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ON SEPTEMBER 30th,
DINOSAURS WILL FLY!

AT A

Because on that day, the home entgaf‘r't'ain'n'igé‘r:;i‘?-%wnrid starts spinning at 64 bits —
faster than any video game system or'personél computer ever made. Live your dream:
Nintendo 64 and its revolutionary 3-D controller will send you as far into the game as you dare to go.
Over the top. Out on the edge. Choose your hero: James Bond, Ken Griffey, Jr.,
Super Mario. Or even Darth Vader. You’ll find them on games
exclusive to Nintendo 64. Players will rock. Competitors will weep.

Is it worth the wait?

Only if you the best!
il NINTENDOS
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1'd like o take this opportunity to answer the loyal
Atari supporters who’ve heen writing us in regards to.

our less than vast Jag coverage of late. It's true, we
came out of the gate smokin’, offering Atari a dedi-
cated section and ample ediieriai support. Early on

+ things looked great. Our Atari rep, Bob Brodie, took

- great care of us and had a general concern and love
~ for Atari and the games they produce. But when Bob
* . left Atari to spend more time at home, we were left

with non-gamer types with little concern for our

efforts and a general lack of interest in keeping us
~ abreast. We were open-minded and excited when

Atari announced it's re-emergence into the gaming
world, and hoped that Atari would atiract some high

- profile third parties with the licenses it takes to
‘hecome a force in gaming. It looked good for a
" while, but as was the case many years ago, one .
- thing stood in Atari’s way... Atari. The reality of the
Saturn and PS spawned a too-little-too-late CD with .
~ Sony PlaySiahan -Sega Saturn, and Matsushita M2

no support and then, when the Saturn and PS

~ showed up on the scene, just ahout every developer
~worth his weight in foam ruhber dove at the chance

to program for the big boys. Jag development was

put on the back burner, and just like that, the curtain
 fell. There were massive lay-offs at Atari this week,

and, aﬂhough nuihmg is nmmai it seems

all but over. While Atari Interactive will begin PC

development, the Jag sadly seems but a memory. {l -

of Battiemorph you'll not only have a ni_ce -

you can lay your hands on a Jag CD and copy ' -
game but one heck of a collectors item. :

The game industry isn't always a aretty place, aad: .
even the best-laid plans often fail. Case(s)in point,
Sega’s VR headset and 32X, Nintendo’s Pmlllps and

Sony CD systems, and NEC’s Super CD. 1domiss
NEC. The Virtual Boy isn't lighting any fires either

but | believe it will find its audience granted we find

a way to cover it, whlch we are curreni[y warkmg
with Nintendo to do. -
Back in Volume 2, Issue 5, l wrote about this very
thing. Too many uonss[es too few developers.
Good systems that, under normal circumstances,
would have had a snm have Indeed gnne by the
wayslﬂe -

My predu:iloa far the luiure? The Nmtenduﬁat

will reign, leaving no room for cnmpetmnn and ulti-
mately upgrade again as early as '98, hut preiully
not before '99/2000. Wow, 2000. Imagme gemng
used to writing that on your t:henks
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You're the hottest thing in Rock'n Roll, and somebody just stole your favorite guitar.
It was the devilish Mr. Diablo - resident hard-case in Hades, and hes not about to give it up. He wants to play hard-ball?
That's just fine with you. Grab your heavy metal gear and amp-up to raze the dead with the meanest, coolest tunes ever
composed for a video game! Let the hordes of the Abyss know that they took on the wrong Rock ‘n Roller!

check out Johnny’s website! http://www.anime.net/~johnnyb

O A

SECA SATU

KIDS T0 ADULTS Available on:

Johnny Bazookatone is a trademark of U.S.Gald, Inc.
£1995 U.S. Gold, Inc. Sega and Sega Saturn are . - ) _“
trademarks of Sega Enterprises, Ltd. PlayStation and 1t ; PlayStation
the PlayStation logos are trademarks of Sony Computer
Entertainment, Inc. All rights reserved.




3. Chrono Trigger - SNES
4. Doom - PS

5. Killer Instinct - SNES
6. Sega Rally - Saturn

7. Loaded - PS

8. Yoshi’s Island - SNES

9. Street Fighter Alpha - Arcade

10. Warhawk - PS

This Month's Guest Developer

George Weisiny

Player Dne

»® 1, Guardian Heroes - Saturn :
2. Panzer Dragoon Zwei - Saturn
3. Night Warriors - Saturn

: 4, Hollywood Spot - PS

. fL 5. Super Mario RPG - SNES

1 V:rtua thhter2 Saturn
2. Diddy’s Kong Quest - SNES

89 8. Floating Runner - PS

1. Killer Instinct Il - U64

2. Super Mario* - U64

3. Super Mario RPG - SNES
4. Final Fantasy VIl

5. Resident Evil - PS

6. Tekken 2 - PS

7. Zelda*” - U4

8. Mario Kart* - U64

9. Toshinden 2 - PS

1. Assault Rigs - PS
2. SF Alpha - PS

3. Toy Story - Genesis
4. Wipeout - PS

5. Yoshi’s Island - SNES

6. Assault Rigs - PS

7. RayEarth - Saturn 2. Panzer Dragoon Zwei - Saturn T
3. Resident Evil - PS
4. Guardian Heroes - Saturn

5. Night Warriors - Saturn

-

4

9. Genso Suikoden - PS
10. Dark Savior - Saturn

READERS’ MOS'I_' WMD

10. Panzer Dragoon 2 - Saturn

6. Vector Man - Genesis
7. Destruction Derby - PS

8. Virtua Fighter 2 - Saturn
9. In the Hunt - PS -
10. Jumping Flash-PS

1. Genso Suikoden - PS 6.

8. Devil Summoner - Saturn
9. Darius Gaiden - Saturn
10. Alien Trilogy - PS

Policenauts - PS :
Samurai Shodown 3 - Neo Geo

1. Resident Evil - PS
2. Panzer Dragoon Zwei - Saturn &
) 3. SF Alpha - P$

4. Policenauts - PS

5. Night Warriors - Saturn

8l 9. Tekken 2- Arcade

6. Y's Book1&2-TG16 1. Super Mario™ - U64 _ 6.
{ 7. Guardian Heroes - Saturn 2. Killer Instinct 2 - Arcade | 7
8. Doom - PS 3. SF Alpha - PS hE | 5.

4, Sega Rally - Saturn

10. Crystalis - NES 5. Soul Edge - Arcade

. Doom - PS

4 o
10. Alien Trilogy - PS

Super Mario RPG - SNES

Ridge Racer Revolution - PS
Diddy’s Kong Quest - SNES

1. Killer Instinct 2 - Arcade
2. Super Mario RPG - SNES
3. SF Alpha - PS/Saturn

4, Doom - PS

5. Assault Rigs - PS

GF EDFTOES?‘TO

1. Resident Evil - PS

2. Policenauts - PS

3. Panzer Dragoon Zwei - Saturn
4, Guardian Heroes - Saturn

5. Tales of Phantasia - SF

6. Resident Evil - PS

7. Darius Gaiden - Saturn

8. Diddy’s Kong Quest - SNES
9. Tekken 2 - Arcade

10. Soul Edge - Arcade

| OF YOUR CHOICE! ENT

All you have to do to enter the drawmg is write ciown a list of your top 10 favorite games and the 10 games you want the most that aren't out yet,

VIRTUAL BOY, or NOMAD.

on a piece of paper or a postcard then send them to: GAMEFAN TOP TEN, 5137 Clareton Dr., Suite 210 Agoura Hills, CA 91301

Third Prize:
A FREE year of GameFan!
The best magazine in the universe!

Second Prize:
Your choice of one of the Picks
of the Month in Viewpoint.

Drawing is limited to One (1) entry per person per month. Drawings will be held on the 21st of each month. The three (3) winners will be notified
y mail and listed on this page. For a complete list of rules and regulations write:

GameFan Top Ten with self addressed & stamped envelope.

6. Ridge Racer Revolution - PS
7. Samurai Shodown 3 - Neo Geo
8. SF Alpha - PS

9. Diddy’s Kong Quest - SNES
10. Snatcher - PS

Conppatulations
to last month’s winners:
First Prize:

Jim Pennington, Elgin, IL
Second Prize:

Sang Kwon, Torrance, CA
Third Prize: .
Joel Ruidera, Glendale, CA
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o Al
Play a perfect game of Galaga Now when you enter the car tart a normal game ' presto,
’88 without wasting a single bul- select screen, there will be an Super Deformer Card.

let. You must get a perfect 40. extra eight cars to choose from!

. @'a\'@f"ﬂ\f’lil: {‘}' hy {:5ntrofier “In
Hand o A land Where
~ (Cheaters (Prosper...

g i 23 3 : 3 :
To race without the rear  To race with an extend-  To change the time set- Then select “OTHERS.”
view mirror, first pause  ed view, first pause the  tings in the races, you Now you can race all

the game in driver’s game behind the car, must first beat the day...
view, then hit TRI and then hit TRI and R1 at expert class.
L1 at the same time. the same time.

Nn;vo?‘;eglsnand Now you can
During a TRI SQU. X play the game
B " ametof your - match, pause il without life
> choice, A GameFan - “lB game. “SELECT” and Dverdl'IVB
t-shirt and a 12- : : g meters!
_ month subscription _ ; = twice.
to GameFan o

Magazine

- GameFan T-Shil
and a one-year %8
subscription to -
GameFan =
Magazine. g

Send in your codes... good, bad, or
ugly. We'll look em’ over and choose
one grand prize winner each month.
Codes cannot come from a previous-

@ SEGH ENTERPIISES, 110, 19494, 1905

During this SEGA logo, Then at this title screen, hold C,  Pause the game and reload your

Iy published US magazine. Winners enter the following then press DOWN, UP, RIGHT, gun. Now you can use the
will be drawn each month and dis- command: LEFT, UP, UP, LEFT, RIGHT. machine gun and many other
gggﬁd h\?;rl?slr‘; Hngllll:a!:g::;m. ;IIIES%I;I'! Hold C, then press UP, DOWN, Now go to the OPTION PLUS weapons! Up to 7 different
. g “ON.” ]
[Cnrrent sukseriers Wi win a suli LEFT, RIGHT : menu, and turn gun select “ON. weapons!
will receive a one-year extension.)  _y gy 40 o e cotomp—————————Mirror-Mode;-Ranking-Meote—— B —

* Any viddao game teatured in our “Viewpoint” section

STAGE SELECT

HINGE 3

& b,

] W 3 il
month's winners:

To this

First Prize:
Tom Szakolczay, Henderson, NV
Second Pﬂze: UREDITE 5 BRESS BHIRT o st I E o o
Joe Kelly, Winchester, VA During the STAGE Now you can play Virtua  During this SEGA logo Now you can play the
Third Prize: SELECT screen enter: Cop in Mirror Mode! enter: Hold G, and press ranking mode to see
Jeremy Greenfield, Cape Coral, FLL  SHOT, RELOAD, SHOT, UP, DOWN, LEFT, RIGHT  how good you really
SEnm VIR FARD (- SHOT, SHOT, RELOAD, are!
SE Yﬁ%ﬁiﬁ:ﬁgé@d- RELOAD, SHOT

5137 Clareton Dr. Suite 210
8 Agoura Hills, CA 91301
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st Vi 3 et % LT B T T Tom Sza kolczav
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II!IIIIIIIiII::JI:‘:lllII * | B I CONTI e [ | & ¥ e 3
‘““Emi - Ve & H% 785 | i g |0 Pewe | Nevada
Pause lhe game (1 ...for AMMO press lnr HEALTH press
reveal the Sub-Option ~ DOWN,RIGHT,CIR,LEFT,  RIGHT, RIGHT, LEFT, b‘,v‘";’},’f‘;ff" —
Menu. Hold L1 and L2 RIGHT,CIR DOWN, DOWN, TRI, CIr  2/ast them 10 pieces:
for 10 seconds... ar... -

2nd Place
Joe Kelly
Winchester,
Virginia
Start a game, then “PRODUCTION LEVEL” “STAFI WARS TRENCH” “INVINCIBILITY” “HOUSE HUNT”
Pause. Make sure to C,RIGHT,A,Z,Y RIGHT, RIGHT, DOWN, B, UP, LEFT, LEFT, Y Y, A, RIGHT, DOWN
input: RIGHT, DOWN, (C-R-A-Z-Y) DOWN (R2D2) (you figure the rest out)
DOWN, LEFT before S |
entering the following “CLOAKING” “FADE TO BLACK” “FULL WEAPON AND “9 LIVES”
codes: DOWN, RIGHT, A, C, XYZ27% SHIELDS” B, UP, DOWN, DOWN, Y
UP, LEFT, A A, LEFT, LEFT
3rd Place

Jeremy Greenfield
Cape Coral,
Florida

=

Start a new game. Go to the “2 From the “MUSIC TEST,” press ! :
PLAYER CONTEST” mode and down 5 times to enable “CHEAT Y, A, SELECT;’A, DOWN, LEFT,
press down 5 times. MODE.” A, DOWN. You will hear a
chime and a monkey giggle if
~ done correctly.

THE PEOPLE ABOVE ARE THIS MONTH'S WINNERS!
CONGRATULATIONS! AND KEEP SENDING THOSE TRICKS IN!
YOU JUST MIGHT WIN A SPOT IN GAMEFAN'S SUPER HOCUS POCUS SPREAD!

All codes are entered in this “CREDITS” “RAP!D FIHE” “ABNI]HMAL LEVEL"
menu screen. X, A, LEFT SHIFT,RIGHT SHIFT, While holding X, press Z, C, While holding X, press Z, C,
then, while holding LEFT SHIFT, LEFT SHIFT, B, LEFT, LEFT SHIFT, B, LEFT, RIGHT
press X, C,Z, A RIGHT SHIFT, LEFT SHIFT SHIFT, LEFT SHIFT
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Yohan Yoon
Boston,
MA

Brian K.

Move the cursor in the
title screen to TIME
ATTACK.

)
Arcade, Versus, or
Training mode. Press

Thenpress X, Y, Z, Y, X.
Now you should see the move the cursor to TIME
ATTACK, and press X
and Y at the same time.

—

...for “AKUMA,” press
BACK 3X, DOWN 3X,
and press either SQU &

Lancia Stratos car.

At t.he Title Screen,

track called

“LAKE SIDE.”

...Ir “BISON,” press '
BACK 2X, DOWN 2X,
BACK, DOWN 2X, then

g

TRI, SQU, X, CIR, TRI

or

You should see another

Ritchie
Leviltown,

“TEAM MODE”

Beat the game on LEVEL
5 or higher, and this

and hold L2, TRI, or X and CIR, press SQU and TRI,  TRI, CIR, X, SQU, TRI  option should appear in
and then... or... or X and CIR, or... the BATTLE SELECT
screen.
DOOM - PS TRI 25.) TRI, CIR, TRI, TRI, MORTAL KOMBAT 3 - Infinite Lives - UP, CIR,
(CHEAT MODES) 8.) TRI, sQu, X, sau, CIR, SQu PS TRI, DOWN, RIGHT,
Done while game is PAUSED TRI, TRI 26.) SQU, CIR, CIR, X, (KOMBAT CODES) SQu, DOWN
God Mode: DOWN, L2, SQU, 9.) SQU, TRI, saU, X, CIR, X Slowly recover energy Invincibility - X, SQU,
R1, RIGHT, L1, LEFT, CIR.  TRI, X 27.) X, CIR, SQuU, TRI, 975310 DOWN, DOWN, UP,
Lots of Goodies: X, TRI, L1, 10.) TRI, TRI, CIR, SQU, TRI, SQU Super endurance DOWN, RIGHT
UP, DOWN, R2, LEFT, LEFT. X, SQU 28.) SQu, CIR, sQu, 024689 Electricity - RIGHT,

Map Cheat: TRI, TRI, L2,
R2, L2, R2, R1, CIR.

Auto Map: TRI, TRI, L2, R2,
L2, R2, R1, SQU.
Transparent Walls: L1, R2,
L2, R1, RIGHT, TRI, X,
RIGHT.

Level Warp: RIGHT, LEFT,
R2, R1, TRI, L1, CIR, X.
Kvin Kurpinsky

Westland, Ml

ASSAULT RIGS - PS
(CODES FOR EVERY LEVEL!)
1.) CIR, CIR, CIR, CIR, CIR,
CIR
2.) SQU, X, SQu, X, TRI,
sQu
3.) TRI, SQU, SQU, CIR,
CIR, TRI
4.) TRI, SQU, TRI, TRI, CIR,
TRI
5.) SQU, TRI, TRI, TRI, X,
TRI
6.) TRI, SQU, CIR, CIR, X,
sQu
7.) X, SQU, SQu, sau, CIR,

10

11.) TRI, TR, X, TRI,
CIR, SQU

12.) CIR, SQU, TRI, TRI,
TRI, CIR

13.) TRI, SQU, CIR, X,
TRI, SQU

14.) TRI, TRI, X, SQU,
sau, X _

15.) CIR, X, TRI, TRI,
TRI, TRI

16.) CIR, SQU, CIR, CIR,
CIR, SQU

17.) TRI, TRI, TR, CIR,
TRI, SQU

18.) sQu, CIR, SQU, X,
sau, TRI

19.) X. X. SQu, X, sau,
TRI

20.) X, SQU, X, TRI, TRI,
squ

21.) TRI, SQU, TRI, SQU,
TRI, TRI

22.) SQU, SQU, TR,
CIR, SQU, TRI

23.) CIR, X, X, X, X, TRI
24.) TRI, SQU, SQU, TR,
TRI, TRI

squ, sau, sau

29.) TRI, SQU, CIR, X,
CIR, CIR

30.) SQU, CIR, X, CIR,
X, TRI

31.) CIR, SQU, X, TRI,
CIR, TRI

32.) TRI, SQU, X, CIR,
sau, X

33.) X, X, TRL, X, X,
saQu

34.) X, CIR, SQU, CIR,
CIR, SQU

35.) CIR, TRI, X, TRI,
X, TRI

36.) X, TRI, TRI, X, X,
sau

37.) X, TRI, TRI, X, TRI,
sau

38.) SQU, TRI, Sau,
TRI, SQU, X

39.) SQU, X, TR, X, X,
TRI

40.) TRI, X, TRI, CIR,
sQu, X

41.) CIR, X, TRI, CIR,
TRI, SQU

No specials & energy
recover

040404

Disable combos
722722

Hyper run jumps
321789

No special moves
555556

First player do 1/2
damage

390000

Second player do 1/2
damage ;
000390

Both players do 1/2
damage

390390

Joshua Levy

San Antonio, TX

GEX - PS

(VARIOUS CODES)
First PAUSE the game
and then press and
hold R1, then press the
following:

LEFT, RIGHT, CIR, TRI,
RIGHT, CIR, DOWN,
RIGHT

Speed - DOWN, START,
RIGHT, RIGHT, DOWN,
UP, START

Ice - CIR, CIR, LEFT,
DOWN, CIR, UP,
RIGHT

Fire - X, UP, RIGHT, UP,
RIGHT, RIGHT

Super Jump - X, CIR,
UP, UP, DOWN, RIGHT,
RIGHT

Bryan Worrell
Woodbhridge, VA

BATMAN FOREVER -
SEGA GENESIS

(LEVEL SELECT, OTHER
OPTIONS)

At the Batman Forever
title screen, press
LEFT, UP, LEFT, LEFT, A
THEN B.

Averey J. Brown

N. Charleston, SC




They say the last thing You see before you die
15 a blinding flash of light.

B v FLEDE M i H : AN Gl

Gommand the deadly M-13 Predator SBEIE o L = 2 1 player head-to-head play or multiplayer *
Battletank across 30 mapped and textured e . network in the PL: version—up to 8
terrains in real-time, first-person. - o - = = players wage war.

i)

fiinc. © 1995 U.S. € Band the Playsta
EGA and Sega Satu & trac | IGA Enterprisi




Super-Mario World 2.

Mario’s back in his biggest adventure yet.

Four years in the birthing, and now this bambino
comes kicking and screaming into the world of
Morphmation graphics. A Nintendo brainchild that allows
the characters and back-

grounds to ripple, rubberize and

react Like nothing ybu've ever seen

('cept maybe that nasty gelatin satéd

your mom puts out for company).

But there's more than eye—-popping Eg99 fights, screaming babies, Do not adjust your

vicious attacks—it's Like television. These graphics

visuals to drool over. There's over day care from hell. are supposed to be wavy.




