any awards either.

GAMEPRD o

PROTIP: Charge up for Super
moves when you’re between bat-

ties, or you’ll get hit constantly.

The real problem with this
game is the control. Super
moves are useless unless you
charge up first, but you're vul-
nerable while charging. When
you grapple with an enemy,
you must constantly tap left
and right on the control pad
and push a button to perform
a move. You also have to
approach enemies at an angle,
or you're vulnerable to projec-
tile attacks.

PROTIP: Remember, you can
swim in the underwater stages.
Use this ability to your advantage
when Sack Eyes is chasing you.

Mild-Mannered

Monsters
As for challenge, you'll find

yourself beating most of the
monsters and bosses with no
problem. The trick to staying
alive is using your monstrous
noggin and avoiding all the
peripheral dangers of the
game, such as exploding
bombs or killer jets.

If you liked the first

: _ L KOM, then this cart is

more of the same, and
you won't be disappoint-
ed. But if you want more
options, more fighters,

gL Rlin s v :
Sewwe 8l and more moves, you'd

July 1884

better move to another
King-dom. [



INTERACTIVE

GET JURASSIC PARK
INTERACTIVE FREE!

Now get Jurassic Park Interactive and
Crash ‘N Burn™ FREE when you buy the
Panasonic REAL" 3DO™ System.

Ofter good July 1 thru August 31, 1994

a2e pamcipating dealer for details
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A game controver-
sial enough to pro-

vukea copyright-infringement

lawsuit must be pretty inter-
esting, right? Not really. Any
Street Fighter Il fan will quickly
recognize Fighter’s History for
what it is: an unremarkable SF
knock-off with solid but slow
game play.

one-on-one combat against eight
other foes and two bosses.

Don’t Know Much

About this History

Fighter’s History is another
one of those fighters-from-
around-the-world tournament
games. The story is, well...
what story? Bland design keeps
characters such as Marstorius
the Hungarian wrestler and
Jean the French gymnast/florist
from being particularly likable,
though you can't help being
impressed by moves such as
the Double German, which
sucks you in like the Spinning
Pile Driver.

The coin-op SF copycat comes
home, and it’s just as average
as it was in the arcades. Good
action, but you've seen it before.

Control  FunFaclor  ChaMenge

4.2 Adjustable
2 players
Side view
Unlimited continues

Graphics  Sound

Price not available
20 megs
Available June
Head-to-head

fighting game
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FH plays much like SF,
though a few of the moves,
like Fei Lin’s midair Fireball, are
unique. Still, most techniques
are familiar
territory. The
special moves
mainly consist
of controller
motions like
the quarter- Cir-

cle or Charge £ B
PROTIP:

S
L

motions where you hold back
and then push forward. You'll
also find that the game play
engine and the combo system
are nearly identical to those in
Street Fighter, including two-
in-ones. This means the action
is solid but not provoking.

PROTIP: Ryoko’s Storm Moun-
tain takes off a fon of damage
and is best used in close.

PROTIP: There’s a code that en-
ables you to play as the bosses,
Clown and Kamov. Good luck
finding it!

With all its similarities to
Street Fighter, Fighter's History
just isn't as balanced as it could

GAMEPRD

have been. Fortunately, seven

- :
Matiok rules the streets with his
boomeranyg.

.

The standard Fierce-Fierce-Fireball combos from SF work perfectly here.

difficulty settings will challenge
players of every caliber, but
you'll lose interest soon after
encountering the goofy bosses,
Clown and Karnov.

.--F:r s l'__i r rl. '_'l-

PROTIP: Look for keep-out
moves, which stop the opponent
when they jump in for an atfack.

A Flat Fight

History’s character animation
isn't bad, but the dumb-looking
characters don't help the graph-
ics. Then you look at the back-
grounds. Actually, you have to
look twice because you almost
miss them. They're washed out,
lack detail, and don't have the
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Fei Lin can dazzle opponents
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awesome multi-scrolling effects
of Street Fighter.

The sound isn’t much bet-
ter. There are some pretty
decent, though completely
unintelligible, voices. (Ray's
“Big Tornado” sounds like
“Baked Potato.”)
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PROTIP: Use Marstorius’s Double
German to suck in the enemy
when they try to do a move.

Send Out the Glone

Fighter's History is a decent
clone of SF II, but somewhere
along the way, Data East
missed a gene or two. This
game is a historic piece of
rental material. &3




INTRODUCING VIVID3D. The UlrimaTe N Game Soun.

Get ready for the most realistic game adventure ever. The VIVID 3D™ sound enhancement system from

NuReality transforms ordinary game sound into an amazing 3D sound experience. % What does “3D
sound” mean? It means game sounds come alive all around you. It means you feel like you’re in the front
row of a live concert.
It means you'll never
listen to your games
the same way again.
According to
Electronic Gaming
Monthly magazine,
the VIVID 3D "rede-
fines sound as we
know it.” ¥ The
VIVID 3D is easy to

hook up to any

Nintendo, Sega or
similar game system. You can also attach it to any computer equipped with a sound card. Thanks to

award-winning® SRS (*)® sound enhancement technology, the VIVID 3D creates dynamic 3D sound from

only 2 speakers. & For a store near you, call NuReality at I - L. Why just play games,

when you can be there? ¥ NuReality, 2907 Daimler St.

Santa Ana, CA 92705-5810. Telephone: (714) 442-1080,

Fax: (714) 852-1059. % NUREALITY

* SRS () technology won the prestigious “Ultimate” award from Game Players magazine in July 1993. © 1994 NuReality. All rights reserved. All product names are trademarks or registered trademarks of their respective holders. Gi
SRS (*) is a registered trademark of SRS Labs,
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Despite occasionally sharp
hack-n-slash action, this
arcade translation isn’t honed

| enough to get much of an edge
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Get a handie on PAC-ATTACK, now on Game Gear,
And hold on tight!

Falling blocks, meddling ghosts
and three game modes to

keep you puzzled.

It's a brain-busting,
quick thinking
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challenge.

Rated by V.R.C.

Madness drops in. Eye-poppin’,
block-droppin’ action in 4 selec-
table speeds. Arrange the blocks
so Pac can get a snack attack.

Appropriabe far
all audiencas.

General Audiences
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G M E Pac-Attack TM & © 1993, 1984 Namco Ltd. All Rights Reserved.,
A Sega and Game Gear are trademarks of Sega Enterprises Lid.

COLOR PORTABLE VIDED GAME SYSTEM

Namco Hometek, Inc.
150 Charcot Ave,, Suite &, San Jose, CA 95131




there’s nothing new to try. Meanwhile, the simple graph-
Koei has solved this problem ics are only average. At least
heautifully by cramming six it's easy to tell at a glance
detailed scenarios into Opera-  what's what.

tion Europe. Each scenario & .
s amanaeg  focuses on a different part of The Final Solution

, R L R Bhel  Curope, with battles ranging  Gamers looking for non stop
) Ifyouveeverwant- g oo il ¢4 <5 o s¢. o MEERISEIY l‘sI::-rm:.u’u:h,'r tothe fall of  action/adventure had better
; s TEW"I“EO*““”W- SRIES A RN Berlin. The requirements for 100k elsewhere. Operation
ere’s your chance. In Opera- merese gt BNV 1 ® w1 - - | '
tion Europe, you take control  [ESSEASRERE ) cach vicoory are sodifferent  Burope fas ts S10riCongS.
| , _ BE s Bve B _eamas that you really have six differ- ~ Dut its challenging strategy
of either the Axis or Allied Bico B8 1 PEveo ent games in one cart makes it a game that no seri-
forces in six point-and-click Tt R L e | ous WW Il buff should be
scenarios that cover the major  ppoTip; if you're attacked and ~ War Games without. &
European battles of World War  supply or Engineering units are  nlike most military-strategy
|I. Patton and other famous involved in the battle, recall

games, the computer is a
thoughtful, skilled opponent.
So even if you don't have a
friend to go head-to-head
with, the game is still enjoy-
able and challenging.

generals are here — unfortu- them as soon as you can.
nately, exciting action isn't.

PROTIP: If you're attacked n?fhile
Resting, use your surroundings

to your advantage.

i)

PROTIP: Try 10 coordinate bomb-

i"g m"s With yﬂur ﬂﬂﬂﬂkﬁ:ﬂ" .r',... Hdal &: w:o800
Two Heads Are Better cities. Cﬂiez are great ;g::;:ﬂﬂ'? St B DY
ﬁca_:; ' a ,—. T 1:‘3 targﬂﬁ, an yﬂ"r reqi e i
T 7' One usually emerge unscathed. . SRS )
fii sotvifs; soos SEs00gy You play as the Army Com- e [
'f.l.l-r Haxe im =i 50 90 . el g

crengiliurese  sesn F under you. Each division is split grammers spent so much time each major offensive.

Sl SO

SO0 GOy Al IﬂtD dSs mﬂn"y‘ EIS Elgh't I'Egi' : W‘th SUEltEgY, thei?r ﬁ}rgut what
1373 800 T2000 ments, and each regiment is makes a great video game.

. split into up to six Battalions.  The sound, for instance, s for-
PROTIP: If you're outnumbered Al this adds up to a lot of sol- gettable. With the exception of

;rﬂ?ﬂ:y;r;ng&:;k;ﬂimgcﬁm; diers to keep track of, butdon't  the powerful music for the bat-
often defeat statistical odds. worry - your Division comman- _ je display, the soundtrack
ders can do it for you. Asyou  ranges from mildly distracting
plan your moves, you have to totally obnoxious. The
smooth, straightforward con-  sound FX aren’t helpful.
trols that take you through the
This simulation of World War menus and effec- PROTIP: Don’t be afraid to dele-
II's major battles is involving tively execute your gate command; there ’s a lot 10
and challenging, but it may be |  rategies. The sim- coordinate in this game.
;:r" detailed and short on action | - 16 controls help |
beginning players. g
keep you from get- Remme | B : : PROTIP: Gather as much infor-
Graghics Sound  Conlal  FunFaclor Challenge ting confused as the AAE-4-FETN — Sg % : mation about the enemy-as you
: INT SRanOnS e AN T o Ty 3 2 can, either by using your Sfe-
@ £ P The problem :‘: s sy : __ cial Forces or by taking notes
5?‘&5 L with most strategy |EEG—_G_—_G—_—-— 3¢ 45 on different rggiments as you
10 megs Overhead view games is that once S tumme 4 b ‘ atiack them.
e vpat Paze OOPESA- i,
2 players
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. You get TWO i #erent
views - piicher or batter.
€ven 3 vederan compiter
opponent that /| dvrn yovr
mistakes néo SOUVEN/RS /

(seeya!)

Spit seeds w i .
gind_f; Htﬂlﬂ'un’ Rﬂfff b

Jushice My thingl, Gonza/ez : 1 2
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700 MLEFA stars! ks | (NGA - Ne Geeks Allowed. )

ANY BASEBALL FAN GAN TELL WE'RE AHEAD
JUST BY READING THE BOX SCORE.

M:[:Illﬂllf

GET IN THE GAME.
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Power Rangers. Sorry, Drag- personas — Trini, Kimberly,
onzord fans, the Green Ranger  Jason, Zack, or Billy —and then

doesn’t make this trip. “morph” into the appropiate
At least the evil Rita Repulsa’s  Ranger at boss-fightin’ time.
— on hand, and your favorite Rangers will have a Repulsa
"'f By Bro’ Buzz Go! Go! Power Rangers’ villains, including repulsin’ repertoire of flying I
(AR . R J Bones, Eye Guy,Genie, and kicks and power punches in
fe TG ThE_ Mighty Mor- an_gers,' : Dark Warrior, will appear as addition to their special
=7 phin’ Power Rangers  Even if you're out of it, you bosses. You'll fight Rita's Putty ~ weapons from the TV show.
are hot! Just ask any kid or should knqw that the Rangers o oller army across seven Unfortunately, this game lacks
action-figure collector. Now are really six squeaky-Clean stages as one of the teenage  Dinozord action, but you'll be
Bandai’s bringing the wildly teens who fight for truth, jus- ’

able to morph all the Rangers
into the gigantic Megazord to
fight two monstrous bosses.

popular TV show - miraculous  tice, and... you know. In this

martial arts, outrageous rubber-  16-meg, side-scrolling action/
suited villains, and all -tothe ~ adventure game, you'll only
SNES and Game Boy. power up as the five original

Mighty Morphin”
power Rangers!

Game Boy Power

The Mighty Morphin’ act will
also go Game Boy as the first
third-party color-it-yourself
Super Game Boy game. You'll
get five stages with four bonus
rounds in a two-meg cart.

Is Mighty Alrighty?
The Power Ranger Pros are
already lining up in our game
lab to play these carts. Get set
to “Power” up next issue. [
Mighty Morphin’ Power Rangers
By Bandai

SNES Available September;
Game Boy Available August
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Mission Briefing

A message from galactic research sta- Your mission: Assist
Samus Aran, Space tion at Ceres so scien- Samus Aran in return-
Bounty Hunter: tists could study its ing to Planet Zebes to
"| first battled the energu-producing gquali- face Ridley, Comman-
Metroids on Planet ties. The scientists’ der of the Space
Zebes. It was there  findings were astonish- Pirates, and Kraid, ruler
that | foiled the dia- ing. They discovered of Brinstar. Stop them
bolical plans of the that the powers of the before they use the
Space Pirate leader, Metroid might be har- harnessed powers of
Mother Brain, tousethe nessed for the good of  the Metroids to destroy
creatures to attack all civilization. the galaxy.
galactic civilizations. "Satisfied that all
| next fought the was well on Ceres, | left
Metroids on their the station to seek new

homeworld, SR388. | bounty. | had hardly
completely eradicated gone beyond the Aster-
themn except for a larva, oid belt when | picked
which, after hatching, up a distress signal.
followed me likeacon- Ceres station was
fused child. | personally  being attacked...”
delivered it to the

Enemies

hen Samus reaches Planet
Zebes, she finds it overrun
with a barrage of nasty critters.
Some are easy to nail, but oth-
ers require special strategies.
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The scope reveals secret  Use the Grappling Beam A more powerful
passages. to swing from the ceiling  version of the Bomb.
(or even from enemies).

13 Super Missiles

missiles are more
difficult fo come by.

12 Missile

An excellent and plen-

Use this beam to freeze _
enemies and render tiful projectile weapon.
them harmless.
3 Wave Beam doteCe AX T
- ""t b
) e 2“_ f‘.j_
Once Samus has the
Speed Boosters, she
can run fast and smash

through obstacles.

This item gives mus’s
weapon three beams.

9 Varia Suit
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L : - a
i -
| - & # Y 3
L i L]
1 : £ B e I

.- fadsis : AR EVEVE
The Varia Suit enables The first and most impor- Unlimited supplies make Grab these special boots
Samus to safely explore move underwater. tant weapon - you need it  the Bomb an essential to leap extra high.
heat-screened areas. fo lay Bombs. weapon to pick up.
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Charge I Up

Bombs Away

==
To open the Pink Gate, blast it e |
This game has three different
Green Gates Ings. If you finish in more than ten
. ﬁmus,ynuseemebadmdmg.#
mmmmmmm
msn_eﬂlenmeudmy.!ffnu
mﬁsﬂmfassﬂunﬂrmahm,m
get the best ending.

Halieies e
A
To open a Metal Gate, you must
destroy all the enemies in the
room or perform some other

special action.
84
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Ane BALILEPLAN . ¥

n the following pages, you'll find detailed maps for each

area of the game and strategies for finding special items.
As you search for the items you need to defeat the final
boss, you'll roam from area o area and back again. Many
parls of each area will be inaccessible unlil you've collecl-
ed a specific weapon. Before you get started, study this
checklist: IF's the best order to search for the special
weapons and fight the bosses.

In our next issue, we'll show you the final steps you
need fo defeal the game.

</ 1. Find the Morphing Ball (Brinstar) « B. Fight Crocomire (Norfair) . 3
- 2. Find the Missiles (Brinstar) - 14. Find the Grappling Beam (Norfair)

{7 3.Find the Bombs [Crateria) _’ I5. Find the Wave Beam [Norfair)

{ 4.Find the Charge Beam (Brinstar) { IB. Find the X-Ray Scope (Brinstar)

{ 5.Find the Super Missiles (Brinstar) - I7. Fight the Phantoon Boss (Wrecked Ship)
{ B.Find the Hi-Jump Bootls (Norfair) (_ IB.Find the Gravily Suit (Wrecked Ship)
- 1. Find the Spazer [Bfinslar] { 18.ToReach Maridia (Maridia)

8. Destroy Kraid (Brinstar) {/ 20.Break Glass (Maridia

{_ 9. Find the Varia Suit (Brinstar {_ 2. Find the Worm Boss (Maridia)

{ 10.Find the Speed Booster (Norfair) ’ 22 Fight the Worm Boss (Maridia)

{ II. Find the Ice Beam [Norfair) {/ 23.Fight Draygon [Maridia)

{~ I2. Find the Power Bomb (Brinstar)
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KeyPoint-SaveandMapPoints

' l
e! .
. rl-'

<ad #Mriﬂ

WOULD YOU LIKE
TD SAVE?

hYES

T TIPS

A
-
. N

After you've grabbed the Morphing Ball and the Missiles in Brin-  Once you've got the Morphing Ball, Missiles, and Bombs, seek
star, return to the tiny passage in Crateria near the first passage  out all Save and Map Points. Save frequently, because you'll die
adjacent to your ship. Morph, enter the passage, and you'll find  often. Hooking up with the Map Points illuminates all the hidden
the Bombs down and to the right. areas on the map and makes exploring much easier.

T .M AL A0 i -

Key Point - Crateria Mini-Boss

After you grab the Bombs, you
can't escape the room until
you defeat the first mini-boss.
Shoot his fireballs to get Mis-
siles, and use the Missiles to
easily destroy the boss.

GAMEPRD = July 1834
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nt - Step 17: Fight the Phantoon Boss

Once you have the Grappling
Beam, go to the Wrecked Ship
by way of Crateria. Once
inside, head down and to the
right to battle the Phantoon
Boss. To destroy the boss, fire
Missiles into his eye.

- TEEEEEREE
‘TR TR ERE N NN
TEEEEEEEEREE

AT R

& :‘i-i*J '-|I.+'.I' ,I

Once you've destroyed the Phantoon Boss, climb up to the upper left-hand corner of the ship.
Leave the ship and, when you reach this area of crumbled ground, break into it with Bombs (see
Crateria). Go back to the right until you enter the Wrecked Ship again. When you reach the bird
statue, become a Morph Ball and sit on its hand. The statue will carry you to the Gravity Suit.
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Enter Brinstar via the second elevator from the left in Crteria
and then go directly to the left down the passage to find the

Morphing Ball.

Key Point - Step 2: The Missiles

After you've grabbed the Morphing Ball, return to the elevator to
Crateria and then move past it to the right. Break through the
gate and then break the rocks at the end of the passage. Drop

down to find the Missiles.

L i

Enter Brinstar via the far-left elevator from Crateria. Climb off the elevator and After you return from Norfair with the Hi-Jump
enter the the lower right-hand Pink Gate. Drop all the way down the main Boots, go to the left off the elevator. After you
shaft. You'll find hidden Missiles on the left-hand side. At the bottom, break pass the snapping water creatures, enter this
through the rocks to the right of the Missiles to find a hidden room with the secret passage by shooting up at the ceiling.
Charge Beam inside. You'll find the Spazer up and to the right.

—
N
- i N F

IF' ! - - - . : g
After you've grabbed the Charge Beam, climb back up the large shaft. At the top, enter the Pink Gate to your right, then go through

the gate that leads up. You'll eventually reach a mini-boss, Spore Spawn. Destroy the boss by jumping and firing missiles into it
when its shell splits open. After you destroy the boss, jump into the pipe just above it. Drop into the pipe and down to a hidden

room with the Super Missiles inside.
80 GAMEPRODO = July 1984



Armed with the Spazer, return to the elevator to Norfair. Use a Super Missile to blast through the wall to the
right of the elevator and continue right until you meet up with Kraid. His first incarnation is easy to defeat,
but when he transforms into his true size, it's a deadly battle. He’s only vulnerable when his mouth is open.
Shoot Missiles and Super Missiles directly into it.

Key Point - Step 9: The Varia Suit Key Point - Step 16: The X-Ray Scope
' After you defeat Kraid, go i
to the room just beyond

him. Inside you'll find the
Varia Suit.

= el -

b e m— —

Ll Y
il P F
- p—
S

Key Point - Stey 12: The Power Bomb Back to Brinstar one more time to find the scope.
Return to the gate (on the left of where you enter
from the elevator) that opens with a Power Bomb. Use
the Grappling Beam to swing all the way across to the
left (in the dark). When you reach the area with the
Scope, you'll have to use a bomb to get the pedestal
to move so you can enter the room.

Return to Brinstar from
Norfair and move to the
left past the elevator.
When you reach the large
shaft, freeze the enemies
with the Ice Beam and use
them as platforms to climb S L
to the top of the shaft. At ~ past some voracious vege-
the top, go to the right tation, break the floor and
and break through the go through the Green Gate
rocks. After you dodge to find the Power Bomb.

GAMEPRD + July 1994
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tep 6: The Hi-Jump Boots

After you've collected the Super Missiles in Brinstar, journey
down to Norfair to find the Hi-Jump Boots. Climb off the elevator
and drop down the shaft until you reach a Pink Cate on the
lower left. Go through the gate and blast the rocks on the floor
to enter the lower Blue Gate. You'll find the Hi-Jump Boots inside.

The Speed Booster is on the far
upper right-hand side of Norfair.
Head right at the bottom of the
elevator. Travel through the
large caverns and then break
through the rocks. Go down

and to the right, and then climb
up as high as possible. Go You'll find the Speed Booster at

through the gate on the right.  the end of the passage.

et
!‘unm.ﬂ: .

Return to the main elevator into Norfair and enter the gate on the left. Work your
way left as far as you can, past the bullet-spitting enemies. Then climb up and
move right. Instead of entering the gate you reach, morph into a ball and break a

hole in the ground just below the gate. Stay in a ball and fall. Angle right as you fall
to enter a secret passage in the wall. Hidden inside is a chamber with the Ice Beam.

-
L
¥

n.‘.-

open gates. Then head down a slope to the right. When you
reach the gate that leads to Crocomire, first climb up and
use the gate on the right to save your game. Drop down to
Return to Norfair for a tough battle with Crocomire. The larger ~ Crocomire and quickly move to the right, just out of reach
your stock of Missiles (@ minimum of 40) and Super Missiles, of him. Now rapidly fire Missiles or Super Missiles into his
the easier it is to defeat him. Use the map to search for all Mis-  mouth whenever it opens. 1o destroy this beast, you must
sile stores. After the elevator, use the gate to the left. Proceed  back him up until the ground beneath him crumples. Don't
down and to the left. Use the Power Bomb when necessaryto  let him touch you (you'll lose too much ground).
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A = Save Point

run back to the left to the spiked wall. The wall breaks and Crocomire’s skeleton
appears to give you one last fright. Head down and to the left. To make the high
Jjump, use the Speed Booster to run rapidly up the slope and jump just as you reach
the edge of the path. The Grappling Beam is in the lower left-hand corner of Norfair.

=
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AT # |'I

E = Power Bomb

Once you have the Grappling
Beam, you can get the Wave
Beam. Return all the way to the
upper right area of Norfair. Go
to the Missile platform that is
suspended high in a large
room. Use the Grappling Beam
to swing to a ledge to the right
of the Missile Platform. Inside
you'll find the Wave Beam.
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Finding the Worm Boss is real-
ly tough. After you break the
glass tube, climb up as far as
you can. Go through the Gate
in the ceiling. Take the upper
right-hand Gate. In the next
room, do some really tough
Grappling to cross all the way
to the next upper right-hand
Gate. Then break the blocks to
fall down through the floor.
Go right through the next
Gate. Use the Super Bomb to
reveal the openings. Drop
down and enter a large room.
Use the Grappling Beam to
climb and swing to the upper
left-hand corner of this room.
Go through the door in the
ceiling. Head to the right and
you'll eventually enter a room
with the Worm Boss.

Reaching Maridia is a little
tricky. Exit the Wrecked Ship to
the right. You'll wind through a
complicated passage and even-
tually see a door down and to
the left. Use the X-Ray Scope to
find the secret passage that
leads to the door.

B A

ey s STT & &

Maridia is a huge area. Watch

out for the quicksand. You'll

find a glass tunnel down and to

the left. When you enter it, use - -

a Missile to break the walls. Destroy the Worm Boss by firing Missiles and Super Missiles at
his head as he pokes it out of the holes in the wall.

L _'h"
. e [ ﬁ o
;:::rr-: Ei i’# —— e
I = :._-'-'—u-T
g =

Turn off the Gravity Suit when
you're trying to swing in
Maridia. Otherwise you'll find
it's too hard to make the pre-
cision Grapples.
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After you've defeated the Worm Boss, journey down and to the right until you reach the lair of
Draygon. Destroy the two enemy generators along the wall on either side, and then fire Missiles
and Super Missiles at Draygon’s stomach. Jp—
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. |f you've grown up
% with video games,
you've probably grown up %
with Billy and Jimmy Lee, the e sunaa SISTER ude
Double Dragon boys. But one R R Y e

4 PFUISTATIE Turl N )

thing's for sure — you've never AL B B AL R B

seen them like this!
Double Dragon V: The

Shadow Falls will drop the
Lees into a fighting game!
Obviously, Tradewest wanted
a fight...and it now has one
with action/adventure game
fans everywhere!

Cartoon Carnage

The graphics and background

story will be based loosely on { T ]
the TV cartoon. In Metro City, 2
the DD boys meet up with ten !

fierce foes and, eventually,
the Shadow Master. The game
follows the basic fighting-
game format: best two out of

three matches, set against 12
backgrounds.

1P

uuﬁﬁ o Juu_

You'll be able to toss fists,
feets, and weapons in three
modes: Tournament, Versus
Battle (against another player),
and Quest. In a Quest match,
you're involved in a one-on-
one duel where you try to
keep the Shadow Master’s

gang from juicing the city

water supply with Black Shad-
ow toxins.

