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Cover: As the home systems get
more powerful, the software gets
more realistic. Proof of that is the
smooth animation of U. S. Gold’s

Flashback—The Quest for Identity,
which will appear on the Genesis
soon, and is reviewed by Mike Davila
on page 38.

Cover 4rt: David Dees.
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A MATTER OF CHAOS
A PLAYER’S GUIDE TO
DUNGEON MASTER, PART 11

by Clayton Walnum
In the second installment of this expert
guide to JVC’s intense adventure, you'll
be introduced to a whole new batch of
monsters and led through the puzzles
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If you are getting tired of the tinny sound
coming out of your TV or monitor, this
survey of alternative output devices will
start you on your way to cleaner audio.

Batman Returns, WorldCircuit: The
Grand Prix Race Simulation, Stunt Island,
Oxyd, Legends of Valour, The Tinies,
Trolls, Star Legions and Spaceward Ho!
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result is no different than a movie: lots of Street Combat and NBA All-Star
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’ hat do
Dustin
Hoffman, Jack Nichol-
son and Robin Williams have in
common? If you answered that they
are big-name movie stars, you're
right—but that's not the answer I'm
looking for. No, they were also big
bombers in 1992,

Sure, Hoffman is one of the best
actors working these days, but |
don’t think he'll be putting Hero on
his réesumé. Everyone remembers
Nicholson’s eerie portayal
of the Joker in the 1989
Batman, but how about his
recent dud, Man Trouble?
And Williams can be hys-
terically funny, but did any-
one really enjoy sitting
through the slow-moving Toys?

What's my point? It's an issue |'ve
brought up in this spot before, but it
primarily has to do with a rereading
of last month’s VG&CE awards. On
that list are established game stars
like Sonic and Mario, as well as hot
“properties” (to use a movie label)
like Ultima and Wizardry. However,
there were also lots of new faces like
Mick and Mack of Virgin's Global
Gladiators (though they aren’t neces-
sarily “new,” they didn’t have as
much room to shine on the NES) and
vehicles like Sega’s Night Trap and
Id Software’s Wolfenstein 3-D. These
software stars of 1992 didn't rely on
hot licenses (again, Mick and Mack
have McDonalds on their side, yet
that isn’t the reason the game was
so hot), but on honest-to-goodness
hard work in the design, program-
ming and music departments.
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Conversely, there
are a ton of games
released each month that carry big-
name licenses, which makes them
great attention-getters at the store
shelves. Yet many of these games
are downright flops as games. If they
aren’'t any fun—as the previously
named movies can attest to—the
license is there to hook in the buyer.

| have no doubt that this editorial
may make me unpopular to some in
the industry—I’ll leave names out of
this so as to avoid saying
that certain companies
only release bad games,
though careful buyers will
no doubt have some com-
panies come to mind. A key
to this essay is two words
in the last sentence: careful buyers. If
you don’t go into a store with
“stars” in your eyes, you'll be better
off both financially and in the rich-
ness of your game library. Don't get
caught by movie or TV-show titles or
by box art that features celebs and
big-name characters. It's not to say
that there may not be a good game
inside; it's just that using bright col-
ors and superstars won’'t guarantee
a good game. Hard work on behalf
of the developers will.

Of course, the reviews we offer in
VG&CE can also help you separate
the wheat from the chaff. As always,
we don’t ask you to see our words as
the gospel, but as another friendly
voice to help guide you to becoming
a careful buyer.

Thanks again for reading VG&CE.

—Andy Eddy, Executive Editor

VibEoGAMES & CoOMPUTER ENTERTAINMENT
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The original martial arts legend continues... with all the hard-hitting _
arcade action at your command! Battle your way across the globe with %ﬂ}{ﬂ.@ ot s BG0
awesome special moves and deadly weapons straight from the arcade!! :

Whether it's a swirling Hurricane Kick or staggering One Armed Head e o i
Butt... a razor sharp Warrior Sword or lethal Nunchakus... yeu have A
what it takes to crush your ruthless enemies!

Double Dragon 3*: The Arcade Game"-- a quest that leads around the BILLY AND JIMMY

LEE ARE BACK!
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SLICE THROUGH UNWRAP POWERFUL HALF-HUMAN BATTLE YOUR WAY
SAMURAI! MUMMIES! CREATURES AWAIT!  ACROSS THE GLOBE!

Double Dragon 3™ : The Arcade Game'™ 15 a Irademark of Technos Japan Corporation. . 1990
Technos Japan Corp. Licensed exclusively 1o Tradewest, Inc. Sublicensed 1o Acclaim Entertainment,
Inc. Sega and Genesis are trademarks of Sega Enterprises Ltd. Flying Edge'™ is a trademark of e
Acclaim Emertainment, Inc. @ 1993 Acclaim Entertainmeant, Inc. All rights reserved.
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THE CRITICS ARE HOOKED!

Check out what they’re saying about the incredible “Hook’s multilayered, smoothly scrolling visuals

new Super NES version of Hook. inspire comparisons to Super NES legends, such as
Actraiser and Super Castlevania IV. The music is so good,

“...one of the hottest action games I have ever played. Pty I . ;
The music is absolutely beautiful and the graphics are you'll want to crack open the cart and see if there’s a |
top-notch.” — SupER NES BUYER'S GUIDE Compact Disc inside! Five-star game play. Hook succeeds |
NPT e | in every way.” — GAMEPRO |

“Hook is intelligently Hoak The ultimal
ook. The ultimate

made from start to finish. SEEObe PN L SesE AN RINE

Its execution is excellent.” - | | * adventure for your

— GAME PLAYERS NINTENDO gl Super NES. You'll be
Hooked too!

GUIDE

Flying’s your greatest power, Here's your chance...
but keep your eye on the flight meter you've got him where you want him

Also available for NES, GameBoy and Sega CD.

To get your free Hook cassette, mail in the Universal Product Code (UPC) from the package of any Hook
video game and the Proof of Purchase tab from the Hook video movie (no photocopies, only original pack-
aging will be accepted) along with your name and address and $1.50 for postage and handling to:
HOOK Soundtrack Offer, P.O. Box 7696, Young America, MN 55573-T696.

Limited to residents of the United States. While supplies last.

LICENSED FOR PLAY BY S”H'H ”Hﬂ'ﬂﬂﬂ

Hiaok i desirbnded by Sony Imagesah, 5200 Sunset Boukevard, Suite 820 Los Angeles, California 90068 €1991 TriStar Pictures, Inc. All nghts reserved. Hook and assoclied chasacier names are Irsdemarks of TrStar Pictures, Inc Sany IMagesot Ane Iemagescs I “ AG E 5 n. FT
are irademans of Sany Electrors; Publighing Company. Nintenda, Super Nintends Entertainment System, Mirdendo Entertainmest System, GamneBoy and the Oficial Seals are registersd trademarks ol Mrtendo of Armedica inc. ©1951 Minlendo of Amanca e Saga ™

and Sega CO ane trademarics of Sega ol Arerica inc
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r—————— -

CIRCLE #104 ON READER SERVICE CARD.