This Little sucker doesn't Kicking, shrieking,

just scroll Left to right. crying, tantrums...and

He goes all over the place that's just the guys who
into a helicopter... (and we don't mean Number Two). bought new systems.

try that with your average lizard. And if that doesn't pacify you,

there are over 130 different types of enemies. for~y

50, Vol sy wanna put on & fresh diaper: ES”P[HNINI[”[]H
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GAME OF TH’E 1ION

ALIEN TRILOGY
PLAYSTATION
ACCLAIM - CD

3-D ADVENTURE

.ing beasts in all of cinema. To say the} & °

Alien Trilogy has something that no 2
other corridor game has... aliens.| §°
I’'m a die-hard sci-fi fan, and Giger's|
aliens are some of the most forebod-

least, they populate this beautifully
texture mapped, ultra smooth 3-D
adventure with all of the threatening presence they
exude on-screen. The sound of the motion tracker,
symphonic tunes, light sourcing, and 3-D graphics
far beyond Doom make Alien Trilogy my 1st choice
in the 3-D corridor category. This is Probe’s finest

game. Pixelly face huggers... who cares?

%0 0 "%

Alien Trilogy has great music, __4m
cool intermissions, flawless %
scaling and excellent lighting '
effects, but suffers a bit in the

play mechanics department.

Still, nothing recreates the

Aliens experience more than this high-sus-
pense title, and on those grounds | can
heartily recommend it. Just redraw the
face-huggers next time, 'kay? Those pixels
are more scary than anything that actually

happens in the game...
AL

With one of the best cinemas I've ever}.
seen, Alien Trilogy started out great.) -
And | was actually having a fantastic}
time playing, until suddenly a huge pix-
elly mess covered the screen. After v
squinting my eyes and staring for a sec-|~, =, . |
ond or two, | could make out the vague ;
shape of a face hugger. What's this? Gah! Nasty pix-
els! Thankfully though, this only happens once in a
while. The game, for the most part, is extremely fun.
The corridors are dark and disturbing, the aliens are
fun to kill, and the background music is excellent. |
still can’t get over the fact that Probe made this...

RORCROROROL L

KING’S FIELD
PLAYSTATION
ASCII - CD
ACTION/RPG

One of the best 100% polygonalf §
games, and a true 3-D RPG,| & &
King’s Field (actually King's

Field 2, 1 was a dog) is a vast, j=
puzzling, mysterious and totallys
addictive experience. | still

think the attack mechanism needs sume
work, but otherwise, | can think of no reason
not to run right out and purchase this game.
It Might and Magic and similar fare make
you all warm and fuzzy, King’s Field will

rock your world.
5,5, 5

It's been a while since | last
played King’s Field, but it's just
as much fun 6 years later, and in
English. The game still has the
same problems the Japanese
version had (most prominently,
it's incredibly difficult when you begin play-
ing), but if you can get into it, it'll repay you
with a long quest, breath-taking scenery, and

a pretty cool storyline.
<, 7,8, 08

It was a long time coming, but we|[-cm
PlayStation owners finally have an}"
RPG to play (well, the first one in
English). | enjoyed the Ultima v
Underworld-ish first person per-|W SsE -
spective, and the long quest, but the| =g = =
fighting was a pain for the first few

hours. The game starts off very slow, but once
you get the long range weapons (like a crosshow)
and begin facing more puzzles, King’s Field
becomes quite fun. | just hope this gives more
Japanese companies the idea to bring their RPG's
here. (Cough! Konami! Cough! Genso!)...

%%%%%
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FLOATING RUNNER
PI.AYS TA'I'ION

T°HQ -
3-D ACTION/PI-AT.

Floating Runner, Xing’s little["
known and under hyped 3-Dj| .
platformer has been wiselyf
acquired by TeHQ. Floatingl &
Runner is beyond a shadow of a
doubt, the first true 3-D action™—
platfiormer, including a sense of depth that
is totally unique and 100% pure joy to play.
The filled poly’'s mix well with the T-
mapped, and, the game is long on both
replayability, and fun. Do not let it fly by.

86,7, 6,0, 00

Floating Runner is the first 3-D ?" i
platform game that actually| 28 A
acts and plays like a platform|
game. You have your difficult
jumps, multiple enemies, hid-|C
den secrets, and that addictivel L=
“platform feellng, all in 3-D. The music
was great, the characters were cool, and...
well... the game is just a blast to play. But
the best part is, thanks to TeHQ (good job,
guys!), we’ll see this cool game in America

55,%,5,903

Once you recover from the shock off 1=

seeing S|mpI|slln polygonal

graphics, you’ll discover the joys il
of long levels, wondrous views, e = L
spiraling platforms (just don't fall, B Al
you'll hate yourself) and generally e e

awesome gameplay. Infinite con-
tinues, but don’t let time run out, or it's game
over. Though it's a bit too easy at first, Floating
Runner gels much tougher, and will keep you
jumpin’ and shootin’ for a /ong while. Platform
fans, don’t miss this one, they're rare on PS!
(Someone get Hermie a plane ticket stateside!)

5%, 8,0; o8

GUARDIAN HEROES
SATURN
SEGA - CD
FTG/ACT/RPG

NIGHT WARRIORS
SATURN

CAPCOM - CD
FIGHTING

It's Treasure, it's action adven-|_
ture, and it’s unlike anything I've}
played before. GH is a melting pot
of genres including fighting, role
playing, action, and to a degree, &
strategy. To play the game twice}™
and see and do the same thing is
to play it dozens of times. Treasure has blend-
ed the soundtrack so well with the game that
you actually feel a part of it, and the new char-
acters... genius. All this, and the best hand
drawn graphics on the Saturn, equals near per-

fection. A must own game!
%% o o 898
In my opinion, Capcom’s bestf §
fighter outside of Alpha 2, & .
Night Warriors is as close aj
translation as | could have|"&
hoped for. Unlike X-Men,[*"
almost all of the animation has™

made the trip to console along with identi-
cal sound and gameplay. | was hoping for
an optional arranged soundirack ala SFA,
but hey, you can’'t have everything... or

5,8, ,0, 5

At first you'll be hopelessly lost
in the on-screen chaos, but once
you accept that as an essential

a blast to play. The characters
are very cool (Genjiro especially), and the
multiple paths offer plenty of replay value.
Two complaints: You should be able to fast
forward the text, and the endings are a little
short. But those are minor trifles compared
fo the quality fun time that awaits you in GH.

S8

fion than X-Men, but it was
actually a great game to begin

with. 12 awesome characters, y
beautiful backgrounds, great
play mechanics, and finger- L

friendly Saturn pad conirol. | wish they had-
n't cut so many sound-effects, though, and
that straight-from-arcade music really
hurts. Other than that, this is my favorite 2-
D fighter on the Saturn (no, | haven’t forgot-

o el el m, o, jof

With the perfect blend of side
scrolling action and RPG elements,
Treasure has once again made an
incredible game. In fact, this might
be their best offering yet. The hugel§
sprites, countless levels of paral-
lax, and an unbelievable amount of :
enemies on screen at once (with almost no slow-
down), totally blew me away. And when you add
in the hidden characters, the 6 player vs. mode,
and the fact you can play heat the game a bunch
of times without seeing every level, Guardian
Heroes hecomes my favorite Saturn game yet.

e 8,5, o7

Wow! After experiencing the painf¥"
that was X-Men, | simply did not} -
expect fo see this level of quality in
Night Warriors. Whereas X-Men was
missing at least 40% frameage, NI/
is missing what seems to be 5% of| & '
the frames on small characters and

about 10-20% on larger ones. This is probably due
to the less crazy BG’s, but who cares... NI is a
much cooler game than X-Men. My only gripes are
a lack of training mode, no round set option, no
time set option, and no arranged music.

S5 % %[00
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0K, an overhead shooter with

-'Althuugh I'll pruhalzllv,r be riled by

UI: here’s a quick test to see iff=
yuu’d like Doom for 3D0. Play} %
any version of Doom, and blink| % a3
real fast. Kinda hard to see| ..
what’s going on? Doesn’t make
the game very fun, eh? Well,L LB
that’s exactly what the 3D0 version iuuks lIkB
in motion. Of course, you could always shrink
the screen size to raise the frame rate, but |
don’t think any fan would enjoy playing Doom
on a postage-stamp sized window. Suddenly,

— e ———

Doom did kick start an entire T
genre but by today’s standards| & 4.
even a perfect version would be aj ‘
questionable endeavor. The 3DO| % =
version doesn’t even come close. [ ¥
You can’t fault the hardware here,}” 8%
this is just a wickedly bad transla- ;
tion. Shrink the hyper letter-boxed screen to
Game Gear size and you've almost got the Jag
version. the soundtrack is cool and that’s about
it. This is not a good swan song for such a
deserving title. | hereby beg Id for a Virtual Boy

This is the worst version of Doom| == =

| have ever played. Pixelly} 5% -
graphics, non-existent player},. == =
control, a hyper-slow frame rate,| . . =~ =
boring music, and vintage 1989+ =«
special effects lowlight thisl
shameful game. It's such a shame that a title
as respected as Doom is tarnished by this
lackluster PC translation. If you own a 3D0
and want to play a first person shooter, save
yourself the embarrassment and buy P0’ed or

DOOM
3D0
ART DATA « CD
3-D ADVENTURE

the SNES version’s starting to look real good... | |version... Pleeease... Killing Time instead. You'll thank me later.
GCPMOSOGCPMOSOGCPMO49
It can be said in all honesty that Ah, Konami. They know how to Once again, supreme adventure heav-[7

Policenauts has one of the best}
game storylines ever. Of course,[
| (a person whose entire grasp of|

the Japanese language nameq.’g_.,
from three whole weeks of class)l_® =
had a bit of help from Nick Rox understanding
the intricate plot. | can only dream of seeing
this “sequel” to Smaicher in English (I want to
play it again so bad), but thanks to Konami's

sports fever, the chances of seeing gems like
this (or Genso) here in the states is about nil...

e oo o
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Can this be? Is it a real Konami =
game? One without balls (sporis| §
halls), and scoring, and polygons?|
Why yes! Genso Suikoden is the

e —

on a 32-bit console. Konami's fight-}=

ing system is a genius design, both™
mechanically and graphically, the siory’s deep and
above the kindergarten mentality, but best of all,
YOU DON'T GET IN A FIGHT EVERY TWO INCHES
YOU TRAVEL! With the new Konami fully etched
into the sports scene, it will be a cryin’ shame if
GS never comes out here, so... license it!

Gé)c PM@)

tell a story. And like in Genso,
Policenauts doesn’t need its
flashy FMV and great soundtrack
to make it a great game... It has
substance. The shnutmg levels®=
are pretty cool (get a mouse), but this game
is still just a digital comic, and is really a one
time only ride. Still, well worth the price of
admission... If you know Japanese. | won't
even bother to beg Konami to bring it out
here... What’s the point? (sigh...)

o @

en is here, for you, from the gods at{ - { :
Konami. | fruly thought adventure| .
gaming could get no better than| ‘=t
Snatcher, in terms of storyline and :
gameplay, at least... and boy, was |
wrong. The big K has outdone them- Sl
selves in everything from the beyond-beautiful
music to the professional quality cinemas. And the
story... well, | can’t even go there it’s so great, let
alone WANT to for fear of ruining it for you. If
Konami doesn’t find a hole in their sports-ridden
lineup to release this here, they’re SNAPPED.

G cépéu

T

POLICENAUTS
PLAYSTATION
KONAMI - CD

DIGITAL COMIC

I've been waltmg for an RPG
like this for years. Why can no
other companies grasp how
important a good storyline and
characters are? Not since
Lunar 2 have | cared about my =
party members as much as | care about my
characters in Genso. I'm sure FF7 will be
spectacular, but Genso gets the gold as the
first great 32-bit RPG on any system. And
don’t even get me started about the music...

what can | say except{'

Well, e
“Konami Loves You™?” At first| - 1
glance | was turned off by Genso’s| . A
framey overhead world “effects,”| . =
and its semi-16-bit feel, but the
incredibly original storyline and}é
gorgeous battle scenes, not to : '

mention 108 party members, three fight sys-
tems, and some of Konami’s finest music to
date, drew me right back in. An absolute must
for RPG fans... This is easily the best 32-hit
RPG yet, and another game Konami must be
punished for if they don’t bring it out.

'Mo 97

Gé)c P M

" GENSO SUIKODEN |
PLAYSTATION
KONAMI * CD

"8 8

Sidewinder looks, feels, and}~
sounds just like a true flight}
simulator, until you get close io]
the ground. The lack of speed Q‘

here is so unbearable, any
sense of flight was tnially lost
for me. Why? What possible reason could
Asmik have for ruining a potentially out-
standing game by doing this? No pop-up,
lotsa enemies, and nice music makes this
game playable, but I'll just hold off until
something a tad more realistic comes along.

GC Pé)ué)oé) 70

- - -
Fol

Sidewinder comes really close
to being amazing, but then|
crashes and burns big time.|
Why even bother making a real-|
istic feeling, technically accu-
rate flight sim when you can only
make it go 15 miles per hour!? This game is
one gigantic school crossing zone. Impres-
sive looking, but fundamentally repetitive
and not much fun, this is Ace Combat all over
again. I'll take Warhawk, thanks.

CIO

A new and refreshing]
fllght sim! Although SW has its}
good and bads (note how thef =%
ground never speeds up as you zip| g

by it), the overall feeling of no|&
pop-up, and crisp, clean polygons s
give it a definite “thumbs-up” on :
my simulator list. The controls are fairly easy
fo get used to, and the missions are really
insane! A real step above Ace Combat, and def-
initely the most blazing flight sim yet. Hey! You
can even link-up with another player and blast
him right outta the sky! 1 like it!

GéCéPéMOé 58
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RPG

$IDE WINDER
PLAYSTATION
ASMIK - CD
FLIGHT SIMULATION

R - — — —

some nifty polygon visuall,
effects... Sound good? Well,| &
for some reason | didn’t like it.| =
I'm sure it might have had@m '
something to do with the lack of ¥ —--
any challenge, annoyingly repetitive music,
or (besides the scantily used polygons) the
graphics looking very 16-bit. Not only that,
Stahlfeder was just boring fo play... First
Two-Ten Kaku, now this, what's with shoot-
ers on the PlayStation lately?

God, this game is boring. [f this
game didn’t have its 5 or 6 polygon
parts, no one would even look at it
twice, but instead it gets this
undeserved media image of some-
how representing the synthesis of | ™
2-D and 3-D shooting. The regular game is
pretty much a joke, and really, so are the poly-
gon parfs. This would be impressive if it were,
say, an FX chip game, but does Santos honest-
ly expect to impress anyone who’s ever played
Philosoma (which at least /ooked good)...?

Gécépéméoém_
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Ouch! Idon’t even want to GO[* %
here.  While | can’t say| .
Stahifeder is as bad as Two-| 4|
Ten Kaku (it almost is), | can| 4
say this: 30-minute long shoot-| &% ¥
er with fancy eye sweet-meat husses and
terrible tunes. This game is SO not worth
your time and money, it’s nearly inde-
scribable. If you must have a PS shooter,
go for Philosoma instead...
[9)

B e &

STAHLFEDER
PLAYSTATION
SANTOS CD
SHOOTER

the rest of the GF staff, | actually} - i
enjoyed Ninku. Sure, it didn’t havef 8"
any chain combos, smooth anima-| * ¢
tion, or logical gameplay like
almost every other fighter claims to
contain, but it does promise some-
thing no one else can: a laugh or two.
Sometimes | get tired of Street Fighter or Tekken,
and need something a little more light-hearted;
that’s where Ninku comes in. And although it
can’t hold a candle to any major fighters, it’s still
a fun game to play, plain and simple.

| get the feeling that this would
have been a really awesome
game if | actually cared about
the series, but Ninku? Who
really cares? The backgrounds
are impressive hy themselves,
as are the character animations, but they
don’t really work when put together. The
control’s fun and all, but you know, it’s
Ninku. You’d really have to be a fan of the
show to truly appreciate it.

Cc

Do ® Bl

G, [CL, [P

s 0 B2

The coolest thing about Ninkuisits| §
hyper Japanese novelty. While it} é
does have impressive texturef
mapped polygon playfields {that
rotate during battle) on the serious
side, it also has big comedici_ .. %
ualue Lil’ Ninku is a nasty nharanter whu I'm
told is quite the devil in the anime series from
which this is derived. Turn to page 68 for even
more freaky behavior. The game plays like a
standard fighter, albeit a tad slow and pseudo 3-
D. Overall, an enjoyable non-enthusiast fighter.

G&)céPM&)O 70

NINKU
SATURN
SEGA ° CD
FIGHTING
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Kei the game looks like e portralt collectmn' Not only are they totaily smooth with no visible jagged edges, but their :
independently, as the can

ong with shots, next month in Japan New Stay tuned!
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| to Taito’s '94 shooter RayForce/Layer

problems in the adult world you just have to deal

Attack. The innovative lock-on laser is back, and
nstructed out of poiygons and the gamepiay isin |
spective. Loo_. S coo -

| Tokyo Wars is a four-player “survival

| tank shooting game” set in Tokyo of
| the future. Maneuver your tank
' through huge city maps, hunting

' JF Al ;e down your opponent. Sega and
Shooting games e thinking, “This looks pretty familiar.” It should... this  Namco are coming up with some
I Wow. Lovm ; Model 2, but it's not by Sega! ThiS_ is Tecmo's Dead COO.’ Cgmpemwe games of 13[9

- . Or# -party Model 2 game. More shocking news... there's | & -

saptured characters and... well...
he classic 1982 sh ter Xewous.

ised sequel to last y ar
% done, and is on the @
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Finally! It seems I've been waiting for Alien Trilogy
almost as long as I've been waiting for a decent sequel to
Alien... But as Alien Trilogy is one of those rare titles for
which Acclaim tells their developer, “Take as much time as
you need,” I'm certainly not going to complain about the
delay. Probe put a lot of effort into this one, and the
results speak for themselves; Alien Trilogy is one of the
best movie-to-game translations to
date.

But is it another Doom clone? Yes,
I’'m afraid so. Though Probe tried
pretty hard to differentiate Alien
Trilogy from the current glut of Doom-
inspired action titles, there’s really
nothing too new or innovative here.
But what is here is, for the most part,
done right.

All 3 movies are represented in
Alien Trilogy, with each one being the
basis for a 12-level section.

. (Obviously, they’'re only loosely based
g on the films... | guess they figured
that the Alien and Alien 3 games

PlayStation | wouldn’t be quite so much fun if they
each had a total of only one enemy.)
DEVELOPER - PROBE This is probably the coolest part of

the game... Though the play mechan-
ics remain basically the same, there’s
always lots of cool new backgrounds
and a few new enemies to look for-
ward to when you begin a new sec-
tion. The games are all linked togeth-
er by a few minutes of excellently
done, very high-budget computer-ren-
dered FMV.

The game mechanics are very
Doom... Explore large areas, pick up
guns, shoot enemies, look for the
exit, etc. But while the theme’s the
same, Alien Trilogy has an atmos-
phere all its own. The game’s very
dark, and full of metallic colors, all of
which light up for the briefest of
moments when you fire a weapon.
There’s a ton of different wall, floor,
and ceiling textures, and this game’s
artists have mastered the art of using
cold, dim lighting to cover anything
with a spooky antiseptic glow. Each

TAKUHI .
Truly an authentic Afien
experience. Work on that
hit tracking, though...

level has quite a few different areas,
too, so while you may spend most of
the time in dark linking tunnels, you’ll
find many well-lit and impressive

looking hospitals, control rooms, locker rooms, rec rooms,
and even swimming pools. You’ll find plenty of furniture
in these rooms, too, from cots to desks to cold-sleep
pods. The degree to which you can interact with these
items is impressive: You can blow open lockers, break
windows, and even open up the cold-sleep pods.

Complimenting the creepy mood of the game’s locations
is the music... Full movie soundtrack style that sneaks
into the game in a quiet, ambient sort of way, and then
twists into a sort of panicked intensity when the action
gets more intense. Beautiful stuff, and it's well compli-
mented by decently sloshy, squishy, alien sound effects.

Another big addition is the variety of different mission
objectives. Each game’s storyline sort of flows, from
reconnaissance missions in the early parts to destroying
(or fixing) specific targets in the later parts, and then to
taking out a boss. Mission objectives include everything
from destroying specific enemy specimens to collecting
the ID tags of dead comrades. There’s definitely a good
deal of variety here. :

But | do have some big complaints with Alien Trilogy.
The enemies aren’t as well done as they could have been...
They pixelate close up, to an especially embarrassing
degree in the case of the face huggers. Even worse,
they’re very lacking in the Al department. Infected marines
just stand there and shoot you, as you shoot them. The
bosses are particularly easy: Just maneuver them into a
corner, and then unload your assault rifle, leaving them
virtually paralyzed.

Worst of all is the hit tracking. Like Doom, you can’t
look up or down, so when an enemy is on a plane above
or below you, you have to leave it up to the computer to
know which direction you’'re trying to shoot. But it really
sucks at this, so the whole strategy of trying to catch ene-
mies unaware by blowing them away from a higher plat-
form or through a window is gone. The sad thing is that
sometimes they can shoot up at you, even when you can’t
do the same to them.

