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HiT THE STREETS
FIGHTING!
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Fists and feet collide in Raging Fighter [ |=2 e s s
the purest, most savage man-to-man slug fest for Game Boy”
Enter the Omega League of 7 full size, screen dominating fighters each with 20-40 attack

moves including specialized assaults. Use these awesome arsenals of physical brute force to
wail on computer controlled foes in the practice mode. Pulverize
your opponents in a single elimination pain event. Or vie for the title
L of Mightiest Mortal in the bane crushing tournament.

B O A You can even inflict unforgettable agony on a friend with the 2
A BESSEESR O U T player option using a second Game Boy, Raging Fighter Game Pak i
and a Game Link™ So grit your teeth and clench your fists. In Raging

I(ONAMI® Fighter you have nothing to lose but use of your limbs!

Konami Game Hint and Tip Uﬂ&:'l-900-895-H|NT(4468)‘ 70¢ per minute charge. Minars must have parantal permission before calling. Touch-tane phane required. Raging Fighter™ s a trademark

of Konami, inc. Nintenda, Game Boy, and the Official Seals are frademarks of Nintendo of America Inc. © 1981 Nintenda of Amenca Inc. Konami is a ragistered trademark of Konami Co.. Lid. © 1993 Konami, All Rights Reserved.




SUPER NINTENDD

S”PEH AHVA”IAE[ per second), hands-free AUTO TURBO
; and SLOW-MOTION CONTROL. With all

That “it's not whether you win or lose, it's how these killer features and cool styling,

you play the game” stuff is a bunch of garbage. it's no wonder theyre the #1 enhanced

That's why we've got two ways controllers for the Super

to keep you winning: the « NES. So take your pick, and

‘ = Super Advantage and asciiPad,™ both for then take on the neighborhood. With
- the Super NES® They've got the kind of this kind of power, you'd just better
enhancements you need for today's fiercest learn how to be a gracious winner.

The asciPad.

vy ociydnd games—features like TURBO-FIRE (up to 32 shots IT'S HOW TO WIN.

©1893 ASCll Entertainment Sofoware, Inc. P.0. Box 6633, San Mateo, CA 94403. Telephone: 415/570-7005, ASCIMVARE and asciiPad are trademarks of ASCIl Entertainment
Software, Inc. Al rights resenved. Super Nintendo Entertainment System, Super Advantage, and the official seals are registered trademarks of Nintenda of America Inc.



Two secret weapons for the

61593 ASCH Entertanment Software, inc. P.0. Box 5635, San Mateo, CA 94403, Telephone: 415,/570-7005,



RE COMING.

Sega” are incoming, so keep your eyes gpen. And your head low.

a public service from

SEGARE

ASCIWARE is a trademark of ASC Entertainment Software, Inc. All nights reserved. Sega, Genesis and Saga CD) are trademarks of Sega Entarprises, LTOD.



..... oy . 8 Letter from the GamePros
12  The Mail

16 The Cutting Edge
Games on TV starring The Sega Channell 3D0 Games: Crash ‘N’ Burn
and Total Carnage.

22  Hot at the Arcades
Drive for sport with Driver’s Eyes or drive for blood with Lucky and Wild.

chase the Dark
sh, Zitz, and Pimple o 24. 5 ) }
Miveon through the SNES. 56 P20 24  Special Feature: Battletoads in Battlemaniacs
The terrible "Toads are back to take over the SNES, and Part Two of the Battle-
toads comic.
30 ProStrategy Guide: Ecco the Dolphin
Part 3 brings Ecco on home.

36 Special Feature: Jurassic Park
Welcome to Jurassic Park for the Genesis, the Sega CD, and more! Enter at
your own risk!

42 Special Feature: Mortal Kombat
It's a Mortal Kombat overkill PreView — SNES, Genesis, Game Gear, Garme Boy,
and Sega CD!

44 ProReviews

44 Genesis: Splatterhouse 3, Jungle Strike, Toys!, PreView: Journey from
Darkness: Strider Returns, PreView: Rocket Knight Adventures

60 Sega CD: Rise of the Dragon, Final Fight, Time Gal
94  SNES: Final Fight 2, Alien 3, Dungeon Master, Tuff Enuff, Braw!
Brothers, PreView: Clay Fighter
106  Nintendo: Mighty Final Fight
110 NeosGeo: World Heroes 2

112 Duo: Bonk 3 (Duo Chip), Sherlock Holmes Consulting Detective 2
(Super CD)

130 Game Boy: Avenging Spirit
134 Game Gear: Streets of Rage

116 Special Feature: Street Fighter Il Again!
Street Fighter Il Turbo's coming for the SNES! In Japan, SF Il Champion Edition
ready for the PC Engine Duo.

Volume 5, #7; July Issue; GAMEPRO® (1SN 1042-8858) s published monthly for $24.95 per year by Infctainment Werd, Inc., 951
Mariner's Island Bivd., Ste. 700, San Mateo, CA 94404; An IDG Company: The World's Leader In Information Services On Information
the uﬂima!e Technology. For subscniption problems only: (303) 786-7459. Second class posiage paid at San Mateo, CA and at additional mailing
Dinosaurs make offices. POSTMASTER: Send address changes to GAMEFRO, P. 0. Box 55527, Boulder, CO 803225527, Change of Address:
tour! See page 36. Please send old label and new address to GAMEPRO, P.0. Box 55527, Boulder, CO 80322-5527. Foreign and Canadian orders
returm 3 must be pre-paid in U.S. dollars on a U.S. bank and must include $10/ear additional postage.
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Cookie Chaos for Mario and Yoshi!

Mario and Yoshi are filling in at the Cookie Factory, and the snacks are piling high!

As fresh baked cookies roll out of the ovens, it's up to Mario to sort and stack 'em before they pile too high! Line up a
row of the same kind of cookies either vertically or horizontally, and they vanish. Clear the screen to move on to a new
level of munchie-madness! Yoshi appears from time to time to stir things up. Play for high score or go head-to-head
against a friend or the computer. The mouth-watering madness doesn't let up!

= : In the tradition of Tetris™ and

s Sarriy ST B Dr. Mario™, Yoshi's Cookie is a
: heaping helping of lip-smacking,
snack-stacking cookie chaos!

It's a heapin’
helpin’ of cookie
crunchin’ fun!

CHEN|

Challenge a friend or the
computer for more
munchie-madness!

@ 100 stages, plus bonus rounds.

@ 1 or 2 players, or play against
the computer.

¥8 Choose to be Mario, Yoshi,
the Princess or Bowser.

@ Extra puzzle game from the
creator of Tetris.

It's a snack attack!

Fouilileiz ~ Vo
I e
Bullet-Proof Software, Inc. e

8337 154th Ave. NE s
Redmond, Washington 98052

Yoshi's Cookie is a trademark of Nintendo of America Inc. ©7999,1993 Nirtendio of America Inc. ©1993 Bullet-Proof Software, Inc. Origingl design by Home Data Comp. Puzzles by Alexey Pajitnov and BPS. Dr. Mario, Nintendo, Super NES and
Super Nintendo Entertainment System are trademarks of Nintendo of America Inc. Tetns™ & ©1987 Elorg, Bullet-Proof Software 2nd BPS are registered trademarks of Bu let-Procf Software, Inc. All rights reserved.
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The Sporis Page
Sports Insider talks with Shaquille O'Neil. Davis Cup World Tour (G), Jimmy
Connors Tennis (N), NBA Jam (coin-op), Summer Challenge (G).

GamePro Lab Report
Hardware Helpers becomes CamePro Lab Report for gadgets and gear.

Short ProShots
Quick hits on some cool new games.

S.W.A.T. (Secret Weapons and Tactics)
Check out these hot tips and tricks from GamePros everywhere.

ProNews
All the video game news that fit to print.

Advertiser Index
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WHAT’S THE WORLD

COMING TO

WHEN IT’S EASIER

TO GET A  DEGREE IN

BRAIN SURGERY

THAN A SEGA SEAL OF QUALITY"

ON AVIDEO GAME™?

%atsrm Gimhetmtp

NCISCO

¢
“*OFHCIALj‘ ~

§CGA

[N RECOGNITION OF THE SATISFACTORY FULFILLM|

OF THE REQUIRED COURSE OF $TUD!

College o Brain 9urgm:p

AL OF
UALITY

There are 4000 brain surgeons just in the A scant 200 Sega Seals were awarded last year
Ulnited States alone. in the whole wide world.

The Sega Seal of Quality. With it, you'e assured a game has passed the most rigorous
battery of quality control and playability tests ever devised, and that it pushes the limits on
the fun meter. What's more, the Seal guarantees the game, when used properly and not
as a door stop, will not damage a Sega Genesis; Sega CD™ or color portable Game Gear"
Without the Seal? Well, about |EUESEEESHSY the only thing we can guarantee

is that you could be setting yourself [NESSISNEINE 15 for a big, big headache. If that

happens, don’t come crying to us. Heck, call a brain surgeon.
PP ying > g

Sega, Genesis, Game Gear, Sega CD, Welcome to the Next Level and Sega Seal of Quality are trademarks of SEGA. © 1993 SEGA. All righss reserved.
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Jurassic Park - best-selling novel, block-
buster movie, video game, CD game, and
this month'’s cover story — will make di-
nosaurs the cultural icon of 1993. Video
game companies would do well to re-
member the fossilized lesson of the di-
nosaurs: Those who don't adapt to the
changing environment disappear.

To survive in the increasingly com-
petitive electronic entertainment habitat,
smart game companies are finding out
that it takes a team effort to come up
with a winner. “Strategic alliance” is the
hot catch phrase of the moment. Current-
ly strategic alliances are uniting compa-
nies ranging from movie powerhouses to
cable-communications outfits.

Jurassic Park is a high-profile example
of what happens when companies from
different fields team up. Sega, Ocean, and
Universal Pictures will attempt to herd di-
nosaurs into the hearts and minds of
American gamers and moviegoers. Steven

Walk
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LucasArts formed a partnership with Sili-
con Graphics to use its high-powered
graphics computers to develop films and
electronic games. Sony Imagesoft has a
Columbia connection that will result in
Dracula, Cliffhanger, Last Action Hero, and
Journey to the Center of the Earth...all
soon-to-be video games based on films.

The most fascinating and potentially
far-reaching alliance (as reported in this
month's Cutting Edge) concerns the Sega
Channel. Sega's allied itself with Time
Warner and Telecommunications, Inc., the
nation’s number one and two cable-sys-
tem operators, to create a video games
channel. According to Sega, subscribers
will be able to play and preview Genesis
games by the end of the year.

Video game companies are also look-
ing within their own ranks for suitable
matchups. Alliances between Capcom,
Sega, and Hudson Soft in Japan will result
in several incarnations of Street Fighter Il

“Video game

companies
would do well

Spielberg, the film's director, went to bat
for a 3D0 version of the game by MCA.
(3D0 s itself an interesting alliance, with
Matsushita, Time Warner, AT&T, and Elec-
tronic Arts among its team members.)

Of course, Hollywood, the “entertain-
ment capital of the world,” has had its
sights set on electronic entertainment for
a while. The Lucasfilms/LucasArts team
produced Star Wars for the SNES (see the
Star Wars ProStrategy Guide in this issue)
and the soon-to-be announced Super Em-
pire Strikes Back. Recently, however,

for the Genesis and the P.C. Engine. (See
the Street Fighter Il Special Feature on
page 116.) Sega, Disney Software, and Vir-
gin Games are working together to create
Disney’s Aladdin, based on the hit animat-
ed movie, Even adversaries like Sega and
Accolade have become allies. (See
ProNews, page 150.)

Of course, one major player remains
quiet on the alliance front. Nintendo can
surely see which way the wind is blowing.
If they can't, perhaps they need to be re-
minded of what happened to the dinosaurs.
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PREPARE YOURSELF

SCORPION
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COMING TO LADING VIDEO GAME SYSTEMS

SEPTEMBER 93

Mortal Kombat™ ® 1992 Licensed from Midway® Manufacturing Company. Al rights reserved. @ 1993 Acclaim Entertainment, Inc.
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"THIS IS ONE OF THE BEST
SEGA CARTS WE' VE SEEN
THIS YEAR! IT'SGOTIT ALL-
EYE-POPPING GRAPHICS,
PUMPING MUSIC AND
EDGE-OF-YOUR-SEAT GAME-
PLAY. COOLSPOT REALLY
QUENCHES THE THIRST
FOR FUN AND WHITE-

KNUCKLE ACTION!"

SEGA VISIONS
MAGAZINE

High energy music! Wipe out sound effects!

Action you can sink your teeth into!

i &
COFFICIAL

s@m )
< #

% SEALOF &
&

y /4

LICENSED BY SEGA ENTERPRISES LTD. FOR
PLAY ON THE SEGA™ GENESIS™ SYSTEM.

&
&

©1993 Virgin Games, Inc. All rights reserved, Virgin is a
registered trademark of Virgin Enterprises, LTD. ©Seven-Up.
7UP and SPOT character ara irademarks identifying products
of The Seven-Up Company, Dallas, TX 1933

SEGA AND GENESIS ARE TRADEMARKS OF SEGA ENTERPRISES LTD.
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Give Us Letters,
Give Us Art!

I've been subscribing to
GamePro for about a year
now, but I'm disappointed
with the mail section. It's
too short!

David Luong, Vancotiver, Canada

| think the magazine should
have a page where readers
can draw pictures of their
favorite characters or games.
Tom Warnke, Schuamburg, IL
(We've always said our read-
ers have the hest ideas. We
hear, and we obey! As you
may have noticed in last
month’s GamePro, we've
expanded The Mail io two
pages, plus we've started giv-
ing space to some of the cool
envelope art you send in each
month. Send us your photo-
graph, and we’ll put
your face next to your
letter. - Earth Angel)

Unfair Opponents

Is it just me, or do computer
opponents on some video
games cheat? If you're playing
SF Il above Level 5, don't even
think of having a fair fight
against Guile, Blanka, or M.
Bison. Guile whips off two or
three Sonic Booms in a row,
sometimes within three sec-
onds. | once had Blanka walk
toward me and do a Rolling
Attack! What's up with that?
On Super Mario Kart, the com-
puter-driven karts act like
they're riding on rails. It’s
impossible for gamers to drive
that way. Why do game mak-
ers make some games so bla-
tantly unfair to the people
who play them?

Jared Spiegel, Machias, NY

12

In SFII, the compuur uses moves
normal players can't.

(In a sense, you’re correct, The
designers give computer
opponents the ability to bust
moves no human player can
execute! Normally, Blanka
wouldn’t be able to use the
Rolling Attack while walking
toward you, because he’d
have to Charge Back first. By
giving the computer “superfu-
man” abilities, designers not
only compensate for the limits
of artificial intelligence, but
make the game more chal-
lenging. The rewards for beai-
ing such tough opponents are
well worth the effort, though.
Try completing Street Fighter I
on Level 7. If you can do it
you'll see a special ending.
After all, who wants to waste
their bucks on a cart l‘hal’s
easy fo beat. e
~ Slasher Quan)

A Bloodless

Mortal Kombat?

I'm very happy that Acclaim
will create Mortal Kombat for
the Super NES, but | hear Nin-
tendo has a rule against “too
much violence” in games. Have
Acclaim and Nintendo dis-
cussed the graphic violence in
MK? Without the violence, MK
will just be another poor Street
Fighter clone. Please keep us
up to date on this situation.

Garrett Masui, Union City, CA

EAMEPRD

Will Nintendo cut the violence out
of Mortal Kombat?

(We went right to the source for
the answer to this one. Alfyne
Mills, a spokesperson for
Acclaim, tells us, “Acclaim’s
goal is to make Mortal Kombat
as true to the arcade games as
possible. We think gamers will
be happy.” For more informa-
tion, see our Preliews on
upcoming Mortal Kembat
titles on page 42 of this
issue. - Hack ’n’ Slash)

A Bit of a Problem
Both the Genesis and the
Super NES are 16-hit systems,
yet they play 12-and 16
megabit games. Could you
please explain this to us
gamers who wish to know
more about our systems?

Thumper, lowa City, IA

(Questions about bits and
megabits confuse more than a
few gamers. Both the Super
NES and the Genesis are “16-
bit” hardware systems, which
means that they can process
16 bits of data at a time (twice
as many as the NES, which is
an 8-bit system). The label
“16-bit” here refers to the
speed of the hardware’s

A “16-megabit” label on
cartridge software means
something completely differ-
ent. Megabits, or )
refers to the total amount of
data stored in the cartridge.
Currently, carts come with 4,
8, 12, and 16 megs of data
(one megabit equals &5
1,000,000 bits).

- The King Fisher

Is Nintendo
Dissing Sega?

I've noticed something very
controversial in the Bartzilla

July 1983

level of Bart's Nightmare for the
Super NES. At one point, it
looks like people are throwing
Sega Genesis systems at Bart.
Excuse me, | thought that this
was a Super NES game! Since
Sega’s their main rival, isn't Nin-
tendo taking a shot at its com-
petition? If Nintendo’s dissing
Sega, | think it's a low blow.

Sal Piscopo, Brooklyn, NY

3. (We fired up Bartzilla in our |

Game Lab and saw people
throwing...something. Defi-
nitely something. Here’s
the screen, what do ]
you think? - The
Unknown Gamer)

Super NES, S’il
Vous Plait

Can you hook up the Super
NES system to a European
television? Also, is the Street
Fighter Il arcade game played
in Europe?

Dino Shipmon

Panorama City, CA

(Pack your passport and your
clean underwear, Dino, but
don’t pack your Super NES
when you go to Europe, Unfor-
tunately, European TVs have
different display standards
(PAL and SEGAM ) than we do
in the US (NTSC). If you plug in
an American Super NES across
the pond, the picture will be
scrambled, Likewise, if you
buy a Super NES in Europe, it'll
work on European TVs, but not
on American TVs.



Honest. It really is a
Cartridge Game!
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QUEST FOR IDENTITYn

Planet Titan: Outwit and outgun New Washington: You found your Death Tower: Combat deadly replicants

weird mutants and traps to escape memory. Now take on lethal missions to in a futuristic gladiator show. The prize -
from this hostile jungle. survive undercover. your life.

Earth: Your cover has been blown. Now Paradise Club: You discovered the dliens’
robot cops are after your hide. headgquarters but get trapped in their prison. relentlessly defend their planet from your
assauft.

Flashback’s animation is so fluid, and the graphics so eye-
popping, you won't believe it isn't a CD-ROM game. The
characters move at 24 frames-per-second and an intense
science fiction plot unfolds with animated sequences.
With 7 challenging levels and a choice of 3 difficulty set-
tings, you'll wonder how this all fit into a cartridge.

For tips and information:
U.S. Gold GAME!/ine
1-900-288-GAME (4263)
$.85 per minute charge. If you are under 18 years old get your
parents permission before calling the GAMEIine. Touch-tone
phone required. U.S. Gold Inc., San Francisco, CA 94111

Now availablel!!
The Official Flashback-The Quest for identity Strategy Guide
A detailed guide of hints, strategy tips and the further adventures
of Conrad from Marvel® comics. Call the U.S. Gold GAMEiine
for information on purchasing it.

Available
for Sega™ Genesis™

Flashback - The Quest for Identity © 1993 Delphine Software and U.S. Gold Inc. All rights reserved. Sega and Genesis are trademarks of Sega Enterprises Ltd.



Fortunately, you’ll find sy was final? (Do you follow?) E e
that SFil is a big hit in Euro-  Face it, just like the movies, as fvelope Art
pean arcades, so you'll be able long as the first fight is finan- | Creatartijn OVery Gamepre o
to practice your moves while cially fruitful, further fights leceived that month, The bo we'l fﬁature the best art W
you're there. Bon voyage! will follow. Besides, do you Our mag and 5 free (; est artist wjj| get their pi =
- Rampant Saxon) c AmePro Tshirt, so keep ‘em Eﬁm 4
ing.

7 really want these %
% great series fo end? 54
Addresses, Please - Gideon) ;

| was wondering if you could
send me the addresses of the
following companies: TTI,

3D0, and Electronic Arts.
Don Allen, Mankato, MN

(Here ya go: Turbo Technolo-
gies, Inc., 6701 Center Dr.
West, Suite 500, L.A., CA,
90045; The 3D0 Co., 1820
Gateway Dr., San Mateo, CA,
84404; Electronic Aris, P.0.
Box 7578, San Mateo
CA, 94403.

~ Holly Wood)

The Last Ultimate
Final Closing End

If, as the name suggests, Cap-
com’s Final Fight was the last
fight, how can there be a Final
Fight II? I'm perplexed.
Jennifer E. Barr, Olney, MD

2THEU 1

FREDTI Y L

Jer

Will there ever be a final

Final Fight? : (TP\N‘E PRO M agazine
(Hmmm, you may be on to N Dear Editor '
something here, Jennifer. 8 00, Boy 5833

Come fo think of if, how can Son Mateo,CA T
there he a third, fourth, and ’

fifth Fantasy if the first Fanta- K

GamePro's Game Rating System Challenge

SEEEEsEl s

15 20 3.0 35 ADJ. Adjestabie

Graphics: Judges the overall artistic quality of sprites, animation, and background scenery. Sound:
Critiques music and sound effects. Contral: Rates how smoothly the control pad commands and
the game’s interface turn you on to the on-screen action and fun. FunFactor: Are you gonna have a
good time? Challenge: This is the average skill level necessary to play the game. When you can
pick skill levels, we label Challenge “Adjustable.” GamePro’s Game Rating System: 5.0=Outstand-
ing! 4.0=Great job! 3.0=Good job! 2.0=0.K. but could be better. 1.0=Wake me up when it's over!

GAMEPRS Ancar,
EAR EDn .
0 30%3?54 = J

14 GAMEPRO = July 1883

?.0. BOX 5828
SAR EATEQ, CALIFORNIA

Upland, IN

You Think,

f This is your magazine, so

- tellus what you'd like to |
; See in it. Here's your }
, chance to design the kind

| of mag you've always {
| wanted. Send your Sug-

‘I gestions to:

- GAMEPRO Magazine |
; Dear Editor

| P.O. Box 5828 |
I‘ San Mateo, CA 94402

| Thanks for your help! JI

—_
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SHERLOCK HOLMES Il

SHERLOCK HOLMES™

Bl vs- - wanoencrs erom v
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T5RBIGRAN®

. DUNQGEON EXPLORER Il

B 17 cAME FROM THE DESERT™

SUPER.
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d lords of thunder p
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The average CD spins. at a speed of
300 rotations per minute. Then again, DUO
systems and CD games are anything but
average. f DUO can display 512 simul-
taneous colors. (That’s hundreds more than
the other guys.) f Each and every DUO
system comes with Gate of Thunder, Bonk’s
Adventures, Bonk's Revenge, Y's | and Y's II.
A whopping $249 value for free. Gratis.
Not a penny. f Also available are Lords
of Thunder, Bomberman ‘93 and all the
games shown on the left. Coming soon
is John Madden’s - CD Football, only avail-
able on DUO. f Hook DUO up to your
stereo and play CD's. Or hook DUO up to a
PC and use it as an external CD-Rom drive.
y All this and more, for around $299.

ﬁ 300 R.PM. 299 bucks. A gazillion
- advantages. All at one number. Simply

call (310)337-6916 for more details.

&8 sherlock holmes i

Trademark of Hudson Soft. ©1333 Hudson Soh ©1993 Red ©1991 WESTONE ©1832 ICOM Simulations, Inc. Consulting Detective™ is a licensed trademark of Sleuth Publications, Lid. Il
Turbe Duo is a trademark of NEC Home Electronics, Ltd. Distributed by Turbo Technologies, Inc. 6701 Center Drive West, LA 90045, All Rights Reserved.
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F' President Clinton
=" calls it the “data
superhighway,” and the indus-
try’s top gaming companies
are doing their part to'help
= pave this road of tomorrow.
. This information freeway will
. deliver video entertainment
and information services ovel
the coaxial and fiber optic *
lines that bring you cable TV.
What does this mean to
video gamers? A possible rev-
* olution in how games are
delivered to your home! Sega’s
ready to fire up The Sega
Channel, a service that sends
Cenesis games over cable.
The interactive Games Chan-
nel is also‘on its way, and Nin-
tendo could be next.

The Sega Channel

Sega called its shot in a recent”.
press announcement by align-
ing itself with Time Warner.ahd
Telecommunications, Inc. (TCI)
to launch The Sega Channel.
Genesis owners will be able to
subscribe to this premium chan-
nel service and play any car-

. tridge game in Sega’s vast library
without leaving their homes.

Prime Time Any Time
The Sega.Channel will be a 24-
“ hour-a-day cable channel, sim-
ilar'to.any other premium
channel such as HBO or Cine-

= Mmax. After signing up with your

lacal cable company, you'll
insert a special decoder unit

~ ‘into your Genesis system’s
cartridge slot and connect your

16

regular TV cable to a wire inter-
face to process the Sega Chan-
nel's signal. A menu will display
the current game offerings, and
you'll download a game into the
decoder cartridge. The game
will be stored in the decoder's
memory as long as the power
remains on, but you'll have to
download it again if you switch
off the Cenesis. *

Gable Genesis

Sega will offer portions of its
entire 16-bit cartridge library on
the channel, and it will update
the selection at least once a
month. In‘addition to current
games, snippets of unreleased
games will be posted. For
example, players might be
able to sample the first level
of Sonic The Hedgehog 3
before it's available in stores.

“Sega will use the channel to

test-market games, such as
the offbeat carts from Japan
that Sega of America usually
hesitates to bring to North
America. Plans also call for
monthly themes, such as role-
playing and sports. Special
promotions, news, contests,
and on-line tips will accompany
the games.

The Sega Channel is car-
tridge-based, so it won't work
with Sega CD games. Sega is
negotiating with Capcom,
Konami, Acclaim, and other
companies to offer their carts
on the channel, but nothing’s
definite. Sega won'’t comment
on whether The Sega Channel
would be compatible with the
32-bit Sega system that we
believe is in development.

GAMEPRO -
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Trip Hawkins, founder of the
3D0 Company, has made no
secret that part of his vision
for the 3DO Interactive Multi-
player includes an expansion
device to support a cable
interface. Time Warner is one
of 3D0's key financial partners,
so we wondered if Time’s
alignment with Sega indicates
its relationship with 3D0 is on
shaky ground. Time Warner
spokesperson Edward Adler
noted that when the 3DO0 sys-

Can 3D0 Hook Up Too?

tem sells as many units as the
Genesis has (12-14 million
estimated by the end of '93), it
would consider helping 3D0
start its own channel. Sega
spokesperson Ellen Beth Van
Buskirk added that The Sega
Channel’s joint-venture compa-
ny, comprised of representa-
tives from Sega, Time Warner,
and TCI, may consider propos-
als for channels based on sys-
tems from other companies,
including Nintendo and 3D0.

A Fiber Optic Future

Sega’s partners in the deal,
TCl and Time Warner, are the
nation’s first- and second-
largest cable system opera-
tors, respectively. According
to these cable-TV giants, the
next step for both the cahle
industry and The Sega Channel
is fiber optic'cabling. It's a
higher-density cable thanthe
coaxial cable currently installed
in most American homes. It
sends and receives information

faster and more efficiently.
Time Warner is currently test-
marketing fiber optic cable in
Orlando, FL, and TCl is now
wiring up fiber optics nation-
wide, with plans for full mass-
market penetration by 1996.
This gives TheSega Channel
the potential for live, on-line
gaming in the future. Players
around the nation could battle
each otherin Street Fighter II:
Champion Edition or any other
multi-player game on the chan-

Shinobi

After Bumer

DECODER
CARTRIDGE

CABLE WIRE

July

The Sega Channel is piped in over your reqular TV cable (1) and is trans-
lated by the decoder unit cariridge (2). Then a menu appears on-screen
(3), and you choose a game to download into the decoder.



nel. Sega could also create
special versions of games to
accommodate dozens of players.

Gamers Gef Connected
Stand by for video lift-off. The
Sega Channel has ambitious
plans for a trial run in select
locations this fall, with a nation-
wide launch scheduled in the
spring of '94. The basic service
will cost approximately $10 per
month, though ho price has
been set on the decoder unit.
Sega expects to sign up two mil-
lion subscribers by year-end '95.
More details should be released
at the National Cable Television
Association (NCTA) show in San
Francisco in early June.
Sega of America, 130 Shoreline Rd.
Redwood City, GA 84065
415/591-7529

It’'s been over a year since we
looked at The Games Channel
(see Cutting Edge, April '92),
s0 here’s an update. The
Games Channel is no heavy-
weight in the video gaming
industry (yet), but it plans to
finally make a splash with a
nationwide roll-out this fall.

For $9.95 you'll get 20 hours of
play each month, and $19.95
buys you 60 hours. The basic
games aren't traditional video
games, but on-line interactive
TV games. Game types will
include trivia, mystery, role-
playing, education, gambling,
and game shows. You'll watch
a game and dial in the answers
on any telephone.

As an additional service,
The Games Channel will also
offer cartridge-based video
games. You'll be able to dial
up a computer over the phone
lines and'download Cenesis,
Super NES, or NES games into
a Super Power American
Champions cartridge (SPAC).
The SNES and Genesis SPACs
hold up to 28 megabits of

game information and cost
$149.95. For the same price,
the NES version holds 12
gaming megs. These SPACs let
users buy games and download
them permanently in memory
until they're replaced with fresh
games. Stripped-down SPACs
that can store games only in
active memory (until the power
is turned off)are sold for $49.95.
The video games will all
be non-violent, and they will
focus on such themes as edu-
cation and personal enrich-
ment. The American Champions
brand will-initially offer 25
games, but The Games Chan-
nel also hopes to post games
from other companies.

In the future, The Games
Channel plans to take advan-
tage of fiber optics, as well as
a new digital video compres-
sion (DVC) technology, which
works over existing cable lines.
With DVC enhancement, regu-
lar coaxial cable can send
approximately 10 times more
data, and can receive data,
too. Digital video compression
could be in homes everywhere
by 1996, and would enable
TCl, Time Warner, and other
cable companies to broadcast
many more channels than
they can today.

The Games Channel plans
to use DVC for live, on-line,
competitive gaming. It would
enable users to play both the
TV games and video games
over cable, and they wouldn't
have to use the phone lines.
The Games Channel could give
Sega a run for its money - and
its subscribers!

The Games Channel
26 Parkwood Ave.
Toronto, Ontario, M4Z-2X1
Canada
800/567-8965

EAMEPRD
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Nintendo to Broadcast
Video Games via Satellite?

That’s the question the whole
video game industry is trying
to answer. As reported in
ProNews (May '93), Nintendo
has purchased a satellite broad-
casting company in Japan.
According to well-placed
sources, Nintendo plans to
begin beaming games to Japan-
ese satellite subscribers as
soon as April of next year.
This would be an unlikely
service to bring to mass market
in the United States, because
individual users would have

to purchase a satellite dish to
receive the signal. One source
speculates that Nintendo
could solve this problem by
installing local-area satellite
dishes, which would serve
entire neighborhoods or apart-
ment buildings. Nintendo also
might abandon the satellite
plan in the States and simply
create a cable-based Nintendo
channel to compete with
Sega. To date, Nintendo has
declined to comment.

July 1983
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‘éw tive Multiplayer is
practically a legend before its
time. As more software begins

m& By The Whizz
47-\*.% P24/ The 3D0 Interac-

to surface, however, the game-

playing potential of this pow-
erful 32-bit CD-ROM system is
beginning to materialize.

terrain in real time to create
wavesand simulate earth-
quakes. Likewise, their Intelli-
gent Graphic Orientation Tool
(IGQT) enables programmers
to painlessly import graphics
of up to 32,000 colors from IBM
or Macintosh drawing programs
to the 3DO graphics format.

Panasonic’s 3D0 Interactive Multiplayer prototype.

Crystal Dynamics intends
to be one of the first game
software companies to dedi-
cate 100 percent of its efforts
to developing 32-bit entertain-
_ ment titles. To solidify its stake
in the future of electronic gam-
ing; the Palo Alto, CA-based
company has created a series
of proprietary 32-bit tools, pro-
gramming techniques, and
software engines. For example,
their Dynamic Coordinate
Mapping System (DCMS)
enables programmers to
manipulate geographical

18

The company will reveal its
handiwork in two 3DO games,
which will be available when the
Panasonic version of the unit
launches in October. For its first
3D0-games, Crystal Dynamics
is going for something bor-
rowed, but infinitely new.

You'll be able to take the 3D0
Multiplayer for a spin through
a post-holocaust world. Crash
"N’ Burn is a 3D auto racing/

combat simulator that combines

EAMEPRD

high-speed driving with lethal
weaponry. The riotous racing
action takes place on 30
tracks in a highly detailed
three-dimensional world that
consists of polygonal shapes
that are completely texture
mapped. Crystal Dynamics
prefers the more elegant term
“texture sculpting,” but the
process is the same. Texture
mapping (or sculpting) is essen-
tially a technique that “grafts”
detailed pictures onto the poly-
gon shapes. The powerful
3DO graphics processor can
then whip these sharp 3D
graphics around any way a
programmer likes.

Texture mapping makes
the cars in Crash "N’ Burn look
awesome. The racers are beau-
tifully drawn with a variety of
off-the-shelf computer graph-
ics programs. Each vehicle is
intricately constructed from at
least 20,000 polygon shapes.

New Cars, New Tricks
Many of Crash ‘N’ Burn's game
elements will be familiar to
video hard track vets, but the
3DO0 twists will blow your doors
off. For instance, the driving is
in some ways like contralling
a Virtua Racing vehicle, but
with infinitely better-looking
graphics. In fact, like Virtua
Racing, you'll get three selec-
table driving perspectives:
cockpit, chase car, and four

car-lengths behind. But, for the
first time ever, video racers will
be able to maneuver through
banked curves and corkscrew
turns, thanks to a proprietary
3D racing engine that Crystal
Dynamics plans to feature in
several other racing games.

In Crash N’ Burn you'll take
on nine fierce opponents. To
select a driver, you watch a
video personality profile,
where each radical racer snarls
their assets into the camera.
Full-motion video footage of
live actors in costume brings
the characters to life, but you'll
also find that their driving and
fighting styles reflect their
outrageous personalities.
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Crash 'N’ Burn will support
two players, but Crystal
Dynamics suggests that the
3DQ system's daisy-chainable
controllers will make a16-
player racing game possible.

The weapons are lethal, if
familiar. Among the armaments
will be Vortex Mines, Fusion
Casters, and 120 mm Gauss
Cannons. Crystal Dynamics will

flex some 3DO muscle by show-

ing off the unit's Transparency
effect with a defensive cloak-
ing device that makes the car
translucent (and “invisible” to
computer-controlled vehicles)
as it speeds around the track.

Crash "N’ Burn looks like a killer

auto racing game.

Fang ang g,
; corch
Facing team,

Total Eclipse is a space com-
bat simulator that may send
you screaming into planetary
places where no video gamer
has gone before. Set in the
year 2918, the game will put
you in the FireWing, a Terran
space ship on a take-no-pris-
oners mission. Your objective
will be to prevent the evil
Drak-sai from using their star-
killing weapon, the Sun Dag-
gar, to destroy the Sun.

StarFox fans will find the look
and feel of this game familiar,
but that's like comparing an
eagle to its skeleton.

As in Crash N’ Burn; texture
mapping makes Total Eclipse’s
game play environment look
5o slick it hurts. The animation
will run at 24 frames per sec-
ond, which is comparable to
the quality of an.animated
movie. You'll also be able to
select three flying perspectives:
inside the cockpit, chase plane,
and a broad look from behind
the FireWing. DCMS effects will
fire up volcanic eruptions and
unleash violent lava flows.

EAMEPRD

Total Eclipse will test your
reflexes and your nerves as
you skim three-dimensional
planetary surfaces and wind
through narrow canyons at
breakneck speeds. You'll zap
the Drak-sai with a variety of
imaginative weapons, includ-
ing a searing Laser Blade and a
mammoth Solar Bomb. Special
3DO hardware effects include
the Phase Coil, which will dif-
fuse your spacecraft so it can
fly through objects. Total
Eclipse will be totally “out there,”
and it will probably make you
want to.be out there, too.

July 1983

"g in Tofal Eclipse-

Stunning graphics highlight the space combat.

A Brave New
Virtual World
If these preliminary versions
of Crash N’ Burn and Total
Eclipse are any indication,
the rules of the Video Games
Game have just changed...
forever! 3D0O game developers
are taking the safe and smart
route by going to proven
themes, but there are games
to come like none you've ever
seen or played beforel
Crysial Dynamics
2460 Embarcadero Way

Palo Alto, CA 94303
415/858-3640
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L Soyouthink you earned your stripes
by blowing away the Desert Madman. Don’t
be so sure. This new crisis pushes the
temperature sky high.
= Jungle Strike™ the Sequel to Desert Strike™
With 16 screaming Megs of action, you
Spearhead the ultimate mission. Hunt down
. and destroy a drug ford's terrorist empire
. before Washington D.C. gets nuked.
. It's your toughest mission yet. Blast
X  your way through nine new fevels. From
S [Washington D.C. to the Amazon to the
- snowcapped Andes. Deadlly night
. campaigns, high speed river
. chases, jungle hideouts.
You'll need a whole
‘ nal of vehicles. A Super
= Comanche Helicopte, an MX9 &8
" Attack Hovercraft, a Special Forces
: Motorcycle, and an F-117A Steaith Fighter.
But the enemy’s packing more firepower, too,
with 26 new vehicles and weapons. Includ-
B (119 Stolen Patriot missiles and
| Abrams Battletanks.
; Jungle Strike's faster. More
graphic. More explosive. Loaded
'h more danger at every turn.
Can you take the heat? Call (800)
. 245-4525 anytime to reenlist,

A 956 for the first minute, 75¢ for each aduitional minute.
& |fyou are under 18, be sure to gel parents' permission before
calling. Requires & loveh-tone telephone. Messages
subject ta change without natice. Jungle Strike and
Desert Strike are rade may
of Electronic Arts. Seffa
and Gengsis are lrademarks S
0f Sega Enterpfises g

BASIC TRAINING
FOR THE JUNGLE.




Driver’s Eyes Formula 1 Simulator
(Namco) .
Driver's Eyes is a massive, one-player 5|_t-
down unit with a full-sized Formula 1 dri-
ver's cockpit. You have a ﬁrst.-person, :
behind-the-windshield view via three moni-
tors wedged together to create an almost
seamless 180-degree ﬁe]d‘of vision for the
driver. Add VR-style graphics that move

and scale in real time, plus thunderous dig-

Lucky and Wild (Nameo)
It was inevitable that someone would
come up with a game that blends driving
and shooting. Lucky and Wild does just
that, so we decided to take this gun-
mounted vehicle for a test spin.