He's fat, he stinks and he’s one of the best-loved characters
ever to climb his way out of the primordial slime and onto
your video screen. In this rockin' new 16-bit adventure for
your Super NES, vou'll join Chuck Rock on his belly-
bashing, odor-kicking, rock-tossing mission to rescue his
wife Ophelia from arch-rival
Gary Gritter. You and
Chuck, who's equipped with
a pea-sized brain and
nuclear body odor, have to
crush some pretty strange

. A st
A chilly Chuck meets up with
the wooly mammoth

LICEMSED FOR PLAY BY

(Nintendo) SUPERNINTENID

Also available for Sega CD.

C“ !

YOUR SUPER NES!

characters, like the wild and wooly mammoth, one mean
triceratops and a saber-toothed tiger who's permanently
hot under the collar. Together, you and the Chuckster
swim through swamps, travel up volcanoes and shiver
your way through the ice age — all in the name of love!
Nineteen levels set in five
prehistoric worlds. Eye-
popping graphics and very
cool animation. If you
wanna rock, you gotta get
Chuck Rock.

Bring on all challengers

Chuck Fiock i distributed by Sony Imagesoll | 9200 Sunsel Boulevard, Suite B20, Los Angeles, CA #0068 Sony bmagesah and Imagesoll an rsdemarks of Sony Eledironc Publshing Company Chuchk Rock 5 a imcemark of Core Design Limited IM A G E sn FT
£ 1992 Core Design Limited. Mintendo, Super Mintendo Enteainmaent Sysiem and the Official Seals are registered rademarks of Ninlendo of Amenca inc. £1991 Ninténda of Amenca inc. S0ga and Sega-CD are irademanks ol Sega of Amensa, In LT
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AN ORIGINAL LETTER

| have noticed of late that there
are fewer and fewer truly original
games. Not only is originality forbid-
den in video games, it's also miss-
ing from several computer games.

| feel that I'm fairly qualified to
discuss this. | am fifteen years old
and | have been playing electronic
games for roughly five years. Start-
ing with my trusty NES, | worked my
~way into the 16-bit market with a
: TurbﬂGrafx-16 CD-ROM, an SNES

: "'*—;,_f;..and Lynx. I thnrﬂughi? enjoy all of

’*_f';'_'inze that eac

nality. If you remember, your player
could not jump. He had to use a
grappling hook in a variety of differ-
ent situations in order to advance

the game. In addition to this, the
story was interesting to the point

that you wanted to beat the game in
order to discover the ending and

learn how all the pieces fit tﬂgether.
) _remember huw my .p R

with me. What game producers
have done is spiced up the graphics
and added punch to the sound in
hopes that consumers will buy the
“new and improved” product. While
it may be improved, the game is
nowhere near being new, or even
well-aged. These ideas are ancient.
These old platforms that games are
built on deserve to be torn down
and burned so that designers will
have to start over. Some (like shoot-
ers) are almost cliche. This is not the

~ fault of the game companies. It is
’5"=;-""!‘"¥:"fault and your fault, and every

uther consumer’s fault.
Wa as consumers cnntrnl the

Letters to be considered for publication
should be addressed to: Reader Mail, VG&CE,
9171 Wilshire Blvd., Suite 300, Beverly Hills,
CA 90210. Letters may be edited for style,
clarity and space considerations. We regret
that we cannot respond to all mail received.
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Bombarding enemy
ships with hull-crushing
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cannonballs. Crossing swords buccaneers into distant harbor

with scurvy rogues. It’s the life towns! Plunder valuable goods

of high seas adventure when in bold attacks upon enemy

you climb i ships! And risk losing it all in swashbuckling
aboard Pirates swordfights!

Gold for Sega Pirates! Gold from MicroProse. The Golden Age
Genesis™!

of Buccaneering has arrived for Sega Genesis!
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180 Lakefront Drive « Hunt Valley, Maryland 21030-2245 E gfm ﬁ:r' 4
© 1992 MicroProse Software, Inc. ALL RIGHTS RESERVED. b S
SEGA AND GENMESIS ARE TRADEMARKS OF SEGA ENTERPRISES LTD.,

For more information, and to get our free catalog, call 1-800-879-PLAY (Mon.-Fri. 9:00-5:00 EST).
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deserve it. That's right. Those com-
panies should and will have to earn
their pay for their games.

Make sure that the game you are
getting 1s what you want. Pick up a
copy at the local rental outlet. Read
reviews and listen to the reviewers
that match your tastes. It is, after all,
their job!

Doing things this way will

allow us to weed out the losers -...,'-:"

and grab the winners in the
large field of games that exists
today. Support originality. Don't
buy a game if it is too much of a
rerun. Some are obvious: Super
Mario Saves Another Princess in Yet
Another Dreamland, for example.
On the other hand, some aren’t so
obvious, and those are the ones we
must look out for.

| am one person who could do
without Super Contra Ill and Ultima
XVIII. If we, the consumers, are care-
ful of what we buy, we will see a
change in types of games that are
made. For a change, pick up Lem-
mings instead of Gradius Ill. Maybe a
change of pace is just what you need.

In closing | would like to leave
you with one important thought.
Given the capabilities of the newer
systems, don’t you think that game
creators could come up with newer
games ideas that make use of the
newer systems’ capabilities? After
all, most of the games for the new
systems were made before scaling
and rotation were available.
Wouldn’t it be neat if they could
make a game that utilized these
capabilities at the concept level,
rather than having a rotating map or
scaled landing sequence added on
as an afterthought? As cool as these
reruns seem, a game made to use
these features would be even better
looking, and more fun as well. But

remember: As long as we buy old
~_games that have been given new
~ leases on life, we won't see very
~ many
e Pm:rtw:ngs or F-Zero.

innovative games like

—Andrew Atwood

i e _'j_Zj_ﬁ-; .' Gharlestﬂn, wﬂst Virginia

R E A D E R M A I L

Maybe some game makers will see
this and respond. However, if
“rehash” games sell well, the game
makers get the message that we're
happy with them. In a way it’s a
Catch-22: Sometimes the innovative
is too foreign for mass-market
acceptance, so it doesn't sell well.
That drives the game makers in the
other direction, usually back to
the “same old, same old” in a
new box.

You are correct, though, in
saying that most of the burden
falls on the consumer. Let’s cross

our fingers for change.

e o ekl el i, L e e e o e

I've been wundenng why Sega of
America hasn’t made a Teenage
Mutant Ninja Turtles game yet. | got
the Genesis in September and like it
very much, but it disappoints me
also because Sega hasn’t made any-
thing in that area.

—John Harrison
Lancaster, California

Teenage Mutant Ninja Turtles:
The Hyperstone Heist should
already be out, though it's being
released for the Genesis by Konami,
not Sega. Though we didn’t get a
chance to review it—unfortunately,
we can't cover all the games we get
due to space constraints—it’s a very

good game.
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| was wundering if Mi dway is
going to release games for Sega CD,
and if Mortal Kombat is coming out
for any system. Could you give me
Midway's phone number and
address?

Also, do you know if Capcom is
ever going to release SFIl for Gene-
sis or Sega CD? Thanks for your
time and keep up the good work!