As with most fighting
games, DDV will build its con-
trols from a Street Fighter li

T model. There are six basic

punches and kicks (in Light,
Medium, and Hard varieties), a

Loser’s screen

throw, and a block. Additonal-
ly, there are eight directional-

o |
ol pad movements that modify
2 punches and kicks. Every
- ?' fighter has either five or six SF

= Il-style special moves, includ-
: ing Charge moves, where you
1 build power by holding down

a directional; and Fireball
moves, where you thumb-
slide around the directionals
and hit a button.

Enter the Dragons

Can the Lees uphold the Drag-
on code - fight pure, and fight
with honor —in a fighting
game? Stay tuned next issue! ‘&

Double Dragon V

Bmy and .ﬁnnnrleepm!ectﬂw Dragonﬂuja.

ik
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THE MOST POPULAR SOCCER
SIMULATION IN EUROPE. }
NOW AVAILABLE IN THE STATES. |

it of control.
e sliding tackles and diving headers
* CUNNEIE D LI HON Ly LU %w- . butdont get red-carded, or youll have to put in one of your Subs
fm ther ﬂl-' s v s T e Q08 pETm— (] T '.Mﬂnﬂﬁtthnmmwn'
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the mat er, Choose "muddy” to § o 2 e 4 g i -
slow the ball down, “drv” to ‘speed = & S A ok et ggme}
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ow returns once more
IES. New categories,
1ew questions, same old

STH6R TRHREK
BEAUVIS

GH IJEKLMHOPORS T UUHRY <
- SPAE

HELNE

estion format. All the
present to keep hard-
ieopardy! fans entranced:
f Trebek, Daily Doubles,
n rdy!, and a new
ament of Champions.
moves a little faster
Jrevious Versions, but it's
ifunh a spelling quiz as
/ia quiz because you
the questions, which
slow things down. The
§ and sounds are about
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s200 $2010 $700 $200 $200

300 $300 $300 $300 $300 $300

$4000 $400 $400 $400 $400 $400

$500 $500 5500 $500 $500 500

e e

Graphics Euund Control  FunFaclor Challenge
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Inlemedizte

TV quiz show
J players

100

_ umr NES

iWheel of Fortune
eluxe Edition

il ore fans of the TV show
3"&!1]0}; the Wheel but

e 4000 word puzzles and
\/anna turn letters. Throw
oney wheel, and there’s
ame. Gametek jazzes

up with character-select
1s and Vanna's voice, but
a pretty slow game, even
you play against two

graphics and sounds

ke Jeopardy, WOF doesn't
our knowledge, it tests
,sahiirty to guess and spell.
juld | spin? Solve the puz-
N.'uy a vowel? If these

tegic questions appeal to
r ethls wheel for a spin.
vise, roll on by.
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§ f-]ll"H-I1"4 H“IF- & i

!‘II:]{ =15 rliﬂll...
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Imermediale

TV quiz show
3 players

mice i'busses show up to

4.,4&

a0 -‘smm humﬂr into the

L e RS

gar-missile launch unit, it's
) Socks to alert everyone.
e Secret Service and the
{-}orps in pursuit, Socks
jumps, scratches, and

s through Washington
arks like the Pentagon.

a -fcartunny graphics and
ny “Mrroww” sounds

er ut Socks’s charming
nality. Controls for his

1 _mnves take practice but
effective, though not

is demanded of him in
Sy game. Best of all are
5es — caricatures of
if’emt and other political
eads. The sat:re makestms

 Socks the Cat Rocks the Hill
:"1?_ ~ (By Kaneko)

Graphics  Sound Control  FunFaclor Challenge

..- @ BEG.

Beginner

1 player
A 11 stages
now Side view
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Jr-in-one cart offers very
gamers four experiences:
program, video games,
‘Music Machine, and a
ass-up” option. Bouncy
and colorful graphics

lp small children through
2y withdrawal.

§ -l - A
Sl W - ATAT AN

lified versions of Pac-Man
a space shooter that even
( _':"gamers will tire of. The

use of the sheer vari-

e

of ¢ rawmgs and composi-

_-__MariuPaint is better).
strange Stylin’ Stuff mode
bles you to fashion acces-
ze a woman while voices
uf ff-fﬂadi i
in 'n Games fills the time
antly and nonviolently, but

1 " ldren will admit the fun

Suund Euﬂtml FunFaclor Challenge

.... BEG.

Beginner

1 player

4 “fun zones”

Gompatible with
SNES Mouse




Stomp, bash and thrash your way fo the /
top of the ladder in this bigger, bolder ~ /
Tournament Edifion of Clay Fighter. You /
and a whole bunch of friends can duke  /

it out to see who's the champ and ’
who's the chump in this

carnival-gone-bonkers, big-fime,

big top brawl.

J
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BACK

For a limited fime
only rlnu can order these hot new Clay Fighter
Tournament Edition T-Shirts! Simply complete this order form!
] Please send my shirt to:

Nome

Address

City State Lip

Phone Size: [ Small ) Medivm () Lorge (3 X-Lorge (3 XX-Lorge

i
L L 11T

2 1 om enclosing o check or money order for $12.95 + 52.50 Shipping & Handling per shirt ordered o INTERPLAY (U1S. funds only).
Copy this form for odditional orders. Only one shirt per form, please. Please llow 6-8 weeks for delivery.

Please charge fo my: () American Express I VISA () MasterCard

LICENSED BY
(Nintendo)

|I'|fb|'|ﬂ|]:" |‘| Tians e, Il Bnd e l'lGEIEtE.CIBy Fighter is @ trademark of
- g Qhls resaragd. O 19849, 1884 Blockbuster Entertainment Cor .
17922 Fitch Av M Bre fegs| . tradamarks of Blockbuster Entertainment ':':|:|r|:||:.I Account Number EIFIIHHII}I'I dote
& K =—niarts I gystem and the offical seals are negisterad trade-
lr'l-flrlE, (A92714 i8 Inc. © 0991 Nintendo of America Inc
Cordholder Nome Cordholder Signature

Sand this Drder Farm Ta: (lov Finhtar T.Chict iffar . €07 Crnta Es Chrant Cam Miama £ 89700



Mo J_ Trouble follows
&7 poor Mike Jones like

a dark-cloud. In the original

Star Tropics, his archaeologist

" Uncle was captured, leaving the
teenager to find him and bring_

~ him back. Now Mike has been
~_thrown back in time through
~ his uncle’s history book, meet-
“ing such figures as Cleopatra
and Sherlock Hnlmea '

Cracking the Books
Each Tevel of Star Tropics II'is a

_ Chapter, with nine chapters t0
complete before you're done.
Along the way, Mike has to-
unearth Tetrads (Tetris-like
pieces) through a blend of

~ overhead-view puzzle solving
““and arcade battling, as in the
| nrlglna_LStar_Trﬂplcﬁ. Togive

'you plenty of detective work,

. the game manual provides.a.

bare minimum of info, and the
stow unfo!ds as you piay

EEEKRE ﬁﬁ@ﬁ&%
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ia <K &) 3
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and you'll yetsnnm of your

By Manny LaMancha

¢~ tealt restored:™

Nintendo shows that there’s

_ | still some fun to wring out of

the NES, and this playful sequel
does the hardware proud.

Graghics  Sound  Control  FunFactor Challenge

&
. () i
v -
4.0 40

$30.95 g chapters

4 megs Overhead view
Available now Multi-scrolling
Action/adventure Battery backup
1 player

~~“The graphics are an im-
provement over the game’s
predecessor, featuring larger
characters and plenty of color.
However, a fair amount of
glitching still pops-up-when
you have a bunch of charac-

“ters on-screen simultaneously.

It's an occasional reminder

that the NES is older technolo-
gy, but it doesn't interfere

with the game much. The
sound supplements.the action
with vivid effects and mood-

~setting tunes. (IS it my imagi-

nation, or do the chimes at the

title screen sound a lot like the

“ba-ding” at the Game Boy's
power-up?)
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PROTIP: You've gof a whole hole
hidden here, so throw the room
below a curve,

PROTIP; Flutes and snakgs go
well together. In Chapter Three,

“When you reach a room with

the snake symbol on the fioor,

" play away.

PROTIP: Use diagonal firing
when you can fo léssen your

_chances of getting hit.

PROTIP: Don’t waste time pick-
~dng up a fifth star unlil you-need
the heart recharge.

m¢m$$mmmm
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You Got an | |

Adventure, Jones
Where the game doesn't fare

as well is the control depart-

ment, though it's also an
improvement. Star Tropics Il
adds diagonal movement, but
“it's sometimes hard to use;
other times you'll want to go
straight, but you'll wander off

at an angle - probably intoa

hazard. Also, Mike has

molasses in his boots, so don't

count on getting him where
you want him te go quickly.

PROTIP: Make niote of any visual
clues you get along the way!

Pﬂﬂﬂl’ mmxsmbﬂnks
- dark red, getfarenwghawaf
mmmmmssmts

The key to Star Trnptca H IS

~its-entertainment value. Aside

from a quality adventure, you
get some silly humor and info

_..from various historical peri-
: ~ ods. Most “edutainment” soft-

ware can be downright

painful, but Star Tropics |
gives historical tidbits in-small -
doses with the game play.

Take a Zoda Pop

* From the start of your trekto
 Zoda's defeat, you're chal-
lenged to solve both mind-
' bending and thumb-busting
- puzzles. Nintendo has puta

* good mix together and shown
- NES owners that the system
- isn’t finished yet. StarTrapqcs Il
isa dav in the sun. e
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It's a bird, it's a

& plane, it'’s a jet...
World Heroes 2 Jet. Not that
this game is any faster or
flightier than its predecessor
or even serves bad boxed din-
ners. What it does do is add
new features, new moves, and
two new characters.

Now Departing,
Gale 2

Jet's lead-off feature is the inclu-
sion of a multitude of new ani-
mation frames and moves for
all the original characters.
Janne’s new Fire Bird turns her
entire body into a flaming
phoenix as she soars across
the screen. Dragon has a new
vertical kick, a running kick,
and a keep-out bike kick.
There are quite a few new
secrets to find.

s ;Ihl iih-m bt ni’mml
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Two new characters also
grace this cart, bringing the
total number of playables to
16. Jack is a wolverine-looking
mohawked Brit with claws of
death, and Ryofu is a nasty
guy with a spear. These boss
punks are super powerful.

Although it’s for only one
player, another exciting option
is the Tournament mode, fea-
turing all-new cin-
ematic graphics.
You fight oppo-
nents in groups
of three, and each
time you beat a
group, the back-
ground changes.

Look for other
game-play refine-
ments. You can
now “hit the hit,”
i.e., rebound off an
equal-strength attack without
either player taking damage.
You can also select the ability
of your character: speedy,
strong, defensive, or normal.
Throws have been moved
from the C button to either A
or B, freeing up C for fake-out
dizzies and funny (though
pretty worthless) taunts.

ﬂmm;-.n
"1 MATCH {,
Y _;.._: it

The Jet Set

Jet feels very similar to WHZ,
but the combo system is dif-
ferent (many of the old com-
bos don't work). This game
looks like a refuel for WH fans,
but remember a jet is still a
jet, and World Heroes is still
World Heroes. [3
World Heroes 2 Jet
By SNK
Available now

GAMEPRD -
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World Cup USA94

L N N R NN NNENNNENNN

GAME PrO AND U.S. GOLD HAVE TEAMED UP TO

r
BRING YOU SOME KICKIN” WORLD CUP PRIZES! . . ‘ g Ot Spostrf Wl G U5 5
ANSWER THESE SIX SOCCER TRIVIA QUESTIONS, FILL IN
YOUR NAME AND ADDRESS TO BE IN THE RUNNIN’. \\\
_ A W™
=

HERE’S THE STUFF YOU CAN WIN:
GRAND PRIZE: (ONE WINNER)
@ VC's X'EYE Entertainment System the great new system to play your Sega (D™ and Genesis™
games, (D+G Karaoke discs and your music (Ds!
@ An official World Cup Soccer Ball autographed by the German team.
® World Cup USA ‘94 Sega (D video game featuring all 24 1994 World Cup Teams and music
hy Scorpions signed by Scorpions!

& Autographed (D copies of the World Cup Album and Scorpions’ “Face the Heat”.
“i‘ World Cup USA 94 Watch.

Isr P Z - lﬁ HIIEA{HAG R ' Ay

the WurH Cup Album and Scorpions’ “Face the Heat".

@IHEHHTH

ENENES & n--l-t-:-l.i---fpl---
ENTRY FORM

Name Age
Address
City/State/Zip
Phone | )

World Cup Trivia Quiz - Circle your answers and send in to win!

I Which team was the winner of the first World Cup? 4. Where will the 1998 Wnrld [u]}h;ha]' b
0. United States ~ b. Moldova . Figi d. Uruguays 0. Remuloc b. France ¢ USAEE

fd Cup? 5. What is the only country to have won the Wn-rld [up uutslda

2. What player has scored the mestcaree :
c. Michoel Jordoniim their own hemisphere?

Wnﬂdﬁmlwﬂl'
0. Pele ). Andféw Shue

d. Gerd “Der Bomfier® M Switzerdond ~ b. Mexico . Sweden  d. Brozil i'l—-.
“ Ehe World Cup USA 94 mascot? % at year wos the first indoor World Cup motch held? """"\\\
Strike ¢. Doggie Doddy ~ d. Underdog % b, b.1930 ¢ 1942 d.1962 Official
Licensed
TEST RULES aND

REGULATIONS R
purchose necessary. Dme entry pafperson. All entries that are duplicated wil h:wmled ﬂms."rn and HS F‘"
in enfries must be post-morked by July 31, 1994, Void where prohibifed.
Awarping oF Prizes
Winners will be determined on August 1, 1994 in g rqndum drowing by GamePro mrmne Udds of winning d'aﬂmd upan 1|'|u rnher nl'ﬂll allglhh entries received. Winners will be natified by phane
ond or moil, Winners entry ond Mttphhrlﬂ ol piiza. L0 I.I-1H nrmmlm o use iheir names, phetographs, and likeness for p wlmrhlgu promotion on bebalf of GamePre ond er U5, Gold

without Further tompansalion. Winner is respen staté, and locol tuxes if necessary, A complete list o 'A'Irlnm will appeor in o future issue of GamePro mogazine.
EuiGiaLy F it

Employees of Infetainment World, Inc., .5 Bold,
Liapiities
This prometion is eperated by Infotainment W _
" Gold on oll motters relating 1o this prométion are fin

Prize RESTRICTIONS ;

Product

respod ibility of lote, misdirected, incomplete, or illegible entries. Al mail

G B bsidiores, affifates, odvertising gencies, ond their immedinte fomiles are not elgible.

. Slely responsible for its conduct, completion and mrhg of prizes. AN decisions of Infotoinment Warld, Inc. and U5,
by USbrold and participating spansars assume mo liobilities rmllm; from the use of this prize.

pol be substituted, tromshesred, or exchanged. %
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SEGA-CD owners asked. We listened. Now, it's here. ..
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s LOFFICIAL
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SEGA AND SEGA CD ARE TRADEMARKS OF SEGA ENTERPRISES, LTD. Game (C) 1992 Game Arts. “LUNAR" is a trademark of GAME ARTS. Licensed from GAMF
ARTS h}- WORKING DESIGNS, 18135 Clear Creek Road., H(‘d('li[lj:, CA96001. This game pi oduced in 3B, eh? For a dealer near you, call (916) 243-3417 ext.190.




Super Wing Com-
mander is based on a classic
PC game, which itself was a
throwback to 1981’s ground-
breaking Star Raiders. If fans
were hoping SWC would reach
new heights on 3DO, they'll
be disappointed.

Ride the Lightning

If you've played previous ver-
sions of Wing Commander,
you'll recognize the plot. In
the year 2654, the planets of
the Terran Confederation are
locked in a deadly struggle
against the Kilrathi Empire. As
a rookie pilot, you're assigned
to a squadron that launches
from the space cruiser Tiger's
Claw. In the Claw’s briefing
room, you'll receive instruc-
tions, and then, with a wing-
man at your side, you'll
venture out on first-person
cockpit-view missions. Suc-
cessfully complete your
assignments, and you'll be
reassigned to better ships.
Between missions, you con-
sult with other pilots or prac-
tice in the simulator.

Seven ships fly in the Con-
federation fleet. Each has its
own flying capabilities, and
each is equipped with distinc-

Burdened with mediocre con-
trols and poor pacing, Super
WC is too slow and boring for
its own good. It’s a big disap-
pointment.

Graphics  Sound Confrol  FunFactor Challenge
4.0 35 20 2.5 Advanced
$59.99 72 levels
CD First-person view
Available now Forward-scrolling
Flight sim Battery backup
108

tive lasers and missiles.
Among the special weapons at
your command are Heat-Seek-
ing Missiles, Porcupine Mines,
and Mass Driver Cannons.

Shields give each ship differ-
ent defensive strengths.

=l ; - o g tege o
R, R o, S
) saip | | e a7

......

space mines, veer off slightly
and fire your afterburners until

PROTIP: On escort missions,
never break your formation.
Make enemies come to you.
Unfortunately, flawed
game play neutralizes these
potentially exciting missions
and weapons. The missions
are usually either too short or
too repetitive, and slowdown
cuts into the building intensi-
ty. Even worse, when several
ships fill the screen during
battles, your controls either

LR

UHP: ’t r
ammo! Dumb-Fire Missiles work
best at point-blank range.

GAMEPRD

PROTIP: When a Kilrathi ship flies
past, spin your ship 180 degrees,
and it should be in view.

‘ 1 . UM &
R o L

PROTIP: If you are answering a
distress call, ignore enemies
that drift away and atlack those
that fire on the ship in need.

Monty Pythom’s
Flying Spaceship

The visuals in SWC vary.

Scenes new for 3DO, like the
launch sequence, use spectacu-
lar state-of-the-art computer
animation that shows off the
system's power. Your first-per-
son cockpit view, however,
ranks only above average in

July 1884

comparison with other flight
sims. The closeups of charac-
ters look great at first, but their
monotonous facial expressions
make them talk like actors in a
Monty Python animation.

The audio tends to com-
pound the problems with the
graphics. The voices are slow,
and the dialogue stalls at some
points, making the characters
seem bored. The music does
manage to improve on the
SNES's droning soundtrack.

If this is the 27th century, why are
they still using Walkmans?

The Final Frontier

Fans of the Wing Commander
series are probably the only
ones who will enjoy this
game. Anyone looking for a
thrilling flight will find Super
Wing Commander to be a
tedious disappointment.
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send shock waves around the
Earth. Shock Wave from Elec-

tronic Arts could do the same
for 3DO shooters.

The State of Shock

The invasion presents a capti-
vating mystery. No one knows
who the aliens are or why
they've invaded Earth. The
awful answer will unfold as
you complete missions over
ten stages. Stylish cinematic
scenes will tell the story using
real actors against blue
screens. This technique allows
out-of-this-world hardware
and other snazzy visual
effects to be computer gener-
ated for every scene.

TROR

1.

You'll fight battles in the
skies above international
locales from Cairo, Egypt, to
Las Vegas, Nevada. The action
graphics are polygon based,
and you fly in a first-person
cockpit perspective. A panel-
mounted radar screen will
guide you to your targets;
however, on the prelim disc
you could veer-off your flight
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.
Night fights look awesome!

Evil ET forces will have
weird armaments, including
three-legged mechanical walk-
ers, pesky interceptors,
sneaky submarines, and nasty
antiaircraft weapons. Your
fighter craft will be armed
with homing missiles and a

‘Wave Rave

This CD looks like a sizzling
shooter. Shock Wave could be
a real shocker! &

path as far as you wanted to Shock Wave
explore areas. blaster that fires one shot per By Electronic Arts
button press. Available August
i g "--E—"' mmﬁﬂﬁ J i’f. ‘
| - g H*v-‘ ; .
. M s Nl , h
The cinema sequences tell a strange tale, and even the preview disc looked excellent.

110

GAMEPRD

July 1934




=T L
3 s

No bruised shins. No lame _
. I 209020
No butter-fingered keepers.®
Otherwise, the real thing.|
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Instant replay confirms it. The Brazilian forward
Just fired the game winning goal.
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) % On arecent visit
to Atari's offices,

GamePro was given an early
view of some hot software
that's coming to the Jaguar. If
people were sitting on the
fence, waiting for a time when
more dynamic software
makes its appearance, that
time has probably come.
Check out these games.

One of the most popular,
groundbreaking computer
games in recent years, Id Soft-
ware's Wolfenstein 3-D

Now this shooter is being
moved to the Jaguar, and it's
moving in an amazing way.
While most games take more

= =
1— B

pushed the envelope of first-  than a year to create, u.
person-perspective action. the foundation of the = ';\* Y Ak
Making a quantum leap from  game was ported over &y 1 9@ » 51y
its Apple Il namesake, its vivid 1o the Jaguar in a week- Just a little more '
graphics turned heads. It also  end and was playable is yours. {0 the right, and this guard
had Nazi symbols and buckets i 3 week's time.
of blood - though those ele- As part of this move _ ' E
ments were stripped fromthe 1o 64-bit Wolfenstein |83 2% o 7l 8 ﬂ}ccurdmg to Atari, it's four
SNES port. Openly critical on 3-D will get a facelift.  The detail right against the wall is times less blﬂfk"f than
the Internet of this “sanitiz- pretty clean, especially compared the SNES version. In fact, the
ing,” Id claimed it would never to its predecessors: JEM,‘-JLH:?H;:I S 12|8 3 th8 w;ll mﬁs Iare
ith Ni i il more detailed than the whole
WET with [inendo apdin & Wolfenstein SNES screen! This
5 permits subtle nuances like a
flickering pilot light on the
S ¢ |, g flame thrower and more charac-
i , o £ ter detail. Heads will undoubt-
ol U : edly turn again! &
& B2 2 & L 1953 | | = ﬁ 1B : |883 “migﬂnmms'n
I%EWMMMWMM mmmsﬁ:wmh Available July
! ht), "ﬂmmwmﬁ beasts are
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n Atari-developed and

Atari-programmed effort,
Club Drive is the first Jaguar
game to feature a full 640 x
480 screen. Beyond its lush
graphics, the game is also deep
in game play, offering a variety
of one- and two-player modes
(the latter in split-screen).

e

:
2
toem

Whﬂa@kmds will make
you forget that Atari ever created
Pole Position.

In 1994, a game system can't
get by without a few fighting
games - and Atari is taking
steps to ensure that fans of the
genre aren't ignored. Beyond
Games, makers of Battlewheels
on the Lynx, is currently work-
ing on Ultra Vortex, which
should be released later this
summer. The first fighter we'll
see, however, is Kasumi Ninja,
created for Atari by Hand Made
Software, makers of Dracula
for the Lynx.

As with most fighters, Kasu-
mi Ninja offers a variety of
characters and battle venues
(though these pictures are from
an early version, limited to one
character and location). The
graphics in Kasumi Ninja are
stunning, featuring layer after
layer of 3D imagery. You can
choose from nine characters,

The goal is selectable at the
start: Some scenarios have you
trying to pick up items (some
look like Tempest's rainbow-
colored fuseballs) or hita
series of checkpoints as fast
as possible. Perhaps the most
fun comes from two-player

"tag.” The player who's “it” dri-
ves around trying to run into
the other car- “You're it!" The
object is to make the other dri-
ver “it” as long as possible,
with the loser hitting the pre-
designated time setting first.
You can choose to battle in

can expect.
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The two-player “tag” mode works
in split-screen and offers a game
of “You're it.”
one of four worlds: San Fran-
cisco, Wild West, Future, and
the funny Big House. In the lat-
ter, you become toy sized and
drive through the rooms of a
house replete with a polygon
pet and precarious ramps that
stretch from one floor to the
next. This game provides a lot
of room for exploration. &
Club Drive

By Atari
Available July

such as an American Indian
and an Amazon woman.
a Among the moves are
various punches, kicks,
| fireballs, and transports.

mh am# .
"ﬁm"m over his
doath s warrior breaks his apponent in
| age bars.
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character type, but the imagery is 1o good use as this combatant is
still stunning to view. caught in mid-transport.
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e is typical  Of course, each character
oo i Mm it features has a “fatality” move, and

Jittle twists like the sword-dam-  Atari's [iberal policy on

content, bound to be con-
troversial, means there'll be
plenty of blood. In one death
move, a warrior decapitates his
opponent with a foot stomp.
Clearly, Kasumi Ninja isn't a
game for the squeamish or
impressionable. &

Kasumi Ninja

By Atari
Available July
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ou might have heard about

this game under its previ-
ous name, Checkered Flag i,
Atari spoke to a few pro dri-

vers — namely Emerson Fittipal-

di and Bobby Rahal - regarding
the use of their names in the
game. But the company later-
decided that the game stands
on its own two feet - or four
wheels,

Nedline\ Racing
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ﬁpmitatﬂummme
weather satellite.

This one-player game offers
a selection of more than ten
courses, different cars and
eguipment, a palette of car col-
ors to choose from, even

changeable weather conditions.

You're also offered a selectable
camera view. You can take it to
any of six perspectives, includ-
ing one from inside the car and
another looking directly down
on the action.

 Doow

ne of the most popular,

groundbreaking computer
games in recent years, Id Soft-
ware's Doom...wait a minute,
| said that already. Yet you can't
ignore what Id has done to take
the Wolfenstein framework even
farther forward. For instance,
Wolfenstein's visuals are boxy
with squared-off architecture,
while Doom features curving
walls, intricate backgrounds and
other ornamentation.

Hgs 1o
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Edge,” GamePro, June
1994), Redline Racing
has a strong Virtua Rac-
ing feel, which is partic-
ularly effective given its

Deep in the driver’s seat, cruising comparatively low cost.
ravine. hrough the Note that the pictures
here demonstrate a work

Out for a leisurely drive - at 139
miles per hour.

Developed by Rebellion
Software (see "The Cutting

e ccape (Jet) s smoothly shaded, even more 50 (127
the killer PC version (right)
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in progress (some screens still
say “Checkered Flag II"), and
the final software will offer
even more detail and terrain.
“It won't look so much like
Kansas,” an Atari engineer
said...with no offense intend-
ed to residents of Kansas,
we're sure! G

Redline Racing

By Atari
Available July

Although still early in
development at the time
GamePro was shown this
game, the final version of this
one-player space shooter will
feature 16-bit true color -
offering smoother color shad-
ing than the PC version - for
an over 65,000-color palette.
The production version of
Doom on the Jaguar will also
run at a perky 24 frames per
second, providing smooth ani-
mation and character move-
ment. Of course, it will feature
all the excitement and action
that Doom is famous for. &

Doom

By Atari
Available July
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Get InThe

SHUT UP AND JAM! The only baskethall game endorsed by Charles Barkley.
Game.™

Coming soon for the Sega™ Genesis™ and Super Nintendo® Entertainment Systems.