Get ready to experience street-chase
shoot-em-ups from the same perspective
that you see in movies like Lethal Weapon
and 48 Hours. This game unit resembles
the front seat of an undercover cop car.
One or two players sit on a wide seat in
front of a large-screen monitor —your
windshield to the criminal-infested streets
of Neo City, California. Player One controls
the steering, gas, brakes and a forward-
mounted Uzi. Player Two controls only his
own Uzi.

Your “vehicle” careens through four
treacherous stages of the city with
smoothly scaling, forward-scrolling action,
In the first stage alone, you'll need to
bump and dodge enemy cars, shoot some
punks, drive through a flest of motorcycle
thugs, and take a shortcut through the
local indoar shopping mall. Although you

ital sound effects that blast out of the
headrest, and you have a con:p]ete and
ivating racing experience:
CalptTru'.ygim:redible and detailed vector-
filled graphics of a Monte Carloesque sea-
side resort racing circuit include paim
trees, road signs, tunnels,_and evena
plimp. Silky smooth real-time scaling
graphics zoom towarq the driver head-on,
only to zip by on the side screens a split
second later. This creates a realistic sense
of the speed, sharp turns, and sudden d!pi
in the road. Watch for opponents that slin!
into your field of vision as they try to pass
on either side.

CRED I 7§,

have unlimited ammo, you still have to
dodge traffic, pedestrians, and road obsta-
cles to keep from damaging your ride.
Deplete your car's health bar, and it's
game over. At the end of each level, you'll
face off against a boss — who’s usually in a
heavily armored vehicle. Wipe out the boss
and proceed to the Pink Cat’s Garage,
where you repair your vehicle and earn
extra honus points, depending on how well
you did.

Lucky and Wild features great graph-
ics, awesome digitized voices and sounds,
intense game play, and a rollickin’ good
time. Although nat heavy on strategy, this is
a fast-action game with an aim to entertain!

gam
Shooting action, Eith
tthe pegy) to the metaj!

This issye we hit t
road wﬁth two sleeﬁl;r’t-
oyvn dr:v{ng games from
S EYBS s an 8ye-pop-

type racing sjmy-
and Wild is gp

er way, its time

Driver's Eyes offers two skill levels:
Novice (three laps) and Super (four laps).
Choose either automatic or 5-speeq manu-
al transmission to handle a top cruising
speed of 265 mph. Standard controls
include steering, gas, brakes, and shifting.
You start with 90 seconds and earn
extended time as you cross certain check-
points and compete against 16 computer
drivers. Game play and control of your car

is extremely realistic (i.e. the laws of

ics apply! _
physgm;?syEllﬂs is racing without risk to
life and limb. Go see for yourself!
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ARE YOU READY TO 2 THE INFAMOUS R.L.P. WITH THE TWO AND THREE-MAN
RUMBLE?! MR. PERFECT! EYE-GOUGE! TOMBSTONE PILEDRIVER! TAG TEAM ACTION!!
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b Pimple are in your
face once again. The Battle-
toads are back to fight for
truth, justice, and the amphib-
ian way in Battletoads in Bat-
tlemaniacs for the SNES.
Tradewest’s new NES and
Game Boy Battletoads carts
were okay (see ProReview,
June '93), but this is really the
game that you members of
the Lily Pad Dojo have been
waiting for.

Battletoads looking for adventure.

Our heroes, Zitz, Rash, and
Pimple, join Professor T-Bird
and their friend, Michiko, at a
demonstration of the ultimate
electronic games machine, the
T.R.LP.S. 21 (for Total Reality
Integrated Player System). The
machine opens a computer-
generated portal to a video
game dimension called The
Gamescape.

The Battletoads put their
best webbed foot forward in
this toadally audacious
action/adventure cart.

Battletoads in Battlemaniacs
by Tradewest
Graphics  Sound Control  FunFactor  Challenge

el

4.0
Pru:e not avallahle AciluMadvEnlmz
8 megs Two players
Available July

24

The Pigs of the Apocalypse
come ridin’,

During the dema, Psyko

Pigs on horseback - the dread-

ed Pigs of the Apocalypse -
charge out of the portal and
bag Zitz and Michiko. The
Dark Queen, sworn enemy of
the Battletoads, and her mad,

malevolent partner, Silas Volk-

mire, are behind the slimy
deed. They plan to convert
our universe into their very
own Gamescape Kingdom. It's
up to Rash and Pimple
(coached by the Professor) to
save their pals and put a sock
on the Queen’s plans.

GAMEPRD

Silas Volkmire.. wha( a creep!

Froggies Go
Assaultin’

Battlemaniacs is a swinging
side-view action/adventure
game. This superior SNES
froggy free-for-all is tough but
doesn't take a lot of brains

to play.

Battlemaniacs’ list of
options is sparse. You can fight
solo or recruit a pal for team
"Toading. Single players can
play Rash or Pimple. Doubles
partners can up their challenge
with an option to hurt each
other with errant blows.
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Gear up with Rash and Pimple.

You get seven multi-
scrolling levels and extra
bonus stages. You begin on
Khaos Mountain and fight
above ground and below to
reach Volkmire's Dark Tower.
Along the way you encounter
wild rides on the Tracktor and
the dreaded Battletoads
Speeder Bikes.

Speeder B:kes are back. :

Hip Hop Style
Battlemaniacs’ graphics imme-
diately hit your eye. This is the
best-looking Battletoads game
yet, and it perpetuates the car-
toony, bizarre, radical style
that made the original Battle-
toads NES cart a standout. The
gorgeous character sprites
endow the Toads and their
foes with personality and atti-
tude. For example, Silas Volk-
mire is a creepy, scary,
skeletal nightmare, and the
Dark Queen definitely has
more hex appeal than ever.



HERE THE ACTION
BN” JOUR SLINE

The Dark Queen’s fatal attraction.

Some of the bonus stages
are beautiful, especially the
slick 'n’ sliding side-view bow!-
ing bonus. The backgrounds
are a cut above with great
depth and lush colors.

PROTIP: It takes at least 200
points to score an exira life dur-
ing the bowling pin bonus
siage. Go for the blue pins.

Of course, the comical but
great-looking Battletoads
Smash Hits put the finishing
touches on the bad guys. Pim-
ple sprouts huge horns for his
Battletoad Butt, Rash’s hand
balloons to major size for his
Sidearm Slice, and you get 14
other outrageous creepbusters.

Battlemaniacs’ sounds
croak with the best of them.
The rock soundtrack gets
most of the credit, although
the punch and blast effects
are solid.

PROTIP: A quick way to bump off
some foes is to knock them over
edges. It's a good technigue
when you’re surrounded,

b s 3 |
PROTIP: The Hover Disc doubles
as a weapon. Press Up and hit B
to blast it downward. Press
either Left or Right and hit B to
fire the Disc to the side.

The game play is a snap -
almost too simple. The con-
trols follow standard Battle-
toads design, so you only
press two buttons to Jump or
Attack. The computer and
your proximity to an oppo-
nent determines whether you
kick, punch, or pull a Smash
Hit. Beginners and intermedi-
ate players will find the game
play painless. Hardened SNES
fighters may desire a little
more control, but at least you
can use objects as weapons.
Moreover, black and blue
fighting-game vets will find
the "Toads’ reaction time a tad
pole...err, slow.

PROTIP: When the flaming
Rockdire starts falling on Khaos
Mountain, watch the shadows
to make your moves.

PROTIP: Bad guys K.0. each
other if you can just get out of
the way.

GAMEPRD

PROTIP: Rack up points when
you encounter the Wasplings on
the Tree. Afiter you knock one
out, keep punching if against
the tree trunk.

No matter what your skill
level, there's a high probability
you'll end up a toasted Toad.
Queenie’s formidable forces
come at you with a venge-
ance, the obstacles are mad-
dening, and the driving stages
will drive you nuts. Your vital
signs are weak: an eight-point
life meter, three lives, three
continues, and no power-up
flies to snack on this time
around. However, bonus
rounds offer the opportunity
to snag an extra life.

The Queen’s gang will look
familiar to veteran Toads
tamers, but there are plenty of
new villains and vermin, too.
You'll get a kick (and more)
out of lowlifes like Skellington

Bone, Porka Pig, and the Great
Ratso (a circus reject who
booms out of cannons).

PROTIP: To beat Rocky at the end
of the first stage in a one-player
game, watch for his shadow
when he jumps, and get out of
the way! You can rock him as
long as he’s on his pork buii, but
once he stands, dodge him.
PROTIP: When you face Rocky
during a two-player game, Rash
can huri him when he stands by
punching his stomach.

Battletoads in Battlemaniacs is
dynamite! The game’s so
tough and such an eye-pop-
per, that you won’t mind the
simple, two-button game play.
If you're looking for an adven-
ture that's lean, mean, and
green, jump on this game.

July 1993
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. EXTERMINATE
DEADLY FACE-
HUGGERS!

CHEST BURSTING e B B 6T 1 -~ SCRAMBLE
EXCITEMENT! i Ry ALIEN EGGS!

FLESH- RIPPING
EXOSKELETONS
OVERHEAD! |

Destroy every egg-laying, chest-bursting, acid-spitting xenomorph on the planet
with everything you've got... from & plasma rifle to a blow torch... or this nightmare will never end!
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ALIEN ACTION! :

~ ACID-SPITTING
ALIEN INVASION!

§
.
i

—
3

—— o—_——_ — o— ot 4
A i, e, e, tam_renem, 14

SUPER NINTENDO

ALIEN3 TM & © 1993 Twentieth Century Fox Film Corporation. All ri ved. Nintendo, Super Nintendo Entertainment System
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NOWHERE
TO HIDE... RUN!
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Bring it on home with Ecco
the Dolphin in Part 3 of
our ProStrategy Guide. Here’s
a slew of tips that'll help Ecco
cruise through the weird and
wacky oceans of past and
future times, solve the mys-
tery of who's doing what to
the sea, and reunite, finally,
with his missing pod. We'll
begin in the Trilobite Circle
and paddle through the Dark
Water, the Deep Water, The
City of Forever, The Tube,
Welcome to the Machine, and
the Last Fight.

Trilobite Gircle:
OBEMUNLX
Dark Water:

JNXPUNLA

EccoT

30

There’s a pesky Seahorse lurk-
ing in Trilobite Circle that gives
Ecco a run for his money. To
attack the sea steed, quickly
dartin and Charge it, then swim
away before it shoots the baby
seahorses at Ecco. However,
you don't really have to attack
the seahorse. If you swim care-
fully over its head, you can
shoot and touch the Glyph
without too much trouble.

Stay to the Left

cramm »
Tamw

[ £ o
Near the end of the Trilobite
Circle, stay to the left and
watch out for a very danger-
ous current.

Ecco’s got to make like a flying
fish to escape from the Trilo-
bite Circle. The exit to this
ocean is in the air. When the
level is complete, leap into the
air and he'll fly to the next level.

Invincibility
b -

/ 5
Ecco finds a handy invincibility
Glyph in the Dark Water. Use it
whenever he needs a hand.

Thanks to the pods at Sega of America and Sandwich
Island Publishing for navigational assistance
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Save yourself time and trou-
ble by sneaking past the first
Barrier Glyph in the Dark
Water. Inch through the nar-
row tunnel between the two
spikes, then head down to a
Glyph that enables you to
shoot your way through the
third and final Glyph.

Fight the Asterite

The Asterite in the Dark Water
gives Ecco the toughest battle
of the game so far. The Asterite
shoots out deadly beams. Stay
to the left of the Asterite and
move up and down to avoid its
rays. To defeat this odd crea-
ture, Ecco has to hit four
Globes of the same color in a
row. His best bet is to Charge
into the Asterite Chamber and
hit a Globe. Then he only has to
consecutively nail three more
Globes of the same color.




Deep Water:
EQAAKNLC
| City of Forever:

| ZBPIGPLD |
|

NOW | AM WHOLE
AGAIN WITH ALL
MY POWER
“THANK YOU ECCO!

When he returns to the Deep
Water, Ecco meets up with the
Asterite one more time. This
time around, you

simply need to

swim to the creature and
touch its flashing Globe to
restore its strength. After that,
swim left to exit the chamber and
return to the City of Forever.

The range of Ecco’s Sonar
Blast decreases if you use it
very rapidly. Sometimes this is
good, sometimes it's nat.

City of Forever, the
Second Time Around
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Ecco won't find anything new

when he returns to the City of

Forever. Simply swim to the

time machine and Ecco will zap

back to the begin-
ning of the

game. Once there, leap high
into the air and Ecco will be
sucked into the Vortex ship.

The Tube:
KUVEKMLK
Welcome to the Machine:
SDDBKMLG

Super Passwords
Here are some passwords that
give Ecco unlimited air in these
especially difficult areas:

(=]
passwOm

Unlimited air in the Tube:
FIVEPODS
Unlimited air in the Machine:
ECCOFMLY




Down the Ihbes

It takes Ecco abou? two gruei
ing minutes to complete this
level. When the current is slow,
try to ram obstacles and barri-

ers, or destroy them altogether.

The barriers do more damage
than the beams. When the cur-
rent picks up, use your en-
hanced Sonar weapon to try to
destroy rubble and obstacles.
Aiter about 80 seconds, the
barriers stop appearing. Move
to the right and cruise through
the rest of the level.

Welcome fo the
Machme

Y(}ur best strategy in the
Machine is to memorize the
level, so you can easily take the
turns and know what enemies
are coming at Ecco and from
where. If you're not sure which
way the screen’s going to

32

scroll, stay in the middle of the

screen and wait until you know.

Watch out for dead-end pas-
sages near the end of the level.

There are two helpful things to
remember about Aliens. First,
there will never be more than
two Aliens trailing Ecco at once.
Second, shoot rapidly and con-
tinually at the Aliens’ heads. If
you hit their bodies, their heads
will keep chasing you.

Stay in Control

It's easy to panic during the
Last Fight. Stay calm and time
your attack. If you get too wild,
Ecco’s never gonna last.

GAMEPRO

The Last Fight:
KNLMLMLC

Keep Low

The little Aliens appear only
during the Last Fight when
Ecco gets too high in the sea.
Stay toward the bottom, and
they won't appear.

Eye to Eye

It takes seven hits to destmy
each of the Mother Alien’s eyes
during the Last Fight. Remem-
ber, she spits bullets out each
time you hit her eye, so Charge,
and then swim above her to
avoid them. When the Mother's
eyes are destroyed, start ram-
ming her in the jaw. Just
remember not to Charge when
she’s sucking water in, or
Ecco’s instant lunch. It takes
four hits to break off the jaw,
then another jaw appears. Hit it
four times, and a final jaw
appears. Ram the third jaw three
times and it's gone. If you keep
ramming the place where the
jaws appeared, the Mother Alien
will explode, and you've won.

Turn off the Music

Want to eliminate the music in
Ecco the Dolphin? All you have
to do is pause the game, press
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Ecco The DOLPHIN

Button A, and then unpause.
You'll still hear all of the game’s
sound effects, but no music.
Invincibility!

Ecco’s unstoppable with this
invincibility code. To activate
the code, wait until the screen
appears that indicates which
stage you're on, then simultane-
ously hold down Button A and
Start until your game begins.
When the game screen appears,
you're paused. Unpause, and
you've got invinciblity!

Tﬁame Genie Codes!

' Nothing fishy about these

' Game Genie codes for Ecco
the Dolphin. Use them to

' make Ecco’s journey a lot
less dangerous.

Almost infinite breath (If you
get stuck, switch off this
code, let yourself die, and
then restart your game.):
AKRT-JA64

Protection from jellyfish and
other enemies: AL2A-JA7L

Protection from spiked shells
(but not from getting
crushed) and some other
enemies: ALZA-JASY

Protection from the Octopus:
AAVT-NAFC

The Octopus is fatal!:
HAVT-NAFC

Eating a fish restores health
completely: HCBT-LAEW

Jellyfish and some other ene-
mies restore health: SW2A-
KGPJ and HC2A-JAFL

Jellyfish and other enemies
restore breath: SW2A-
KGPJ and TC2A-JGFL
and E42A-JAFN




Gift Certificates
to Toys R Us!

1EEI0SHOLIIps Hotline!

A Winner Every Day!
No purchase is necessary to participate in this contest! There are 2
ways to win! CALL 1-900-860-Tips or send in your name, address, age
and phone number on a 3 x 5 card and send it to:
GamePro’s Hot Fun Sweepstakes
P.0. Box 5959
San Mateo, CA 94402

-
[

OFFICIAL RULES
Winners are selected on a random basis. Winners who enter by phone will be
instructed on how to claim their prize by mail. Winning mail-in entries will be notified
by GamePro. All unclaimed major prizes will be awarded via a second-chance
drawing. A list of winners of all major prizes will be made available to any person
requesting it from the following address: GamePro Magazine; 951 Mariner’s Island

Blvd., #700; San Mateo, CA 94404. Chances of winning are determined by total average three mimutes in lengti
number of valid entries received. Contest ends September 7, 1993. Only valid in the ‘and cost S.99 aminute.

U.S.A. This contest is void in Minnesota, Georgia, New Jersey and Louisiana. G GEl Yol parents. permis
GamePro reserves the right to cancel this contest at any time with appropriate use the H i S are under 18:

notice. Winners names and prize information may be used by GamePro for
promotional or advertising purposes without further compensation. All winning pin
numbers must be received by GamePro no later than September 30, 1993.



GET AGRIP ON THES

HOLD ON TO BIG VALUES
WITH HANDHELD SYSTEMS!
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from Nintendo.
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Sega’s doing a little genetic
engineering of its own at
SegaWood, its multimedia stu-
dio based in Redwood City,
CA. (See On Location, Dec.
'92.) Jurassic Park is the first

CD game developed exclusive-
ly in the U.S. by Sega of Ameri-

ca. Sega’s pulling out all the
stops to ensure that the game
makes as big a splash as

the movie.

Scheduled for a fall '93
release, the CD version of
Jurassic Park features graph-
ics, sound, and game play.
based on the novel as well as
the movie. To ensure authen-
ticity, as well as a unigue look
and feel, Sega’s worked close-
ly with experts ranging from
Universal Pictures to Dr.
Robert Bakker, a world-
reknowned paleontologist.

Using their state-of-the-art
development equipment,
including Silicon Graphics
computers and Q-Sound audio
technology, Sega’s multimedia
staff hopes to create a game
starring a cast of dinosaurs
that move, sound, and act as
much like real dinosaurs as
possible - at least, based on
what we know about dino-
saurs. For those creating the
game, this represents an
immersion into a world that
existed 65 million years ago.
The multimedia staff eats,
sleeps, and probably dreams
dinosaurs. They read about
dinosaurs. They meet with Dr.
Bakker to learn more about
dinosaurs. They study dinosaur

lifestyles and habitats. They try. D

to figure out how dinosaurs
moved and behaved. In fact,
they have even crawled around
swamps in Florida to record
reptile sounds, which they’re
remixing to resemble what
dinosaurs might have sounded
like. Then, they try to incorpo-
rate it all into a game that
brings these long-extinct giants
to life.

Fortunately, SegaWood is
more than equipped with the
necessary tools to make Juras-
sic Park come to life on your
video screen. The CD version
will feature a style of play
entirely different from any of
the other versions of the game
and, of course, the kind of

sound and graphics only possi-

ble on CD. We'll have more on
the making of Jurassic Park in
an upcoming issue. In the
meantime, here’s a sneak peek
at the SegaWood folks at work.
Available Fall "93

A mE.

The staff at SegaWood not only
sketches dinosaurs, but actually
creates models of them. The mod-
els assist the artists in designing
the game’s dinosaur sprites via
Silicon Graphics computers.

Y
SegaWood artist Mimi Doggett
sketches backgrounds that will
be recreated in the Jurassic
Park game.

When preliminary sketches are
transformed info pixels and

sprites, Jurassic Park comes alive
on-screen,

N

Sega sends technicians offsite to
record potential sound effects.
(And yes, they really did crawl
around in the Florida swamps.)
Music and background sounds are
then blended at SegaWood’s
recording studio. G-Sound (see
Cutting Edge, Jan., "93) will lend a
unique, eerie quality to Jurassic
Park’s sounds.

It takes a lot of work just to cre-
ate the game’s background.

Upy ;
Vey —
22LCTy sTUpi0s, 1N

g
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Sure, you're itching to get your

claws on that Sega CD of
Jurassic Park. While you're

waiting, though, don't forget
to make a trip to Jurassic Park,
Genesis-style. Developed by
Blue Sky, this cart’s an equally
impressive adaptation of the

Jurassic Park saga.

Sporting dinosaur anima-
tions that look as real as the
ones you're gonna see in the

$65 million Jurassic Park

movie, this 16-meg cart stacks
up with seven levels of one-

player, multi-scrolling

action/adventure game play. It
also includes an evolutionary
twist that none of the other

versions has.

The setting: Jurassic Park.
Science fiction meets science
fact in this amusement park,
which features exhibits found

nowhere else on Earth. The
inhabitants of Jurassic Park are
genetically engineered
dinosaurs. As visitors stroll
and drive through the park,
they view dinosaurs in their
natural habitats. The only
problem is that something’s
gone terribly wrong. The
park’s enclosures and security
systems aren’t quite as safe as
they should be. Dinosaurs are
on the loose and they're a
threat to the park’s visitors —
and that means you!

What makes the Genesis
version of Jurassic Park stand
heads and tails above the
other carts are its two modes
of play. In the first mode, you
play Dr. Alan Grant. You roam
through the park in search of
escaped dinosaurs in an
attempt to rescue park visi-
tors. Special weapons and
tools at your disposal enable
you to capture, but not
destroy, the dinosaurs. To add
to the challenge, Blue Sky built
dynamic play into the game’s
artifical intelligence. This
means the dinosaurs get
smarter as you stalk them, so
you have to get smarter, too.

In the second mode of
play, you get to climb into the
mind of a Raptor, a small but
extremely dangerous carnivo-
rous dinosaur. As one of the
most dangerous predators in
history, your main task is to
avoid becoming a fossil in a
museum. It's a crash course in
survival of the fittest as you
try to evade your Jurassic Park
captors and locate the boat
that's gonna take you back to
the mainland.

These two modes of play
double the challenge, as you
experience the thrill of being
both the predator and the
prey. Suitably primal sounds
and authentic graphics put the
finishing touches on the pre-
historic ambiance. Here’s a
preliminary stroll through the
park. The rest is up to you.

Available Summer ’93

Serious Raptor problems and a
Pteradactyi are a heck of a lot

more challenging for Dr. Grant
than a bunch of dusty fossils.

Triceratops may be relatively gen-
tle, but this bad boy’s gonna pin
Dr. Grant fo the Jeep unless Gramt
manages fo tranquilize him.

€ Ry 1

A o - & LA
Brachiosaurs are huge herbivores
that are relatively easy to subdue.
The smaller Raptors, however, are
dangerous predators.

)

Grant's nothing more n a ick
snack for the gigantic T-rex.
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s Jurassic Park in thesl{:%\;?
for the other game SyS Lt
Of course it is! Ocean ES e
work on Game Boy, N S, a2
Super N‘mtendos ver;g);g\ot /
ame, and £g /
tgaerge Gear version comér[\}go
this fa'.l.Ther_e‘; ;ar\genr: iln 5
ion comin
\IT;?;'S a look at some screens
from the NES game.

This flick’s the one that every-
one’s been waiting for 3| winter
long. Universal Pictures and
Steven Spielberg have teameq
up to bring Michael Crichton’s
blockbuster novel Jurassic
Parkto the big screen,

Here's the story: John
Hammond, an elderly entrepre-
neur has created his dream — a
theme park that features an
attraction offered nowhere else
on Earth ~ fiving, breathing
dinosaurs. Hammond's team of
biologists genetically engi-
neered dinosaurs from pieces
of dinosaur DNA. Hammond’s
created his Park on 3 remote,
fog-shrouded island off Costa
Rica. Visitors to the Park have
the chance to see reg
dinosaurs in thejr jungle habi-
tats. They eat, they sleep, they
play, they forage for food...and,
unfortunately, they escape!

When things go awry at
Jurassic Park, Hammond flies in
Dr. Alan Grant (a paleontologist)
and Dr. Ellie Sattler (a paleo-
botanist) to help him set things

million years, and $65 million, in
the making.

JURASSIC PARK - THE MOVIE |

| riaht. What happens next adds ~ Bamtors are the most mm
S8 up to the kind of nail-bitng, mmh - A 8}
edge-of-your-seat movie action flesh of any species. They have to Dr. Grant, Lex, and Tim get fost in
that Spielberg’s famous for. be kept in a heavily fortified Rap-  tne wilds of Jurassic Park,
Don't miss it. After all, it was 65  torPen,

Wsltarsm.lmassic."arkbamm
the Jurassic Park Explorer, ff
Seems like a safe way fo
travel...for awhife,

PN
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Dr. Grant for help. oS

e than one way tp :
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Electronics
ic Park by Tiger
o Available now

in
gfuups. Gimb  toe o escae.

bing a vine.

You can just bet there’s gonna
be Jurassic Park Screaming at
You from the side of lunchbox-

es, t-shirts, backpacks, and

more. This is one of the most
heavily merchandised films of
all time, with over 1000 prod-

uct tie-ins currently in the
works. Here
Park products that look Jike
real standouts,
Trading Cards
Check out Topps' Jurassic
Park Trading cards. The
Deluxe Gold Series of 88

are a few Jurassic

STUFF

i MY A

Adagazine
This mag from Topps details
the movie angd story line with

more than 100 shots from the
flick. There's also a behing-the-
Scenes look at the making of
Jurassic Park incl uding info on

how the dinosayr models werg
constructed and ygeq during
filming. A big plus is the yge of
original art from Crash, the
artist responsible for the stellar
production art in the movie.
This publication, available on
the newsstand and at selectaq

theaters, is a collector’s item for
any serious hyff.

i = sanstan v ez

cards sports photos from the
movie. A special series of 10
comic art cards featy ring art
by Walt Simonsan will be
bagged with the the Jurassic
Park Comic books,

Comic Books

Topps is alsg publishing a
four-part comic series begin-
ning in June, The series fol-
lows the Jurassic Park story
line. It's written by Walt
Simonson, Penciled by

Gil Kane, and inked by
George Perez.
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S o there | was, sitting in the living room, channel
surfing with the remote when | get in that mood - you

know - for some Super NES® Action. | reach for

plastic, the kind that always sticks to your fingers when,

BAM! OUT HJES A m that nails me in the face

and two of the biggest mashers I've ever seen hauling

after it. WHOAAAAAAAAI
Next thing | know, I'm wiping ice out of my eyes, it's really freakin' cold
and I'm standing in a ref's outfit in the middle of a rink in front of
thousands of screaming fans. Those same two guys whiz by me and
slam up against the wall. They start shredding
. iach other, the crowd goes off and I'M supposed to

d THEM to the penalty box?! YEAH, RIGHT!

They ain't havin' it. They come screaming down the ice
like I'm the puck and ChECk Me so hard, I'm sent flying back into my
living room. TRIP OUT!

| dive for the Super NES® controller under the sofa cushion and now
T'm in control of this came.

YES! 32 teams to choose from, exhibition or tournament mode, fighting
and shootout practice, adjustable team skills and aggression, ref's that
range from "tough" to "blind," fourteen pages of hot

stats, ballistic skating and throat-ramming slap shots!

. X
i
GAMES|

SUPER SLAP SHOT™ Bust one open.

Licensed by

Ry

Nintende, Super Nintendo Entertainment System and the Official Saals are registered trademarks of Nintendo of America Inc. ©1391 Nintendo of America Inc.

&mrsapshmma\mmﬂo&msamm £1993 Algine Software. All rights resenved. Licensed to Virgin Games, Inc. Virgin saregswmﬁMmmownginEnmﬂses Ld.



L% |f you haven't
heard of Mortal Kombat yet,
you're so far behind the
times you may never catch
up. This arcade smash is
the hottest coin-op since
Street Fighter II: Champion
Edition, and our mail has
been flooded with letters
begging for info on the
video game versions. Well,
here you go, Kombateers.
Here’s an update on
Acclaim and Arena'’s lineup
of Mortal Kombat carts.

If you're wondering how
authentic this title's gonna
be, don't worry, be happy!
Acclaim’s assured us that
they’re commited to making
the game as true to the
arcade as possible. Check
out these screens for your-
self and see what you think.
Sixteen-meg SNES and Gene-
sis versions are slated for a
Fall 93 release, as are the
Game Gear and the Game
Boy carts. Look for a Sega CD
version to follow in the
future. We'll update you as
more info becomes available.

MORTAL KOMBAT
GENESIS
SNES
GAME BOY
GAME GEAR
Available Fall ’93

SEGA CD
Availability TBA
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Everybody Shang Tsung Tonigit

Only the best can compete in The Shaolin Tournament, a competition of honor and glory for
warriors from around the world. The stakes have risen since Shang Tsung (an evil wizard)
established himself as the Grand Master. Cursed by the gods, Shang Tsung is no longer content
with simple victory. To ensure his survival, he claims the soul of every opponent he defeats. To
guarantee his immortality, Shang Tsung conducts the tournaments with assistance from his
brutal bad-boy Goro, a half dragon/half man killing machine that's all arms.

Killing _ I Raiden

URCFICHTER

You get your choice of the
magnificent seven.

Those who dare challenge
Shang Tsung can fight as any
of seven warriors. Each of the
combatants has a unique style

of fighting and trademark » Lightning
moves. Here's the lowdown Blast
on the lineup, and some of the = Teleport
special moves. Raiden’s about fo short circuit

Johnny Cage.

GAMEPRD = July 13983



= Short
Spear
with
Cord

= Scorpion
Split

£ F”ish_'g Sonya believes in first impres- Cage is twice the man his
- Moy sions, and the first one she’s mother was.
3 gonna make is on Johnny

Blade
» Head Butt
= Spin

Attack

= Split Punch
= Sliding

Shadow -
Kick (¢

~ egia = lceBlast
ng & = Power

@ | Slide

o /o ecid Wave
Liu Kang fiies through the air i o 3 Punch
with the greatest of ease with % N\}; el
this kick.

X“*-r 4 Grab and
= Fireball Slam
‘< gcld  =Flying = Flying
. Move Kick Punch
4 » Kiss of
Death " Nish; .,
: L al0ip
= Helicopter = N
spinkKick sk, —
’\\ R

MORTAL KOMBAT™ : THE COMIC BOCOK @ 1992 MIDWAY Manufacturing Company. All rights reserved. All prominent
characters and the distinctive likenesses thereof are copyright and trademarks of MIDWAY Manufacturing Company.
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two players go head-to-head.
Enter the Endurance Round
and you alone encounter a
deadly tournament competi-
tion. To advance, fight a single
opponent, then a pair of oppo-
nents, then Goro, and finally
Shang Tsung. If you can still
walk away from that, go home!

The Tournament’s a test of
endurance for even the most sea-
soned fighter.

Players who step into the
arena to compete in the
Shaolin Tournament should
make sure their life insurance
is paid up. In Exhibition mode,

This handy outweilder is a for-
mer pupil and a devoted fol-
lower of Shang Tsung. Goro
uses his lower arms to grab
an opponent, then he pounds
on their chest with his upper
arms. He's also fond of knock-
ing fighters down and jump-
ing on their chests. When
Goro cracks his knuckles you
can hear it for miles.

Shang Tsung

The eil wizard fights dirty, _
and he's proud of it. During
battle, he'll transform himself

P

into all of the other charac-
ters, including Goro, and he
has the ability to use their
special moves. To become
Grand Master, you must
defeat Shang Tsung.

The Pit

Expect the unexpected.
Defeat an opponent on the
bridge, and you can knock
him into the Pit. However, if
your luck runs out and the
Reptile emerges from the Pit,
you'll have to enter the Pit to
fight him.

Bonus Rounds
Smash-n-destroy’s the key to
scoring in the bonus rounds.
Rack up extra points by
pounding on the buttons to
crunich wood, an anvil, or
ajewel.

The Game Gear version will
include all of the fighters from
the coin-op.

Two kicks are better than one. WMMMMM
reveal a skull. A burst of flame from
a4 EAMEPRD = July 1933




FLAGS OF THE WORLD
TILE SET

skills improve.

more difficult levels await you as your

IT’S LIKE CHINESE FOOD...

Ahhh! Shanghai II. Millions have been amazed,
intrigued, tantalized by the greatest strategy game

ever devised. It’s easy to get started. And even easier

to get hooked.

Just match tiles to remove
them. But removing them all
requires an observant eye and
strategic mind.

Shanghai IT’s tiles are never

arranged the same way twice,

so every game is a whole new challenge. And ever

ACTIVISION.

Shanghai I1: Dragon’s Eye is available for SNES as well as PC and Macintosh. See your local retailer or call 1-800-477-3650

AS SOON AS YOU FINISH, YOU'RE HUNGRY
FOR MORE.

Now,-. if variety is the spice of life, Shanghai IT is

hot stuff indeed. For it not only gives you 13 tile

layouts to try, but you can select from 11 tile designs

and 6 different game modes.
Feeling comperitive? Chal-
lenge the computer or an oppo-
nent to a game of Dragon’s Eye
where one tries to make the
Dragon come to life while the

other attempts to prevent ir.

DRAGON'S EYE: THE
ULTIMATE CHALLENGE

Help yourself to Shanghai II: Dragon’s Eye. But

I
get enough!

beware. Once you start, you'll never
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GREATEST

BOWSER HAS
GRABBED MARIO...

...and Luigi needs your help

OIS S R e S

on the adventure-filled
mission to rescue his bro.

,,,,,,



ADVENTURE YET!

Deep within Antarctica,
the evil Bowser has kid-
napped Mario and plans to
flood the planet by melting all
the snow on earth. Bowser
has the latest in high tech -
the Passcode Operated
Remote Transportation And
Larceny System (PORTALS).
Using the PORTALS,
Bowser's lizardly henchmen

steal off to famous cities
where they commit dastardly deeds.

It's up to you and the
"ever-true-to-his-bro" Luigi
to travel around the world,
rescue national treasures and
find the missing clues to save

the world from destruction

Travel the world instantly
through PORTALS

by Bowser. You'll explore
exotic locations, chat with

friendly (and not-so-
friendly natives), collect
valuables, outsmart the
thieving Koopas, master
the Globulator, and then
rescue Mario in a surprise

Snap a perfect picture in
famous cities of the world!

ending.

MARIO IS MISSING!"

For NES®, Super NES®
and IBM® PC &

o Compatibles

L

For the dealer nearest you
or to order, call toll-free

1-800-234-3088

™ and Copyright 1993 ©Nintendo. Copyright ©1993 The Software Toolworks,
Inc. All Rights Reserved. MARIO IS MISSING!™, MARIO™, LUIGI™, and
BOWSER™ are trademarks of Nintendo. Super Nintendo Entertainment System,
Super NES and NES are registered trademarks of Nintendo of America Inc.

IBM is a registered trademark of International Business Machines Corp.

MARIO IS MISSING! has great 2-D and 3-D graphics,
a new Mario music soundtrack, lots of help screens

p“‘o \5_ ‘“ﬁs

and a fold-out map to help you keep

®

track of facts, clues, photos
and data.

Best of all, it's
Mario's greatest adven-
ture yet. Around every
shadowy corner, in every
exotic city -- there's always

Keep track of your clues,
facts and cities with your
fold-up map

MARIO NEEDS
You Now! @)

Mario has been your true-blue friend for years.

something new!

Now, he needs your help. The evil Bowser has your
favorite plumber in his grasp and it's up to you and Luigi
to rescue Mario and save the planet from destruction.
It's time for you to be a Mario hero!

THESOFTWARE TOOLWORKS,




B was a hack 'n’ slash
hit last year. Naturally, Namco’s
following up its success with a
sequel, Splatterhouse 3. The
formula is the same as the orig-
inal - only there's more of
everything. More levels, more
beat-em-up moves...and more
blood and guts.

Rumblin’ Rick
The Evil One’s back for more
messy fun and games. This
time he’s sent his bunch o’
blobs to infest Rick and Jen-
nifer's new mansion. In the
process, the ghouls captured
Rick’s wife, Jennifer, and their
son, David. Now, Rick’s got to
don his Mask and do some
spring cleaning.
Splatterhouse 3 takes Splat-
terhouse 2’s linear game play
and gives it a gut-wrenching
twist. Sure, the action’s still
side-scrolling, but now you
get to choose your route
through the game. The adven-
ture begins on the first floor
of the mansion. As Rick, you
start there and clear the
ghoul-infested rooms in any
order. A quick glance at your

Game ProFile
(Genesis)

WARNING: Enter Splatter-
house 3 at your own risk! If
you're prone to nightmares -
stay away! In Splatterhouse
3, Rick encounters grue-
some gore that surpasses
any blood and guis seen to
date on the Genesis.

Splatterhouse 3 by Nameco

ol FunFactor  Challenge

Bl

45 Mjstbie

$64.095 Action/adventure
16 megs One player
Available August Unlimited continues,
passwords
438

handy map shows that a
bloody “X” marks the location
of each floor’s end-level boss,
your ultimate destination.

The game play’s simple:
You have to punch, kick, and
whack the green pus out of all
the nasties you encounter,
annihilate the end boss, and
trek to the next floor. Just to
up the ante, there’s a time
limit. You can still clear the
level if time runs out, but if
the bosses get hungry waiting
for you, they'll have a little
snack. If this happens, what's
left of your loved one’s not a
pretty sight. Make it through
all six creep-infested floors
and you face the Evil One in
all-out bloody (and we mean
bloody) fisticuffs.

PROTIP: I's very important to study
the Mansion Map and figure out
the best route. The clock stops
wihile you're scanning.

PROTIP: Toss all your opponents
to one side of the screen. That
way, one final punch will do in
the whole bunch.

Blood and Guis

Galore

This game’s gory graphics will
give you the creeps, and prob-
ably make horror flick fans
feel right at home. Splatter-
house’s best wackos and

EAMEPRD

weirdos line up to take a shot
at you in living color. Big blobs
of goo rush at you. Incredibly
detailed severed hands fall
from the ceiling. Other critters
look like giant, bloody internal
organs, and several lose their
heads only to reveal bloody,
multi-pronged tongues. To
make matters even more 00zy,
most creatures gush green
pus when you pummel them.
Great cinema sequences
appear throughout the game
as the story develops, and the
endings change depending on
how well you do.

Hauntingly good tunes
keep up the intense pace and
fit extremely well with the
images. You actually feel
pained when Rick roars in
agony, and you won'’t forget
the Boreworm Boss's creepy
laughter for days - and nights.

PROTIP: Throw one opponent info
two others to fake 'em all down.