While Alien Trilogy doesn’t really suc-
ceed in being a better Doom than
Doom, it does do something very few
licensed games can claim to do; it
makes you feel like you're actual-
ly existing in the world on
which it’s based. And that
really is a rare and remarkable
feat. So even though the pro-
grammers missed a few key
points when designing the play
mechanics, the artists and musicians
captured the feel of the films so well that |
can wholeheartedly recommend Alien
Trilogy to Alien fans. -Takuhi
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A couple of new twists on the Doom
concept: There are obstacles, such as
the steam vents, that must be avoided,
and you have to use specific weapons
to destroy specific obstacles, so be
careful and don’t completely drain any
one weapon just on enemies.
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cold-sleep pods to find the ID tac
(or, if you’re not so
lucky, the chest
bursters who killed
them), break win-
dows and lattice
walls for easy
shortcuts, and ;
blow away lockers
and curtains to’

look for hidden
items.

200 il

L

Arroor

1




B 2 f,]li!ﬁiil
2as TN et

ill!l|ltillhii5;igsi

A A W e

7'f:§1£§r&§ig§ : Ei:j;EfTT;ii

|HH¥!1

“t“.uiil
=34 immmmlmum

e

) lilllil!lliiili!illll!&

..,,.,,_,._,.,.,_,-_. S A e e S B

167 lllllll

uunui‘lﬂﬂ?

'-q..-.n.--!-'--u"r'r“ﬁ'-i'-“




=Henr‘s g look '”! Jalé'

start with the graphws. it's nlmnus that .

.:'En has taken the Ridge Racer approach to the ;

4_graph:cs Like RR, Tokyo Hrghwayﬂatﬂe’s
e-race set-up screens consist of 3 rotating;-fl

ki haded polygon track layouts and multiple large

lygon cars. Out on the
_ ?spcoptl u

hical ook of Ridge Racera

lution, the sweeping tur

- KLEE -

THIS IS JUST WHAT I _

: WANTED TO S

_ lieﬁr (audﬂnrst n&t gen)
~—3-D racing game, Tokyo Highway Battle. At g
«qme»aaﬂygmmerame still a
N es Even S0, THB has &

TDTQL T [ME .
00" 37" 54 i }

As its title states, the 3 tracks in Iakya nghway
Battle are taken from (surprise) actual streets and
highways in Tokyo, Japan. quscrap’mandvbﬁlw
huards line the snde§ of each track and, unlike the

. race cars in RR, buses 18 wilee}ers sedans and
 other realswmlg”vehiclaé populate the streets.

“ For a yet un-completed game, THB features a sur-
prlsmg amount of refinement in the areas of car

Imagine a game tha__t _

‘contrel and response. ~So, to say the very least,

THB is going to.play.very well. Power slufas playa’ . |

_big part in the gameplay.
Jaleco may have a hit on their

nds. m;h HB.
~As it stands, the control is-in fighting. condition; the .
visuals are guod the 3-D sca&mg»tsmde{;en&««am_the“__. S—

g

=

Gl 1 1
e -




_ lrn préaswe [maup of PS garﬁeé:_ _
ost exciting of whlsh is the r&ceﬂt :r,n
_Floa‘bmg Runn&r':
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ow, § wa_s 5upp05&d ‘ba -be_.-;}um"ﬂ_;ﬁg___' - e
Vell, not quite. While Jumping Flash did exude : éﬁﬂ.w
supreme platformness, it was all harnessed withit |
ﬁoatmg laiatad 5tructure; Fa‘oat:ng Runner's levels
“moving forward,
a‘nd nght and uP and dawn,' via ﬁoatmg |
pla-'bformﬁ. With ten areas to complete and_ :
‘two stages in each, FR is not only supremely
_entertaining, but lang as weH The gameplay
~is not only ﬁnely £ B
tuned and way '
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thaﬁkﬁﬂly, ain's all that easy. so. on with the review!
_ As anyone with two eyes can see, Floating Runner is com
pr’zsad completely of polygons, both texture mapped and fla
shad}s__d Qne may aﬁ : why 'bhe ﬁat 5haded vamety are re

the graphws would hava created a bit ofa mess --
‘bhiﬁ gaJﬂa fﬁ vzastiy mu}tl tlered The 31-335- ‘bha‘b araftextu




the visual force in FR : 1
-at-all 30 fps rate at which everything

d trust me, everything moves. Not only

re the polygon enemies animated smoothly, but

- flaming torches, light-
hing, and water slides are
all fluidly animated as
- well.
~ Graphics aside (we
- all know it takes
- much more to make
| a great game),
- where FR's true
. genius lies is in its
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non-linear gameplay. You'll often find yourself a s
. hundred or so feet over (or under) a given playfield. ‘ﬁ
A great example of this can be seen on the last i

") fpage of this lay- i\!‘é W

 out where Ray is
b standing atop a
huge tree which he
first ascends, by
jumping branch to
branch, and then
Wlofts off of to the
‘adjoining platform
below. Other
such memo-
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Fox Interactive’
totally different g
and playability,
of intensity. Di
evenly among the
odd twist, you ca

‘make your wa
parking garagi
- of a cross be

PROBE IS DEFINITELY
ON A ROLL.

mploys three
ying in graphlcs

nd strategic than the other two games, but there’s

 of high-powered weaponry and villains to kill.

e Die Harder game can be summed up in two words:
jrfua Cop. It's compatible with the controller or mouse,
nd should work with the gun, if one ever comes out.

The shooting scene has 3 scenarios, an airport, snow-

: mobile chase (sounds promising), and helicopter ride.

This scenario definitely delivers a lot more high- speed
shooting action than gamers who have played Horned
Owl will be used to (major understatement).
inal scene is most similar to Twisted Metal, in
eatures vehicular mayhem with a hlgh» degree of
om of movement, :

_ ﬁen all over the & . [![!H'i@ﬂl e




clty The sellmgs cover many familiar Iu___atlﬂﬂs_ ui New
Wall Street roads to the grassy hills o
to make final judgments, this is, in m
The visual effects are insane
chrome. It’s all intera’u’live mean’

last une...) The dalails aren’t a i
ing up a car in lhe garage from lhe Dfe

didn’t censor themselves in the uarnage deﬂa
from bleod pouring from John McClane’s glass-g
fluid from mistakenly shot hostages. Look for the
GameFan -Orion

-*dkhﬂ'.d—&vﬂf:ﬂ-m-wr'wlrmu_p: s
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BN littl
; _q%l 0 - 0z retty. he same seftings
sions are out, hut Its ~as hefore, but with g r ety. Mded to the

en you can’t stop pirate wurld for examnle are the ability to ride on+

tter the upcoming Saturn cannons, battles in sunken treasure rooms, and.a

going to be. The long chase. :

- Other areas are inspired by a host of vid .

classics: You can fight ghosts Pac Man- e h

power pellets in the haunted house, for ex

Other scenes pay tribute to such classics a
Invaders, Berzerk, Centipede, and Tron, a
~ even a graveyard shooting level modeled a

stage of SNK’s Viewpoini. Very cool.

- The whole game is put

32-bit Spotf has the same solid
e levels, more colors, an
nd some ut the best CG cinemas
be seeing any time soon.
we’re shew:ng here is pretty hare
n the game’s finished in April or May (it’s
elease 'till the second half of '96), it'll
quite a bit different. As you can see
here, i e levels mimic the same themes as in the 16-

together in a Yoshi’s
Island sort of way,

bit versions, but with many more scenes; while the 16-
hit versions were rushed out for a hoEidav launch, the
32-hit teams are being given all the time they need

where you can
go back to
replay stages

- So Saturn and PlayStation owners can look fory
- 23 multi-part levels (in which you can now u:

 TAKUHI
E EEEm
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hrdden stuff. But if you get a 1
vnu gel a lot more than some |

Yashi’s Island...). | won Ttell yu_
what, but it’s clearly samethmg
lot of hme into.

you’re looking at now, because as of yet,
_both 32-bit versions are exactly the same.
~ But in a few months, thay lI he split apart, to
be improved in whateuer applicabie ways.
For the Saturn versian, th aans mist

~ effects and souped- grounds, and for
the PlayStation version, more polygen effects
and possibly some transparencies and light
source-shading (although Virgin’s developed
a sort of software light-sourcing technigue
that is employed in both versions.). The two
versions will be released simultaneously.

Also new to the 32-bit versions are some |~

very impressive intermissions. The opening |
is particularly impressive, and looks nearly
laser disc quality on the PlayStation.
Virgin’s wisely decided to eschew Ci ne
for the Saturn version, ar
their own FMV driver ID'

~on the Saturn as it doe:

The music will also tui

Pertectly-fit John Williai
chosen for the cinemas, W
Warriors composer Tommy
dling the in-game music. T
excellent, and Vlrgm sused al
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i lhrnugh a
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@S a str ng

to actually pia)
we’ve waited |
months won't hurt
full rewew b

launch. -Tak
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SELENA CORSAIR
SONIC BOOM u-> +BORC
MOON SLICER v1T+BORC
& +BORC
Yu>+17
>yNn+7
Y +Z

JUSTIGE BLADE
ﬁ PHEONIX ARROW
~ {THOR HAMMER
7

WILD TIGER FANG

-

3 IBUSHI GINJIRO
| RYU GENJETSU
{RYu Tawursu

SOJUTSU MUISHEN SO

Y& +BORC)
YN-> +BORC)
>59- |
>4 u+Z
4>+

AAET AT

KUUBUSEMPAKON
HOSEKISEMPUNKON
GOKUSAKON
FIREBALL

YV+BORC
yN=>+B

B RAPIDLY &

Yy +17

HAN BURNINGS

=/

HAINO
HOLY TURN
OKOTAZZ0! B + G SIMULTANEOUSLY

FIRE Yy +Z|
224
YL |

BARRIER
HEALING

YN +BORC
B RAPIDLY

vV +BORC
HAN MAXIMUM 4 -+ B OR G IN AIR
HAN MIRACLE B RAPIDLY IN AIR
AN 2V

HAN DYNAMITE
HAN SPECIAL

y4 +BORC
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| many many, more. le. path s]mvm led telml five, whi

~ertakes you to level three, and one even further. | have yetto
travel all thirty levels in one game. The amount of variables in G#
is mind-bogglingly vast. Not only are up to five options dis-
played several times during the game, but the character you are
playing may also play arole in the game’s outcome. =~




Enemies will aftack iemptmg you fo re-arm
your undead friend. If any townspeople wan-
der through the battle, check what ﬁlane
they're on, and take the fight elsewhere.

t the end of this road, you' l[ bave your first encounter with Reinhart Vulgar. 5epemimg on the situati
you here, he is hetrayed by Cannon G. Grey and his wizards. Cannon entc ! nergy field and takes you ona |oumey throngh Heaven and Hell,
long the way filling  his evil wisdom (at I the :mpoﬂ version). Once you reitlm, you will have to make a decision... attempt to kill him, run
away, or fight another_ ic has no effect on C: m ; and he is a niﬁti | you'll pay later...
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::Jmﬂrwl;db_e nice |f Treasm
they spent months creating

8 B admn hghiing category. Treasurt has &
8 e e dm fnghienmgly well on their first Saturn
" tlﬂe. I only Imge that Guardian Heroes gets the attention it deserves. If it's reviewed
= elsewhere asa "Final Fight clone,” it’s because the reviewer either didn’t play long enough r;an tread
= orjustplain sucks. Hopefully, that won't happen... yeah, right. -E. Storm
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What, you thought | was finished? No way. These intense shots from a later level oughta convince anyone with a pulse that GHkicks
Actually, our /ron Rain (D wouldn’t boot up, so I've got some extra space to fill. You'll see Game arts’ /R (Gun Griffon) nex
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on which path you choose
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Here, in one of many endings possible, the soul of the undead hero is saved
by the thought-to-be-slain Reinhart Vulgar. Each is followed by a different
smllmi portrait in contrast to the outcome, which depends on you.
Euacﬂy ow many endmgs arethere?... | mtend tofindout.
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The Perfect
Synthesis of
Chicken & Fish




you're flanked by parallax on bot
of the most impressive scenes |
And some of the effects, lik
4, are unbelievable. Nol
fluw and sparkle reali
perfect wavy, murky
boss when he’s un
perfect reﬂecﬁan |
of which, that be
this text) has g
| S, sive scenes in
w Anyone who says it’s just  even want
is.

'inning. fﬂes At the press tita button, ynur dfagnn
Panzer Dragoon ~ unloads all of this pent-up anger, by i
uel (except for the _ Iackmg and firmg “1-§h lasers a | o

_r'1 as you can,
you ue seen the

10SEI 10 vﬂu thaﬂ thév

ed before. The pro-
ers actually thought of afew - .
to use the Saturn s 2 D '
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e most frequently heard complaint about
e original' Panzer Dragoon was that it was

|

o



choose as you pla)
your dragon matut
Ultimately, there
all with differel
bars, and Spe

~ahove, but
'buzlt-m dr
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SEGA ;EATURI&;,;
" DRVELOPER - AWAY TEAM
rusum -%m

rid effect to the graphics throughout much of

: “You'Il have to find diamonds to earn
190 drops, arm yourself with severa
high powered weapons, find medicis

% m s‘ﬂﬁ“ iung im! iusthﬁl,j

1TV Instcityobing Tiatisehenyon’ie s
_ﬁ ¥ Q--_:_J;#s",aﬂeﬁlgtheml%ﬁﬁiﬁms .
" | that thrive in the Congo. Giant spiders,

vicious apes, huge wasps, carnivorous
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. is really the star of the
ounds you as y« '
nicely shat

ouches are going to make or
onth for the last word on
Congo. -E.Storm




One of the great-
est mysteries in
recent arcade his-
tory is why Might
Warriors never

: came out here. |
- mean, Darkstalkers was pretty
it Warriors was a more than wor-
R even matde up a new name, =
.. hut it never even made it out of
s has stopped Gapcom from
of Capcom's hest fighters

J l, allows you to
play ' , and
_has new musie-and a few

ished game than the original. |

is sensational... This {
¥, ‘cause you never know
ﬂasthatwluz hytant st

twists, like guard reversals m&mﬂm
wmle they're down. As always, the

he translation department, flight
hefore, the animation js
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there), it’s a lot better than | expected it to
be, especially after the heavy cuts that were
made in X-VMen. You can't imagine how
relieved | was the first time | saw Pyron's
standing animation... every little frame per-
fect.
But while Capcom managed to do an excel-
lent job of sgueezing the coin-op onto the CD
{and with surprisingly littie loading time), they
certainly didn't aim to do toe much more than
el that. Night Warriors has no arranged sound-
"‘ti'al:lt something I'd expect in a CD cnnuarsmn

usual turbo speed select, difficulty mnda; .and
vs. mode are present). This is the maﬂn,
-and not too much more.
mn !lay, when you have a neal'ly mm

" an amazing tr'mlation, and a
big improvement over X-Ven. I
you have even a slight interest in
fighting games, this is a Saturn
exclusive you must own. -Takuhi













_ase Ieveis evéry other flght-- Actually, it’ :irefy.ipﬁssi. |
:the game wrthmﬂ ever dying_ﬂns& .hauks to an npﬂﬂn_mat

y-.elama;'
._ ’s RPG, there
are mure than enangh Isatur__es ihat cuuld ﬂrm-
_.and: _haul_ﬂﬁ-‘




CASPER'S ONE OF THE BEST
CINEMA PORTS EVER.

52

Pick a rose for Kat.

ore than just sitting. Toggle switches to

. Find some helpful reading in the
. You still can’t use

i being bom, . Mo Dt tid
My Vad Bd &, o
* m‘:tk-;:t J e ivored 2 J 50 e would find it
; ek % ' madine to bring [ - ot | somember
whore | ua;jnw-w :n me bak o B whoe it i s ip
| staged bebind so mg ra «,c | gzt the secret laboratory!

Dt ookt b fowelg i

Yes | oam Mpd s0

PR ) e daces, Stretch,
Foaptt te B dead Stivkic ad Fatso.
R ‘;"” You have to watdh
< LE e oat for then. Tege
x BOT fiendtp

1 remember powt

wrrappeal for vuunger gamers is nf

What you're looking at is one of the
best things that’s happened to the

- 3DO0 this year. Casper is
few games that I've pl
in the adventure/role piaymg genre,
that | can confidently say will appeal
to both kids and adults alike.

one of the
d, especially

B R A

course harnessed within the splendid
graphics which easily challenge any
3D0 game to date, while the adult
player will find the puzzle-solving and
interesting mixture of gameplay ele-
ments intriguing.

As Casper, it is your job to suc-
cessfully blend with the fleshy’s,
assemble the Lazarus machine, your
late father’s magical re-animation
device, and fend off your fellow [but
very unfriendly) ghosts, Fatso,
Stretch, and Stinkie. I'm actually
only a couple of hours into Casper
and that’s what I've been abl c
so far. | believe this g
legs... long legs.

Being that this is |
friendly ghost, the frian




,  was ekpectmg a simple, and utterly hdorable adventure that I'd race

“ﬁ]irﬂugh Imagine my surprise as | became totally perplexed while negotiat-
the huge.mansmn, in search of countless clues to perform each seemingly sim-

le task. All the while quality sounds and effects abound, along with zero bore-

S P — . P dom._. I’m definitely
intrigued and will return
next month with a full-
‘blown review along with
some more helpful hints.
See you then... Fleshy!
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. ARMOR  ARMS | LEUEL
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By far, the most annoying aspect of this game

is the horrendously slow frame rate. The size of

the play screen is configurable to your liking
(the smaller the screen, the faster the frame
rate). But even the smallest, fasiest screen is
still unacceptable from a pure gameplay stand-
point. If three or more enemies simultaneously
populate the screen (which, in Doom, is often
the case), the game doesn't just slow down it
screeches to a near halt.

Adding insult to injury is the fact tha_l the
frame rate is so jerky at times, it becomes diffi-
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BAMOR  ARMS  LEUEL
E 14 7Y

Doom, ID Software’s first person masierpiece, has finally
migrated over to the 3D0. Unfortunately, this game was proba-
bly better off staying at home, or on the PC, the PlayStation, the
~ SNES; anywhere else but the 3D0. Can the 3DO version of this
game really be all that bad? It can, and is. Let me explain...

23N

cult to aim your weapon (remember, this is the
“smoothest” screen mode we're talking about
here), hindering the playabhility of the game
severely. If you're crazy enough to play Doom
in the full-screen mode (via a code), then you
can enjoy a screen update rate of 7 frames per
second... Yes, you heard me correctly, ONLY
SEVEN FRAMES PER SECOND (What is this,
MYST or DOOM?).

So, are the glitches and gameplay problems

~ in this game just a by-product of the 3D0’s

graphic inabilities? | don’t think so. Killing

| ARMODR  ARMS | LEUEL
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| ETrmm————— e ) K = . E and P 0’e d hulh % d Gl graph:cs
e e s T i T r - al:l:eptahle f!'EIIl'IE rates, .and, arguahly, even more
complex graphics than this version of Doom.
Plus, keep in mind, Killing Time and PO’ed were
~created from scratch, whereas Doom has
~ heen done many times before. It’s not as
" f‘* if porting Doom over to a different system
5"“&'
~ + issome monumental task... Oh well.
= e e s oy S R, S NSl : Plaln a“d SImpIe thls UE?‘SIUI‘I Bf Dﬂﬂm
e 'j ; . aas ey - FR, ¥ |s one vau should stay far, far away from. If, on
= = - g L " a4 one hand, you're looking for an enjoyable and
_ = S &\ e plavable version of Doom, get a PlayStation
bl - ey A O _version, a PC version, a SNES version, get
cﬂoppv DEATH_,, WFQUR S] Eg. 4PN anything else, but please, spare yourself the
% =% . Lt FW&  phemorrhaging pain of this 3DO version. If, on
the other hand, you just w&ﬁt;?{io play a decent
~first-person shooter on your 3D0, Kfmng Time
~_and/or PO’ed make much hetter
~ choices. I justcan’'t recom-
~_ mend this game in any way.
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avasiahle upﬂn startmg,

or by “winning” new

weapons from fallen

competitors. Overall, there

s of legs, bodies, and arms

rom, giving you the '
hi

| nevef thought I'd ever
see it: a game that looks
much better on the Saturn

than it does on the PlaySta- -
tion, despite its lower polygon abili- are t
ties. After reviewing Robo Pif on to ch
Sony’s system last month, | was shud- % '

dering to think what this version would |
look like. As we all know, the Saturn ©
can’t manipulate polygons the way the
PlayStation can... At least, that’s what |
Game-wise, nethmg s reailv changed irom the
Roba Pit we showed you last issue. You can still
make thousands of robots usmg the many parts

, and climh your way 10 the
circuit. It won’t be easy
robots are extremely skilled, and
ed bosses will try their best to
Jgress down.