Accolade Inc., 5300 Stevens Creek Blvd,, San lose, CA 95129, Charles Barkley's likeness and name are used under licenss by Accolade, Inc.
Shut Up and Jam! is a rademark of Accolade, Inc. ©1993 Accolade, Inc. Licensed by Sega Enterprises, Ltd. for play on the Sega™ Genesis™ System.
Sega and Genesis are trademarks of Sega Emerprises Lid. Super NES is a trademark of Nintendo of America, Inc. All rights reserved.
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Griffey Sent to Minors

Hen Griffeq Jr.
Presents: Major
Leaque Baseball

By The King Fisher

Ken “The Kid” Griffey Jr. has his
own candy bar, he’s an All-Star
MVP, and now he has his own
video game. Ken Griffey Jr. Pre-
sents: Major League Baseball for
the SNES might not impress the
true baseball fan, but it’s good
enough to make it one of the bet-
ter baseball carts for beginners.

SNES

Sacrifice Squeeze
Ken Griffey Presents tries to be a
playoff contender, but it sacrifices
too much. The game claims to be
realistic, and you do indeed get
Major League teams and stats, but
all the players are fictitious, except
for Ken Griffey Jr., of course.
The game lacks realism in
other important ways, too: The
ballparks are not very detailed or
accurate, and you can’t adjust
your defense. As for realistic
pitching, this game lets you con-
trol the ball after it leaves your
hand — just like in real-life pitch-
ing, right? Not! Some amateur
pitchers may enjoy playing
around with this control feature,
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PROTIP: Get acclimated to the
game by turning on the Auto Field-
ing option. It'll enable you to concen-
trate on pitching and hitting until
vou build up your skills.
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but hard-core baseball fans won't.
In this cart’s defense, even
though your favorite players are
missing, the game has a built-in
editor to change the players’ names
(though the stats remain the same).
In addition, Ken Griffey comes
with one of the best manuals for a
baseball game, featuring lots of
interesting info on baseball history.
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PROTIP: Even though vour favorite
sluggers may not be in the game, you
can add ‘em with the name editor.
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PROTTIP: If the runner at first 1s
threatening to steal, throw over {o
the base to kKeep him honest.

No Heat Here!

One of the most disappointing
aspects of Ken Griffey Presents

is its mediocre graphics.They're
not the worst out there, but they re
certainly nowhere near the best.
The players crouch in very unnat-
ural batting stances, and their bod-
ies look strangely pumped up.
Some of the sluggers have arms
bigger than their legs! These styl-
ized renderings of the players only
detract from the game. Even the
opening sequences lack realism.
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Ynu‘ll find all 28 Majur League teams here, but where are the players?

The music and sounds, on
the other hand, are much better.
An upbeat rockin’ tune plays
throughout the game, and if it gets
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An vthmg that travels
!_ that far should have a
 flight attendant!

: PROTTIP: To win it all,
- stand deep in the box,
swmg early, and drlll it.
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annoying, you can turn it off, The
sound FX sport the clear digitized
speech of the ump calling strikes
and outs, and you hear the crisp
crack of the bat hitting the ball.

Swinging for the Fences
Wanna hot baseball cart? Look
elsewhere. If you're not into real-
ism, Ken Griffey Presents would
probably satisfy. The cart offers
easy play for beginners but not
much else. It's a Triple-A game,
not a Major Leaguer. &3
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PROTIP: With a runner on first and
no outs, bunt. The batter might get
thrown out, but you'll easily advance
your runmner into scoring position.

Ken Griffey Jr. Presents: Major League
Baseball By Nintendo

FunFactor  Challenge

Qe

15 ; 15  Adjusiable

$49.99

Graphics  Sound (.ontral

2 players
16 megs Multiple views
Available now Save feature
Baseball




ESPN Baseball: It’s a Pop-Up

EoPN

Baseball  Genesis
Tonight

By The King Fisher

Everyone’s getting into the base-
ball video game market, including
TV’s ESPN Baseball Tonight. If
you want realistic, smooth-
flowing graphics, this game has
‘em. ESPN also has some of the
clearest digitized speech of any
game on any system, but that’s it.
It could’ve been a homer, but
unfortunately this game falls short
of the warning track.

Questionable Control

ESPN Baseball Tonight has poten-
fial. You’ll find all your favorite
Major League teams here, but not
all the player names (the players
get numbers instead). The game
offers four play options, ranging
from exhibition games to a home-
run derby.

One big problem is that weak
controls make the game too dif-
ficult. Hitting is very tough, and
stealing a base requires a series of
complicated button presses. ESPN
will frustrate beginners.

Bartmg and Pﬂchmg Practice is
available for those who need it.

PROTIP: Mix up your pitches. Pm:h
one way throughout the game and
you’ll be lit up like a birthday cake.

A Spark of Hope

The graphics are among the best
of any game, as far as the players
are concerned. If you didn’t know
any better, you'd swear these play-
ers were real. While not greatly
detailed, the motions of a pitcher
pitching and a batter swinging get
our vote for the best in any base-
ball video game. As for the ball-
parks, everyone plays in the same
ESPN Stadium, but it looks better
than a lot of baseball games out
there, and realistic billboards are
scattered in the background.

Back...back...back...back...it’s outta
here! Pizza! Pizza!

Hey, it’s Chris!

The sounds of the ballpark
are also better than average, In
addition to the clear voices from
the ump, Chris Berman, and Dan
Patrick, you hear the crowd’s roar
and the ballpark organ throughout
the game.

A Number-Nine Hitter
ESPN Baseball Tonight offers
great graphics and sound, but it
falls way short in fun. The game
gets frustrating at times because
the computer makes nearly impos-
sible plays, such as throwing out a
runner at first from center field. The
game play lacks realism and depth:
You can’t adjust the defense, pitch-
ers don’t have to warm up, and
the few stats have little bearing on

GAMEPRO

the outcome. If you’re a die-hard
baseball fan or a beginner, steer
Clear of this cart. It’ll only frustrate
you. Casual players and Chris
Berman fans will get mild enjoy-
ment, but you’ll end up just watch-
ing the TV show. [
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PROTIP: To catch a fly ball, run
toward the big shadow in the out-
field. If you can’t get there in time,
run behind the big shadow and antic-
ipate where the ball is heading.

PROTIP: When hﬂttulg, huld L p as
the pitcher winds up. As the pitch
approaches, recognize whether it’s
high, low, or down the middle. If the
ball is high, swing away. If it’s in the
middle of the plate or low, release the
directional pad and swing away.
You'll get a hit most of the time,

PROTIP: Always pn:h off the lead
runner to keep the opposing team as
tar from home plate as possible.

ESPN Baseball Tonight
By Sony Imagesoft

Sound Cankro FunFacior  Challenge

E]lll i

Intermediate

Multiple views

Graghics

$59.95

16 megs Save feature
Available June 3ega Rating: GA, for
Baseball General Audiences

2 players

5 years ago in Gamer The hottest
sports cart was Goal! for the
Nintendo system.

July 1884
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FIFA chks the Competltlon

FIFR
Internafional
Soccer

By Weekend Warrior

s

Hot on the heels of last year’s
strong Genesis version, EA
Sports’ FIFA International Soccer
comes to the Super NES with
equal success. Incredible graph-
ics, with the usual EA Sports
attention to detail, create a truly
realistic soccer simulation. The
ability to hook up five players on
Hudson’s Multitap makes this
sure-fire sports entertalnment.

FIFA Features

Options galore are at your finger-
tips in this game. Since FIFA
stands for the Fédération Interna-
tionale de Football Association,
EA Sports has crammed 30 inter-
national teams, each with unique
strengths and weaknesses, into
this eight-meg cart. You can play
against the computer or team up
with four other players 1n every
possible combination and in three
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game modes (Exhibition, Tourna-
ment, and Playoffs).

Strong and varied game play
makes this the most realistic soc-
cer game for the SNES. Althuugh

PROTIP: Let your teammates catch
up to you before you shoot at the
goal. Additional players offer more
passing lanes and different angles for
your shots.

PROTIP: Slide into a dribbling
opponent from the front or at an
angle. Don’t attempt this move from
the back, because he’s usually run-
ning too fast for you to catch him.

GAMEPRU

you play one on-screen player at a
time, you have full control of your
team's roster of 20 players, each
of whom is rated in 14 skill cate-
gories. If you think a player isn’t
pulling his weight, bench him and
replace him anytime during the
game. Additional player-control
options include manually adjust-
ing your players’ field coverage,
adjusting the aggressiveness of
play, and setting team formations.
With a smooth interface and quick
controls that efficiently execute
your moves, the strategic possibil-
ities are endless!

Sights, Sounds, Soccer!

In general, FIFA has good visuals
and audio. Cleanly rendered fig-
ures and smooth side-scrolling
animation follow the movements

of the ball. The angled field is

Coaching Decisions

STEANMCOUERARE-
<TEAM COUN 1 55

-
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PROTIP: Center your teammate’s
cursor in front of the goalie before a
Corner Kick so that he has the best
shooting angle.

attractive, but because you're
watching from the corner you can
see only a third of the field at once,
a disadvantage when you charge
downfield with no idea of what
defensive or offensive formations
await you. Start-up screens fea-
ture a hip, stereo, soundtrack, but
sound effects are kept to a mini-
mum during game play. The
authentic, digitized crowd chants
from various international stadiums
create an eerie sense of realism.

PROTIP: Before kicking the ball
back into play, put your teammate’s
cursor off to the sidelines and aim the
kick at the cursor. This is better than
kicking the ball into centerfield,
where more opponents have a chance
to intercept it.

Super Soccer Sim

Players of all calibers will be able
to instantly pick up and play this
game; however, mastering the
game and the high-caliber com-
puter opponents will be long-term
challenges. Fortunately, FIFA 1s
so good you'll want to keep kick-
ing to the end. k3

FIFA Intemational Soccer By EA Sporis

u.nuhu C rl-.rul FunFacior  Challenge

Saund

40 Adjustakla

5 players (using
8 megs Hudson Multitap)
Available June Ye-overhead view
Soccer game Side-scrolling
Passwords




Soccer
Shootout
Scores Big

By Athletic Supporter o

Capcom’s got a winner on its
hands (uh, make that feet). Soccer
Shootout for the Super NES is
among the best soccer video
games on the market. It has supe-
rior graphics, excellent controls,
and tons of options.

[t Shoots...

This one- to four-player cart can
be played in several ways. You can
play an exhibition match between
any of the 12 international teams.
You can also select from a 22- or
44-game season or a one-game
all-star match.

The strength of Soccer Shoot-
out is its graphic appeal. Capcom’s
realistic depiction of its players
pays off in a big way. The players
are very detailed, and their move-

ments are as authentic as in any
sports cart around, including foot-
ball and hockey titles. The graphic
details, plus the multiple overhead
and side views, compensate for
the lame soundtrack, which thank-
fully can be turned off.

The controls are quick and
responsive. The only complaint

here is that you don’t ever really
control an individual player. On
both offense and defense, the
players seem to move in groups of
three. While this helps you on
defense, it hurts on offense
because your players don’t have
proper spacing.

LA Scores!

Overall, Soccer Shootout is an
excellent game. Its strong graph-
ics, reliable controls, and abun-
dant options make this a World
Cup contender, especially for
those players looking for a realis-
tic soccer experience.

Soccer Shootout By Capcom

Graphics  Sound Control  FunFacior  Challenge

SlE@ls] w

3 A Intermediate

Price not available 4 players (using

8 megs Hudson Multitap)

Available now Multiple views

Soccer Multi-scrolling
Passwords

World Cup: It’s a Kick

norldCuop =\
158°%  (BNES”

With the World Cup taking over
U.S. stadiums this summer, it
seems like every video game
company 1S releasing its own ver-
sion of this international event.
U.S. Gold contributes the above-
average World Cup USA '94 for
the Super NES. This game has an
amazing range of options, good
controls, and great sound, but its
graphics miss wide of the goal.
Soccer players and avid fans
will appreciate World Cup’s many
options, including the ability to
select from eight languages and
to create your own individual set
plays and formations. You play a
full 32-team tournament, a 16-team
customized tourney, or exhibitions.
Your 32 international teams’ per-

formances are based on their real-
life counterparts (the U.S. is one
of the weakest teams, of course).
There’s a lot to choose from, but
casual fans might be overwhelmed
by all these options and teams.

PROTIP: Use your directional pad to
curve the ball while it's in the air.
Bending shots will make them more
difficult to save.

In Control

The controls are solid. The players
are quick and responsive, you can
control the goalie, and you can
adjust the path of the ball in mid-
flight. Younger players will be

able to play without having to deal
with the more complex moves,
though they may be frustrated by
the game’s frantic pace.

PROTIP: On defense, press Button
Y to knock an offensive player off the
ball. Don’t use this move too much,
or the zebras will issue a vellow card.

PROTIP: Agree to the offside rule. If
you don’t, the computer will have its
best strikers around the goal at all
times for easy shots,

July 1994

The sound is also topnotch.
The crowd noise has an interna-
tional flavor to it, and there’s no
mindless soundtrack to turn off.

The major problems with
World Cup USA 94 involve the
graphics. Your overhead view
makes the players appear short
and dumpy. Also, the game some-
times looks out of focus.

Get Your Kicks

If you love soccer strategy and
don’t mind the too-cute mascot
and the cartoony graphics, you’ll
really run with the detailed options
in World Cup USA "94. If you're
not a soccer fan, though, the unre-
alistic graphics will probably trip
you up. @

World Cup USA '94 By U.S. Gold

Sound Comral ~ FunFaclor  Challenge

ClEe o

3.5 Adjstable

Graphics

Price not available 2 players

8 megs Overhead view
Available now Multi-scrolling
Soccer Battery backup
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The Monthly Gaioe

By Lawrence of Arcadia

RPG fans can
rejoice, because
Shadowrun for the
Genesis plays more
like a traditional RPG than its
SNES counterpart. There are
two sides to that coin though,
because the game also requires
tedious character building and
extensive game saving.

The Shadow Knows
In the year 2050, Seattle has
become a wasteland frequent-
ed by thugs and mercenaries.
Nestled within the grimy
confines of the city are the
Corporations that run things.
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These giant, powerful Corpora- -
tions frequently hire members

of the underworld to do their
bidding. (Good thing that
could never really happen.)
Into the fray come the
Shadowrunners, small-time
mercendries who take a job, or
“run,” for any amount of money.
They're kind of like the Team-
sters of thugs, and they can
put a hurtin’ on you in a hurry.

Shadowrun
(By Sega of America)

Graphics  Sound

Control  FunFactor Challenge

SEEs

$50.99
16 megs
Available now

Overhead view,/First-
person perspeclive

Multi-scrolling

RPG Battery backup

1 player Sega raling: MA-13

120 -

PROTIP: The first Attribute you
need to develop is your Negotia-
tion skills. This leads to higher
money for runs, and lower
prices to hire ‘runners.

You play as a Shadowrunner
who wants to know what hap-
pened to your brother. He's
been fragged by someone with
connections to the upper eche-
lons of power in the city, and
you want that slag-head dead.

PROTIP: Whenever a character
asks for money in‘exchange for
information, be wary. Unless

yoa have a high Repufation rat-

ing, they’ll scam you every time.
Save before you talk to them,
then if it doesn’t work oul,
reload the game.

PROTIP: Sleaze is your hest
weapon when in cybercombat.
Use the Sleaze program when
you're up against gray IC chips.

Apocalypse Now

You pick from three types of
characters: a Samurai, a mer-
cenary hunter skilled with
weapons; a Decker, who's a
computer whiz; or a Shaman,
a mystical magic-user. Each
character has his own set of
skills and specialties. You can
hire other 'runners to helpyou
out, but they ain't cheap.
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PROTIP: If you buy a stripped-
down Mach 22 sulbimachine gun
from Boris, remember that it's
illegal, and if Lone Star stops
you on the sireet, you're"busted.

PROTIP: Don’t waste your time |~

buying illegal Frag grenades
from this character. Most times
it's an undercover Lone Star cop.
Running roadblecks in your
path are the Corporations.
They have a group of orcs
running the police-enforce-
ment division, known as Lone
Star. You'll also trip up with
Chouls, Street Gangs, Magic-
Users, Vampires, and more.
When you're not fighting these
goons, you'll go up against the
Matrix, a huge computer Sys-
tem that runs transactions for”
every business in the world.
You “deck”into the.system to’
gather mfnrmatmn am:l Nuyen,

GAMEPRO « July 1984
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to the Worlo or Role-PlLaying Games * Julgy

which is postapocalyptic
money. You'll need the money
to purchase anything from
guns to cyberhardware (the
computer accessories required
for Matrix runs.)

PROTIP: If you’re trying to lay
low and you're being chased by
cops or thugs, you can try to
outrun them. Duck into alleys
and make turns until they're
off-screen, then duck into the
first door you see. You won’t be
able to enter any buildings if
they're on-screen.

As you start to gather skill
and Nuyen, you unlock clues to
your brother's murder. You also
meet some of the strangest
characters this side of San Fran-

Cisco, SO keep on your toes.

Sliadowy Figures

Shadowrun sports two shad-

“owy views. The first view is an

overhead look that takes place
whenever your ‘runner is
walking. This is when you'l
fight the thugs and miscreants
of futuristic Seattle. The
graphics are small and mud-
dled, and the sprites lack
detail. The second view is a
first-person perspective that
takes place when your runner
is in cybercombat in the
Matrix. You'll see giant IC

“chips and computer Nodes

flash in-front of you while you
try to zap them into memory

- hell. Although this view looks

better, it's boring because

nm:hmg major happens



- The tinny sounds are out
of place. Voice effects and
more futuristic music would
have enhanced this game.
The only clear sound is the
death-cry of your 'runner
when he bites the dust.
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PROTIP: If you have a powerful
weapon in hand, and your Nego-
tiation rating is high, try to get

The Jump Houseé

the Ghoul run from the Johnson
in the Redmond Barrens. You
can make a certain percentage
per hit, making big bucks in the
process. Don’t take a ‘runner.

gang in order to zero in on the
guy in front before he turns
your head into oatmeal. If he
moves to the rear, you start all

: . over again!
As for controls, it was easi-
er playing the board game on  Rum, Run, Run,
which Shadowrun is based Runaway

than guiding characters
through seamy Seattle. It's
especially awkward to use
weapons, because you target
your victims by pressing a
button. If there are lots of
heavies coming after you
(which usually happens), you
may have to press frantically
to cycle through the entire

The Redmond Barrens

The Redmono® Barrens, where your
First Shadownruns will take place.

This game is much closer to a
real RPC than the SNES version
was, but the SNES version
moved a little faster and was
easier to play. If you're a real
RPG die-hard, it shouldn't deter
you. Be warned, though. You'll
make hundreds of runs before
you have the Nuyen to buy

reenhousé
. = \ Boris deals in
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even basic items, or the Karma
to build up your Attributes, so
get ready to put in some hours.

If you like that kind of
methodic character develop-
ment and consistent game play,
then this is for you. Or if you're
tired of seeing knights, castles,
and dungeons, then walk to the
seamy side of the city and run
with these Shadows. [

andoned Warehousé
Ah == This is a ghoul

hangout, and if
you're loaded

The Halloweeners
g  Don’t mess
guys - they're
| tough! Quiz
them to find
out about the
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The Twisted Tales of

Spike McFang

By Scary Larry

The latest word in RPGs is cute.
With Secret of Mana and Final
Fantasy Il using small, rotund
characters, the trend seems to
“have taken root. Along comes
Spike McFang, a cellular-phone-
wielding Tomato vampire. Too
cute, you say? You don't know
the half of it. This one makes
Macaulay Culkin look like
Charlie Manson.

PROTIP: Don’t let the Feline
Fighters get too close to you.
They’ll hang on and suck the life
fromt you.

Don't let the kid-size
sprites or cartoon-colored
backgrounds fool you. Spike
McFang plays like a standard
RPG, with hit points, experi-
ence points, fighting compan-
ions, and enemies galore.
That's standard RPG, not great
RPG. This is definitely a first-
timer’s RPG game. '

The story line even has a
beginner’s ring to it. Spike’s
traveling with Dr. Steam, his
mentor, when his father,
Dracuman, is kidnapped by
General Von Hesler. Von Hes-
ler, Dracuman, and Vampra
were all leaders of the island
until Von Hesler wanted it all
for himself. Now Spike, along

The Twisted Tales of Spike McFang
(By Bullet-Proof)

Contrd  FumFachor  Challenge

Qe

Graphics  Sound

Price not available g stages

8 megs Overhead view
Available June Multi-scrolling
RPG Passwords

1 player

with Vampras NES
daughter, Sl
Camelia, and Von Hesler's son,
Rudy, must put a stop to Von

Hesler's evil.
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PROTIP: To knock off Croc, get
behind him and let Rudy do all
the work. Use Companion Cards
and other power-ups to wear
Croc down. Be careful, though;
Croc powers up to max potential
when he gets low on health.

PROTIP: Don’t waste your time
on any Hat other than the Feather
Hat. Save your money to get one.
Your simple repertoire of
weapons is strictly for begin-
ners: a Cape, which you spin
to swipe at weak enemies, and
a Hat, which you throw to
inflict several hits on enemies.
You can buy upgrades for your
Hat, and you can also buy
Cards, which give Spike
power-ups and health-ups dur-
ing the game.

PROTIP: To knock off the Tree
Root, attack it from the sides
using your Hat. Watch for the
tree arms and other obstacles.
When the Monkeys start throw-
ing things, move from one end
of the screen to the other to
avoid them,

The levels are filled with
enough amatuer enemies to
keep your Hat busy, but
they’re simple enough that a

GAMEPRD

first-time player won't have
any trouble slugging through
them. You'll fight through
Feline Fighters, fire-breathing
Frankensteins, Killer Garlic
Cloves, and more. At the end

of each area you'll have to con-

tend with a boss, and they
aren't as kid-infectious as the
rest of the game. You'll grapple
with them over and over again.

Eye Spike
The graphics in Spike McFang
are undoubtedly the cutest
ever seen. That's both a draw-
back and a plus. The pleasing
graphics are clean and well
drawn. On the other hand, so
is Barney, and no one wants
to see an RPG with him in it.
The sounds are a little
repetitive. With such a vampir-
ic theme to the game, you'd
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expect spookier sounds. There -
are some sound effects, and
the music changes from stage
to stage, but a little variety
would have helped.

Sometimes the
Tooth Hurts

Okay, so you're not
impressed. Well, something
has to keep the young-uns
occupied while you're playing
Shadowrun (see review, this
issue). Spike McFang is a
good exercise for young play-
ers who would be deathly
bored by grown-up RPGs. It's
also a good change of pace
for RPG players who have
seen one too many Neutral
Chaotic Lawful Barbarians
being eaten by the dreaded
She-Hounds of Sloggogoth.
You know what | mean. [
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the Rings

By Lawrence of Arcadia

Tolkien's novels are probably
responsible for more role-play-
ing games than any other
works of fantasy. His legendary
account of Hobbits led to such
enduring RPG staples as healing
spells, charisma levels, and
more. It's a shame that this
wealth of tradition has been
wasted on such a bad game.

Bored of the Rings

If you don’t know the story of
the One Ring, don't bother
unwrapping this RP cheese.
But, if you do know the story
about Frodo’s quest todestroy
the Ring of Power, then you
may want to take a look just
for sentimental reasons.

(Beware; this cheese doesn’t

get any less smelly.)

b i g oy o EREEEY

PROTIP: Pippin will not join you
until you clear the plains of all
the Wargs.

You begin the quest playing
Frodo. A second player can
join as Sam after you've found
him. (You must first find char-
acters to control them. They
are not selectable.) Plug in a
multiple player adapter, and
five players will control other

Lord of the Rings
(By Interplay)

Condrl  FunFacir Challenge
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Graphics  Sound

Price not available 110 5 players (using

8 megs Hudson Multitap)
Available August Overhead view
RPG Multi-scrolling

Passwords
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characters, if you can find five
people to play this. You walk
through all the lands of the
first book on your wayto
Rivendell. Unfortunately, most
areas are long, indistinguish:-
able romps.

PROTIP: Listen for audio clues in
the caves. You may not always
see Bats, but you’ll definitely
hear them.

You possess a dagger and
an old cloak. You can upgrade
that to different daggers (Hob-
bits can carry only daggers) or
armors. If you control
Aragorn, you can find differ-
ent swords, or if you're Gimli
the Dwarf, different axes.
There are no other weapons
or items like Helms, Rings, or
Magical Items to find or use,
which makes all the walking
around seem pointless.

Bad Hobbits Are
Hard to Break

The graphics in this game are
dismal. The sprites are minus-
cule, even for Hobbits, and the

tedious backgrounds blend
into each other after awhile.
The enemies are so small they
seem comical.

The sounds are just slightly
better than the graphics. The
caves have eerie winds
whistling through them, and
the music, though on the
cheerful carnival side when
you're outside, does change
from scene to scene.

PROTIP: You’ll meet five elves
just south of Merry. Don’t walk
away after talking to just one.
Talk to all five to gather differ-
ent clues.

The control in a one-player
game is ridiculous. When you
find another player, he aimless-
ly wanders off. He is also vul-
nerable to the dangers of the
game, so while you're search-
ing for items, he's the Blue Plate
special for the forest wolves.

R

uniess you find the Gaffer’s
glasses. Look in the caves to the
left of Hobbiton.