PROTIP: Take out sliding crea-
tures first. If you don’i, they trip
you up and make you lose your
balance with other opponents.
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Movin’ and Groovin’
Rick’s apparently been hangin’
with the World Warriors, 'cuz
he's got new SFll-style moves,
such as a Roundhouse Kick
and a vicious head butt. He
can also use various button-
press sequences to activate
cool Super Moves. The controls
are easy to learn. Although
they’re more complicated than
your standard hack 'n’ slash,
they're not nearly as tricky as
an SFll-style game. :

In addition to his regular
moves, Rick can now pick up
Blue Orbs for a temporary
power-up. These strength-
building balls increase Rick's
power bar, buff him up, give
him a new look, and arm him
with special moves he can
activate at any time. The
beefed-up Rick can knock
down his opponents in half
the time, and he can use his
special moves to blow his
opponents off the screen.

In addition to all his fancy
footwork, Rick still depends
on his tried and true method
of defense: Grab any old brick,
two by four, or bat you see
lying around and whack your
foes with it.

PROTIP: Don’t fight monsters
off-screen or they’ll have an
unfair advantage.



kick to beat the slippery, slimy
Boreworm Boss.

Even though Rick’s got
SOMe groovy new moves,
the Evil One’s gang will slash
through his two lives quicker
than you can sharpen your axe.
Even so, adjustable challenge,
unlimited continues, and a
password system make Splat-
terhouse 3 better than the
original. If you beat each floor
with one minute or more left
on the clock, you enter a bonus
round. There Rick can pick up
extra lives in the form of
books, increase his health bar
with beating hearts (and these
hearts don't look like valen-
tines), and augment his power
by picking up little Blue Orbs.

Splitty Spilat

It rarely gets bloodier than
this — and that's one reason
why this sequel will be so
popular. Splatterhouse 3's got
a high “gross out” factor and
lots of not-so-clean fun. Just
like any good horror movie,
there are enough thrills and
chills here to keep you riveted
to your seat. This game is
good to the last splatt [

GAMEPRD
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@ By Frequent Flyer

Electronic Arts is

" making a serious bid
to double your flying and fight-
ing pleasure. EA's Desert Strike
is a top notch arcade-style heli-
copter combat cart, but Jungle
Strike is twice as good!

Jungle Strike’s 16 megs of
memaory doubles Desert’s meg
count. The double shot of sil-
icon flexes its muscle in
almost every aspect of the
game, delivering more Cam-
paigns, smoother flying
mechanics, and extra aggres-
sive enemy tactics.

Strike Two

In Desert Strike, Kilbaba, the
Desert Madman, was eliminat-
ed with extreme prejudice.
Now you're up against the
Madman’s son, Ibn Kilbaba,
who's even crazier than his
old man! The battlefield shifts
from the desert to the jungles
of South America, where lbn’s
teamed up with the biggest
drug lord in the Western Hemi-
sphere. Both of these creeps
have bones to pick with the
U.S., and a nuclear holocaust
is their tool of vengeance.

Game ProFile
{Genesis)

Fly across exotic South
American locales, meet drug
runners and terrorists...and
shoot them. Jungle Strike
and its precursor, Desert
Strike, are the best one-two
punch in the helicopter
combat business.

Jungle Strike by Electronic Arts
Graphics  Sound

7:

50
Price not available
16 megs

Control  FunFactor  Challenge:
50

Air combal
One player

Available August Passwords

50
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The bad guys are ugly, but familiar.

You play a hotshot chopper
pilot with the skill, hardware,
and attitude to prevent an
atomic assault. Your aircraft is
an experimental Comanche
helicopter - state of the art in
aerial firepower.

The high cost of failure.

A South American
Adventure

Even serious chopper jocks

will cruise Jungle Strike's skies

for days. Its eight Campaigns
take place across spacious
multi-screen locales. You bat-
tle druggies and terrorists in
the jungles, on the oceans, on
top of snow capped moun-
tains, in a South American city,
and even in the streets of
Washington, D.C.

Each Campaign features
from six to eight mission objec-
tives. Your tasks include protect

ing President Clinton (who
makes an on-screen appear-
ance), rescuing hostages,
destroying drug fields, blasting
a fleet of nuclear subs, recover-
ing nuclear devices, and

much more.

Stealth Fighter eéd’imms
drug fields.

Full Metal Flying

As in Desert Strike, your pri-
mary task is to pilot a high-
tech helicopter via a %
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overhead, outside-the-aircraft
view. You can move the chop-
per 360 degrees around the
screen, and you have to in
order to complete your mis-
sion objectives. The excellent
game controls are finely
tuned, so if your Genesis con-
troller's directional pad is
worn out (as they often are),
consider a replacement before
hopping into the pilot's seat.

The cart adds some nifty
variety to the action. You must
drive a hovercraft, ride a
motorcycle, and pilot a Stealth
Fighter. EA did a great job of
programming each vehicle
with its own set of mechanics.
Consequently, you must
develop different strategies
and tactics for each craft.



The Hover craft lms over land
and sea.

PROTIP: The Motorcycle in

amoufiag f

The challenge in this game
hits the top end. The bad guys
are armed with the best high-

the

tech weapons drug money
can buy! The cart doesn’t cut
you any slack either. Unlike
the weapons in Desert Strike,
enemy guns and rocket
launchers in this cart track you
as they fire. Mobile weapons
move in on you whenever
you're in the neighborhood,
and Desert Strike's irritating
teeny tiny shipers are back for
an encore performance.

find the n

If Yourre Flyin’,
You’'re Dyin’
Your weapons do the job, if
you can keep them loaded.
You take out the evil-doers
with Hydra rockets, Hellfire
missiles, and a nasty chain
gun. However, it takes more
than a keen eye and a fast
trigger finger to survive. Suc-
cess also depends on your
flying skills. You must be able
to precisely position your heli-
copter to pick up hostages
and vital supplies, such as fuel
and ammo.

A competent crew of copi-
lots is on hand to help you.
The best partners (if you can

EAMEPRD -«

find them) enable you to fire
your chain gun as fast as any
turbo-boosted controller.

Copilots have their own strengths,
weaknesses, and personalities.

ler with turbo-

foz or Wild Bill.

e Annihilator is
the jungles of Cam-

The informative and easy-
to-use Map Screen is the Jun-
gle Striker's best friend. It
keeps a running tab on com-
pleted objectives and moni-
tors fuel and ammo. Of
course, the Map itself is vital,
since it displays the locations
of friends, foes, and
resources.

Master the Map Screen or you’ll
go down in flames.

Oh Beaurtiful for
Spacious Skies

The graphics in this game are a
knockout. The opening story
sequences, which feature outta-
sight digitized pix with slick ani-
mation, are the best anywhere.
The experimental Comanche
RAH-66 looks mean. In fact, EA
did some serious homework to
replicate this real-life prototype,
even though it's still on the
drawing board!
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Of course, what makes this
game is the vehicle response.
Desert Strike vets will go ballis-
tic when they experience Jun-
gle Strike’s refined helicopter
movement. The otherworldly
Stealth flies low and slow, but
unlike the helicopter it climbs
and dives. The motorcycle is
super small, but it's to scale
with the rest of the game.

The graphics are further
enhanced by some nifty re-
finements. For example, one
Campaign takes place in total
darkness, and you must use
weapon fire to light up the
ground. The effect is imagina-
tive and cool, and it’s a key
tactic, too.

PROTIP: In Gampaign 4, single
Hellfires make the best flares.

The minor nick in Jungle
Strike’s blades is the sound.
What's there is solid and crisp.
The opening theme kicks big
time. The weapon blasts and
the whop whop of the pro-
pellers sound real. Overall,
though, the audio just doesn’t
stand out as dramatically as
the cart’s other features.

Jungle Fever

Jungle Strike is as good a heli-
copter combat game as there is
for any system. For Desert
Strike vets this is a no-brainer.
Anyone into whirlybird war
ought to rumble with Jungle. &



By Scary Larry

Toys is a one-play-

<<=’ er, % averhead-view
action/adventure game that
will keep you on your Toy
toes. Based on the movie of
the same name, this game will
bring you as many laughs as
Robin Williams.

Toys R Us

You play Leslie Zevo, son of the
renowned toy maker Kenneth
Zevo, who has just passed
away. Before he died, Kenneth
Zevo left his toy shop to his
evil, war-mongering brother,
General Leland Zevo, who wants
only to produce weapons dis-
guised as war toys.

Toy Vey!

Your father did this to
awaken in you, Leslie, a sense
of responsibility. As it is,
you're not quite ready to take
over the huge task of running
Zevo Toys, Inc. Dear old dad
hoped that a showdown
between good and evil would

Game ProFile

Although the graphics are
humorous and the game
idea is imaginative, Toys
may not fit in everyone’s
attic.

Toys by Absolute
Control  FumFaclor  Challenge

Graphics ~ Sound

sEEs

$59.95
8 megs
Available June

Action/adventure
One player
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change you, and with the
tough action in this game, it

Tip-toe through the foy town.

The object of the game is
to clear each area of enemies,
then attack each section’s
security camera with a squirt
gun. To destroy the elephant
camera, you have to shoot the
elephant’s eyes shut, then wet
the camera lens. If you don't
squirt the camera in time, it'll
fire a laser at you, which costs
you a life.

PROTIP: There’s a refill box near
every carousel in the firsi stage.

PROTIP: To take out the Jeeps
send out the Race Cars, Take

out the Helicopters and Pogo
Jumpers with the Peanut Gun.

Toys Will Be Toys

To stop you, the General
plans to send every evil toy
in his arsenal. Although most
of his toys look like harmless
windups, they pack a deadly
punch. You fight Grenade

EAMEPRD
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Balloons, Pogo Bears, and
Exploding Elves, and that's
just a partial list.

In different areas of the
first three levels, you'll find
the toys you'll need to defend
against the General’s barrage
of baddies. You have your
choice of wacky weapons:
Race Cars, Windup Ducks,
Bowling Balls, Custard Pies,
Water Balloons, and more.
Some are mere projectiles,
while others actually chase
down the enemy.

July 1893

Don’t toy with me!

You can move Leslie in eight
directions. Be careful, though,
because sometimes toys don’t
go where you want them to.
The frustrating, meticulous,
and time-consuming game play
isn't everyone’s idea of fun.
You'll get only five lives; no
continues, and no passwords.

PROTIP: Walk away when the
Tanks come after you, but remem-
ber where their last position was.
Launch a Bowiing Ball in that
direction, then follow it. You can
hit most Tanks off-screen.

Toying with You

The graphics in Toys are pret-
ty sharp. You can see all the
toys clearly, and their move-
ments are not hampered by
slowdown or flicker.

The music is okay, but a
little repetitious. The sound
effects make up for it, though.
Every splat of the Water Balloons
and every quack of the Windup
Ducks is crisp and clean.
PROTIP: For side-to-side moving
elephant cams, keep the water
hose steady and you’ll blink out
both his eyes. When he stops,
go for the lens.

Go Play with Toys
Toys is addictive fun, but it's
very, very challenging. You
may find this four-stage frus-
tration fest a feast for your
thumbs. Just don't let the Toys
put YOU away. &
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J7 Strider fans, hang

<=(*~" on to your swords!
That saber-slingin’ savior of
the Earth is back in action, and
he's badder than ever! We all
know what that means...non-
stop action and insanely furi-
ous fun! We hope Strider lives
up to his reputation in this
Genesis sequel by U.S. Gold,
due in August.

’re gonna get it from EVery
diretion.

You'll still be able to do
your gymnastic gyrations, like
the super sliding attack and
the awesome aerial somer-
sault, through five levels of
action. Your trusty Strider
laser sword is also back, along

T ups to increase the sword’s

with a new Sweep sword and
shurikens. There'll be power-

deadly range. However, Strid-
er will not be accompanied by
his famous pet robots.

The backgrounds look cool
and clean. You'll face every
automaton that EGM (which
stands for...Evil Grand Master)
has to offer. You'll battle
hordes of robots, maniacal
mechanical beasts, missiles,
and more.

This eight-meg title will be
a sight for sore thumbs. Gene-
sis players wha consider the
original Strider the seminal
waork for Genesis side-scrolling
action carts should check out
this forthcoming sequel. It
looks like the Strider just
strolled in again. [
Journey From Darkness:
Strider Returns
Available August "93

Slash Mastier

The Evil Grand Master has finally
recovered from his last momen-
tous battle with Strider, and he's
not a happy camper. He's so
mad that he’s kidnapped Strid-
er’s great love, Lexia, and is
keeping her hostage. Talk about
holding a grudge!

You're gonna get that trapped feel-
ing all over again.
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one Age Space Age

Action!

Bedrock™ s cracking up and
it's up to Fred to put it back
together! Ride a pterodactyl
through blazing skies and
cool off in a breath-taking
undersea world. Brave
prehistoric threats and
save Bedrock.

Fred uses an ancient map to
uncover hidden treasures
throughout Bedrock! Travel
across seven levels filled with
thrilling dangers: snares, traps
and more stand between Fred
and a mountain of Loot!

@
™
TAITO CORPORATION OF AMERICA
390 Holbrook Drive

Wheeling, IL 60090

Adventure!

Beautiful Planet 38 is next on
Cogswell’s list of acquisitions
and it's up to George Jetson
and his family to save it!
George uses anti-gravity
boots, jet boards and more
to stop Cogswell from
ruining the world.

Monster robots are attacking
George’s home town, Orbit
City! He gets help from Jane,
Judy, Elroy and even Astro

in his attempt to stop the
invasion and turn the

robots into tin cans!

TAITO 15 A TRADEMARK OF TAITO CORPORATION. THE FLINTSTONES AND THE JETSONS ARE REGISTERED TRADEMARKS OF
HANNA-BARBERA PRODUCTIONS, INC. < 1993 TURNER INC.

ARE TRADEMARKS OF SEGA ENTERPRISES, LTD. MINTENDO, NINTENDO ENTERTAINMENT SYSTEM AND GAMEBOY ARE REGISTERED
TRADEMARKS GF MINTENDO OF AMERICA, INC. - 1993 ALL RIGHTS RESERVED.




ﬁ By Brother Buzz Konami's fine command of

‘@' Genesis graphics is already
Vm?;:r::wgﬁ i evident in early versions of the

overrun with speedy rodentia, %arti, Wh';h ?OS esf weél forktrée
s0 Konami's preparing to trip A PIOGHEL O 1o, SPel L aie

out with an extraterrestrial mar- ?Ems killer Iooks_ (for a lttle
supial. The star of Rocket 22y guy). The piggyradver.
Knight Adventures, a colorful, S?'ﬁs e around 3 S?mi
cartoony Genesis cart due out O ¢ e weirdest, nastiest:look-
i August, is a radical, armor- ing military vehicles this side

clad opossum named Sparkster. .Of a galactic Pig ShEMOtEdves
it appears he'll face unusually

L Al Al (AR A o

’s gof supersonic speed.

AL

msrerversasmadhogs. Some bosses are huge.

Good Knight, large Porker attack-
Sweet ‘Possum ers and huge Porker
Rocket Knight Adventures is ~ 20S5€S:

the first of what Konami Bring Home

hopes will be a series of side-
view, multi-scrolling outer
space hack 'n’ slash adven-
tures. In his debut, Sparkster
will go on the warpath across
seven levels against an army
of porcine punks, who are led
by Axle Gear the Black Knight. = : p
An empire of pigs has invaded Ilttle_spalr_lf< mtomyour video
Sparkster's homeland in a far- gdming e
out world of swords, sorcery, Rocket Knight Adventures
: by Konami
and machines. Available September
The pugnacious ‘possum w—
will barbecue the pigs with his
mean power blade that emits
a short-range burst of energy,
but he has much more than
that up his metal sleeves.
Sparkster's space-age suit of
armor sports a rocket pack
that can propel him to super-
sonic speeds. You'll power up
the rockets by holding down a
controller button. Release the
button and Sparkster zooms
across the screen faster than
the eye can see (literally)! He'll
blast off into the sky or zip
along the ground, depending & 3
on which way you aim him Sparkster's out
with the directional pad. At safe.
some locations, he'll even rico-
chet off the walls. The hairy
hero will also use his prehen-
sile tail to grab hold of tree
limbs and other structures.

the Bacon

If you crave fast and
furious sword-swinging
action, be on the look-
out for GamePro’s ProReview
of Rocket Knight Adventures.
Sparkster’s preparing to put a
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~[M BOB, ANDTHIS IS

I've got two years left on my warranty, but it won't
cover half the grief I've got coming. Most of these
hall crawlers don’t know me from a toaster, but they
still keep trying to cut my power in more ways than
Dad ever warned me about. I've got some pretty
awesome firepower, and | can dish out as much as

1 can take. But | gotta tell you, a guy can only bounce
back from so much. If | don’t get outta here fast, I'll
have to change my name to Shish Ke-B.0.B.

“B.0.B.'s many levels, cool and funny graphics,
and neat gadgets make it stand head and robotic
shoulders above other side-scrolling action games
for the Super Nintendo”

-~GAMEPRO

I've added on so many tricked-out
gadgets, | don't know which parts were
factory original anymore.

| can get along with pretty much anybody,
but if | have to I've got six flavors of
firepower to clear the corridors.

With forty-five levels between
me and the door, getting there will
be half the fun.

Available on both the Super NES and
Sega Genesis systems.

ELECTRONIC ARTS®



- SEACOPROREVEW 3

-

3\ By The Cyber Punk

c%jf Sega's Rise of the

&= Dragon, a techno-
thriller RPG based in 21st-Cen-
tury Los Angeles, puts you,
William “Blade” Hunter, Private
Investigator, in the middle of
an evil Chinese warlord’s dia-
bolical quest for world domi-
nation. This hard-boiled
interactive comic book is a lit-
tle too rough for straight-laced
players and minors, but the
graphics, sound, and game
play are great. Even if you've
played this smash hit on the
PC, you'll be in for a very
pleasant surprise. Get set for
CD thrills and chills.

A Bad Trip

Bahumat the warlord has just
come back to life after 3000
years, and he recognizes

o SR
PROTIP: Your girifriend Karyn 'S
metypuﬁrsbmﬁﬂgmw-
You'd better make it up o her. A
dozen Roses will do the frick.
This lady can help you, S0 be Sure
not to break the date.

Rise of the Dragon is a PG
classic, and it will probably
eamn that honor with the
Sega GD. With outstanding
graphics, sounds, game
play, and story line, it's a
sure hit.

40
$49.99 Role-playing
Available now One player

e e
drugs as the wave of the
future. Now Los Angeles has a
new prablem — MTZ. Simply
put, the euphoric drug even-
tually causes users to mutate
into dragons...sometimes
dead dragons. The Mayor has
retained you because his
daughter is the drug’s latest
victim and he wants justice
served (confidentially, of
course — it’s an election year).

Bahumat figures that, if he
has enough MTZ, he can hold
the city hostage. You have to
stop him at any cost, but it
won't be easy. No one really
wants to help you, and these
streets are mean. Creativity,
manipulation, and deception
are essential. Cool, huh!

Comics Come fo Life
Rise of the Dragon is an out-
standing single-player RPG.
Like many RPG games, you
play from a first-person per-
spective. Most scenes are
great-looking comic book-style
graphic panels with little ani-
mation. However, a couple of
slick, side-scrolling shoot-em-
up sequences juice the action
and make this Dragon stand
out from typical RPCs.

This game is all about the
story and the interaction with
other characters. The story (and
your quest) twists and turns
depending on the time, the day,
and the responses you commu-
nicate to each and every person
in the game. You'll need finesse
to survive. Sometimes a little
attitude can help you, but at
other times it’s fatal.

Dragon offers multiple out-
comes, 50 you're in for an
entertaining time every time
you play. It seems there’s a
new twist at every corner. You

GAMEPRO

| PROTIP: Seek out Chang Li in the

warehouse. He can provid:_e you
with some valuable supplies.

Don’t mess with these guys, or

8 you'll meet your maker, which fu
brings up a good point: Save your g

game occasionally.




must be very observant and
attentive to complete the
game...Alive.

Good Dragon!

| Rise of the Dragon offers
something for everyone. The
dark, somber cyberpunk looks
will make comic book fans
drool. The crystal clear digi-
tized dialogue is outstanding.
It adds a unique level of depth
to the characters that sets the
mood of the game. Even the
soundtrack is happenin’!

The game play is fluid and
gasy to master, even in the
arcade sequences. A smooth
point-and-click interface makes
it simple to identify and pick
| up objects. The save option is
slick, too, with no passwords
to memorize.

ha

might come in
ah, see the mayor

Discover
the Dragon

Rise of the Dragon is without a
doubt one of the best games
for the Sega CD. Period.

The Dragon has risen! [
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by Well, the wait’s final-
=" |y over, and the jury
is in. The verdict: Final Fight CD
probably won't start a video
game riot, but it's still a great
reason to rush to your store.

action is back!
Haggar and the
Horrible Hoodlums

Musclebound mayor Mike
Haggar is losing his grip on
the crime scene in Metro City.
Now the Mad Gear Gang has
kidnapped his beloved daugh-

A solid arcade-to-disc trans-
Iation that suffers a little
visual and a lot of audio
loss, but doesn’t skimp on
the two-player action. Final
Fight still burns butt, even if
you know it inside and out.

Final Fight CD by Sega

Graphics  Sound  Comral  FunFacior  Challenge

Qe
45 40 45 45 Afustable
$49.99 Two players
Available now Limited continues
Beat-em-up
62

ter, Jessica. Haggar plans a
vigilante rescue mission with
Cody (Jessica’s street-wise
boyfriend) and Cody’s martial-
artist friend, Guy.

e e T A
PROTIP: For an easy grab, sneak
up on opponents from an angle.
Use Haggar’s leaping pile driver
move whenever possible.

1o one side of the screen and
work from there.

Final Fight is a side-scrolling
beat-em-up extravaganza and
an almost identical conversion
of Capcom'’s original 1989
arcade game. Unlike the SNES
version (see ProReview Decem-
ber’91), the CD enables two
players to tangle simultaneous-
ly. You and a friend choose
from Guy, Haggar, and Cody,
and leave one of them sitting
on the bench for later.

EAMEPRD
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Beat These Sireets
The action’s excellent, but it
doesn’t break any new ground.
You throw punches and kicks,
use grab-and-throw tech-
niques, and bust a super mave,
which saps a little life power.
However, there are no blocks
or reversal moves. Overall, this
game’s arsenal’s slightly less
intense than Streets of Rage
2’s, but the clean controls keep
the fighting smooth.

You plow through seven
levels, including the Industrial
Area, a fiery scene that was
cut from the SNES. There's
also a new Time Attack mode,
which is a fairly boring time-
limited test of your punk-

PROTIP: Back enemies into a
comer and whack them with the
pipe. This Is especially helpful in
the rising-elevator siage.

Haggar’d Looking
and Sounding

Final Fight's looks are general-
ly as sharp as a stiletto. The
detailed backdrops are hot,
there’s an expanded cinematic
intro, and the characters are
huge. However, the colors are
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a hit wahd out. Also, the

generally smooth animation
becomes choppy, especially
when you throw an enemy.
Slowdown and flicker are pre-
sent, but they don't disrupt
the fighting as often as in the
SNES cart.

Even though it's coming off
a disc, the music is diluted.
The remixed orchestral tracks
are good but flat. The groans
and other sound effects do the
job, but without the quality
you'd expect from a CD. No

cop, walk toward him at an
angle, then throw him. Don't try
to jump over his bullets - youw’ll
never make it.

A CD Shot in the Arm
True black-and-blue Final Fight
fans will appreciate this CD,
even with its lower graphic
and sound quality. It may not
set any new standards, but
this disc injects life into the
Sega CD. If you're up for two-
player street brawling, by all
means slap this saucer into
your system. [



Blast Your Enemies

With the Power of the Elements!

Take on everything under the sun with the forces of the elements: fire, water, wind, earth and light. As Laden, you
must defeat the evil King Gyra and his army of despicable creatures. Elemental Master is loaded with explosive action,
devasting magic and the power of the elements. Blast your way through 6 levels of killer vertical scrolling adventure.
If you think you're ready to master the elements, than try Elemental Master!

- N
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Time Gal by Reno-
vation is a full-
motion animated Sega CD
game that plays like the
arcade version of Dragon’s
Lair. Most gamers remember
the unique animation and the
forced directional movement
of that groundbreaking game.
Well, the Time Gal Sega CD
successfully repraduces those
innovative techniques, albeit a
little later than most of us
would have hoped.

She’s a Gal fo be reckoned with.

Time Is on Her Side
You play Time Gal, head techni-
cian for Dr. Joseph Harper.
Harper has perfected a machine
called the Pathforger, which
enables people to travel
through time. Unfortunately, an
evil guy named Luda has stolen
the time travel machine, and
he's intent on becoming the
ruler of all eras in time - past,
present and future. Luckily, Doc
Harper has anticipated Luda’s

Game ProFile
(Sega CD)
Sega CD fans who want full-
motion animation, funny
game play, and nonstop
action will definitely want
Time Gal in their arsenal.

Time Gal by Renovation
Graphics  Sound

Control  FunFactor Chalienge

One player
co Action/adventure
May Passwords
64

>

attempt to sabotage history,
and he gets the Gal to jump
aboard a duplicate time

Machine to hunt down Luda.

Your work is pretty much
laid out for you. You must
travel through six eras, ancient
and futuristic, to find Luda. On
your travels you get your
Jurassic kicked, travel through
Rome during it's heyday, cross
swords through a Spanish
Galleon, and so on.

Your main defense, and the
bulk of the action, requires
you to follow one of four col-
ored “directional jewels” locat-
ed at the top, the bottom, the
left, and the right of your
screen. Whenever a directional
jewel lights up, you must
nudge the joystick to make
Time Gal move in that direc-
tion. Be quick, 'cuz your
reflexes decide Gal's fate. Slow
thumbs will bury her. The con-
trols can be overly responsive
at times, but you'll get the
hang of them.

If you like heavy hacking
and slashing, travel to another
time. Time Gal’s main action is
simply moving out of the way
of approaching dangers, such
as dinosaurs, spaceships, pan-
thers, and falling rocks. To
break up the monotony, every
once in a while all four direc-
tional jewels light up. When
that happens press any button
and Time Gal fires her gun,
swings her sword, or does
whatever it takes to waste the
bad guys. At certain points,
Time Gal makes a Time Stop

GAMEPRD

’

and presents you with three
action choices. Two of them
are dead wrong.

(&

Jewel lights up, quickly press
the corresponding direction on
the control pad several fimes.
That way you have a better
chance of going in the desired
direction immediately.

FPASSWOED EYFESXDE

FEESS STAET EUTTEE

PROTIP: Focus your eyes away
from the on-screen action, while
at the same time keeping a vigi-
lant watch on the direction jew-
els, After you play through an
area and gef a password, you
can view the entire area you
Just went through, including the
mistakes you made.

Who’s That Gal?

The animation in Time Gal is
what makes this game worth a
play through or two. It's great,
with bright, vivid colors, and
fast-paced, exciting movement.
The graphics that appear when
you make a wrong move are
alone worth the price of the
CD. And despite all the on-
screen action there’s no slow-
down, because you aren't
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manipulating sprites, you're
Just reacting to the graphics
displayed by the CD.

The sounds run hot and
cold. The music is rinky, par-
ticularly for a CD game. How-
ever, the sound effects
(especially Time Gal's speak-
ing parts) are funny and clear.
Other sound effects are pretty
sharp as well, and you'll hear
all the prehistoric roars,
medieval grunts, and futuristic
groans that time has to offer.
= — =2

PROTIP: If you've made a mis-
take (which means you died),
Your reaction time may have
been too slow. Remember at
what point Time Gal bit it. Then,
during the replay, hit the button
before you see the direction
Jewel light up.

The Gal Can’t Help It
This game will keep you enter-
tained, but not forever. Appro-
priately, Time Gal challenges
your sense of timing, but once
you get the hang of it, you'll
likely whip through this game.
However, during the ride,
you'll see and hear the best
that the Sega CD has to
offer...for now.

If you're looking for a boy
toy, check with Madonna. But
if you're looking for a Gal pal,
thisisit. [
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Break a leg

Crash Test Center!

There’s action You're top of the heap
at every turn! at The Junkyard!

Shakin' and breakin’ at the Crash Test Center, enjoying an avalanche of laughs on the ski slopes, or
knocking heads with the Junkman...The Incredible Crash Dummies™ are guaranteed to crack you up!
So don't bang your head against the wall! Get The Incredible Crash Dummies™ on NES™, Game Boy”

and Game Gear" - and meet some real headbangers!!!
L m FLYING
1 @®

DGE"

A Division of Asddaim Entertoiommnt, kic.

seals are registered trademarks of Nintendo of America Inc. Sega and Game Gear are trademarks of Sega Enterprises Ltd. Acclaim® is a registered trademark of Acclaim

@ The Incredible Crash Dummies™ © 1983 Tyco Industries, Inc. Licensed through Leisure Goncepts, Inc.® Nintendo®, Nintendo Enterlainment System® and the official
% Entertainment, Inc. © 1993 Acclaim Entertainment, Inc. All rights reserved. Screens shown are from NES™ version,



“GENTLEMEN

START YOUR SCR

Your windpipe will get a
workout when you see what
Konami® has prepared for you in
the Batman™ Returns game for
Super NES?

But your screams will be
drowned out by crunching
bones, cracking skulls,
shattering glass and other cool
CD quality sounds designed to
make you cringe.

Because
Batman has
rapid-fire fists L
andisa '
master of
flying body

slams, spinning judo kicks, double
head knocking and other means of
maiming. And check out our hero’s
humungous size. We're talking big!

In seven 3-D movie-like levels,
experience the agony of
Catwoman’s claws, kicks and
whip and the ecstasy of pummeling
The Penguin and his clan of
delinquent clowns, all talented in
terrorism.

Inside your cape of fear are
Batarangs and test tubes,
i1 essential for battling the
Tattooed Strongman, the
Organ Grinder and the rocket
launching Duck Vehicle.

Blow away renegade bikers with
the Batmobile loaded with Batdiscs
and catapult yourself to safety with
your trusty ———
Grappling Hook. g

The frigid
fiend is chillin’
in his way cool
lair waiting to
put the Caped
Crusader on -
ice. So put on your cowl and put up
vour dukes. Can’t you hear Gotham
City screaming for help?!

KONAMI .
g

 and the
i Poghts Resarves




utches
Penguin and
Catwoman!

TMA

'a!/' RETURNS
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Cantina Crawlin’

T 1 £1 oz
1

Head into the Cantina as the
Wookiee Chewbacca. He starts
with more life than Luke, and
he'll need it.

Don't walk up to the Red-and-
Blue-Hooded aliens, or they'll
all attack you at once. If you
walk to the right and wait,
they'll approach you individual-
ly, and you can pick them off
one at a time.

Cantina

70
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Star Whirl

he enemies with capes will
spin you into a fatal frenzy.
They're invincible while
they're spinning, so shoot
them before they start, or
Super Jump over them and
shoot 'em when they stop.

Foliow the Bouncing
Bad Guys

Blast the bouncing enemies
from far away. Don't let them
get too close, or you'll be an
intergalactic butt-warmer.

Hooded Hoodlums

ed aliens right when they start
to move. They're invincible
before they move, but you can
shoot them when they jump.

Hoods with a Heart

The Red-Hooded enemies
always give up big hearts. The
other enemies will drap various
items, including gun power-ups
and Thermal Detonators.

ProfFile

The Canti

y : ina is located in t
aFd 1s the city’s social fo
vide shelter against Tusken

he heart of Mos Eisley
Cus: Designed to pro-
Raider attacks,

one of T ine’s A B
wook?e .aFooAne § nrst blockhouses . Chalmun ; =
1€€, 1s the current owner. He converted it

:;om a local armory into
tion has been a boon t
hunters, ang others wh
deals quickly.
The Cantina
Dermits, but there ar
?ther games of chance
fead by bandmaster Figrin
%s there to discourage
18 & non-communicative
such as Vareth, Garron
and Beeyon Nace, -
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a bar.
O smugglers, bounty
© mMust conduct business

has no formal

Its central loca-

gambling tables or

e always card games and
- The seven-piece band,
: “Fiery Figrin~ Da'n
violence. -
local, but regulars,

Sinthia pul
. L chatt, Ox]
are boisterous. 4 e

The bartender



Move Along
Kalhar
Boss’s health bar appears, st
G - =i shooting. Your laser blast‘s \Ai[lt - e
. s.Iowa push Kalhar back to the

right, but then he'll charge at
you. When he does, move
toward him while jumping (or
Syper]umping). This will push
e Qém bac1|§I:0 the edge of the
: = 1 reen. Then, quickly mov
You have to clear out the whole L e o b o ag;;n' Eto
menagerie of meanies before [
you can fight the Kalhar boss
monster, 5o don't think you can
just belly up to the bar.

Lo bt B s
Mo 1 5
If you don’t want to wait to play

Take Your Pick Han or Chewbacca, typein Y,
X, %X, A, A, A, B,B,B,Y, Y
at the LucasArts title screen.

SELECT HEROD

AND
1EVEL
3085

A::ter meeting Han, you can
choose to play as any of th
three Rebels. 4 :

Once you get past the Ias of
the Cantina’s riffraff, move
slowly to the right. When the

Han Solo PrrofFilte

Han Solo is a smugoler, & pirate, & Corellian
starship pilet. and lately a hero of the Rebel
alliance. He is wanted for various crimes
throughout the galaxy; he has smuggled weapons,
contraband, and people. His opponents have
included slavers. Imperial £ igates, and

TIE squadrons. He is reporte quick to anger
and follows ne rules but his own. He captains
the infamous Millennium Falcon, which he
reportedly won in a Sabacco card game against
Lando calrissian. His copilot is Chewbacca the
Wookiee. They are i:‘ea_uen':ly employed Ly the
noted crime lorxds, ?1oo-'ofT\»:o—For—O:'.e and Jabba
the Hutt. Currently. Jabba the Hutt and the
Emperor have contracted pounty hunters to find

and kill Solo.

GAMEPRO + July 1883
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Escape from
Mos Eisley

To get out of Mos Eisley, use
Chewbacca as your character.

mgh Mamtenance

The mid-level boss is a Mainte-
nance Droid. To burn its metal,

crouch and fire at it. The Droid
has three health bars, one for
each arm and one for its fir-
ing/drilling stage. Take out its

IR (05 EISLEYHANGAR99

drill. The Droid won't be
destroyed until you've drained
all of its health bars.

Energy Boost

(MIM@»

Land Mmes an
i Grabbing Cranes

Shoot the mines from far

away. They eat up time if you  yoy can either shoot the grab-
let them explode on their own.  hing cranes or slide under

these cruel crushers.

You'll find more crates and
barrels in this level. Destroy
them all to uncover their hid-

den contents. Also, check the
remote corners to find other
secret items.

72
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leave hearts behind. If you're
too close, however, their
shrapnel will sap your health.

If the Gates are on a slope, use  If you need health, stand back

Button L to look down and and shoot the Droids. They
they won't fire.

File
Millennium Falcon Pro

light
11ian sgock

: £ied Corelll
jodified

Type: ¥
freighter
E‘::nea\:rJ 2 (mi.ni_rnum)

£ i ns
?assen?:ea;:city: 100 metric to
argo e
- sumables: 2 montf | P
— ne: 2 gquad laser e ek
weap‘?le tubes; Fola
missl

5 concussion

X including

3 rior, 10N+ "
rg interl SRy modl‘

repeatedy

o'e Systems: has been—e{a or has
ne shir e £t T
':_.,e *Ja—'d rebuilt. ‘bum o contalns
Eleo-ﬁgd unchanged- ‘h? ;éspeed I
rem‘?“{iiux - onverters, 1ap
used 1-

and droid BELVOT

whe Millepnium £

chrusters

EoG o5 rati
; 1ifc/mass jghter- :
igher B starfigh s captaiml,
than '-pe—yille“ni”m Falcoavoid combat
Solo. LaE i e to 1
b on GamOUfli?) cnis end, he has
sty and 4ingy .
scored bY

downs are &
5 THE DREADED ODEATH Lions. break
sERFUL TRACTOR BEMM
i1 IMED THE BRTILE
5 WRNGAR DAY

and fire up at it. It's essential
to take out the middle turret
on the bottom first. From this
position you can also destroy
the two jets and the front tur-
ret. Once they're gone, slide to
the far right, crouch, and blast
the rear turret. When it's gone,
stay crouched and blast away.

To beat the HCC, slide directly
underneath it, then crouch

EAMEPRE - July 1883 73



DEATHSTAR HANGARJBAY

BE

e g\

n

Use Han to get through the
Death Star Hangar Bay.

Long Live the Force

HEQAAOD THE MILLEMNI e

e
Watch Your Step

Destroy the little rolling
Droids, or they'll roll you into
a pit, where you'll lose a life
no matter how much health
you have.

e,
(j50AS
N\

All in the Timing
e

Bl VA

f

Timing's the key to victory
when the TIE fighters are flying
by. Study their flight pattern,
stay on the platforms, and lis-
ten for the sound cues. At the
right moment, Super Jump over
them, landing back on the plat-
form. If you miss the platform
and land on the ground, stay
crouched until the next one
goes by, then quickly jump up
to a platform and then over the
next TIE fighter.

FOLCOM

QiR HEANEZS BLAST INTO SPACE
SEARCH OF THE PRINCE:SS,

[

74

APPROACHES T
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HE OREAOGED DERTH
ITE POMERF UL TRACTO
puULLS IT IWNTO THE BRTTLE
STATIOMN® 3 HANOAR BAY.



Low on Hearts
-1|mm | } h
|

fili i
mhlt | mhh I

: |ﬂ‘#

If you get low on health, hang
out in an area clear of TIEs and
shoot the Troopers for hearts.

Keep your eye on this DfOid

When it jumps, slide under it
and crouch behind it. Since
the Droid is only vulnerable
when it's releasing its guided
missiles, aim at the point
where it releases them. You
can then shoot the missiles
and damage the Droid.

GAMEPRD
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To build up your power sup-
ply to make it through the
Death Star and rescue Leia,
start from the first platform
and go to the third set of ele-
vators. Then Super Jump to
the left and you'll discover a
room with two big hearts and
three gun power-ups.

76

Don’t waste your time on the
big Droids skimming along the
ground. They don’t become
vulnerable very often and they
don't cough up any items.

Shoot all the laser turrets
quickly, because they shoot
often and do tons of damage.

Siamming Doors

Erahns

Let the slamming doors fall,
then start moving as soon as
they start to rise. Be sure to
clear the area of all Droids
before you move through the
doors. If you don't, the Droids

R

T

GAMEPRD =
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could slow you down, causing
the doors to slam down on
your behind.

Some doors open up on gun
power-ups, but don't try for
them unless it's absolutely
necessary. The timing is
difficult. If you decide to go
for it, slide down into the mid-
dle of the door, jump up to
get the gun, then quickly
jump to the other side.