Sadly, the gouraud shading
from the PlayStation version is
gone. But, with the cleaner




. graph;cs smoother
n ﬂ‘liﬂ%ﬂﬂ ;_md deeper sense of 3-D

e robot creation

to the baﬁle arenas them-
Each of these stages still

/e their strategic elements (rocks

behind, raised platforms for

C apes, a.tu.), and weapons _,
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an you ever lmagmnd
~ The graphics are mostly still pictu
| sunlight effects have been aﬂml to this v
9321 and 3D0), and the great amount nf
the Bubblegum Crisis | |
#eal Konami god. Has
*here from sitar-heavy
: Everyone needs to ex |
4 out here they must be sh rawn a d.quar! |
| overdose on NARC. T e brave enough to b

héie song if you
pilection in Karen's
acler Meryl was a mem-
the elite police team
natcher’s hack
- . Policenauts
tation is the best
8 yet and has what |
¢ b ,_lre to be the best storyline in
i any game, ever. A CD called
' Policenauts Private Collection is alsa
# available, which has interviews, the
1g of, looks at the PC and 300
= yersions, the entire game
. Script and storyboard,
a music test, charac-
ter design sheets
"ﬁ_/] \| and other goodies.
= Nick Hux




Hna! éntasy 1, Phantasy Star Il, or
Lunar }i. But now, there's Genso,
and that small group of true RPG

ger.
In zh‘e storyline department,
Genso is unmatched. We
covered the basics in our
February issue, but the
storyline goes a lot
deeper than
that. In

60 s

pite. :
ters (108, and that only counting the

have a lot of incredibly deep characters,
the likes of which | haven't seen since '

of constantly developing characters that

epics is about to get a little bit big-

-and never gets
heesy. keeping you glued to your

es in your army), Genso manages to

Lunar II. Of course, I'm not exactly losing
sleep over Sarah, the laundry woman,
Sergei, the elevator installer, or Antonio,
the cook, but Genso has literally dozens

are actually worth caring about. This
paves the way for a lot of truly tear-
jerking scenes. and Genso doesn't
pollute its well-developed drama by
pulling any punches... This is a
civil war, and there will be
inevitable deaths on both sides
of the battlefield.

Konami clearly spent
years working on this
game, as it's both neat-
ly polished (not a
single glitch!),
and full
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"'9# m@mpassmg a-:fhﬁge
ganres Th saund—

: .-;--'--its ;arospects f{}r an Amerfcan release
“are looking pretty slim. Let's hope that
~ Konami will take another look at
- Genso (and Policenauts too, while
they re at it) and realize'that as good

as their sports games are, they're
s;ttmg on an RPG gold mine. If

'.'a"f d'&'genenc toasimg towns, all  not Konami, let's hope Atlus or
'"m desperate need of anima- -_Wor king Designs QL Bven
- tion. Still, it's not wﬁhﬂut Sony themselves will take a

e moments e look. This is one RPG
m.?wg* ) Thé sound depar’[— that can’t be allowed

rnent though... to pass us by.
ng - Takuhi

- "{g-jh :;1
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Pla Statior}

' fighters supposed to move...well..

ORION -
A STEP ABOVE AIR
comBar.

- Despite. !he attractive ':‘e'x-

{ 10 get to a huge bridge that

ture-mapped graphics, an

~ excellent soundtrack, and an always fun

two player link option, Sidewinder is

' nothing more than just a small step up

from Air Combat. Actually, there’s only
one reason it doesn’t just totally smash

the popular Namco shooter: a definite

lack of speed. Is it just me, or are jet
fasi?
it’s not that Sidewinder moves slow in
hattle. If anything, the dog-fighting is the
best part, with a much more realistic feel-
ing than Air Comhat. Where the speed

problems set in is when you approach

¢ ground objects. At the rate your craft
.| should be moving, why does it seem Iske '

-getting out of the plane and walking
would be faster? Even with my afterburn-
- e;s on, |t merally tenk me over a minute

(judging by the size_) could-

1
S:dewmder even with it’s * reahslic”

~ cockpit look and tight control, lacks that
“one important factor preventing it from

being an actual aircraft simulator.
Perhaps that’s why I'm being so harsh on
the game. Early pictures gave me grand
thoughts of playing something advanced,
not just another version of Air Combat.
But then again, il'you can overlook the
lack of speed, vou ‘re in for one heck of 2
treat.

Graphically, Sidewinder is stunning.

With texture-mapped enemies and build-

ings, tons of diverse backgrounds, and
almost no pop-up, this is one of the better

looking PlayStation games I've ean S0
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_Satum)f Stahlfeder is a festering, painful boil. But uumpareﬂ heck of a lot more than Two-Ten Kaku ever had. So, if for

to Two-Ten Kaku, well, it's a masterpiece. Well, that might  some reason you had to buy an overhead shooter for your
be going a hit far Even keeping Two-Ten Kaku in mind, lt‘sr- PlayStation, and already had Gunbird and Twin Bee
still pretty bad. But not qmte as had Huihmg s as bad as ' Fahaa and Philosoma, buying Stamfederwnuld -
- Two-Ten KEW § & = "~ be slightly preferable to huying Two-Ten - *.‘,H.
But anyway, * Stahifeder. Six !euals Really, reatly, slnw- . * Kaku. Of course, let’s face i'ea!ily here. When "+ .75
I’I‘Iﬂ\lll'lﬂ The only thing that keeps you awake is the sound-  would anyone ever really be in ats:tuaimn? _ NV

6 frillion times in each unbearably long level. Eachlevel has - nice about Stahifeder. 1 p ﬂhabff

.r‘jf' Eﬂs :

iShie 00 WeSpon BRREC Spees
i ame: Kranichi Age: 17 Sex: Female™

.”_1;#_ 5

1’!1 keenthw shurt Stahffeﬂﬂr is thurnughiy awiu 5. er % tobe impressed. @« o |
bad... er... well, it’s okay, | guess. A little bit worse than‘ __ The only cool thing ahout Srakffederls the vanety of shms -
that, maybe. or... well... Gah! | want to just cut into = - each of which has two different weapons you can switch
Sfah!feﬂe? hut sumethmg keeps stopping me. That same— ©  between at any time. So if you ‘want to play it again, ymf uan

thing is Two-Ten Kaku. Yes, you probahly missed Two- T-en ~ . have a somewhat ﬂ:fierenr(hist Eﬁuaﬂyg:amiu!) experience
Kaku We digi last issue, hut had to cut it to make mnminr %ulth a dtiferent ship. Except.of course you won’t want to play;
some other game that didn’t suck as much. Yes, we didn’t aﬂt again, “cause you’ll probably beat it the first time. That i is,

cut Horned Owl, we didn’t cut Dead Heat, we z:ut Twn—-Ten ~ ifyou can handie the stupidest last boss in the history m‘
Kaku. That’s just how bad it was. ~ video gaming.
So, compared to a real shooter (say, Ga!asrm ﬁﬂack !m' the it has some choppy parallax and okay efiects, whu:h isa

track, each song of which starts out kind of good for about 1ﬁ ~ This whole paragraph is just a horri-
secﬂnﬂa, but then loops the same grungy techno-ish riff about hly failed attempt to say sumethmg

a couple of pelygon enemies, and a polygon hoss, hut they’re + “shouldn’t have even hothered. It's
such a snooze o fight and look so out of place that it’ s hard ﬁust a cumpiete and utter mle : -Taﬁuhl

- —MBN IFYOU Aasptmw RS
— 8§ MUST HAVE A'SHOOTER)
DON'T BUY

TAHLFEDER!

l‘hi -

'SmeIdIIIDDWaapunl [N ef I]'D"a?eapml 1 T} -ed BCOD

Nafhe: Krshe  Age:24 Sex. Mste { T | __ . # Nomey Schwalbe Age: 23 Sex: Male




[ Y] Moon Su)
Wow! A fuliy rendered (:G Saﬂar Moon llghtmg
‘ effeczs irum Angel '

-} Even lhnugh Konami’s
551 resigned themselves fo a
sporis-infested future, they
- haven't forgotten their past.
~ Track & Field returns! Whip
-~ out those turbo-fire con-

| G.EfIE.'Xh:-m3
% || Supreme joy will soon be yours with Namco’s top FMV excitement,
' Galaxian3! G3 combines several Namco arcade Theater-6 games like 3
|| Project Dragoon and Attack of ghe Zolgear with a new scenario, The
pring.

~ Super Ninja Goku

| Santos, makers of the terrible-beyond-belief PS shooter, Stahlfeder,
| have a lil’ rendered action/platformer based on the ancient Chinese

| tegend of Saiyuki headed to your PlayStation. Super Ninja Goku will
~ | be available in Spring.

3 f" ' : _ r o b ./"’?",z"l T ¥ % )L"a
Mobile Suit Gundam V2.0
Anolher thnlhng hattle between Char and Amuro in the never-ending
| Gundam saga is headed your way from Banpresto. A 3-D shooter like last,| ———

| year's Gundam 1.0, you now have the option of playing as the Zion forces :1

| and ilght against Gundams. Yeah! MSGVZ Ois due in March.

Jumplng Flash' =
Here’s a few more shots of Jumping Flash! 2. Although it
looks very similar to the original, JF/2 offers many more
levels than its predecessor, which is all the original needed *
# to be a transcendental experience. Jumping Flash! 2 will
he available sometime in spring; we’ll have a review soon. §
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# 'He!le and welcome to the new mumme- -

dia Pesrmefsrerf Yes, as you can see,
_I've exploited the advanced eempeter
_technology of today to bring you a pre

__chart, and a carfoon! So, anyway, |

thought you might like to see a serent:ﬁe

- breakdown of the kind of mail I receive

~ here, so I've painstakingly compiled the

info... for you. Because I love you. Each

‘and every one of you. Well, not all the
anti-violence wackos and Aten Jaguar-

- related conspiracy theorists, but all the . | 5 o

- restof you. So, if you’ll turn your arten-
‘tion to figure 1a, you’ll note my lovely
- pie chart, showing the most common
. reader concerns. And in figure 1b, the
- games I'm most offen asked about.

'Pre ehan e o

. Most fr eﬂaeeﬂy breeehed :seues il

26%

We get many impess*ieeed pleas from

_readers wanting to start pro-RPG letter
 writing campaigns, political parties, fire-
bombings, whatever. You have the

_ ...f_;Pestmefsrers full support...

= ﬁ "’5. -r ,_-l-. ;*;' i .-.->E :55} ‘“"'F ,'.r

@ﬂre Sqeere eee" Enix really not releasing

any more gemes here? For the tfme
being, yes... e

- 12% Saturn Infermntv Cemplexes
It’s funny, ’cause we get more letters
“from Saturn owners than from owners of
“any other system, by far. And they all
start with “I know I'm the only one in !he
“entire universe who prefers the
Saturn...
-should start some group therapy system
_or something... Let’s just all have a hug.
;_*%E% Cover Art Bu tchery

Next to RPG’s not coming out, our read-

_ers’ most impassioned concern. We get

~ hundreds of letters about this every
month, and | assume game companies
must, too... Too bed none of them seem
to care. =
11% Atari Lovers

People who just can’t accept that the
Jaguar is dead, and people whe bleme

pro
.. 3% Atari Conspiracy Theories
Tq{g one probably shouldn’t count,
L eaese its enly like twe peeple who write

us fer kﬂheg ;_t Serry felks es over.

Accept it.

..:-.-"_-':'_'-.

 People pointing out that changes were

_ made in VFIl and Rally after we reviewed
_it. My favorite quote: “I hope you jerks

‘at GameFan get beat down by the locals

- the next time you go to Nippon.” We

love you, too.
8% General Wackos
About 3/4 of the letters that fit this col-

umn are damning us to hell for inferview-:
_ing Glenn Danzig (or as one reader lov-
- ingly referred to him, “Lucifer.”), and to

a lesser extent, Clive Barker. The other
quarter is made up of people accusing us

- of glarifying violence by covering Mortal

Kombat and Legacy of Kain.
3% Want PCFX info

We 1l have an PCFX epdete next rssee
ably. E

/ eemstanﬂy tries to prove that Sony and

Sega and Nintendo (all guided by the

_Japanese government) brutally crushed
~ Alari because they're American. He
sends them to us because we’re “the
only ones [he] can trust.” The other

guy's theory is too convoluted to feﬂy

- comprehend, but somehow, we're to
blame Sed really. :

ﬁ'\""“Mest often esked ebeer games:
1. Samurai Shodown Il
_This one’s been gaining steadily, and

- now everyone wants to know what it’s

- coming for. Just the PlayStation and (of
" Pretty pathetic, really. Sege d T (

eeurse) NeoeCD as of yel.
2. Secret of Mana 2

This one’s been #1 for the last eeeple of

months, but people are finally starting te
lose interest... Or, rather, hope.

3. Marvel Super Heroes

No word from Capcom yet. | doubt a CD

system could handle it without some sg_;._f

of memory cartridge...
4. Genso Suikoden *
Now that Arc the Lad and Beyend‘ the

Beyend are confirmed, Pleysgﬁen own-

ers a

geﬂmg behmd ﬂus eﬁe in a bfg

way. _
5. Resident Evil (for Seture}fﬂ:-;
The #1 concern of Saturn owners, now
that RayEarth and Shining Wisdom are
confirmed. Sorry folks, no word yet...

6. Ultimate Mortal Kombat Il 5
It's coming for just about ewerymmg

_ except the N64.
7. Gastlevania

This year for the PS-X, Satffm vers:en

still in doubt.

8. Tenchi Sozo (Creation ef Heeven and
Earth)

We've heard Nintendo's !feeesmg it, but
still no confirmation... e
9. Romancing Sagalll
Not a chance, I'm afraid.

10. Dragon Quest Vi e

A possibility for a Nmtende heeeee but

. don't bet on ft

Dear Pestmelster

| have some questions that I'm sure a_iel i :_

of people want answered. Please

‘answer at least a couple of the mere
important ones. >
1) Is Akira Terlvama alive? A Kurean

friend of mine recently returned from his .

native land with 38 tapes of Dragon Bail

and the news that their creator had died
in a tragic car accident. If, heaven for-
bid, my silghﬂy unreliable pal is !eﬂmg

- the truth, does this mark the end of
Dragon Quest and Chrono Trigger?

- 2) Why did Capcom change the name of

 Street Fighter Zero to Streefﬁ nghter '

Alpha?

~ 3) What happened to that new four-button -
_ fighter invelving robots that Bapcom was
- developing?

4) Will that cool Iueking Hebeteeh game
for U-64 stlﬁ be coming out upon system
release? | didn’t see it in your. reeiew of
the Shoshinkai show.

.00 've looked high and iew fnr Derk—
~ slalkers 2 in the arcades, to no avail. Is
it planned for the home systems? v

6) Is Resident Evil gomg te be ext:luswe 3

~ for the PS?
~_T) What does Konami haue in stere fur
 the new systems‘? Anythmg new‘?



e eas
g:plexillran the standard fireball mnlmn)
ore.you use them the

A tollsﬁ GAM!
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'the game, usmg two moves i:wep
-and over, without even lasmg a
rg;mﬂ S
Unlike most ﬁghtmg games- .
Nmkus characielﬂ«s are all amma-=---

Ilke their TV cuuntarpart#)
Aclually,\ttng would have b

aﬁ&aruunﬁ.the cur-.
lﬁstage giving you a perfect 3-D

ch texture mapped level.

*'ﬂm nusic is also very good, with

tunes _f‘anmng from Classical to
tec | perfectly fits
iltﬁmpresents
_mku is'a hard game to hate.
ven Wlth its. ch_opgy character ani-
nf.:fdlﬁlcultv, I still

: fuund mvself’hav__mg a goad time.

ureafan

T

.




Working Designs has picked ul: yet another burning hot Japanese-bred RPG.
Dragon Force features a complex story, many, many characters,

: : - . | RPG/strat setting. DF
oMB GUTRETEERR 7 W7 | releases this May in
RAIDERS! ' || 1apan. Lok for the US
sr.tlr;mmﬁ Lana | | s :re:sion after you :l:or;e down
I S iR — | from RayEarthand Shining
is startin k ory sounds. Check Masaya’s Langrissa 3, tmih (h'arac!erdes.!gzl by :
mﬁ:ﬁfﬁﬁ ;::m, esgsii : c?;etng latslg;: :;] J)‘m "95). TRmay hit Plastic Little's Satoshoi Urushiba, is due in June. Wisdom.
stin Japan. That means actual good hox art to you and me and a
don't need a garage for!

Word is that Fighting Sonic, along with two other Sonic games, are hea
our way. Here’s the skinny right from the AOU show floor. Eight;
characters so far with eight special moves each, so far. Getlhi

lose rings. Pick ‘em up during a fight for bonus points. Sou

Sonic-ish, sound awesome ? Well, it is! Sonic and the resth

is indeed confirmed. Se
{like a no-brainer, really

) Here's my prediction for Saturn action/platform sleeper hit of the year. Keio and
Pochi (her flying dragon) are back in action. This non-rendered (yes!) platformer
features brilliantly animated and detailed hand drawn art, 30 fps animation sequences,
. and is loaded with great gameplay. Keio can dash, find and use :
: lots of weapons, and after saving Pochi, use him in battle. Since| % .
Keio’s Flying Squadron for the Sega (D bombed here (it had no user w‘“j g <
@ base left to buy it), | doubt IVC will risk releasing this one over | )
here, so fans may have to track down an import when it’s )
; released in Japan this April.

3




How long can you go with-
out sleep? Because if you even

blink, Baron Dark’s
diabolical dream will

* annihilate your world. And the
human race is looking to you to reclai

the powerful Lightstar Crystal. Not to mention his death
' squad of Skeleton Warriors."
These guys don' have a forgiv-
ing hone in their bodies, 5o

with over 20 levels of gruesome
]—ﬁ gamage, you may lose your

. mind in a sleepless hell. But
If you're defeated, it's a sure bet youll be sleeping with
the enemy. For eternity.

http://www playmatestoys.com.

Intevactive Enterlatmment, Inq

16208 ivian Way
L Miredn, (24 90638
(714) 5a2-1 743

SEGA SATURN

This official seal s your
assutance that this product
meeats the highast qualkty
of standards of SEGA-
Buy games and accesgries
wath s soal to be sure
that they are compatible
with your SEGA System

Skeleton Warriors” and associated trademarks and copyrights are owned by Landmark Entertainment Group and used under license. ©1996
Landmark Entertainment Group”All Rights Reserved. Sega and Sega Saturn are trademarks of SEGAENTERPRISES, LTD. All Rights Reserved.
Developed for Playmates Interactive Entertainment by Neversoft Entertainment.” Neversoft Entertainment is a trademark of JCM Productions,

L
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FORMIA - 32 MEG CART

war
4 OF PLAYERS - 1-8

E. STORM

HOLY FRAG ON TOAST!
IT’S LOBO ON THE
GENESIS.

ous fight with his. employer, (or ex-
pmployer) Vril Dox.

Lobo must conquer each one... and
these ain’t no school girls. Rival charac-
ters include, Loo, Kris Krusher Kringle
(who else could get away with offing
Santa), Shaola ort




villain has a vast array of character

x| specific weaponry, fluid motion cap-

@ tured animation, and 27 moves, the

__1f entire game is pre-rendered on SGI
' § workstations. This means big graph-

‘g ic satisfactiontoyouandme. @

& At this point, not much can be said

| ahout a comho system, (although

7 two-in-ones do seem possible) hal-

~ ance, or move execution, as we are

~ drawing from a yet un-completed

(& cart. But Lobo seems plenty deep.

|| Some of the button commands (espe-

& cially the finishing moves), read like
el RO, vt Rk e 4 b T algebraic equations, but that’s part
Bl B il ——— —— | of the fun in today’s modern fighters.

. BH O S5 ; S 0 b e What can he commented on, how-
ever, is the graphic presentation in
Lobo, and | can assure you, hy '
Genesis standards it’s mighty impres-
sive. The backgrounds are diverse,

& colorful locales including gallows, a
| sewer, and the freakish fortress of
Kris Kringle, complete with falling
snow. Gameplay options include
solo, practice, versus, and a tourna-
ment mode allowing up to eight play-
ers to join the fun, er, pain. Lobo’s
- coming home this May, for the

pe=="_Genesis and SNES. We’ll do our

best to bring you a review of both in
- our next issue. In the meantime,
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OK, let's do the math... Square programming « SGI ren-
dered graphics + Mario + Role Playing. Hmmm, | wonder
if there’s any chance this game will sell. Ithink it's safe
to assume that just about every SNES owner out there is
anxiously awaiting this unbelievably uncharacteristic
installment of Mario. And for more reasons than just the
- rendered graphics. for
starters, | believe thisis
~ thefirstnon-
 Miyamoto directed
Mario game. It's |
also of course Mario’s
- firstRole Playing
experience, and who
better to introduce
the genre tha
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SGAZs It Was amaZing. moms:
1 just saw Geno walk
nto the forests Neat; huhz




nes: Final Fantasy I~ _ e '
Yet, in the past ye 5“"3%‘3“ 2ased ; mherufgreat-luuklngvst
Chrnna igger, gg'ngESﬂrﬂ Hunter G, and. the ‘ apry
cts, decent m ko !

it yuverion, Garuda, Lawathan Jurmengard and Bahamut King of
rid. You plaﬁ;as Bieu, captain of the Carna Dragimns and at fit your
~ quest is to save Princess Yoyo along with Yoyo’s loyal servant (and
‘. a skilled heavy knight) Matelite, the royal wizard Sendach, and a
eager army of castle-folk and a few piliful dragon-pups. .5
Never, your journey will become a fto awa
iragons and unravel an anc:ent dark secret :
unght"‘?)