GAMEPRO » July 1834

Ring-ky Dink

Hardcore RPG players
shouldn’t touch this one with
a ten-foot Runestaff. There are
no characteristics except hit
points and experience levels.
Forget Luck, Dexterity, or
other RPG complexities.

il

PROTIP: To the North of 0ld Man
Willow is Tom Bombadil, Show
him the note from 0ld Man Wil-
low - and he’ll come to your aid.
Lord is lean on challenge, as
well. Getting through the areas
is no problem. Enemies fly at
you from all sides, but plenty
of mushrooms and healing
moss are around to help you
out. This game should crawl
back to whatever Hobbit hole it
crawled out of. [

The
Fellowship
Begins
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Dark Wizar

By Peteroo

You won't hear the usual CD
putdowns (“Nice slide show,
man!”) about Sega’s Dark Wiz-
ard. Here's a strategy/role-
playing game for the Sega CD
that, while wonderfully
appointed in digitized voices
and sumptuous graphics, also
has the right stuff in the game
play department.

The Wonderful
Wizard of Awe

You choose from among four
characters defending the land

of Cheshire against an ancient

evil. Starting at your castle, you
send your armies across a
beautiful hex-based map. You
can magically summon mon-
sters, from unicomns to hydras,
or hire (at a price) the usual
sturdy crew of elves, dwarves,
hobbits, or humans. It's all very
neatly handled from a menu in
the upper right-hand corner.
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These troops don’t simply
fight and die. Each has hit
points, which are diminished
by combat damage and
restored by magic or rest.

Dark Wizard
(By Sega of America)
Graghics  Sound Conkrol  FunFaclor Challenge
e Ble N
S -
45 5.0 4.5 50  Istermediale
$49.99 Overhead view
cD Multi-scrolling
Available now Passwonds
RPG Battery backup
1 player Sega rating: MA-13
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CD
Once they've accumulated a
certain level of experience, the
characters advance in abilities
- sometimes to new classes.
That lends Dark Wizard a real
strategic flair, as you must
take special care of your
magic users, and take units
out of the line in time.

PROTIP: Be very careful in
selecting which forces to build
and summon. it's somefimes
betier to react than fo act; a unit
that appears strong at a glance
may actually prove weak in
specific circumstances of the

game. Scope out the enemy for-
mations in advance and use the
game’s built-in charts to see

what works best against them.

You could play this as a
straight wargame, moving
from one territory to the next,
but then you'd miss out on the
substructure that gives Dark
Wizard its weight. For instance,
you can send out search par-

ties to scour the countryside
for magical items. You can dis:
patch humanoid characters to
the towns and villages and
glean info from the mayor or
innkeeper. In the towns, there
are churches for prayer, tav-
erns for drink (and talk),
weapon shops, alchemists,
and fortune tellers. You may
also run across a side mission
or three, so don't expect to
find the bottgm of the Dark
Wizard walf any time soon.

Dark and Dashing
Dark Wizard has great graph-
ics and music, beginning with
beautiful pix that unfold slow-
ly to one of the most evoca-
tive spoken intros ever heard
in an RPC. Each of the four
characters is iniroduced in
their own lengthy and well-
drawn animations that were
clearly inspired by the better
Japanese anime cartoons. The
music has a real John Williams
flair to it, with fully orchestrat-
ed symphonic sound.

It’'s a Wiz

There are a couple of reserva-
tions. It's enormously time-
consuming to reference the
various attack, mobility, and
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terrain charts one by one from
within the game. The “real”
combat option - a relatively
crude, noninteractive anima-
tion of the combatants doing
their thing - may strike you as
a waste of time and CD space.
It would have been better
devoted to an interactive/tac-
tical version of the battle.

But those elements are

ORIGIN : PRINCE
STAUS ; NOBM AL
LAY, &7 |
LXP/REXT :  0/130
BF/MAX BT : 1607 160
ME/MA M * 240,280

S ooy —r 4

NEED TODAY? -,

peripheral to the central fact of
Dark Wizard: It's an essential CD
game of substance and depth,
detail and nuance, beauty and
beasts that looks, sounds, and
(most importantly) plays great.
They should all be this good.
Slide show? Hardly. 3



By Peteroo

You could be forgiven for mis-
taking SoulBlazer: lllusion of
Gaia for another “cute” RPC.
Enix’s delightful follow-up to its
1991 classic SoulBlazer starts
out with another mop-topped
kid staying after school, play-
ing with his pals, and treating
with pigs and princesses.

Blaze of Glory

Sweet stuff, en? Well, it’s a
deceptive start. You'll soon
realize this enormous role-
playing game for the Super
NES is comparatively grown-
up. You're cast as a boy
named Tim who's living with
his grandparents in the sea-
side town of South Cape. His
explorer father is missing-
lost during an expedition to
the Tower of Babel from which
only Tim returned - and Tim
has shown a curious ability to
move certain objects with his
mind. Obviously, he’s adven-
ture material, and, sure
enough, Tim is asked by the
king (who's been acting pecu-
liar) to bring him a relic.
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SoulBlazer: lllusion of Gaia
(By Enix)

Graphics  Sound Control  FunFaclor Challenge
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Price not available
Megs not available Overhead view
Available July Multi-scrolling
RPG Battery backup

1 player

Soul Blazer:
Illusion o;: Gala

NES

er of
T ovon saw

D oom a famous masi

disguises.
®Ime in anaother {ouwn
von wanldnt knnw me.

You're eventually dis-
patched on a tour of the ruins
of the world to collect Mystic
Dolls. (Don'’t ask.) Along the
way, there's much traveling
(sometimes with a compan-
ion or two), much talking,
much fighting, some shape
shifting, and, happily, much
solving of puzzles by brain or
brawn (or both).

GAMEPRO

View to a Thrill

Graphically and sonically, this
sequel Is at least on a par with
the first SoulBlazer, and that's
good news. The buildings are
bright, rich, and solid, the
effects are persuasive, and
you've got to dig that view
from the parapet on the third
floor of Edward Castle. The
music, ranging from semiclas-
sical to bopping platformer
funk, is great. Some of it is
actuaﬂy very memorable.
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The most notable addition
to the SoulBlazer canon is a
travel mode that places your
party on a rotating Mode 7
map of the continent, which is
more presentation than game
play. In another switch, the
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first game’s sideways crab
walk has been changed into

the ability to break into a run.

Blaze On

The difficulty is nicely pitched.
The designers entice you into
the game slowly, with simple
tasks, and by the time you
enter the Inca maze - the first
really tough nut to crack -
you'll be hooked.

The game, however, has
sacrificed the central theme
that gave the original Soul-
blazer (and ActRaiser before it)
a distinct sense of direction
and purpose — an impression
that your good works have an
ongoing impact on the game
warld. On the other hand, Illu-
sion of Gaia enjoys a sense of
worldliness that SoulBlazer
didn’t have. The earlier game
took a justifiable pride in
being a sort of small-town RPC
that took you through the
same terrain many times.
Here, out in the wide world,
you never know quite what's
coming next, and that’s the
best thing that could be said
about an RPC. [
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NObanaga S GENESIS Dymagﬁﬁi Hero PUO

Ambition
By Bro’ Buzz

When Oda Nobunaga declared'
he could unify the warring
states of medieval Japan, they
told him it was all in his heaa.
Now that real-life history can
be in your head, too.

Ambitious Goals

Nobunaga's Ambition is an
ambitious Genesis role-play-
ing/strategy game, where the
thrill lies in watching numbers
grow and diminish, not fancy
graphics or animation. You
and up to eight samurai pals
play as Daimyos, or warlords.
The.game presents four his-
torical scenarios, which cover
Japan'’s civil war period from
1467 to 1600. Your goal in
each is to conquer all the
country’s fiefdoms (up to 50)
to form one nation.

f'ﬂ,..m...--‘

activates a Joad of complex
commands. Four main menus
open 19 submenus, and one
of these has 12 sub-sub-
menus. Your powers include
raising cash by growing rice,
recruiting soldiers, deploying
Ninja assassins, and bribing
enemies, among myriad other
things. The'results of your
machinations show-up as
numbers, SO you use your
imagination to visualize the
action...and, as Koei fans will
testify, it works!

e
1]
- * -
i -, s T
RO T
o 3
- '\.
e
r‘h.' ke ]
- W 0

cord BUZZI: . por unit e
YoHrantiy)

.'"i, {11 TP ‘r:h-ﬂ £l :“7:" FISE, H‘}‘F your
: Fr f?g'ﬁ ?{ﬁ?ﬂ“u—! -..#}-ﬁ
'Ii‘}ﬁ‘ﬁf-r'

fiet's s ferrain
Jemer e if there’s @ nartos N

t.ﬁiﬁl

T T e R one en
{%iﬁ%ﬂh# a i H"'é& g;;.‘:z! ﬂé}ﬁ#’iﬂ} 5 ,"r"“\!'._ ne ”?”:
ST 5 . i h il iat
T - Hm fo pas: througn o that
- &
> ; = ﬁ 5&311 s § your : {ORCES >F sheatinhl
enemy moves b roug
. when ¢ € fi‘ an
acf = : 1 Y ‘r " fl i E‘.ﬂﬂ i!
,..%f&.?ﬁ*?ﬁ. o the pass; oVeTd Girio.
- L i “-" o o
L : tl‘ﬁ??’_lj ru::l‘ﬁ-:'- haonre ;:5_ JCK f +“*T{?'P
e g
This country needs organizing!

~ Warfare in this game is a
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- trim enemy numbers before

Pass the Menu, Please he subtracts all yours. It's

Like all Koei games, Nobunaga - mental, but fun.

has an easy-to-use but detailed
menu-driven mterface that Ba:myo Eyes
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This cart’s truly a mind game. [,

Hﬂmfﬂuﬂ:ﬂfﬂﬂﬂﬂﬂ" you have a yen for Japanese
! history, a yen for number-
Graphics  Sound Conirol  FunFactor Challenge ; ;
S=tsamw | crunching, or just a yen for yen,

AD.J maybe Nobunaga’'s Ambition

35 30 40 40  Adiae can be your ambition, too.

§509 95 B players iRE

4 megs 4 scenarios

Available now Battery save

Strateqy/RPG Sega rating: GA
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The Duo system, the con-
sole/CD combination
spawned by the TurboGrafx-
16, has its foundation set
firmly in the Japanese anime
market. TTlI brings that look
and some fairly good game
play to Dynastic Hero.

Dyna-Mite

It's no surprise that Dynastic
Hero, an RPG that details the
struggles of Prince Dyna, has
a very Japanese feel to it. The
graphics are clean, though all
the characters are short and
cartoony in the traditional
anime style, and they have
that doe-eyed look reminis-
cent of the best motel art. But
they still shine in comparison
to most RPGs available for the
Duo. The sound quality is very
good, as you would expect
from a CD game.

PROTIPS: Early on, springboard
oif these little guys fo cross the
waler,

Control is normal for an
RPC, featuring jump and
sword buttons, along with
the standard outfitting
screens for items you acquire
along the way. Putting some
items into use, like the Ocari-

Dynastic Hero
(By TTI)

Graphics Sound  Coirol  FunFactr Challenge

Price nol available 1 player

i} Side view
Available now Multi-scrolling
RPG RAM save
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na, is a little quirky and
requires carefully reading the
manual’s small type.

PROTIPS: Be sure to jump around

the terrain. You may find bonus-
ps like hearts OF the coin shower

shown here.
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H these cumbmed don't
make Dynastic Hero bad,
because it still offers a fair
amount of enjoyment. The
game is more interactive than
most, with lots of combat and
action, and as most RPGers

PHDHPS ﬂrﬂuﬂhmq fo attack
ground- -hased crealures tends
to give better accuracy and less

chance of damage to you.

know, a lot of walking and
talking and no action makes

Jack a dull boy.

Still, it appears that the
designers didn’t work too hard
to inject much freshness, like
a more intriguing story line or
more realistic graphics. That's
what makes Dynastic Hero a
“run of the mill" rather than a
“better” RPC.



Hit. Stand. Double down. S¥{ e - v T

Different rules for each casino.

You pick the city. Losing streak e
in London? Try Vegas. The g SR

weather’s better anyway.

¢ SOLITAIRE
4 kinds. Klondike, Calculation,
& $ " Monte Carlo and Elevens. Just &
S you. Competing against yourself.

o ;
e AT L==| Makes it easy to be a good loser. 7

Play 2 ways. Video poker--you vs. - SN
the computer. Or 5-card stud-- 5728 N
vou try and out bluff 4 computer = -

players. (Try is the key word here.) '. GAMEGEAR™
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Tradewest

This is just the beginning for the Atari Jaguar 64-bit system. There are a ton of

i
= g i 0 L FE T PR T TR

SYNDICATE"
Ocean

new games on the way for’94 designed to harness Jaguar’s insane power. A power thats rapidly
making other video game systems history.

Experience sports games so intense you'll feel the turf burn, combat games that'll
drain pints of your blood, and dizzying virtual reality games like Doom and Alien vs
Predator. Can you stomach a few thousand body blows? You'd better because in Ultra
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RISE OF THE ROBOTS ™ RLOBINSON'S RREQUIEM ™ PINBALL FANTASIES ULTRA VORTEX
Time Warner Interactive Silmarils 21st Century Beyond Gaines
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FLASHBACK" HOSENOSE AND BOOGER™ AIR CAR WARS™
US Gold ASG Technologies Midnight Softiwvare

LN BRET HULL HOCKEY"™ BATTLEZONE 2000™
Id Software Accolade Atari

SHUT Upr AND Jam!™
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Vortex, Kasumi Ninja and Double Dragon V, we've taken brawling to the 64th level.

What makes Jaguar games so awesome? The raw power of 64-bit technology that
adds CD-quality stereo sound, 16 million colors, and incredible 3D animation. No wonder
it was voted the best hardware system in Europe and America. And it’s the only system
made in America. |

This 1s just a preview of what’s to come. The Atari Jaguar. 64 bits. Do the Math.
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ARENA FOOTBALI
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DRAGON'S LAIR™
Readysoft

ASSAULT™
Midunight Software

DUNGEON DEPTHS"
Midnight Software

KASUMI NINJA"
Atari
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Fans of the 16-bit
" Battletank games

the cart offers undeniable
as you chase enegy

Tanks a Lot
Subtitled War in the Gulf
Super Battletank puts you in
the driver's seat of a well-
armed M1A1 tank. Cockpit

displays update your weapon :

and damage status, while a
helpful map locates enemy
targets. Unfortunately, the
forward-scrolling desert is
mostly a blur, as are the
quick-moving enemy vehicles
that dash in and out of view.
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Radar Map frequently to locate
enemies and Mine Fields. If you
move your tank while looking at
the map, you can be hit.
What's more, most of the
‘game is played in virtual
silence. Your tank rumbles
g, but your own shots and

50 ¢ firepower they deserve.
Miriry mal mamal mu51c dresses

Eraqhms Snunld Eu'nlmﬂ FunFal:tnr Er:atlmqe_
3 1] 15 Iri'ennamale

$27.95 1 player

1 meg 10 missions

Available now First-person view

Tank simulation Multi-scrolling

ill like this Game Boy version.
While the graphics aren’t mughs

PHGTJP Use yaur Laser-Guided
N Missiles sparingly. They’re your

most effective weapon, but
they’re in limited supply.

At _FR&HP Enemy tanks move e
| . quickly. Try to keep them on the
- PRI!HF' Refer to the f.nng-ﬂﬂﬂﬂﬂ' i

Elil"-:]nn

in LASER
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screen, nrmey’ﬂappaarsudﬂwﬂy

and begin shooting at you.
The game has a njce amount
of strategy - not so much that
it bogs you.é |
ing as Y« lﬁ% d
complete th
difficult n-
used to, because /OU have to
position your tank, select your
weapon, and aim your guns at
away at you.

You'll be saying “tanks for
the memories” after surviving

A Round of Gulf
but enoug

trols will take

moving targets that blast
these desert duels. 3

’K

B Badd and Sting? Hard-core
wrestling fans do, and theyll
want to fight with their
heroes in FCI's new wrestling
game. Anybody else, though,
will want to pin all these
wanna-bes to the mat.

WCW: The Minor Event
The Main Event gives you the
usual fighting options. Choic-
es include one- or two-player
brawls, single-elimination or
tournament matches, three
difficulty levels, and nine pro

wrestlers. Each wrestler gets

an arrogant photo in the man-
ual and a Signature Move in
the game. The side-view bat-

tles take place both in and out ]

of a standard ring with no ref
in sight. The 20 punches and
kicks are easy to pull off, as
are the Signature Moves,
which require merely a smgie
button press.

GAMEPRO » July 1834
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Just like pro wrestling, you
can't look too closely at this
game or you'll see flaws. For
example, you get no reason to
pick one wrestler over another
~there are no on-screen

power ratings, and the manual
gives only general back-
ground info. The fights them-
selves look weak ~ the large,
cartoony sprites lumber
towards each other with

bored spectators behind
them. The fights sound weak,
too, with thin hit effects pro-
viding meager sonic support.

N
|
What you want your opponent to

| lookike at the end!

Pro wrestling makes no
sense if you want the real thing.
Same here ' Fnok elsewhere for

e e i e P s TR
etk g R | = Rl o G e R o M RN
L e A RN e IS R e i

Graphics FunFacior  Challenge

SEE

$31.99 2 players (using
1 meg Game Link)
Available now Side view
Wrestling Multi-scrolling




Infroducing Classic’'s MORTAL KOMBAT Trading
Cards with the tips you need to stay alive. s
» Highlighting the 100-card set are Classic’s i qéb'\w MORTAL KOMBAT comic book, trace each
“Fighter vs. Fighter” cards, in which playing % . fighter’s path to the MORTAL KOMBAT

tips are offered on the seven Kombatants’ ~ MANTAT #AMAAT Tournament. »In addition to the 100 cards,
battle strategies against other video opponents. » 5 ¢ a8 & s 2 » & Classic has inserted preview cards of MORTAL
» Also featured are “Secret ar KOMBAT Il with player tips for the

Moves” cards with each fansie - M , D WAY newly released arcade game.

1994 Classic Games, Inc. 1992 MORTAL KOMBAT is a trademark of Midway® Manufacturing Compan All Fights Reserved. Uised Under License. Bem #24100 Made in USA. NO PURCHASE NECESSARY Open o U.S.
resedents. Enler by hand printing your name, complete address and telephone number on a 3 x 5° card an mail 1o: Classic MORTAL KOMBAT Sweepstakes, PO. BOX 82059 St Paul MN 23182, Void where prohibited
lo obtain full rules, by which all entrants are bound, send a SASE 1o: Classic MORTAL KOMBAT Sweepstakes Rules Request, PO. BOX 82065, St. Paul MN 55182, (WA & VT residents may omit return postage).

Kombatants’ unijue fighting attacks.
» “Story Line” cards, with scenes from Midway’s




YL Fans of the Marvel
Wi Cnmlca superheroes
can rejoice — Hulkmania is
here! The rock-solid Genesis
game has been translated into
one of the best-looking Game
Gear games of the summer.

It s the year 50
B.C. - France is
called Gaul, Romans are

roamin’, and the latest fash-
jons include pointy helmets.
This side-view platform puz-
zler was a big hit in Europe,
but remember that they also
think Jerry Lewis is a genius
You'lHind only mild-enjoy-/

ment in this blast to the past

Gaul in the Family

This game gives
yuu achoice
of heroes:

es, a head butt, a wall-break- Asterixisa

PROTIP: Ride up the Level 1-2
jellyfish, then push the pillars
aside to enter special areas.

A Banner Game
Marvel's heroes don't always
fully succeed as hand-held
games (just ask Spidey), but
The Hulk rocks. When the
Leader constructs a huge for-
tress, the mean green Hulkin’
machine plows into five increas-

PROTIP: Creaté 4 cloud and
use it to springhoard over large

Sound challenging? It is, but
the Hulkster is well armed. His
arsenal includes three punch-

obstructions,

107

| 4

[ h lev ide-view . oo : ;
o ino acion.Ahead 9 thump, and theabityto | 11 90 €6
are confrontations with such throw enemies and ijEEtS. a{:tign/aduen_
Marvel-ous bosses as Rhino Most of these attacks canbe.  } o e (a AND Hf GREAT RESCUE i
and Abomination. launched quickly and easily. e |
s _ _ The only control problem ;' EEUEE#EEM ""l
involves Hulk's jump, which G 5,

PROTIP: Position yourself so you
fight one enemy at a time.

PHﬂﬂP ﬂﬂn’t rush blmd!y into
tunnels or onto platforms. Expect
an immediate fight whenever
you venture into a new area.

The Incredible Hulk by U.S. Gold

Graphics  Sound Control  FumFactor Challenge

B..D Bl A

40  Adjustable

Price not available 5 levels

4 meqs Side view
Available July Multi-scrolling
Action/adventure Sega rating: GA

1 player

132

IS sometimes inaccurate.
Game Gear graphics don't
get much better than this. The
sprites are big, the colors are
bright, the transformation
from Dr. Banner to Mr. Hulk is
well executed, and the Hulk
moves with a savage grace. His
motions as he climbs up and
down ladders are particularly
impressive. You'll be glad the
graphics are strong, because
the sounds are weak. Hulk's
hits land with little sonic force.

punches), while
Obelix is a big buf-
foon with power (he
pushes blocks around).
Special weapons enable
them to do stuff like levitate
and assume disguises. The
controls aren’t very effective,
however — your hero must be
a precise distance away from
an enemy to land punches
(any closer and they have no
effect at all). Jumps aren't
always accurate, and Asterix’s
speed power-up makes him
reckless and uncontrollable.
The game’s considerable

From Banner...  ..into Hulk. charm lies in its cartoony
graphics, which are appropri-
Marvel-ous Mayhem ately funny for this light-

It's a heckuva Hulkuva game.
Only the repetitive waves of
robots diminish its game play.
The imaginative bosses offer
good variety, however, and
the Hulk’s own unique skills
should keep you going. Just
remember: He's more than
just a pretty face. 3

weight game. Asterix saunters
along with a comical gait,
Obelix is a goofy clown, and

inative settings. The bouncy
music and sound effects are
also straight from Saturday-
morning TV.

GAMEPRD + July 1384

colorful bad guys lurk in imag-

PROTIP: .dlways look for mdden
rooms. One lies just after Level
1-3’s giant sickles, to the right
of the potion.

Gaul of the Wild

While not the best platform
game of the year, it's certainly
worth a play or two. The graph-
ics are charming enough that
fans of action/puzzle games
will want to make history with
Asterix. [

Asterix and the Great Rescue by Sega

Ifilaphl"s Emunu Eﬂrnrnl FunFaml Challenge

35 1.5

$39.99

4 megs
Available now
Action/puzzle

5 levels

aide view
Multi-scrolling
Passwords

1 player Sega rating: GA




JUNLOFT

standards of SEGA™, Buy
games and accessonies with this seal

This official seal is your assurance
that this product meets the highest
‘0 be sure that they are compatible
with the SEGA™ GENESIS™ SYSTEM.

quality

o

The Pirates of Dark Water™ is a trademark of Hanna-Barbera Pr

™5un Corporation of America. ©1994 Sun




Poker Face
Paul’s Poker

‘Budding card sharks looking to
“hone their skills will be intrigued
iﬁy this cart, which departs from
the format of traditional video
poker. For others, the thrill will

‘and power for a shot can be
“harder than taking a geometry
‘test, but it's definitely more fun.

e

.......

L= R

'tﬂer to expect a bluff or a
st ; hﬂf can be invaluable.

Thﬂ game pits you against
ree different challenges that

range from a tournament-style ¢ -_nnntmlled players, each

presented by a simple, poorly
a nimated icon. Some play like
N “fools, while others bet shrewd-
that acts as your stickis g;ami competing against them
: ;;.fﬂﬂff"“g asimple fine would & s for real fun. Still, only a
offer much more precision. The e

does include some nice

-;ﬁre 'Unsurpnsmgly the sound
%akas you want to turn the

" PROTIP: When your up card is
“high, bluff by leading off with

w powsr and your aim to : ' vill often fold.
fj a Side Pocket i ~ Poker Face Paul’s Poker
"‘“ ¥, (By Data East) . (By Sega)

y Gmpn:ﬁ Sound  Conirol

I

;'*:.

T I]
L]

FunFactor  Challenge

.[BEG

. L‘;raphw.s Euund Control  FunFactor Challenge

He
-
o=
RE
14
A 'i
5 I N
v
|
v
.

:, IrrlennedlaIP 30  Beginer
Egﬁﬁ!ﬁ 1 ma',rar - §24.99 1 player

- 1meg 3 play options | Jym 2 play options

- Available now Overhead view Available now Overhead view
;Hﬂl : Sega rating: GA a Sega rating: MA-13
134

) _you aren't bothered by
peering at thumbnail-sized

o fl::ls this cart may interest

“you. You choose from four sets
5f rules and work to build $50

‘stake into a small fortune. But

g the game lacks a save

ure, don’t expect those win-

Js the next time you play.

Game Gear screens are small

' ed pack of cards in the
et will serve you better.

_H 30 HF' Try doubling down on
2] 5-_ If you don’t bust immediate-
j'qu’ﬂ probably beat the

FunFacior Eh.illl!ng!

_¢ Erﬂ-phn:s Sound {.'!Ilﬂl:ml
.' Z 1]: Beginner

1 player

4 play options

now Overhead view
Sega rating: MA-13

GAMEPRD - .llllh‘ 1994

‘With four styles of soltaire to
‘choose from, card buffs may
squeeze some fun from this
cart. Most won't.

. : Clear out the s:naﬂesr
%if% first so that you can

rej them with Kings early
~ Solitaire involves complicat-
;gﬂéprl&s of cards, and in this
“game herding cards between
‘stacks is frustrating. With more
Jiﬂtti controls, moving a red
Bueer: from the deck to a black
%mg in the leftmost stack
%agﬂuldn’t require you to flip
slowly past every other pile.

- * The cart does offer some
”ﬂseﬁll options for displaying
-huge spreads of cards on a
~small screen, and the on-line
‘Help clearly explains the more
ane styles of solitaire. But its

-

o W
e

PROTIP: Before playing Calcula-

i 15 solitaire, turn on the Hints

n the Options menu. The num-
b s next tﬂ each pile of cards

Card game
4 play options
Overhead view
Sega rating: GA



It's The Best

Finally, there’s a video pool game that actually “feels” like real billiards.
Billiard Congress of America Championship Pool uses multiple
viewing angles and astounding zoom-in screens to recreate pool
on your video screen.

Pit yousell against the computer or play up to eight players in 9 ball,
8 ball, straight pool and more - a total of 14 different pool games.
In the Championship Mode, you can even qualify for the World
Championship Tournament.