Detention Guard Boss

If you're low on health, shoot
the Storm Troopers that jump
out of the Boss. If you hit them
while they're on

Boss, stay underneath it and
fire up. Once you blow up the
main hover craft, therell be a
pod left to destroy. After it's

the ground,
completely obliterated, runto  CESESEE they’'ll some-
the right to the Princess’s cell. LV times fork
1D £ o N ® over hearts
T . b L ) ; ! and power-
= - - ‘ ups.

LTI
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Your Highness

EAMEPRD

ProfFile

Height: 1.5 m

Age: over 20

Occupation: Imperial Senator and leader of
the Rebel Alliance

Princess Leia Organa is the third most wanted
criminal in the Empire. Starting as one of
the youngest representatives to the Imperial
Senate from Alderaan, she is now one of the
driving forces withine the Rebel Alliance. She
is a brilliant organizer and ruthless fighter.

Leia is the adopted daughter of Bail
Organa, the late Viceroy and First Chairman
of the Alderaan system. Leia learned the
principles of justice and honor from Rail
Organa. She used her political status to reg-
ularly transport supplies, deliver funds,
recruit members, and participate in clandes-
tine missions for the Alliance. While Leia
was carrying the important technical readouts
of the Empire’s deadliest weapon, her ship,
Tantive IV, was captured and she was impris-
oned on the Death Star by Darth Vader.
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‘Bacca’s Back

o IVt
=ty

and shoot all the lasers before
they shoot you. Try posing
Chewbacca in different
stances to discover the easiest
way to destroy the lasers.
Sometimes Chewbacca needs
to crouch, while other times

Watch out when you reach the
top of the Core - there are two
Spider Troopers waiting. Jump

It i il
If you fall off a platform, push
right or left to catch another plat-
form at the edge of the screen.

he needs to stand and jump.

and shoot them both, then
jump off the platform and col-
lect the two big hearts they
leave behind.

To get to the top of the Trac-
tor Beam Core, use Chewie

pPprofFile

has sh rom & comméf;e

cotox Tl 8 '“‘o a potent OEEEJb_ugb

ing tool © 3 & .

Ai Ob are now powerfji en

eams ar CHEE IS

a detain immense VEbsetz %

is aifficult for tra 5= e
;ing targets.

it rract

ifted £

or's grasp L
r = The size
, in PYOor

were and place yourself under
the Core, where the lasers are
shooting from. Use the R but-
ton to look up, then fire up to
destroy the lasers. If you're
centered correctly, no lasers
will get out.

To beat the Beam, stay on the
rail where the Spider Troopers
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Theater

PrQF’i Le

s+ Incom T-658 ¥-wing
Type:? space Superiority Starﬁgh:er
12:.5 meters

Length:
1 pilot plus

1 astromech droid

Crew:

Passengera: None
carge capacity: ik %ilograms
Consumablea: 1 week'S supply
2 proton rorpedo Jaunchers

4 laser guns;

Weapons:
The X-Wingd is at the forefront of starfighter
performance. its high speed, heavy fArepowel and
isticate fight and combat systems make it
midable spacecrafts in exis-
i sophis-

s include fo -Arind.,
fs! 1aunch-

team defect tO
The primary armament
1ongrbarreled lasers and proten rorpedo
inst slow—moving targets.- in the
al auxiliary genera-

ine failure. n
for life support.
ce radio-

oW
the subspa
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on a target. The Towers lare
easy to destroy, but you'll lose
a life if you run into one.

Un-TIE Me!

Move side to side to destroy
the Towers. Moving up anq
down will throw off your aim.
Continue firing to sweep the
screen clean. Even random

Whe the TIEs descend upon

d
you, move back an
shots can help you if they land forth el e ficg

Prof=ij le

Craft: Sienar Fleet Systems
Crew: One pilot

Passengersg: None
Consumables : Two days
There are three
[rLe*’ceUf OF,

StuLflgnter,
fighters are used to
ide rehor,a Ssance, patropl
upport ground Lroops, Engage
ates and hunt down Rebels. To

TIE fighters Symbolize the
npire,

S designed and built by
which ;q famous for the

1 system

1nxaaona‘

use an T propul-

limited fuel

1 ion engines, TIE

an most commercia]l Space-
nighly respected through-

the Galaxy. The AL

S is its lack of deflector

g them Vulnerable tgo 'ISLL hits

/ lasers or feavy blasters.

zed by their

* July 1883



Death to Darth

To destroy Darth, wait for the
counter to read zero, then fire
your photon torpedoes.

on Ehe Laser Balls. The TIEs
can't hurt you, but the Lasers
will. Once you get to Darth
Vader, you're all clear.

7
(\“&\\\‘\ }Concentrate your fire power
~

PprofFile

Height: 2.02 m
Age: Unknown

Darth Vader (a.k.a.
he Dark Lord of the

h) serves the Dark
the Force. B
and emissary
of the Emperor. vader
epitomizes the Emper-
or's New order.
although vader Was
once a Jedi Knight
and a student of Obi-
Wan Kenobi, Vader
turned to the Dark
gide of the Force to
gain power . He has
assisted the Emperor
py killing 2 number
of Jedi ¥nights. B

Lord Vader rules
with strength and
fear. Those who Cross
him face pain and
death. He is 2 master
of the Lightsaber and
is nearly jnvulnera-
ble to blaster
deflecting the
with a casual
his gloved B
vader’s psychic
powers are strong; he
can communicate over
vast distances with
others who wield the
Force.

Death Star

devastating battle

with Kenobi has
forced Vader to wear
a specialized breath-
ing apparatus.

Coronation

LT R E T T
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The End of an Era

MDD &K
AW
FHEY THE FaRcs DE WITH YDU:

ProfFile

developed by the Eiogisﬁstiéingaw?ISh
Sl " the Dea o
plans was stgfsg gj EE: Eeath o
wa; last known te be in -S
Prlpcess Leia Organa =
A}llance. The Empefo;
the plans, even after
guent interrogation of

a leader of the

Princess Leia

S are known
floor

bel Alliance and

© Posession of

has faileq to recover
the capture and subge-

OHEME HHO S KIU

THIOT WEK HF - -
1
TH & AT TAHS ‘

Omniscient Power

STAR WOns

I GOME OFER HENU I

ARTH
ouNgE SER
STAGE ! O
LIVES

If you don'’t have the
patience to make it
through on your own,
wait until the title
screen appears and try
this God code:
AAAAX BBBBY XXXXA
YYYYB ABXY

Creditability

DESTGNED AND DIRECTED BY
KALANT STREICHER
PROGRAMMED BY

PETER HARD

ol ikEr B BB BB ERAEE iy
PAUL WERD

DESIGH COMTRIBUTIONS BY

PETER WARD
HHOHISOY, EONG

To see the makers of this
masterpiece, wait until the
LucasArts title screen
appears, then tap in:
ABABABAB
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Groove fo the Beat

ROSEC SCORE ROSS

SOURD EFFECT! SR

MAY THE F £ WMITH YOU.

— N OIGTTAL STEREO —

To be your own music maker,
get to the Sound Menu by
waiting until the LucasArts
title screen appears, then
simultaneously press A, B, X,
and Y. Then press Pause.
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years ago with Final
Fight, the baddest side-
scrolling beat-em-up on
the block at that time (see
ProReview, December '91).
Since then, the stakes for high-
quality 16-bit brawling have
been raised with the release of
leaner and meaner games, like
Streets of Rage 2 for the
Cenesis.
Now Final Fight
2 enters the scene
with two-player
action and new
characters, but
with game play
very similar to Final
Fight. This sequel puts
up a good fight, but
unfortunately it seems to
have lost some muscle
tone in the off season. FF 2
is mare like a tremor than an
earthquake.

Mad as Heck

Final Fight reached a smash-

Great two-player fighting
* with new characters, but
this cart needs more moves,
smarter enemies, and better
tunes. Final Fight 2 is an a--
kicker, but it doesn’t pack
many new punches.

Final Fight 2 by Capcom
Graphics  Sound Control  FunFacior  Challenge:

|Prenaisin)

Price unavailable
10 megs
Available July

Beal-em-up
Two players
Limited continues

uly 1883

ing conclusion when Haggar,

Cody, and Guy pounded the
Mad Gear Gang's boss Belger
through a plate-glass window
at the top of a high rise. Bel-
ger’s splat on the cement
below signaled the end of the
Mad Gear's grip on Metro
City...or did it?

Twao years later, the rem-
nants of the Mad Gear Gang
have reassembled into a cohe-
sive international crime force,
vandalizing major cities
around the globe. Worse yet,
the Gears have kidnapped
Guy's karate master, Genryu-
sai, and his daughter, Rena.
Cody and Guy are out of town,
so Haggar recruits Maki and
Carlos to help him throw a
wrench into the gang’s gears
once and for all.

The Mad Gear Gang is lookin’ for a
fight...a Final Fight.

A Big Maki Atiack
Teamwork is the key to suc-
cess, and FF 2's team holds all
the keys. Maki is Rena’s great-
looking sister, and she com-
bines Chun Li’s agility with
Guy’s ninjitsu. Carlos is Hag-
gar's South American room-
mate, and his sword skills
bring down the house! Mike



Haggar is a Herculean profes-
sional wrestler who crunches
all the skulls he wants with his
new-and-improved Spinning
Pile Driver.

PROTIP: Land on enemies as you
perform Haggar’s Spinning Pile
Driver for on-screen enemy
genocide.

Unlike its forefather, Final
Fight 2 enables two players to
deal out the punishment
together. You pick from the
three fighters and leave one
riding the pines for later. One
player can also go it alone.
Even in two-player mode,
there’s almost no slowdown,
and the screen flicker is negli-
gible. Character controkis
smooth and easy-going.

Fit for Fighting
Physically, Final Fight 2's in
top form, but you’ll notice
right away that the moves are
basically unchanged from the
first Final Fight. You get the
same variety of attacks,
including punches, kicks,
jump kicks, hair-pull moves,
throws, and a special attack
that saps your energy as it
crushes the enemies. You
also get knives, two-hy-fours,
and nightsticks.

Playing this game is like get-
ting stuck in a time warp,

because all the moves are stuck

in a rut. Even though it's a good
beating, FF 2 should have

popped you with more compli-
cated controller techniques,
blocks, and reversal moves.

PROTIP: Punch an enemy, then
grab him while he’s stunned
and use a throw.

Throw the Bums Out!
Ever notice how video game
villains always return for more
punishment in sequels? Unfor-
tunately, that’s the case in Final
Fight 2. Some old favorites are
back, such as the towering
Andores, but they haven't
learned any new moves. The
new punk recruits wield sticks,
knives, and shock guns, but
their attacks are unimaginative
and repetitive. The Mad Gear
Gang just isn't as cosmopolitan
this time around, and the
bonus stages are also dreary
doses of déja vu.
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PROTIP: Batter the car in
four vulnerable places in the ©

first bonus stage.

STy

PROTIP: Nail the drums when
the flames dissipate in the sec-
ond bonus stage,

GAMEPRD

The lack of diversity
wouldn't be so bad if the ene-
mies were smarter, but their
SATs would probably match
their shoe sizes. You can adjust
the difficulty, but even on the
highest level it's much too easy
to grab and throw the feeble
foes. Anyone with above-aver-
age skills will down Final Fight Il
in one sitting, wipe off the
foam, and wonder where the
rest of the game is.

PROTIP: Toss cronies into their
boss at the end of the level.
Fighting from a distance is safer
than a hand-to-hand slugfest.

Massaged in

the Eyes

Whereas the first Final Fight
thrust you into city slums, bars,
parks, and alleyways, the sec-
ond takes you on a graphic tour
of six famous cities around the
world. The new backgrounds
are crisp and detailed, but you
may find the scenery less
appealing in this go-round.
International sight-seeing in
front of cafes and docks

July 1983

e
Check out Haggar's Spinning
Clothesline, Maki's Sp‘mning!
Handstand Kick, and Car'uqs
Ssword Attack. These special _
techniques drain a little of their :
Jife lines. You gotta be able to
dish it out and take it, t00.

doesn’t work well with tt
fighting theme. Howeve
character animation i
ingly smoath and
tionally, there is now vel
screen scrolli

Lthe E:
Final Fight Z-traft,i;% _

from the first Final Fight.

iktnal Analysis

Final Fight 2’s a fighter to be
reckoned with, but it's not a
knockout. You'll want to take
it on for the thrills of two-play-
er Final Fighting, but the game
play's predictable, the music's
weak, and the enemies are
bums. This isnt the fight to
end all fights, and we hope
the next Final Fight install-
ment is better...finally. &=
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potuer generators...prime
directive: do not destroy xeno-
morphs...prisoners are expend-
able...repeat: do nof destroy
Xenomorphs...prisoners are
expendable...rescue ship dis-
pafched...eta: 12 hours.. Wey-
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This version of Alien 3 is one

of the best yet. Speclacular
graphics and challenging
original game play make it a
mandatory adventure, even
for survivors of Alien 3 on
other systems.

Alien 3 by Acclaim
Graphies  Sound Coatrol  FunFactor CMHW!

Action/Adventure
One player
Passwords

Available June
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@mﬁh Alien 3 by Acclaim

is a one-player action/adven-
ture game that looks and
plays entirely differently from
any previous Alien game. This
cart's six multi-scrolling stages
feature spectacular graphic,
and game play that's good
enough to make you scream.

Get It off Your Chest
You're Ripley, a C-3 grade Lieu-

tenant for the Weyland-Yutani
Corporation. After a cata-
strophic encounter with Alien
Xenomorphs, you're attempt-
ing to return to Earth aboard
your ship, the Sulaco. A disas-
trous malfunction causes the
Sulaco to crash land on Fiorina
161, a remote, maximum-secu-
rity prison colony in deep
space. When you awaken from
a state of hypersleep, you dis-
cover that you're the only
human survivor. Unfortunately,
Alien stowaways also survived,
and now they’re busy repopu-
lating the prison colony with
hundreds of offspring whose
favorite food is human flesh.
Your mission is to stop the
Aliens once and for all, before
the Weyland-Yutani rescue ship
arrives and the Aliens escape
to infest other worlds.

The Mother of

all Aliens

Alien 3 dishes out the best
game play of all the Alien sagas.
In each of the six stages, you
must tackle up to eight mis-
sions, 40 missions in all.

Every mission confronts
you with a new challenge
beyond standard Alien bug
blasting. Your tasks range

EAMEPRD

from rescuing trapped prison-
ers before they become Alien
food, to fixing broken pipes
and repairing damaged pow-
er generators.

Moreover, unlike the linear
design of the previous Alien
games, this cart allows you to
attack missions in any order.
Ripley can access different
areas of the prison from the
main corridor. Computer ter-
minals located there provide
descriptions of each mission
in a stage, along with the blue-
prints of the colony. The com-
plex is a warren of damp and
dank passageways, forbidding
cell blocks, mines, storage
areas, medical rooms, air
ducts, elevator shafts, and
bleak wastelands. You must
guide Ripley through this
maze to find the area of the
prison where you undertake
each mission’s task.

PROTIP: Watch out for pools of
acid on the fioor.

Despite the game’s adjust-
able challenge level, Alien
hunters will spend many
hours roaming Fiorina 161’s
passageways. A password fea-
ture enables Ripley to contin-
ue from completed stages, but
you can only die once during
any mission, then you're back
to the beginning of the stage.

July 1933

Fortunately, Ripley’s armed
and dangerous. She totes a
deadly Flame Thrower,a
Grenade Launcher, and a
Machine Gun - all more than

effective for frying Aliens, Face-
huggers, and Pods. Additional-
ly, Ripley carries a Blowtorch
for making necessary repairs
around the colony, and a
Motion Tracker that warns her
when Aliens are near. The
good news is that of all the
Alien games, the controls for
the SNES version of the game
are the easiest to master,
thanks to the four-button con-
troller. Each weapon fires via a
simple button press. No more
swapping and firing...and
dying while you're trying to
figure out which gun you want.

PROTIP: Any time you’re gunning
for Face Huggers and smaller
Aliens, crouch while you walk
and shoot. If you stand and
shoot, you fire right over the lit-
tle buggers and they’ll nail you.

PHIJTJP' You can store Machme
Gun ammo and extra Grenades




for your Launcher, but not extra
fuel for your Flame Thrower.
Don’t grab the Flame Thrower
fuel until you really need it.

Alien Spits up Some-
thing New

The originality of Alien 3's
game play is seriously
pumped by the game’s chill-
ing graphics. Ripley and her
Alien nemeses are super large
sprites that look and move
like their movie predecessors.
Ripley can walk, run, jump,
crouch, fire, and even swing
hand-over-hand across over-
head bars. The Aliens crawl,
run, and spit. Fiorina 161

§ e T I
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sports highly detailed back-
grounds that recreate the
flick’s creepy mood.

Alien 3's music jams to
heighten the suspense. Of
course, there are the requisite
screams of the exploding
Aliens, along with some nicely
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Use the blueprint to find your way
through Alien 3.

GAMEPRD -

digitized voices of prisoners
screaming for help.

) 1_117!7:!!-%'

Excellent animation highlights

- Ripley’s movement as she swings

across these bars.

PROTIP: Watch out for spitting
Aliens. They can get you from

long range, and they aim their
spit fairly accurately.

Ripley’s Excellent,
Believe It or Not

Just when you thought you
never wanted Aliens in your
face again, Acclaim’s pulled a
fast one on ya! Alien 3 for the
SNES is highly original -
enough to please even jaded
veterans of the Alien 3 wars
on other systems. It's packed
with excellent graphics, chal-
lenging game play, and
enough exploding Aliens to
satisfy even the most hard-
ened bug hunter. Don’t bother
to do it for Newt. Do it

for yourselfl &

Main Corridor

o Computer Terminal

o oot to other areas of the prison

o Rlien Pod

o Tunel Passagellaus

July 1993
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% Dungeon Master

B was a legend in its
own time on personal com-
puters, and now JVC has con-
verted this fantasy role-
playing game to the Super
NES. Unlike a fine wine, Dun-
geon Master has not gotten
better with age. In fact, it may
have turned a little sour.

Mastering Chaos

In a magical experiment gone
terribly wrong, the good Grey
Lord’s evil twin, Lord Chaos,
was set loose on an unsuspect-
ing world. Chaos is holed up in
a deep, dank dungeon, and
he’s imprisoned the souls of all
24 heroes who've entered his
domain to try and destroy him.
As the Grey Lord's apprentice,
Theron, you must descend into
Chaos’s labyrinth and use the
fabled Firestaff to put him in
his place.

Theron exists in Chaos’s
domain only in spirit, so you
must guide four able-bodied
heroes to complete the quest.
You assemble a party of four
characters from the 24 held
captive by Lord Chaos. You

Dungeon Master made role-
playing history in its heyday,
but time has left its mark on
this SNES version. t's a good
3D dungeon crawl, but the
action’s repetitive, and the
graphics and sounds are
minimal.

e e
Dungeon Master by JUC
Graphics ~ Sound Confrol  FunFactor  Challenge

ElEEle

35 Inlermediale
Sﬁé.!ﬁ Role-play
B megs + DSP chip One player
Available July Batlery backup
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can either resurrect them in
their current conditions, or
reincarnate them into new
bodies and modify their skills.
You choose from fighters, nin-
jas, priests, wizards, and multi-
profession characters, who

are armed with hand-to-hand
weapons, ranged weapons,
healing magic, hurting magic,
and protection magic.

PROTIP: Inexperienced role-
players should choose a basic
fighter/ninja/priest/wizard party
combination. Bring Halk, Leyla,
Mophus, and Gothmog.

PROTIP: You need a torch to
light the way in Level 2. Place it
in the leader’s hand.

GAMEPRD o

Real Time, Real Slow
DM features real-time action,
Z which means the monsters
make their moves even if you
do nothing. The innovative
combat system is fun but
repetitive. You see the same
creatures over and over. Addi-
tionally, the somewhat unre-
sponsive controls decrease

the fun. The on-screen action
often lags a second or two
behind your controller input.

PROTIP: When fighting a gang of
creatures, position yourself so
you're flanked by walls on three
sides. This way you can’t be
surrounded.

Game play in Dungeon
Master is split between fight-
ing, maze-wandering, and
solving light puzzles. The puz-
zles are good, but simplistic.
Most involve object manipula-
tion with point-and-click com-
mands. As you explore
deeper, you'll uncover count-
less items, weapons, and trea-
sures, which are easily
distributed and used among
your party. Don’t expect heavy
plot development, because
this cart is only fit for interme-
diate dungeoneers.

July 1883

PROTIP: You must place a rock,
boulder, or other unwanited item
on pressure plates to open
doors and close pits. Even san-
dals will work!

PROTIP: Bring a dead charac-
ter’s bones o the Alcove of
Rebirtf on Level 1 for an easy
resurrection.

Graphics and Sounds
Down Under

Dungeon Master’s first-person
perspective is fairly unique for
SNES RPGs, but it’s still drab by
16-bit standards. While the mon-
sters are animated, the greyish
dungeon walls are repeated
over and over. The sounds are
spartan, and an incessant water-
dripping effect grates on your
nerves. The spot music's good,
but too infrequent.

Dungeon Crawl Redux
If you're looking for a beefy, full-
bodied role-playing game, cross
Dungeon Master off your menu
and slice into Final Fantasy |.
DM's puzzle and real-time com-
bat elements are well done, but
the rest of the cart leaves your
mouth watering for something
more substantial.



STRATEGIC THINKING.
KILLER INSTINCTS.

The only action gume that requires strategy to win. The only  sirategy can ensure victory. Use your missiles, cannons, lasers and
strategy game that's hot enough to melt your armor. With the ~ jumpijets wisely if you expect to defeat your crafty foes. Your
udvantages of an advanced 3-D flight simulator, as well as a reward? More money to huild more powerful ‘Mechs, citical to
shrewd and cunning mind,
you'll face the most fero-
cious infergalactic combat
yet seen. Mechwarrior. One Y
of the most original games EEEFREE E ‘jggr 1
ever developed. ; E :ﬁ; Lo you to command the acfion.

It's the year 3027. L E it Use the pracfice mode and
Revenge is your motive. A Buh‘lemech is your method. Outmaneuver, save game features fo jump straight info the action. Whether you
outsmart and outfight the Dark Wing Lance. Pursue every lead. choose instant action or the rewards of an entire combat career, it's

Fqsq Track them to the furthest corners of the sure to make you sweat A
e =" galoxy. But ya’ gotta be smart. Only a great bullets. It's Mechwarrior. C I ISION ®

L—  MECHWARRIOR IS FOR YOUR SUPER NINTENDO ENTERTAINMENT SYSTEM. TO ORDER: SEE YOUR LOCAL RETAILER OR CALL 1-800-477-3650 ——

e completing your ever more
~ YT e complicated missions.

g S Perched in the conirol
i room of o 60-ton ‘Mech, in-
s credible 3-D graphics allow




By The Tummynator

/
| ( 3o ‘\\ Tuff Enuff features
\\;r/ some ferocious
fighting action and great
graphics. However, this one-
or two-player side scroller
may not have enough down-
and-dirty combat to satisfy
most street-wise gamers.

Four Wrongs Don’t
Make a Fight

It's the year 200- (so far into the
future that they're using dashes
for numbers), and the planet
has been at peace for a long
time. So long, in fact, that peo-
ple have forgotten the art of
fighting. Consequently, when a
great war breaks out and
destroys all law and order, sur-
vival of the fittest is no longer
just a theory of evolution.

A “Fighting God" is seizing
control of the cities at an
alarming rate. He rules from
his Death Tower, an impene-
trable fortress that can only be
unlocked by any of four keys
held by four soldiers (Kotono,
Sho, Vortz, and Zazi).

You may burn some new
blisters with the awesome
combos in this game, but
with only four characters to
choose from, this light
fighter is too easy for most
street fightin’ vets. The
sleek action, smooth sprite
movement and detailed

backgrounds of this cart
may just not be Enuff.

Price not available
16 megs
Available July

Beat-em-up
Two players
Passwords

PROTIP: Even when you block,
an opposing player’s projectile
will drain health from your bar.
If you're low on healti, jump
over the projectile.

When you're ready to bust a
few moves of your own
against the Fighting God, you
can go head-to-head against
the CPU, bash biceps against a
bud (who plays any of the four
different fighters), or fight
through a story line mode that
features seven increasingly
skilled fighters.
Lol 2

—Fion

PHth mm ’t waste your tlme
using the leg sweep moves. it
takes the characters foo long to
make the full sweep, which
gives your opponent plenty of

time to put his shoe through
your face.

Each of the four fighters

# has a variety of moves and

special techniques, which they
execute with deadly precision
once you master the compli-
cated controls. Besides a stan-
dard punch, kick, and jump-
kick, you can try Sho's Blue
Thunder Punch, Zazi’s Dragon
Blade, Kotono's Drawn Mist
Sword Slash, or Vortz's Neck
Hanging Bomber. You have
the ability to combine moves
(even in mid-air)) for thunder-
ous fighting power.

PROTIP: Gajet Is very vulnerable
to projectile attacks.

e L _t-z
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His metal mitlens are marvelous!

Don't get cocky, though,
you're not fighting against the
Glee Club. Your opponents
have more moves than a high

July 1883

school senior. If you think you
can easily get past Gajet’s
Frankensteiner, Dolf's Bazooka
Shot, or Jade’s Vertical Hunter,
think again.

Black Eye Graphics
The graphics in Tuff Enuff are
pretty good, though not spec-
tacular. The sprites are about
Final Fight size, and there’s
some slowdown and minor
sprite glitching as well.

The game has great-look-
ing, detailed backgrounds,
including a missile silo, the
forbidding entrance to the
Tower, a martial arts tem-
ple, and more. A special
VCR mode enables you to
run forward and backward

y slow motion replays of the

move that won you the fight.

The music isn't too bad,
but it's nothing to call Bill-
board about. The sound
effects are okay, although you
can’t understand what the
characters are saying when
they win.

PROTIP: If you come in with a
punch, follow up with a kick,
and vice versa. If you try fo kick
(or punch) twice in a row, your
opponent will clobber you.

No Sweat

This game is a fun fighter -
sort of a Junior SF2. It's easy
and extremely low key, after
you figure out the wildly
imaginative controls and large
line-up of moves.

In the long line of Street
Fighter clones, few make it to
the top. Fewer still add to the
legend, and there’s no beat-
em-up that surpasses it. The
Tuff stay rough and the weak
stay meek. Makes you wish
the world stayed at peace,
doesn't it? &




THE TERMINATOR &
ROBOCOP NOW HAVE
SOMEONE THEY CAN

| LOOK UP.TO.

Introducing
Cybernator,
the 21st Century
biggest hero and
the baddest cyborg : {«
ever to blast onto your Super NES™ v
Standing five stories tall and loaded i’A
with stunning graphics and firepower, | :
this mechanized marine overshadows
and outguns all other 16-bit metal heads.
From the Cybernator’s command

cockpit you'll

control five
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KONAMI®

minute charg Tore calling

KONAMI GAME HINT AND TIP LiNe: 1-900- 896 H!NT (4468).

tail-kicking, Axis
annihilating
battle armor and
the Enemy
Eliminator with
"7 360° firing
range. You'll
also power a
hyper-space
propulsion pack that
launches Cybernator
through seven levels of
 digitized devastation. So
' if nuts and bolts busting

action is your game,
check out Cybernator.
The future of 16-bit
warfare today!




take a lickin’ and
keep on tickin: Jaleco’s putting
up its dukes in the SNES street
fighting arena once again with
Brawl Brothers, a much im-
proved follow-up to Rival Turf.
(See ProReview, June '92.) This
cart doesn't quite reach the
top of the 16-bit, side-view
brawling heap, but it comes
darn close.

Kickboxers
Malevolent scientist Dieter
does the DNA twist in his lab-
oratory and discovers the
secret to cloning human tis-
sue. He uses his new-found
power to kidnap and clone
three of the five Brawl Broth-

thug-bashing with five cool [ =
characters, gobs of moves,

and great graphics. Brawl
Brothers hangs tough

against most SNES beat-
em-ups, even Final Fight Il.

Price unavailable
12 megs
Available now

Beat-em-up
Two players
Limited continues

ers. You and a friend choose
who he nabs, then take the
remaining two on a four-level
mission to free your bros. For
extra practice, you can fight
each other in a Versus mode.
Brawl Bros. is packed with
excellent moves and tech-
niques. Hack is a street fighter
with devastating kicks and
throws. Slash lights up the sky
with fists of fire. Lord J. is an
agile karate master. Kazan uses
ninja skills and a triple jump
move. Wendy busts deadly aeri-
al kicks. Unfortunately, there’s
no way to block attacks, and
the controls you use to reverse
moves are imprecise.
PROTIP: Use Hack’s Power
Punch when close to enemies
for maximum damage.

7= Dieter recruited a tough but

t This! Hit ‘em with your best shots:

Bayside City

repetitious bunch of thugs.
You fight endless knifers, gun-
men, flamethrowers, and mar-
tial artists. To rescue your
comrades and get them to
rejoin your team, you must kill
their clones, who lurk at the
end of the first three levels. To
make things easier, you can
adjust the difficulty, number
of lives, and number of contin-
ues to your liking.

=

PROTIP: Angry mode stops ene-
mies from inflicting massive
damage when you're caugiht
between them.

PROTIP: Stand over a fallen
enemy, then push Up and Attack
to nail him while he’s down.

PROTIP: For an easy kill, back an
enemy into a comer, then run
and execute Wendy’s Spinning
Double Kick.

PROTIP: Slash’s clone can’t be
hit while he breathes fire, Wait
until he runs out of breath, then
grab him from behind,

Brawl’s graphics look dead-
ly. You rumble through the
streets, a bridge, a sewer
maze, a jungle, the maze
inside Dieter's Command Cen-
ter, and the Air Fortress. The
nicely illustrated backdrops,
touches of multi-scrolling, and
big characters are great, but
the visuals suffer from stiff ani-
mation, flicker, and occasional
slowdown. The music rocks,
but the sounds are quiet and
the voices are muffled.

PGTIP: In Stage 2, throw ene-
mies onto landmines to deto-
nate them safely.

Send in the Clones
While Brawl Brothers is an
obvious Final Fight knock-off,
it's a good one. If it had a
greater variety of enemies, it
might well have taken out the
current 16-bit beat-em-up
champ, Streets of Rage 2.
Video vigilantes who've pol-
ished off other games should
bring Brawl Brothers into their
family. &

Wendy’s Somersault Kick

EAMEPRD
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LICENSED BY

Yeah! With hard-driven music to your ears, it's time to
slam it into gear with Rock N’ Roll Racing. Custom cars,
rodial weapons and lead-footed crazies compete head to
head for money, weapons and fame as Larry
“Supermouth” Huffman calls it all. So back off wimps,
this race ain't for no Sunday drivers!

For more information on Rock N’ Roll Racing, call
17922 Fitch Avenue, Irvine, CA 92714 1-800-969-4263 or visit your local retailer.

@ 1893 Interplay Productions and Silicon & Synapse. All rights THIS OFFICIAL SEAL IS YOUR ASSURANCE THAT NINTENDO HAS
reserved. Rock n' Roll Racing is a trademark of Interplay o APPROVED THE QUALITY OF THIS PRODUCT  ALWAYS LOOK FOR
(=)
Oy

Productions. Inc. Nintendo. Super Nintendo Entertainment System
Super NES and the official seal are lrademarks of Nintendo of
America, Inc. @ 1989 Nintendo of America, Inc. TAINMENT SYSTEM

THIS SEAL WHEN BUYING GAMES AND ACCESSORIES TO ENSURE
COMPLETE COMPATIBILITY WITH YOUR SUPER NINTENDO ENTER-

FULLY DIGITIZED SOUND
TRACK FEATURING "Bad To
The Bone™ written by
George Thorogood,
“Paranoid” by Black
Sabbath, “Born To Be Wild”
by Steppenwolf, “Highway
Star” by Deep Purple, and
"Peter Gun” by

H. Mancini.




S8 Are you Street
Fighter'd out? Do
you hope Mortal Kombat dies?
Interplay hopes to revive your
SNES fightin’ spirit with fists
and feet of clay!

Mud Wrestling

It Ain’t!

Clay Fighter may remold your
thinking about beat-em-up
games. The designers of the

cart are using a unique clay
animation technigue to bring
you a slapstick slugfest that
won't skimp on the action.
One or two players will be
able to choose a champion
from a stable of eight wacky
fighters. Taffy Man is a sweet
thing that specializes in can-
died karate. Bad Mr. Frosty is
sneaky snowman. Bonker is a

g
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Versus combat is what Clay
Fighter is all about.

104

Bonus Mode 7 rounds will definitely
round out your character.

warped, wicked clown. Val is
a voluminous Viking opera
singer/slugger. Ghost Guy is

a pugnacious pumpkin-head
who doesn’t take any sheet.
Impersonator is...right, a fat
Elvis impersonator. Blob is a
green glob that can transform
into various objects. Crusher

is a weird wrestler with mus-

cles on his muscles.

Taffy Man pulls sticky moves.

EAMEPRD o

Oh Clay Can You See?
The fanciful fighters were all
formed out of clay and
brought to life via stop-mation
animation. You may recall that
Interplay first touted the tech-
nique for its yet-to-be-seen
action game, Clay Mates. It
looks like Clay Fighter beat
Clay Mates to the punch.

Meter charges to maximum
capacity. There's little defense,
but the offense looks to be
silly, strange, and serious. For
example, Taffy Man's arms
stretch into an impossibly
long punch (move over Dhal-
siml), and he twists into an
outrageous helicopter spin
punch (watch out Chun Li!).

Where’s Cassius Clay

When You Need Him?
Just when you thought you'd
seen everything — here comes
Clay Fighter! Better work out
with some Play-Doh before
you take on this game. [

Clay Fighter by Interplay
Available fourth quarter 93

Every fight takes place
against weird and wild back-
grounds. Big Hunk o’ Burnin’
Clay, for instance, features
piano keys and fire. You also
kick and punch against a can-
dyland snow festival, a surre-
alistic cardboard cut-out forest
backdrop, and a gooey, gunky
factory scene. The cart will
also include several bonus
rounds, including a dizzying
Mode 7 revolving fight ring.

Although this cart looks
like it will definitely grab for
your yuk-yuks, it'll go for the
throat, too. All the fighters will
have three special moves, two
hidden and one possible only
when a special KO Power
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GEAR UP!

THE RAGE IN THE CAGE, THE WAR OF THE WEBS
AND THE BATTLE OF THE MACHINES!

i TETErS i - 5 s e < i~
ACTION SO INTENSE IN AND OUT OF THE UNPLUG ELECTRO BATTLE DR. OCTOPUS' DESTROY CYBERDYNE HASTA LA VISTA,
ONLY 15 FEET OF STEEL RING MAYHEM! WITH WEB-SWINGING ARMY OF ARMS! RESEARCH! BABY!
CAN CONTAIN T! ACTION!

For more portable power, check out the bodyslamming excitement of = WrestleMania®
Steel Cage Challenge™, the amazing web-swinging action of Spider-Man®: Return of the Sinister
Six™, and the explosive firepower of Terminator™ 2: Judgment Day. Gear up for great graphics
and game play with the biggest superstars on Game Gear™!




. By Slasher Quan
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!‘ﬁ{k\#jj- What do you get

B3 when you cross
Capcom’s Final Fight with an
episode of the Muppet Babies?
Not a frog-pig with an atti-
tude. And no, not even a
fuzzy bear with a repertoire of
bad jokes and pile-driver
moves. You get Mighty Final
Fight for the NES!

MFF is a low-impact slug-
fest. It only loosely resembles
its SNES and Sega CD counter-
parts in graphics and sound,
but does a reasonable job of
replicating their game play on
a much smaller 8-bit scale.

Don’t Mess with Jess
Belger, leader of the law-
breaking Mad Gear Gang, has
a hankerin’ for a lassie named
Jessica. He makes her his main
course and snatches her from
the arms of her boyfriend,
Cody. Unfortunately, the
sweetness of Belger's success
will turn sour, "cuz father and
Mayor Mike Haggar, Cody,
and their kickboxin’ friend
Guy are gonna force-feed the
Gears some bad beat-em-up
medicine! You take your pick
from the trio and leave the
other two as reserves. If you

(NES)

Mighty Final Fight is good,
basic beat-em-up training,
but this one’s no Double
Dragon or Battlefoads heat-
er. The graphics could he
sharper and a two-player
opfion is needed.

Mighty Final Fight by Capcom
Graphics  Sound Conirol ~ FunFactor  Challenge

INT.

30 30 40 40 Inlermedate
Price unavailable Beat-em-up
2megs One player
Available July 3 confinues
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lose all your lives and have
to continue, you get to play
tag team.

HHAT 7!
KIDNAPPRED. . . =71
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The Gears are rewving up for
a rumble!

Pint-Size Pugilists
Final Fighters who expect this
cart to slug them in the eyes
will blink twice when they see
the screen. The character
sprites for players and foes
alike wouldn't reach their 16-
bit big brothers’ knee caps.
But remember, we're talkin'
NES pix here. The characters
are short, squat, and sport the
infamous “big head, little feet”
look often seen in Japanese
role-playing games.

O EE
ERERE"

EXD 00810338

Small sluggers, but big bangs. Is
this cart’s namesake Mighty
Mouse, or what?

They may look like Cab-
bage Patch Kids, but the three
amigos pack a wallop. Kicks,
punches, jump kicks, standing
combos, knee bashes, throws,
and special techniques com-
prise a solid (though not spec-
tacular) arsenal. Cody blends
boxing with karate, and uses a
wicked three-hit combo. Part-
time pro wrestler Haggar does
his worst with a Pile Driver.
Martial artist Guy paints vio-
lent pictures with a Super
Kick. Weapons supplement

GAMEPRD

your fists, and some ghetto-
bashers are now specific to
each fighter. (Only Haggar can
use the mallet.)

PROTIP: Land on thugs with
Haggar’s Pile Driver to double
your damage.

PROTIP: After you knock an
opponent down, jump-Kick just
as he starts to get up, It's
cheap, but effective.

Each character gets one all-
new super move that requires
a combination button press d
la Street Fighter II. The tradi-
tional two-button control goes
easy on your fingers, but you
may get frustrated with the
inconsistent super moves.

HovEn
ik

PROTIP: Don’t waste special
moves on rolling barrels. Break
them open with straight-on
punches to find prizes.

PROTIP: If you’ve gof aurto-fire,
use if. Hold down Button B and
rock the controller back and
forth fo bust super moves faster

than fiying shrapnel.