—Jon Bowen-Leopold
Eraintree, Massachusetts

: Acc!arm has first dibs on any
_'-"j',Qame that cumes out ﬂf the

Shlaalaalgee o i o vmenﬁnuza & Com FUTEH Eu*renum HE.HT““H
e AR T TRl ot ¥l e e

Williams/Bally/Midway stable. As
yvou read this, Acclaim is working on
versions of Mortal Kombat for Sega
CD, Genesis cart and SNES cart, as
well as Game Boy and Game Gear.
These games are being worked on
now with releases planned for fall
and winter 1993.

While Williams/Bally/Midway has
no plans that we are aware of to
release home games, you can send
mail to the company at 3401 N. Cali-
fornia Ave., Chicago, IL 60618.

No firm word yet on a Genesis
Street Fighter Il. We'll tell you when
it gets closer to reality.

CORRECTIONS

+ We inadvertantly put the wrong
ratings on Zach Meston’s Superman
feature review in our January 1993 issue.
The ratings that Zach intended for his
review are Sound/Music: 8, Graphics: 8,
Playability: 8 and Owverall: 8. We
apologize for any confusion.

* In the December 1992 story on
NovalLogic, “Nina” was credited as
designing the color-cycling process used
in its Mario game. Color cycling was
actually developed by Cesar DeCastro. —
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THE EVOLUTION OF POWER.

Command devastating power on land and in the air.
Launch a ground assault with laserforce tanks. Strike
with destructive force using hyperfire aircruisers. Master
the ultimate weapons. Firepower 2000." For one or two
players. Only from Sunsoft’

JUNSOFT

SUNSOFT® is a registered trademark of Sun Corporation of America. € 1992 Sun Corporation of America. Minlendo, Super Nintendo
Entertainmant System and the Official Seals are registered irademarks of Nintendo of America Inc. © 1992 Ninlendo of Amenca Inc
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I'm having too much trouble fighting Tyrone “Mad-
man” Mosely in the one-player “Title Belt” game of
George Foreman’s KO Boxing for the Super NES. Is
there any way you could give me some advice on how
to beat him?

—Rob Corcoran
Carmel, California

Developed by Beam
Software for Acclaim,
George Foreman’s KO Box-
ing is an incredibly tough
game for boxing fans. But
don’t believe Mosely's pro-
file when it tells you that
he is “capable of doing

\ anything at any time.” All
of the fighters in KO Box-
ing follow very predictable
patterns, and beating them
is simply a matter of learn-
ing the patterns and figur-
ing out how to get “Super-
punches”“—and knowing
when to use the Super-
punches for maximum
damage.

First, here’s the pattern
of punches thrown by
Madman. He’ll start off
with two right uppercuts, a
left cross and four right
mm| /abs. Next, he serves up

| two left uppercuts, then

pauses for two seconds
before repeating the cycle
over again.

To earn a Superpunch,
dodge the two right upper-
cuts and the left cross.
When he delivers the four
right jabs, you must punch
him once after each jab.
It's easy to block his jabs,
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then hit him back, but |
you'll have a better chance |

at winning if you can
1 dodge most of his
punches.

When you hit him the fourth time (after his fourth
right jab) you'll get the Superpunch, and Madman will
back away from you for a moment. When he comes
back at you, he'll throw a right uppercut, left uppercut
and a Superpunch of his own. For maximum damage,
you must deliver your Superpunch just before he
throws his; that is, wait for the right and left uppercuts,
then wait just an instant before pressing B. Be prepared
to dodge his Superpunch immediately after you throw
yours, or you're sure take a huge amount of damage.

Continue to repeat this pattern, and you’ll be on the
road to an easy victory. The only variation in Madman’s
pattern occurs when you hit him with eight straight
punches. If this happens, you’ll hear him growl and
he’ll try to surprise you with a quick right jab/left upper-
cut combination. Avoid or block these blows, then wait
for Madman to return to his original pattern.

AT = AR S

Help! I'm stuck in Sonic the Hedgehog 2 I[Sega for the Genesis).
Can you give me any tips or techniques on how to kill the giant
Robotnik robot? | keep dying after he flies in the air, then lands

and throws his mechanical arms at me. Thank you very much!

—Jon Jacobsen
Bellevue, Washington

The “big boss” of VG&CE's 1992 “Video Game of the Year” is
a memorable one, to be sure. To defeat him, you must hit him
by jumping as high as possible and bouncing off his chest with-

1'"'

out touching the spikes on his
fists. You'll have one clear shot at
his chest when he first rises from
the floor, but after that it's best to
stick with the following pattern:
Wait in front of Robotnik as he
takes four lumbering steps for-
ward. After the fourth step, he’ll
pause, then back up a half-step.
When he backs up, his fists will
be held evenly at his sides, so
jump up and hit him in the chest
once before he flies into the air.
While he’s off-screen, move to the
right corner of the room, and
you'll see his targeting cursor
tracking you. Face left and squat
down to prepare for a spin-dash;
when a smaller circle appears in-
side the targeting cursor, spin-
dash across the room to the left.
You may not see him by the time
you reach the left wall, but Robot-
nik will have landed at the spot
where the cursor was flashing.
Wait against the left corner,
and you’ll see Robotnik’s spiked
fists lash out in your direction,
one at a time. If you've followed
the pattern correctly, the spikes
won't reach you in the corner.

| Robotnik will fly again after both

fists have retracted, so move to
the right corner and spin-dash to
the left again when the cursor
reappears as previously de-
scribed.

When Robotnik comes down
the second time, he won't be
sending his fists after you, so
move back to the right and watch
him repeat the four-steps-for-
ward-half-step-back routine again.
Hit him again before he can fly
away, and repeat this pattern over
and over—you’ll knock his arms
and legs off with the 12th hit.

If yvou're confident in your
jumping skills, it’s possible to hit
Robotnik in the middle of each
step while he’s walking, but why
risk it? The method we’ve de-
scribed may be time-consuming,
but it’s extremely reliable. Hope
you were able to gather all of the
Chaos Emeralds! s
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Top Coin-Ops for
December 1992
Figures are courtesy of RePlay magazine,

based on an earnings-opinion poll of arcade
operators.

Best Upright Videos

. Lethal Enforcer by Konami

2. Mortal Kombat by Williams

R ST o

el

O e Gl
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1 005 el O o k) by S
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Street Fighter Il: Champion Edition
by Capcom

Terminator 2 by Midway

Golden Axe Il by Sega

Super High Impact

by Midway

Space Lords by Atari

Turbo Out Run by Sega

Sunset Riders by Konami

Space Gun by Taito

Best Deluxe Videos
Suzuka 8 Hours by Namco
Virtua Racing by Sega
Race Drivin’ by Atari
Final Lap 2 by Namco
Grand Prix Star by Jaleco
Steel Talons by Atari
Mad Dog Il by ALG
Moto Frenzy by Atari
X-Men by Konami
Final Lap by Atari

Best Video Software
World Heroes by SNK
Art of Fighting by SNK

. Bucky O’Hare by Konami

Street Fighter Il by Capcom
Neck N’ Neck by Bundra
Aero Fighters

by McO'River

Irem Skins by lrem

Heated Barrel by Fabtek
Raiden by Fabtek

S.5. Addams Family

by Ocean

Top Video Games for
December 1992
The lists of top-selling video-game

software are provided courtesy of Bab-
bage's.

10.