-, ] NOwW _jl
, ant:urdmgiy éﬂmg’s the dragons will

' mature into totally new beasts. The problem here, however, is
that the draguns have tens of thuusands of hit pnmis while you

P ok, i e i
mimummmx#.wm ; J MWWWWWHWEWWWF“WE‘M‘ g

gtl'IE ﬂl'ﬂg qﬂm:umﬁum' Rl Ralb sl
2 the enemy.
Imast every char-
sh the enemy.
jer from the main

| ng ¢ S S0 as to trap the

-
1‘ ,;.‘* P

. SUPER Famicom
lIEUE_l_IPﬂi 3 SIIIAHE havei anlyhhuhnﬂﬁ%s ur'thnusands You uadn _
o ' . . ons (to which you can only issue commands of
 PUBLISHER - SQUARE. =~ WAY too easy. Even if you had no dragons, the ¢
' acter has “field” attacks (that you don’t have to

" FIIIMAT 24-MEG CART ._“Lhat"s the point of going into hand-to-hand if
| rests al _aze to deter enemies

_ Fm— '  help a flawed engine.

TR B grap AT 'ut l:ertamly not Ghrana Tngga 0 { of Mana 2 caliber. Oddly
: ' ; sparent, rainhow-y haze that rather conspicuously disappears whe
 is onthe screen. The usual range of Square effects is he
1is the multi-jointed characters and enemies thal
| standard animation could provide on a cartridge.
music is pretty gun th some excellent tracks, hut mostly it’s Nobuo-wannabe fille
Bahamut isn’t bad, and if it was a bit harder it would have been quite good,
Sl ’&ﬂ but it’s far from what most gamers associate with the recently-nonexisient con-
(o ‘ cept of “Square quality.” If you need Square strategic power, buy Frum - R
Missian, my personal heloved tactical tour de mrce anﬂ e
avoid BL altuglﬂhekr HYnu Il be happy ynu Gid. e e e SN
: T ﬂ: ux P ] P : -.”: = ".-~ .. i .. -fw-_ e
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CAL'S CORNER

Basketball season is upon us. The NBA is in
full swing, March Madness is right around the
corner, and at least EIGHT new home and
arcade hoops games are on the way. (Including
those previewed this issue, look for new coin-
ops from Midway, Konami, Sega, and Data
East.) To separate itself from the pack, Acclaim
recently held a press event as part of NBA All-
Star Weekend to launch its new coin-op, NBA
Jam Extreme. The event was spectacular. We
all got to see the dunk contest, the three-point
contest, the rookie game, and of course, the
All-Star Game. (Shag dunking over Mr.
Rohinson in his house, dominating the second
half, and he doesn’t get MVP? C’'mon!)

| guess the topic | want to discuss this month
is what | consider to be a slightly questionable
deal cut between Acclaim and the NBA.
According to reliable sources, the NBA was
very pleased with their take from Acclaim’s
home versions of NBA Jam (which of course
grossed way more than the original arcade
game). So the NBA oh-so-intelligently award-
ed the use of the name NBA Jam EXCLUSIVELY
to Acclaim for the sequel, dissing Midway com-
pletely. Midway’s Mark Turmell, creator of NBA
Jam, is currently working on the ACTUAL fol-
low-up to Jam, entitled NBA Hangtime.
However, with license in hand, Acclaim has
created their own rendition of a Jam sequel,
called NBA Jam Exitreme. As mentioned in the
preview it's a great game, but my question is:
Is there an executive, somewhere inside
Acclaim, who has a hard time looking at him-
self in the morning? Hoarding a basic game-
play engine, even if you've published the home
versions, just doesn’t seem right to me. 1| bet
Turmell’s not a happy camper right now.
There’s been some pretty bad fighting game
ripoffs recently, but nothing comes close to
this... in my personal opinion, of course.

Cﬁip Cal Cavalier

vi EWPOIN'I'S

”Chi p"

“Cal Cavalier”

Ahh, Konami, a company once known
for two spectacular series, Castlevania
and Contra. My big quesﬂun is, what
are they doing here? In the action cate-
gory they have almost no equal, but
sports is a saturated category driven
more by licensing than gameplay much
of the time. BOT9was obviously farmed
out as it contains little to no TM Konami
magic. One camera angle really hurls,
otherwise it’s a nice looking B-Ball
game that plays very well. Basically
video game baseball, no matier how
dressed up, s just repailllun The 32-
hit versions look real nice but until | get
a real time hat cam, |'m steerin’ clear.

VBOTTOM OF 'I‘I'IE 9T
PLAYSTA

5660600

Five years out of the sporis
market, and it’s starting to
show. Konami’s just a bit rusty
;ﬂith Bottom of the 9th. It’s def-
initely a solid, playable base-
ball game, but hits of break-up
in the polygons and a quirky
batter’s box interface trans-
lates into the best (by default)
PS baseball, but a minor-lea-
guer compared to World Series
on Saturn.

KONAMI

5666 6l0l

GumeFan Sporis Prewews

Acclaim’s getting good mileage
out of the tried and true Jam
license. College Slamis synony--
mous with the 16-hit MBA Jam -
‘T.E. game engine with new
graphics and college teams. My
burning question for Acclaim is, - ( SN
not being able to replicate col- ™ :

lege players faces, a trademark feature whu:h helped hrmg
the Jam to fame, what's the hook for College Slam? In any 5=

case, a vast majority of the top NCAA teams (no actual NCAA license, though)
are Iaalure:l including my namesakes, the CAL Golden Bears and the Virginia
CAVALIERS. There are head-to-head, full tournament, and final four options
which accommodate for up to four players . But still, the gameplay is, in almost

/| slew of new hidden characters (including editors from

The most successful sports game of all time, NBA Jam,
is back, but that's no surprise. The big surprise is that
Midway had nothing to do with it, Acclaim went off on their
own this time... and the game is actually quite good.

| have been skeptical about Acclaim’s alleged turn-
around, but with the power of 0B Club and this game, it's
starting to look real. Sculptured Sofiware has done a great
job of bringing Jam into the 32-bit world. The game fea-
tures textured polys and still plays in the traditional 2-D
perspective, but there’s tons of exciting 3-D on the fly cam-
era shiftiness to make the game feel more realistic and like
a TV broadcast. The game’s sprites are HUGE (I'd estimate
30% higger than the old sprites), and you still get real
players with digitized faces mapped onto the polys.

Gameplay is 100% of the old NBA Jam engine, but with
many upgrades. Firstis the addition of a fourth button, the
Extreme button. Basically a Super Turbo (think of Turbo as
a run button and Exfreme as a dash button), Exireme
enables new gameplay techniques and of course lets you
run really fast, but at the cost of twice the normal Turbo
meter expenditure. The Turbo meter, by the way, will now
dissipate more quickly in general and won’t regenerate as
fast, making for more strategic use of the meter (it rarely
ran out in old Jam). Other new gameplay includes diving
for loose balls, many more dunks (of course), and a whole

game magazines, whooee).

Jam Extreme is tons of fun, features enough new game-
play to justify its existence, and might well keep pace with
or even exceed Turmell’s Hangtime (1 haven't seen it yet;
I'm praying for all-new hardware, but I've heard that it's
the same engine with just new sprite graphics and
effects... ouch. In any case, we’ll know for sure at the

every aspect, NBA Jam. So, |f you are nneof lhe two people whu ve never
played NBA Jam, you must, must must purchase this game. Otherwise, uh,
well, hmmm, I'll try to think of something else to say...

coin-op show in March.).




Though Konami hasn’t very different from
quite reached the pinna- past baseball games

PlayStation

cle of 32-hit sports, they and takes LOTS of

have come off the line practice, so don’t

first, and given us a powerful basketball expect this to be a game you can just pick up DEVELOPER - NONAMI
game already. And now comes Botfom of the with the ol’ BB/ skills. There are some use-

9th, Konami’s first next-gen baseball effort,  ful options including a training mode where g T
which is a slightly quirky, gouraud-shaded  you can hit for either accuracy or power, and meece: wacarean

polygon baseball game for the P!ayStatmn ~ the size nf lhe i:antat:t hﬂx is apprupnately FORMAT -
that, while not quite as impressive as Woﬂd _____ a__tfected - = T
Series for the Saturn, is stlli ) fai Othisa gnod enuugh gam& tu k&ep you # ||c PLAYERS - h,.
baseball game. | ied with a season mode, and the real
~ Bottom of the 9th duesn ’t hit- licenses (including many signature I]IHIM]’Y
the power alley with its graphics. T ”game .__;.-'swm s and stances for actual players) will
has only one camera angle and der:ent'-(hut G MLB fans entertained, ﬂesplie the lack
_not excellent) motion-captured polys. _-_..__--;_;-ani “real teams.” The snund is great, espe-
Unfortunately, there’s a bit of ﬂﬁllceahlﬂ ~cially the hnillant intro music and the fluid,
flicker and gltlchy hreak-ﬁp among the pnlys,. .'.Amem:an—suundmg piay by- play announcer.
The gameplay is good, hut Konami might  Until competition emerges, Konami has the
have been a bit too ambitious with the con- -}mmﬂe track on the PS pennant (even if hy
trol schematics. The batter’s box interface is :leiault} | -Cal Cauailer

Y

CAL CAVALIER
S0 WHERE’S CASTLEVANIA
ALREADY?




PlayStation

E

It’s just SO over
. for everyone. Sony, the clear-
cut champ of football and hockey, has created
a game so heart-stoppingly spectacular that even
anti-sports gamers can’t stop talking about it. NBA
Shoot Out does what the PlayStation was meant to
do: 3-D polygon, shift-on-the-fly, fluid, realistic
environments.

This baby’s generating 225,000 polygons per sec-
ond, resulting in the best polygon movement I've
ever witnessed in a sports title (and possibly any
game ever). There are seven unbelievable camera

_ angles, including a “manual” where you can adjust
the camera! From the too-powerful-for-words

instant replays, to the reflections in the floor, to the
mega-smooth, motion-captured animation, NBA

Shoat Out is so close to perfection that | almost
want to call it the first “Second Generation”
PlayStation game.

The game of course features real NBA teams and
players, and a smorgasbord of season/mode
options. The gameplay keeps stride with the superi-
or graphics, and feature a vast selection of show
stopping (some totally unique) moves: alley oops,
360° jams, tomahawk slams, jump shots, speed
bursts, steals, blocks, windmill dunks, reverse
dunks, mid-air dishes, and dunking over defenders!
Okay, it sounds like | copied a Sony feature list (I
did), but our version was incomplete... | have the
utmost faith in these guys; it’'ll all be there, trust
me.

Shoot Out breaks new ground in, well, almost




every area. This is the first multitap
game to support 8 players (two taps
plugged in, awesome)! The
com-mentator has
possibly the
smoothest, clearest
voice ever (No. CA
fans will recognize
the voice; it’s NBA
PA announcer Dick
Calahan from the
Golden State
Warriors). There
are lots of gameplay

And of course, you ca
son to memory card!

options, including the
ability to trade players along with
arcade and simulation modes.




[:rvstal s highly acclaimed Slam N Jam i ise
n Saturn. Dubbed (by myself, at .
aast) the greatest basketball game of all
time in its original incarnation, Slam 'N Jam
has been surpassed by other polygon heavy-
- weights, most recently NBA Shoot Out. Will
96 29 |mpruved enough fo recapture the
itle? . '
In its early pre\rlew Iurm Slam 'N Jam '96
appears very, very similar to the previous
grsion, but with much smoother animation.
So far, the gameplay seems to be going in
~ the rlght direction with all the alley-oops,
dunks, rejections, etc. found in the original.
The 3-D, over-the-shoulder perspective is
one of the most effective . playable view-
points in any basketball game (If you've
never played the original S/am "N Jam,
think of a 32-bit NCAA Basketball). And
1 Crystal does a fantastic job of exploiting it,
with solid, glitch-free sprites. :
{ What new features will be in Slam, if any
/| (such as multiple camera angles, new play
{ mechanics, etc.), remains fo be seen, but
4 the addition of real NBA teams and players
is a big plus. How the game’s new name-
4 sakes, Magic Johnson and Kareem Abdul-
_Jahbar, will participate is unclear, but you
can’t help but pull for Magic in anything he
does. Maybe this will be the beginning of a
" new video game era for the Magic man,
- whose Virgin outing was, well, a big air
ball. -Cal Cavalier
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~ this new and mwmveﬂ gaa;e

wind blows thrﬂugh Klm 'wu s hair | |
convincingly.
!n the first KI, all the zharacters

ﬂgiﬁers now pgssesg"mfgzmﬁ{m B
~and reaisstw atmudes during Bagh B

homework. S
The backgraunds pnssass an equai
amount of refinement and atientmn
to detail as the characters. Each
round begins with a flashy, mult:-
i ﬂefspeclwe zoom-in camera tech-
‘ mqu& that brings plenty of “oohs” anﬂ
|

“ahhs” from passers-by and ptayers
alike. Impressive!

A quick visual scan of the hack- =
ground graphics further reinforces
Rare’s hard-earned “SGI gods” sia
tus. In the 2-D stages (there are
seven 2-D stages and six 3-D stages
in ai!} thera ls aa msane amﬁunl of




TR

S TUSK

to 5 layers of parallax inthe v y ack of the level. Not only that, but
you can also nudge, break and interact with objects in the back-
ground. Walls smash to pieces, lava comes flying in from ihe back—
ground and tree Ieav

ced playergcauld win with che
now he alle mted or countered in some way. In ot ords, a skillful player wHI eat a cheap player for breakfast When this gam

ome negatwe feedback from playe the Internet. “The first one was better;” “ The game doesn’
- th n the ’net.
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8) Will LucasArts bring any of their

SCUMM story system games to U-64?

9) Can X do any SF moves in MegalMan

X3?

10) How can | get ahold of copies of pro-

duction art from games, specifically

Capcom games, that you guys get for the
magazines?

Jonathon Holmos
Boxhoro, MA 01719

1) My god, no! He’s ended Dragon Ball,

but he’s still alive and well... At least, |

haven’t heard anything to that effect, and

since he’s probably Japan’s most popular

manga artist, I’'m sure it would be men-

tioned in all the Japanese magazines.

2) Who knows? | mean, it still has the

“Z” thing in the character select screen,

they should have just left it the same..

3) Cyberbots? It came and went, | sup-

pose, although I'm sure you can still fmd

it in arcades. :

4) Nintendo only showed games that =

were definitely coming out for the

Nintendo64 in Japan at the Shaoshinkai,

and it’s uniikely that GameTek has the

. fareign rights to Rohotech, or would he

. releasing it there. I'm sure it'll be at E3.
- 5) Night Warriors never made it out of

- test market here. It’s out for the
~Japanese Saturn, and is coming fo US
Saturns in a month or two.

'6) It’s lookin’ that way.

. 7) They have that gorgeous Genso

Suikoden in Japan, but no news of a
domestic release. They also have
Gradius Deluxe Pack (with Gradius 1 and
2), and Castlevania and Contra are in the
Works.
8) For the N64? You look at the N64 and
think, “Wow, | wonder what Maniac
Mansion would be like on this?” Yau re
(dding, right? :
) See Hocus Pocus.
10) Start your own game magazine?

Peel it off a coin-op? Buy the Capcom
Hiustrations hook at your local Japanese

goakstare.'? (1 know there’s a Sasuga
ookstore somewhere in Mass...) If
you ‘re interested, you can also get illus-
fration books for SNK games, Final

Fantasy, Remancing Saga, Tactics Dgre

and a ton of others.

Dear Posty,

Why didn’t you write anything about the
Ulira 64 in the January issue? | have
some questions | hope you will answer.
Here goes:

1. Will the Ultra disk enhance the Ultra
64 in any way?

2. Will the Nintendo 64 and Ultra 64 be
compatible?

3. Does Square plan on a Final Fantasy

88

all stars type game for the UEtra 64, or
Chrono Trigger 2?

4. Are all the huttons on the Uika con-
troller analog-based?

5. How much RAM does the U!triﬁd
have?

6. How much memory does the Ullrg
memory card hold?

7. In the November issue you said U
64 changed the R4200 chip to a 8430

- which runs at 150mhz. Is this true?

Thank you for your time.

Matthew Criswell
San Antonio, TX

Nintendo’s keeping the press in the cold
about the Nintendo64 until E3.
1. Besides the obvious bengfits of games

_with more memory, no.

2. We won’t know for sure, but we’ve
heard that yes, they will. ;
3. Square isn’t doing anything for the
Nintendo64 (it will no longer be called
the Ultra) until the Bulky Drive comes
out. Then, it’s a passmmfy, iwt don’t bet
onit. - 5

4. No, only the sﬂck

5. 36 megabhits.

6. 1 megahit (or so).

7. They did change it to the R4300, but
it only runs at 93.75mhz.

Dear Most-Wiser,

If you’ve got a minute | was hoping you
could answer a few guestions for me.
What the heck is going on over at Virgin?
It’s been about a year since | first saw
those groovy-looking screen shots of
Spot Goes to Hollywood for the 32-bit

_platforms. Now | see a Genesis version

and it’s got Acclaim’s name on it. What’s
up with that? Is the delay of the next-gen
versions due to Dave Perry’s departure,

or have they just been scrapped entirely?

- You know everything, so if you could clue
us all in I’'d be one happy gamer.

P.S. If they’ve gone “PC game only” on
us, forget | asked. '
P.P.S. | walked into Best Buy today and

~ saw a large crowd (10) playing Criticom

for the PS-X. Ten feet away was a Saturn
with VF2 playable and NOBODY was
standing there. “Go figure.”

Mark DeSharke
Garden Grove, CA

Worry not, Spot’s alive and well for the

of experienced programmers left.
Anyway, Virgin definitely hasn't gone PC-
only (perish the thought). They've got a
number of 32-bit projects in the works
(including the game conversion of John
Carpenter’s Escape From L.A.), and have
1 Nintendo64 game and 3 M2 games in
the works.

As for Criticom... Gah... Clearly there
are many more people that must be

~ saved. The@!yost -Wiser Postmeister’s
work is never done.

b

Dear Post Guy,
1. What is the new Ultraﬁ4 release date?
How many controllers will it come with?
What about memory thﬁ!gms" Any word
on a pack-in?

2. Please print my letter.

3. Are Doom or Descent scheduled for
the Saturn of Ultra64?

4. Is it true Saturn cannot light-source or
gouraud shade? And do transparencies?
What exactly are parallax backgrounds?
5. Besides the new AM2 fighter, will
Saturn get any real Samc and Ecco
games?

6. Will the Ultra64 have DKC, Yoshi’s

~ Island, a Yoshi’s Safari-like game, and
Mario RPG? 1f so, how will they.be. Jm
ferent?

7. Will U64 get Soul Edge, Toshinden 2,

or any other PlayStation Games?

8. Is Resident Evil scheduled for Saturn
or U64?

9. When will Marvel Super Heroes be
coming home and on what systems?
u64?

10. Will Killer Instinct (is it even coming
out) and K/2 be on one cariridge? (K/
Deliixe?) When?

11. Will Cruis’n get new tracks or any-
thing new?

12. Will these be on U64 before '97:
Earthworm Jim, Mega Man, Metralﬂ’
13. Did you see From Dusk Ttll Dawn or
Broken Arrow?

14. Will Saturn have Samurai Shadawn 2
or 3 any time soon?

15. What about all those old
Sega/Nintendo classics (Altered Beast,
Out of this World, Battle of Olympus,
etc.)? Will we ever see them again?
16. Primal Bagez?