Shoot with the best - Championship Pool from Mindscape. Real pool
“feel” for your video game system. It’'s the break you've been waiting for!

LOPYTEE] 15998 i wCape, I, A Boliware |-l-'|n.'.--|=_-l'--|'|'.llj- All Kighis Reserved 'f'|.|||l'.-r|..'| n Pool 1= officially ¢ horsed by the Bilhard Conoress o AT
License o "-'|Ih.|-.'..|"..' Inc, Mimdsg i il it 0 g reerslercd trademarks of Mindscape, Ine. The Soltware Toolw: rks and s loeo a ¢ registercd trudemarks of The
software Toolworks, Ing "‘hl"h_"‘llr\',." NES and Gameboy are regisicred trademarks of Nintendo of Amernica. Inc segi amd Lenesis are trademarks of Seea | MIETPrises Lid

—Rilliard Congress

{ WORLD CHAMPIONSHIP-

BEa
&
98l o TR

TONIGHT® S RE S 25
._I"._.Fl =1 _'!: s,

Now Available On
Sega Genesis
Also For NES®,
Super NES*
& Gameboy*
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5 years ago in GamePro...
The lead-off tip in SWATPro was
the infamous 30 free lives in
Contra for the NES.

"\ ToeJam & Eart:
o I’anic on Funkotron

P = . =
- E e
- -

To check out the names of T
| game designers of Toedam
™ Earl: Panic On Funkotron, er;\ter
T the following pas?,wurd at the

Roar of the Beast

Level Select

Start on the level qf your
choice with this trick. At the
second title screen, press Up

5

Right, A, B, A, Down, Left, A,

Down, B, Up, B, B, then A.

Press Start to begin the game,

and you'll De able to start at
any point in the game. includ
ing the credits.

Put Sonic on an
C00l Stage Sele

Atlthe Sega SCreen, after the
voice says “Sega” and as
Sonic begins to appear on-
screen, quickly push Up, U

Down, Down, Up, Up lip ;
Up. If You've done the}riﬂk,
correctly, youj| hear a Chime

Wher} the title screen appearsl

Ompetition” apg
Aress Down, A Sy .
option will ap nd Test

Pear. Go j

an 1
enter the Stage Sele d you'l|

T -

ctfor Sonic 3.

TE'SI' SErEE'F]_ CDSGUH{]‘

—

L 8§
L

th th
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Grind Stormer
Free-Play Mode

1 ’ "'
i % EXTE :
W TOBnabE TENPIRRNGS |
— -

b i by - 4 1
' DREST80 by s P
K‘E N LR SYE R
: L L0

FOR D TN,

t‘_"o‘-ﬁ ..H-‘."."‘III "FF' l';' H *"""

Tl

= _.'Fqll._"g:: n* =i -4 i
o Lk M EEH_::‘II*“; .

: ' finite fives. infinite stars, and a
This cheat screen gives Aero infinite _ :
level select. At the Start/Options Screen, press C, A, _Hluht_. :{-;",
C. A. Right, Left. Now go to the first level. UWHEE Pﬁet EJ ﬁp'%ﬂ Leit
: g Fuy ! mE1 '[hEn ress l]1 . 0 1. 3 y
sl oatE e R 1o pospe PR O Id% ttons A and C until the
rRPRAEH X0 BIGH Detrorg A. Right, B. Finally, press and hold Bu
st - . ERR6.ECaY cheat screen appears.
Debbie Kibby
Dﬂl}' Gﬂ)ﬁ CA

sega €D
e g ———————————

N FREER Av das
Instead of grinding your way Ground Zro, Tox
through Grind Stormer, check A Secret Scene

out this Free-Play mode that||

If;t you play with unlimited con-

tinues. At the title screen, push Ngpce o e HARTER
and hold Buttons A, B, and C. B SRR

Rridmn KICKY AIELLD

While holding the buttons, push et 81 LAWRENCE MCEAL 1
Goneral MALIREEN O'BOYLE

the Starl h“ﬂun 100 ﬁmﬂs. s 2 FRANCINE FORBES
Now go to the Options screen | A
and select Credit Limit Change

the Credit Limit to Free Play. You

now have unlimited continues. _ —

: This trick énables you to skip
to dny stage in Stellar-Fire At
the title SCreen, highlight the

| _ difficul level i

/< ¥ | | Toview asecret scene in 1 Norma 't-yNﬂW Hf::::t::ltl:ui

) 5. P Ground Zero, Texas, you must | Buttons A, ¢, ang Start l.~'l.~::1!:l

£ CAMEPKO NAGAZINK @ 4 ‘ - first F-‘LITFIGSEW lose a garﬂE. hu"m"g these hﬂﬂﬂﬂs ‘ h"E

oo, Box s ";";;}#-; 7\ | | when the credits begin toroll, } & Up on the directigna ;cll' SY
e IS, o B | press Button C, then B, then S Will begin to hear chfmgs [ h
A in one guick motion, then = Chime represents one sk s
press Start. The secret scene | 8 stage. If yoy pysh Up sevipEd
will now appear. times, yoy can check out ﬂ;]e
Dana Tobor 4 9ame’s ending.
- | pallas, TX John Silya
i _. %-:: Mmﬂe’ L

i iy L
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e b L e L L super NES
MLBPA Baseball

Ever wonder how baseball
players would hold up on an
_ N icy playing field? Then check
This passworg giy L+ out this password. Enter
'VES and takes g €S you 38 BRRR at the Password
ével of ActRaiser ; {0 the Jast screen, and any ball hit will roll
Password screen, ¢ al and roll and roll until someone
MFMJ 7ygy ;?ter picks it up. If you wannd add |
James Tseng PX. another 40 mph to your pitch- §

ot

Brighton, my es. enter the password PWRP.
e Now that's power pitching!

Level 02:
Level 03:
Level 04:
Level 05:
Level 06:
Level 07:
Level 08: . P
Level 09: - 4
Level 10: SUper NES
Level 11: 4 W\ :
Level 12: a
Level 13: Weapons
Level 14:
Level 15:
Level 16:
| 3 i Level 17:
C Level 18:
| all the passwords. Level 19:
" Level 20:
Stanley Danielak
New Britain, CT

Mmode E mﬂ}"lng a requla

b m‘ﬁfdgrgszmg Start. Now llressgﬂ {'ga?& access the map

Wwea na press Select to GYC'E t"’] , B, and A. Exit the
pons. rough your newfound

Larry Berrera
 Lancaster, cA

0 e July 1984



SUber NES

g RS
THEME §
Treea 1 !r'[...l::

;Eﬁe?cis the number-gne-

thi s player in NBA Jam with

fialk ﬁf ;Swnrd. Enter the Ini-

(1) at tnN" then enter all ones

B € password scre
0Omshakalaka!!1 en.

e ————

ActRaiser 2
| ActRaiser 1 BosS

super NES

Battle Gars

Mystery Mode
tle screen, press Up,

At the ti
Down, L, R, then Select. |f

you've done the trick correctly,
yo in the

u'll hear an explosion
o to the

background. Now @
Options menu and choose

Mystery Mode. You'll be able
to play the whole game from

an overhead View.

L
P T e

o o
R A,
Y g

M A

Pause it. Pygh B, Button

}]h§Mﬁwf 2
, Play the game, then i
game untl

8 To enter a strange stage In
| ActRaiser 9 and fight a bosS

M from the original ActRaiser,
enter the following password:

XxXXYYYYZLZZZ.

tf;f:g’ Select, Y,A B
o pa;UUnpause the !ga rnz >
S€ It once again, N:jw

WA e
u s

To hear some Secr
from the original arcade ver- |
sion of Total Garnage, play the = '

you reach the fith |
the high score list. {&8

| position O
Now enter the n

o (Midway packwards)
| the directional pad Right. A
1 hidden screen app
you push Y, B, X, orA
hear the voICeS.
Jason Herzogg
Jerome, AZ

e

ame vAWDIM



—e 0
Kirby’s Pinball Land

' Do You Have a
__ " Secret Weapon?
e | | 1f you do, send it to SWAT. If we
publish it, we'll send you a free
CamePro Super Shirt. Plus, your 8
name will be entered into a
©1993 HAL Laborat S drawing for an STD control pad |8
21993 Winfendn " e e W for the SNES or the Genesis. One &8
T oy controller will be given out each
month. Send your best tips and

secrets 10.

! ﬂRCﬁnlﬂ 9036;
téo
trick. ' -
At the title screen, simul- GamePro Magazine
Secret Weapons

<2 THMYNTR oo
775050 | taneousl
3 Lop Sly press Left, B, a
ROT oo742330 Select. When the screen "d P.0. Box 5828
1030 ggf;;%es to éhﬂ High Score S:an. Mateo, CA 94402
e , & White cat will |
e -3-—= along the bottom of thewa!k | PS.- If that's not enough, we've
screen. Now return to the title [ decided we want to see more of
screen and begin a neuf; Eatge | your art! So every reader who
"’Thﬂ” you select a stagegin € [ | gets their art published in SWAT-
fﬂﬂt}f;. you will automatically go Pro will also receive a free
e bonus game. GamePro Super Shirt and will be
included in the drawing for the

Greg Nowell
5 ne, WA STD control pad. Cool!

P sTony MEM CLiME

!\ LU T
ok - " R -, i
it it b
EAMEP
PRO = July 1884
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Fatal Fy ry

Aliens 3

Desert Strike

e

Rock 'N' Roll Racing
Super Empire Strikes Back

Aero the AcroeBat

A
o

Infinite time

Unlimited bonys
stage time

Infinite shields

Gauntlet IV Unlimited energy (Warrior) F;zt;b;izzt;zaa
Gauntlet IV Unlimited energy {Eﬁ} i
Gauntlet IV Unlimited energy (Wuza@ FFMB_DDDCE
Gauntlet IV Unlimited energy (Valkyrie) ZFHQ_EDUM
Sonic Spinball Infinite ﬁue; el
Street Fighter |l Funny music D okt
street Fighter Il Player One wrns to
flames when hit

i iy -
= ' 1
.2 |
& = H 7

Battle last boss
Infinite energy
Infinite hellfires

Wild, Wild Quest

Jurassic Park

Mortal Kombat

B The Legend of Zelda:
S Link's Awakening

| . Mortal Kombat
| Star Wars

00C42313
00C24908
00C5E508

Jason Axelrod
Colonia, NJ
Martin Basinger
charged Menlo Park, CA
Once 1 stay charged Bradley Carey
weap _ DDCE-1D68 Lake Forest, IL
Infinite lives 4769 |
= i C9B3- Harriet Foster
Infinite weﬁpue i Hampton, VA
once you 3 o p466-3D04 F»JJatEhGﬁm?HEE
_gacon o dSINVINIE,
. ;L':- with Freeze asac o Carl Gorden
g i stage 6D67-3F0D Cincinatti, OH
Fight ngm; :Eyﬁess victory Carol Grady
' ou |
. forward weapons oam 2 E?;:Et E;i;;de
inite fo :
Infin 7421-C7D5 Ramstein AFB,

Start with 50 lives on Brave

Germa ny

worth 25 rings

Always haye cheese puffs

once aquired
fﬂﬁﬂit& ene rg},r

Kombatants fight
In frozen stance

Players are invisib|
e
Mutant League Foothaj| Master Code
Mutant League Football Infinite Time Outs
Mutant League Foothall Play clock is infinit
e Sonic Spinball Infinite lives %
b ;:059 Sonic Spinbail Start on Leve| 4
o | el4s
20 Sonic the Hedgem:-g 3 Each Ring worth o
Sonic th s
i £ Hedgehﬂg 3 Only three Chaos Emeralds
o igprus Rings) needed to
| €Come Super Sonic
Sonic the Hedgehcrg 3 Ring Power-up box

&= cumeBOY

~999-4C1l
Infinite energy FA0-999
' -B5E-3BE
|nfinite time 00C-B5E =
w, C....
Infinite energy c9B-5C

".rl_i A

Codes provided by

Cary Hightower

Chicago, IL

Lawrence Hunt

Las Vegas, NV
Scott Ihlenfeld

Fort Atkinson, W

Barry Jackson
Boston, MA

Paul Jacobs
Pawtucket, Rl

Jerry Jergins

Jamestown, VA

Yolonda Keyes
Yorktown, VA

Chris Meehan
Monsey, NY

David Miller

Hanover Park, IL

- A
G
T T

-+
I o

Richard Newell
Richmond, VA

Bryant Nowlin
Madison Heights, VA

Brian O'Hara
Buckingham, U.K.

Savanah Richards
Sunnyvale, CA

Dan Rossell
Wills Point, TX

Kevin Short
Knoxville, TN

Sergio Vasquez
San Antonio, TX

Mike Vaughn
Modesto, CA

g ‘ | o ;..::



IT'S HERE AND IT'S HOT:

T GamePro's

Wi\ official NBA JAM
Strategy Guide!

ver 140 pages of in-your-

. - face strategies and super

% slamdunkin”action for the
Genesis, Super NES, Game
Gear, and Arcade versions!

Become a slammin’ NBA
| JAM expert! Over 1,000
%W’ full-color game screens to
walk you through every
version of NBA JAM!

Buy NBA JAM NOW and
get Street Fighter Il
Turbo for 5090 off:

(Limited time only]

Don't forget to order your

MORTAL KOMBAT

and
STREET FIGHTER I
TURBO

Strategy Guides ...
complete with over
160 action-packed pages
of game-winning shots,
killer throws, and
crushing combos!

. \Written by the Editors of GamePro Magazine!

. FREE Collector's Edition Poster in each book! /i
Also available at BlockBuster Video, Toys R Us, Walden Books, B. Dalton, The Wherehouse, and Software Etc.
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 lawyers are supposed ta read? Obviousty, you need a Philips CD-1 player

Litil Divilm™ 1393 Gremilin Graphics Software Limited. ©1994 Philips Media. All nghts reserved. Why the heck are you reading this? Don't you have betier thengs 1o 00 1NAN Waste QOO0 Nerve endings on stuff onky




Burn Cycle
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Most of what's on TV can be summed up in one word: lobotomy. Which is why Ph|I|ps has come
up with three new exclusive games. All with retina-searing graphics and
ear-bending sounds. Now that you know this, why just sit there when
you have 9,462 anxious nerve endings just begging for the controls.

OO
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ranked CMKA player)

R
HEHEIAE
Vs. IR .E %
JEIEEIE 3|2
Mileena 7|5| 6|55 6 6 6|7
Jax 5 6|55 7|55 ; 6|7
R : : b oo 3 |Kumglao | 5 |5 | |45|55/55|55/55 555 6|6 | 590
% With special manks*!;o!'damnvega {#1-r._anked California _ 4 | Liv Kang 22 las g B N [ PR [P e
Mortal Kombat Association player) and Mike Guzman (#4- Y oy Conol 4.9 |40 €3 |5 |BR | 45| 5 |25 | 5 |5] 6 | —
5| sub-zero | 4 45/ 4 55 |55 5.5 |5.55.545| 6
In last issue’s MK 1l ProStrategy Guide, we showed you the g i 443 SN A8 F S0 MmN
ranking chart and a breakdown of Tiers 1-2: Mileena, Jax, e o ; et ool BB Bl bod Cnd BRI EBE A WA
Kung Lao, and Liu Kang. Now we're back to pick apart the ot ol B A
remaining characters who comprise Tiers 3-4. : :
Tier 4—12 | Reptile

Tier 32
The Rest of
The Pack

Seven of the eight charac-
ters are separated by only
3.5 points, a small differ-
ence. This group plays with
varying degrees of success
against other Tier 3 charac-
ters, but nearly all have
major problems with Tiers 1
and 2. These characters are
ranked at this level because
they lack the weapons to
stay offensive and set the
pace of their match. They
mostly have to play off the
mistakes of the opponent,

especially against Tier 1
and 2 characters.
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Numbers Analysis

close-range sweeps.

Various combinations of low and high Green Flames and
Shadow Kicks keep opponents off balance. Shadow Kicks
are excellent counters to blocked projectiles and missed

Sub-Zero's great equalizers.

Strengths: low/high Green Flame; jumping kick difficult

to counter; good juggling ability.

nents; excellent juggling ability in the corner.

Weaknesses: slow Green Flame; Shadow Kick vulnera-

ble to sweeps and uppercuts; Low Split Punch leaves him

vulnerable when blocked.

GAMEPRO

snuffed by most opponents.

July 1934

to keep opponents off balance. Freeze the ground anytime
you knock opponents down. Multiple Freeze combos are

Strengths: Ground Freezes effective against most oppo-

Weaknesses: weak uppercut; relatively predictable
patterns of attack; Ground Freeze can be countered and



Use Kitana's sweep speed and reach to keep opponents
off balance. Her Fan Suction counters all jumping attacks
and sets up a devastating combo.

Strengths: devastating combos; Fan Throw does huge
damage; sweep speed; reach.

Weaknesses: slow release of Fans; limited attack
patterns.

Use Shang Tsung S jumplng Iuck in earlyﬂate vanatmns
to keep opponents off balance. Use morphs carefully
and sparingly to gain advantages in key situations.
Strengths: various kick patterns difficult to counter; mul-
tiple hits with Fireballs; morphs can gain key advantages.
Weaknesses: not many combos; predictable attack
patterns; morphs are vulnerable during transformation.

0 Raiden

Use the Superman alung wﬁh nghtmng Thrnw and sweeps
to keep opponents off balance. Teleports are extremely
effective in keeping opponents guessing and getting close
for cheap patterns. Superman overpowers most air attacks
and is a powerful counter and easy combo.

Strengths: Teleports keep opponents off balance;
Superman overpowers most air attacks.

Weaknesses: Teleport vulnerable to counters if antic-
ipated. His most effective attack patterns leave him vul-
nerable to various counters if anticipated and are risky
against experts.

THE FIGHTER’S EDGE

o Scorpion

12 kiNE I k5
TR 2 T

Use sweep and Spear attacks to keep opponents off balance at close range.
Air Throws get priority over almost every form of air attack, so use them to
frustrate and wear down your opponent. Teleports can counter projectile-
throwing characters.
Strengths: Air Throw dominance; multihit combos; juggling ability.
Weaknesses: relatively limited and predictable attack patterns; weak
uppercut; blocked Teleport can be uppercutted.

! L‘?’ Emi&w

@Eamka

Dnmmant air I{lcks are the key to Baraka S attack Use
uppercut as a defensive counter to jumping attacks. With
good anticipation, Slicing Blades will counter any
jumping attack.
Strengths: uppercut; jumping kicks and punches.
Weaknesses: predictable attack patterns; Slicing
Blades leaves him vulnerable to easy projectile hit.

Tier 4: Never Pick this Character!

If you value your quarters, don't ever play this character!

(D Reptile

Use c:nnstant attacks of Venom Splt, Slrdes and sweepsto  We were looking for good
put opponent on the defensive. Forceball should be used Reptile tips, but this kept
sparingly and only when opponent is defensive as it leaves  happening!
Reptile extremely vulnerable. Reptile fights best when he’s
on constant offense.
Strengths: If you find any, drop us a line at The Fight-
er's Edge, P.O. Box 5828, San Mateo, CA 94402: or fax us
at 415/349-8347.
Weaknesses: Lengthy Forceball release leaves him vul-
nerable; few effective fighting patterns; full list is too long
to print.
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We gave you a basm
overview on MK Il killer
kombos last issue. Now
check out some more

.-".Fﬁ

' f§_,.
corner Shield

Two

devastating attack 1) Jump in with a deep 2) Land and |mmed|ately 1) When the enemy'sinthe  2) Just as you land, tap

sequences for Version Kick while starting the do the Hat Throw. corner, jump in with a Low Kick to Spin and

3.1 machines. Hat Throw taps. deep Kick as you rapidly nail the enemy while
tap Up to prepare the they're still in the air.
Shield Spin.

Two-Hit Bike Kick Combo %

1) Jump in with a deep 2) As soon as you land, do 1) When the enemy is a few

Kick while Charging for the Bicycle Kick. steps away from the

the Bike Kick. corner, jump in with a
deep Kick as you start
the Fireball taps.

3a) As you land, jack them
with an uppercut. This
takes extreme timing!

2) Immadlately du the
High Fireball while still
in the air.

1) When 1he enemy is fully
in the corner, jump in
with a deep Kick while
starting the Fireball taps.

2) Cross them up with a

1) Get close to the enemy

3) Land and immediately
and hit them with the deep Kick as you start grab them with the
neutral High Punch the Gotcha taps. Gotcha Punches.
Hammer to stun them. Note: Be prepared to Block at the end of this combo.
150 GAMEPRD +« July 1384

3) As soon as you land, do
the Flying Kick to catch
them for a third hit.

Note: Positioning is absolutely crucial. If their head bangs
against the wall after recoiling from the midair Fireball, it
will work.

2) Then while still in the air,
do the High Fireball.

but heware, it mu!d Ieave
you vulnerable!

Sb] 01' mmed:ately du a
Low Fireball. This is
easier to pull than the

uppercut...

1) When they're near the Z}Howgrabthemmﬂttlw
comer, perform a late Backbreaker while still
super-deep Kick. As in the air.
soon as you land, jump in
for a Kick on the way up.



THE FIGHTER’S EDGE

1) When your opponent is 2] As soon as you land 3) Nuw grah them with the 1) Jump in with a deep 2) Land and |mmed|ately
near the corner, jump in immediately jump up. If Air Throw while still in Kick as you start the do the Acid Spit.
with a late super-deep you're lucky, you can hit the air. Acid Spit taps.
Kick. them with a Kick, or play
— it safe and don't attack.

qu'e Ganhns
If you're lucky enough  Corner Relift Combo
to stumble across an e

older Version 2.1 MK Il
machine, you'll discover
some totally wacky
kombos that can frus-
trate and rejuggle the

enemy in the air. These 4 Begm hr using the Fan 2} Jump Toward thee and 31 Thmw the Fan and then 4) As soon as you land,

e

kombos will not work Suction to lift the Kick while beginning the immediately begin tap- activate the Fan Suction
in Version 3.1, so enemy when they're in Fan Throw taps. ping Back for the Fan to lift them up again!
remember to confirm the corner. Suction, You can repeat from
tHe Narsion biv resetting e Rl TPl
the machine. way for them to escape!
Leg Grab Perpetual Juggle

1) Jump in with a late 2) Immedlately do the Leg 3) Now do one standing 4} How re;uaggle themwith  Note: A.-‘ﬂ?ough this cﬂmba is

super-deep kick as you Grab as you land. You'll High Punch juggle as an immediate Leg Grab.  unblockable after the first hit,

start the Leg Grab know it worked if you you begin the Leg Grab Repeat from Step 3 a quick opponent could jump

motion. grab them while they’re motion. again and again until out of it after the Leg Grab. If
still in the air. they’re juggled all the they do, throw the Spear.

way across the screen! The only way for them to

SUB-ZERO fﬁﬂiﬁ"iﬁf dcoam

- jectile or teleport in midair!

1) Freeze the enemy while 2) Push them into the comer if necessary. Then juggle 3) Immeﬁately Fmeza Note: This re-Freeze s very

they're in the air in the them up with two quick standing High Punches as you them in the airagainand  difficult and takes masterful

corner. begin the Freeze motion. repeat from Step 2. timing but is really gnarly! To
end it, uppercut while they're
frozen.
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By Char-Li and Steve Warwick

Over 220 competi-
tors from 12 states
and Canada showed up
for the big Super SF I
Midwest Regional
Championship on Satur-
day, March 26, at
Michael Borg's Super
Just Games arcade in
Northbrook, lllinois.
Top contenders who
made the voyage
included Fei Long leg-
end Jessie Howard
along with 20 of his fel-

low Minnesotans (who -

all piled into a van); L.A.
native and #2 California
Street Fighter Associa-
tion player Mike Wat-
son; and fellow L.A.
Zangief guru and #19
CSFA player Steve War-
wick. Of course, home-
town favorite Eddie
“Jax” Ferrier, a Street
Fighter and Mortal
Kombat master, was
waiting for them all.
With CSFA top-ranked
Tomo Ohira not able to
make the trip and
Chicago’s #1 Tom
“Kyle’s Guile” Lee run-
ning the tournament
but not participating,
first place would surely
be up for grabs.

Sorting the
Chaff from the

In the Open Elite divi-
sion, play was divided

~ into five brackets of 32,
with three players from
each making the Sweet

152

16 finals along with
one wildcard. Mike Wat-
son brought a style of
play to Chicago that
had never before been
seen in those parts. His
mixture of talking
trash, irreversible cheap
moves, and skill intro-
duced a whole new
dimension of the game
to many players in
attendance. When pre-
liminary play had finally
ended, Eddie Ferrier led
a group of 12 Chicago
players into the Sweet
16. The dynamic duo
from L.A., Steve and
Mike, cheesed their way
into the finals. Toronto
player David Spence
represented

THE FIGHTER’S EDGE

Canadian gamers. Final-
ly, Jessie Howard was
the lone Minnesotan to
survive the grueling
prelims.

A total of about 150
spectators gathered
around for the eve-
ning’s finale, Steve War-
wick of Los Angeles
was able to make it to
the final four, where he
was finally stopped by
Eddie Ferrier's fabled
Vega, 3-0. Steve just
couldn't seem to find a
character that matched
up well against Eddie’s
Vega. Eddie then played
Mike in one of the clos-
er matches of the
evening. After

EAMEPRD -

scouting Mike earlier in
the day, Eddie was able
to anticipate many of
Mike’s cheap throws
and reverse them.
Unfortunately for Eddie,
Mike’s bag of tricks
runs pretty deep, and
he always escaped the
jaws of certain defeat
by performing his now
legendary Ryu cheap
move: cross-up Round-
house, standing Jab,
Throw. Mike won 4-2.

g P
= 5 i
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The Champion’s
Guile

In the evening’s champi-
onship match, Mike
faced off against the
pride of Minnesota,
Jessie Howard. Jessie
drew first blood in the
match with his Ken,
beating Mike’s Ryu. But
Mike, not one to just roll
over and lose, pulled
out his Guile. At this
point, a close match
turned into a mismatch
as Mike won the next
four games in a row
while Jessie tried valiant-
ly to find a counter char-
acter. In the end, what
had been the downfall
of other Minnesota play-
ers — inexperience
against Guile - came
back to haunt Jessie as
well. Congratulations to
Mike on capturing his
first major title, the
Super Street Fighter Il
Midwest Regional
Championship.