22 » MARCH

Super NES

. Street Fighter Il

by Capcom

. Bulls vs. Blazers

by Electronic Arts

. John Madden Football ‘93

by Electronic Arts
Super Mario Kart
by Nintendo

. Mario Paint by Nintendo
. NHLPA Hockey '93

by Electronic Arts

. Death Valley Rally by Sunsoft
. The Legend of Zelda: A Link

to the Past by Nintendo

. The Magical Quest Starring

Mickey Mouse by Capcom
NCAA Basketball by Nintendo

1993

ComPILED BY DAVID S. MosKOWwIT2Z

Pirate BBS Settles
out of Court

Eight separate plaintiffs, including Lotus
Development Corporation, WordPerfect
Corporation and Nintendo of America have
reached an out-of-court settlement in their
joint lawsuit against APL BBS, K&S Com-
puting Group and over two dozen indivud-
uals, including the bulletin board’s operator.

APL BBS had been operating as a clear-
inghouse for pirated software. Subscribers
would have access to programs ranging from
MS-DOS to the entire NES and SNES catalog,
including Legend of Zelda: A Link to the Past,
in exchange for cash or software contributions.

In the final settlement, the owner of APL
surrendered $25,000 of equipment used
to pirate the $250,000 worth of software.
All defendants are also permanently en-
joined from not only violating copyrights
but from operating any BBS where sub-
scribers might have access to copyrighted
software. The settlement also involved a
cash forfeiture on the part of the defen-
dants, but, like the BBS owner’s name, the
amount is confidential.

Meston Moves to Sandwich
Islands Publishing
VG&CE writer Zach Meston has ended
his relationship with Prima Publishing and

will now be working with J. Douglas Arnold
writing Gaming Mastery books for Sand-
wich Islands Publishing. Meston, 20, began
writing with Arnold in 1989 with their
Amiga Games Guide.

The first books planned by the
Meston/Arnold team will be Awesome
Genesis Secrets 3 and Awesome Super
Nintendo Secrets 2.

Electronic Arts Debuts
EA Sports

Following the settlement of its dispute
with ESPN over the use of EASN on Elec-
tronic Arts sports games, Electronic Arts has
changed the line name to EA Sports. This
new logo will appear on all new sports
games, beginning with new versions of Mad-

ST den ‘93, NHLPA

Hockey 93 and

Bulls vs. Blazers.

Electronic Arts

will also release

SPDRTS special editions of

ELECTRONIC ARTS | EA Sports games

that will be numbered and carry a special
seal, as well as a collectible, inside.

The first “1st Round” product will be
NHLPA Hockey ‘93 for the Sega Genesis,
which will include an offer card for a free
24 x 36" NHLPA Hockey banner.

VipEoGAmESs & ComMPUTER ENTERTAINMENT
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Sega Genesis

. Sonic the Hedgehog 2

by Sega
John Madden Football '93
by Electronic Arts
NHLPA Hockey ‘93
by Electronic Arts
NFL Sports Talk Football
by Sega
Streets of Rage 2 by Sega
Bulls vs. Lakers
by Electronic Arts
Taz-mania by Sega
WWEF Super Wrestlemania Challenge
by Flying Edge
Captain America and the
Avengers by Data East
Terminator 2: The Arcade Game
by Arena

NES

. Tecmo Super Bowl

by Tecmo

. Tecmo NBA Basketball

by Tecmo

Super Mario Bros. 3

by Nintendo

Dragon Warrior IV by Enix
Mega Man 5 by Capcom
Tetris by Nintendo

Super Mario Bros. 2

by Nintendo

Monopoly by Parker Bros.
Teenage Mutant Ninja Turtles:
The Manhattan Project

by Konami

Home Alone 2 by T-HQ

TurboGrafx-16/Turbo Duo
Air Zonk by TTI
Hit the Ice by TTI
Chase HQ by TTI
Order of the Griffin
by TTI
Cosmic Fantasy Il
by Working Designs
Shape Shifter by TTI
Ys lll—Wanderers From Ys
by NEC
Splatterhouse by NEC
Falcon by TTI

. Exile by Working Designs

Nintendo Game Boy

. Super Mario Land 2:

6 Golden Coins
by Nintendo

. Super Mario Land

by Nintendo

. Kirby’s Dream Land

by Nintendo

Yoshi by Nintendo

The Ren & Stimpy Show
by T*HQ

Home Alone Il by T-HQ
Metroid by Nintendo
Mega Man 3 by Capcom
Play Action Football

by Nintendo

NBA All Star Challenge 2
by LJN

24 * MARCH 1993
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Sanctuary Woods Joins
as EA Affiliate

Electronic Arts has signed an agreement
with Sanctuary Woods Multimedia Corp.
to distribute Woods" CD-ROM based prod-
uct line.

Sanctuary Woods' titles include The
Awesome Adventures of Victor Vector &
Yondo, Shelly Duvall's It's a Bird's Life and
the upcoming Hawaii High, which will fea-
ture artwork and stories from Trina Robbins.

Carmen Sandiego Found at
Hi Tech

Hi Tech
Expressions
has acquired
the rights to
begin con-
verting Brg-
derbund’s

llllll
o e, TR

selling Carmen
Sandiego games to
the Super NES.
Where in Time Is
Carmen Sandiego? |
will be the first re- %%
lease, soon fol-
lowed by Where in
the World Is Carmen Sandiego?

¥ o 15 o B
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SPA Offers Disk-Based
Piracy Warning
The Software Publishers Association
has created an animated message stressing
the illegality of software piracy and made
it available to all software publishers. The
program features a graphic image of a pi-
rate behind bars, and may be easily cus-
tomized by publishers who wish to add
their own message or graphic.
Interested parties may download a copy
of the message fromm America Online and
CompuServe.

U2’'s Edge Gets War Fever

The recently aired Zoo TV U2 television
special featured a two-minute segment with
The Edge playing Absolute Entertainment’s
Super Battle-
tank. The gui- |
tarist for the
politically
pacifistic §
band revels
in the de-

struction of
Iraqi tanks
and SCUD
launchers,
and deliri-
ously recalls
his first kill.

Midway NMakes Mortal
Kombat T-Shirts

Midway Manufacturing has released
Mortal Kombat T-shirts featuring the
dragon-emblazoned logo on a black shirt.
Available in sizes small, medium, large,
extra-large and double extra-large (for
$2 more), the shirts cost $9.95 plus $2.50
for postage and handling (lllinois res-
idents add 6% sales tax), and may be or-
dered from: Mortal Kombat, 1340 W. Irv-
ing Park Road, Suite 414, Chicago, IL
60613.

ICOM to
Rerelease
Classic Adventures
ICOM Simulations Inc. is rereleasing
Deju Vu | and Il as well as Shadowgate for
the Macintosh. ICOM is also releasing a
newly colorized version of Shadowgate for

multimillion- = s SRR Microsoft Windows on IBM PC com-

patibles.

Davidson, Waterford
Institute Resolve
Dispute

The Waterford Institute has mod-
ified the packaging of its Mental
Math Games following the threat
of legal action by Davidson & Associates.
The packaging originally had a comparison
of the relative number of problems users

Mental Math Games vs. New Math Blaster*Plus
Math problems solved per minute

- N s o S e S

Mental Math Games

could solve within a given time using both
Mental Math Games and Davidson’s New
Math Blaster Plus. Davidson charged that
the data showing a significantly higher rate
for Mental Math Games was false and mis-
leading. Waterford maintains the information
is true, but has dropped the comparison
rather than face litigation.