17. Saturn Rail Chase 22

18. Home versions of Jurassic Park or
Alagdm s Magic Carpet Ride?

19. Can you expand your letters page?

32-bit machines. The main develapmentfwmyum James Haley

team was switched over to work on t
next-gen versions, and the 16-hit
were senf out of house to be comp
and then licensed to Acclaim. Dave

Perry had nothing to do wqp it... he left
quite a while ago, and Virym has plenty

ed,

Hawthorne, CA

1. September 30th. One Controller, one
memory card with very limited memoary,
Mario’s your pack-in.

2. 1think not. What have you ever done



forme? |
3. A new version af Doom's coming for
the N64,
4. Saturn doesn 't have any of that in
hardware. It's simple enough to have
. Software gouraud shading... Ayer’s
Adventure, for example, has some pretty
impressive gouraud shading. Light-
sourcing is trickier, and transparencies
are near impossible. Parallax is having
many backgrounds rhar mﬂve at d;f!erent
speeds -
5. *TWO™ Sonic games in deyeiaﬂmenr
for Saturn, supposedly. One 3-D, being
pmgrammed here in the siates by the
maker of Sonic 3. and a side-scroller
being done in Ja;qn by the original Sonic
team.
6. Donkey Kong G‘nﬂnfry s pretty definite.
Shigeru Miyamoto is deing a Yoshi’s
Island-like side-scrolling game. but no
word as to who the main character’ll be.
Probably nothing like Yoshi’s Safari. ..
There was talk abaut a Mario RPG for
N64 a while ago. But | doubt that Square
and Nintendo are very getting along too
well these days.
7. Very unlikely.
8. Nope.
9. Nm‘ yer_ann&umd for anymrrg
pbably not the N64: Nintendo wants all

— therr developers fo use their 3-D abilities

and analog controller, and Marvel’s not
really a candidate for either.

10. The N64 Killer will be an original
game that will have elements of both Ki
1 and 2, and some new material.
Coming this year.

11. I've heard that it's being redone.
We'll see.

12. Metroid probably in "97, no word on

" the others.
 13. Unfortunately, I've seen bath.

- Broken Arrow was okay. but From Dusk

Till Dawn... what a pile.

14. Wish | knew.

15. Hmmm... The only one of those |

even remﬁteiy enjoyed was Battle of

Olympus. But i've heard nothing about

remaking any of ‘em.

16. It’s quite pusmlﬁ

17. Let's hope. .

18. Actually, Disney aff:wunced they

were actually going to make and sell a

fiome VR-ish like system (ﬁmbab!y

something that works with PC's) based

on Aladdin. like. a year ago. I've h&ard

nothing since.

19. Slowly but surely, until I've take:r

over the entire magazine. Heh heh.
Don 't tell that Storm fellow.

Dear Postmeister,

| was going to write to you guys last
-month with many questions about the

gaming world, but | had to edit my letter

a bit and reduce the number of questions

| games like

'55'?""'_:_1:533;1 Diego, CA
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to fit this hﬁ& paragraph about how Sega
totally d:tcyed RayEarth and Smnmg
Wisdom. As a die-hard Sega fan since

the Master System, | had to express my

opinions. | think Sega should port ALL
RPG’s that are prnduceﬁ on the Japanese
Saturp to the US since the Saturn spe-
cializes in 2-D type games. and most
are 2-D (which makes a deadly

RPG
combination). I think that porting over
ke &ayfadh would up the sales
of the SS, since the genre of choice
nowadays is role playing. -

And now, a few qnesimns may I ask
them? Thanks.
1. Will NBA: In the Zm Baﬁsm of the
Ninth, Goal Sterm, Madden 96, Resident
Evil, Criticom, Tekken 1 & 2, Soul Fdge,
Toshinden II; Time Crisis, Zera Divide,
Doom, DBZUB22, Street Fighter Alpha,.

and Loaded be released on the Saturn? |

mean, since all the companies that made
these games are Saturn 3rd parties, if
none of these games came out for the
Saturn, it would be totally unfair.

2. Will Samurai Spirits 1, 2, 3. and RPG,

Pulstar, and King of Fighters 95 be

released on the Sega Saturn since SNK
- and Sega signed that exclusive rights

agreement? |
3. Where's Saturn Sonic? After all, that
lil" blue guy is the sole reason | bought
my Saturn. Really! Stop laughing!

4. If possible, can you get shots of l.ff&éa_

Fighter HI?

5. Can | expect a Virtua Cop 1l or any-
thing from AM2 or 3 coming out safm?
AM2 RULES! Namco who? Rare whe?

in Virtua Fighter Hll (Japanese Girl) is
Kage's mom... Don’t you?

8. Panzer Dragaun I? Astal I? Lunar
i

if so, how will Saturn trans-
late i1?

10. Will there be a Sonic “All
Star” type game for Saturn?
11. Castlevania for Saturn?
Ristar? Shining Force?

12. People tell me that
Fighting Vipers sucks. | was
looking forward to that game.
Can you please review it
sometime soon?

Well, gotta go, Bye, Sai
Chen, Sayonara, Paalam!

Michael Berromilla

tually, between Working Designs,
}?ﬂ’ fo a lesser extent, Sega them-
selves. mﬂst of the big Saturn RPG's are
already on their way here. Still up for
grabs: Sunso s Albert Odyssey Gaiden,

9. Will VFIIl be made on 64-bit material?

Maséya s Ljangﬁssalﬁ. Sega's m ysterﬁ B
ous F(Ph?)antasy Earth, Blue Seed, and

 Wrinkle River Story, Hudson’s Tengai

 Makyo Gaiden, and a couple of umer new :

- titles.

1.Hey hey he y, don 1 despafrf Ymr gef
Criticom! Heh, heh. Sorry. that's not
very funny, is it? Well, Madden °96 m_ff__

- come out eventually, Street Fighter
- Alpha’s out, Loaded’s coming, and the
Saturn got its own DBZ game whmh was

a lot better than UB22.
2. King of Fighters 95 i is coming in s
March in Japan, with its own RAM car-

_ tridge. No word on the Samurai games,

and Pulstar isn’t SNK's to lmense fts i
Aicoms. . . -
3. See the above letter!

4.l wish. Maybe after the ABU?

II's coming. as are Vi tua F:gmer Kids

and Fighting Sonic, and AM3’s new fight-
.Last Bronx (Fighting Vipers
'.=apans) More after the AOU {nexf
issue) maybe.

6. In what context? Like, the way a T?
constantly redraws fbe image you see an
it? 2
7. The new character (her name is Aoi :s i
like. 18. But Kagemaru's mom has exist-
ed as a character in the VF world for =~
some time {in sketf:hes and such).
Connection?

8. Yes! Maybe! Prﬂﬂablyf -

9. VFII will probably be the first Mﬁd&i 3 _'
hardware game, if it's not Virtua Kids.
It'l] probably be a crunch fitting in on

- Saturn. but anything’s possible.
6. What the heck does “redraw” mean? ';;_
7. | have a feeling that the new charaste;;-'

10. Dare we dream...
11. Maybe! Maybe! Maybe!
12. Awesome game, refarded chafactem

We'd review it. but | don’t think it’s f:amn
_ ing out here.

I
.

mﬂe to e off Yl Tun foT PIe' fﬁ&l‘!ﬂ

- The PﬂSﬁﬁ:}' é}f '
5137 Clareton Dr. Suite 210

Agou’ra Hills, CA 91301
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Capcom has announced Mega Man
X3 for the Saturn and PlayStation...
and, of all things, the 3DO. MMX3is
due in late Apri

you'll get it in July.
ored to be developing
or the Nintendo64.
or has it that VF3 will be

_Yet another Model 2-powered arcade fighting game is headed your way from Sega, but this is the first developed by AM3. Last Bronx, which, coinci-
dentally, takes place nowhere near its namesake (unless you consider downtown Tokyo the Bronx) has no ring-outs ala Fighting Vipers, and you can -
smack your opponent against the walls: All the characters use weapons, as well. Last Bronx is due the first half of '96.

I
SNK of Japan’s new website (hitp:/www.neo-
geo.co.jp) is packed with info on their upcom-
ing, supposedly fully-rendered fighter. Art of
= Fighting 3 as well as updates
on their PlayStation and
Saturn consumer.games,
theme park info and more!

¥ Yes! This is a dream come true for

| Saturn owners who demand arcade-per-

’| fect translations: Sega’s unique Twin
Advanced Rom System! This allows you

. to store game data on two media formats,
utilizing both at once to store all the back-
grounds and animation frames of the

- original arcade title.- The KOF'95 cart/CD

combo, which comes out March 29th for

¥7800.

tio

Here it finally is... the 8-meg. Virtua Fighter Mini
for Game Gear. The biggest shocker here, how-
ever, is that the game SCALES! Samurai-style
SCALING on the GG! VF Mini is based on the
currently runining Virtua Fighter TV animation b
action anime gods Studio Pierrot. VFM is ou
March 22nd... we'll have a review next issue

questions are how will the characters inte
other with such large heads... and, if they’
0 be “kids,” what's up with Sarah’s chest?







For the past 00 % "0 ALIZED to the character, unlike th

- few months, the - charmless Alpha 1BG’s. Dan’s ba
hardcore SF players at GF { Nick ground is on the streets of Hong K
Rox, K. Lee, and the Enquirer) have homeland. Aden’s is his swampy

been speculating about the next chapter ~ from Sireef Fighfer I. Akuma’s is a
» in the Street Fighter series. Some thought  terranean cave with a shrine of A %
SF Il was finally on the way, but I've been hoping (even statues. But the most personali %
praying) for an upgrade to the original Afpha for a long, the details that make you go
long time... quite literally, since the first day | saw the ~ “hooo-ey,” are found in back-
game. Original Alpha was, and is, one of the greatest _grounds featuring Capcom char-
fighting games ever, but those backgrounds just didn’t - acters. Guy’s Metro City scene
live up to expectations. More characters, more moves, is straight from Final Fight and
and new backgrounds would certainly make me more - includes Cody, Andore, Jessica,
than happy to wait another year for //. - % - and good of’ Two. P stuckina
Capcom has more than answered, they have exceeded  nasty Haggar headlock. Ken's
my prayers with SFA 2. Not just the minor upgrade that | Eliza birthday party bash BG is
expected, Alpha 2 is the most extensive upgrade any probably the greatest background
company has ever done to any fighting game. Inany _ever in the history of the uni-
case, | expected a few new backgrounds, maybe three  verse, with a multitude of char-
new characters, and very few new moves. Instead, we acters from popular and obscure
get 100% ALL NEW backgrounds for every character, five = Capcom games (such as Night
new characters, an all-new Custom Combo system, and ~  Warriors, Captain Commando.
$0 much more. = i and Sitrider). Felicia in the hot
So, first to the subject that | haven't yet stopped talking  tubis too cool. Birdie has the =
... about since | first saw the game, because | still ~ most hilarious background
can’t believe it: the backgrounds. ...remember the Final Fight
. How mueh of an ~scene where you beat up
. improvement over  punks who hop out of toilet
B SFA are we talking stalls? Well, despite Birdie’s =
% about? Somuchso, lack of assaciation with FF, a very sim-

" that the worst BG in  ilar scene forms his backdrop, but with
SFAZ is better than the one major new improvement: Instead
best in SFA. Now, ~ of punks popping out of stalls to fight,

everyone’s background  you simply get to observe their... er..
- L ATEd Hidwen LT
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do a sequence of attacks, dragon punches, jug-
gles, even super(s) for 20+ hits and big damage. Ll
~Some players are a bit uncertain how to react to 8
'\this feature, because some think it is a bit cheesy, : ‘-;;E
but generally most players adapted quickly and
think it is fair. (Of course the Custom is block-
able at its start and the Custom-using fighter :
can be countered.) There are many untapped
possibilities here, and it’s very flexible: You
., can start the Custom on the way in from a

. jump, or even two-in-one into it!

8 & & The big, much discussed addition to SFA2 is the Custom Combo
i 4«3,"5 System. When executed (the exact method is still being final-
“-~g@l - ized; it could be a button combination, a motion, or
. both... we pray it’s a motion), the Custom Combo

* drains your Super meter into a very short timer. The
nstant you start the Custom Combo, you are invincible
+, and you slide into your opponent and/or suck them into
you. Then you start the combo, where basically ANY-
THING can connect, two-in-one, juggle, eic. If you sim-
¢4 ply flange with this method you will probably get 6 hits

=

- and do minuscule damage, but if you use skill you can
; . g :




|ust say thal severai
Combos. Whm‘s ev‘

Background parsunainy:
stop there. Now let’s talk ¢
line-scrolling, or “watping’
and better than ever, in alm
stages have three tu fiv& la

such as a Imﬂ-ssmllmg lens fi | 5
stages with incredilile-lighti a} fects,. su e sunbeams which illw -
Akuma’s cave. Andzther&% 10se ' 1y GCapcom cares;suah
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described as the oilnmﬁ male’ adtmth anime character Sailor Moon's
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|1|3IIIEd that f&@lalé}tghtmg gameseharagters am usually luu weak and that someo!
fireball/uppercut female. 1 me will tell if

.| oneelse are correctly ba in design ar is flabbergast

: appears Gen has nearly twice the nor

Next.is Gen. SOME might just, ssumE he has-very little new or unique, buf just
elderly’ Straetﬁym ¢ | character has beén outfitted with one of the most original f
tory of fighting gammwtﬁc@ahﬁsﬁfﬁs He has two different fighting siyles, and
unique walking/wait anil i0n, unique attack animations.-uniqtie special . "

o moves, Unique super c us:‘,f.wuwl"e‘yge needto study in more delail, but it
|

ammalmn fram of any other charac-
\terdue to Ih%t;nu Styles<Inane Syt _ Wpe hundmﬂ had
: *‘* whanlﬂﬁn Ippercuiye 1€ 1 _' '

= S e ‘Nm"‘i” ok

;=-;; adﬁlllun to the group. (
“ choosing a Level 4 Final Fight boss from the »,
SNES version? Crazy, but I am nuilcnmplamingg-)g Like Gen, .
Rolento has a few moves which are"a hitreminiscent of
_ other SF /l characters, but much ne [thue iﬁnhmqu&
_which gives him IEIS own style. He uset bi

attack. H!s Supers mt:iude an_. _
™ defensive ground grenade roll, antl_
¥=__ a pile driver-type grab where  /
8%, Rolento’s wall-scaling bud- 4
dies throw down a hook
from the top of the screen, VIR
- which will snag you for mas-
- sive %amage If balanced (standard
quali _&l‘as--ﬂﬂlentu shuuld he an




Sakura is a 16-year-old Japanese high-
school student who once saw Ryu fight and

decided that she wanted to be his siudent,

so she mimics his fighting style, with certain

moves being better copies than others. She #

has a super uppercut, nreball and dashing for-

ward kick.

Di : ] . Gen is easily the most in
-,.-Dlmi"r‘e:{l o L character in Street Fighter A
Stvles‘f‘ 2 - actually two characters in o
f : Sl : three punches or kicks you ca
between his two totally different fight
styles. The styles’ reqular atiacks,
alpha counters and moves are tota
#,, ent. Gen will clearly take mm;!t«

" Rolento is the fourth level boss from Final Fight.
He has a short staff which he uses as his main
weapon, as well as throwing knives and, in his
throws and supers, grenades. He plays very much
like Vega with numerous off-the-wall attacks.
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™ Wow! It's Dhalsim,
. %~ And guess what... he
. has a new standing
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. Combo air-throw,

&7 when he gets ' &
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Sonic has made his Japanese animat-
ed debut, to remind us once again how
much American cartoons suck. The
U.S. Sonic Saturday morning cartoon is
long gone (I hope), but it would definite-
ly still be around today if it was as good
as its Japanese counterpart. The
Japanese Sonic is a rental-only OVA,
(the first of hopefully many) so the animation is

much cleaner than you could ever expect froma TV

show, but the characters’ on-screen presence is

what makes this Sonic so cool. I's like playing the

game, but in anime form. Or something.

Since it's only 27 minutes (part 1 of...?), there’s
not too much to say about Sonic. Sonic and Tails
are out to save the president, who’s been kidnapped = ¢
by arch-villain Dr. Eggman (Robotnik in the US version).
So, they run off to Eggworld, fight some minor enemies,
| fight a boss, meet Knuckles, and then Volume 1's
over. It doesn’t sound like much, but it's a hell of a
trip, and the pace is as fast as Sonic himself. Though
Sonic sounds a bit gruff, the voice actors are pretty -, 2
- cool, and the new character, Sarah (the president's
. daughter), is a nice addition to the cast. =
. Slim though the possibility is, Sega might one day %
bring the series here, but until then, enjoy some shots of ’
what a video game-based cartoon should be... :
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For some reason, the best anime always seems to be based on real-
ly, really stupid things. Like last month's /RIA, Giant Robo is based on
low budget action films I'd really rather forget about. But one of the
mysterious things about animation is that it can take things that were
painfully cheesy as live action, and make them pretty damn cool.
Giant Robo is the best example of this mysterious force yet.

The Giant Robot that gives the series its name is still the lamest
part, but the supporting cast of “Experts of Justice” agents are incred-
Ibly awesome, in a “this should be a fighting game” sort of way. The
character design (handled expertly by Toshiyuki Kubohka, of Sega-CD
Lunar fame) and animation are top notch, and the action scenes are
very well choreographed.

Storyline: In the near future, a new energy source, called the
Shizuma drive, is invented. Totally clean and infinitely recyclable, it
quickly becomes a world standard. But, in the possession of its inven-
tors is a drive that can reverse the process, and effectively destroy all
existing Shizuma drives, leaving the world totally (bad pun coming)

; , - powerless (ha). Luckily,
Giant Robo is powered
by good 'ol environmen-
tally devastating atomic
power, and he’s the
international communi-
ty’s only chance to stop
' Big Fire, the evil organi-
zation behind this nefar-
S ious plot.
i The translation has
its ups and downs.
Most of the characters,
1 like Taisoh and that one
incredibly French guy,
are still pretty cool, but

n.._ ¢
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exchanges like the following (between green-haired commando,
Ginrei, and 12-year old Giant Robo operator Daisaku) kind of make

_ you wonder:

Ginrei: You're in love, aren’t you. [Giggles] | mean, with the Shizuma
drive.

Daisaku: [In complete monotone] Yes, | guess | am. It's fascinating.
All the batteries disappeared as | grew up. Shizuma’s drive is every-
where. Radios. Cars. Airplanes. The recycling process is what | real-
ly enjoy.

As cool as the rest of the heroes and villains are, I'd really, really like
to slap Daisaku.

Though the dialogue’s a bit heavy on the cheese, Giant Robo actu-
ally has a very serious storyline, and some genuinely touching
moments. Not to mention that each 45-minute
episode has about twice as much action as
every other tape covered this month com- P
bined. Definitely my action pick o’ the month. =

By Manga Entertainment, volumes 1-4 avail-- = % € =
able now, volume 5 available in March : b -

Dubbed, Volume 1 (2 episodes): $ 19.95,| _ | g
£/

Volumes 2-5 (1 episode each): $14.95
Okay for most audiences, some graphic vio-
lence
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Old people. They're boring, they're useless, and
let’s face it, they're kind of disgusting. This is basi-
cally the premise behind Katsuhiro Otomo'’s newest
. (well, here, at least) film, Roujin-Z (Roujin, meaning
. old person, pronounced “row,” as in, you know, your
boat, and “gin,” like the drink, unless you're Gene
Siskel, in which case it's evidently completely differ-

i ig disappointment, but if you're expecting a dark
. comedy about our treatment of the elderly, you're
. definitely in luck.
| Yes, back to the old people. There sure are a lot
of them, and they're kind of a pain, the way that we
! young-uns have to take care of them, just because
they're (technically) responsible for giving us life.
Luckily, a massive corporation (whose name | for-
got) has a solution: the Z-001. It's a large, robotic
" bed that cleans, entertains, and monitors the health
- of your elders, so you can go eat Cheetohs and
. watch WWEF, or whatever. Mr. Takazawa, a senile
old invalid, is picked to test the machine, despite the
_ objections of his student nurse, Haruko.
. Unfortunately, Takazawa isn’t too thrilled with his
. Z-001. He prefers the dignity and human kindness
- he got from Haruko. And since the Z-001 is pro-
- grammed to respond to the desires of its occupant,
it manages to first infilirate computer networks

everywhere in an attempt to contact Haruko, and
then becomes mobile to follow her home. The cor-
poration sees this as a theft by Haruko, and has her
arrested, but it isn’t that simple. The Z-001 is an off-
shoot of a military hardware program, and, under
Takazawa's senile command, becomes a danger-
ous weapon capable of making his desires a reali-
ty... and to hell with anyone who gets in the way.

Though there's a very Akira-esque machine vs.
machine battle at the end, Roujin-Zis actually a dark
comedy that both parodies our attitudes about the
elderly and subtly tries to make a point about human
dignity. Japanese comedies make for pretty tough
translations, but US Manga Corps did a surprisingly
good job in preserving the satirical tone, and the
voice actors (and this is something | don’t say too
often) actually did pretty good work. Also notable is
the soundtrack, which is full of very cool music that
| couldn’t even begin to describe. Since Roujin-Z
has received quite a bit of recognition as a theatrical
release (and a Siskel & Ebert “pick of the week?),
let's hope US Manga Corps considers releasing the
soundtrack, too (well, | can dream).