Grab your cleats and hii track of soccer with

Elite Soccer from Game more options than

a goalie has expletiv

i-long kicks, back heels,

jumps, headers, es. International

competition. Outguess the goalie eyeball-to-eyeball.

Even up the odds on Brazi

Solivia. Whether it's

a one-minute match or a 90-minute marathon, Elite

Soccer is the way looking for kicks.

©1994 GameTek, Inc. GameTek is a
registered trademark of IJE, Inc. All SUPfHNINIENHH
e rights reserved. 2999 N.E. 191st Street, ' ERTERTAINMENT SYSTEN

. . . Moo, Super Minssnda Enlicliseen! System. Game Boy and e Ofcnl Seals am
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They say one's eyesight

decreases 20%
after the age of 35.
With this Fact in mind,
we designed
an ad that you can show

your parents.
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{Not te mention of course, lots of butt-kicking, thumb-blistering, mind-twisting games, that are bound to piss ofF congressmen

PLAYS MUSIC, PH

come next election year. Full screen, Full mation video, CD sound, and 3D effects give you realism that even your over-stimulated,

AND VIDEO CDs. BUT

marally corrupt, youthful brain can't imagine. Take Total Eclipse, the hyper-real 30 Flying came. You barrel roll at warp speed

Way of the Warrior, the wicked Fast, high resolution martial arts game, where you master over 600 brutal martial arts maneuvers

EXCITING EDUCATIO

while simultaneously ridding yourself of unnecessary teeth. And Jurassic Park™ Interactive. which is just like the maovie, except now

you re the one who must save the Park's guests from prehistoric dino-clones. CD sound and 30 graphics make T-Rex so real, you can

SUCH AS GEOGRAPHY,

practically smell the lawyer on his breath. These titles are only a Few of the many. You get the idea. Even if your parents don't.]

:
ART AND HISTORY! mm

Available at Software Etc., Babbages, Electronics Boutigue, ATAT Centers. The Cood Guys B other leading stores

Call 1-800-REAL-3D0 Ffor your nearest dealer location.

by Humongous Enterfainment, Inc., The Sam Diego Zo0™ Presemis., The Andmals!™ by The Sottware Toolworks®  Game screens from thee top righd are: Demolition Man™

mics, Ing. 30 and the 300 logos ane frademarks of The 300 Company. All other brands or product names ant frademarks of their respective caners, ©1934 The 300

¥ Unrearesl Home Videa, Tree Goll Chissics™ and Pobbie Besch Golf Links® by TEE SoM™, Pult-Puth Joins the Parade™

1™ by Crystal Dynamics, Inc.. Way of the Warror™ and Jurassic Park™ Interactive by Universal interactive Studios, The Horde™ by Grystal Dyna

Sid Meser's C.P U Bach™ by MicroPrase, Inc. The Softeare Tookworks®® Presents.. Oceans Below™  Woody Woodpecker and Friends b

By Virpin IMeracthae Endertainmant, nc, Dragon's Lair® by ReadySol Inc., Tota! Ecipsa™ and Grash ‘N Burr

Company. All Righls Resarved

L ]



Jniormation; f_.u‘ _J_.uJJ ::wi,, Bl JJJJJEJJJJEIE.

chrme= S FS PR EISRCN ISR, B Ss

! Grrrrerr! Nothin® makes my collar itch more than

- consumers gettin’ ripped off. 'm part bloodhound,
so I've decided to help GamePro track down answers to ques-
tions sent in by irate consumers. If you've got somethin’ you
want us to investigate, send it in to the address listed below.

Will the real tap please stand up?

| recently bought NBA Jam for the Genesis. Some
" friends wanted to get in on the action, so | bought a
" u four-player adapter from EA (EA's 4 Way Play). It
didn’t work with NBA Jam.

| returned the tap and purchased Sega’s four-player adapter
(the Team Player). It worked fine. Then | went out and got Bill
Walsh’s College Football for the Genesis. Now the Sega adapter
doesn't work with that!

What's going on? Please don't tell me that | need two different
adapters to play two different games. This is a rip-off!

; Sarah Mason, Associate Product Manager of
/Y. New Products at Sega, states: Sega never intend-

_ U\ u edto have such a compatibility issue with EA games.
We haue been working hard to resolve this problem since we
learned of it.

The good news is that, as of this summer, Sega will be selling
a new version of the Team Player that will work with all multi-
player games for the Genesis. (That means EA games, too!) It is

the only multiplayer adapter that will be compatible with all four-

player games for the Genesis, and it's the only one that allows
you to play new eight-player games with eight different players
all competing simultaneously.

A , Fiona Murphy, Associate Publicist for

[\ Electronic Arts, states: [t is true. EA sports games
_ Y\ = only work as multiplayer games using EA's 4 Way Play.
Editor’s note: There are some games that use both adapters

(Barkley's Shut Up and Jam!), and there are EA nonsports games
that only use the EA tap (General Chaos).

156 GAMEPRD
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Mortal non-Kombat?
. _ I’ bought an Ascii six-button joystick for the Sega Cen-

. esis (called the Fighter Stick SC-6) and when | took it

. = home, | found out that it didn’t work as a six-button
“  controller for Mortal Kombat. Now what am | sup-

posed to do? Will Asciiware refund my money?

< Asciiware Customer Service states: The Asciiware
~\  Fighter Stick SG-6 six-button joystick is fully compati-
[ N0\ = ble with Mortal Kombat. If a customer is having
problems with any of our products, we will do our best to help
them. Our warranty guarantees the repair or replacement of any
defective system or component free of charge. For service, call
our Customer Service Department at (415) 570-7005 or write to
Asciiware, P.O. Box 6639, San Mateo, CA 94403-66309.

Editor's note: While it is true that the Fighter Stick SG-6 is com-
patible as a three-button controller with Mortal Kombat, other
letters and our own experience with the Ascii Fighter Stick SG-6
have revealed that earlier versions of the Fighter Stick were not
compatible as a six-button controller for Mortal Kombat. The
problem has been rectified in later versions of the stick.

mﬂqq

SKATIN,
HITCHIN.ESS

Is Skitchin’...you lmnw ?

"W, Why did you put a swear word in the advertisement
~  for Skitchin'? It was unpleasant to read. 'm twelve
» years old, and | think the swear word ruined the ad.

Fiona Murphy, Associate Publicist for

.\ Electronic Arts, states: The American Slang Dictio-
4 ¥R w nary defines the word bitchin’as “good, excellent,
5upen0r " Qur use of the word was with this meaning in mind
and was not intended as profanity. Skitchin’ is an action-packed,
hard-core street game, and we felt that the word bitchin’in the
headline (“Skatin’, hitchin’, bitchin’, skitchin' ") reflected the atti-
tude of the game and also conveniently rhymed with Skitchin'.

 { GamePro, listening is what we do best. When you
have a problem with a product or you feel you've
.. been ripped off by a company selling bogus goods,
we want to know. If you've got a complaint about a product,
write to:

%%%

Buyers Beware
P.O. Box 5828
San Mateo, CA 94402
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CATS have nine lives.
Unfortunately, YOU have aDOQG.

SPUNKY is onc dumb dog. And O'Town is one strange and DANGEROUS place. Better get moving.
OR YOUR DOG’'S HISTORY. ONLY YOU can safely guide SPUNKY to the golden fire hydrant.

He’s YOUR dog. He’s YOUR problem.
1 i Nintendo and Super Mintendo Entertainment System are registered trademarks of Nintendo of America Inc . @ 1991 Nintendo of America ine. ?IAHIE%
© 1994 Viacom International Inc. All Rights Reserved.Mickelodeon, Rocke’s Modern Life and all related characters are trademarks of Viacom International Inc.
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By The Lab Rat

e73) Hello, Ratsketeers!
In Labs this month,
we'll look at two opposite ends
of the game spectrum. We'll
do a hands-on review of the

P e

A Player’s Guide to Power Peripherals
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need this?" It's about a hundred
bucks more than buying the

systems separately, and what e
you really end up paying for is | Fe——
the sleek, new design and the |

Some gamers just can't wait
until their favorite games are

B rcleased or upgraded. So, for
| all those Street Fighters and
mesl | Mortal Kombateers out there,

there's a handy solution from

| Tiger Toys called the Tiger

CDs. Then again, you could try
to sell your Genesis to make |

i Barcodzz.
up that hundred bucks. 1

Tiger Electronics is famous
worldwide for its handheld
LCD games that tie in to
every product imaginable.
There are now Tiger hand-
helds for most video game

Sega CDX, and at the other
end of the table, the Tiger
Toys Tiger Barcodzz, an LCD
game system that uses reg-
ular UPC barcodes. We also
have the word on Capcom’s

I characters, including Sonic,
CDX-essive? Mortal Kombat, and Super
We've been waiting to Street Fighter I Tm:bu.

see the Sega CDX since But wait...there's more.

we first saw it at CES back Tiger also has a bar-code

. e LCD game that works like
in January. The unit is )

this: You power up and pass
small and truly compact. any bar code through the

It's about the same size
as a portable audio CD

reader. The bar code gener-

player. There's a-small Features: Steex, ha | price:  $24.95 ales 5t*|at5 tthI[hDGW?: UEI?J
loading CD unit for Gen- be:f"'f@snare . Tiger Electronics, ity
esis cartridges. Sald about me! Inc., 708/913-8100 with codes. Will your

favorite morning cereal win
against your favorite bag of
chips? Don't laugh. This is
such a big deal in Japan that
there are shows devoted to

On the plus side, it
comes with a Sega six-
button controller and
three discs, two of

which are the best CDs people getting the best bar
made by Sega (Ecco codes and wiping out the
the Dolphin and Sonic

CD). The old Classics competition.

CD is also included.
You can also use the unit as a
battery-operated audio CD
player, so you can play your
best music along with your
hottest games.

On the other hand, the CDX
can be used only on TVs with

Capcom is producing new
$9.95 six-button controllers
for both the Genesis and SNES
to launch simultaneously with

| Gapcom 6-Button Pad
- Type:  Joypad

' System:  Genesis and SNES
- Features: Pistol grip has tradi-

BEUaks o _ tional Street Fighter Super SF Il in July. Codevel-
audio/video-in jacks. There is six-button configu- | oped by Ascii, the controllers
no RF hookup. Another hin- ration but is sort of feature pistol grips styled for
drance is the system’s reliabili- awkward to hold. If | vour left hand, so your right
ty on an AC adapter. If this yourve got calluses | fingers are free to slap the
were a truly portable unit, then fo spare, though, the | S Figh figured
b tt {:k A mfsﬂgﬂt ! treet IJ ter-con igure
a" a ig‘ pa i ge g, Price:  $9.95 three-over-three buttons. Cool
allowing you to your _' ' | '
s el | Available: July mnteptland nice price, but
e | the feel is extremely hard to
The other drawback is the  Contact: Capcom, adjust to and may leave con-
unit's price. ffxt $‘3?9.99, the | Wﬂ-ﬂsﬂo trol-pad commanders longing
major question is “Do | really T ——— for a standard pad. @
158 GAMEPRD - July 1894



L&ﬂfn
= | "I
s

_,, FI.IGI'I'I'

DF ¥YOOR - -  LIFE.

..
In a far away galaxy filled with duglhzed cinematic sequences and SFX from the original
Star Wars trilogy, you take control nf the flight sﬂcg in Jaurﬂpecmluzed Rebel ships. Use the
Force to blast TIE fighters, AT- -ATs, Super Star Desirnyers, imperial Droid Units...and ultimately

obliterate the evil Empire with a®do-or-die trench-run dn 'he‘\ Death Star.

Join in the Rebel Assawlit...
w and fulfill your destiny.

1-900-454-4JVC g

75¢ each minute. If you are un 1?5‘9 sure , » “"'.' "
to get a parent’s permission befnre calling. 4

Requires a touch-tone telephone and isoply e« L% «
available in the U.S. Gall length determined by

user; average length is 3 minutes. Messages

subject to change wiffogt notice. o =
JVC Musical IndustrieseInc., Los Angeles, CA.

- e

GA

Rebel AssoulhdM & © L9937 Luc®®®Bris Entertainment Company. Used under

aut th WOFIZ "'-'rlil'h ..ﬂ._|| 16 h—ﬂ"' H""‘S ar Wars e I‘,.‘I;,'!I.'I"I i "!ldq"t'u'-._ r:|
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Simon Hill
This is the ultimate official strategy guide to the secrets
behind Sonic The Hedgehog 3! Sonic 3 is the best of the
series and this strategy guide will help you master every level!
As Sonic continues his adventures, you can help him fight off
all the menaces thrown at him by Dr. Robonik. This guide
includes over 4,000 screen shots to show you exactly what
you need to do to win! A must have for Sonic fans!!

ST/ Code: Sonic 3

Secret of Mana Official Game Secrets

Rusel DeMaria
The one and only strategy guide for Secret of Mana!
What is the secret of Mana anyway? What about the Mana
Fortress? And the Mana Beast? This complete guide will
answer all your questions with specific winning strategies
and tricks. You will also find statistics on all monsters,
weapons, items, and bosses along with full-color composite &
maps of major dungeons, castles, and caves! ¢

$14.95
Code: Mana ERIFBGEE

Seqga Genesis and Sega CD Secrets, Volume 5

Rusel DeMaria & Jeronimo Barrera

 The best secrets for winning Sega Genesis and Sega CD
Games. Using your Genesis, beat all your friends at

Ecco the Dolphin, Battle Toads, X-Men, Road Rash,
Chakan, Shining Force, Flashback, and Streets of Rage |I.
And for your Sega CD, become the expert at Black Hole
Assault, Night Trap, Prince of Persia, Sherlock Holmes
Consulting Detective, Wonder Dog, Time Gal, and

much more!

$12.95
RIS ¢RI7aM Code: BK-12C
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Top Editors at GamePro!

Super NES Games Secrets, Volume 4

Rusel DeMaria

The Unauthorized, Uncensored Guide
to the Latest and Greatest Games for
the Super NES! Beat all your friends
at Super Strike Eagle, Super
Battletoads, Bubsy, Final Fantasy |I,
NCAA Basketball! This guide also
includes special sections on Street
Fighter Il and Super Star Wars!

401 pages

$12.95

CRIPS € RTVER Code: BK-13C
Super Mario World Game Secrets

Rusel DeMaria & Zach Meston
Become the Expert! A complete
guide filled with hundreds of secret
tips, passwords and strategies to
help you beat all your friends at
Super Mario for the Super NES! A
must have for Super Mario fans!

L

MARIO
K\: ORD
GAME SECREDS
’

278 pages
$12.99
Code: BK-4

51/2X81/2"

-------—--------------ﬂ—.-------------------——d————------

EAMEPRO Products Order Form

To Order:
Fill out product order form and mail to:

GAMEPRO
P.O. Box “P”
San Mateo, CA 94402

Sega Genesis Games Secrets, Volume 6

Rusel DeMaria, Jeronimo Barrera &

Tom Stratton

This is the ultimate collection of the
hottest tips and strategies for the
toughest games out there! Maser all

| the games including NBA JAM, Lethal
Enforcers, Mortal Kombat, Aladdin,
Sonic Spinball, Jurassic Park, Eternal
Champions, Street Fighter II: Special
Champion Edition, Gunstar Heroes, John
Pl Madden '94, and many morel!
$12.95

RIre G- RIVAE Code: BK-12D

Sega Genesis Games Secrets
Greatest Tips, 2nd Edition

Editors of GAMEPRO Magazine

Your score will soar with this complete
collection of 1,000 of the hottest tips and
tactics for over 200 Sega Genesis titles!
Thrash your friends at Ecco the Dolphin,
Sonic the Hedgehog 2, Teenage
Mutant Ninja Turtles: The Hyperstone
Heist, Flashback, The Terminator,

8| Road Rash [l and many more!

GiGA GENESLS
e

$12.95

51/2X81/2"

Code: BK-16A

_-—————-——-----_h—————-——----h-—————————F-—-----h_______——-—-

* Complete the Order Form

* Add $2.95 for shipping and handling for each book ($4.50 to ship to Canada, $7.95
to ship outside U.S.). Add $1.00 for each additional book.

* Add sales tax, residence of CA, IL, and NJ only (CA = 8.25%, IL = 6.25%, NJ=6%)

.J Check/Money Order JVISA  [J Master Charge Qty. Code Unit Price Total
Credit card No. Expiration:
Signature:
Name:
Address:
City: State: Zip Code: Subtotal
Please allow 6 - 8 weeks for delivery. s;::r:; (CA=8.25%, IL=6.25% NJ=6%)
Grand Total (V.S. dollars only)

SP7/94
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For the sequel to last year's hit
action game, Accolade is work-
ing on new worlds, including
two where Bubsy flies vehicles
in a shooting frenzy. A new
bonus game, the Armadillo
Drop, has Bubsy maneuvering
his armadillo friend so he won't
get squashed by a truck. A new
feature enables a second player
to join in as the lovable/obnox-
jous Bubsy Twins.

(Available August)

“ f_.

The stnmach churnmg aﬂtms
of TV's funniest (and goriest)
cat-and-mouse team come to
the Genesis. Itchy the mouse
torments his feline foe in the
riotous side-view action first
seen on “The Simpsons.”
Among the settings are a con-
struction site, the Wild West,
and an underwater level. Dyna-
mite and giant mallets are
among the destructive duo’s
weapons. SNES and Game
Gear versions are also due out
this year.

(Available Winter '94)

5 years ago in GamePro...The hot Short Pro-
Shots included Mega Man |, Strider, and
Wizards and Warriors Il - all for.the
Nintendo Entertainment System.

162

GAMEPRD

The Sly Stallone/Wesley
Snipes 1993 action flick
explodes onto the Genesis
this summer. The story line
- of this 16-meg side-view
~ action/adventure game fol-
- lows the movie: A tough cop
~ hunts down a diabolical vil-
lain in a setting of urban des-
olation. The hero bungee
jumps off rooftops, climbs
ropes hand over hand, and
blasts away with high-pow-
ered weaponry. Versions for
the Sega CD, SNES, and 3DO
are also due soon.

(Available September)

scattered parts of a powerful
weapon. Opposing him is the
Skullmaster, whose minions
await in 50 international cities.
Two players can team up
against the Skullmaster, or
they can go head to head and
sabotage each other’s attempts
to find and assemble the super
weapon. Colorful graphics cap-
ture the flavor of each city.

(Available August)

Mighty Max
(Ocean)

The pupular Saturday m-::nrmng
cartoon comes to video game
life in this side-view, multi-

scrolling action/adventure

game. The 11-year-old Mighty
Max travels through time and
circles the globe to find the

July 1394



The Great Circus Mystery
Starring Mickey & Minnie

Quest's engine into a new two-
player adventure. On a date to
the circus, M&M discover that
it's not just the circus food
that's rotten, it's the clowns,
the animals, and all the other
performers. M&M have new
power-ups, including a ghost-
bustin’ vacuum, a Mountain
Climber suit, and a Broom-
Handled Horse for extra-high
bouncing. Expect cameos from
Donald Duck and others.

(Available August)

Demon’s Crest: Super
Gargoyle’s Quest

(Capcom)

Firebrand returns in a side-
scrolling 12-megger that more
closely resembles the action-
packed Ghouls 'n’ Ghosts

T -
games than the action/RPG of
the GB and NES Gargoyle’s
Quests. An overhauled look for
the gargoyle guy complements
some spooky backgrounds.
Firebrand can morph into differ-
ent gargoyles with varying abili-
ties, such as swimming
underwater and enhanced flying.

(Available September)

Normy’s Beach
Babe-0-Rama

(Electronic Arts)

-

IR 5. 003200) I & G
EA’s side-scrolling platform
game’s even wackier than its
title suggests. Off-the-wall
humor pops up everywhere in
this eight-meg, one-player cart
as beach bum Normy tries to
save Daphne, Bambi, Moon
Unit, and three other kidnapped
beach goddesses. Normy’s
search takes him to eight
worlds and 29 levels, including
medieval England, the caveman
era, and the future. Along the
way he uses such weapons as
a chicken hammer, frozen
yogurt, and cherry pies.

(Available Now)

GAMEPRD
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evil spirits, and her pal Rocky
the Raccoon, whom Pocky can
throw like a hand grenade.
Among the special weapons
and moves are the abilities to
fly and dig tunnels.

(Available July)

Speedy Gonzalez

Takara will be delivering 24
megs (perhaps even 32 megs)
of Samurai Shodown to eager
fighting fans by Halloween.
Takara promises to make the
two-player home version a
faithful replication of the
NeoeGeo original, with all 12
characters present for hand-to-
hand combat on 13 levels.
Shown here are early screens
of what's shaping up to be a
huge game.

A
a1 A

Having conquered the Game
Boy last year, the popular som-
brero-wearing cartoon mouse
gets 12 megs of fast-paced
action and 16 colorful levels on
the SNES. Subtitled Los Gatos
Banditos, this one-player game
features fast and frantic run-n-
jump thrills. The side-view,
multi-scrolling action takes
Speedy to the high seas,
deserts, and mountains in his
quest for cheese. Special
sneakers give him extra accel-
eration, and hot sauce enables
him to breathe fire. Look for
cameos from other Looney
Tunes characters.

(Available October)

Nine stages of two-player
action/adventure await in the
sequel to 1993’s popular Pocky
& Rocky. This arcade-style,
overhead-view 12-megger
brings back Pocky, the young
girl who removes spells and
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Spider-Man/Venom:
Maximum Carnage

(Acclaim)

W pryfirg | ll.i-ll.

Acclaim extends its Marvel
Comics connection with this
new action/adventure title. The
16-meg game follows two
divergent paths, depending on
whether players choose Spidey
or Venom as their hero in their
fight to block Carnage’s plans
for world domination. Joining
the Marvel-ous cast are Cap-
tain America and Death Lok.
Expect a “Mortal Monday™-
style event for the release.

(Available August)

Virtual Bart
(Acclaim)
@E‘T LI TIMEL: 379

a

Bad boy Bart Simpson does
some time traveling in his first
16-meg game. Wildly innova-

164

a virtual reality machine creat-
ed for a Springfield science
fair. When Bart accidentally
stumbles into it, he’'s senton a
series of interdimensional
journies. Get ready for Jurassic
Bart, Bart the pig, and Road
Warrior Bart, with perspectives
that switch from a side view to
a behind-the-Bart view.

(Available July)

— i X, N
Ox020 <O D2 E083
Titus calls this the first “iso-
metric 3D platform game,” and
indeed it does look different.
Max is a rock star trying to
restore the music that's been
hanned from his planet, a
quest that takes him through
630 rooms of the Mega Hero
Academy. The voluminous
game play features many
unique puzzles and challenges.
Along the way, Max uses items
like bombs, swords, maps, and
bouncy springs.

(Availabie Now)

GAMEPRO

Sonic Spinball

(Sega)

He's fast, he's cheeky, and
he’s blue. He's also Game
Gear-bound this fall. As in the
previous Genesis version, in
this four-meg handheld
game, Sonic the Hedgehog
must spin, flip, and fly
through Dr. Robotnik’s Pin-
ball Defense System in order
to destroy the terrifying Vol-
cano Veg-0-Fortress. The five
rounds of side-view pinball
action include the Toxic
Caves, the Lava Powerhouse,
and The Machine, with Bonus
Cages as the sources for
Mystery Eggs.

(Available Fall 94)
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(Titus)

Sam the Prehistorik Man is
hungry. Subtitled Raiders of
the Lost Nosh, this one-player
game puts Sam on the trail of
his dinner, but unfortunately
that trail winds through a
dinosaur-infested jungle. His

July 1394

weapons include a club, ax,
and hammer, plus Sam can fly
a hang glider. The ten levels of
side-view platform action fea-
ture big bosses.

(Available Now)



Battletech (Absolute)

Bubba "N’ Stix
(Time Warner Interactive)

Fatal Fury 2 (Takara)

The Incredible Hulk (U.S. Gold)
The Jungle Book (Virgin)
Liberty or Death (Koei)
Shining Force Il (Sega)
Streets of Rage 3 (Sega)
Super Street Fighter |1 (Capcom)
Virtual Bart (Acclaim)
World Heroes (Sega)

Shipping in July

Sega CD

ESPN Baseball Tonight
(Sony Imagesoft)

Who Shot Johnny Rock?
(American Laser Games)

Super NES

An American Tail: Fievel Goes
West (Hudson Soft)
Clay Fighter Tournament Edition
(Interplay)

Elite Soccer (Gametek)

ESPN Baseball Tonight
(Sony Imagesoft)

Fun 'n’ Games (Tradewest)

The Jungle Book (Virgin)
Pocky & Rocky 2 (Natsume)
Speedy Gonzalez (Sunsoft)
Super Street Fighter Il (Capcom)
Virtual Bart (Acclaim)

300

Demolition Man (Virgin)
Star Control I
(Crystal Dynamics)

Jaguar
Club Drive (Atari)
Doom (Atari)
Redline Racing (Atari)
Wolfenstein 3-D (Atari)

The Jungle Book (Virgin)

.\'- . e ' T I, 1] r
Laine ool

Elite Soccer (Gametek)
The Jungle Book (Virgin)
Power Rangers (Bandai)
otop That Roach! (Koei)

Taz-Mania (Sunsoft)

Game Gear
The Incredible Hulk (U.S. Gold)
The Jungle Book (Virgin)

Advertisement

WE PAY TOP POLLAR \|
FOR YOUR GAMES! =

CALL NOW FOR CURRENT PRICING!

800) 336-6843

10AM-5PM EASTERN TIME__ P54

BEST PRICES
IN THE
COUNTRY -
UPMTE'D

HERE’S HOW IT WORKS: STANDARD
Call us with a list of your games in alphabetical order. We'll give you a price DISCLAIMER
for each game or a package price for all. Keep in mind that you will be paid
more for your games if you have the instruction book and the box for each. STUFF=

You'll get an authorization number over the phone which guarantees our
quote for seven days. Pack up the games and send them to us right away by
registered mail or U.P.S. with the authorization number on the label. WE”
send you a check on the same day we receive your games. That's it!