A Small Problem
Imagine stuffing the meanest,
most unsavory punks in a
washing machine for a few
days on the highest tempera-
ture setting. Yup, Mighty Final
Fight's foes look like shrunken
versions of their 16-bit selves.
Although they're now name-
less, you'll recognize Andore,
Del Gado, Poison, Two. P, and
a menagerie of bosses. Thrash-
er's a blond bomber with a
stomp attack. Katana, who
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manages to appear three differ-
ent times, gives his sword a
thorough workout. Abigail puts
the squeeze on you with a
revolting kiss attack.

PROTIP: Thrasher bounces for
Joy, but you'll change his
shoutin’ fo poutin’ with well-
placed jump kicks.

ELERY

PROTIP: Lef Katana tire himself
out by running rampant around
the screen, then sneak up
behind him and use a throw.

Three continues and mod-
erately aggressive enemies
make this cart a perfect first-
time karate class for white-
and yellow-belt youngsters. A
unique feature in this cart is
experience points, similar to
RPGs. If you take out enough
trash, your experience |evel
increases and your lifeline
is extended.

Slummin’ It Up:
Graphics and Sounds
The street scenes are like man-
gled parodies of the original
16-bit cart. You still fight
through the Slums, Riverside,
Old Town, the Factory, and the
Bay Area. However, the back-
grounds are static and flat - no
multi-scrolling or slick shading.
Bright, balloony characters, col-
orful (if dull) levels, and occa-
sional flicker characterize these
average NES visuals.



| Migtty Moves for Final Fighting i
F I qggwe';ggat_ﬂgh'ui

LEVEL FFFFFD  EXP 0496/250

PROTIP: Even though it’s tempt- EREEE o i -=a of | : ] "

ing, don’t push enemies off the Cody’s inappmpna T ’ 7 i
"y named Tor-  Use Haggar's Runnii i g -

elevator. You get more experi- nado Sweep is really a firoball, Be 1o get close fo e ﬂ;:l'gs L‘I;’t:"esnn;f Guy’s Tornado Kick is a great

ence for killing them in hand-to- 8 careful, he’s vulnerable as he them with combinations closer to up-close-and-

hand melee. summons energy, but he can nail LTS personal combos,

If you turned off the picture §§ enemies from a distance,

but kept the music playing,
you probably wouldn’t know
this is a Final Fight spin-off.
Mighty’s repetitive music
sounds like other NES games
in Capcom'’s library, such as
the Mega Man series. The
sound effects rock with the
kicks and roll with the punch-
es, but not much more.

s Right

Mighty Ma .
The lack of a two-player
option and primo eight-bit
graphics bumps Mighty Final
Fight from the top ranks, but
you can't help
but like the
cute, cuddly,
vicious
brawlers. Tack-
le this one if
you're a big Rick
Moranis fan and
you've never
before felt
the power
and glory
you only

get from
kicking
video
keister.
G

GAMEPRD < July 1333



reasons \NU | tobuy Tyrants-

9 .

Because why should 1 waste my time arming my men with everything from borws and arrovws to muclear missiles and flying saucers when a Spltwad is my weapon of choice?
|
Because I am a follower not a leader and I don't want to be the most Pﬂwerh]l person in the world.

/
Because I don't ike games that oﬁerm(mths ﬂﬂd HIOchS Of gﬂme pIﬂy
. ' 6
Because the idea of ttavellllg thmugh $LI11€ and conqueringnine words merely tres me ut

5 L] - L]
Because ] do ot have a ll]l]] ('.l()t]] f@tlSh. Really.

' oo 4
Because I prefer wimpy cartridges that don't have 4 megS Of dIgItIZBd SpBEC]]

3 ] .
Because ] don't like crossing swords with de‘JlOllS, conmving opponents all ready to tep on my haby toes.

v 2
Because [ refer blowing $59.99 on a cartridge that's ltalk, hype and no ACEION.

gecause Tam not worthy of an 1} dVBH ilII' 0us resource mﬂﬂﬂg BmBHt gﬂme that makes other carts look like girlie toys.

DON'T BUY TYRANTS IF 10U CAN'T HANDLE WORLD DONINATION

LICENSED BY SEGA ENTERPRISES FOR PLAY ON THE SEGA™ GENESIS™ SYSTEM.
SEGA AND GENESIS ARE TRADEMARKS OF SEGA ENTERPRISES, LTD.
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7 Thumb-busting,
27 side-scrolling beat-
em-ups are a dime a dozen.
Cloned from the Street Fight-
ing ranks of old, most fighting
games fall to the wayside -
beaten, bruised, and broken.
One notable exception has
been World Heroes for the
Neo-Geo, which made a sur-
prise debut in the arcades last
fall. With World Heroes 2,
SNK's done it again. Put away
the rest, 'cuz the best is here!

Hero We Go Again!
The return of the World
Heroes should be marked with
a ticker tape parade. The eight
original warriors are back
from their time trip trials, hav-
ing beaten everyone they
could in their own time and in
other times as well. Now
they're ready for a new chal-
lenge and fresh meat. They
won't have to wait, either,
because there are six new
warriors ready to throw their
weight around and challenge
the title holder. That's right,
gamers, you can choose from
14 characters!

110

popped and keep your chin
up, because World Heroes 2 is
coming s0on to a screen near
you. Will you be ready? &

—
-

VIE

-
e T <
-

World Heroes 2 by SNK
Available June

s

A

s of’ black magjic...

with a whopping 146 megs!
You'll see those megs in
action, too, as World Heroes 2
offers improvements over the
original. For example, all 14
fighters get new moves, such
as the ability to deflect projec-
tiles and counter throws. Four-
teen new endings also up the
graphic ante!

You want more? Take a
look at these shots and get a
load of the pumped-up graph-
ics. So get your knuckles

G
\
Pras = .A:
Someone’s about to
Captain! cook this
This is the fourth in SNK's
100 Mega series (the other
three are Art of Fighting, Fatal
Fury 2, and Three Count Bout),
and it goes above and
beyond the others



TRY IT, BUYIT,
SAVE $4!

TERMINATING

SPIDER-MAN®/X-MEN™
ARCADE'S REVENGE™

WEB-SLINGING
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RENT ANY OF THESE ACTION-PACKED
VIDEQ GAMES AND YOU CAN THEN BUY
*OFFER GOOD AT PARTICIPATING STORES WHILE SUPPLIES LAST. TH EM AT §4-00 OFF THE REGU I.AR PRI(E!




the head -banging Neanderthal
keeps evolving. Now he’s liter-
ally bigger and better than
ever. In Bonk 3, our prehistoric
preteen still uses his head, but
he’s also got a few new moves
that make this game more
strategic and more fun than

its predecessors.

Head Trip

Evil King Drool is back, and he
has the Dinosaur Kingdom
crawling with creatures from
the Monster Tribe. This time
the monarch is mixing up mis-
chief by chaining the moon to
the bottom of the sea. In this
side-view, multi-scrolling game,
Bonk uses his head to defeat
Drool's disciples. If you want,
you can try your head against a
friend, because Bonk 3 offers
two-player alternating action, a
first for the Bonk series.

Big Bonk - mad and bad!

(TurhoChip)

Even if you’re not a Bonk fan,
your'll like the head-banging
action of Bonk 3. With better
graphics, game play, and
sound, plus more options,
Bonk 3 is head and shoulders
above its ancestors.

Bonk 3 by TTI
Graphics  Sound

Conirol  FunFacter Chalienge

ADJ.

Adjustable

a!n Dn
5 45 d‘

Pﬂ:e not avanauie
Available July

Two players
Unlimited continues

Action/adventure
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You'll see some new scenes
in this action/adventure game,
as well as some familiar ones.
The first couple of areas
(Henry Hatchet Village) look a
ot like Bonk’s Revenge, with
flat, cartoon-style back-
grounds. The graphics gain
depth and variety as Bonk
roams through the seven
stages. In addition, this cart
has 16 bonus rounds - twice
as many as Bonk’s Revenge
has. Plus, if you step into the
mouths of certain creatures,
you'll be transported to dan-
gerous, secret underground
areas that are hard to escape.

With each area the music
changes, but it's the same old
prehistoric sounds of Bonk’s
first two adventures.

PROTIP: To reach the 1-up
before the bridge, break the
bricks and drop down. You'll
find a meat and a flower "copter
to take you to the exira life in
the sky.

Get a Head

In this version of Bonk, power-
ups have definitely moved up
the evolutionary ladder. In
addition to his favorite meat
snacks, which make him hard-

EAMEPRO

er-headed, fire-breathing, or
invincible, Bonk can now
munch on Red and Blue
Candy. The Red Candy makes
you teeny Bonk. The Blue
candy makes you giant Bonk.

These new power-ups
increase the game's strategic
challenge, because some-
times Bonk needs to
become small to pass
through tunnels and
continue. Other times,
it's easier to climb with big
Bonk's height. Munch a Blue
Candy power-up and a Meat
power-up, and Bonk blows
kisses that turn his enemies
to stone.

Bonk still likes to take the
time to sniff (or jump on) the
Springy Flowers. Yellow ones
lift him to new heights; orange
ones give him
Ham power-ups;
green flowers
cough up candy
and hearts; blue
flowers up his lives
and hearts from his
starting three; and
pink flowers can
either help or hinder
Bonk. Of course, Bonk'll
run across a few bonus
flowers on his way, too.

P e e el

PROTIP: After the block smashes
Bonk and turns him into a crab,
swim fo the bottom of the sea
and eat Red Candy to make him
small. Swim through the tunnel
on the right and you'll find a
heart and a bonus flower.

July 1993

PROTIP: At the first bridge in area
1-1, let the first blocks collapse
underneath Bonk and he’ll fall
into a well. Swim to the bottom
of the well, dodging or bonking
fish on the way, and you’ll find a
bonus flower in the botiom right-
hand corner of the well.



PROTIP: In area 1-2, Bonk needs
to be tiny when he jumps info
the sea and finds a ship. If he
isn't already small, swim to the
boftom of the sea and eat the
Red Gandy. You'll also find a
heart and a bonus flower there.

Bonk still has all his old
moves. He can head-butt ene-
mies, and avoid obstacles by
latching onto propeller

flowers. He can gnaw his way
up the sides of buildings, hills,
and other vertical obstacles. As
for his new abilities, Bonk now
turns into a cantankerous crab
when someone stomps on
him, which helps his swim-
ming abilities. He also has a
devastating somersault, which
swings him around horizontal
poles by his teeth and knocks
out anything perched on them.
Fortunately, the controls
respond quickly and easily.
PROTIP: To beat the first stage
boss, get under his head and
Jump up. Even when you're in
crab form, you can cause

some damage.

EAMEPRO
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PROTIP: When you first
drop into the water in
Stage 2-1, avoid the fish
at all costs. If he eats you,

yourre sent into an acid
underground.

Drool’s Dirty Dozen
Bonk's old nemeses, like
Henry Hatchet and the piranha
hirds, still roam the Dinosaur
Kingdom, but the flora and
fauna have expanded to
include some relatively harm-
less creatures that are bigger
and more colorful. The Crazy
Lady, for instance, is like a big
Dancing Snow Queen from
Bonk’s past (though she’s no
more challenging). Bonk also
encounters a huge baby in a
crib, poisonous fish, and other
Stone Age adversaries. As for
the bosses, a few bops and
they're done, although they do
get progressively harder.

July 1983
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PROTIP: To beat Stage 2’s stone
boss, somersault up fo the sec-
ond highest posi. When the boss
thuds to the ground, Bonk will
automatically be bounced to the
a limb, where he can jump on he
boss’s head and then jump safe-
Iy to the other side.

Bonk’s Back

Bonk keeps getting bigger
and better. This game gives
you a lot more buck for your
bonk —or is that Bonk for
your buck? @

Check out these screens
from Bonk’s Adventure,
Bonk’s Revenge, and Bonk 3.
See any similarities?
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Criminal Activities
This Super CD game by TTI
sports the rather unimagina-
tive title, Sherlock Holmes
Consulting Detective 2. How-
ever, three baffling cases con-

{(Duo Super CD)

Holmes and Watson are
back on the case, and
they’re in good CD form.
Amateur detectives should
expect little button pressing,
bt plenty of mind-blowing
action. Solving these cases
is tough, so don’t take on
these crimes unless you can
do the time.

Sherlock Holmes Consulting Detective 2

Graphics  Sownd  Conkol  FuFaclor Challenge

@

45  Inlermediale

Ani!ahlu June
Super CD

One player
Game saver
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front amateur sleuths. In “The
Two Lions,” two magnificent
kings of the beasts and a
ship’s captain named Lyons
are mysteriously killed on the
same day. In “The Pilfered
Paintings,” the theft of two
recently discovered artistic rar-
ities has the art world abuzz.
Finally, in “The Murdered
Munitions Magnate,” someone
has dispatched a wealthy play-
boy and arms dealer.

= ||

Victorian costumes grace the
graphics.

Once again, Holmes, the
worthy players must pit their
detective skills against yours.
To solve each case, they must
track down and interrogate
various suspects, witnesses,
and experts.

Naturally, the poor players
need all the help they can get.
They have at their disposal a
recording Notebook, a Direc-
tory of London’s people and
places, a Coach, and a meager
version of the erstwhile Lon-
don Times newspaper.

BAMEPRD

“It has long been an axiom of
mine that the little things are
infinitely the most imporfant”
- §. Holmes

PROTIP: Always read the Times
cover fo cover.

Man power is available, too.
The Baker Street Irregulars are
on hand for stakeouts. Also on
call are a motley collection of
fictitious crime experts. Even
Lestrade is present, and the
good inspector from Scotland
Yard remains true to form -
amusing and irksome.

PROTIP: The Baker Sireet Irregu-
lars are the best information
gathering “tool.” They require
the fewest moves.

You See, but Do
You Observe?

This mystery uses the same
murky icon-driven, point-and-
press interface as the first ver-
sion. Even though you

| s Detective 2
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have taught me that patience
is a detective’s greatest ally, |
still find the game’s controls
slow and sometimes painstak-
ing, especially when | read
the Times.
PROTIP: Go to Trial as soon as
you can, Even if you don’t win,
‘you might score a helpful clue.
The graphics are superb.
As in the earlier CD, this game
features digitized film footage
of actors performing all the
parts in the dramatic crimes. |
daresay, the two fellows who
play Watson and Holmes look
nothing like us.

Holmes and Waison take on
the case.

The sounds in the cart are
quite clear. As you so often
remind me, the ear is the
detective’s most revealing tool.

PROTIP: If you rely on your
memory to record clues rather
than taking written nofes, you
may solve the crimes, but you'll
never best Holmes.

Come Along, Watson
Detectives who enjoyed Sher-
lock Holmes Consulting Detec-
tive will most definitely find
Holmes 2 a worthy challenge.
My friend, it seems that once
again, the game is afoot! [@

Ao ateways, 7 remain
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Bi-Compatik:
[Plays on both
DUO & TGCD]

ﬁ!ﬂ stairs and
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With TTl DUO’'s Sherlock Holmes Il, not only do
n You get a chance to solve three of the world’s

most baffling mysteries, you also get to see the world’s

best digitized video on any game system. Pick up a copy

today. And find out what a killer game this is.

‘D:@:.)

“Sherlock Holmes Consulting Detective, Volume 11" ©1992 ICOM Simulations, Inc. Consulting Detective™ is a licensed trademark
of Sleuth Publications, Ltd, Use of the Sherlock Holmes characters by arrangement with Dame Jean Conan Doyle. © 1933 ICOM Simulations, Inc. © Sleuth Publications, Ltd.
Published by Turbo Technologies, Inc. under license from ICOM Simulations, Inc.
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. (} One good Street Fighter Il deserves three more! Cap-
&%= com’s finally ready to triple your Street Fightin’ plea-

sure with new-and-improved versions of 1992's 16-bit game of
the year. Check out preliminary pix of the long-awaited SF Il

Turbo for the SNES, the slightly delayed SF Il: Champion Edition
for the Genesis, and the overseas-only Champion Edition for the

PC Engine.

Capcom came out of the beat-
em-up closet on April 23,

- 1993 and spoke the magic
words the whole continent’s
been waiting to hear: STREET
FIGHTER Il TURBO FOR THE
SUPER NES! Gird up those
karate costumes, boys and
girls, 'cause the U.S. is gonna
be rockin’, rollin’, and fightin’
once again come September.
The new version has more
moves, faster action, and hot-
ter looks.

Who’s the Boss Now?
SF Il Turbo offers the Street
Fightin’ feature that has
caused stacks of mail to flood
our offices, each letter plead-
ing with Capcom for the same
thing - the ability to play as
the four boss characters! In
addition to the original eight
World Warriors, you can now
assume the identity of U.S.
heavyweight boxer Balrog,
Spanish bullfighter Vega, Thai
kickboxer Sagat, or the myste-
rious dictator M. Bison —and
no cheesy Game Genie codes
are necessary!
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"ot it I

Sagat’s all fired up to regain the
World Warrior title, but Balrog’s
fists are gonna get bloody!

o
®

Guess again! Dhalsin’s got a new
trick up his sleeve. Now you see
him, now you don’t!

P FREOo0 NICURODOG IR

Vega can claw his way to
top with the longer-range Tum-
bling Claw.
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him move for move.

Turbo Makes

Its Moves

This cart is hot from the
arcades! It's based directly on
Turbo SF II: Champion Edition
Hyper Fighting, and Capcom
plans a near-identical conver-
sion. If the company’s actions

match its words, all the charac-

ters will get new moves. Chun
Li should throw Fireballs and
bewilder opponents with a
Chest Flip Kick. Blanka will get
vertical with his new Rolling
Attack. Zangief will use a
faster Spinning Clothesline.
Vega will roll from one end of
the screen to the other with
his wicked claw extended.
After Charging energy for 60
seconds, Balrog should be able
to unleash the deadliest move
in the game - a Turn Punch
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Ryu calches air with his new Hurricane Kick, but Ken can match

which cuts off half of the
opponent’s lifeline!

Other new attacks to watch
for include Ryu and Ken's air-
borne Hurricane Kick, Guile’s
Knee Thrust and double-hit
Flash Kick, E. Honda’s moving
Hundred Hand Slap and verti-
cal Head Butt, and Dhalsim’s
faster Yoga Spear/Torpedo and
infamous disappearing act.

Feel the Need
for Speed

Plans call for the SNES version
to offer two speed settings: a
slower Champion Edition
speed, and the 15 percent
faster Turbo speed. Players can
choose between the two set-
tings! No word yet on whether
the game can handle the Turbo
speed without slowdown.



New Digs,

New Outfits

Capcom is quick to state that
SNES Turbo is still on the draw-
ing boards, but from the looks
of these screens it's a safe bet
that the cart will get the full
recolored look of the coin-op.
Notice that Ryu's dojo rooftop
level is now dark blue, the sun
has set on Guile’s air force base
level, Zangief's industrial factory
has a golden hue, and Ken'’s
dock has deep purple tones. The
characters should also don new
Turbo-colored uniforms. (See
Ryu in his new light-blue garb.)

Burt at What Cost?
The Japanese version of SF I
Turbo (pictured) is planned as
a whopping 20 megabits, the
biggest 16-bit system cart ever!
If the U.S. version also clocks in
at 20 megs, there’s a good
chance it might sell for close to
$80. However, no retail price
has been set, and nothing’s for
certain. Don't bat an eye Game-
Pros, the Turbo picture’s just
starting to take shape!

Street Fighter Il Turbo

by Capcom U.S.A.

Available September "33
Price undetermined

Genesis Update

Stieet Fighter Il

UHAWIEIONSEDITIDN,
2
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" Delayed *Til September!

PLAYER SELEGT
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Capcom has pulled its first
Genesis punch, but that punch
may yet turn into a devastat-
ing uppercut. The Street Fight-
er II: Champion Edition cart
that was originally due in June
is now slated for a September
release. As we reported in our
June 93 PreView, the Genesis
version looks like a top-notch
conversion of the arcade
game. The art’s straight from
the coin-op, and you can play
as all 12 characters.

Why the delay? Capcom
states it “is considering a meg
upgrade” for the cart. This
could mean a change from 16
to 20 megs. The increased
memory might enable the

developers to bolster the
sound quality, which was
mediocre in the 85 percent
complete version we pre-
viewed. Could the real reason
for a meg increase be to
accommodate new moves,
new colors, and faster game
play...and to give Sega a hyper
fighter worthy of its upcoming
Nintendo foe? Does Capcom
plan to throw a two-in-one
Turbo combo for the Genesis
as well as the SNES? We'll find
out in the weeks to come!

GAMEPRD
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A New Street Fighter Arcade Game?

Shortly following the Turbo
SNES announcement, we
interviewed Joe Morici, senior
vice president of Capcom
U.S.A. In a discussion about
Capcom'’s plan of action for
the future, he hinted at a new
Street Fighter arcade game!
We're not sure if he’s refer-
ring to a new SF Il coin-op or
Street Fighter Ill, but there
must be some sort of new
World War brewing behind
closed doors at Capcom!

GamePro: Why has Capcom
decided to release Street
Fighter Il Turbo for the Super
NES in North America?

The release of
Street Fighter Il Turbo is a
direct result of consumer
demand. By offering editions
to both Genesis and Super
Nintendo supporters, we'll sat-
isfy the needs of all players.

GP: What future Street Fight-
er games and products are
planned, and when can we
expect to see them?

Although I'm not at lib-
erty to discuss any specifics,
| can tell you that game fans
across the globe will have
every reason to visit their
local arcades later this year.
Upcoming Street Fighter
merchandise, such as appar-
el, trading cards, lunch
boxes, action toys, and
more, will also add to the
longevity of the series.

GP: Street Fighter is as wild-
ly successful in North Ameri-
ca as it is in Japan. What role
will Capcom U.S.A. play in
the development of future
Street Fighter projects?

Capcom USA has
already had a great impact
on the development of Street
Fighter games. Let’s take SF
II: Champion Edition as an
example. Our U.S. research

and development team
worked closely with the pro-
grammers in Japan to create
this title based on actual
feedback from American
consumers. Joint efforts
between both teams will play
an important role in the
development of future Street
Fighter projects.

GP: How do you think Street
Fighter Il has affected the
video game industry as

In the arcades, Street
Fighter Il is known as the
Pac-Man of the '90s. On the
home market, it is the
fastest-selling video game in
history! What's more, it has
set a new standard for
games in its class.

GP: Does Capcom now
intend to support the Nin-
tendo and Sega lines equal-
ly, or will there be more
software on one platform?
How will it support the PC
Engine Duo?

This year most of our
titles will be for Nintendo sys-
tems, but we hope to take a
more aggressive approach in
supporting the Genesis in the
long term. In addition to SF II:
Champion Edition, we now
have two other Genesis titles
in the works. While Capcom
has collaborated with NEC on
the development of several
projects, we are not an
official publisher of games
for the PC Engine Duo.
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In the red corner, coming out
of nowhere as the long-odds
underdog, it's SF Il: Champion
Edition for the PC Engine! Even
if you're skeptical about PC
Engine software, you'd better
take a closer look at this 11th-
hour entrant to the battle. The
newcomer may stun its foes
with a knockout punch!

A Moving Target
The PC Engine (Japan's Turbo-
Grafx-16) Champion Edition is
as mysterious and insubstan-
tial as the wind, but we do
know that the enigma will
become reality in June when
this cart hits the streets in
Japan. We also know the game
is a 20-megabit HuCard
(Japan’s TurboChip), costs
8,800 yen (about $75), and
uses a special six-button con-
troller. Ifll be published by
NEC and was developed

by Capcom.

How hot this cart is
remains to be seen. This
Champion Edition should pace
other versions stride for stride
in game play. Reports are sur-
facing that this version may
actually be better in some
aspects than its Genesis and
SNES counterparts. The graph-
ics are purported to be bright
and colorful, the animation
exceptionally smooth, and the
control very responsive. While
the sound effects are sampled,
they may lack in clarity.

The six-button controller,
also scheduled for a June

jteet Fighter Il

]

introduction, will be sold sepa-
rately. It costs 3,900 yen
(about $35) and is manufac-
tured by famed peripheral
company NEC Avenue. NEC
plans to develop sports and
flight simulation games to sup-
port the six-shooter, and might
package the controller inside
special editions of its PC Engine
hardware and the SF Il game.

Coming to America
....lWhen?

As we go to press, Turbo
Technologies, Inc. (TTI) refus-
es to confirm even the possi-
bility of the Champion Edition
coming to the States for the
TurboGrafx-16 and TurboDuo
systems. This game is so
wrapped in secrecy, sources
tell us Capcom stipulated in its
contract with NEC of Japan
that no information on the
game can be released to the
North American press! Why the
secrecy? Some speculate that
this version is so well-execut-
ed, Capcom is afraid if anyone
hears about it in the U.S., they
will forego other versions and
wait for the TG-16 version to
arrive! Can a TurboChip game
really be that good? Enough
talk, it's time for answers...
what about it TTI?
Street Fighter ll: Champion Edition
by NEC

Available June ’93 in Japan

8,800 yen (approx. $75)

H's Street Fighter ll: Champion Edition for the PC Engine! All the
characters, all the bosses, and all the low blows.

Big boss M. Bison fiames

0on, and Sagat gets a pyr-
ning sensatipn,

Boxing Balrog
plants a Dashing Uppercuf in
Bison’s rib cage.

Ken’s improved wide-range i
on Punch is intimidating.
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Connors Goes for Nintendo Grand Slam

Jimmy

connors Mintendo
Tennis

By Weekend Warrior

Having conquered the Super NES
and the Game Boy, Jimmy Con-
nors comes to the NES with
hopes of a grand slam. Due to 8-
bit memory restrictions, the NES
version is based on the Game Boy
cart rather than the Super NES
extravaganza, which was loaded
with options. Nevertheless,
Jimmy Connors Tennis for the
NES plays with as much class as
its champion sponsor.

First Serve

Jimmy Connors Tennis features a
good-looking % overhead view.
The large player sprites stand out
clearly against the game’s back-
grounds and respond extremely
well to the controls.

The computer opponents
come in three skill levels. Beware,
because going up against the
computer’s Advanced player is
like facing the Terminator in
shorts! You can also cross rac-
quets against a friend. To hone
your skills, the Practice feature
lets you warm up against 100,
200, or 300 machine-fed balls.

PROTIP: Roam the court while you
practice your strokes, so you'll be
able to return shots from every cor-
ner during match play. The ball-
feeder will follow you.
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PROTIP: The longer you press the
stroke button, the harder you hit the
ball. You control the direction of
your stroke by pressing the direction
pad as you hit the ball. Press Up (for-
ward) on the direction pad for long
shots, and press Down (backward)
for drop shots.

Have Racquet, Will Travel
Jimmy Connors Tennis zips solo
players off on a whirlwind tour of
the top 16 international tennis
tournaments, including the U.S.
Open, Wimbledon, and the Aus-
tralian Open. Win a match, and
you earn a cash purse ranging
from $26,000 to $58,000. A pass-
word feature maintains your
Win/Loss Record and earnings, so
you can pick up the game at any
time. The ultimate winner is the
player with the most prize money
at the end of all 16 tournaments.
Will that be you, Ace?

Each venue is accurately
recreated in terms of its surface —
hard court, grass, or clay. Game

EAMEPRD

play is noticeably affected by the
surface, o you must adjust your
strategy accordingly. For instance,
the ball bounces high on hard sur-
faces, unevenly on grass, and low
on clay. Likewise, your sprite
moves fastest on a hard surface,
slowest on clay.

AURTRAL T A-IELBOURNE
AUZTRAL TAT oPaTy

A map of your travels. (If only you
could get all those frequent-flier miles!)

PROTIP: Try to stay in the center of
the court when you play on clay, so
vou can rush to either side.

To Ace or Not to Ace

To refiect real-life serving
difficulties, Jimmy Connors Ten-
nis features the same cursor-tar-
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geting serve as its predecessors.
Unlike other tennis carts, howev-
er, which offer an automatic, non-
threatening serve, Connor’s serve
demands timing, skill, and a little
luck. A fioating cursor bobs
around your opponent’s court the
moment you toss up the ball. You
have only partial control of the
cursor, and must position it cor-
rectly the split-second before you
serve. This process is frustrating
at first, but you'll learn to appreci-
ate the control it offers.

PROTIP: You needn't hit the ball
every time vou toss it up to serve. If
you can’t effectively place the cursor,
let the ball drop and try again.
Match Point

Jimmy Connors Tennis is a well-
rounded NES tennis cart. The
sharp graphics are above-average
by 8-bit standards, and the anima-
tion is smooth and responsive.
Die-hard tennis fans will want to
turn off the repetitive soundtrack,
though. The computer opponent
poses a formidable challenge.
even on Beginner and Intermedi-
ate settings. Plus, the variety of
courts and the globe-hopping
tournament add to the enjoyment.
Just like one of Jimmy's shots,
this game’s a winner! [

Jimmy Connors Tennis by Ubi Soft
FunFactor  Challenge

) A[}J

Grm\m Samd Cnmul

[ u
$29.95 Spnm
1meg Two players
Available now Password




Davis Cup: Top Seed for Genesis Grand Slam

Davis Cup
World Tour SIES

By Colorful Commentator

Sometimes the hottest new
prospects in tennis come from
unexpected places around the
globe. French games developer
Loriciel just put the finishing
touches on Davis Cup World
Tour for the Genesis, and it’s
coming to the States via Tengen.
This newcomer could rise to a top
16-bit seed overnight!

Your Racquet’s

Secret Weapon

Davis Cup offers more control and
shots than other Genesis tennis
carts. How? Maybe a new-fangled,
super-powered racquet? Sorta.
Davis takes full advantage of the
new six-button controllers now
available from Sega and other
companies. (See GamePro Lab
Report, page 136.) You can play
with the standard three-button job,
but we don’t recommend it. The
game’s just not as much fun, and
you can’t pull off all the shots.

Davis Cup supports either the new
six-button controllers or the stan-
dard three-button controller.

Hot Shots!

If you’re armed with a six-shooter,
this cart’s a game-play bonanza.
You get basic shots, including flat
shots, speed shots, lobs, and drop
shots. You can also put some
wicked top spin or back spin on
the ball. At the net, you get regu-
lar, lifted, drop, and smash vol-
leys. The serving mechanism is
smooth and clean, and your player
can even dive for the ball! Davis

Cup’s only noticeable control
shortcoming is a natural tendency
to overrun the ball, because the
players move too fast in relation
to the size of the court and the
speed of the ball.

Lobs, drop shots, and speed shots are
at your fingertips.

Courtside View

Davis Cup’s modest behind-the-
player perspective is very
playable, but it won't knock your
sweatsocks off. The screen dis-
plays an adequate, though some-
what blocky, view of the players
and the crowds in the stands. The
scrolling is smooth, and the
screen splits to accommodate two
players. Unfortunately, the anima-
tion is only mediocre.

I amez 1 ﬁ
e

PROTIP: To serve an Ace, slice the
ball so it lands at the far left or right
corner of the court. The computer
probably won’t be able to save it.

GAMEPRD
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Davis Cup pipes out slightly
above-average music. The grunts,
announcer’s voice, and solid
“thunk” of the tennis ball are
good, but the sneaker squeak
effects are irksome.

From the Ball Machine to
Center Court

Davis Cup dishes out the most
extensive lineup of features and
options ever seen in a tennis video
game. Before you hit the courts,
you can practice serves and
ground strokes in a ball machine
accuracy test. Once you're ready
for the real thing, you can play a
standalone Exhibition match, a
singles or doubles Tournament
with 18 competitors, a Davis Cup
doubles tourney that pits your
country against international
opponents, or a singles Champi-
onship world tour.

PROTIP: In a tournament, if your
opponent has a big lead, press Start
and quit. It’s not worth the time,
effort, and frustration if you don’t
have a prayer.

You'll play Davis Cup for
hours. The variety of game
maodes, the ability to play singles
or doubles with or against a
friend, and the lengthy Champi-
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onship are excellent options.
Unfortunately, there are no pass-
words to save your game. The
computer is a pushover on the
Amateur setting, but blindingly
fast and tough on the Pro setting.

PROTIP: Upon graduating from
Amateur to Pro, you must radically
increase your reaction time to
serve consistently.

Game, Set, and Match

to Davis Cup!

If tennis was all about good looks,
certain repeat Wimbledon champs
would probably be permanent
bench scrubs. Fortunately, that’s
not the case in real tennis or in
this game. Once you get past the
average audio/visual offering,
Davis Cup serves up an action-
packed game. Tengen also gets a
big thumbs for being one of the
first licensees to support the six-
button controller. This one’s
world class all the way!

Davis Cup World Tour by Tengen
Graphics  Sound Conlrol  FunFaclor  Challenge

§59.95

Sports
8 megs Two players
Available July 93 Passwords
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Summer Challenge Takes the Bronze

summef
Challenge

By Lance Boyle

Looking for a fun-filled, action-
packed Olympic sports cart?
Summer Challenge probably isn’t
it. Accolade merges colorful, digi-
tized graphics with top sports
competition, but somehow man-
ages to trip over its own Nikes on
game play.

The Thrill of Victory...
Summer Challenge offers eight
Summer Olympic-style events.
There’s enough variety to please
all you armchair athletes, but not
enough sustained challenge to
keep you glued to your seat. You
can practice each event in Train-
ing mode, or go for the highest
score against a field of athletes in
the Tournament, which has
adjustable challenge settings and
passwords. One to ten players
alternate turns in each event.

Genesis

The colorful opening ceremonies get
the games off to a rousing start.

Solo events, such as archery,
horseback riding, pole vault, high
jump, and javelin, get pretty good
treatment. The best event is

122

kayaking, which gives you a
twisting, turning ride down nar-
TOW Waterways.

..The Agony of De Game
Summer Challenge really stum-
bles in competitive events, such
as cycling and the 400-meter hur-
dles. On TV, competitors jostle
for position in these sweat-
drenching events. In Summer
Challenge, you get only one guy
straining against the clock with no
opposition, whether you play in
Training or in Tournament mode.

GAMEPRD

Not only does Summer
Challenge lack on-screen compe-
tition, but as a whole the game is
slow and deliberate, rather than
fast and furious. The events usual-
ly involve rapid button-pressing.
The pad controls height, angle,
jump, or steering. Like most
Olympic-style carts, the action
isn’t too complicated, because
only a couple of the controller’s
buttons are utilized. As a result of
simplistic action and only eight
total events, your interest in this
game will probably fade quickly.
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Olympic Looks and Sounds
Stylish graphics compensate
somewhat for the sluggish game
play. The opening and closing
ceremonies burst with pageantry
and color, the athletes get detailed
renderings and facial portraits,
and the behind-the-athlete 3D per-
spective draws you into the
action. You even get an instant
replay. However, a near-gold for
visuals is reduced to a silver by
the blocky forward-scrolling
scenes, which make depth
difficult to gauge.

Summer Challenge’s clear
musical themes pump your adren-
aline, the athletes’ grunts are
emphatic, and you even get the
occasional, garbled announcer’s
voice. However, more sound
effects are needed.

The Mild World of Sports
This game’s high point comes
when your athlete plows headfirst
into an obstacle — Accolade’s
always done wrecks well. The
events are fun for a while, and the
unique graphic perspective is
worth a look. However, the repeti-
tive action and slow game play are
frustrating. Summer Challenge
qualifies for the final heat, but it’s
along shot for a medal. [

Summer Challenge by Accolade

Graphics  Sound  Control  FunFactor  Challenge

AaEE

30 Adjusiable
$54.95 Sports
8 megs 10 players.
Available now (alternating)




NBA Jams
at the
Arcades

%\% Arcade
Jafl

By Weekend Warrior

Always the innovators in cutting-
edge graphics and game play, the
programming wizards at
Bally/Midway have created NBA
Jam — the ultimate b-ball coin-op.
Licensed by the NBA, this game
features incredibly detailed, fully
digitized graphics of 54 of the
NBA's hottest superstars doing
what they do best. Four-player,
simultaneous action, photorealis-
tic visuals, and real-time scaling
make this a must-see and must-
play for all sports gamers.

Is It Live or Is It

NBA Jam?

At first glance, you might think
that the game’s video screen is
tuned into a basketball game on
TV. Upon closer examination,
you'll discover it’s not a TV
broadcast but a composition of
slick digitized graphics. Actual
live footage of NBA superstars,
such as David Robinson, Chris
Mullin, and Charles Barkley
(along with their trademark on-
court moves and grooves), were
digitized and incorporated into the
game. Other graphic highlights
include rowdy fans along the side-
lines, anxious coaches pacing back
and forth, and the nonstop glitter
of camera flashes reflecting off the
polished floorboards. The digitized
graphics are seamlessly merged
with computer-drawn art to create
a realistic, eye-popping effect.

Viewed from a 7 overhead
perspective, the action and
scrolling are silky smooth, and all
the players move in real-time. A
new process called “Scanorama™
enables players to run not only
from left to right, but also into and
out of the background, creating a
believable sense of 3D animation.
All characters are extremely large,
detailed, and well-animated. They
are scaled seamlessly as they
move in toward and away from
the camera. When Sir Charles
charges down court for a monster
dunk, you’d swear he’s gonna
bust through the monitor!

PROTIP

Dream Teams

NBA Jam presents fantasy two-
on-two match-ups between super-
stars from all 27 NBA teams.
Imagine the dilemma of deciding
between Malone and Stockton,
Barkley and Majerle, Hardaway
and Mullin, or Ewing and Oakley
to go up against Jordan and Pip-
pen! Play solo with a computer
partner, team up with a friend, or
go head-to-head against another
pair of buddies. The extremely
responsive action is controlled by
an eight-way joystick and three
action buttons. You can shoot,
block, pass, steal, and jam the
Turbo button for those intense
plays. Specific joystick and button

EAMEPRO

Tune in for prime time!

combinations ignite super
leaps, turbo sprints, and ultra
slam dunks.
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How do you measure up to the
competition?
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Just the Facts, Ma’am
Statistics fans will flip over the
AutoStat feature, which automati-
cally maintains all records and
stats of the day’s previous players.
This “instant report card” will
induce many rematches. Bring
tokens, and plenty of ‘em!

Nothing but Net
Just like the real NBA, this first-
rate game is exciting and unpre-
dictable. Incredible graphics,
sound, and game play raise NBA
Jam beyond just another sports
game. NBA Jam is an experience!
Hit the rims at your local arcade
today! [

NBA Jam by Bally/Midway
Graphics  Sound

Control  FunFaclor  Challenge

Available now
Sporis
Four players

Coin-operated
continues

Continued on page 126.
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R.L.P. WITH THE TOMBSTONE
PILEDRIVER!

TRICFLAIR™  THE UNDERTAKER™ YOKOZUNA™  RAZOR RAMON™

In the ring...out of the ring...OUT-OF-CONTROL! Take on 12 of the best Superstars of the World
Wrestling Federation® as you atomic-drop, headbutt, piledrive and dropkick your way through the most
grueling test of wrestling skills ever devised!!