Waite Falcon Guide Released

Waite Group Press has released Joe Pow-
ell and Tom Bashom'’s Falcon 3: The Com-
plete Handbook. The guide covers Falcon
versions 3.0D, 3.0E and Operation Fighting
Tiger. Also included is a disk containing a
demo, utilities and over 40 Red Flag Missions.

Smart Choice Releases
CD Package

VIDEOGAMES & COMPUTER ENTERTAINMENT
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Smart Choice has released CD Revo-
lution multimedia upgrade kit. The hard-
ware includes a CM-205 CD-ROM drive,
a Sound Blaster Pro 2 stereo sound card,
two small speakers, a pair of headsets and
a microphone. Also included are the CD-
ROM software titles Loom, Wing Comman-
der, Ultima VI, Toolworks Multimedia En-
cyclopedia and The Animals, which was
produced by the San Diego Zoo. For more
information, call (800) 477-6278.

Disney Releases
Aladdin Print Kit
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Walt Disney Software has released
Disney’s Aladdin Print Kit, which features
all of the major characters from the film
Aladdin. The fourth in Disney's series of
print kits, Aladdin supports both color and
black-and-white printers, and provides
music throughout the program.

Audio File
Releases Disklift

Audio File has released the Disklift,
a set of cushioned pincers designed
to make compact-disc handling hands-
free by grasping the discs around the
outer or inner circumference. A list of re-
tailers can be obtained by calling (800)
662-0224.

SPA Spring Symposium to
Be Held in San Diego
The Software Publishers Association has
selected the Marriott Hotel and Marina in
San Diego, California, as the site for its
Spring Symposium to be held March 3-6.
More than 1,200 industry
leaders are expected to attend
the conference, which features
clinics, “boot camps,” crosstalk
sessions and an award cere-
mony hosted by comedienne
Paula Poundstone.
Al For registration information,
1 call (202) 452-1600. &

WHAT HAPPENED THEN IN
ELECTRONIC GAMING

Sega Game Gear

1. Sonic the Hedgehog 2

by Sega
2. The Majors: Pro Baseball
by Sega
Batman Returns by Sega
Streets of Rage by Sega
Taz-mania by Sega
Columns by Sega
Shinobi 2 by Sega
Lemmings by Sega
Prince of Persia by Domark
10. Wimbledon Tennis by Sega

©ONOO AW

Atari Lynx
(All games this month produced by Atari.)
Dirty Larry Renegade Cop
Dracula
Hard Drivin®
Batman Returns
Baseball Heroes
NFL Football
Shadow of the Beast
Rampart
Gauntlet
Hockey

QO L0 00 STt b b
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Top IBM PC Games for
October 1992
The list of top-selling computer software
was compiled by PC Research of Washington,
D.C., based on sales data received from Bab-
bage's, Electronics Boutique, Software Etc.
and Waldensoftware. |

Top 10 IBM PC Games
. King's Quest VI by Sierra On-Line
. Wizardry: Crusaders of the Dark Savant
by Sir-Tech

3. Might & Magic: Clouds of Xeen

by New World Computing
4. Quest for Glory Ill by Sierra
On-Line
Great Naval Battles by SSI
Hardball lll by Accolade
LINKS 386 Pro by Access
Wing Commander by Origin
Aces of the Pacific by Sierra
On-Line
10. Civilization by MicroProse

)

i e RS

Top 10 IBM PC
Education Games

1. Where in the World Is Carmen Sandiego?

MARCH 1990: THE MoviEs—In
The Wizard (November 1989), Fred
Savage’s little brother travels across
the country to play in a national Nin-
tendo gaming contest, as Nintendo
products are prominently featured
throughout the journey. THE REAL
WorLo—The Nintendo World Cham-
pionship as it tours the country. Dal-
las, Texas, is the first city for the NWC.
The big news, though, is how the
Triathlon game pak has a fluke allow-
ing contestants to rack up high scores
that are “legal” within the compe-
tition's vague rules, as reported in
VGE&CE. When the NWC visits other
cities, a rule forbidding “editors of
video-game magazines” from com-
peting is appended. Overheard on the

floor of the NWC: (Preteen boy to
friend) ” This is just like the movie!”

MarcH 1982: The Federal Court
of Chicago rules in favor of Atari Inc.
in a suit against Magnavox Home En-
tertainment, regarding Magnavox's
K.C. Munchkin game for its Odyssey’
system. The suit stated what for many
was obvious: That K.C. was “inspired”
by Pac-Man. Later in the month, Atari’s
release of Pac-Man for its Video Com-
puter System game unit sets off a na-
tionwide frenzy. A copy of the cartridge
ranges from $30 to a whopping $45.
All retail outlets sell out, with one dis-
tributer moving out 11,000 Pac-Man
cartridges in two days.

MarcH 1983: E.T,, the Extra-Ter-
restrial for the Atari VCS bombs.

ViDEOGAMES & CoOMPUTER ENTERTAINMENT

Since its release, E.T. underperformed
in sales, and about 1.5 million copies
of the unwanted game sit in ware-
houses. Blame is placed on the game
being too complex for younger chil-
dren and the public’s tiring of the
overall E.T. merchandising blitz. Atari
still plans a version of E.T. for its home
computers and the arcades. Later in
the year, the Atari computer E.T.
bombs too. The coin-op is then can-
celed.
MarcH 1985: IBM drops its PCjr
17 months after its debut. Lessons
learned: 1) Don't design a computer
that features a push-button keyboard;
and 2) Don't give it a stupid nickname
like “Peanut.”
—Howard Wen

by Braderbund

. Where in the U.S.A. Is Carmen Sandiego?

by Brederbund

Your Personal Trainer for the S.A.T.
by Davidson

Mavis Beacon Teaches Typing

by Software Toolworks

New Math Blaster Plus

by Davidson

Algeblaster Plus by Davidson

. Playroom by Brgderbund

Reader Rabbit 1 by The Learning
Company

Mario Teaches Typing

by Interplay

. Reader Rabbit 2 by The Learning

Company =
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T’S INTHE GAME.

7 VS Its tee time. And your chance to join the worlds most exclusive tour.
71 3\ % T'he greatest golfers, the toughest tournamenits, the biggest prize money,
0 5 ;'-/ ! / Everything youd expect rom the

o PGA TOUR;

Its all here in PGA TOUR Golf I | -
The brand new version of the | | .
greatest golf game anywhere,

&

You go head to head with 60 . ~
of the best pros ever il B
to stalk eagles. AL S
Like Coup]eS, Take your best shot at the new skins

challenge. If youTe on top of your game, youll

Lietzke, Stadler, hit the big payoff
oindelar, Azinger, OMeara. All the big
money players.