By U.S. Manga Corps, available 4/16/96

80 minutes; Subtitled version: $29.95, Dubbed ver-
sion: 19.95

Rated PG-13

> By the creator of MD Geist and Genocyber, Cy;beméf,'-éé""”'
Guardian is probably exactly what you expect: cool mon-

original sci-fi storyline. Our hero is John Stalker, a
young man who grew up in the slums of
Cyberwood city, an area affectionately known as
“Cancer.” John disproves the idea that one can
never leave Cancer, and joins up with Leyla, a
researcher at the Central Guard Company who'’s
charged with the quest of cleaning-up Cancer.
She creates a Guard Suit capable of enforcing
order within the area, without fear of damage
to its pilot.

Enter Adler, another researcher who does-
n't care much for Leyla’s namby-pamby
approach. He creates a “Genocyber Killing
Machine,” and, as you can probably guess, its
main function isn’t exactly to sign welfare
checks. Adler’s very fond of his solution, and
tries to sabotage Leyla’s entry as she unveils it
__to the world, and kil its pilot... John. |
don’'t want to spoil what happens next,
" but rest assured, it's something bad.

. And thus, the killing ensues.
CyGuard has some excellent scenes, a few neat
twists, and a physically painful glam metal soundtrack.
ou’ve probably seen all of its constituent elements
' before, but that doesn’t make it not worth
‘watching. It's the type of thing you watch
with a pizza, a friend, and the intent to
just vegetate for a while.

By US Manga Corps, available now

45 minutes, subtitled

Parental discretion advised (for
graphic violence)



Once a year or so, an animated film comes out in Voo i wruia
Japan that’s supposed to, | don’t know, soothe the dor- N Iki I [—l
mant guilt that most anime producers must have from e sidde ot
producing a non-stop string of sex & violence films, or ON THE

somethigg. YOII:;I can alwr?ys spot these fiijrnfj a mile e
away; they're the ones that are sponsored by huge | .. A~
GALACTIC
RAILROAD

financial institutions and based on stories that were writ-
ten long before you were born. They're also almost
always excellent.

Night on the Galactic Railway is one such film.
Originally released in Japanese theaters 10 years ago,
and based on a story written in 1927, it's not exactly
going to catch the eyes of, say, the Dominion Tank
Police set. But if you give it a chance, you just might like
what you find.

To be honest, it's one of the slowest movies I've ever
seen. | spent the first 30 minutes or so grabbing my TV
and screaming “CAN'T YOU WALK ANY FASTER!?” at
main character Giovanni, who spends the first 30 min-
utes slowly sauntering about town. But in time, | found
myself becoming entranced by Nighfs dream-like mood.
Although a film about fuzzy cats with Italian names rid-
ing a train through the cosmos sounds pretty juvenile, lit-
erally ever scene has a palpably eerie, vaguely disturb-
Ing tone. It really is just like a dream, the kind where
nothing really scary’s happening, but you're always on
edge ‘cause you don’t yet understand the rules of the
dream’s reality. The eerie soundtrack and the quality
animation coupled with the blueness of everything (I
don’t even want to think about how many tanker trucks
full of blue paint it took to make this) only compound this
feeling. In an odd sort of way, it reminded me a lot of the
computer game, Gadget.

Though it’s light on action, Night is incredibly well writ-
ten and its calm yet spooky pace is definitely something
to experience. Not exactly what you'd expect from
Gisaburo Sugii (the director of the Street Fighter Il
anime, believe it or not), but if you can overlook the slow
pace, this is something that's definitely worth a chance.

By Central Park Media, available 4/2/96
115 minutes, subtitled, $29.95
Fine for all audiences

.............................................................................................................................................................................................................................................................................

Other highlights: Also coming at the end of February is A.D. = OVA about private investigators mixed up in
Guyver (left), is considered by many to be Vision’s Gunsmith Cats (middle), Vol. 1, an eons-old alien affair on our newly colo-
one of the mech classics, when it was available dubbed or subtitled, on tape or nized moon. Look for it March 19th.
released by someone or other a few years laserdisc. It's the new one by Kenichi Clearly, you've got plenty to keep you
ago. Now, Manga Entertainment has Sonada (who brought us Bubblegum Crisis busy... See you next month!
slapped a fresh coat of paint on it and is re- and Riding Bean, and that’s a pretty darn

releasing all 12 episodes with new dubbing, good resume...), and its already avail-
new music, and some incredible able here as a Dark Horse comic.
new cover art. The A.D. Vision is also releasing a spe-

first episode
hit stores on
February

27th, and new
ones are being
released every 3
weeks.

as @F extra 40-minute “making

e Cial edition tape with an

 of” bit.
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Welcome to Other Stuff. On with
the show.

As we all know, Nintendo has
delayed their 64-bit system yet
again. From what we hear, there
are two reasons for this: Reason
#1 is what Nintendo considers a
supply and demand “problem.”
You see, Nintendo has just now
discovered that many hungry con-
sumers out there are just itching to
buy the N64. How many con-
sumers? An estimated 3.1 million
gamers will buy an N64 by the end
of 1996 in Japan alone, according
to Nintendo. Currently, only
around 220,000 N64’s have been
manufactured to date and (sur-
prise) this isn’t enough units to
supply both Japan and North
America in April. Nintendo appar-
ently wants to avoid repeating the
supply fiasco of 1991 when they
released the 16-bit Super Famicom
(SNES) in Japan. At the Super
Famicom'’s release date, Nintendo
sold their entire allotment (around
350,000 units) within hours.
Demand was so high, greedy
retailers charged top dollar for the
units, costing Nintendo jillions of
yen. Had more units been avail-
able, that gouge money would have
gone directly to Nintendo. This
time around, Nintendo wants to
provide ample supply for the
Japanese market, and to do that,
they sacrificed the April '96 North
American release date. That’s all
fine and dandy, but we now hear
the N64 is going to be delayed YET
AGAIN, only this time in Japan,
which brings us to reason #2...
Mario 64... From what we hear,
M&64 won't be ready in time for the
April 21 release date. Officially,
the 4/21/96 release date still
stands... but uhh... don't be sur-
prised if that slips to, say, Sunday
June 2nd, 1996. Nintendo is

100

? opn o>

rumored fo be
“allowing” a
4,000 Yen
($40.00) deposit
on April 21st, so
Japanese gamers
can reserve their
N64 in advance...
no comment...

NOA is currently
gearing up for the
rapidly approach-
ing E3 Show in LA.
N64 games on dis-
play include: Killer
Instinct 64, Super
Mario 64, PilotWings 64, Wave
Race 64, Cruis’n USA, Doom, FIFA
Soccer, Super Mario Kart R,
Goldeneye, Shadows of the
Empire, Buggy Boogie, Body
Harvest, Blast Dozer and an
unknown puzzle game by Nintendo.
For the SNES, Donkey Kong
Country 3, FX Skiing, Ken Griffey
Junior, KI 2, and Kirby Deluxe are
all possible candidates. We also
hear that Capcom will be showing
a 40 meg version of Street Fighter
Alpha for the SNES.

In a recent round table with GF
staff (DH and JP), Howard Lincoln,
President of Nintendo of America,
hinted towards a few upcaming
NG64 titles. He said that Kid lcarus
64 (joy) and Metroid 64 (big joy)
will both be available for N64
(when, he didn’t specify) and that
Rare is working on a Bulky Drive
action game, due out in late 1997.
Williams also has more N64 games
down the pipeline. War Gods, the
upcoming 3-D coin-op fighter is
one candidate, Cruis’n The World
(sequel to Cruis’n USA) is another.
Other N64 titles to watch out for
include: Ultra Mortal Kombat,
Robotran 3-D, and also an
unnamed off-road driving game.
Konami is rumored to be showing a
golf game and a soccer game for
the N64 at the 1996 Shoshinkai
show in August... how depressing.
Where’s Castlevania and Confra.
Konami... Sports? -

Matsushita’s (gesundheit) 64-bit
M2 console inches closer to reality.

The Japanese release date is being
hinted as “a fall 1996 launch” and

America is expected to receive the
M2 sometime in early '97 or per-
haps as soon as late '96. In hard-
ware news, the M2 is now said to
include a whopping 8 megabytes of

RAM and utilize a quad speed CD
drive. The damn-is-this-thing-
expensive-to-manufacture unit will
retail at $299 with a pack-in game
included... In the meantime,
Matsushita has just scored a major
coup hy officially signing on
Konami of Japan as a developer.
Konami is hard at work on a 3-D
fighting game which will debut first
on an arcade M2 hoard, late in
1996, and then on the home con-
sole at a later date. Perhaps even
more significant is that Capcom is
also rumored to be an M2 develop-
er. We don’t know exactly what
game(s) Capcom plans to release
on the M2, but considering the
majot-league roll Capcom is on
lately (SFA, SFA 2, D&D 2, Marvel
Super Heroes, and Night Warriors,
to name a few) how bad could it
he? Think about it... With those
two major developers in their back
pockets, “the company with too
much money” now has Square and
Enix in their cross-hairs. Hearing
news that there may be trouble in
Nintendo paradise, Matsushita is
rumored to be fripping over them-
selves, scrambling to shove as
much cash as possible into the
faces of Square and Enix, trying fo
convince them that the water is
much warmer in M2 land.

Insiders at Sega have confirmed
that they are working on a 64-hit
machine which is Saturn based and
will incorporate DVD technology.
Not many details are known about
the project, but we are inclined to
helieve that the console in question

will be hased on Matsushita’s M2

chipset. Sega has made a huge
investment of time, money and
company pride on the Saturn and
they are making certain that this
64-hit project is backwards com-
patible with their current hardware.
Matsushita shares Sega’s philoso-
phy of backwards compatibility and
are guaranteeing that the M2 will
work on the 32-bit 3D0 as well.
One then, has to wonder how Sega
and Matsushita are going to pull
off: A) designing an M2 chipset that
will not only play Saturn and M2
games, but also accelerate a
Saturn up to full M2 status, B) not
further confusing the loyal Sega
consumer by offering them a game
system that could potentially play
up to FIVE different formats (32-bit

- Saturn games, 32-bit 3D0 games,
- B64-bit M2 CD games, 64-bit M2
- DVD games AND DVD movies...

oy!), and C) designing the Einstein
of operating systems - one that can
quickly and efficiently identify and
differentiate 5 different formats on

the fly... a daunting task. The one
saving grace of this whole deal is
that we’re talking about Sega and
Matsushita here. Individually,
these two companies can make the
impossible a reality. Together,
Sega and Matsushita could make
history. As we said before in 0S,
Sega is not only working on this
project, but others as well. And
Matsushita? If their dream team
consisted of Capcom, Konami,
Enix, Square, and (gulp) Sega, all
in one neat M2 package, they could
be a force to be reckoned with... to
say the least.

Last month in 0S we mentioned an
action game for the Play Station
developed by Naughty Dog. The
name has been changed from Willy
Wombat to Crash Bandicoof. Sony
Computer Entertainment recently
obtained the rights to Crash
Bandicoot from Universal
Interactive, and is now considering
CB as a potential PSX mascot. As
we said before, the CB project is
heing programmed hy Naughty Dog
and headed up by
Producer/Director David Siller, cre-
ator of Aero the Acrobat parts 1 &

2. Crash Bandicoot is a Mario 64-
_ish 3-D action game and is sched-
- uled to be released in October.

David Perry and co. have uttered a
few details concerning their latest
title: MDK: Murder, Death, Kill.
Due out later this year, MDK is set
to debut on the PC. MDKis a 3-D
sci-fi action/shooting game and is
said to be ultra-violent. Complex
3-D environments and a dark, evil,
futuristic mood separate MDK from
the rest of the next-generation
pack. A PlayStation version is on
tap for a 97 release and an M2
version is also a possibility. But
what’s this about pizza?

| doubt it, but rumors are circulat-
ing in Japan of a supposed
replacement. That’s right, the little
hedgehog responsible for putting
Sega on top (with a little help from
Tom of course) could be replaced.
So what is this mystery game
hased on? All we can figure is that
Sega may have their sights on a
tad older user for their 32-hit sys-
tem and upcoming (and inevitable)
64. That is, if the rumor’s true.
Regardless, Sonic is on a roll once
again with three games currently in
development: Fighting Sonic, an
STl-developed 3-D Sonic, and a
yet-unseen SOJ Sonic. We’'ll keep
you posted...



PLAYSTATION CHIEF EXITS
After only four months as
president of Sony
Computer Inter-tainment,
Marty Homlish is leaving
that post to return to Sony
Electronics. Sony
Computer Entertainment is
Sony’s marketing and dis-
tribution arm for the 32-hit
PlayStation.

Homlish, who ascended
to the president’s position
in October (taking over the
position from Olaf Olaffson
who in turn snatched the
job away from Steve
Race), will be involved in
two new business ventures
at Sony Electronics. A
company spokesman said
he (Homlish) left SCE
because he wanted to con-
tinue living on the East
coast, rather than relocat-
ing to the northern
California community of
Foster City, where the
PlayStation division is
headquartered.

Shigeo Maruyama will
succeed Homlish at Sony
Computer Entertainment.
Maruyama is currently
serving as vice president
of Sony Computer
Entertainment Japan.

ATARI CORP. LAUNCHES
NEW DIVISION FOR PC
MARKET

JNTARI

Atari Corp. is launching a
new division to make and
distribute game software
for personal computers
which are estimated to be
in 10 million US homes.

The new unit, called Atari
Interactive, will tap into its
library of game titles and
adapt them to run on
today’s high-powered PC
models. Atari will update
games, which include Pac
Man and Asteroids, with
three-dimensional graph-
ics and stereo sound.

KONAMI & MEI JOINTLY
DEVELOP MOTHERBOARD
FOR ARCADE MACHINES
Konami Co.
Ltd. and
Matsushita
Electric
Industrial Co.,
will jointly develop a new
64-hit mother board for
video game machines used
In amusement arcades.
The motherboard will be
released with Konami-
related game software by
the end of 1996. Konami
plans to adopt
Matsushita’s 64-hit M2
system to develop action
video game software using
three-dimensional comput-
er graphics. The price of
the motherboard will he
under $2,000. Konami will
supply 5,000-10,000
boards for each software
title to amusement arcades
worldwide. Konami
expects total annual profits
to expand $20 million or
more as a result of the
new product. Although
Konami also develops
motherboards, it decided
to use Matsushita’s M2
motherboard for 3-D com-
puter graphics to cut
development costs.
Matsushita has already
announced a plan to apply
64-bit graphic processing
technology in a wide num-
ber of areas, including
arcade games and person-
al computers.

KONAMIT

GOLDSTAR HALTS 3DO
PRODUCTION

LG Goldstar Corporation
has made the decision to
discontinue manufacture of
the US version of its 32-bit
3D0 game console. The
company has sufficient
inventories relative to its
foreseeable product life
cycle and will continue to
support current systems in
the US market. Goldstar is
also expected to support
the 3DO0 business in

Europe, Korea, and the
rest of the world (South
America, Africa, China).
When asked if Goldstar
would consider licensing
the 64-bit M2, company
officials stated, “Goldstar
is still in negotiations with
Matsushita regarding the
M2 technology...”

ACCLAIM ENTERS COIN-OP
MARKET
Acclaim Entertainment,
Inc. announced that an
arcade version of Batman
Forever will be hitting
arcades soon. This is the
company’s first venture
into the coin-op market
and will also bhe the debut
of their proprietary RAX
audio technology. RAX
audio technology is a
high-fidelity, low data-rate
software compression
technology that allows pro-
grammers to include virtu-
ally any sound or sound-
track without translating or
reprogramming and can
play up to 12 random
audio tracks simultaneous-
ly. Acclaim describes the
game as “a one or two-
player fighting game in
which players may select
either Batman or Robin as
they venture through the
Gotham City’s underworld
in an attempt to prevent
Two-Face and the Riddler
from taking over the city.”
Look for the game in an
arcade near you in March.

UBI SOFT OFFERS

RAYMAN DEMO DISC
Ubi Soft Entertainment is
offering Saturn and
PlayStation owners the
opportunity to “try hefore
they buy.” A preview CD
of Rayman, which includes
a playable version of the
first world of the game,
will be available for $5.95.
Also included is a $5
rebate coupon for those
who decide to purchase
the complete game. The

decision to create the
demo disk was made due
to the overwhelming num-
ber of requests on Ubi
Soft’s web site
(http://www.ubisoft.com)
for downloadable demos.
Demo disks are common
practice in the PC market
and Ubi Soft’s Carrie Tice
feels that “this is a logical
step for these Next
Generation systems.

NINTENDO URGES TRADE
ACTION TO END VIDEO
GAME PIRACY.

Nintendo of America Inc.
urged U.S. Trade
Representative Mickey
Kantor to take action
against China, Taiwan,
Hong Kong, and 4 Latin
American countries that
have failed to end the ram-
pant counterfeiting of
Nintendo video game prod-
ucts. Nintendo estimated
it lost more than $1.3 bil-
lion in sales to piracy in
1995 alone.

More than 75 U.S. com-
panies that create, license
and sell Nintendo game
products joined Nintendo
in making the recommen-
dations filed under the
trademarks and other intel-
lectual property.

Nintendo and its publish-
ers have waged an aggres-
sive campaign against
video game counterfeiting
for more than a decade.
They have worked with the
U.S. Customs Service and
with customs officials and
law enforcement authori-
ties in Western Europe,
Latin America, the Middle
East, and Asia to combat
counterfeiting. Nintendo
also has brought legal
actions against hundreds
of video game counterfeit-
ers in more than 30 coun-
tries. This latest action
marks Nintendo’s long-
term dedication towards
halting the illegal sales of
counterfeited games.




EARTHWORM JIM

GROOVY GIVEAWAY WINNLR

Congratulations to all the winners of the
Earthworm Jim Groovy Giveaway Contest.
All the art was incredible and we appreciate
all the entries. Wish we had more room to
show them all!

GRAND PRIZE WINNER! e

it was a tough call, but Jennifer Seng of Westborough,
Massachusetts, with her Udderly-infested SD Barney collage,
walked away with the grand prize of an original EWJ animation
cell from the EWJ cartoon series.

] ﬂ. D_RIZ_E W| " "‘E‘RSI Congratulations to these lucky three, who go home
. with a low numbered EWJ action figure set.

Phil Bailey of Damien Payne f =1 % Jon ;
I of Hampton ; L Allegrezza o
:aterjon, Vir iniap : % Winter Park,
ew Jersey 9 Florida and a
and his opened up frighteningly
“Handbag one scary can realistic view
» of worms. “| of the video
frain He_c k game corpo-
' housewife. rate world.

QH p‘RlZ‘E |""L‘n Our 10 second prize winners get a Earthworm Jim
handheld cartridge for Game Gear or Game Boy.

Aaron Phelps John Slack Carl Johnson Addison Yip Paul Beck
Chico, CA Crozet, VA Westwego, LA San Francisco, CA Florissant, MO

Christine Chugon Dale Stearns Jose Escalante Hamond ;rroyos
Poway, CA Dorsey, IL Pacoima, CA El Paso, TX

Hong Li
Brooklyn, NY
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Send us your old games

Receive a check back or purchase other titles of your choice
Prices in this ad are good thru 4/30/96
Visit our Wnrld Wide Web Humepage http :/lwww.cybergate.com/~bre

30D PRIZE WINNLRS!

Doran Johnson
Westwego, LA

Erik Rodriguez
West Palm Beach, FL

Congratulations to our 3rd prize win-
ners, all 10 of whom win a year’s
subscription to the best magazine on
the planet, GameFan!

Sean Anderson
Brighton, Ontario,

Canada

The unknown
Howard Stern Fan.

Call us!
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CD-ROM
Record of Lodoss War
sublitled

4 volumes

$24.95 each

Cyber City OEDO 808
adubbed - with 2 free comics
$24.95

Legend of Lemnear
sublitled
$24.95

Cybernetics Guardian
subtitled
$24.95

Roujin Z dubbed
$24.95

Iria Zeiram the Animation
sublitied

2 volumes (3 episodes each)
$24.95 each volume

Venus Wars aubbed
$24.95

SCREEN-SAVERS
Tenchi Muyo! - $34.95

Bubblegum Crisis - $34.95
Project A-KO - $34.95

Ranma 1/2 - $34.95

VIDEO
Zenki The Demon Prince subiitied
6 volumes

$24.95 each (VHS)

Metal Fighter Miku
sublitled

6 volumes

$24.95 each (VHS)

\. ‘

: (| 212.245.9559,
The Slayers subfitied or - talogue of our \atest, ca
dubbed %0 order or request a G& rge 2l cool web site o

4 volumes I 79. or check out our ; ther snail mail
fax 212.245.7579, 4 if you really would ra
$19.95 each (VHS) : _sculptors.com. And ity ite 326,
s http}ifvrgg gj:t:;cgsezs Eéoﬂawa{e Sculptors, 250 \W. 57t Street, Suite
us, ne :

New York, New York, 10107.