* ROYAL RUMBLE: 6-IN-THE-RING SIMULTANEOUS * "DIRTY TRICK” CHOKE-HOLDS, EYE-GOUGES AND
MAYHEM! BACK-BREAKING CHAIR-SLAMS!!
* “NO-HOLDS-BARRED BRAWL” WITH NO REF... * TOURNAMENT MANIA: WIN THE CHAMPIONSHIP BELT!
AND NO RULES!!
YOU MAY BE READY TO WRESTLE...

MORE SUPERSTARS THAN EVER BEFORE — EACH
" WITH HIS OWN TRADEMARK MOVE!! BUT ARE YOU READY TO RUMBLE?!!
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LICENSED BY

ALSO IVAII.ABI.Eo STEEL CAGE CHALLENGE™ FOR SEGA™ GAME GEAR™!

*The World Wrestling Federation logo. WrestieMan:a and Royal Rumble are registerad trademarks of TitanSports, Inc. © 1993 TitanSports, Inc.. All rights
resarved. All other distinctive character names, ikenesses, titlies and logos used herein are trademarks of TitanSports.Inc Nintendo, Super Nintendo

Entertainment System and the official seals are registered trademarks o! Nintendo of Amenca Inc. 1991 Nintendo of America Inc LUN” is a registered
trademark of LIN. Lid. ©* 1993 LUN, Lid. All nghts reserved.

MICHAELS™ RANDY SAVAGE™ LEX LUGER™ TED DIBIASE™
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TATANKA™  BRET"HITMAN" SHAWN MACHOMAN  THENARGSSIST MILLION DOLLAR MAN
HART™
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Continued rom page 123.
'Shaquille
O’Neal

Signs with |

! \ =

EA Sports

\ By Athletic Supporter

| Not since His Aimess, Michael

| Jordan, first took flight back in

| 1984 has one player dominated

| the NBA like Shaquille Rashaun
O’Neal of the Orlando Magic.
O’Neal, the highest-paid player
in the history of the NBA, is no
ordinary basketball player. He's
as fast and agile as a guard, and
yet at 7-foot-1 and 300 pounds,
he’s as powerful as the toughest
centers. O'Neal, or “Shaq” to his

| millions of fans, finished the reg-
ular season among the league’s
leaders in scoring, rebounding,
field-goal percentage, and
blocked shots. All this, and he’s
barely 21 years old!

Shaq’s instant success has
led to numerous lucrative
endorsements, including a
recent multi-game, multi-year

| deal with EA Sports. Insiders at
the company tell us that the first
game, co-designed by O’Neal,
will pit Shaq against Michael
Jordan in an explosive 3-on-3
format. One of the highlights
will be a one-on-one sequence,

| where the two superstars square
off. Additionally, Shaq’s digi-
tized likeness will be incorpo-
rated into game play. The game
will initially be available for the
Genesis and the Super NES,
and EA Sports will consider
future development for it on

CD-ROM systems. EA promis- |

| es that the game will feature
Shaq’s famous dunks, blocked
shots, and alley oops. Expect
delivery in late 93, near the tip-
off of the new NBA season.

GamePro sat down with

| the rookie sensation after a

| recent NBA victory to get a

} Shaq’s-eye-view of the video

| game world.

e S fe o
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Exclusive Interview with

umelro: Have you seen the
game yet?
Shaquille O’Neal: Not yet. We're
going to meet with the EA Sports
people sometime dfter the season
is over and then I'm going to give
them my input. { want it to be a
fun game. I have to like it. I figure
ifI don'’t like it, then nobody else
will, either.

(1”2 What attracted you to

EA Sports?

O’Neal: EA Sports is a great
company. They've already got a
lot of good sports games. They
did Bulls vs. Lakers and John
Madden Football. Those are real-
ly good games. We met with the
guys from EA and they offered the
best deal.

(:F: How will you work with EA
Sports to codesign your game?
O’Neal: Together, we' ll make my
games the best. I'm looking for-
ward to integrating my hard-slam-
ming, jamming, intimidating,
in-your-face style into their games.

“I'm looking forward to
integrating my hard-
slamming, jamming,
intimidating, in-your-face
style into EA’s games.”

— Shaquille O’ Neal

Do you own a Sega Genesis
or Super Nintendo system?
O’Neal: Not yet. I've played both
systems, but I have not had time
to go out and get one yet. I do
have other games. You know
when you go into arcades and you
see those [coin-operated] games
that you put 50 cents into? I've
got five or six of those games. |
like them better because the
screens are bigger. I figure, you
know, I've got the money. I can

afford "em.

GAMEPRO

Shaquille O’Neal
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GP: What's your favorite game?
O’Neal: Terminator 1l and Mor-
tal Kombat are probably my two
favorite games right now. After a
real physical game, especially
against Pat [Ewing], I like to play
Mortal Kombat. It s a good way
to unwind.

(GP: What are your favorite home-
system games?

O’Neal: When Double Dribble
came out, I played that all the
time. I was unstoppable. No one
could beat me. Bulls vs. Lakers is
also good. I like it, but I d like to
see it use a joystick with more
buttons. That way. you could do
more things, like the lob dunk.
That's my favorite play.

(P Do you know if you're going
to be in Acclaim’s NBA All-Star
Challenge next year?
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O’Neal: [ don't know if they'll
have a new version. I have not
been contacted about it, but 1
would like to be in that game. The
thing [ don't like about that game
is that Larry Bird and Chris
[Mullin] always win because they
can shoot the three. You can't tell
me that Bird or Mullin can beat
Michael [Jordan]. If I get in
there, I' ll dunk it on everyone,
Michael included!

“IfI get in NBA All-Star
Challenge, I'll dunk it
on everyone, Michael
Jordan included!”

— Shagquille O’ Neal

(3P Can you give us a little more
information about the upcoming
Shaq game?

O’Neal: No. It's a secret!




N'T BE DENIED. .
rock the rim with these
baclkboard shattering NBA prizes!

Grand Prize #1 (1 winner)
JH NBA Leather Logo Jacket

DO

Grand Prize #2 (1 winner) HUFFY-SPORTS

Huify Sports Instaoop Graphite -~
NBA All-Star Challenge for SNES, Genesis and Game Boy

ers)

2nd Prize (5 winn
CHICAGO |} | NBA Fantasy bast
uLLS) S

winners)

3rd Prize (15

Entries must be postmarked by August 1, 1993. Winners will be determined on or e
about August 15, 1993. Winners will be notified by telephone and/or mail. Total e -
valcli:% of pr::zes awarded is under $5,000. This coniesihfs sponsored by Acclaim .

and GamePro Magazine. Only one entry per person. No purchase necessary to 7

enter. Chances of winning are determined by the total number of entries regaivedA Print your name, address
Only valid in the U.S.A. Winners will be rec?uired tufs'&gn an affidaéit of Acceptance and age on a

and Eligibility. Void where prohibited. Employees of Acclaim™ , GamePro fi -
Magazine, the NBA, NBA Properties, affiliated companies and their families are 3 x 5 card and send it to:
ineligible to enter. Acclaim and GamePro Magazine reserve the right to cancel

this promotion at any time with appropriate notice. Winners’ names and prize NBA All-Star Challenge
information may be used by Acclaim and GamePro Magazine for promotional or S k

advertising purposes without further compensation. Acclaim is not affiliated with lmpsh es .

the NBA teams mentioned in this promotion. All NBA and Team Insignias G/0 GamePro Magazine
depicted are the properties of the respective NBA Teams and NBA Properties, PO. Box 5959
Inc. and may not be reproduced without written consent of NBA Properties, Inc. i
Sega and Genesis are trademarks of Sega Enterprises Ltd. All-Star Challenge™
is a trademark of LJN, Ltd® 1993 LJN, Ltd. All rights reserved. Flying Edge™ and
Play with the Pros™ are trademarks of Acclaim Entertainment, Inc. All rights
reserved.

Z




Just Don't Smile When They
Say You're Grour

Act like it's a punishment. Keep your cool as you make it to your room. Then grab the latest in hand-held video game
excitement from Hudson Soft! Explore a demon-filled fortress in Milon's Secret Castle. Fight off dinosaur invaders in
Bonk's Adventure or explore a world of magic and imagination in Felix the Cat! Any one of our titles are guaranteed

to transport you to realms of wonder and adventure! So don't worry about it, we won't tell if you won't.

HUOSON GO e Hurdson SOft USA, Inc. - LlCENSE
> nm sor 400 Oyster Point Bivd. Suite 515
South San Francisco, CA 94080 Lo

Adventure Island II, Milon's Secret Castle, Bonk's Adventure and Buster Bros. are trademarks of Hudson Soft USA, Inc. © 1993 Hudson Soft USA, Inc. All rights reserved.
Hudson Soft is a registered trademark of Hudson Soft Co., Ltd. Nintendo, Game Boy and the official seals are registered trademarks of Nintendo of America Inc. Felix the Cat is
registered trademark of Felix the Cat Productions, Inc. © 1993 Felix the Cat Productions, Inc. All rights reserved. Software © 1993 Hudson Soft USA, Inc.
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up against dozens of ornery
bad guys armed with subma-
chine guns. You have no
weapons, no lives, not even a
body to call your own. The
good news is you can’t get
killed; the bad news is you're
already dead. Yep, from the
moment you hit Start, you're
gone. History. Finito!

Ghost Story

Avenging Spirit by Jaleco is a
seriously fun side-scrolling
action/adventure game with a
ghostly twist. You start the
game as a fresh corpse,
bumped off by the kidnappers
who've taken your girlfriend.

Game ProFile
(Game Boy)

In Avenging Spirit you're a
revenge-minded ghost, and
your only weapon is your
ability to inhabit the bodies
of passers-by. Then you gef
to use their weapons
against the bad guys! It's a
sight whose tiny sprites
might make your eyes sore,
but it's fun,

Avenging Spirit by Jaleco

Graphics  Sound Control  FunFaclor - Challznge

il

$29.95
Two megs
Available now

2

Action/adventure
One player

However, your spirit goes on
as a ghost - and you want
revenge! To get it, you fly
through six stages of a maze-
like city, from rooftops to
streets, slaying kidnappers
as you search for your girl-
friend, Gennifer.

Here's the twist: You can
possess other characters. You
simply land your ghost on an
unsuspecting host and use
their skills and weapons to

your advantage. Some charac-
ters have great jumping abili-
ty; others have special
weapons, such as vampire
bats or exploding snowballs.

PROTIP: To scale buildings
quickly, inhabit a high-jumping
character.

PROTIP: After you’ve climbed the
first skyscraper of Stage 3, leap
into the alley and press Right as
you fall. This shoricut lels you
skip dangerous shoofouts.

GAMEPRD -

Who Ya Gonna Gall?
Avenging Spirit is a mean-spir-
ited little game. Bad guys are
everywhere, and they're a trig-
ger-happy bunch. They imme-
diately blast whatever body
your ghost is inhabiting. A few
medicine jars and heart cap-
sules scattered throughout the
city give you temporary pick-
ups, but ghosts don’t have
much stamina.

At the end of each stage
you encounter some kind of
monstrous boss. You'll need
plenty of practice before you
can defeat them.

Each character has a unique
weapon. For Count Dracula, it's a
homing Vampire Bat.

PROTIP: In Stage 4, find the
secref panel in the brick wall fo
get a medicine jar from the hid-
den chamber.
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PROTIP: Avoid confrontations
whenever possible. Instead, use
Yyour sirength to find new char-
acters to possess.

PROTIP: Try lo possess Com-
mandoes, especially those with
rocket launchers. Their missiles
home in on moving iargets, even
if they’re around a comer.

Get into the Spirit

The action in this cart is
steady, which makes the
diminutive sprites a problem.
With 20 characters to possess,
you must quickly identify
who's who, which is hard with
these tiny figures. The back-
ground details are otherwise
impressive, and the hosses
move with deadly grace.

Meet the new boss, same as the
old boss - with maximum
firepower!

PROTIP: The lairs of the bosses
are clearly marked, but be pre-
pared to start shooting as soon
as you enter.

The frenzied music only
distracts you from the tasks at
hand. If you turn it off,
though, make sure you catch
the cool fire-breathing hiss of
the dragons.

The Ghost with
the Most

Avenging Spirit isn't easy, so
don’t expect to go “ghost to
coast” right away. It's definite-
ly fun, though, and it will
entertain all intermediate play-
ers until they're mere ghosts
of their former selves. [
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world tour
isnt exactly a vacation.

This time the Mad Gear Gang is out to conquer the world. As
insurance, they've kidnapped Genryusai and his daughter Rena. To
save both, Mike and his new partners Carlos and Maki must fight
through 6 levels filled with enough boss characters to kill them many
times over. Whether you ﬁght alone, or use the new two pIayer
simultaneous option, g ’

you will need your

hottest moves to

eliminate the Gang

forever. The world

depends on it.

Now You Can Get Game Codes And Exclusive Street Fighter Information Anytime. Just Call 1-900- 680-7583

Call charges are 95¢ for th e 2 f h minute the 1 < your parents’ permission before calling.
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CALL FUNCO!

612:946-8883
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Haywire® 26 48 Pacmania
HeavyNova 16 29 Paperboy
Hellfire 14 22 Paperboy 2
HerogZwie 22 39 PatRily Bakbl
High Seas Hve* 26 45 PGA Tour Golf
Hit The lce 26 49 PGA TourGIf 2
Home Alone 24 44 PhantStar2
Hook 26 48 PhamStar3
Hooves Thunder* 26 48  Phant Stard
Humans 24 48 Phclios
Immortal 32 54 Pigskin Fibral
Indions Jones 22 48 Pirates! Gold
IndianaJnsL.C. 26 48 Pitfighter
Indy Heat 26 43 Populous
lnstrmrx 12 22 Populous 2*
Ish 4 16 Power Monger
NGl 26 48 poer
Tames Bond 007 26 48  Predator 2
James Pond 1222 ProAm Racing
TamesPond 2 16 32 ProQuarterbk
JamesPond3 24 44 Quackshot
Tennifr Cpni 26 39 Quad Challenge
Jeopardy 28 48 Race Drivin
ester 26 48  Radical Racing
Jewel Master 14 25 Raiden Trad
Joe Matna 10 22 Rambo3
Joe Muna 2 10 34 Rampan
Joe Mntna 3 16 44 Rastan Saga 2
John Madn 5 15 RBIBsbl3
John Madn92 10 34 RBIBsbl4
John Madn 93 28 54 RBIBsbl93
Jordsn VsBird 22 39 Revenge Shnobi 10 22
Junction 14 25 Rmz«ﬁ“’uw:r 22 39
Jungle Strike® 26 28 Risky 30 9

All Games Come With A
90-Day Warranty!

2 @

QUICK DELIVERY! —

We Pay YouWs Sell Used

We Pay YouWe Sell Used

Road Blasters
Road Rash
Road Rash 2
Road Riot 4WD

520

\

Ship your games A.S.A.P. and your list to:
FUNCO, INC.

SELLING YOUR GAMES IS QUICK AND EASY!!

Call our lnendly FUNCO agents at (612) 946-8883 first for

current prices. After you call, you'll be asked to do these things:
Alphabetize the games you wish to sell on th
b. Write the number and name of the agent you spoke with.

list.

10120 W. 76th Street, Eden Prairie, MN 55344

D

A

Rog Clmns MVP
Ralling Thndr 2
Rolling Thadr 3

Thomas Tnk* ‘ﬁS—l)c
Thunder Fox 8

Saint Sword
Seven Cities

Shadow Berst Thindr e 10 1
ThunderFree 3 12 26
5l|,1\jow Blast Tiny Toons 2% 48
Shadow Dancer 2 50
Shang! 5 50
Shining D:l.m Toki Ape Spit 20 39
Shining Force TomLsrd Bsbl 10 19
Shinobi 3 Tony LaRussa 28 48
Shove It Toxic Crusaders 14 29
Side Pocket Toys 26 48
: Trampla Terror 12 22
Traysia 2
Slaughtr Sprt Trouble Shootr
Slime World Truxton
Soccer Turrican
Twin Cobra
Two Crude Dds
Sonic Hdghog. Tyrants
Ultmi Qix

Ultmt Stuntman
Uncharied Wir
Univrsl Seldier

Sonic Hdghog 2
orcers Kngdm
Space Harrn
Space Invaders

Speedball 2 ‘alis
Speedway Ching 26 48  Valis3
Spiderman 20 39 Vempic Killes
Splatter House 2 32 49 r Trail
SporsTalkBb 26 S0

Star Contral pspecd
Star Flight Warrior Rome

St r)n ssey® Warrior Rome 2
pire Wrs Eiml Sn
Steel mo. s Warsong 4:
Stormlord Waync's World® 26 45
Stormlond 2 Wheel Fortune 36 59
Street Smant Whip Rush 10 19
Streets Rage Wings Of Wor 14 32
Winter Challng 18 34
Walf Child 24 48
WonderBoy 24 36
Wrld Ldrbrd GIf 26 44
World Trphy Scr 26 49
Wrath Of Gods* 48

We Pay You/We Sell Used
Act Raiser

Addams Family

Adv Island

Acrobiz

Alien 3

Alj redator

Amer Gladia
Aquatic Games
Arcan:

Arcus Odyssey®
Axelay

BOE.

Batman Retwrns
Batle Blaze
Battle Grand Prix
Battle Maniacs™
Battleclish{SS)
Bozooka B11z(SS)
Be Be's Kids®
Best Of The Best

Run
!.hl\ L.mnbu-r

Blur\ Ix thers.

Bombuzzic*

Brainies*

Braw! Brothers
ibss

Calif Games 2
Captain Novolin’

Caveman Ninja®
Chase HQ 2*

Chessma:

:
Supr Biltank WWE Supr Wrst Chester Cheetsh
Supr Hang On X-Men Chuck Rock
Supr H Young Indy

& ¥s3
Supr Momsco GF 18 b Color A Dinosr®
Supr Mon: 24 ?m-hm ngh’ Combatribes
Supr Off 24 48 Zoor Congo's Caper*
SuprSmash TV 24 42 “These games may or  Conira 3
Supr Thodr Bld 16 29 may not be released by  Coal Spu®
upr Viybl 1025 the manufacturer. Cool World
Swampthing® 30 54 Crash X Boys
i fan 6 12 ACCESSORIES Curse. r\rm: Bnd
Sword Vermlion 14 26 GameDeck  $805%0  Cybe
Syd Valis 22 42 Ascii Pad 12 2% r:\txmwr
Sylvestr & Twty CamyCasefLg 12 22 D Force
Tale Spin CamyCase/Sm 6 14 Darius Twins
Target Eanth Conp Pro 6 20 Death Viy Rally
Task Force Hrir Din Cable 6 14 Desent Suike
Tazmania ExaCordCidr 4 9 Diam Challage*
Tm USA Bskibl me Genie M 54 Dig/Spike V-BII
T Williams GP 26 48 Game Holder £ 16
Techno Cop i4 24 Megafirc Joypad 10 19
Techno Cop2® 26 43  Menacer 20 3
Tecmo Supr Bowl 26 48 \SN Joypad 412
Temo WC Scer® 26 48 $ 16
Teminator 24 42 26 49
Terminator 2-Arc 34 59 Power Jysik 30 45
Terminator 2Jdg 34 59 PowrBsCavnr 14 22
Test Drive 2 30 0 TecS0Joystk 10 19

r
We Also Buy & Sell
Game Boy, Neo+Geo,
Game Gear and Sega CD
Games and Accessories

S

Zero
Faceball 2000
Falcon®
Family Dog
Fatal Fury

ht
Firepower 2000

34

518334

9

PREREN LS LB RS ERY

We Pay YouWe Sell Used

First Samurai® 528 554
Foothall 20004 28 34
Football Fury 26 49
Gangster(SS)* 26 54
Gem Fire 26 54
Generati % 5
George Foreman 22 39
al 30 30
30 54
Golden Fighter* 28 34
Goof Troop® 2% 54
Gradius 3 14 29
Great Battle® 28 54
Great Waldo Srch 26 49
Guerilla War 28 54
Gunforce 36 49
Harleys Adv 2%
Hat Trick Hero* 28
Hvy Metal Assit® 28
Hermetica® 8
Hit The lce po]

PERBERRRRE

49
28 54
14 36
% 4
2® 54
H 4
Jaguar Racing® 28 54
James BondJr 26 38
Jelly Bean 2 54
Jeopardy 32 54
Jimmy Connors 26 42
Joe & Mac 26 42
JohaMadn92 14 39
John Madn 93 20 4%
26 44
Kawasaki Chlg 26 49
KendoRace* 28 54
Kick Master* 28 54
KidKlown® 28 5
King Arthurs Wid 28 54
King Of Monsters 30 48
Krustys FH 22 44
Lagoon 2 39
Lamborgh Chall* 28 54
Lemmings 26 44
Lenus* 2% 54
Lethal Weapon 3 24 44
Little Samson* 28 54
Lost Vikings 26 54
MagicSword 30 34
Mag Qst-Mickey 30 54
Mario I Mis
Mario Kan
Mario Paint
Mech Warrior 24
Megarobot Golf* 28 3
Metal Jacker 26 3
Metal Masters 26
Mick & Mack* 25

Might & Magic 3 28
Monopoly g
Musha 2
MVP Football 26
Mystical Ninja_ 22 3
NBA Supr All Str 30 3
AA Bskibl 30 3
NHLPA 93 3
Noah's Ark 2% 23
Noln Ryn Bsbl 24
On The Ball 30
OQuorwrid 30
Outlander 26
Overlord 28
PTO 2
Panic Restaur® 2§
Paperboy 2 2
Pebble Beach 36
PGA Tour Golf 33
Phalanx n

Might & Magic 2 30 3

We Pay YowWe Sell Used
528 554
2 0

Pigskin Fibrwl
Pilot Wings
Pitfighter

Play Ball*

Pocky & Rocky*
Populous
Power Mov
Prince Persia
Pro Quartrbk
Pugsleys Hunt
Push Over
QBen

Race Drivin
Radio Flyer
Raiden

RR Tycoon*
Rampant

Rap Attack*
Rap City"

Rap Quest*
Retuen/ledi®
Rival Turf
Turf 2
Raad Riot 4WD
Roba Cop 3
Robosaurus
Rock/Roll Rac*
Rocketeer
Rocky/ Bitwnkl
Rocky Rodent®
Rog Clmns Bsh
Rom 3 Kngdm 2
Rom 3 Kngdm 3
Rpm Racing

n Sabor*
Srar:h Ulira Fre

Sim Eanh®

Smpsms:B Nm
Skins Game

Soulblazer
Space Fibl
Space Megaforce
Spanky's Quest
Special Tee Shot
Spelicraft
Spdrmn/X-Men
Spindizz;

Star Battlc*

Star Fox

Star Wars

Street Combat
Street Figr 2
Strike Guaner
Superman

Supr Basbl 2020
Supr Bashl

Supe Bases Led
Supt Batr Up
Supr Batletank
Supr Bauletoads
Supr Black Bass
Supr Bowling
Supr Buster Bros
Supr Caesars
Supr Conflict
Supr Dbl Dragon

8
[H

Supr Dbl Dribble* 28

Spr Fight Smiir®
Supr Ghouls
Supr High Impct
Supr James Pond
Supr Mario Wid
Supr NBA Bskibl
Supr NFL

Supr Ninja Boy*
Supr Off Road
Spe/Rd Baja*
Supr Play Act Fbl
Supr Pwr Prch

- SUPER NES

We Pay YouWe Sell Used

SuprRType  S12326
SprScp Gm(bal) 8 19
Supr Slam Dunk 26 49
SuprSlap Shot 26 49
Supr Smash TV 20 36
Supr Soceer 26 42
Supr Socr Chmp 30 42
SprSncBlstmn 28 54
Supr Strike Eagle 28 54
SuprTennis 22 39
Supr Troll Land® 28 54
SuprTurrican 28 54
SuprValisd 28 54
SuprWidget 28 54
Swampthing 26 49
Syvallion* 2% 54
Tazmania 28 54
Teen MNT4 34 54
‘Term 2-Arcade 26 49
Term2-JdgDy 26 49
‘Terminator 26 49
TestDrive2 32 54
Thadr Spi 16 36
Thomas Tank®* 28 54
Time Zone® 28 54
Tiny Toons/Bstr 28 54
TKOBoxing 30 54

49

59

Squach 2
Uncharted Waters

Universal Sldr
Utopia 28
Vegas Dreams 24 26
Vegas Stakes* 28

Video Kid* 28
Wailalae CC 26
Warpspeed 30
Waynes World 28
Wheel Forune 30
Whirlo 26 49
Wing Commndr 30 49
ngs 2-Aces Hi 30 49
Wizard Of Oz* 28 54
Wizardry V¢ 28 54
Wolf Child 28 54
‘Waord! 28 54
World Lg Soccer 24 44
Wrestlemania 24 39
I Rmble 28 54
X-Zone 26 49
Xardion 48
Y(ﬁ!\l s Cookie 28 54
Y's 10 29
zmu 26 44
*These games may or

may not be released by
the manufacturer.

ACCESSORIES
Game Deck  $52 599
Ascii Pads 122
Carry Case 10 19
Champlystk 40 69
Comp Pro 22
Conrir-Qksht 12 22
Ext Cards(2) 6 12
Gam:(‘l:nu 34 54
Game Hol E]
Viene Pevuse 1829
Misc Joypad 6 14
Misc Joystk 6 14
SUFr2lysk(Cpem) 42 69
Supr AdvJysick 22 39
SuperScope 20 3

4

CALL FUNCO!

612-946-8883




Fans of Streets of
¥ Rage for the Genesis
already know what's in store in
this faithful adaptation for the
Game Gear. Although it's scaled
down to fit an 8-hit environ-
ment, none of the intense
action or the hard-knuckled
challenge was compromised.

Street Fightin’

Things aren’t going well in the
city. All semblance of authori-
ty has crumbled under the
oppressive weight of the Syn-
dicate - a powerful crime
organization that controls
everything, including the
mayor and the cops. Only two
police officers, Axel Stone and
Blaze Fielding, resisted the
temptation of corruption. Both
officers are skilled masters of
hand-to-hand combat, but will
that be enough against a city
full of vicious thugs?

Either way, you've got a winner!

' Game ProFile
| (Game Gear)

Graphics ~ Sound

iR

Control  FunFacter  Challenge

@] o

45 Adustabie

Price not available Beat-em-up

4 megs Two players

Available now Continues
134

Five huge side-scrolling lev-
els await you in this one- or
two-player game. The rules
are simple: Use your charac-
ter's fighting skills to knock
out every gangster. You start
with three lives, and there are
three continues - finito. No
passwords and no excuses.
Fortunately, there's an abun-
dance of power-ups, weapons,
and bonus items hidden
throughout each level.

PROTIP: Smash open various
stationary objects located at the
bottom of the screen to reveal
hidden power-ups.

PROTIP: Find the crowbar hidden
within the phone booths. This
weapon has the most force and
the greatest striking distance.
PROTIP: You can only carry one
weapon at a time. You must dis-
card a current weapon fo pick
up a new one. Discarded
weapons are gone for good.
Your riotous rumble takes
you across the city in search of
the Syndicate’s HQ. Before you
hit pay dirt, you must survive
treks through the Downtown
Streets, the City Bridge, ships
in the harbor, and a factory.
Wave after wave of nasties hin-
der your progress, including
thugs, bikers, ninjas, and whip-
crackin’ leather dominatrices!

EAMEPRD
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PROTIP: Use Jump Kicks fo knock
down one or more enemies.

PROTIP: Keep enemies on one
side of you.

PROTIP: Throw one enemy into
another fo take 'em both down.
PROTIP: If an enemy grabs you from
behind, flip Fim into his buddies.
PROTIP: Enernies tend to move in
clusters, Knock them down as a
unit before taking them one-on-one.

At the end of each level, a
super-strong boss makes your
life miserable. Every boss

July 1883

requires a specific strategy.
Erase his life bar before he
erases yours!

TN

PROTIP: The Level 1 Boss tirows
his boomerang directly at you.
Move up or down fo dodge it.
Attack him affter he catches his
hoomerang and before he rears
back to throw it again.

PROTIP: Attack the Level 2
flamethrower Boss from behind.

OutRAGEous!

Streets of Rage is nonstop,
finger-pumping action -
definitely the hottest street
brawl for the Game Gear to
date. Fans of Streets of Rage
for the Genesis won't be dis-
appointed by this portable
version. Sharp graphics,
smooth animation, and
intense challenge guarantee
this cart will be all the rage! [
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= This month’s hard-
ware roundup
includes fired-up six-button
joysticks and joypads from
Sega, Capcom, and ASCllware.
These releases will be justin
time for (you guessed it) Street
Fighter Il: Champion Edition
for the Genesis. Also featured
are new action accessories
from Naki and news concern-
ing the peripheral lineup for
the rest of the year.

Palm-top programmability is

By The Lab Raft Also in this month's roundup i The Fighter
is the Capcom Figh_ter Power i Power Stick
Stick for the Genesis. Similar to
the SNES FPS (see Hardware
Helpers, October '92), this six-
button controller enables
Genesis players to duplicate all

now available with the SN Pro-
gram Pad by STD. Among this |
pad's features are an LED pro-
gramming screen, and the ;
ability to program your
favorite moves and store
them via the pad's three
action buttons. There are
two program areas that can
hold up to three commands
or sets of commands each,
for a total of six different
commands.

For example, you can
store Ken's Dragon Punch don’t want to toggle back and
on one button, the fireball forth on the standard three-
move on anather button, Contact: ST, 410/785-5657 button controller, this is the
and your favorite combo ticket.
on the third. When you The punch buttons are
want to activate one of these located right above the kick

to 4-way directional control.

is the Sega Six-Button Arcade
Pad for the Genesis. This
power pad features all the
necessary buttons to whip
through the World Warriors
in Street Fighter Il: Champion

killer moves, you simply press buttons, so you won't have
one button, and the move exe-  their favorite Street Fighter Il to feel around the top of the
cutes beautifully. STD will moves. The Fighter Power Stick ~ controller for the Fierce
release a slightly different ver-  also features an eight-way Punch and Fierce Kick like

sion of this pad with 28 pre- directional joystick and three you did with the SNES con-
programmed moves for your rapid-fire turbo buttons. The troller. The pad is an eight-
two favorite fighting games, base is designed to give play-  Wway directional swivel pad
Street Fighter Il and Fatal Fury.  ers an arcade feel, and the joy  Continued on page 135.
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stick is switchable from 8-way |

The big news this month

Edition. For those of youwho |

The Sega 6-Bution
Arcade Pad

Available: June

Contact:  Sega of America,
415/508-2800




~
GAMES WITH PERSONALITY

Jack Nicklaus' Power Challenge Golf is 2 trademark of Golden Bear International. Sega and Genesis are trademarks owned by Sega Enterpr
Accolade, Inc.is neither affiliated with, nor a licensee of Sega Enterprises, Ltd. or any of its affiliates. ©1993 Accolade, Inc. Al rights rese;




Continued from page 136.

and, unlike the standard Gene-
sis controller, the pad is raised

and centered =
away from the Ascii 6-Button i
main housing. ASCliware has an_nounced 2 i 4
This gives the six-| arket its own sn;;bu't‘_mr:h ;gAscii ans
ere is
troller. The news

button controller |
1o design italong the lines of the SNES

a very loose feel, o
but the resulting | ongroller, with buttons along the top

game play is still it The controller will fea-
tight and in sync ture Turbo, Auto Turbo, i
i Pt uly.
with the move- more. Look for itatthe end of July
ments of the on-
screen characters.

Naki has introduced Cool
Screens for the Game Boy.
These screen overlays feature
a variety of designs, including
sports figures, monsters, mili-
tary figures, and head-tripping
colors. The self-adhesive over-
lays attach to the front of the
Game Boy unit, with an open
space for the screen, and a
smaller open space for the
battery indicator light.
There'll be no argument
about which Game Boy's
yours with these mondo
personalized screens.

138 GAMEPRD

controller % Not too long ago, boring

car trips were the foremost
cause of family breakups.
Then came portable video
game systems, and light
was seen at the end of the
tunnel. Problem was, most
times your batteries would
go out on you at an extreme-
ly crucial moment, like when
your sister was trying to talk
to you. Now Naki's come up
with the Car Power adaptor, a
special battery adaptor that
: plugs into any standard
lighter outlet. The unit’s
special four-way jack can
power up your Game
Boy, Game Gear, Lynx, or
Turbo Express. Now there
won't be any more worry-
ing about whether you've
brought the right adaptor
for the right portable. Keep
a Car Power in your glove

N
compartment, Wy,
By,

and get a book
for your sister. Our contacts at Innovation have
informed us that they're still coming
along with the Game Wizard (formerly
the Pro Action Replay). Apparently
there will be some difference in thé
code input information, but Innovation
assures us that they will be including
the breakdown formyla for previous
codes. What does this mean to you? It
means that you'll be able to yse old Pro
Actllon Replay codes on the new unit
We'll keep you informed on this one.'

Car Powel
Type: Power Adaptor

systom:  Game Boy, Game Gear,
Lynx, and Turbo Express

Misprint
We wrecked an addyess in
our May issue for G & C
Joystick. The correct
address is:

G&C Joystick

P.O. Box 848

Paramount CA 90723

We apologize,

July 1998



The Invader thumb control pad is engi- ing style. And it’s color-coded to match your ~ are sold...and in the hands of value-wise

neered to meet your need for speed. favorite game system, too. Choose Invader2 ~ gamers like you.
It's got turbo firing, so you can blast for the Super NES” or Invader 3 for Sega QuickShot Technology, Inc. A Member
your way through the action at an acceler- Genesis™ systems. of Tomei Group. 47473 Seabridge Drive,

ated rate. And with independent but-
ton control, you can auto fire hands-
free at the same time. Or slide into
slow motion when you want to

The Invaderis anew memberof  Fremont, CA 94538
the QuickShot controller team-a

complete line-up of high-quality joy- ‘ [ 5 )
sticks, arcade-style controllers, and ”i Ck hat

e [ ]
take a breather. 5 Ve 9 2 ) thumb-control pads for the most ,

e The Invader 3

L Saa el : It’s how you play the game.
No matter what your . SR o e popular videogame systems.
“hot buttons” are, the thintb-control You'll find QuickShot Quick§hot is a registered trademark, Invader 2 and Invader 3 are tradenames
3 pad and Invader 2 SNES- 5 of QuickShot Patent (BVI) Ltd. All other product names are registered trade-

Invader will match your play- compatibie amp-conrolpad. . WHerever videogame products marks or tradenames of their respective compans.

THUMB PEOPLE WON'T TAKE SLOW
FOR AN ANSWER.

.\\\ﬁh\m '*l

s




The Adventures of B.0.B.
(Elecironic Aris)

PAL"S MOT G0 -qv"
naEEr uruuv ERES SN

B 0 B S ateenage androad with
a big problem. He’s crashed his
father's car into an asteroid and
landed on an unfriendly planet
called Goth. Now this mechani-
cal adolescent must roam
through more than 45 multi-
scrolling levels of one-player
action and adventure in search
of a new set of wheels. Comical
graphics highlight the action as
you help B.O.B. try to score a
car in time to make it to his
blind date.

Available September

Bart’s Nightmare
(Acclaim)

Bad boy Bart’s back, and it's a
real nightmare. The Bartmeis-
ter's lost his homework, and
your task will be to help him
find the missing pages. Your

140

romp through Bart’s night-
mares will include some very
strange adventures, such as a
visit to Itchy and Scratchy’s
house, and an odd battle
between Bartzilla and Mothra.
Don't have a cow, man! This
one-player action/adventure
title is the same as the

SNES version.

Available Summer '93
Spider-Man/X-Men:
Arcade’s Revenge
(Acclaim)

Marvel Comic’s licensed its
superstar superheros to
Acclaim for this Genesis ver-
sion of last year's SNES cart.
The action and adventure are
anything but comical, though,
as you control Cyclops, Storm,

As Ronaan, an intrepid wizard
and warrior, venture into a
one-player, overhead-view

shooter against Engine Man, a
terminator-type creation of the
Technolords. Fight with nine
different combat spells and
four noncombat spells. Choose
between two different body-
guards, who'll guard your butt
in a seven-level search through
the Inner Realm.

Available July

Wolverine, Gambit, and Spider-
Man in a multi-scrolling battle
against their archenemy,
Arcade. In this web-spinning,
one-player game, Arcade’s built
an evil amusement park that
would test the abilities of

any superhero.

Available Summer '93

Zombies Afe My
Neighbors (Konami)

You think you got problems?!
A bunch of B-movie creatures
— Zombies, Frankenstein, a
Werewolf, and others —are

July 1993

invading a suburban neighbor-
hood. Armed with Silverware,
Squirt Guns, Bug Spray, a
Weed Eater, and other neigh-
borhood accessaries, you'll
have to clear the "burbs of all
20 types of creeps. In this one-
player, 55-level action/adven-
ture game, you're protecting
the likes of cheerleaders, back-
yard barbequers, mall shop-
pers, and other suburbanites.

Available September

Sega GD

Ecco the Dolphin (Sega)
Ecco’s well on his way to
becoming the most well-known
dolphin since Flipper. In his
first adventure for the Sega CD
you'll have a sense of déja v,
because this one-player title
looks exactly like the Genesis
version. In fact, the story line is
the same, although the disc
floats several levels not found
in its predecessor. Coolest of
all, Ecco is surrounded by an

Continued on page 142.




Feolling “Whunder == for the
W Sega Genesis smokes. We won't
waste your time with words, *
check out the screen shots and
you'll know. Grab it while
you can.

¢ WO hard-core levels!

* W=2 acfion packed megs!
* %P nasty new weapons!
¢ HEntense hidden areas!

¢ PPassword support!

Rolling Thander 3 is o Irademark of Nomce L., ©

foling Burder 32 ek of Moo . © 1093 oo AN Kby Beered
icensed Er ud. SEGA™ GENESIS™ SYSTEM. SEGA
CENESS o wdomr s o S0 s 0.

The Game Creator™

= last your
through legi:::y
of terrorists!

“Wake a ride on the
wild side!

ROUND 1

green
shoot them!

=y first class! |

ve.,
San Jose, CA 95131-1102
Tel: (408] 922-0712



Continued from page 140.

all-new soundtrack, featuring
sophisticated effects and tunes
created in Q-Sound.

Available now

Konami’s long-awaited NFL
Football cart is finally ready to
kick off. This two-player game
features all 28 NFL teams and
two different play modes — Exhi-

142

bition and Play-Off. Other grid-
iron options include Standard
and Team Playbooks, adjust-
able-length quarters, varying
weather conditions, indoor and
outdoor stadiums, and an
unusual view that lends realism
to the bone-crunching action.