PGA TOUR Il delivers a much bigger
course in golf. Six unique TPC
i | courses and a fantasy course.
PGATOUR Il now has a fade and draw meter ﬁ’ld Udjng These new Qres: the

for hitting letter-perfect tee shots, TPC at Ea gje Tra Ce, TPC Of

Scottsdale, and TPC at Southwind
And five actual PGA TOUR tour-
With each course built from the original amen fS P]US th e U]H m ate bjg

blueprints, you face all the hazards

ity money shootout: ANew SKINS — Gnese cvery winkde Use tiorend §
Chaﬂeﬂge Orl any course. every green like a pro. -

Every holes designed from the original course
blueprints. Right down to each hazard, bunker,
green, lairway, and rough.




. Sonow you goa lot farther on the PGA TOUR.
' With awesome new graphics. A fade and draw

. meter for improved
=—ASPORTS

i shot control. More
LS ELECTRONIC ARTS

' stats than ever. Like
' average hole scores
g VS, par number of “UFLLE] A7 INEER -4
‘holesinone, your  IigioEir = I au W =
- winnings in the SKINS [N = e A U=
| challenge. And new |ERiaita
e Py ' digitized sounas.
5 TOURIALENTS | | ‘ ‘I _ _= | IHC}UO’.IDQ SpOItS-
wi | bl BN | A | caster Ron Barr as
i 1 \iRe NI (e tournament
- T - amouncer .-H youre on top of your game in Ir_rumamen.!
= : YOU beﬂer be On play, youll Thaekfeg é};rrgga !E yvourself on
"6EGA B the ball if you want to |
g, M /2y prize money.
" = The roughsarea
]ungle the sand traps a desen Wind conditions and 10
ball lies can drop you from the leaderboard laster
than you can say bogey.
Luckily, 10 TOUR pros give you a
£\ course on how to play each hole.
8 Theyll even play right alongside
you. And rotating 3-D putting grids
give you a map on how to attack
the greens.
EA SPORTS"coverage
follows every bounce of the
ball. With multiple camera
angles. Instant replay. A
new Hole Browser that o
lets you be the camera- PO o
man. Plus battery back-up
saves it all: tournaments,
players, prize money,
and stats.
Score this game of golf. Call ( 800) 245-4525
anytime. Or see your local Electronic Arts dealer.
And go the distance on the PGA TOUR.

A ELEC TSRUPIP [:RAITSS Qgﬁ'ﬂ?;?'@
A [fits in the game, its in the game.  7scens ﬁ’i&fé%ﬁ?ﬁfimma

[f you are under 18, be sure o gel a parents permission before calling. Hotling » D:'_T res a ';_u jone fele p .a._.j uiyect 1o
change without notice. PGA TOUR THE PLAYERS Championship, TPC, TPC at Sawgrass, TPC at ._dg T."-""“ | So W.'E and TPC
W atf Southwind are registered trademarks used by permussion. Sega and Genesis are frademarks o E‘I BrOrses .'.:';'.:' F,-'”1 SPORTS
B and Haole Browsear are trademarks of Electronic Arts

A sevencourse
imeal for golfers.

S Six TPC courses
' b FPlus a fantasy
Rcourse.
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One of our staff's favorite
games was Bart's Nightmare!
-VG&CE

Imaginative twists and turns

of the TV show are everywhere
in this game...

-Nintendo Power

An SNES
Dream Come True!
® . -GamePlayers

e’

. h _— s e B
' ; —‘.” .L i - " S ..,h_,-_*%"*;. .
§ oow ; ) ;J a 1
] ﬂ
*
= ENTERTAINMENT
| | WEEKLY'S
N o 28 #1 VIDEO GAME!

IR BART &
MIGHTMARE!

PLAY THE GAME REVIEWERS ARE LOSING SLEEP OVER!
Battle the mighty Homer Kong in the game Game Players called “An SNES

Dream Come True!” Enter the world of ltchy and Scratchy in Entertainment
Weekly’s #1 rated SNES video game! Vanquish vile villains as Bartman in
one of Video Games and Computer Entertainment staff's “favorite games!”
Check out the amazing eye-popping graphics, Bart’s real digitized voice,
dazzling action and game play that'll keep you up all night!

(= im  SUPER NINTEN,
[ _w
- ]
ﬂ“*"nﬂ‘f entertalnment Inc TR ER A INNENT SYSTEN
The Simpsons and Characters TM & © 1993 Twentieth Century Fox Film Corporation. All rights reserved. Nintendo®, Super Nintendo

Entertainment System® and the official seals are registered trademarks of Nintendo of America Inc. Acclaim® is a registered trademark
of Acclaim Entertainment, Inc. © 1993 Acclaim Entertainment, Inc. All rights reserved.
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Tips are graded on a scale ; Once again, VG&CE’s East-
of one to five joysticks. The iy er Egg Hunt delivers the
more joysticks that are col- Mt .
ored in, the more valuable the
hint i1s.

Blow the dust off those old

games, and try out some of
our new hints! If you have
some great hints and tips for
us, just put them on a piece
of paper and send them to:
VG&CE, Attn: Easter Egg
Hunt, 9171 Wilshire Blvd.,
Suite 300, Beverly Hills, CA
90210. The author of each
new tip we use will receive
$10. Write neatly, and be sure
to include your name and
complete address!
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P SSTEERY To BEED

Go to the “Options” sci
troller 2: C, Up, Right, Do
properly. Once that code
tion at any time, then pi
columns of green dots on

Street Fighter Il

(Capcom FoRr THE SuPErR NES)

25222,

For use with Galoob’s Super NES-
compatible Game Genie Video Game
Enhancer

893E-04DF—Most punches and
kicks do no damage

DD61-6DA9—Do special moves in
mid-air

1C65-DF00—Players move faster

DF81-A704—0One draw ends fight in
“Vs.” battle

MM gt &L E AR i

KO

RY1T

e g

BeEil BAETEIEWE Ep T E:.j'"-.' WITH
& [ e e o il I e ey i & (¥7] - _‘-"""q. S, e
Al NEA and Team Insignias depached ane thé peoperbes of the respactive NBA Teams and NBA Properties, Inc. and may E D D n:‘*_-—’" I]
ok be reproduced without wries consant of NBA Properties Inc. Sega and Genesis are trademarks of Sega Enterprises O
Lid. A-Star Challenge™ is 2 trademark of LIN, Lid. & 1933 LUN, Lid. AN rights neserved. Flying Edoe™ & Play weth the D

Pros™ afe trademaris of Actlam Entertanment. Inc. £ 1993 Acclaim Entertainment, Inc. Al rights resarved
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continued on page 31
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L 800 SERIES MODEL 101
: it .'.';~f.=:.li MAGTIVATED

17 PROGRAM OVERRIDE
IMISSION DIRECTIVES]

MISSION ONE - LA, 202Y

DESTROY ENDOSKELE TONS
ANL HK S,

LEFEND HUMAN HIDEOUT

HENE TRALESSIKYNE |

ENTER TIMEEIELD

......
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wiwE

MISSION TWO - [ODAY
PROTECT JOHN;CONNOR
BESTROY. CYBERDYNI
TERMINAE MIMETIC
e POEYALLOY 1000 e
R UREVENT JUBGMEN T BAY s,
WEAPONS ~ SELEC R
< RAPID FIRE MACHINE GUN

< ROCKET LAUNCHER

%10 GAUGE SHOTGUN

= M-79 GRENADE L AUNCHER

ﬂﬂﬂﬂﬂ

E >> RELENTLESS PULSE-

POUNDING ACTION OF
#1 ARCADE SMASH...
WITH OR WITHOUT
THE SEGA MENACER!