Qur address is: CAMBRIDGE/AMHERST
2558 Delaware Avenue, Buffalo, New York 14216

We have the right to refuse any
purchase. The games sent to us
must be in good working condi-
tion and free of physical damage
or we will return them to you at
your expense.

GAMEPRO
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No purchase necessary. Void where prohibited. Must be 20 or younger. Official rules
available at participating BLOCKBUSTER VIDEO stores or call 1-800-827-7792. Some games
may contain malerial inappropriate for children. Please refer to manufacturer’s rating label
and use parental discretion. BLOCKBUSTER VIDEO name and design are registered
trademarks of Blockbuster Entertainment Corporation, Fi. Lauderdale, FL 33301,
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. Prior to the release of Project
- Reality late in 1995, Nintendo
will launch a “virtual reality”
- 32-bit system. Developed in .

cooperation with a yet-

unnamed American company,
- the new machine sports its own
built-in monitor (but no goggles
or other gadgets usually associ-

ated with VR technology).

Priced below $200, the unit : §
- may be the next generation of i
- portables from Nintendo. Ques- ©
- tions of crossplatform compati-

- bility have yet to be answered,
- and Nintendo is not forthcom-

- ing with details. The system will -

- debut at the Shoshinkai show in

- Japan this November, and
launch is set for Spring 1995 in
Japan. No U.S. release date has -

- been announced.

Mega Man Comes

" _I_-."' P T A i e
0 Genesis.

. Mega Man: The Wily Wars :

is rushing to Genesis screens

this fall, boasting a 12-meg all-
- star collection of three classic

- games, Mega Man 1-3 for the
NES. The Wily Wars represents
more than 30 levels of robo

rampage, with redrawn graph-

ics and rescored sounds.

MM: TWW leads off a jam-
- packed lineup for Capcom.
Other new titles include Cap-
- tain Commando, a two-player,
- 16-meg SNES translation of the

- arcade side-scroller where play-

ers waste the Scumocide gang - will be run out of six different

-~ trailer-truck convoys at small

- with some hot Final Fight-style
techniques. Mega Man V for
Game Boy features all-new boss
-~ characters and levels, an all-new

- story line, and at least some

- compatibility with the Super
- Game Boy. Later comes Siam

. Masters for the Genesis, a 32-
“meg conversion of the wrestling -

- coin-op due in December. Final-

l}£ The Punisher for Genesis, a : ]JIEI.}’DH. Fach sites winner gets a

16-meg, two-player-simul arcade
port due next January, features

- the Punisher, Nick Fury, punch-
ing, and gunning,

¢

Mario All-Stars, The Lost

Levels, and Super Mario Kart.

The top ten qualifiers at

each of the 140 locations will be

- invited back for the Sunday

free ride to the finals at Sea
World in San Diego, California,
on November 18-20. To find

- out when Power Fest visits your

area, call Nintendos customer-
service line at 1-800-255-3700.

‘ ; o R

5 years ago in GamePro...We reported on'the
Winter CES in Las Vegas (some things never
change). Remember the NES Power Pad,
Minja Gaiden, and Operation Wolf?

Al it i Ar

Nintendo Seek!
TR —p——
jf&;? .iq;-'ilf_:.!:!:ﬂ';_".g

- As you may have already dis-

covered, Nintendo has again

started a nationwide sweep to
find the best gamers. The tour

outdoor locations, rather than
the arena set-up of previous

- years. Competitors will go

against the clock from Friday
at 2 p.m. to Sunday at 4 p.m.
on a specially constructed cart
of Ken Griffey Jr. Presents:

Major League Baseball, Super

GAMEPRD

Sega is red hot right now, so
its no wonder that Hollywood
giant MGM has agreed to a

deal that will create a lineup of

“media products.” What
exactly are “media products™?
Interactive media titles, televi-
sion programs, and motion-
picture titles, according to a
press release. The deal also
gives Sega room to create
games out of upcoming MGM
and United Artists movies.

e July 1994
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Commodore International
announced that its board of
directors has “authorized the
transfer of its assets to trustees :
for the benefit of its creditors,” :
which liquidates the company

- and essentially puts it out of

business. Commodore was at .
the forefront of the personal-
computer revolution in the '70s
and '80s but lost ground to IBM
and Apple. Recently, Com-
modore released its CD32 CD
system — the speculation is that :
another company will pick up
this product line. Calls to Com-
modore’s offices at press time
went unreturned.

In conjunction with Sega, :

Acclaim announced that it’s
the first company signed up to
use Segas revolutionary “Titan™

- hardware. This hardware forms

the foundation of Sega’s 32X
and Saturn platforms, featuring
“3D computer graphics and
realistic sound.”

Acclaim says it will use
Titan technology and its own
award-winning motion-capture
- technology to create its first
- arcade game, Batman Forever, :
based on the soon-to-be-
released Warner Bros. film that

again stars Michael Keaton. Fol- :
lowing the 1995 coin-op release, -
Batman Forever will make its
way to the various home car-
tridge systems.



Win

[J The Uitimate
1 Gaming Rig!! 31800000 pprizes
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You have the POWER. In this contest you don't rely on the luck-of-the
draw. You determine if you win or not. You win by outscoring others in a game of
skill. Can you solve the puzzle below? Then you have what it takes. It looks simple,
but it's only the start, Each of five more puzzles gets a little harder. But this time it's

all up to you. Stay in to the end with the highest score and the gear is Ynurs.
With whatever options you want. Do you have what it takes? Then play to win!

Video Game Contest. Piagun the high-tech cuttin ed&e with this line-up:
Super NES with Super Scope, Sega Genesis with CD-ROM and Menacer,
Panasonic 300 and Atari Jaguar (not shown). Get all four or trade the ones you
don't want for CASH! Bonus options include: Sega Virtual Reality Helmet,
33 monitor, $1,000 in games, cash, aceessories and more!

Media Rig Contest. The Ultimate Gaming Environment, 40 inch monitor,

-
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TENTEATAINMENT STY@TEM

130 watt receiver w/ Dolby Pro Logic Surround Sound, Infinity speakers, subwoofer,
CD player, graphic EQ, dual cassette and laser disc. This rig will blow you away
(literally!)!! You'll not only see but feel it too!

We're taliin’' GAMING HEAVEN!

Directions. Fill in the Mystery Word Grid with words going across that spell
out the Mystery Word down the side. Hint: use the Mystery Word Clue.

In the future. There will be four more puzzles at $200 each and one tie-
breaker at $1.00 which will be sent to you by mail. You will have 3 weeks to solve
each puzzle. We don't know how many will play but typically 61% will have the
highest score possible score to Phase |, 43% to Phase II, 36% to Phase Ill, and 32%
to Phase IV. The tie-breaker determines the winner. if players are still tied they will
each receive the grand prize they are playing for.

WORD LIST and LETTER CODE chart
ENTRY ....W CHASE.....G WINGS .....
MAJOR ....H MICRO....M DREAM.....
METER ...... F QUEST....O TURBO......

iiiii

RANGE ....A TOWER .....

llllll

MYSTERY WORD CLUE: WORLD RULERS HAVE IT, IT COMES OUT OF AN
OUTLET AND IN THIS CONTEST YOU HAVE IT!

ENTER ME TODAY, HERE'S MY ENTRY FEE:

[ 1($3.00) Video Game Contest
[] ($3.00) Media Rig Contest

Yes!

[ ] ($5.00) SPECIAL! Enter Both (SAVE $1.00) %
Name g
Address :
City State Zip \

©/

I]g SEND CASH, M.0., OR CHECK TO:
PANDEMONIUM, P.0. BOX 26247
MINNEAPOLIS, MN 55426-0247

VOID WHERE PROHIBITED = ENTRY DEADLINE: POSTMARKED BY JULY 30TH, 1994 » ENTRY FEE MUST BE INCLUDED
Only one entry per person. Employees of Pandemonium, Inc. and its suppliers are inefigible. Judges decisions are final,
Where judges are in error the sponsor’s liability is limited to the amount of entry fees paid. Not responsible for lost, delayed
or stolen mail. Open to residents of the U.S, its terntories and Canada. You can request Winners List and Official Rules by
writing Pandemaonium, Inc. 7202 Washington Ave. 5., Eden Prairie, MN 55344, Merchandise names and models are
trademarks of their respective companies who have no affiliation with this contest. © 1994 Pandemonium, Inc.




3D0 News

shipped to 10,000 stores.

~In a related story, 3DO : =
“announced an agreement with <
;Tushiba to create a portable :
:3DO system for use in cars, pos-
sibly providing maps and other

navigational features.

SF Il Movie Update

écapwm has confirmed that

actor Raul Julia, best known as e ehite gt i
; . Bad guy Bison gets a star in

- movies, has been signed to play folywaos.

- " New SNK/Neo*Geo
‘upcoming Street Fighter II :
“movie. Julia joins Jean-Claude :

. Gomez in the Addams Family

‘M. Bison, the villain in the

Nintendo

1. Mega Man &

2. Teenage Mutant Ninja Turtles:
Tournament Fighters

3. Kirby's Adventure

4. Ren & Stimpy Show: Buckeroos
5. Tetris 2

6. Mario's Time Machine

7. Mickey's Adventure in Numberland
5. Jurassic Park

9. WWF King of the Ring

10. Zoda's Revenge: Star Tropics ||

Speaking of Van Damme,

Hot on the heels of its success- the Hollywiood Gece pager Vﬂl:‘l—
ful launch in Japan, The 3DO ety has reported that he will
Company annnur;ce 1 il . receive between $7.5 and $8
has pressed its one-millionth miltion for his part in the movie.
. CD for the 3DO Interactive That acoounts for a good chunk
E-Multiphyer. This milestons is - of the nearly $35 million bud-

Hardware

- Van Damme, who plays the : With rumors flymg about a new,

hero, Guile.

- souped-up Neo*Geo, SNK

- says it will introduce advanced
- arcade hardware. According to
- SNK sources, the new hardware -
~ won't be an improvement of the
- Neo*Geo as much as it will be @ 55
. “new technology,” resulting in © [
one new game a year .
‘a clear sign of a strong 1994, gﬁ;ﬁ? glm 1]5;6{11.13 to be
' claimed Hugh Martin, CEO of i _ e
3DO. Indeed, the Japanese
launch saw 70,000 units

Sega Gives Gamers
A Sporting Chance

~  In an effort to increase the
. - impact of the Sega Sports
. brand, Sega is offering special
. system configurations, each fea- -
- turing one of Sega’s hardware
- products matched with sports
- software,
| | Sports System ($229.99)
~includes Joe Montana’s NFL
8 : Football. The Genesis Sports
& | System ($149.99) includes
"~ | NFL Football '94 Starring Joe
~ Montana, two control pads, and

- a bonus Sega Sports Seat Cush-
ion. Last but not least, the
. Game Gear Sports System
- (5149.99) features a special
- “cool blue” Game Gear, a
* World Series Baseball cart, and  other personnel to complete the

a Deluxe Carry-All bag. These many projects its undertaking.

The Sega CD

- combo packs will be available |
-~ only for a limited time. :

— = S S—— P— = -
._.Iu__. B - i mem L R

R el Imsm
~ get Joe’s advice.

Time Warner’'s
Family Reunion

“In a move that consolidates its .
various multimedia ventures,
Time Warner has merged
' Time Warner Interactive
- Group, Atari Games, and -
Tengen under a common -
“umbrella called Time Warner -
~ Interactive. :

Contrary to speculation -

- that the consolidation would
result in layoffs, a Time Warner
. Interactive spokesperson said
 the new company would actual- -
ly hire new programmers and

”Top 10 Video Game Rengals

Super Nintendo
1. NBA Jam
2. Super Metroid
3, Ken Griffey Jr. Presents MLB
4, Clay Fighter Tournament Edition
5. MLBPA Baseball
6. Star Trek: The Next Generation
7. Mortal Kombat
B. Mega Man X
9. ESPN Baseball Tonight

10. Rocko's Modern Life

Sega Genesis

1. NBA Jam

2. World Series Baseball
3. Yirtua Racing

4, Sonic the Hedgehog 3
5. NBA Action '94

6. NBA Showdown

7. Mortal Kombat

&. Eternal Champions

9. ESPN Baseball Tonight

10. Star Trek: The Next Generation

Sega CD

1. Mortal Kombat

2. Rebel Assault

3. Tomcat Alley

4, Rise of the Dragon

5. Dark Wizard

6. Mansion of Hidden Souls
7. NHL '24

8. Revenge of the Ninja

9. Dragon's Lair

10. Wing Commander

This information was provided exclusively to GamePro courtesy of Blockbuster Video.
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CHIPS & BITS

PO BOX 234 DEPT 10079
Call 802-767-3033

4 Way Play Adaptor $29
& Button Arcd Pwr Stk $39
& Button Control Pad $19
Arcdian Jystk GButton $54
F-16 Wirlss Cntrl Pads $42
Genesis Activator &7
Gen CD Sys2CD $229
Genesis CDX Systm $399
Genesis Systm 2 core $99
Genesis Sys Sonic 2 $129
Genesis Team Playr 2 $32
Mars 32X System  $149
Mega Mouse $32
Power Plug 534
Remote Arcade Pad $19
Remote Arcade Sys  $36
5G Program Pad 2§32

GENESIS KICK & PUNCH

Clayfighter 552
Couble Dragon 5 $56
Dragon 356

Eternal Chmpn MA-13 $58
Fatal Fury 2 MA-13  $56
Juggemauts:Nw Brd  $56
King of Monstars 2§54
¥ung Fu:Legnd Contn $56
Mazin Saga £39
Mortl Kmbt CD MA-17 546
Maortal Kombat 2 2B9
Ninja Warriors CD 49
Power Instinct 352
Hise of the Robots CD 346
Streets of Rage 3 $59
Super Street Fightr 2 $69
TMNT:Tournam Fightr $56
Warld Heroes 2 556

GENESIS ROLE PLAYING

Battlatech 554
Dominus =40
Dungeon Master CD 544
Eye of Beholder CD 556
Genghis Khan 2 359
Heimdall CD GA 544

Lunar 2 CD 52
Might & Magic 3 $50
Phantasy Star 4 $69
Pirates 3486

Powarmonger CD 543
Revngr of Vengnc CD $44
Shining Force 2 554
Vay CD 549

GENESIS SIMULATIONS

AH-3 Firehawk CD GAS44
Al Unser Jr Racing  $46
Bafttle Corps CD Had
Chaoplifter 3 $49
Combat Cars $39
Formula 1 GP CD GA $49
Harrier Assault CD 345
Megarace CD S44
Monster Truck Wars $49
Nigel Mansell WCR  $46
Cutrunners &80
Powr Mdl:Euro Rc CD 544
Rock & Roll Racing 549

SeaQuest DSV $586
Skitchin' MA-13 B2
Speed Racer $49

Super Battietank 2 CD $44
Super Offroad Baha $54
Tomct Alley CD MA-13%49
Top Gear 2 46
Virtua Racing GA 79
Wing Commnder CD $49
World Chmp Rally CD $44

GENESIS ADVENTURE

Addams Family ha4
Alien Trilogy CD $52
Astrix & Grt Rscue GA $49
Batman Returns CD  $42
Beavis & Butt-Head 4§54
Blades of Vengeance $42
Bubba & Stix CD 44
Bubsy 2 $52
Castle Wolfenstein 3D 554
Chuck Rock 2 CD GA 544
Demolition Man CD  $54
DinoBlazer CD 56
Dracula Unleashd CD $43
Dragons Lairor CD 549
Dragons Lair 2 CD  $52
Dune:Battle for Amrakis 549
Fire Team Rogue $59
Golden Axe 3 549

Goofy 549
Hurricanes 352
Impossible Mission  $54
Incradible Hulk 554

Incredible Toons CD  $49
Interplanetary Lizards $49
Itchy & Scratchy %43

Jungle Book $56
Jushce League £56
Lawnmowr Man or CD $52
Lion King 554
Mansn Hiddn Soul CD $49
McDonald Land 542

Mickys Magical Cluest 554
Out of this Wrid or CD $49
Pirats of Drk Watr GA $54

Pitfall 352
Popeye 546
Prince of Prsia MA-13 %49
Radical Rex 549
Retum to Zork CD 249
RoboCop 3 544

Rocky & Bullwinkla  $46
Rolling Thunder 3 544
Secrt Monky Isind CD $42
Shadow Beast 2 CD $52
Sonic Hedgehog CD  $42
Sonic Hedgehog 3 GA $54
Space Ace CD §52
Space Pirates CD $49
Spiderman & X-Men $42
Star Trik Next Gen GA $49
Star Trek:Dp Space 9 $56
Sylvester & Tweety  $54

Time Trax 352
TinHead 49
Tom & Jerry 540

¥Young Indy Jns Chron $43
Zombies Ate Meighbrs 542

GENESIS SHOOTERS

Crime Patrol CD $49
Drug Wars CD $49
Exo Squad £56
Gauntlet 4 42

Lethl Enf w/gn MA-17 $66
Lethl Enfoc wign CD  $59
Lode Runner CD $46
Mad Dg McCree 2 CD $49
Microcosm CD MA-13 $49
Robo Aleste CD 536

Skaloton Kraw £46
Soul Star CD $44
Subterrania GA $£49
Third World War CD %39
View Paint $54

Andre Agassi Tennis 539
Barkley Basketball GA 549
Bill Walsh Coll FB CD %39
Brett Hull Hockey 354
Championship Pool  $48
College Football 94  §52
Double Dribble 552
ESPN Bsball CD GA $49
ESPN Football CD 549
FIFA Internatnl Scr GAS52

Hardball 4 556
Jamm K S56
Kick Off 3 £52
Links Pra Golf CD 256
MLBPA Baseball 552

MLBPA Grnd Sim BB $54
Mutant League Hoky 344
NBA Basketball CD $49
NBA Jam Session GA $54
MBA Showdown GA $52
NMHL Hockey 94 CD 549
PGA Tour 2 GA 546
PGA Tour 3:Euro GA %49
Pebble Baach GIf GA $44

Pele Soccer 2 249
RBI 94 GA 852
Tecmo Baseball £54
Tecmo Hockay 354

Tecmo Super Bowl GAS44
Unnecessry Roughnss $56
Vitale Basketball 852
WCW Super Brawl 549
WWFESW:Rg Cg CD $42
Wimbledon Tennis GA $39
Winter Olympics $54
World Champ Soccr 2 $46
World Cup USACD 548

GENESIS STRATEGY

Aero Biz Supersonic 59
Caesars Palace £49
Columns 3 GA 546

Fax 802-767-3382

ROCHESTER, VT 05767
Source 10079

‘FATAL FURY 2’
Rejoin brothers
Andy and Terry
Bogard with Joe
Higashi as they dis-
cover that Fatal
Fury was a warm
up! Now they face
the meanest, most
dangerous fighters
ever assembled.
Unique 3D move-
ments enable you
to move and fight in
both foreground

,H
e
=

GENESIS

: 7 and background.

t:%" 3 Offers huge graph-
(7 ics and fast anima-
tion, $56

L AT

‘SUPER STREET FIGHTER II’ Take control of the original 12
street fighters with new looks and special techniques. Also four
new fierce challengers. Offers 1 or 2 player, and upgraded special
moves for the 12 classic warriors. $69

‘DARK WIZARD’
In all of Cheshire the
kingdom of Quentin
is the last stronghold
against the forces of
darkness. But it's
king has been killed
in battle and
Cheshire des-
parately needs a
successor. Play your
way through as one
of the four main char-
acters. OQutfit your
army and see the de-
velopment firsthand.
Stunning cinematics
for this multilayered
struggle. CD $43

SdCa

‘SONIC THE
HEDGEHOG ¥
stars the most
popular  video
game personality in
history and fea-
tures new Badniks
for Sonic and Tails
to rescue. Also fea-
tures 7 all-new lev-
els, never-before-
seen special
stages, 1 or 2
player, split-screen
action, 16 Meg car-
tridge with a new
game save feature
and new powers-
up and moves. $56

Streetfiter 2 Turbo Ed $59
Super Street Fiter 2 $69
TMNT:Tournam Fightr $56
WCW Super Brawl  $49

Dune CD GA

Family Feud 549
Jeopardy 2 (Deluxe) $49
Jeopardy Sports Editn $49
Liberty or Death GA  §59
Mobunaga's Ambt GA $49
Operation Europe 62

Risk CD $52
Romance 3 Kngdms 3 $59
Shanghaii 2 GA $44

Star Wars Chess CD 546
Super Battlaship 543
Warrior of Rome 2 554
Warrior of Rome 3 CD 554
Wheel of Fortune CD §52
Wheel of Fortune 2  $49

SNES HARDWARE

Championship Joystk $56
Comp Cpcm FP SF2 $59
Lethal Enforcers Gun $18

Power Plug 534
Pro Action Replay 79
Program Pad £32
Super Link 20
Super Multitap s32
Super Nintendo Sys $139
Super Scope 354

Wirelass Control Pad  $42

SNES ADVENTURE

Addams Family Values$54

Aladdin $54
Aliens 3 $49
Arcus Odyssay 54
Beauty & the Beast 556
BlackThome 52
Bubsy 2 $56

Bugs Buny:Rbt Rmpg $56
Captain America $42
Castle Wolfenstein 3D $54

Crazy Chase $52
Death of Superman  $59
Demalition Man $56

Flintstones Movie 554
Impossible Mission  $56
Joe & Mac 1 or 2 %49
Jungle Book §56
Knights of Rnd Table $56
King Arthur's World %39
Legnd of Mystl Nnja 2 $56
Lion King £54
Mega Man X 556
Ren & Stimpy Show 2 §52
Robocop Vs Termintr  $56
Scooby Doo $54
Sky Blazer $52
Spiderman & X-Men $49
Star Trek:Dp Space 9 $59
Super Adventure |sl 2 §52
Super Empire Strks Bk$55
Super Return of Jedi 359
Tales of Spike McFang$56

Untouchables $£52
Young Merlin £56
SNES SIMULATIONS
8 Hours $52
Aero Fighters $52

Al Unser Jr Racing  $52
F-1 Pole Position 52
Freaway Fly Boys 549
Mario Andretti Racing $52
Monstar Truck Wars $58

Pilat Wings §42
Red Line F1 $36
Speed Racer 852
Super Battle Tank 2 549
Super F1 2 £58

Super Off Road:Baja 549
Turn & Brn:No Fly Zn  $52

Wild Trax §56
SNES KICK & PUNCH
Akira §52
Battle Blaze 536
Clayfighter 2 $59
Double Cragon 5 $54
Fatal Fury 2 £59
Fighters Histary 58
Final Fight 2 549

King of Dragons $59
King of Monsters 2§54
Kung Fu:Legnd Contn $56
Mortal Kombat 2 569
Ninja Warriors £56
Power Instinct 554
Samurai Showdown  $59

World Heroes 2 559
Exo Squad 856
Fire Striker 152
Galactic Defenders 356
Kaboom £44
Lethl Enf wign MA-17 564
Super Metroid 356
Supr Sonic Blstman 2 $54
View Point $54
Wild Guns $54
7th Saga $56
Brain Lord 359
Equinox 252
Eye of the Beholder 2 $69
Final Fantasy 3 %64
Golden Empire $59
Inindo 556
King Arthur/®nts Justc $59
Lufia $54
Lufia 2 $56
Might & Magic 3 $59
Runes of Virtua £58
Shadow Run 856
Ultima & 859

Utma 7:Black Gate %64
Uncharted Waters 59
Unchrtd Wtrs Nw Hriz $59
Warrior of Rome 3 552
Wizardry 5 $59

SNES SPORTS

Barkley Basketball  $56
Brett Hull Hockey $49
Diamond Challenge  $52
FIFA Intematnal Socr $52
Hardball 3 $56
Kick Off 3 548
Kirby's Tee Shot §52
MLBPA Gmd Sim BB $62
Madden Football 94 852
Mega Man Soccer  $56
NBA Jam Session $62
NFL Team Heroes $54

$52

$54

Pele Soccer

Pro Sport Hockey

Slam Masters $59
Super Bases Loaded 2559
Super Goal! 2 £54
Tecmo Hockey $56

Tecmo Supr NBA Bbll $54
Troy Alkman Football $62
WCW Super Brawl 549
WWFSW2:Royal Rbl 559

Winter Extreme S54
World Soccer 94 $46
Zoo Ball 554

SNES STRATEGY

Aero Biz Supersonic  $59

Chessmaster %49
Fun N Games $52
Jeopardy Sports Edit $52
Liberty or Death £50
Loopz =46
Mario's Time Machineg 549
Metal Mannes 559
Monopoly a6
Operation Europe $62
Pac Man 2 349
Pinball Dreams $49
Romance 3 Kngdm 3 $59
Sim Ant 42
SimCity 546
Super Bomberman 2 $56
Super Solitaire 43
Utopia $49
Yashi's Cookie 46

Game Gr Sys Snc 2 5129

Aladdin GA £32
Ax Battler 521
Choplifter 3 $32
Desert Demo Rd Runr 529
Dragon 32
Incradible Hulk $34
Jurassic Park 336
Micro Machines $32

BUY 3 GET 1 FREE*

Visa/MC A;cepted. Checks Held 4 Weeks. Money Orders same as cash. COD $8. Defectives
replaced with same product. Most items shipped same day. Shipping times may vary. Price/
availability may change. All sales final. Call for details.
OVERNIGHT SHIPPING in US $4 per order.
order. 4-8 day Worldwide shipping $6 per item. Handling $2 per shipment.