Available Summer '93

Spellcraft
(Ascii Entertainment)

Spellcraft, a one-player, fanta-
sy-based action/RPG with
game play similar to The
Immortal, including real-time
combat action. As you journey
through the land’s four
domains, you'll search for the
ingredients and clues you'll
need to conjure up magic spells
to aid your attempt to vanquish
the evil Lord Wizards.

Available September

Top Gear Z (Kemco)

GAMEPRD o

Racers, start your engines!
This sequel to last year's sur-
prise racing hit will feature
eight megs of head-to-head car
racing action (that's four more
megs than the original). The
two-player option will sport a
split-screen view, while solo
racers get the full screen. New
options include more cars to
choose from, changing weath-
er (both rain and snow), and
some nasty crosstown

traffic. Vrooom!

Available September
Wizard of 0z (Seta)

FoC.k

Click your heels three times
and prepare to skip down the
yellow brick road. In this side-
scrolling, one-player game, you
alternately play as Dorothy, the
Scarecrow, the Tin Man, and

July 1993

the Lion. The combination
action/adventure/puzzle game
play is loosely based on the
Wizard of Oz story line, and
features such memorable
movie tunes as “Somewhere
Qver the Rainbow.”

Available September

Game Boy

Raging Fighter (Konami)

Here’s Konami's pocket-sized
Street Fighter |l-style cart—a
raging head-to-head heat-em-
up set in the future. Play as one
of seven fighters, some with up
to 40 moves. During four dif-
ferent modes of play you'll go
head-to-head against the CPU
or another player, battle
through three-round matches
in the Tournament mode, or
control three different fighters
in the Story mode.

Available June

Continued on page 144.
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In Stock/Coming Soon
System w/ Sonic
Genesis CD-Player
Genesis-Core System
Genesis Fighting Sys.
G. Menacer w/T2

G. Pro Action Replay
Ascii Genesis Pad
Turbo Touch 360
Alien-3

Amazing Tennis
American Gladiafors
Ariel: Little ' Mermaid
Batman Returns
Batman: Rev. of Joker
Battle Toads

Blaster Master Il
Bubsy

Bulls Vs Blazers NBA...
Captain: America
Chakan
Championship Bowling
Chase H& I

Chester Cheetah
Clue

Cool Spot

Cyborg Jusiice

D&D Warriors E. Sun
D.R. Supreme Court
Deadly Moves
Dolphin

Double Dragon Il

E. Holyfield Boxing
Ex Mufants

Fatal Fury

Flashback

Flintstones

Global Glagdiator
Great WaldoSearch
Green, Dog

Hardball il

Humaris

Hit the Yee

Home! Alone
James-Bond| 007

Joe Montanal Hl
John Madden’ 93
Kid Chameleon

King Salmon
Krusty“sFunhouse
Lemmings

Lotus Turbo Ching
Mickey & Donald
Mohammad Ali Boxing
Mutant League F-Ball
NBA Alistars

NHL Hockey ‘93
Nolan Ryan Express
Official Aquabatic Games
Out of this World
Paperboy Il

Power Challenge Golf
Race Drivin’

Road Riot

c Y /s

Roger Clemens

$42 Rampart

RBI Baseball _IV

Road Rash 2
Senna’s Monaco GP 2
Sonic-Hedgehog 2
Sorcerer’s Kingdom
Spiderman
Splafterhouse. Il
Sportstalk baseball
Surmmer Challenge
Sunset Riders

Super Battle Tank
Super Smash TV
Super WWF

T-2 Arcade Version
Tailspin

Tazmania

Tiny Tune Adventure
TMNT  Hyperstone Heist
Toe Jam & Earl

Toki Going Ape Spit
Tony Larusa Baseball
Toxic Crusaders

Toys

Tyrants

WC Leaderpboard Golf
World Trophy Soccer
Wheel of Fortune
X-Men

Look for soon...

$46 Bart’s Nightmare

$46 Shinebi il

540 Speedwdy Pro Ching
$44  Strider. |

543 T2 Judgement Day

N CDGAMES
$54 Adv. of W. Beamish

After Burner [li
Batmans Returns
Black Hole Assault
C&C Music Factory
Chuck Rock
Gobra Command
Dungeon Master
Final Fight

Hoak

Jaguar

J. Montana NFL
Kriss Kross

Make own music
Monkey Island
Night Trap.

Out of-this: World
Prince of Persia
Rise of the Dragon
Road Avenger
Sewer Shark
Sherlock Holmes il
50  Terminator

$43 Time Gal
Wing-Commander
$43Wolf Child

Wonder Dog

(INXS)

Many more titles

it

% SPECIALS *

Titles on Special
are listed in Bold Print.

Buy a CD Player and get
your nex‘l 2 CD games'

_ W.'u!e they last...

SUPER NINTENDD

FAX (508) 283-9172
OVERNIGHT SHIPPING AVAILABLE

25] Prince of Persia

= 52. Pugsley’s Scav. Hunt

In Stock/C Stock/Coming' S60n | 228 Pushouer

141 System w/ Super Mario $60" Q-Bert 3

595 Core Systemn $60. \Race Drvin’

$54 Game Genie $60 - Rival_Turf

$79 SN Pro Action Replay 539 Rocketeer

$39 Ascii Super Advantage $40 ShunI?hai /]

$24  Ascii Super N Pad $58~ Sim Farth

$29 Turbo Touch 360 $39 Skulliagger

543 Actraiser $52 Soulblazer

$56 Aeraobiz $48 Space Megaforce

$50 Alien 3 $49 Spanky's Quest

S46 Alien Vs Predator $50 Spiderman / X Men

$56 American Gladiators $49 Spin Dizzy Worlds

$50 Bart's Nightmare $53 Starfox

$44 Baseball Simu. 1000 $50 Street Combat

$52 Batman Returns $59 Street Fighter II

$46 " Battle Blaze 550 Super Adv. Island

$31 Baltle Clash $54 Super Combatribes

S50 _Best of the Best 550 Super Conflict

549 B.OB. 546 Super Goal

$56 Bubsy $50 Super High Combat

349 Bulls' Vs Blazers $48 Super Mario Kart

$49 Cadlifornia Games f §50 Super NBA All Stars

$46 Clue $47 Super Ninja Boy

$43 Congo’s Caper Super Soccer Champ

$51 Confra Il Super Sonic_Blastonan

$48 Cool World Super Star Wars

$51 Cybernator Super Strike Eagle

545 Cyber Spin $44  Super Turican

$50 Death Vclley Ralley $50 Super Widget

$50 Dino Ci $50 Super Wrestlemania

$49 Doomsday Warrior $50 | Syvallion

$55 Double Dragon $51 - Tazmania

$43 Dragon’s Lair $58  Tecmo NBA Basketball

$49 « Dream:.Probe $50  Terminator

$37 | FR: Mystic. Quest 549 Test Drive ll

$47 FZero $62 ' Tiny Tunes Adventure

$55 Fatal Fury 548 TJom & Jerry

$61  Final Fight $§49 +Toys

$49 . First-Samurai $51.  Utopia

$50 'Foreman’s -Boxing $54 - Wayne's World,

$45 Ghouls-N-Ghost $48 'Wheel of Fartune

$50 Gunforce $84 -~ Where In Time' Is-C.S.

$48 Harley’s Humongous Adv. | $§54:Wing 'Commander.

$49 Hit the Ice S47-Wings Il

$50 Home Alone S50 Wolf Child

$50 Hook $43 Word Tris

ggg jlunf J't:icrj Red October $60 WWF Il Royal Rumble
eopardy

$45 J. Connors Tennis Look for soon...

$49  John Maddon "93° $50 Battle Toads

549 - Kablooey $51 /Black Bass Fishing

$51 King Arthur's World 544" Cocoma Knights

349 King of the Monsters §55 EM.O.

850 Krusty's Funhouse $50 Family Dog

549 Lemmings —539 Great Waldo Search

$52  Lethal Weapon 2450~ Kawasaki Carb. Chal.

549 Lost Vikings - $60  Mario Is Missing

$55 Magical Quest “553  Might n Magic Il

$55 Mario Paifit $52° Pocky & Rocky

$50 Mech Warrior 552 | Radio Flyer

$44 Musy $50 ° Robo Sauras

549 NHL Hockey g3 $39 Rocky & Bullwinkle

$48 Outlander ) 550 T-2 Judgement Day

542 Paperboy“il $52 Toxic Crusaders

$45 Pitfighter $55 Ultimate Fighter

$44 Phalanx S46 Vegas Stakes

549 Power (Beddly) Moves S50 Yoshie's Cookie

n stock - please call

& d :vh ¥rd

dar

SHlNOB! m

Prices current at printing, subject to change. Not responsible for typographical errors, Plus S&H min. $5.00. MA residents add 5% sales tax. Some titles are not in stock - please call.



Continued from page 142.

Super Empire Strikes
Back (LucasAris)

Luke’s battle against the
Empire continues as he stud-
ies with Yoda and confronts
Vader. This 12-meg cart is 50
percent larger than its Super

Star Wars predecessor. It will
take advantage of the Super
Nintendo’s innovative technol-
ogy, including Mode 7 with
vertical control (sequences
over hilly terrain) as well as
horizontal control. Check out
these early screen shots from
this sequel to the the block-
buster game, Super Star Wars.
May the Force be with you!

Late-Breaking News

Genesis

Breit Hull Hockey
(Accolade)

Hit the ice with hockey master
Bret Hull as your teammate in
this two-player hockey cart.
With a % overhead view of the
ice and the digitized skaters,
nail a slap shot as you compete
against a field of teams using
real city names. Play modes
will include a full 84-game sea-
son, Exhibition, Short Season,
and Play-Off competitions.

Available September
Haunting Siarring Polter-
guy (Electronic Arts)

In this spirited cart, you'll play
a ghost whao's trying to scare
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the evil, nasty, crude Sardini
family out of house and home,
your home to be exact. Use
your poltergeist powers to
make everyday objects do
spooky things in this # over-
head-view action game.

Available September

Joe & Mac (Takara)

Ugh! Awesome cave dudes,
Joe and Mac, are bashing their
way onto the Genesis. The
unevolved duo have made a
career out of starring in prehis-
toric action/adventure games
on just about every video
game system.

Available Fall '93
Super 2020 Baseball
ic Arts)
In this futuristic sports cart,
players take to the field in the

GAMEPRD

year 2020 with bionically
enhanced abilities. The game
play is arcade style, and the
rules are a little different in this
heavy-metal version of Ameri-
ca’s national pastime. For
instance, you can catch balls
that richochet off the
stadium’s walls.

Available September

Last year's hot NeoGeo game,
Art of Fighting, will battle its
way to the Super NES this fall.
Cramming that 106-meg game
onto a SNES cart’s gonna be
an interesting challenge!
Available October

Gacoma Knight in

Bizyland (Seta)

This unusual puzzle/adventure
will have seven stages and a
total of 21 rounds. One or two
players will compete or cooper-
ate as any of three characters.
Their quest? To use Magic
Chalk to circle and save sec-
tions of their land, which has
been enchanted by an evil
Queen.

Available June

F1 Roc Il (Seta)

This sequel is the first game to
use Seta’s new high-speed
DSP racing chip. Seta promis-
es that this will make it the
most realistic racing game to
date, with 32 tracks, new cars,
super high speeds, and multi-
ple different one- and two-
player competition modes.
Available *94

July 1983

World Heroes (Sunsoft)

Art of Fighting isn't the only
NeoeGeo hit coming to the
SNES. Look for World Heroes
to make its SNES debut this
fall. Two players can go head-
to-head in this 16-meg fighting
game in which players from
different eras in history battle
to be the World Hero.

Available Fall ‘93

Chip ’n’ Dale: The Rescue
Rangers Il (Capcom)

Those excruciatingly polite
rodents, Disney’s Chip 'n Dale,
are teaming up in a sequel to
their original NES ftitle.
Available Fall ‘93

Mega Man VI (Capcom)
The Megster is making mucho
madness one more time. Mega
Man’s the king of video game
sequels, and this one’s sure to
include new and different
robots, as well as another clash
with Doc Wiley.

Available Fall '93

Game Gear.

Tom & Jerry (Sega)

Prepare for an action/adventure
game of cat and mouse with
these cartoon clowns.

Available Summer '93




fice, here's Joel before Picking up August’s

SGamePro magaziiie at Blockbuster video,
Notice the dull, glazed-over look in his
€Yes and the remarkable resemblance to
Some grungy old jelly donut,

to stop by buster, get the current GamePro angd check it
out yourself
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VIDED GANE STRATEGIES, WeAPoNs; AND TACTIC

Batman:
llnelﬂlﬁmuaﬂel&ussuuuutl

Stage 1-1:
Stage 2-1:
Stage 1 Boss:
Stage 2-1:
Stage 2-2:
Stage 3-1:
Stage 3-2:
Stage 3 Boss:
Stage 4-1:
Stage 4-2:
Stage 4 Boss:
Stage 5-1:
Stage 5-2:
Stage 6-1:
Stage 6-2:
Stage 6 Boss:
Stage 7-1:
Final bout with the Joker: 7200

Here are passwords that enable
you to tackle any stage in Bat-
man: Revenge of the Joker. First,
key in the password: 5257. After
you've entered this code, & row of
six mushroom-iike objects
appear across the bottom of the
scieen. To go to any stage in the
game, just key in one of the fol-
lowing passcodes:

Here are some r
words for Lotus E}Tv;ri%u’) iyl
Track 2: Sleepers
Track 3: Herbert
Track 4: Business
Track 5: ApplePie
Track 6: Standish

Track 7: Mallow
Track 8: Tea Cup

Richard Ramoe, Davison, M

Revenge of the Joker

Challenge:

5=

e
J

PAS

Level 2:
1100 Level 3:
1200
1300
2100
2200
3100
3200
3300
4100
4200
4300
5100
5200
6100
6200
6300
7100

They're tiny, they're toony, they're
absolutely looney with these
passwords for the entire game:

GAMEPRD + July 1983

o~ SHORD = 83012414

o ?i;e codes that'll get yoy

I ght to Jaffar, orany other
Ince of Persia levg] you'd like;

06769075
28611065

Level 4;
Level 5:
Level 6/7:
Level 8:
Level 9:
Level 10:
Level 11:
Level 12

92117015
87019105
58310135
70914195
68813685
01414654
22710744
. 6614774
e ostisuy
0° 89012414

Josh
ddlemon, League Gity, Tx

Streets of Rage
Infinite Life and More
Check out this Streets of Rage
code. ltzaps youtoa secret
(Options screen that enables you
to choose stages and mare.
First, go to the Option screen
and choose Sound Test 11.
Then, go to the Level option and
press Buttons 1 and 2 simulta-
neously. A special Option screen
will appear that enables you to
choose any stage and tum your
damage on or off.

Philipe Beignolle, Bethesda, MD

Level 2: Little Beeper,
Montana Max, Elmira

Level 3: Gogo, Shirley the
Loon, Sweety

Level 4: Bookworim,
Plucky, Babs

Level 5: Montana Max,
Babs, Sweety

Buster Bunny, Toontown, UsA



~ GameGear
Sonic The Hedgehog 2
Select
%ﬁne‘s not easy to pull off,
but it lets you choose you‘rN ;
Zone in this tough game. Wa
until the Sega logo appears,
then simultangously press ;
Down/Left, and Buttons 1 an
2. Continue to hold a'.! thes;e‘r[I
puttons, and wait until “‘e.}' e
SCreen appears. Wajtch 1r‘mks
blink. During the th_srd b'up i
8 press Start while his eye is 3
shut. If you've timed this cor i
rectly, a Zone-select screenovx
appear. Use Up and Down 4
your control pad to choose L
Zane, and press Start 10 begin.

Bmynﬂmﬂgsan“%“m

Road Rash 2

| Here’s a trick that enables you
to select stages and enter a
debug and demo mode in
Road Avenger. When the title
SCreen appears, press Start.
When the Game Start/Options
screen appears, press Up on
Controller One. When the
8 Options mode screen appears,
put the cursor on the Players
option. To access the Stage
Select, press Button A six
times at the Players option,
then exit the Options mode.

When you begin your game, a
stage select screen will appear.
Use Right on your control pad
to change the stage number.
To enter the Debug mode,
press Button C five times dur-
ing the Players option. When
your game begins, simultane-
ously press Buttons A, B, and
C. The Debug mode will
appear. To enter the Demo
mode, press Button A five
times and Button B ance dur-
ing the Players option. When
your game begins, you can
kick back and watch the demo!

B#wlamm,ﬁevelamoﬂ

EAMEPRD

Begin with any Bike

Here's a trick that Jats you begin
with any Road Ragh bike you
like. Begin your game and go to
the Options screen, Choose Set
Player mode, and select Mano a
Mano at any level, Then, exit
and go to the Bike Shop.
Choose any bike you'd like,
Return to the Options screen
and pick Set Player mode again.
Next, choose the type of game
You want. Select Take Tumsg
and copy the password, Use
the password to race with the
bike you've chosen! When it's
player two’s turn, they can
choose their bike with the same
procedure.

Allan Cameron

: B3
d code that gives Marig
2 C-44

r'nw'nc:'br'ﬂy 001-A9, 9

o i ding
nape Shifter's endind
I:es::si wgy, wait until the title

screen appears, !heanr:::L
d hold Select a_nd u o
e xt, press the directiona plar
!;lea ;snunter-clnnkwlse c:lr(;l:\ :
motion. Eventuglly: tt\\e e
sequence will kick in!

Sam Parmiey, Seatte, WA

July 1993
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- VIDED GAME STRATEGIES, WeApoNS) AND TAGTISS

Sega CD ;
Make Your Own Music Video

Marky Mark:
Strange

out, enter the game, th::d
simultaneously pre::s el
hold Buttons A and D"recl
Starttogoto the U-Di

¢al Ripken Baseball

Us ts code to turn your rzntnre
team into Cal Ripkens. Flr‘iﬂul-
select any team. Then, ?Slart
taneously push L, R, an team'
Now, every player on the

mode. Next, press Buﬁt;gz A,
g ight. You'
C, then Right. Y
lI?J';narky laughing \mt.h a bun:r\:_
of girls. While this is happ
ing, press Start to gul toan
even weirder screen:

you choose will be Cal Ripken.m
Richmond,
Michael Ghatman,

P e scene
T here’sk\’}l x;g;;r:;ie Your Kris Kross
gma;ﬂusic Video. To check it Sneak Peek
To check out a little behind-the-
scenes Kriss Kross action, wait
until the caller screen appears,
then press Buttons A, B, C, and
then Right. You can view some
scenes of the making of the
Make Your Own Videg game. Hit
Start to view different Scenes.

tion in the game, press Button
A four times and Button B once.
When your game begins,

you simply press Start to
pause. After you activate the
Pause function, exit the
Options screen. Press Up
again to highlight the Options

Power Moves

codes give
se Power Muves h,
TJEE full speed, jump sirengtl

148

To clear a Road Avenger stage
the easy way, you must first
activate the game's Pause
function. Press Start to access
the Game Start/Options mode
screen. Press Up on Controller
One to highlight the Options
Mode. When the Options
SCreen appears, use your cur-
sor to highlight the Players
option. To gain a Pause fung-

mode. Select the Players
option, then press Buttan A
four times, Button B once, and
Button A one more time,

Begin your game. If you want
to clear a stage, press Start tg
Pause, then hit Button C to
clear the stage.

GAMEPRD o J"” 1993

le
o, life, and they enab ;
?:::23 fight Ranker. Th:a r%i?e e
word for the one-playe

QT: +XTO MQ7
The password for Bonus
CC5 P92G $KS :
The password for Bonu:
K:6 HJ&H F17 -

Jason Lang, Vancouver,

Room 1

Room 2.




Advertisement
Call TOLL FREE Now!

1-800-GAMES-99 |

1-800-426-3799

_ Shockman

Two-Player Controls

; == TIlEE Button | two times. Now you
3 can pfqy both characters at the
same time with one contraller,

‘You can also use this trick
10 skip levels, After you've com-

pleted the trick, begin a regular

game. While you're playing,

hold down Button || until you

Here’s a shocking trick for this
Duo cart. Wait untij the title
Screen appears, and then
press Run. When the Player
Select screen dppears, choose
Two Players and then press

Pigskin Footbrawl
Sound Test

To hear Pigskin's gruesome
sounds, wait until the title screen
appears, then simultaneously

L

& 5
5 11
Wrtemce 11y

™ 5w [N

L

Here's a code that lets you nail
a hole in ane with every shot.
You can shoot ag many times
as you'd like, but yoy always

Chub: Pt f

stay on stroke one: FFDOF
70000 and FF4A1-90001

Jonathan Walker, Anderson, S¢

start to glow. When You release
the button, instead of firinga
big blast, you
fireball and soar to the end of
the level you're on.

Knoah Piasek, Stamford, o1

lturn into 3

PinsKins Sowmd Tesi

- foma cjrger PAsS 1T
1

agc Marh

S

press Butions A, B,and Con
Controller 1. Then press Start on

the Options screen.
Robert Barton, Charlotte, NC

Do You Have a

Secret Weapon?

If you do, send it o SWATPro.

Our Pros will review it. ff we
publish it, we'll send you a free

GamePro Super Shirt! Send
your best tips and secrets 10

GamePro Magazine
Secret Weapornis

PO. Box 5828

San Mateo, CA 94402

GAMEPRD + July 1883

/5564
SUPER HNTEND -
104 Arcuss Odyssey $49 |303 Alien Il
106 Bart Simpson Nightmare 49 | 310 Batman Returns
108 B. Battle Maniac 49 312 Battletoads
111 Bulls vs Blazers 51 |313 Best of the Best
118 Cybemator 52 1317 Bulls vs Blazers
120 Dash'n Desperados 44 |327 Dalphin
127 Dream Probe 49 1334 Fatal Fury
133 Final Fight 2 54 1335 Flashback
138 Hit the Ice 49 |342 Hardball 3
145 King Arthur's World 51 |343 Hit the Ice
148 Lost Vikings 49 1348 Indy Jones
350 James Bond 007
Sj' &

Sub Total.
N.Y.S. Res. Add 8.

Shipping & Handling....

C.0.D. Charge: $3 (USA) .

Total. |
USPS $6 First Class Mail or Priority Mail. |
PAYMENT: (personal checks will clear within 3 days)

[1Check/Money Order [)Credit Card [JC.0.D.
Card Holder Name

Acct.

Exp. Date

Signature

WE SHIP TO P.O., A.P.
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Aladdin Arises for
the Genesis
Disney Software, Sega of
America, and Virgin Games
have rubbed the Magic Lamp

together to conjure up a video
game based on Aladdin, the hit

animated movie from Walt Dis-

ney Studios. Disneys Aladdin
for the Genesis is due out
in October.

For the first time ever, Dis-
ney animators are creating origi-
nal animation for a video game.
Many members of the 10-per-
son animation crew worked on
the flick. Paul Curassi, produc-
tion executive of Disney Studios’
Animation Services, believes
they “can add all the little effects
that bring a character to life,
such as poses, subtleties of tim-
ing and emotion, to create an
effect level just like that in fea-
ture films, but unlike anything

ever seen in a video game.”

Disney Saﬂware mducer Paﬁck
Gilmore (left) discusses game play
of the Sega Genesls version of Dis-
ney’s Aladdin with Virgin Games
Animation artist Mike Dietz (right).

Sega’s clamped a tight lid
on game info, but Disney’s

- Aladdin cart will pack 16 megs
- of action, animation, and come-

dy In addition to recreating the
original characters of the film,
including our hero Aladdin, the
evil Jaffar, and Abu the monkey,
the Disney team is bringing new

150

characters to the game, Accord-
ing to Sega, some stages will
take place in the mystical city of
Agrabah, Aladdins home town.
But what would a game based
on Aladdin be without a visit to
the Cave of Wonders and a wild
ride on the magic carpet?

Disney has the artists, but
Virgin Games has the program-
mers. Virgin’s contribution to
the proceedings is its hush-hush
proprietary programming tech-
nique, which transfers cell ani-
mation directly into a
video-game graphics format.
Although Aladdin will be the
first game to use the technique,
Virgin plans to use the process
for other projects, as well.

The three companies cur-

rently have no comment on a
CD version of the game. (But
three wishes says Aladdin cross-
es over.) Sega Enterprises of
Japan will develop a Game
Gear version, but it's highly
doubtful that it will feature the
complex animation planned for
the Genesis version.

Mario Goes
Hollywood

It was an inevitable career move.

Mario, one of the most popular
characters in the history of
video games, has taken his act
from Nintendo screens to
movie screens. Hollywood
Pictures’ Super Mario Bros.
has just opened in theaters
around the country, hoping to

cash in on the huge summer

movie crowds.

Bob Hoskins (star of Who :

Framed Roger Rabbit?) plays

GAMEPRD

: Nintendo's

The expiosme Dennis Hopper
plays the crazed Koopa, John
Leguizamo is Luigi, and Samantha
Mathis is Princess Daisy in the
film Super Mario Bros.

Mario, and John Leguizamo
plays Luigi in a story that puts
the two unlikely superheroes on
the trail of the missing princess
Daisy (Samantha Mathis).
Along the way, the two brothers
encounter eight-foot-tall Goom-
bas, deadly fireballs, the crazed
Koopa (played by Dennis Hop-
per), and the ultimate penalty of
de-evolution.

Hollywood Pictures, a divi-
sion of Disney, is counting on
the video game’s popularity to
draw the bulk of its audience.
own research
showed that right now Mario is
more recognizable among
young boys than even Mlcka
Mouse. Whats more, the Super
Mario Bros. 3 game for the
NES has grossed more money
than any motion picture in histo-
ry with the exception of E.T.
Clearly, Marios Hollywood

¢ Moment has arrived, and the stu-

dio has spent $35 million to

. make sure his debut is successful.

Philips Upgrades
CD-l for
Full-Motion Video

Philips announced a 32 bu
upgrade for its €

Interactive CD 1) machlnes
at the recent Intermedia
Conference in San Jose,
CA. The FulMo

nouaon

July 1883

(FMV) extension unit
plugs into the back of existing
CD-I machines and provides the
capability to store and play up to
72 minutes of full-screen, full- :
motion video. Philips plans to
create interactive movies and
games to support the new tech-
nology. Philips is even consider-
ing selling movies on CD,
similar to Pioneer’s LaserDisc
offerings. The FMV is due this
September.

In a related story, Philips
also plans to launch a line of

- Nintendo-licensed products for

the CD-1. The games will be
based on such popular charac- -
ters as Mario, Luigi, Link, Zelda,
and Yoshi. These all-new discs
will be developed by Philips
Interactive Media of America.

ces of Evil are all siat
ed for release later this year.

Activision Redux

Back from the dead comes
Activision, the game manufac-
turer that was buried two years
ago under $30 million of debt.
Today the Activision renaissance
is in full swing with a long list of
new games coming this year
and next. High on that list is
turn to Zork, arriving this
fall on CD platforms, possibly
including Sega, 3DO, and IBM.
This sequel to Infocom’s all- -
time best-selling Zork combines
24-bit graphics with a litte star :
power, in the person of Jason
Hervey from The Wonder Years. :
Expect a $79.95 price tag,
Other summer releases
from Activision
include new

Continued on
page 152.



CHIPS & BITS Inc

PO Box 234, Rochester, VT 05767

Fax 802-767-3382

BUY 4 IN STOCK GENESIS OR SNES GAMES GET 1 FREE*

800-500-GAME

GENESIS HARDWARE

Genesis Core System $99
Genesis Fighting Systm $119

Genesis CD Player $299
Arcade Power Stick $34
Ascii Pad $24
Game Genie $49
Genesis Activator 564
Genesis Menacer $54
Menacer/Terminator 2 $69
Mega Fire Control Pad ~ $19
Power Clutch $34
Pro Action Replay 879
Super Jo-Jo $39
Triton Pad $26
Turbo Touch 360 $29

GENESIS ADVENTURE

Advnt Willie Beamish CD $49
Alien CD $49

Alien Vs Predator $39
Aliens 3 $43
B.O.B. $43
Batman Retumns $39
Batman Retums CD $43

Batman:Revenge of Joker $43
Battle Toads $44
Bubsy $49
Capt America & Avengers $46
Chester Cheetah 1 0r2 852

Chuck Rock $49
Cool SPOT $46
Dolphin (cart or CD) $44
Dracula (cart or CD} $49
Flashback $57
Flintstones $44

$44
Hook (cart or CD) $49
Indiana Jones CD $43

Indy Jones Last Crusade $49
Night Trap CD

Out of this Werld (car/CD)$49
Prince of Persia CD $43
Rise of the Dragon CD  $43
Rolling Thunder 2 or 3 $49
Secret Monkey Island CD $43
Shadow of the Beast2 ~ $42
Sherlock Holmes 2 CD  $43
Shinobi 3 §46
Sonic Hedgehog 2 CD  $49
Sonic the Hedgehog 1or2 $36
Spiderman vs Kingpin CD $43

Splatterhouse 2 or 3 $54
Strider 1 or 2 $49
Sunset Riders $43
Superman 843
Terminator 2 Arcade/J D $43
TMNT:Hyperstone Heist $46
TOYS $49
TazMania $44
Terminator (cart or CD) 349
Tiny Toon Adventures $43
Wolf Child (cart or CD) ~ $45
Wonder Dog CD $43

X MEN §46
Young Indy Jones Chron. $39

GENESIS STRATEGY

Aero Biz $59
Clue $46
HUMARNS 1 or 2 $49
Jeopardy 2 49
Lemmings $42
Master of Monsters $54
Maonopoly $46
Powermonger $43
Rampart $42
Shanghaii 2 $39
Tyrants $49

Wheel of Fortune 1or2  $49

GENESIS KICK & PUNCH

Beast Wrestlers $56
Best of the Best $49
Double Dragon 3 $39
Fatal Fury 1 or 2 $54
Final Fight CD $43
King of the Monsters 1or2 $46
Mortal Kombat $56
Slaughter Sport $49
Streets of Rage 2 $56

GENESIS SIMULATION

After Burner 3 CD 343
Chase HQ 2 S44
Desert Strike $42
F15 Strike Eagle 2 $54
Jaguar Racing CD $43
Jungle Strike 549
Micro Machines S44
Qutrun 2019 $44
Race Drivin' $45
Road Avenger CD $44
Road Rash 2 344
Road Riot 4WD $46
Sewer Shark CD $49
Super Battle Tank $47
WarpSpeed $39

GENESIS ROLE PLAYING

Arcus Odyssey $49
Battle Master $43
Buck Rogers $54
Dark Wizard CD $43

Dungeen Mtr Skull Kp CD 543
Gemfire

Land Stalker 354
Phantasy Star 2 or 3 859
Phantasy Star 4 $64
Pirates $49
Romance 3 Kingdoms 2 $59
Sorcerers Kingdom $49
Star Odyssey $59
Uncharted Waters $59
Vampire Killer 852
Warriors of Eternal Sun ~ $56

GENESIS SPORTS

American Gladiators
Andre Agassi Tennis $44

Bowling 846
Cal Ripkin Baseball $46
Hardball 3 §54
Hit the Ice $44
Jack Nicklaus Golf $49
Joe Montana Footbll CD  $46
King Salmon $43
MLBPA SportsTalk BB~ $49
Madden Football 83 $49
Mike Ditka Power FB2 ~ $49
Muhammad Ali Bexing ~ $49
Mutant League Football  $44

NBA Super Allstar Chall  $43

NFL Sports Talk Football $46
NHL Players Hockey 93 $49
PGA Tour 2 $49
Pigskin $49
REI Baseball 4 $46
RBI 93 346

Rogr Clemens MVP BBall $39
Side Pocket $44
Super High Impact $43
Tecmo Super Bowl $59
Tony LaRussa Ult BBall §52
WWF Super Wrestimnia2 $49
World Trophy Soccer  $44

SNES HARDWARE

SNES Core System $99
Super Nintendo System $149

Ascii Pad 24
Championship Joystick $69
Comp Capcom JoyStick $69
Game Genie 854
Pro Action Replay 379
Super Advantage $44
Super Scope $54
Turbo Teuch 360 $29
SNES KICK & PUNCH
Battle Blaze 346
Best of the Best $49
Brawl Brothers $54
Fatal Fury 1 or2 856
Final Fight 2 354
King of the Monsters 1or2 $49
Mortal Kombat $64
Power Moves $49
Street Fighter 2 $62
Super Combatribes 854
Super Ninja Boys 849
Ultimate Fighter $56

'TERMINATOR 2 JUDGEMENT DAY’ comes straight from the
film, with inside the Terminator computer perspectives, and 16-
bit power that brings home the multi-million dollar special
effects that made the film a chart topping success. $54

"WWF ROYAL RUMBLE' contains 12 of the hottest, newest
WWF Superstars, like Mr.Perdect Razor Ramon, ShawnMichaels,
Bret "The Hit Man" Hart and more. Features all new "No-Holds
Bared” mode, toumament mode and signature moves. $59

'STREET FIGHTER
2 CHAMPION EDI-
TION' brings 12 of
the toughest fighters
from around the
globe together. Be-
come one of the 8
challengers orone of
the Grand Masters.
Features 16 Megs of
heart stopping mar-
tial arts action,
Choose from any
fighter with their own
unique fighting style,
fight against com-
puter or against an-
other player.  $64

'RBI93'improves on
the bestsellingbase-
ball video game ever.
Features new Colo-
rado & Florida ex-
pansion teams, 3
{ sclectable defense
modes, create team
option, complete All
StarTeams from'89-
92, game by game
stats, '84-92 Division
Champions, com-
pleteBigLeague Ros-
ters with '92 player
stats, and all 28 fully
detailed Big League
Stadiums. $46

Shipping to US,PR,AK,HI,APO & FPO $4 per order. Air Mail to Canada $6 per
order. 2 Business Day Air US $6 per order; PR, HI $12 1st item + $2 ea. add'l;

AK $19 1st item + $2 ea. add'l. Handling $1 per shipment.

SNES SIMULATION

Desert Strike 544
Hunt for Red October 546
Jaguar Racing $54

Kawasaki Carib Challnge $49

Mechwarrior $49
RPM Racing $44
Race Drivin’ $49
Road Riot 4WD $49
Rock & Roll Racing $49
Star Fox $56
Super Battle Tank $54
SuperF1 2 356
Super Mario Kart $46
Super Strike Eagle $54
Top Gear 2 $49
WarpSpeed 549
Wing Commander $56

SNES ROLE PLAYING

Arcana $49
Curse of the Azure Bends $64

Drakkhen $49
Dungeon Master $59
Equinox $49
Final Fantasy Legend 2  $54
Final Fantasy Mystic Qst $36
Gemfire $56
Inindo $59
Lord of the Rings $54
Might & Magic 2 $56
Might & Magic 3 859
Shadow Run §56

Spellcaster:Aspects Valor $49
Ultima 6 $5:
Uncharted Waters $59

Aero Biz $59
Clue $46
HUMANS $49
Imperium $43
Jeopardy $49
Mario Paint §59
Monopoly $46
Q-Bert $49
Railroad Tycoon §54
Rampart $44
Romance 3 Kingdoms 2 $59
Shanghaii 2 $46
Simearth $59
Super Caesars Palace  $49
Super Conflict $49
Troddlers $46
Utopia §52
‘Wheel of Fortune $49
SNES SPORTS

American Gladiators $54
Black Bass $52
Bulls vs Blazers $54
Cal Ripkin Baseball $49
David Crane Amzg Tnnis $49
Football Fury 346
Hit the lce 549
J Connors Pro Tennis $44
MVP Football $49
Madden Football 93 $49
INBA Super Allstar Chall  $49
NCAA Basketball $49
NFL Football $54
NHL Players Hockey $54
Pigskin $44

Roger Clemens MVP Bbll $47
Super Bowling $49

Super Davis Cup Tennis $44
Super High Impact Footbll $49
Super Slam Dunk $49
Super Slap Shot 349

Super Soccer $48
TECMO Super NBA Bball $59
WWF Super Wrestimnia 2 $59
World League Soccer 839

Chase HQ $24
Mortal Kombat $32
Spiderman 821
Terminator 2

$32
WWF Steel Cage Chaling $32

SNES ADVENTURE

ActRaiser 2
AddamsFam Pugslys SH $52
Alien vs Predator

Aliens 3 $49
B.O.B. $49
Batman Returns $52

Batman:Revenge of Joker $49
Battle Toads

Bubsy $56
Congo's Caper $44
Daffy Duck/Marvin Martn $52
Death Valley Rally $52
Dracula $49
Dragons Lair $43
Global Gladiators $49
Goof Troop $54
Joe & Mac 1 $49
King Arthurs World $52
Mickeys Magical Quest $59
Out of this World $54
Prince of Persia 349
Ren & Stimpy Show $54

Spiderman & X-Men $54

Star Trek $59
Super Empire Strikes Bek $59
Super Star Wars $52
Super Turrican $44
Super Valis 4 $49
Superman $49
T2:Arcade Game $49
T2:Judgement Day 854
TazMania $52
Teen Mutant Ninja Trils 4 $49
Terminator $49
Tiny Toon Adventures  $54
Tom & Jerry $49
Vikings $52
Wizard of Oz §52

TURBOGRAFX

Turbo Duo System $289
Air Zonk $46
Bonk's Big Adventure $44

Cosmic Phantasy 3 SCD $46
Dungeon Explorer 2 SCD $46
Magical Chase $4i
Riot Zone SCD
Vasteel SCD $46
Wolrd Sports Competition $43

$46

Neo Geo Gold System  $569

2020 Super Baseball ~ $139
3 Count Bout $199
Baseball Stars Pro $129
King of Monsters $149
Super Side Kick $179
World Heroes 1 or 2 $199

*FREE GAME OFFER

Buy any 4 in stock games and
choose a 5th game free from the
list below. Offer subject to
change or cancellation without
notice. Valid while supplieslast.

GENESIS

Exile, Global Gladiators, Light-
ning Force, Power Pad, Vallis,
Where in the World is Carmen
San Diego, Young Galahad, Ys3

SNES

Ascil Pad, Blaze On, D Force,
Harley's Humongous Adven-
ture, Jimmy Connors Tennis,
Musya, Phalanx, Rocketeer,
Xardion

TERMS & CONDITIONS

Visa & MC Accepted. CODs $6.
Checks Held 4 Weeks. Money Or-
ders Treated as Cash. Most ems
Shipped Same Day. Shipping times.
not guaranteed. Defectives re-
placed with same product. Price,
offer & availability subject to
change. Al Sales Final.
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games for lhe Super NES:

: Sh 2 (a_

virtual- reahty based game)

I (an exten-

sion of lhe comic book), and

(a side-scrolling

space shooter with advanced
music technology).