T2: THE ARCADE GAM
OV ON GENESIS !

TERMINATOR, T2, ENDOSKELETON and Depiction of FNDOSKFLE TN are trademarks of Carolco
P tores Ing, (LS. and Capada); Caroico International N.V. (Al Other Countries) and used by Arena
Lutertieenment under authgrization. Sublicensed by Medway Manufacturing Company from Acclaim

Entertainment, Inc. © 1991 Midway Manufacturing Company. Nintendo®, Game Boy® and the official
ALSU AVAI LA E LE scal. are rademarks of Nintendo of America Inc. Sega and Genesis are trademarks of Sega
I n & E«terprisas Lid. Are-nia Entertainment™ is a trademark of Arana Crlerainment. & 1992 Arena
J 7D Enmtertainment. All nghts rpserved. LIN# and The Arcade Game™ are trademarks of LIN, Ltd.

£ 1990 LN, Lid, All qisghi)s resonved.
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ﬂrf of Fighting
(SNK For THE NEo* GEO)

2442

Here it is—the top-secret “hidden
move"” that gamers all over the coun-
try have been looking for! Only Ryo
and Robert can perform this incredible
attack, which reduces your opponent’s
life meter by more than one half.

Assuming that
your character is
facing to the right,
here’s how to do it:
Roll the joystick
from Down to
Right, then hold
the C button and
press A. The com-
mand is almost ex-
actly like the basic
“Ryu Geki Ken” or
“Koh Oh Ken” fire-
ball attacks, but
you need to press
and hold C before
you hit the A but-
ton. Obviously, if
you're facing left,
! you must curl the
%1 joystick to the left
instead of to the
right as described.

Your character
will grimace as if
he's about to deliv-
er the “Super
Death Blow,” but
he quickly snaps
out of it to leap
across the screen
and unleash an in-
credibly fierce
hyper-speed bar-
rage of punches
™ and kicks that's

{ sure to drop plenty
of jaws at your
local arcade.

Sounds easy,
right? It is, but the
trick will only work
under certain con-
ditions. Specifical-
ly, vyour spirit
meter must be at
least 75% full and your strength
meter must be less than 25% full. If
you meet these criteria, be prepared
to snap, crackle and pop your oppo-
nent’s skull!

continued on page 33

Cobra Command

(SEGA FOR THE GENESIS WITH SEGA CD)

adddl

To play any stage of this first-person
shooter, press START at the title screen.
When you see the words “Game Start” and
“Config Mode,” press Up, Down, Left, Right,
Right, Up. You should hear an explosion
sound the first time you hit Right in this se-
quence—this signifies the availability of the s
“Training Mode"” as explained last issue.
You'll hear another explosion when you finish
the sequence, which tells you that the stage-select mode is in place.

When you reach the screen that says “New
York—Stage 1,” you should be able to press

FORTRESS Right and Left on the control pad to change
STAGE your starting level. Once the action starts, you
can skip to the end of the current stage simply

PRESS SIRRF BUITOM bv prESEing START. Press START in the final

stage, and you’ll .
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Nobody knows what this last trick is good [ B e e
for, but here it is: with the stage-select code in [ §ibess mass s
place, pressing A, B and C at the same time 58 Eieitdibe siibonedibueii &
will give you a screenful of hexadecimal code FILE FEEE eE

that overlays the action.
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Hoger Clemens’ MVP Baseball™ is a trademark of LJN, Ltd. © 1993 LJN, Ltd. All ights reserved

Suw and Genesis are trademarks of Sega Enterprises Lid LJH"?“ i a registerad tradamark of LIN
Ltd. & 1993 LIN, Ld. All rights reserved. Flying Edge™ & Play with the Pros™ are trademarks of
Acclaim Entertainment, Inc. © 1993 Acclaim Entertainment, Ing. All rights reserved
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This is what you’ll see when
you fly the F-117A

Stealth Fighter!

Blinding explosions of fire and metal.
Horizons twisting upside down and
back again. Frustrated enemy fighters
flying aimlessly as you swoop down
upon them.

Pilot the incredible F-117A Stealth
Fighter and you'll experience NES™

flight like you've never .
seen before. ’ i : Actual screens

may vary.

Strapped into the cockpit of

America’s most elite .

fighting weapon, you'll _HITCHELL ]
slice across the night sky ® ®
and penetrate enemy

airspace undetected. You'll

launch awesome

firepower. And you'll devastate enemy targets in
strategic bombing runs.

i B i
T

Plus, with thrilling two-player options, you'll also get
to compete against a friend in head-to-head aerial
combat. Or dodge enemy fire together aboard the same
Stealth Fighter.

The F-117A Stealth Fighter. You have to see it to believe it.
To order, visit your favorite retailer or call 1-800-879-PLAY.

CIRCLE #119 ON READER SERVICE CARD.
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Super Star Wars

(JVC/LucasArrts FOR THE Super NES)

o o s o

Our contacts have discovered lots of
great cheats for this incredible Super NES game. First, you can call
up a “Sound Test” menu at any time during the game by holding
down A, B, X and Y while pressing START. If you exit the sound
test and return to it several times, you'll find that the screen starts
to give you clues for cheats that you can use at the title screen.

Here's how they work: At the title screen, move the round cursor
to “OPTION MENU"” and press Y, Y, X, X, A, B, X, A; you'll hear a
Jawa shout. This code makes the light saber weapon available to
you from the start of the game. Try the code X, B, B, A, Y and you'll
start the game with five continues; unfortunately, you can’t use
both of these tricks in the same game. Also, the codes will only
work when the machine is first turned on. Thanks to reader Jack
Thomas from Bloomington, Indiana, for sending us this Easter Egg.

If that’s not enough, try this great cheat, which was submitted
by C.F. through the CompuServe on-line network. Turn the ma-
chine on, then move the cursor to “OPTION MENU" and press A,

= A A AXBBBBYXXXXAYY,YY,B.If you get all

that in before the demo begins, you'll hear the Jawa; otherwise,
turn the machine off and try again.
With the code successfully executed, you should get a “Select

Hero” menu at the start of the game that allows you to choose your

character. During the action, simultaneously pressing the L and R buttons on top of
Controller 2 will bring up a “Game Debug Menu” that allows you to choose a starting
stage, increase your lives and health and change your character and/or weapon!

ready to come down, just press | or |l and
the game will continue normally.