SOFTWARE
SCULPTORS



YSTATION

10290 Satum Core $309
31531 Satum

W/Virtua Fighter $345
33283 Game Shark $59 10455 3DO Goldstar W/
31535 Mission Stick $65 Shockwave &FIFAS297
33285 Stunner ; $47 10461 11th Hour '
29748 3D Baseball ‘95  $56 31295 Alone In The Dark
29816 4X4 Gears 'n’ Guts $52 2 w/Free Vol 1
29814 AD & D Fighters  $46 31616 Battlesport
29780 Al 28864 Blade Force
28835 Braindead 13

e

-
el
Ml

ERELERERELERRUL2RERS &

31287 Prime Time NFL
~ 10241 Road Rash 3
29567 Shining Force 2
28066 Star Trek: DS9
29587 Star Trek: TNG
| 31521 Toy Story

28092 Vector Man

8§ BEEEEEREELRLY!

28842 Waterworld
33550 Wing Cmdr. 4
28910 World Cup Golf

~ JAGUAR
free tee

28195 Arena Footbail $58

29747 Return To Zork
- 29795 Sega Rally
31318 Shellshock
29740 Sim City 2000 IV
29749 Solar Eclipse
31489 Street Fighter

-

Ll

(al

S

. 29770 Supreme Warrior
33188 Toshinden :
33100 Virtua Cop w/Gun $67

BE8 BEGALHE SEELEUEY

Pla

i
k

Sony Inferactive p i

To Receive A Free |

~ Catalog : o . | d
Call CRAVE At: - wiGames-frest ' $SballsSS 20491 Defonder _ &
(612) 942-9920 28301 Battiomo : " Hurt Baseba : :
FaxlUsaAe: @ E | HOGHR 29453 Galag: - |
(612) 942-5341  1093sD ' ne s
Or Email Us At: i . . g 3 ? ( .!
CRAVE2RB® 5 : - . T P ‘1 =
AOLCOM s 2950 -

CRAVE Will Meet Or

~ BeatAny

Competitor’s Prices!

SESLULLEEEERRECEES B SEERERELS
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* Tekken 2

The most
eagerly antici-
paled PS fight-

ing game

‘897

PlayStation

Take flight in the magical
. world of Panzer Dragoon!

Tekken 2

r s ! \ £
Dragon Ball Z WI‘IIII(IB Iiwer smry Dark Savior Vampire Hunter

The best DBZ fighter ever!  The new action RPG from  Landstalker fans rejoice!  Play the arcade hit at
Sega Japan! Dark Savior has arrived! home!

King of Fighters ‘95

KOF hits the Saturn!

79"

AlberiOiyssey  KeioGeki  GunGnifion  Deagon e |

Sunsoft’s hit RPG sequel is Side scroll action platform  Game Arts first Saturn game. A Saturn Strategy/RPG of  The ultimate sequel to one
Saturn bound! Power on the Saturn! Unbelievable! infinite power! of 95's higgest hits!

“84°%- *J9%. 79"~ ‘B4~ ‘B4~
UVEHNIGHT I]EI.WEHYI ® [:["] s WEI.[:[IMEl diehard%n?%lbléol.com




"B

I!rajon Ball Legend Sallm'MlunSuners Bmllazard

With 3-D power! Coming Soon! First rendered anime fighters!
Prebook Now! Prebooking suggested!

589” 89”- s89””

Capcom’s back in action!

m m“s Delle Pal:k Fn'a Pro Wrestllna

Gradius 1&2 one one CD' The Fire Pro series comes

to the PlayStation!

89”- s89””

f-'MLr

ANA B

Tuslllmlan 2
The arcade hit comes to the Konami’s first action game Experience the best 3-D
PlayStation!

i-""'i'j"! : b 5_..;:11@ ; ;g_
King of Fighters '95 Goemon

for the PlayStation! ever in a home fighter

X "I:'{-Nh b,

i ‘:-‘-‘- -
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PREBOOK YOUR ULTRA TODAY!

Supplies will be limited.

_..f/?'faf-v

 with every ;
Nintendo64 prehuuk'

IIIIS'&IIIIII'

Hints

;i Toshinden 182
Materials
~ Gollection!

Limited Quantities!
Everything you'd ever

AII Imnnl'l HPE sEI H U

For Ben The RP

5 -; Slreet

u’

.--ﬂ"" t

- Fgnter Zero r
. sn'ﬂlﬂyv f/«"ﬁf')f
3 Book®

HE1& Ill'..

want to know about
Toshinden1&2. Poster for
each game included!

¥ i
' Hm‘"*

WE WILL NOT BE UNDERSOLD! G.0

Prices are subject to change without notice  This ad expires April 3

: s g™ 5 i
3 ey
[ o R o

S|me|' Marm lII: Gar & Battery llneratall Yoshi!

Very Limited Quantities. One Time Only!
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Not just another sequel!

*64°-

Awesome new Gundam
fighting game.

1397

FATAL FURY 2
Wall Scroll

Others to choose from!

SI_IB.I:! al Collectahle Dffer!

..‘

-,;,.

le:ted ﬁuantmes' Call Fur Pnces':"

Assembly and painting required.

Discover
Card

1st » No personal checks accepted



The Deepest Fighting Game Ever.

IT'S B WH OI.E NEW GAME AND OUR EXPERTS ARE

TEARING IT 70 SHREDS PREPARING THE ULTIMATE |

KILLER 2 STRATEGY GUIDE. OUR GOAL... YOUR UICTORY!

HERE'S JUST A FEW OF HILLER 2'S NEW FE’H'II}I!‘E}"

ENHANCED MOUES!

EACH CHARACTER NOW HAS 6-7 DIFFERENT EHD!HG&
 SPECIAL DEATH MOUE FOR EACH PLAVER. :
~ ULTRA COMRO’S CAN RE PGWERED UP o

- ENHANCED) FEATUREST

POWER-UP BAR ADDED UNDER ENERGY BIIR
GRAR AND ATTACK 'lﬂ!IR I)I’FI)HEMT e
THROW FEATURE : aa
COMPLETE COMBO'S IN THE g, :
THROWS ¢AN NOW BE DONE mmm ('GMBOY ;
THROWS CAN BE COUNTERED. o
GHOSTING-ONCE A CHARACTER DIES I'HE "ﬁHﬂi‘l’" ,. !
CAN ARISE AND DEFEAT THE OPPONENT! .
INTEROCTIVE RHCKGROUNDS! : Your cdnflrmed ordem(ﬂomahcally places you in
m:w RACKGROUNDS FOR EACH emmnemt the drawing to win a K.llle?lnstmct 2 com-op To

PLUS 2 SECRET RACKGROUNDS. - enter by mail, write to:* :
n”,) go Mﬂﬂf MORE!I : s e GameFan Magazme

c/o Killer Instinct Contest
- 5137 Clareton Dr. Suite 210

Saﬂ now to reserve your early copy I AgoutaiHills, CA 91301 N

.8.0.454

e _"l(iiler Instinct 2™ ©1996 Nintendo/Rare. Game by Rare. Killer Instinct 2 is a trademark of
= Ri_atendq M_anufal:tmed_aﬁe sold hg M_idway_Manufamnng Company under license.

1SAfr MASTERCAHW
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TO program Or not to program? That is the question...
INNOVATION has the answer!

Programmable Control Pads For
PlayStation, Saturn, 3DO, SNES & Genesis

¢ Now program your favorite codes for any Programmable Kard
PlayStation, Saturn, 3DO, SNES or Genesis game Goes Here

onto the supplied Programmable Kard.
¢ Program up to 32 special moves onto the supplied . &

Kard, erase & change the moves at any time! | :
¢ The Programmable Kard holds memory without a

battery. Customize you own Kards or buy

preprogrammed Kards with the moves already
made for you.

¢ Use the Innovation Modem(Coming Soon!) to call our Hot Line and get
codes for almost any game downloaded directly into your Program Kard -

£ 2. IRTALKOWRAT 3 KNTRLPAL

For SNES, Genesis & Sony™ PlayStation

¢ Master almost every fighting move, Fatality, Babality, Animality,
Pits, Friendship, Combo, and finishing moves for all 15 fighters
including Smoke! Activate all the VS. codes at a touch of a button!

¢ 2 Kontrol Pads with 3 different Kards each + 2 Bonus Kards make 8 Kards in all for SNES & Genesis.
Also 8 Kards available for Sony™ PlayStation Pad.

¢ Buy optional Program Kards for either SNES, Genesis or PlayStation and the Innovation Modem(Coming
Soon!) & call our Hot Line and get codes for almost any game downloaded directly into your Program
Card at a low, low cost!

¢ Version 1 includes 3 Kards with codes for Cyrax, Sektor, Stryker, Kabal, Kung Lao, Sheeva & Sonya Blade

¢ Version 2 includes 3 Kards with codes for Sindel, Sub Zero, Liu Kang, Kano, Nightwolf & Jax

¢ Just plug in the supplied Kards & play!

Program YO
Favorite Codes Here

e _ .ﬁ - ™
= ~VIDEOLINK = :

MK3 Kontrol Pad - Version 1 for SNES or Genesis $49.99 - = = VI DGOLl N H

MK3 Kontrol Pad - Version 2 for SNES or Genesis $49.99 ¢ Now CO“PECt your Sat“{'n-

Optional Kard Set 1 for SNES or Genesis $39.99 = e | PlayStation, Ultra 64, video

Optional Kard Set 2 for SNES or Genesis $39.99 S hopmen U0 o0 game system, VCR's & more

Bonus Kard Set: includes all VS codes, Smoke & Shang .. .. .. : : s AL TM

Tsung move & morphs for SNES or Genesis $39.99 ok e o to 1 TV with VldeoLmk

Sony™ PlayStation MK3 Programmable Pad $49.99 ¢ ‘{ldm]*“_lk actual!y converts of to 4 stereo AV

Optional Program Kard (for all program pads) $19.99 signals into 1 RF signal.

MK3 BI;Hard Set for Sgnyt“‘ PlayStation 233-33 ¢ Throw away those tangled cables & RF switches,

SNES Programmable Control Pad 39.

Genesis Programmable Control Pad $39.99 it ,box does it alll

Saturn Programmable Control Pad $49.99 ¢ Don't waste money on the expensive PSX, Saturn

3DO Programmable Control Pad $49.99 & Ultra 64 RF switches.

VideoLink - for all systems $49.99 ¢ Save time & money with VideoLink™!

If you can’t find Innovation products at your local dealer simply call:
860-395-3090 Or Fax Us At 860-388-0084
Or mail your order along with a money order for the total amount to:
Innovation
P.O. Box 360
Old Saybrook, CT 06475
Specify the Innovation product you wish to order and for which system.
Add $10.00 shipping & handling for the first item plus $5.00 for each additional 1tem.

- SNES™ & Ultra 64™ are trademarks of Nintendo Of America. Sega Genesis™ & Saturn™ are trademarks of Sega Enterprises, Ltd. 3DO™ is a trademark of the 3DO Company. Sony™ is a trademark of Sony
Corporation. PSX™ & Playstation are trademarks of Sony Computer Entertainment, Inc.. Mortal Kombat, The Dragon Logo, MK3, and character names are trademarks of Midway Manufactunng Company.
MK3 Kontrol Pad distributed under license by Williams ® Entertainment , Inc. All other product names are registered trademarks or trade names of their respective companies. {



s]ll.‘l’ I'Ixh'l
/

s AT A

391“0 NEO-GEO
SATumE- uumﬂlﬁﬂ@

Ill‘li
P w .l' B I.JK!) [ dYhn
EIA W
[ ] - .
Balman Forever = - IS

Big " < .
iu
re 5 :
Demuhtwn Man
eyl r
e- “ ﬂ
auane Earthworm Jim 55.00 Hell Jam 49.0
“I - ’ q .L
l(uler nstin Jal:k cklaus “95 45.00 Space Pirates i ]
L|
E
NBA Jam Tournament Edition 59.00 Mortal Kombat [l 66.00 azmg ragons

=

-
SSc=sz
E]
3 .H
=1
g
=i
j|I||||




Wh:te lt s Hm;! -

b Wiami, L 331 o
. Town & Country Center

(305) 271-7167

Saturn
couueffers
aml Switches
Ha»w Avatiable

Sﬁny PiayStaﬂon

(341) '253"’ G{AME

948 W ﬂundse« Htf Arlingtm: Hazghts Il.

R\ = ; . j .
I - | i " 1. i
__.A__._-Qaf? ~: N f LN AN YR

Play5Station | ™

Alld MIH:II Mlll'l!! I:All NIIW"

 (847) 2
i all Berme

F - 343 allseum Ave.

i _ l§lt the DIEhE"‘d same Club
Stm'e Nea

Nashua, NH 03063 [

;E':;:g.-'l:é-g:,:-

Call Bfm

S?okane WA 99218
Division "C"
209) 468-4246
all Kim, Neil or Jamie

Manhasset, NY 11[]30

all Todd, Jahn or "Remix"

Hauppauge, :--a' 11788
Hauppauge ing Center
391 escunset wy [(]Ht 347)
516) 979-1210 _

all Peter or Rich |

Plano, TX 75075 ..

721 N. Central Expressway

#420

214) 422-5567 G
all Mark, Woady or Chris

El Paso, TX 79912
Promenade Sho Bmg Center
7500 N. Mesa #
%915) 581-2582

all Joe

.!?a?‘""' -ZT:;._'.I'__ e
B T R e )

All stopes are independ@ntly ow

| all i'uart

'Sl Louis, MO 63011 -
314-230-8998.._

Jackson %‘ 30 . 4
260 West Broatws

.,
e Tﬂdayl

St Euuls MO
inchester Plaza
4560 Manchester Rd.

e

Taftville, CT
M&M Plaza
1 Jewetie City Road

(203) 887-5861

all Frank, Tma or Mark% *?

307) 733-CLUB.
all Hod :

gﬂrth Dlmsted (Cleveland)
4725 Great Nurihern Blvd.

T

(21 6) 734- 3996 %}E .

ALL I.GMTI%S OPEN7
DAYS A WEEK - ALL MAJOR
CREDIT CARDS ACCEPTED

s B

Find out how to purchase your very own Diehard Game Club }

Super Store - call 800-425-2500 today!

% Brookiyn,

Washington, DC
New Orleans, LA

High Point, NC Las Vegas,

Warner Robbins, GA
Westchester,

NY Chattanooga,

Atlanta EA

NY Dallas, X &
NV Houston, 1%
TN McAllan, X



*

Import and American *

Playstation *WEPA§TOP$$$
and Saturn | LLURLTELEU

*
SONY PSX, 'SATURN, GENESIS, S-NES, 300, HANDHELD,
Now you can buy at the lowest SEGA CD, 32X, IMPORTS & PC CD-ROM GAMES...

unbeatable prices.Think of it! * | T
Saving $10, $S20 or more on
each and every game you buy.
There is only one call you y
need to make in this universe ARANTEE| D.

and that is * | Call Now for current Buy-Back Prlces'

Universal-Video-Games || ("°3’642'°°1?

Light Years Ahead Of The Compefition With Down To Earth Prices

. * B Fax)703-256-7464 = L e

Free Universe Spring Adapter

- ‘ith purchase of &ny PS
PlayStation ki =55
Tekken 2 Tohshinden 2 Namco Class. vol 2
Sailormoon Darkstalkers Advanced V.G. Pc CD ROM G AM Es
SF Alpha Burn Fest 120% Motortoon GP 2
Alien Trilogy College Slam 96 Ridge Racer 2

&> SEGA
King Fighters 95 Darkstalkers 2 Virtua Fighter 2
Panzer Dragoon 2~ X-Men Guardian Heroes -

Dragon Force College Slam 96

F Alpha

* Guaranteed *
Lowest Unbeatable Prices In The Universe
On All Import Games, Systems And Accessories.

I BRE SOFTWARE 103
| CENTRAL PARK MEDIA
| CRAVE
| CRYSTAL DYNAMICS
| DIE HARD GAMERS CLUB
| DIE HARD MARKETING

104

105
IFC-1
106-107

24 HOUR VIDEDO GAME HOTLINE
Call now for the hottest titles
919-872-2440

2 * Mastercard and VISA accepted GAMEWARE EXPRESS
Instant cash for select systems and games. | BT No\/ N (o Rl A/ \; =

111

110
IBC
109

Piaystation, Satur'n, NED'GED CD, SDD, ._Jaguar‘, NINTENDO AMERICA
SFC, MD, PC Engine, Animation, Nintendo 64, .
PC CD, Music CD's. | PLAYMATES

* Call for overnight delivery. e " STARLAND VIDEO
5 Monday-Friday 10:00 am-7:00 pm EST .. 2
UNIVERSAL FAMILY ENTERTAINMENT

919-872-2440 FAX 919-872-6701 B4~
Dealer and Wholesale Inquiries Welcome. UNIVERSE VIDEO GAMES 12

* US GOLD 5, 11 371

3, 12-13

*
71

All rights reserved for all parties mentioned. We reserve the right to
refuse any sale, trade or purchase. Games are subject to availability.



What do you want from your - SYIBER NINTENIIA

game dealer? You want a
g - Batman Forever 266
wide selection. You want fast  Battietech Call

AR Playstation T IREAR
© Jaguar System i .:hi;a'il:li - Sony Playstation System  Call '
_ Jaguar CD System Call ~ Air Combat kel
_ Rlien vs.Predator 556 ~ Battle Arena Toshinden Lt . i Castlevania DraculaX 548
~ Battlemorph CD Cat.  Cybersled Call 5 dE|I‘JEf}‘. And you want Chrono Trigger ~ S$B3

- Battlesphere Call Darkstalkers o W friendly people who know ~ Conge - S5
~ Defender 2000 ~Call nestru_;. Uehy - Call © : T ~ Donkey Kong Cotntry 2 563
_ DemolitionMancd  Call ESPM Extreme Games Call games. Thatswhy  poom s )
e 88  dumping Ll cichotp  Farthworm Jim2 $53
. Dragon's Lair CD Call . KihgsE gall Gumeware Express is here. _Emmit Smith Football 558

' W Kiligkene ONA Im - ks

el

Fight ForLife 558 Call Frank Thomas Baseball
flashback 58 gall We can ship.overnight for just  Killer insinct Sl

Highlander 0 Call gall _ Knights of Justice 358
'I'lM[ 6. No hidden costs. Ou e

Iron Soldier 549 Call Mega Man7 e S
Myst £D Call Call flortal Kombat 11 S67
Phase Zero Cali Rag Call : $63
Pitfall Call Raiden Call 561
Power Drive Rally Call Rayman Call Call
Rayman 553 Razor Wing Call
Space Wars Call Ridge Racer Call
Tempest 2000 s48 Romance of 3 Kingdoms IV Call
Uitra Vortek $58 Tekken Call
White Men Can't Jump $58 Twisted Metal Call
AND MANY MORE... War Hawk
AND MANY MORE...

........

e R S, WLt

3DD System
C2: Judgment Clay
Daedalus Encounter

m Jim 2 S60
raik Thomas Baseball 563
ortal Kombat 11l Call
. Primal Rage 560
~ Reuolution X 560
‘Samurai Showdown LD Call
~ Spiderman Venom $56
~ Weaponlord ' 559
Batman Forever (32X) 563
Blackthorne (32X} :
C2: Judgment Clay (32X)
Totally Brutal (32K)
AND MANY MORE...

Saturn System Call
Astrai Call

Bug Call
Doom .
11th Hour Clockwork Knight Call

Cali
s54
Call
$51
Y g Daytonz USA call
43
$51
555
Cafl
548

_ __fi rst stop Gg

Bhen War Call
Gotha Call
Rlyst Call
NBA Action '35 Call
Panzer Dragoon Call
Prime Time NFL Football Call

Immercenary
Madden Foothall
Road Rash

Space Hulk

Wing Commander Hi
AND MANY MORE...

it ==,
III"“"I AND MANY :ﬁt;rt .

AK: (5048

W
AL
s

I Litn /] ——r z
e-mail: gomeware@tyrell.net

Gl fr ] impo/domestic s ot fstes! DVEnIght Shipping

Checks accepted. Add $7 for C.0.D. Price & availability subject to chanige. Al ElEe i oSt

Viza, MasterCard, Money Orders and Person

1
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Under construction. ..

3
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i
3 |
3
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4 |
r « Up.to the minute news and info m N B l m E
.+ Weekly mupdates e o ,

e Interactive Hocus PocCus & Postmeister R

e Liwve reports from foreign and
domestic trade shows B

e Exclusive previews and game screens

| e The latest breéaking news from. Japan

I . Monthly giveaways

e Tips and txricks archive

! e Monthly charts and much, much more!

N
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EARTHWORM JIM ©TM 1996 UCS, AL RIGHTS RESERVED. THE SAVAGE DRAGON @ TM 1996 UCS, AND LACEWOOD PRODUCTIONS (S.D.) INC. ALL RIGHTS RESERVED.
©1996 ORIGIN SYSTEMS INC. WING COMMANDER IS A REGISTERED TRADEMARK OF ORIGIN SYSTEMS INC. ALL RIGHTS RESERVED. TM & © WARNER BROS. 1996 TM & © USA NETWORK 1996

-