" Activision filmed
2xﬂcmlesina cD version of

Return to Zork.

Gamers who cut their teeth
- on the old Atari 2600 will want
to see what Activision’s done to
some old Atari favorites this
fall. The Super Classics line for
the Super NES mixes ongmal
Atan titles — ¥
,and - and con-
temporary technology to
achieve some interesting effects.
In the newest version of Pitfall,
for instance, Pitfall Harry no
longer swings on vines, he
bounces with bungee cords!

Has the Lynx
Been Declawed?

Lynx gamers had better hold
on; their portable pusses may be
in for a rough ride. Toys R Us,
Atari’s largest retailer, has
stopped carrying Lynx products.
Additionally, Atari has closed
down its once-thriving office in
Lombard, IL, and sources tell us
the crew working at its Sunny-
vale, CA office has been scaled
down. However, we've also
heard that Atari has nearly 20
‘Lynx games in development,
and the system is still sold at
Software Etc., Electronics

Boutique, Babbage’s, and

other outlets.

152

Jive actors for the - summer or early fall (it was orig-

Atari’s Jaguar
Goes for the
Jugular...Maybe

In a related story, Atari states
that the bulk of its internal
development staff is concentrat-
ing on the long-promised

guar home system. Touted
as a high-end, 64-bit, car-
tridge-based machine with a
price below $300, the Jag is
slated to be introduced to the
media at a New York press
reception following the Sum-
1 mer Consumer Electronics
® Show in June. A nationwide
 launch is planned for late

inally promised for late 92 or
early "93). Atari won't release

game details, but claims to have B8
already signed up a number of

licensees.

How powerful is the
Jaguar? In a car race, Atari says
its custom 64-bit processor is,
well, like a Jaguar, and 16-bit
systems are like bicycles. Atari
spokesperson Bob Brodie even
goes so far as to assert that
“third-party developers who've
seen both 3DO and Jaguar hard-
ware presentations say the
Jaguar is better.” (No, this isn't
an April Fools joke!) Is the
Jaguar a SNES and Genesis
killer, or is this feline full of it?
We'll have the answers when
Atari does!

Nintendo Sells
Basic Game Boy
System for $49

Portable Game Boy power now
$49.95.

Handheld holdouts can now get
gaming on the go for half a hun-

EAMEPRD -

 dred bucks. Nintendo has
- introduced a stripped-down

basic Game Boy package for
$49.95, which buys only the

- system and batteries. The
: $79.95 model is still offered,
. which also includes Tetris,

headphones, and the multi-
player game link cable.

Sega, Sonic Help
Kids in Need

gam ata R
1d onald

: Sega of America’s doing

good deeds faster than a super-
sonic rodent in tennis shoes.
Sega recently donated 157 Sega
Genesis systems and software
libraries to Ronald McDonald
Houses around the world.
Ronald McDonald House is a
temporary residence for families
with children being treated at
local hospitals.

h A
m:eﬁmﬂghﬂ-’”f““’”"“""w

the event, including Armin
Shimerman, who plays Quark
on Star Trek: Deep Space Nine,
Bruce Wilkerson of the L.A.
Raiders, and key Sega
executives.

Accolade, Sega Settle
Their Differences
United they stand, at last! Sega

. Enterprises, Ltd. and Acco-

lade have ended their pro-
longed mutual lawsuit in
a third-party licensing
agreement. The central
issue of the lawsuit was
“reverse engineering,” a
development process
Accolade used in creating
unauthorized games. If the
courts had ruled in Sega’s
o/ favor, a legal precedent
could have been established -
making all independent soft-
ware development illegal. How-

. ever, since the case never went :

to trial, the laws have not been

- changed.

Accolade’s current schedule

- of Genesis games mcludlng ;

unaffected Accolade wﬂl also
consider publishing prod-
ucts for the Sega CD and
Game Gear. Accolade
notes that its game quality
will improve, because the
company will use special -
programming and devel-
opment tools that Sega -
provides only to:
licensees.

Following the announce-

Melrose Place,
som, Van&“;e‘g" . ndeff Goldblum of 0L, an Accolade employ-
Deelﬂﬂf;"ﬂm showed for KIIS and Unite. e was overheard saying,
Jurassic “Will Bubsy and Sonic finally be -
Sega also worked with a seen in public together?”
Los Angeles radio station to
sponsor a fund-raising concert NEWS BLIPS...

called “KIIS and Unite,” which
benefited the Pediatric AIDS
Foundation (PAF). A host of

. celebrities turned out to support

July 1983

..Electronic Arts has
moved to Sesame Street. A
recent deal between the giant

Continued on page 154.



HAVE AN AMUSEMENT PARK
" ALL TO YOURSELF.

(Except for a couple of rats.)

Step right up to the NES™ ride of your life when the Toonsters
take on the world’s wackiest fun park in Tiny Toon
Adventures™?2 - Trouble in Wackyland™ Montana Max and
his rodent warriors have heaps of trouble planned for our
pals. See if you can stomach all 5 unique arcade adventure games. Babs
Bunny goes over the edge on the perilous Roller Coaster. Plucky Duck is at
the wheel of the b-b-b-bumpy Bumper Cars. Hamton squeals in panic on
the Wild Western Train Ride. Furrball clings for all nine lives on the High
Speed Log Ride. Worst yet, Buster is ready to pull his hare out in the topsy
turvy Fun House Maze, where that carnival creep
| Montana Max awaits.

You've got your ticket to the weirdest amusement
W park you'll ever see. Head for the

| front gates! And don't forget

your rat repellent.

Konami Game Hint and Ti ; Line:
1-900-896-HINT(4468).

70¢ per minute charge. Minors must have parental
permission before calling. Touch-tone phone required.




- game company and Children’s
' Television Workshop, the 25- |
 year-old educational television
. company, will result in new :
‘ interactive products featuring the : Championship, for the SNES
- and Game Boy.
. .. .Could airborne handhelds °
- bring aircraft crashing down? :
The Federal Aviation Admin- :

- popular Sesame Street characters.

istration (FAA) is considering
- whether to restrict or even ban
- the use of certain electronic
 devices on planes. These elec-

“ tronic  devices, including
. portable computers, cellular -
. phones, and electronic games, -
“might interfere with an air- -
: : gen to develop a new line of
¢ .. .For the first time in its his-
* tory, Nintendo has shipped a

: plane’ navigational controls.

- million copies of a game to

: stores. Which one took the hon-

 ors? You don't have to be as
i clever as a fox to figure out

: about game.

: .. .Gametek, Part I: Look for ;
- some new Gametek games in |

Nintendo NES

1. Tiny Toon Adventures 2: Trouble in Wackyland

2. Tecmo NBA Basketball

3. Alien 3

4. Yoshi's Cookie

6. Batman Returns

6. Bases Loaded 4

7. Spiderman: Return of the Sinister Six®

&. The Simpsons: Bart Meets Radioactive Man

9. Best of the Best

10. Mega Man &

the next few weeks: two
puzzlers, Tesserae and Jeop-
ardy, for Game Gear, and a
racer, Nigel Mansell’s World

...Gametek, Part II: The
company also promises some

special releases in time for |

Christmas, including Family

: Feud, Wheel of Fortune 2, |

and Jeopardy 2, all for the

- SNES and Genesis.

.. .But can he shoot the rock?

Basketball broadcasting big- |

mouth Dick Vitale has signed a
multi-year contract with Ten-

video hoops. The deal tips off at

the end of '93 with Dick
| Vitale's Awesome Baby Bas- |
ketball, featuring the colorful
announcer’s voice, likeness, and
- strategy. With typical modesty
“ who's the star| See our April
: cover for the years most talked- :
i ...Look for Natsume’s :

Vitale promises “It’1l be uno
number one, baby!”

Championship Wrestling for :

the SNES in late '93.

1. Star Fox
2. Fatal Fury
3, Batman Returns

4, Tom and Jerry

5. Tiny Toon Adventures: Buster Busts Loose

6. Tecmo Super NBA Basketball

7. Combatribes

9. Brawl Brothers

10. Hit the lce

Super Nintendo

8. Bulls vs. Blazers & The NBA Playoffs

- ...More sports

news: Football
- fans in San Fran-

cisco are still [

mourning  the ||
¢ April trade of leg-
. endary quarter-
! back Joe Montana
i from the 49ers
i to the Kansas |
 City Chiefs. As |
| far as Sega is con-
! cerned, however, |
. Joe will always be
! a 'Niner, which is |
\ how he was depict-
i ed in Joe Mon-
i tana Il Sports
: Talk Football -
for the Genesis. As long as the
- game continues to sell, Sega has
- no plans to change Joe’s red
uniform or number 16, no
- matter what happens in his
 reallife career. (Incidentally,
- youw'll notice that the Kansas
| jerseys are also red. How
© convenient!)

1. X-Men
2. Cool Spot
3. Flashback

4, Fatal Fury

...SNK has announced the
winners of its Art of Fighting
Master the Magic Contest. Con-
grats to Shawn Cunningham of
Chicago, Lou Davidson of -
Orlando, and Steve Curran of -
New York. Each gets a Neo*Geo -
Gold Advanced home arcade

: SYS[B'HI

Sega Genesis

5. Bulls vs. Blazers & The NBA Playoffs

6. American Gladiators

7. King of the Monsters

8. R.B.l. Baseball '93

9. Out Of This World

10. Al Michaels Announces Hardball Ill

This information was provided exclusively to GamePro courtesy of Blockbuster Video.
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Hundreds of stores, coast to coast!

FREE GAME
FREQUENT PLAYER CARD

Available at participating stores only.

Supplies are limited. Prices and titles may vary. R E NT ] 0
© 1993 West Coast Entertainment, Inc. L
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Back Issues of GamePro!
Don’t Miss Any of the Action!
#38 (Sept. '92) Special Streetfighter Il Strategy
Guide Insert, Part 1
#39 (Oct. '92) Streetfighter Il Strategy Guide
Insert, Part2
e #40 (Nov. '92) Streetfighter Il Strategy Guide
0% Insert, Part 3
=X #41 (Dec. '92) Streetfighter Il Srategy Guide
0 Insert, Part4
42 (Jan. '92) StreetFighter Il Turbo Strategy
Guide, Battletoads Pull Out Section
#43 (Feb. '93) Art of Fighting/World Heroes
Special Strategy Guide
\ #44mdar’93)80n1028&ategyfnsen Part!
#45 (Apr."93) Sonic 2 Strategy Insert Part 2
#46 (May '93) Super Sports Roundup Insert
#47 (Jun. '93) Super Star Wars Strategy Guide Insert .

§4.95 Each indicate issue number on order.

The First Issue of
GamePro!

Only a few copies remain of GamePro’s Premiere
issue. This is the original and will not be reprinted! -
Complete your collection. Get 'em while they last. %5

$8.95 Each
GamePro’s 16-Bit Specials!

Jam-packed with the latest 16-bit news, reviews and |
strategies!
16-Bit Video Garming (Feb. '92)
Super Tips & Tactics plus Buyer's Guide
16-Bit Video Gaming (May '92)
Buyer's Guide, The Best New Genesis Games
16-Bit Video Gaming (Jan. '93)

One of our bestselling products!

4 all game systerns!

The Official Player’s Guide to Sonic
The Hedgehog™
Step-by-step strategies for mastering Sonic
The Hedgehog 1 and 2 for Genesis™ and
Game Gear™
224 pages JasonR.Rich $12.95
GamePro Hot Tips: Sports Games
200 pages The Edtors of GameProl - 99.95
Super Mario World Secrets
Comprehensive guide to Super
Mario World for the SNES.
DeMaraandMeston  $72.99

Sega Genesis Secrets
20pages. DeMaraandMetston  $9.95
Sega Genesis Secrets, Vol. 2
290 pages. Ruse! DeMaria
Sega Genesis Secrets, Vol. 3

$9.95

280pages  DeMaria and Meston $9.99
Sega Genesis Game Secrets Greatest Tips

256 pages. The Editors of GamePro $9.99
Super Nintendo Entertainment System Games Secrets

Detailed strategy guide for the SNES!

300 pages. $9.99
Super Nintendo Entertainment System Games Secrets, Vol. 2

350pages.  DeMaria and Meston $9.99
Uttimate Unauthorized Nintendo Super NES Game Strategies

The definitive hint book for Nintendo’s new 16-bit system.

240pages.  Sandlerand Badgett $4.95

S.W.A.T.PRO!

Tons of killer secret codes, /
passwords, and winning strategies for*

Year End Special Best Games of '92
$4.95 Each indicate issue number on order. SWATPRO (Mer. '92) Feature on Castievania IV
SWATPRO (Viay'92)  Feature on Batrman

The GamePro Video SWATPRO (July'92)  Feature on Street Fighter I

me Li I Ch SWATPRO (Sept. '92)  Feature on TMNT IV
Gl:? the compenﬁ?e,gg’eywiﬂ? these in-depth strategy V2 SWATPRONov ) Foatum on Susr Doulis Crgon
books from the top gamers in the industry. These ks SWATPRO (Jan.'93)  Feature on Road Runner's Death Valley
books cover it all. Order yours today! SWATPRO (iar: 99 Feature on Sonic The Hedgehog 2

GamePro’s Streetfighter Il Strategy Guide
Over 160 ﬂJ.'i-coior pages of in-depth Street Fighter Il

Street Fighter Il for the Super NES.

160 pages. The Editors of GamePro $9.95

54.95 Each indicate issue number on order.



To Order:
Fill out a product order card from below and mail to:

GamePro Products
P.0. Box P”
San Mateo, CA 94402
Or Call: 415-330-4PR0 '
{(No video game or subscription information available at this number)

Shipping. ; B s : : g Ty
R S e Qty. Description Size Unit Pri Total

Upto 85 $2.50 $4.50 $4.50

$5.01 o §10 $3.95 $6.00 $6.00

$10.01 1o 320 $4.95 $7.00 $7.00

$20.01 o $30 $5.95 $8.00 $9.00

(3 Check/Money Drder™ ) VISA 3 MC (Min. Credt Card Order $10)

Subtotal
$30.01 10 $45 $7.50 $9.50 $12.00 Credt Card No., Bap.
Signature Total Price
$45.01 0 §75 $8.95 $11.00 $15.00 Shipping (ses char)
Send to:
$75.01 and over $10.50 $15.00 $20.00 Name: Sales Tax (CA=8.25%, IL=8.25%)
Address A Grand Total
Giy State 11.3. Dollars Only

it I'_ y
SURFACE AIR z i
s Y Nty OO Qty. Description Size Unit Price Total
Please Add Please Add
Up 1o $5.00 $5.00 $10.00
$5.01 10810 $6.00 $11.00
$10.01 Lo $20 $7.00 $15.00
$20.01 10 $30 $8.00 $18.00
(2 Check/Money Order* 11 VISA T3 MG (Min. Credit Card Order $10) Subtotal
$30.01 to $50 $10.00 $20.00 Credit Card No. EXp.
Signature Total Price
$50.01 to $100 $15.00 $30.00
Shipping (see chart)
Dver $100 $25.00 $50.00 mﬂ to: Sales Tax (EA=B.25%, 1=B.25%)
Delivery Date: 6-8 weeks Address Apt. Grand Total
All Prices are in U.S. Dollars city State LS. Doltars Dnly

PLEASE PRINT CLEARLY

“Please make checks payable to GamePro. Pre-payment required. Offer good for a limited time only.
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Advertisement

GANE
DISCOUNT

WRARENOUSE
(312) 736-5315

AMERICAN GLADIATORS $52.00
BUBSY $55.00
FATAL FURY $55.00
JURASIC PARK $53.00
LOST VIKING $48.00
MARIO IS MISSING $49.00
MECHWARRIOR $50.00
MORTAL KOMBAT CALL
POCKY & ROCKY $51.00
STARFOX $54.00
SUPER CEASERS PALACE $48.00
SUPER TURRICAN $43.00
TAZMANIA $52.00
TOP GEAR 2 $49.00
‘WOLF CHILD $49.00
YOSHI'S COOKIE $48.00

GENESIS

BUBSY $49.00
BULLS VS BLAZERS $49.00
COOL SPOT $45.00
DRACULA $52.00
FATAL FURY $53.00
FLASHBACK $55.00
NFL QUARTERBACK CLUB CALL
MORTAL KOMBAT CALL
OUT OF THIS WORLD $48.00
R.B.I. BASEBALL '93 $44.00
SHINOBI 111 $45.00
STREET FIGHTER 2 CHAMP ED. $63.00
STRIDER II $49.00
WWF2 ROYAL RUMBLE CALL
X-MEN $47.00
GENESIS CD-ROM
AFTERBURNER $39.00
BRAM STROKERS DRACULA $49.00
BATMAN RETURNS $42.00
ECCO THE DOLPHIN $42.00
JOE MONTANA FOOTBALL $49.00
FINAL FIGHT $42.00
MORTAL KOMBAT CALL
RISE OF THE DRAGON $42.00

MANY MORE TITLES IN STOCK
8-BIT NINTENDO ALSO AVAILABLE.

WE BUY USED GAMES

PRE-ORDER YOUR NEW RE-
LEASES FOR A 5% DISCOUNT.
SEND $2.00 FOR THE MOST CURRENT
CALENDER OF UPCOMING NEW RELEASES
TO: P.0.BOX 41936 CHICAGO, IL 60641

ALL PRICES AND AVAILABILITY ARE SUBJECT TO CHANGE
‘WITHOUT NOTICE. VISAMC ACCEFTED. ALL SALES ARE FINAL_

GAMEPRQ is a publication of International Data Group, the
world's largest publisher of computer-related information
and the leading global provider of information services on
information technology. International Data Group publishes
over 190 computer publications in 61 countries. Thirty mil-
lion people read one or more International Data Group
publications each month. International Data Group's publi-
cations include: ARGENTINA'S Computerworld Argentina,
Infoworld Argentina; ASIA'S Computerworld Hong Kong,
PC World Hong Kong, Computerworld Southeast Asia, PC
World Singapore, Computerworld Malaysia, PC World
Malaysia; AUSTRALIA'S Computerworld Australia, Aus-
tralian PC World, Australian Macworld; Network World,
Reseller, IDG Resources; AUSTRIA'S Computerwelt
Desterreich, PC Test; BRAZIL'S Computerworld, Mundo
1BM, Mundo Unix, PC World, Publish; BULGARIA'S Com-
puterworld Bulgaria, Edivorld, PC World Bulgaria; CANA-
DA'S Direct Access, Graduate Computerworld, InfoCanada,
Network World Canada; CHILE'S Computerworld, Infor-
matica; COLOMBIA'S Computerworld Columbia; CZECH
REPUBLIC'S Computerworld Electronika, PC World; DEN-
MARK'S CAD/CAM WORLD, Communications World,
Computerworld Danmark, Computerworld Focus, Comput-
erworld Uddannelse, LOTUS World, Macintosh Produktkat-
alog, 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-
guages & Systems, Le Guide du Monde Informatique, Le
Monde Informatique, Telecoms & Reseaux; GERMANY'S
Computenwoche, Computerwoche Focus, Computerwoche
Extra, Computerwoche Karriere, edv aspekie, Information

| Management, Macwelt, Netzwelt, PC Welt, PC Woche,

Publish, Unit; HUNGARY'S Alaplap, Computerworld SZT,

| PC World; INDIA'S Computers & Communications;
| ISRAEL'S Computerworld Israel, PC World Israel; ITALY'S

Computerworld ltalia, Lotus Magazine, Macworld Italia,
Networking Italia, PC World Italia; JAPAN'S Computer-
world Japan, Macworld Japan, Sunwaorld Japan; 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, MacWorld Magazine,
NEW ZEALAND'S Computer Listings New Zealand, Nev
Zealand PC World; NIGERIA'S PC World Africa; NOR-
WAY'S Computerworld Norge, C/world, Lotusworld Norge,
Macworld Norge, Networld, PC World Ekspress, PC World
Norge, PC World's Product Guide, Publish World, Student
Data, Unix World, Windowsworid, IDG Direct Response;
PANAMA 'S PC World; PERU'S Computerworld Peru, PC
World; PEOPLE'S REPUBLIC OF CHINA'S China Camputr-
world, 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 Com-
puterworld Poland, PC World/Komputer; PORTUGAL'S
Macln; RUSSIA'S Computerworld-Moscow, Mir-PC; Sety;
SLOVENIA'S Monitor Magazine; SOUTH AFRICA'S Com-
puting S.A.; SPAIN'S Amiga World, Computerworld
Espana, Communicaciones World, Macworld Espana,
NeXTWORLD, PC World Espana, Publish, Sunworld; SWE-
DEN'S Attack, ComputerSweden, Corporate Computing,
Lokala Natverk/LAN, Lotus World, MAC&PC, Macworld,
Mikrodatorn, PC World, Publishing & Design (CAP), Datal-

| ngenjoren, Maxi Data, Windows World; SWITZERLAND'S

Computerworld Schweiz, Macworld Schweiz, PC & Work-
station; TAIWAN'S Computerworld Taiwan, Global Com-
puter Express, PC World Taiwan; THAILAND'S Thai
Computerworld; TURKEY'S Computerwarld Monitor, Mac-
world Turkive, PC World Turkive; UNITED KINGDOM'S

| Lotus Magazine, Macwaorld, Sunworld; UNITED STATES'
| AmigaWorld, Cable in the Glassroom, GO REview, CIO,

Computervorld, Desktop Video World, DOS Resource
Guide, Electronic News, Federal Computer Week, Federal
Integrator, GamePro, inCider/A+, IDG Books, InfoWorld,
InfoWorld Direct, Laser Event, Macworld, Multimedia
World, Network World, NeXTWORLD, PC Games, PC Let-
ter, PC World, Publish, Sumeria, SunWorld, SWATPro
Video Event, Video Toaster World; VENEZUELA'S Comput-
erworld Venezuela, MicroComputerworld Venezuela, VIET-
NAM'S PC World Vietnam
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SUPER NINTENDO
We Sell $24.95
We Buy $10.00
COMBAT BASKETBALL
D-FORCE

EARTH DEF. FORCE
PILOT WINGS
POPULOUS

SUPER MARIO WORLD
SUPER R TYPE

We Sell $29.95
We Buy $15.00
ACTRAISER

ADDAMS FAMILY
BATTLE CLASH
BATTLETANK

DARIUS TWIN
DRAKKHEN

EXTRA INNINGS
FOREMAN KO BOXING
F-ZERO

FINAL FLIGHT
GRADIUS 11l

HOLE IN ONE GOLF
HOME ALONE
HYPERZONE

JACK NICKLAUS GOLF
JOE & MAC

J. MADDEN FOOTBALL
KABLOOEY

LAGOON

LEMMINGS

MYSTIC QUEST
NOLAN RYAN B.B.
PAPERBOY

PIT FIGHTER

PLAY ACT. FOOTBALL
RAIDEN

ROCKETEER

RPM RACING

SIM CITY

SUPER BB SIMULATOR
SUPER BASES LOADED
SUPER GHOULS GHOSTS
SUPER SOCCER

SUPER SOCCER CHAMP
SUPER TENNIS

SUPER WRESTLEMANIA
THUNDER SPIRITS

TRUE GOLF CLASSICS
ULTRAMAN

UN SQUADRON
WANDERERS FROM Y'S
WORLD LEAGUE SOCCER
XARDION

We Sell $34.95
We Buy $20.00

ADVENTURE ISLAND
AEROBIZ

AMAZING TENNIS
AMAZING GLADIATORS
ARCANA

AXELAY

BAZOOKA BLITZ
BEBE'S KIDS

BEST OF THE BEST
BLAZEON

BULLS VS. BLAZERS
BUSTER BROS.
CALIFORNIA GAMES 2

Send $1.00 for huge catalogue of over 1200 titles for Ni

CAL RIPKEN BASEBALL
CASTLEVANIA IV
CHESSMASTER
CHESTER & CHEETAH
CHUCK ROCK

COOL WORLD
CURSE OF AZURE
CYBERMATOR
CYBER SPIN
DESERT STRIKE
DINO CITY
DRAGON'S LAIR

EL
DUNGEON MASTER
EQUINOX
FIR.O.C.
FABLES + FIENDS
FACEBALL 2000
FINAL FANTASY 1
FIRE POWER 2000
GOAL
GODS
GUNFORCE
HARLEY'S ADVENTURE
HOME ALONE 2
HOOK
HUNT FOR RED OCT.
IMPERIUM
INDY HEAT
JAMES BOND JR.
JEOPARDY
JIMMY CONNORS TEN.
JOHN MADDEN 93
KAWASAKI CHALLENGE
KING OF MONSTERS
KRUSTYS FUNHOUSE
LETHAL WEAPON
MAGIC SWORD

.| MAGICAL QUEST

METAL JACKET
MONOPOLY
MYSTICAL NINJA
NBA ALL-STAR CHALL.
NCAA BASKETBALL
NHLPA HOCKEY 93'
‘ON THE BALL

OUT OF THIS WORLD
PEBBLE BEACH GOLF
PGA TOUR GOLF
PHALANX

PRINCE OF PERSIA
PRO QUARTERBACK
PUGSLEY'S HUNT
PUSH OVER

QBERT 3

RACE DRIVIN
RAMPART

RIVAL TURF

ROAD RIOT
ROADRUNNER

R

ROGER CLEMENS BB
ROMANCE 3 KING Il
SIM EARTH
SIMPSONS

SKINS GAME

SKULL JAGGER
SONIC BLAST MAN
SOUL BLAZER
SPACE FOOTBALL
SPACE MEGAFORCE
SPANKY'S QUEST
SPIDERMAN VS. X-MEN
STAR FOX

STRIKE GUNNER
SUPER BATTER UP
SUPER BOWLING
SUPER BUSTER BROS.
SUPER DOUB. DRAGON
SUPER MARIO KART
SUPER MARIO PAINT
SUPER STAR WARS
TINY TOON/BUSTER
TKO BOXING

TMNT. IV

TOP GEAR
UNCHARTERED WATERS
VALIS IV

WHEEL OF FORTUNE
WING COMMANDER
WINGS 2

X-ZONE

ZELDA I

We Sell $49.95
We Buy $30.00

STREET FIGHTER 2
TECMO NBA BASKETBALL

SEGA GENESIS
We Sell $14.95
We Buy $3.00

ALTERED BEAST
FATAL LABYRINTH
FLICKY

SHOVE IT

SONIC THE HEDGEHOG
TARGET EARTH
TRUXTON

WHIP RUSH

ZOOM

We Sell $16.95

We Buy $7.00
AIR DIVER

ALEX KIDD ENCH.
ARROW FLASH
ATOMIC ROBO KID
BATTLE SQUADRON
BIMINI RUN
BUDOKAN

BURNING FORCE
CYBERBALL

DE CAP ATTACK
DICK TRACY

DJ BOY

DYNAMITE DUKE

E SWAT

FAERY TALE ADV.
FINAL ZONE

FIRE SHARK
FORGOTTEN WORLDS
GHOSTBUSTERS
GHOULS AND GHOSTS
GOLDEN AXE
GRANADA
HARDBALL
HELLFIRE

HERZOG ZWEI
INSECTOR X

JAMES POND

JOE MONTANA
JOHN MADDEN
JUNCTION

KLAX

LAKERS VS. CELTICS
LAST BATTLE

MIKE DITKA FOOTBALL

MOONWALKER

MYSTIC DEFENDER
PAT RILEY BASKETBALL
PHELIOS

RAMBO Il

REV. OF SHINOBI
SHADOW BLASTER
SHADOW DANCER
SHADOW OF THE BEAST
SOCCER

SPACE HARRIER 1
SUPER HANG ON
SUPER HYDLIDE

SUPER MONACO GP
SUPER THUNDERBLADE
SUPER VOLLEYBALL
TECHNOCOP
THUNDERFORCE Il
TOMMY LASORDA B.B.
TOURNAMENT GOLF
TRAMPOLINE TERROR
TWIN COBRA

WINGS OF WOR

We Sell $19.95
We Buy $8.00

AFTERBURNER I
AIR BUSTERS
ALIEN STORM

ART ALIVE
BLOCKOUT
BONANZA BROS.
BUSTER DOUG. BOXING
CALIBER 50
CENTURION
CRACKDOWN
‘CROSSFIRE

DARK CASTLE
DINOLAND

FATAL REWIND
GAIN GROUND
JAMES POND I
JEWEL MASTER
KINGS BOUNTY
MARIO LEMIEUX HOCKEY!
NHL HOCKEY
STRIDER

SWORD OF SODAN
THUNDERFORCE [l
THUNDER FOX
TROUBLE SHOOTER
WARDNER

We Sell $21.95

We Buy $10.00
ALISIA DRAGON

ARCH RIVALS

ARCUS ODYSSEY
ATOMIC RUNNER
BACK TO FUTURE Il
BATMAN
BATTLEMASTER

GALAXY FORCE Il
GOLDEN AXE Il
GREENDOG
GROWL

HARD DRIVIN

JOE MONTANA 2
JOHN MADDEN 92
KA GE KI

MARBLE MADNESS
MARVELAND
MERCsS

MICKEY MOUSE
MIDNIGHT RESISTANCE
MUSHA

Niné

. GUARANTEED

ALL THE GAMES WE SELL ARE USED AND ARE SOLD WITH A ONE YEAR
GUARANTEE. EXCHANGE WILL BE FOR THE SAME GAME ONLY IF DEFECTIVE.

OQUTRUN
PHANTASY STAR 1l
POWERBALL
QUACKSHOT
RAIDEN TRAD
RASTAN Il

RBI BASEBALL 3
ROADBLASTERS
SAGAIA

SOL-DEACE

SPACE INVADERS 91
SPEEDBALL 2
STORMLORD

TASK FORCE HARRIER

=]

OKI
VALIS I

We Sell $24.95
We Buy $12.00
688 SUB ATTACK

ABRAMS BATTLE TANK
BEAST WRESTLERS

BREACH

BUCK ROGERS
CADASH
COLUMNS

DAVID ROBINSON

FERRARI GRAND PRIX
FIGHTING MASTERS

F-
IMMORTAL

MAVERICK

OLYMPIC GOLD
PAPERBOY

PIT FIGHTER

QUAD CHALLENGE
RAMPART

ROAD RASH

SAINT SWORD
SHINING IN DARKNESS
SLAUGHTER SPORT
SPIDERMAN

STAR CONTROL
STARFLIGHT

STEEL EMPIRE
STREETS OF RAGE
STREET SMART
SUPER OFF ROAD
SWORD OF VERMILLION
ULTIMATE QIX
WARRIOR OF ROME

We Sell $26.95

We Buy $14.00
ALIEN 3

CALIFORNIA GAMES
CARMEN SANDIEGO
DEATH DUEL
DEVILISH

DOUBLE DRAGON

THE DUEL

EARNEST EVANS
GUARDIAN ANGELS
HOLLYWOOD SQUARES
KID CHAMELEON

MS. PACMAN

oG O0OOOOIOOOIOOPONONOIOPOONOROEOBSONSRRRODN

WE ALSO BUY & SELL ALL

NINTENDO rities

[ AR E RN AN ERE RS R AR AR R E AR R N NI

§ PRICES UNTIL
¢ AUGUST 31, 1993

MYSTICAL FIGHTER
PACMANIA

ROLLING THUNDER 2
TOE JAM & EARL
TRAYSIA

TWO CRUDE DUDES
WONDER BOY M/LAND

We Sell $29.95
We Buy $15.00

AQUATIC GAMES
AMERICAN GLADIATORS
ANDRE AGASS! TENNIS
BIO HAZZARD BATTLE
BULLS VS. LAKERS

CAL RIPKEN JR. BB
CHAKAN: FOREVER MAN
CHUCK ROCK
CORPORATION
CRUEBALL

CYBER COP

EVANDER HOLYFIELD
GEORGE FOREMAN BOX.
G-LOC

GLOBAL GLADIATOR
GODS

HEAVY NOVA

HUMANS

INDIANA JONES CRUS.
JAMES BOND 007

JEN. CAPRIATTI TENNIS
JORDAN VS. BIRD
KRUSTYS FUNHOUSE
LEADER BOARD GOLF
LEMMINGS

LHX ATTACK CHOPPER
LIGHTING FORCE
MIGHT AND MAGIC

OUT LANDER
PAPERBOY 2

PGA TOUR GOLF
PHANTASY STAR ill
PIGSKIN FOOTBALL
POWER MONGER
PREDATOR 2

PRO QUARTERBACK

RBI BASEBALL 4

RINGS OF POWER

RISKY WOODS

ROAD RIOT

ROLLO TO THE RESCUE
SIMPSONS

SLIME WORLD
SORCERER'S KINGDOM
SPORTSTALK BASEBALL
SPORTSTALK FTBALL 93
STEEL TALONS

SUNSET RIDERS

SUPER HIGH IMPACT
SUPER MONACO GP 2
SUPER OFF ROAD
SUPER SMASH TV
SUPER WRESTLEMANIA
SWAMP THING

SYD OF VALIS
TALESPIN

TERMINATOR
TERMINATOR 2: ARCADE

TOXIC CRUSADER
TYRANTS

VALIS

VAPOR TRAIL

WARRIOR ETERNAL SUN
WARRIOR OF ROME Il
WARSONG

WORLD TROPHY SOCCER
We Sell $39.95
We Buy $20.00
ARIEL, THE LIT. MERMAID
BATMAN RETURNS
BATMAN: REV. OF JOKER

BATTLE TOADS
CAPTAIN AMERICA

o
ey

DESERT STRIKE
DOUBLE DRAGON 3
ECCO THE DOLPHIN
GADGET TWINS
GEMFIRE

JEOPARDY

JOHN MADDEN 93
LOTUS TURBO CHALL.
MONOPOLY
MUHAMMAD ALI BOXING
NBA ALL-STAR CHALL.
NHLPA HOCKEY 93

PGA GOLF 2

ROAD RASH 2
ROMANCE 3 KING Il
SIDE POCKET

SONIC 2
SPLATTERHOQUSE 2
STREETS OF RAGE 2
STRIDER Il

SUPERMAN

TAZMANIA

TEAM USA BASKETBALL
TMNT: HYPERST. HEIST
TONY LARUSSA BB
UNCHARTERED WATERS
WHEEL OF FORTUNE
WORLD OF ILLUSION
X-MEN

SEGA CD
We Sell $34.95
We Buy $20.00

BATMAN RETURNS
BLACK HOLE ASSAULT
CHUCK ROCK

C+ C MUSIC

COBRA COMMAND
DUNGEON MASTER
HOOK

KRISS KROSS

MARKY MARK

NIGHT TRAP

PRINCE OF PERSIA
RISE OF THE DRAGON
ROAD AVENGER
SEWER SHARK

WOLF CHILD
WONDER DOG

(B EXRE X RN

718-229-1435

We Have Many More Titles Available That Are Not In Tbls Ad Prices quoted on telephone.

is, Sega M.

, Super ]

boy, Sega G

and Sega CD.

ORDERING INSTRUCTIONS: Send orders to: Play It Again, P.O. Box 6718, Flushing, NY 11365. Attn: Order Dept. PLEASE PRINT CLEARLY. NO FOREIGN ORDERS. Add $4.00 for shipping
and handling on each order: $8.50 for Alaska, Hawaii and Puerto Rico. NO CREDIT CARDS ACCEPTED. NO. C.0.D. Orders. New York residents must add appropriate sales tax. Personal check will
delay shipment up 1o three weeks. We ship by United Parcel Service and U.S. Mail. If you order three or more cartridges in one order and list alternates for each, we will pay the shipping (U.S. only). We

reserve the right to refuse any order. All used cartridges are sold with a ONE YEAR limited warranty. We put a (invisible to the eye} b

with, damaged or abused, warranty will not be honored. Order with confidence.

d code on all id

Id. If th

ririd

case or chip is tampered

SHIPPING INSTRUCTIONS: Send games to: Play It Again, Dept. 1B. 67-25B 186 Lane, Flushing, N.Y. 11365. PLEASE PRINT CLEARLY. Wrap cartridges securely. Include a list of what you are selling
with your name, address and telephone number. If you send (5) five or more cartridges at one time we will 2dd $2.00 to the total amount due. Please ship by UPS or U.S. Mail. Sega Genesis and Sega Master
System cartridges must Include the complete box. We will deduct $1.00 for each missing instruction booklet. 50¢ for missing slip case and $5.00 for each missing Super Nintendo box and $2.00 for
each missing Gameboy box. We do not accept Sega Genesis Games without complete original box. We deduct $3.50 for any cartridge we have to ship back to you. I your games are not received by August
31, 1993, we will pay you using list #28 effective September 1, 1993. IN EUROPE ONLY - Contact Video Vault Lid., Evergreen Road, Cork, Ireland. Phone 353-21-366710. Fax 353-21-310602. Minimum

order 100 games

We are not related to or endorsed by any of the manufacturers of the products contained in this list. We reserve the right to refuse any purchase or sale. Price subject to change without notice. Not responsible
for typographical errors. All items subject to availability. ©PLAY IT AGAIN 1993. All Rights Reserved.




The SN ProgramPad Leaves Em

The SN ProgramPad for Super NES  ing for you to punch a button. And if those aren’

» is a force to be reckoned with. Irs  enough for you, just program 6 of your own power
30 pre-programmed buttons, moves to totally crush your enemy. All this plus vari-
including a secret code, give YOU able auto-fire & slow motion, 8-way directional con-
the power to blow your opposition trol, and an LCD screen! After all, when you're up
right out of the water. Imagine pos- against sharks, you do what it takes to win.
sessing the only pad that KNOWS 20 special Street
Fighter II™ moves and 9 special Fatal Fury™ The SN ProgramPad

moves! That’s right, they’re already in there, just wait- - now you can make your own rules.

Street Fighrer II™ is a trademark of Capcom USA. Fatal Fury™ is a trademark of Takara Co., LTD.
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s e e Electronics Boutique, Kay Bee Toys,

sl 410-785-5661

Available at:




? As if things weren’t ooky
pUGSLw s : enough! Now Pugsley
Addams mustgoona
SCAVENGER | men
: - ' scavenger hunt. There’s
g . g e  allsorts of unnaturally
: = : : delightful traps. And 4
idden switches all about, -
which produce the
loveliest, blood-curdling
effects when Pugsley runs-

Screen shots Shown are from the.
Super NES version of the game.

© 1992 H-B Production Co. All Rights
Reserved. Based on the characters
created by Charles Addams. TM
designates a trademark of Paramount
Pictures. Game program © 1992 Ocean
» Software Limited. Ocean is a registered
Ocean of America, Inc. trademark of Ocean Software Limited.

: 1 i % Nintendo, Super Nintendo, Game Boy™,
1855 O'Toole Ave., Suite D-102 mw and the official seal are registered
San Jose, CA 95131 8 trademarks of Nintendo of America. Inc.