Mail to Canada, PR, HI, AK, APO, FPO $4 per

Mortal Kombat 2 $39
MBA Basketball GA $32
NFL Joe Montana $36

Cutrun:Europa 232
Pinball Dreams 832
Psychic World 14
RC Grand Prix 29

Ren & Stimpy Show $32
Robocop Ve Termintr  §32

Shining Force 2 $36
Super Battle Tank GA $32
surf Minjas 5229
T2:Judgement Day  $29
Time Killers 832
Wheel of Fortune $32
X Men $36

Jaguar System $249
Alien Vs Predator 558
Barkley Basketball  $46
Battle Wheels 554
Bafttle fona 2000 F54
Breft Hull Hockey 546
Brutal Sports Football $56
Castlie Wolfenstein 3D $54
Checkered Flag 2 558
Club Drive $52
Dungeon Depths §£54
Eura Soccer Ghall
Evolution: Ding Dudes
Hardball 3

Hosenose & Booger
Jack Nicklaus Golf
Jaguar Forml 1 Racg
Kasumi Ninja

Raiden

Star Raiders 2000
Tempest 2000 §52
Tiny Toon Adventures $52
Ultimate Brain Games $56

REERSELLE

3DO System 5499
Battle Chess 546
Demaolition Man 556
Dragons Lair 2 52

Escape Monstr Manor $52
Kingdom:Far Reaches $52

Madden Football 349
Orion Offroad $52
Rise of the Robots 349
Shock Wave 356
Star Wars Chess 852
Total Eclipse §52

Wing Commander  $49

Meo Geo Gold Sys 3569

3 Count Bout $189
Alpha Mission 2 $129
Burning Fight $149
Fatal Fury 2 5199

Football Frenzy $129
King of Monsters 2 $169
Mutation Nation $149
Samurai Shodown  $199
Sengoku 2 $199
Ward Heroes 2 $199

HINT BOOKS

Gensis Secrt of Game 36
Sonic Strategy Guide $16
Turbo Grafx Secrets 310

*FREE
GAME
OFFER

Buy 3 in stock Super
Mintendo games and
choosa a 4th game from the
list below. Offer subject o
change or cancelation
without notice. Valid from
May 31st through August
31st or while supplies last.

Bulls V Blazers (SNES),
Gunforce (SNES), Kendo
Rage (SMNES), Super Play
Action Football (SNES),
Hook (SNES), Battle Blaze
(SNES).

GPO794
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In April, Alex Jebailey (SNES)
‘and Terry Autrey (Genesis) of
- Orlando, Florida, the two Block-
buster Video Game Tournament
- winners, visited GamePro head-
quarters in San Mateo, Calitor-
nia. Alex and Terry were treated
“to an afternoon of pizza, prizes,
games in the GamePro lab, and
exclusive tours of Capcom and
 Electronic Arts.
- Forty Blockbuster Video
stores participated in the 1993
- Video Game Challenge, which
“ended with a final competition
“at Disney World in Orlando,

June GamePro for more details

- Championship — you could be
- the next lucky winner!

At the Deadline

Early in May, Broder-

/7 bund and Electron-

. ic Arts called off the
~ $400 million merger announced

- in February. Brederbund, mak-

ers of the Carmen Sandiego

-~ series, will pay $10 million to
~ EA for nixing the deal.

TTl has announced
its ditching the 16-bit
hardware market but

-

//

- will continue to maintain a soft-
- ware library for the Duo and
. make repairs through autho-
- rized service centers. TTI has
-~ elected to use independent com-
- panies in the U.S. and Canada to
Florida. See pages 89-91 of the

provide for the release of future

-~ software for Duo owners.
“on the Official Blockbuster
Video 1994 World Game ' open to releasing future tech-
nologies, such as the oft-

- rumored 32-bit “Ironman”

TTI is leaving the door

- created jointly by NEC and
- Hudson Soft in Japan.

More Takara news:
Takara is bringing
Samurai Shodown

>

- to the Genesis in November in
~addition to the previously
~announced SNES and Game
- Gear versions, which will also

. be available then.

Sega and T+*HQ
have killed Time
Killers, the ultravio-

Z

- lent arcade game that TeHQ was
.~ hoping to bring to the Genesis
- this year. Originally announced
- for an early Spring '94 release

and then pushed back, it was

- nuked even though T*HQ had a
-~ final product. As for the SNES
. version, Nintendo quietly killed
 that earlier in the spring

— | Takara says its

// Transformers game

will no longer be

~ coming to the SNES. The game
- would've been released for :
- Christmas and would've utilized
- the SFX chip first seen in Star :
" Fox. Instead, the game will :

come out sometime in 1995 on

- several of the upcoming sys-
-~ tems, including one of the Sega

platforms, Project Reality, and :
possibly Sony’s PS-X machine.
DMA Design Ltd.,

; the company behind
the Lemmings series, :
has signed up to make games
for Nintendos upcoming Pro- -

ject Reality system.

Correction: In May's ProNews,
there was an error in our story
called “Project Reality.” We
noted that Project Reality carts
would “contain a minimum of
100 megabytes of data,” but it
should have read "100
megabits.” Whoops! Thanks to
David Dauria for the alert siren

via the Internet.
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SUPER NINTENDO SEGA CD-ROM GENESIS
AL UNSER JR. BATTLE FANTASY $41.00 AL UNSERJR. $44.00
BARKLEY SHUT UP/JAM $55.00 BATTLE CORPS $10.00 BARKLEY SHUT UP/JAM $55.00
BEBE'S KIDS $48.00 : BRUTAL 548.00 BEAVIS & BUTT HEAD £53.00
CLAYMATES sasoo |9ame discount warehouse| pypgansTIX $41.00 BRETT HULL HOCKEY $54.00
DEATH/LIFE SUPERMAN $60.00 DARK WIZARD $42.00 DUNE BATTLE/ARRAKIS $51.00
DEMOLITION MAN $56.00 (31 2) 736'531 5 DEMOLITION MAN $56.00 CEASARSPALACE $51.00
DRAGON £56.00 DEPT. G14 DUNE £47.00 CHAMPIONSHIPOOL $45.00
ESPN BASEBALL £52.00 PO. BOX 41936 CHICAGO, IL 60641 DUNGEON MASTER $42.00 CHOPLIFTERIII £43.00
ESPN SUNDAY F/BALL $52.00 ESPN BASEBALL $47.00 CLAYFIGHTER $52.00
FATAL FURY 2 $57.00 ¥ ESPN SUNDAY F/BALL $47.00 COLUMNSIII $45.00
FINAL FANTASY 111 $60.00 NEO*GEO ¢ JAGUAR EUROPEAN RACERS $39.00 DEMOLITION MAN $56.00
HARDBALLIII ss6.00 GAME GEAR ¢ GAMEBOY EI?E DFLHTHE BEHOLDER $59.00 DOULBLEDRIBBLE P.E. $53.00
HOME IMPROVEMENT £47.00 AMMER $44.00 DRAGON $56.00
INCREDIBLE HULK $53.00 TURBO - GRAFIX ¢ LYNA HEIMDALL $42.00 DRAGON'SLAIR $49.00
JAGUAR XJ220 $47.00 HOME IMPROVEMENT $39.00 DUNE BATTLE/ARRAKIS $51.00
JAMMIT sseo0 WE BUY USED GAMES  INcreDIBLEHULK $59.00 ESPNBASEBALL $52.00
JEOPARDY! DLX OR SPRT £49.00 INDIANA JONES $43.00 ESPNSUNDAY F/BALL £52.00
JOE & MAC 11 $48.00 DONT FORGET TO ASK ABOUT OUR INDIANA JONES ATLANTI $42.00 ETERNALCHAMPIONS §57.00
JUNGLE BOOK £56.00 GA JEOPARDY $47.00 FIDODIDO $44.00
KEN GRIFFY JR. MLB £47.00 BUDGET PRICED MES JURASSIC PARK $47.00 FATALFURY 2 §56.00
KING OF MONSTERS 2 $53.00 LETHAL ENFORCER $55.00 INCREDIBLEHULK $52.00
LEGEND $45.00 ST AR LINKS $56.00 JAMMIT $56.00
LETHAL ENFORCER $66.00 MANSION HIDDEN SOUL $49.00 JUNGLE BOOK $56.00
MEGA MAN X £55.00 WARS MEGA RACE $39.00 JOE & MAC $47.00
MLBPA BASEBALL (EA) $52.00 MORTAL KOMBAT $39.00 KING OF MONSTERS 2 453.00
MLBPA GRAND SLAM $59.00 3 _D NHL 94 §49.00 LETHAL ENFORCERS $66.00
MORTAL KOMBAT 11 $68.00 OUT OF THIS WORLD I §51.00 LIBERTY OR DEATH $59.00
NBA JAM £59.00 REBEL POWER MONGER £431.00 MEGA TURRICAN £45.00
NFL Q.B.CLUB $59.00 REVENGE OF THE NINJA $41.00 MLBPA GRANDSLAM $54.00
PAC MAN 2 $51.00 RISE OF THE DRAGON $44.00 MORTAL KOMBATII $58.00
PELE $49.00 ASSAULT RISE OF THE ROBOTS $41.00 NBA JAM $49.00
PIRATES / DARK WATER $52.00 SHADOW OF BEASTII $50.00 NBA SHOWDOWN $52.00
R-TYPEIII $58.00 39 00 SONICCD $319.00 P.G.A. EUROPEAN TOUR $52.00
RISE OF THE ROBOTS $56.00 o SOULSTAR $42.00 R.B.Il. BASEBALL'94 §52.00
ROCKO'S MODERN LIFE $51.00 STAR WARS 3-D REBEL $39.00 SKITCHIN' $44.00
SPEED RACER $56.00 MENTION THIS AD WHEN STAR WARS CHESS $41.00 SONIC THE HEDGEHOG 3 $56.00
STAR TREK: TNG $61.00 ORDERING FOR A SUPER BATTLETANK 2 $19.00 SPEED RACER $56.00
STEVEN SEGAL $59.00 THIRD WORLD WAR $41.00 SPIDERMAN & VENOM $54.00
STUNT RACE FX $55.00 FR.EE TOM CAT ALLEY $49.00 STAR TREK: NEXT GEN. $47.00
SUPER BASES LOADED 2 $58.00 CAI.ENDER OF TOTAL CARNAGE £52.00 STEVEN SEGAL £51.00
SUPER METROID $55.00 VAY $44.00 STREET FIGHTER 2 CH. $59.00
TECMO MLEPA BASEBAL $59.00 Ti_-ﬂ% WHEEL OF FORTUNE $43.00 TECMO MLBPA BASEBAL $59.00
UNDERCOVER COPS $57.00 |1 PRICES AND AVAILABILITY ARE SUBJECT TO WHO SHOT JOHNY ROCK $45.00 USHRA MONST. TRUCK $52.00
VIRTUAL BART $59.00 CHANGE WITHOUT NOTICE. VISA/MC/AMX WORLD CHAMP. RALLY $42.00 VIRTUARACING $84.00
VORTEX $57.00 ALL SALES ARE FINAL. WORLD CUP USA 94 £45.00 WORLD SERIIES B-BALL £52.00
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GAMEPRO is a publication of International Data Group,
the world’s largest publisher of computer-related infor-
mation and the leading global provider of information ser-
vices on information technology. International Data
Group publishes over 194 computer publications in 62
countries. Forty million people read one or mare nterna-
tional Data Group publications each month. International
Data Group’s publications include; ARGENTINA'S Com-
puterworld Argentina, Infoworld Argentina; ASIA'S Com-
puterworld Hong Kong, PC World Hong Kang,
Computerworld Southeast Asia, PG World Singapore,
Computerworld Malaysia, PC World Malaysia; AUS-
TRALIA'S Computerworld Australia, Australian PC World,
Australian Macworld, Mobile Business Australia, Network
World, Reseller, IDG Resources; AUSTRIA'S Computer-
welt Qesterreich, PC Test; BRAZIL'S Computerworld,
GamePro, Mundo I1BM, Mundo Unix, PC World; BUL-
GARIA'S Computerworld Bulgaria, Ediworld, Macworld
Bulgaria, PC World Bulgaria; CANADA'S Direct Access,
Graduate Computerworld, InfoCanada, Network World
Canada: CHILE'S Computerworld, Informatica; COLOM-
BIA'S Computerworld Columbia; CZECH REPUBLIC'S
Computerworld Electronika, PC World; DENMARK'S
CAD/CAM WORLD, Communications World, Computer-
world Danmark, LOTUS World, Macintosh Produktkata-
log, Macworld Danmark, PC World Danmark, PC World
Produktguide, Windows World; ECUADOR'S PC World;
EGYPT'S Computerworld Middle East, PC World Middle
East: FINLAND'S MikroPC, Tietoviikko, Teitoverkko;
FRANCE'S Distributique, GOLDEN MAC, InfoPC, Lan-
quages & Systems, Le Guide du Monde Informatique, Le
Monde Informatique, Telecoms & Reseaux; GERMANY'S
Computerwoche, Computerwoche Focus, Computer-
woche Extra, Computerwoche Karriere, Information Man-
agement, Macwelt, Netzwelt, PC Welt, PG Woche,
Publish, Unit: HUNGARY'S Alaplap, Computerworld SZT,
PC Virlag, PC World; INDIA'S Computers & Communica-
tions: ISRAEL'S Computerworld Israel, PC World Israel;
ITALY'S Computerworld Italia, Lotus Magazine, Mac-
world Italia, Networking Italia, PC World Italia; JAPAN'S
Computerworld Today Information Systems World, Mac-
world Japan, Sunworld Japan, Windows World; KENYA'S
East African Computer News; KOREA'S Computerworld
Korea, Macworld Korea, PC World Korea; MEXICO'S
Compu Edicion, Compu Manufactura, Computacion/
Punto de Venta, Computerworld Mexico, MacWorld,
Mundo Unix, PC World, Windows; THE NETHERLAND'S
Computer! Totaal, LAN Magazine, Lotus World, Mac-
World Magazine, NEW ZEALAND'S Computer Listings
New Zealand, New Zealand PC World; NIGERIA'S PC
World Africa; NORWAY'S Computerworld Norge,
C/world, Lotusworld Norge, Macworld Norge, Networld,
PC World Ekspress, PC World Norge, PC World's Prod-
uct Guide, Publish World, Student Data, Unix World, Win-
dowsworld, IDG Direct Response; PANAMA 'S PC World;
PERU'S Computerworld Peru, PC World; PEOPLE'S
REPUBLIC OF CHINA'S China Computerworld, China
Infowarld,PC World China, Electronics International;
China Network World; IDG HIGH TECH BEIJING'S New
Product World: IDG SHENZHENZHEN'S Computer News
Digest; PHILLIPINE'S Computerworld, PC World;
POLAND'S Computerworld Poland, PC World/Komputer;
PORTUGAL'S Cerebro, Computerworld, Correio Infor-
matico, Macln, PC World; ROMANIA'S PC World; RUS-
SIA'S Computerworld-Moscow, Mir-PC; Sety;
SLOVENIA'S Monitor Magazine; SOUTH AFRICA'S Com-
puter Mail, Computing S.A., Network World S.A.;
SPAIN'S Amiga World, Computerworld Espana, Commu-
nicaciones World, Macworld Espana, Nextworld, PC
World Espana, Publish, Sunworld; SWEDEN'S Attack,
ComputerSweden, Corporate Computing, Lokala
Natverk/LAN, Lotus World, MAC&PC, Macworld,
Mikrodatorn, PC World, Publishing & Design (CAP),
Datalngenjoren, Maxi Data, Windows World; SWITZER-
LAND'S Computerworld Schweiz, Macworld Schweiz, PC
& Workstation, PC Katalog; TAIWAN'S Computerworld
Taiwan, Global Computer Express, PC World Taiwan;
THAILAND'S Thai Computerworld; TURKEY'S Computer-
world Monitor, Macworld Turkiye, PC World Turkiye;
UKRAINE'S Computerworld; UNITED KINGDOM'S Lotus
Magazine, Macworld, Sunworld; UNITED STATES' Ami-
gaWorld, Cable in the Classroom, CD REview, CI0, Com-
puterworld, Desktop Video World, DOS Resource Guide,
Electronic Entertainment, Federal Computer Week, Feder-
al Integrator, GamePro, IDG Books, InfoWorld, InfoWorld
Direct, Laser Event, Macworld, Multimedia World, Net-
work World, NeXTWORLD, PC Letter, PC World,
PlayRight, Power PC WorldPublish, SunWorld, SWATPro,
| Video Event, Video Toaster World; VENEZUELA'S Comput-
erworld Venezuela, MicroComputerworld Venezuela, VIET-
NAM'S PC World Vietnam.
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The definitive source for the best tips and reviews of ESSFR"
the hottest games for all home video game sysiems. |55 B -—
#14 (Sept. '90) Fall Football Action, Game Genie Preview
#15 (Oct. "90) Halloween Games, Castlevania [il

#16 (Nov. '90) Gremlins 2, Mega Man 3

#17 (Dec. "90) The Simpsons, Handheld Buyer's Guide
#18 (Jan. '91) Annual Superstar Sports Issue

#19 (Feb. '91) CD-ROM Games, Game Boy's Mega Man
#20 (Mar. "91) Comic Strip Games, Mickey Mouse

#21 (Apr. '91) Super NES Preview, Double Dragon

#22 (May "91) Battletoads, Game Gear Preview

#23 (Jun '91) Sonic the Hedgehog, 16-Bit Buyer's Guide
#24 (Jul. '91) Baseball Preview, TurboGrafx-16 Buyer's Guide

#25 (Aug. '91) Super NES Buyer's Guide, Spider-Man

#27 (0Oct. "91) Star Wars, Super Ghouls ‘N Ghosts

#28 (Nov. '91) The Addams Family, Castlevania IV

#29 (Dec. '91) Football Review, Bart's Back

#30 (Jan. "92) 56 New Carts Reviewed!

#31 (Feb. "92) TMNT Ill, Genesis Buyer's Guide

£33 (Apr. '92) 16-Bit Games for '92, Basketball Blowout

£34 (May "92) Splatterhouse 2 for the Genesis

#35 (Jun. '92) Taz-Mania, Beat-em-up Special Feature

#36 (Jul. '92) Alien 3, Sega CD-ROM

#37 (Aug. "92) Sega CD, Exclusive Alien 3 Sneak Preview

#38 (Sept. '92) Street Fighter |l Strategy Guide Insert, Pt.1

#39 (Oct. "92) Street Fighter Il Strategy Guide Insert, Pt.2

#40 (Nov. '92) Street Fighter Il Strategy Guide Insert, Pt.3

#41 (Dec. '92) Street Fighter |l Strategy Guide Insert, Pt.4

#42 (Jan. '93) Street Fighter 1| Strategy Guide Insert, PLS

#43 (Feb. '93) Art of Fighting/World Heroes Special Insert

#44 (Mar. "93) Sonic 2 Strategy Insert, PL1

#45 (Apr. '93) Sonic 2 Strategy Insert, Pt.2

#46 (May '93) Super Sports Roundup Insert

#47 (Jun. '93) Super Star Wars Strategy Guide Insert

#48 (July '93) Jurassic Park! Star Wars SNES Secrets!

#49 (Aug. '93) Street Fighter Il Turbo Preview

#50 (Sept. "93) Mortal Kombat, Street Fighter Il Turbo Insert, Pt.1
#51 (Oct. '93) Super SF Il Turbo Insert, Pt.2, PLUS Samurai Shodown
#52 (Nov. "93) Sonic Spinball and Sonic Ghaos

#53 (Dec. '93) Teenage Mutant Ninja Turtles:Tournament Fighter
#54 (Jan. '94) Mortal Kombat I

#55 (Feb. "94) Stars of '93 - Editors Choice Awards

#56 (Mar. '94) NBA Jam/Game Gear Guide

#57 (Apr. '94) Incredible Hulk/Sonic 3 Strategy Guide

#58 (May "94) Making of Mortal Kombat ||

#59 (June "94) Virtua Racing/ Mortal Kombat If Strategy Guide

$5.00 Each (Indicate GamePro and issue number on order form)

SWATIPRO

§ Secret Tips, Taclics, and Passwords for games
on all video game systems.
sy ¢ 0 an '93) Road Runner's Death Valley Rally
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Ne* MRCURRRE 411 (May '33) Mega Man V
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#13 (Sept '93) X-Men PLUS Flashback Pro Strategy Guide
#14 (Nov 93) Bubsy PLUS Flashback & Shadowrun Strategy Guide
#15 (Jan '94) Super Street Fighter I
#16 (Mar '94) Mega Man X
#17 (May '94) Sonic 3 PLUS Clayfighter Strategy Guide
#18 (July '94) NBA Jam
$5.00 Each (Indicate SWATPro and issue number on order form)
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Advertisement

Sideshow

The NEW
Magnavox TV
entertainment

console

For Chrysler and General Motors
mini-vans, plus many sport utility vehicles.

Sideshow
entertainment console offers:

B A Magnavox AC/DC colorTV
® Remote controlled video player

M TV and video player easily
removable for in-home use

Pre-wired for all popular video games
including Sega™ and Super Nintendo®

Three spacious storage compartments
2 seis of headphones FREE!
Installs in minutes—easy plug-in power

Console warranted for one year, TV and video
player warranted through the manufacturer

o AutoVisions, Inc.”

o

Sideshow

entertainment

console

For the best show around, call...

1(800) SIDESHOW

(1-800-743-3746)

Advertisement

v LG

Made in USA

0 Excellent for playing Real ARCADE games at home The
(NBA Jam, Mortal Kombat II, Turbo Super SF II, etc.)
0 Connect a very clean VIDEQ, or S-VIDEQ (S-VHS) . _ :
picture to normal TV set or perfect RGB signals to an © Available in all various combinations (one controller can play

RGB monitor (horizontal frequency of

0 The best industrial yrade ARCADE
monitor (made by Wells-Gardner)

0 Avallable in 13" ($615), 19" ($645),
& 25" ($845) models

o RGB signals input ready for SUPER

GUN,Neo.GEO, Genesis,Super NES,
& Jaguar systemis

0 Resolution up to 560 pixels by 240
horizontal lines

o Optional NTSC to RGB converter
to connect to systems with VIDEO

analog
15.75 Khz)

(kick buttons for Street Fighter Il CE) ready

quality
o Weight over 30 Ibs for perfect stability

b | e P

o JAMMA connector interface, & auxiliary cable

O Built-in high quality speaker, & RCA jacks Audio o Modify
o Heavy duty ARCADE construction for long lasting
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25825 Via Lomas Unit 206  Phone  : (714) 831.5760
Laguna Hills, CA. 92653 Phone/Fax: (714) 831.5985
Open 7 _:?I_gys a week from 10:00Am to 10:00Pm Pacific Time
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t controllers ever released for Neo.Geo, Genesis, Super NES, and Turbo Duo
o Ultimate joysticks and push buttons for the real ARCADE feel
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up to three different systems) ( CALL FOR PRICES )

0 Available in 1- or 2-player versions (from $74.95)

0 Available with or with:_;ut slo motion & turbo features.

Special Services

Neo.Geo system to add-on MVS (ARCADE) options
(USA or Japanese) to get full blood, & body cut-off features
in Samurai Shodown (identical to the real MVS system) ($75)

0 Modify Turbo-Duo system to add-on the PC-Engine option

output only (Turbo Duo, Laser Disc) © Available in two beautiful models : 2-player version to play all Japanese and US carts without an adapter ($75)

0 Arcade quality construction with

1/4" thick tinted glass
] box ($525)

0 Full money back guarantee if not fully satisfied

within 7 days on ALL our products !

We also manufacture complete
0 Turbo Super Street Fighter Il (NEW 25" Monitor) ($2795)
0 NBA JAM Tournament Edition (NEW 25" Monitor) ($3295)

0 Mortal Kombat Il (NEW 25" Monitor) ($3275) and many others

similar to the upright ARCADE machine ($450),
or two separate single controllers, & the control

Special Products
0 Neo.Geo cartridges for MVS system : Fatal Fury Special,
Samurai Shodown,Art of Fighting 2,Spin Master,Fighter's
History (only $315 each). Call for others.
0 New PC board (ARCADE) POWER INSTINCT by Atlus ($550)

upright Video Games (shopped out and location ready)eqlers Welcome* oid ARCADE pc boards

P.C. boards only are also SE——

available for the Super Gun
CALL for prices

o Cadash($95), Wrestlefest($95)
o Black Tiger($65),Shinobi($75)
o0 TMNT($75), Golden Axe($95)
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MASTER YOUR SKILLS.

Sometimes life can be complicated... We can help you master Game Gear too!
With STD’s mega-enhancing accessories When you slide your Game Gear™ into the

for Game Boy® and Game Gear™, you'll be Handy Gear, you'll get massive 150%
equipped to master the action in screen magnification, a screen shield

any situation... to kill the glare, a powerful water
resistant and shock absorbent case

for protection from all sorts of shocks

Master your Game Boy!

When you add-on the Handy and spills, a
Boy™ to your Game Boy®, convenient

you'll get full-blown stereo storage
sound, a powerful light, 150% shed for an

screen magnification, a joystick for extra game
ultimate control, enlarged fire buttons, and cart, and a carrying

true on-the-go portability from this Boy’s strap so you can
carrying strap and fold-up design. really get around!

Score Big With INTERACT™ Game Products.

STD Entertainment (USA), Inc. 110 Lakefront Drive  Hunt Valley, MD 21030
410-785-5661 « © 1994 STD Entertainment (USA), Inc. ALL RIGHTS RESERVED.

WTER

Game Boy and Handy Boy are trademarks of Nintendo of America » Game Gear is a trademark of Sega Enterpriges, Ltd.

GAME PRODUCTS + INTERACT and its logo are trademarks of STD Entertainment (USA), Inc. » Game Boy and Game Gear are not included.




“Hey, Billy, since youre gonna be away,
can | borrow your Fighter Stick for a few
days? | promise—!ll take real good care
of it..." That's how it starts. Then

@ days turn into weeks, and the

.....
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————

next thing you
know, you and
your former best friend are duking

it out on the People’s Court. One
look at the Fighter Stick, and youll

know why. There's enough power

® 1994 ASCI| Entertainment Software, Inc, P.O. Box 6639, San Mateo CA 94403,

All nights reserved. Sega, Genesis and Sega CD are trademarks of Sega Enterprises, LTD

Telephone: 415/570-7005

Super

-f?:'f here to change a person, to make ‘em

ITS HOW TO WIN!

Fighter Stick 5G-6, Fighter Stick 5N and #

untrustworthy, even. There's TurboFire
and Auto-Turbo, with up to 36 shots per
second. And super slow-mo lets you aigest

those really tough moves. So, B e S

.
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quit wrestling with those
boring, wimpy
control pads
— reach for the Fighter
Stick SN for the Super
NES or the Fighter Stick
SGB, for Segad{senesis
and SegaLCD.

\SCIMYARE are trademarks of ASCIHEn
Mintendo Entertainment System and Mintendo are trademarks «

of Mintendo of Amenca Ing

tertainment Software, In