[t Came From
the Desert

(NEC For THE TURBOGRAFX-16/Tureo Duo)

i B O r_ BE. SR
The giant ants aren't the only bugs in
this CD-ROM adventure! Reader Zack

= how to take advantage of
{ a strange quirk in the

| When Buzz is threatened

| the RUN button to pause

i 45 AU

Tippett of Raleigh, North
Carolina wrote in to tell us

“Tunnel Combat” scenes.

by a giant ant or an
Antdroid, press the |l but-
ton to make him jump
over his enemy and press

the game when he’s in the
middle of the jump. While

worlds [k

(TTI FOR THE epmrpee-
TureBOGRAFX-16/
Turso Duo)

22250

Though it's not
quite as useful as the
original game’s two-
player cooperative
mode, the Super CD
version of this Cap-
com shoot-‘em-up
does have a hidden Eaaias
“mix play” mode. If you hold
down the | and Il buttons and
press RUN when the title screen
reads “Push Run Button,”
you’'ll be able to choose this
option. In the “mix play” mode,
Player 1 controls the main char-
acter and Player 2 controls the
“satellite” weapon. Use the |
and Il buttons to rotate the
satellite, and press any direc-
tion on the control pad to fire.
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Jam it home with HBA All-Star Challenge™' Feel the Imul with Roger Clemens”

he’s suspended in mid- MVP Baseball™ It's a KO with George Foreman’s KO Boxing™' When you're
5.7 leap, press the RUN but- tired of watching from the sidelines...it's time to Play With The Pros™

®# ton repeatedly and Buzz
! will slowly float through
the air, passing over all the enemy crea-
tures all the way to the end of the tunnel!

All NBA and Team Insignias depicted are the properties of the respective NBA Teams and NBA Properties, Inc. and may not be reproduced without

yrilten consent of NBA Properfies. Inc. Sega and Genesis are trademarks of Sega Enterpnises Ltd. Roger Clemens” MYP Baseball™ & All-Siar

When vﬂu rea':h d dDDI‘WEIV d nd '?"DUIFE I.'..h..;;I-:I'-q.-:"" .=||r':-rr:||1.r'-rr|:1r.ln"-_. r_|1.- I_:IIM .lliﬂ D I':Fﬂ i._.JM Lr-l .I'I.II r|qh1r r:I:=.-=_:ru'EJ|:| L.w:ur:;r Frume;n KD Eln.nzl-n:;“-‘r_ .:i'l'llI‘rII].I E_.:_!qt:"' r.'l-"la, with rh!:.F';rr':""
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are trademarks of Acclaim entertainment, Int. [0 1993 Acclam Entertainment, Inc. Al righls reserved
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SONY IMAGESOFT @ For the Super NES
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Fatal Fury

AVAITABLE: MARCH

Two new
16-bit ver-
sions of this
SNK beat-
‘em-up will
appear next
month, cour-
tesy of Takara.
Both will fea-
ture Terry Bo-
gard, his bro-
ther Andy and
Joe Higashi,
heroes of the
original Neo-*

ther one in-

cludes the two- syper NES version of
against-one Fatal Fury.

combat of the

original—and only the Genesis version
is expected to feature fighting action in
two different planes as in the coin-op—
the games have otherwise been trans-
lated with surprising accuracy.

All of the enemy characters are
present, from the deceptively frail-
looking Tung Fu Rue to the towering
hulk named Raiden. The “arm-
wrestling” bonus rounds have been
replaced by more traditional Street
Fighter-style timing contests, but all
of the special attacks
and digitized grunts
and groans are intact.

Both the Genesis and
Super NES versions of
Fatal Fury are ex-
pected to hit the
shelves at approxi-
mately the same time.

Genesis version of Fatal

| ' { {
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Mul-mil' League
Foothal

AVAILABLE: MARCH

This gruesome sports title is the first
in a planned series of Mutant games
from Electronic Arts. Taking place in an
otherworldly league where the players
have tails, scales and overgrown nails,
Mutant League
Football plays
like a cross be-
tween John
Madden Foot- | = .
ball and Xeno- | ! l
phobe. There | 8
are plenty of | _ El]

“real” plays for ﬂEﬁF BUNHERST |

sports fans, but
nestled in with
the sweeps, re-
verses and fake
punts are plays
like “Kill Ref-
eree” or “Slay-
Action Pass.”

Developed
by several of
the game folks
who worked on
the ghoulish
Criie Ball pin-
ball simulator,
Mutant League
Football brings
bloody anima-
tion and a great
tongue-in-cheek
sense of humor
to the EA Sports
line up. —
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Flashback—The
Quest for Identity

u.s. GOLD
For the Sega Genesis ($64.95)

SWIGIANET 1 2 3 4 5 6 7 8 ;:_.
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GRAPHILS
PLAYABILITY

OVERALL

| must admit, when | first found
out that Delphine Software was
behind the development of Flash-
back, | expected the game to be a
rehash of its SNES and PC game Out
of This World. Flashback does have
many of the cinematic polygon
graphic elements found in Out of
This World, including a new roto-
scoping (remember that new buz-
zword) technique that allows up to 24
images per second. Also, just like
Out of This World, Flashback tells an
unfolding story.

One of Flashback's greatest
appeals is that its action/adventure
story line is a hybrid of a little of all of
the best sci-fi movies to come out
over the past ten years or so. It's part
Aliens, part Total Recall, part They
Live, part Running Man, part T2, etc.
(Coincidentally, they just happen to
be almost all Schwarzenegger
movies.) Even some of the game’s
obstacles are taken right out of
movies. Does anybody remember the
silver flying ball from Phantasm?

g

Well, it's back, though not as crudely
efficient as in the movie.

When the game begins, you find
yourself marooned in the artificial
jungle on Saturn’s moon Titan, after
having been kidnapped and having
your memory completely erased. The
only clue as to who and what you are
Is a vague holocube message made
by you to yourself.

A couple of levels later, after a lit-
tle interaction with one of the
game’s characters, you find out that
your name is Conrad Hart. You're a
young agent-in-training in the Galax-
las Bureau of Investigation who's
been working on a project involv-
ing molecular
density ana-
lyzer glasses,
and you've dis-
covered that a
portion of the
population has
a nonhuman
molecular
makeup. The
assumption,
therefore, is
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that aliens are trying
to infiltrate Earth’s
society. Your mission
Is to stop them be-
fore they complete-
ly dominate the
planet.

From a graphics
standpoint, Flash-
back is exquisitely

I striking. From the
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cinematic polygon sequences to the
realistically animated motions of the
main character, the level of realism
created by the rotoscoped sampled
images really shines. A couple of
times | found myself letting Conrad
get a bullet in the back just so |
could see him painfully blown
across a room. You can almost feel
his back-breaking agony as he’'s sent
hurling.
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If yvou are at all familiar
with any version of Prince of
Persia (and, if you're not, then
you're in trouble), you shouldn’t
have any problem figuring out how
to manipulate your character. Con-
rad Hart moves with the same wiry,
lanky movement as our friend in the
turban. Unlike Prince of Persia,
you're not required to perform the
many timing-critical, run-and-jump
moves. It'll take you awhile to get
used to the different types of moves,
including the old Captain James T.
Kirk-style shoulder roll, which you’ll
consistently use throughout the
game.

Flashback is a sizable game—12
megabits. There are six levels in all,
and each of the levels varies in size.
Level 2 is probably the most complex,
with six different missions which, in
themselves, could almost stand alone
as independent levels. After each
level, you're given a new password,
but, most importantly, there are sev-
eral save stations scattered through-
out each of the levels. At any time
during the course of the level that
you're currently playing, you c<ns1:XMLFault xmlns:ns1="http://cxf.apache.org/bindings/xformat"><ns1:faultstring xmlns:ns1="http://cxf.apache.org/bindings/xformat">java.lang.OutOfMemoryError: Java heap space</ns1:faultstring></ns1:XMLFault>