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The biggest news aruundﬁ ﬂ‘i%%l? of Sega is the
coming of Street Fighter Il to the Genesis. And not
just any old Street Fighter ll, but the Champion Edi-
tion, with more moves, more characters and more
kick-butt-and-take-names action. So to all you SFI
fans who wrote and requested a Street Fghter Il for
the Genesis, thanks for letting us know what you
wanted. Check out the major preview starting on
page 14 in this issue.
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Three to five hnﬂfﬁﬁwirfe getting you down?
There has to be a better way to go portable. You're
on a flight to Germany from LAX and just as you're
about to snag your fifth chaos emerald, your Game
Gear needs a reload. No fair eyeing your neighbor’s
Walkman — he’s going to need his batteries for his
collection of Wagner operas. What you need is a
portable wall socket. INNOVA Electronics Corp. out
of Fountain Valley, CA, could have the answer to
your prayers. They've just announced a recharge-
able power source, 3-by-3 by-7.5 inches, 120 volts
and 50 watts, that can be recharged up to 1,000
times. Hey, INNOVA, hurry up. We've got a flight to
Japan and Chakan for Game Gear is taunting us.
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Juy Frassie o

Hold on to your seats for what prnm%és‘ftn ¥ one
great ride. Coming this fall, Jurassic Park for Sega
CD will be a multimedia extravaganza, with more
than 40 minutes of digital quality sound and state-
of-the-art animation, for a truly movie-like
experience. We recently caught a
demo of some of the work in
progress, and were blown
away by what we saw and
heard. Look for “The Mak-

N What 9

Overheard af Seuﬂ

Past bed time on a school night, your parents are
sound asleep and you've just reached Death Egg
Zone. You skipped your math homewaork to get this
far, and now you are within striking distance of the
glorious last level when Dad, who knows how to
use the on/off switch, greets you with a grumpy
"Say good night, Sonic. Time for bed.” Ouch!!! If
only you had the TV Listener from Unisar. Full
stereo headset without a leash to trip you up. It
works with any TV or audio source within a range
of up to 50 feet. You just plug the sending unit into
the TV's audio out jack, and the headphones pick
up the signal. Got a friend spending the night?
There's no limit to the number of headsets to a
transmitter. Oh yeah, Dad, you can use it too. You
kept me up last night playing Sports Talk ‘93.

Comics o
Cutt; ng
Have you experienced Vertigo? No, wédon't mean
getting dizzy while climbing tall buildings. We're talk-
ing about DC Comics' new imprint of cutting-edge
titles. If you've sampled Sandman, Doom Patrol,
Animal Man, or Swamp Thing before, you already
know how dark, bizarre and intense these stories
can be. Where else can you meet the Endless? This
is a family whose members include Destiny (the
eldest), Death and Dream (Death's younger brother,
known as Morpheus to you and everyone else). But
if you're afraid of jumping into the middle of the sto-
ryline, you can check out these new titles: Enigma,
Sandman Mystery Theater, Kid Eternity, Black
Orchid and Mercy. Don't worry if you find
yourself strangely attracted to these
comics — you're just experienc-
ing the first symptoms of
Vertigo.
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This Gal Gets Around!
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Over 30 minutes of full
motion animation!

Test your action-reaction
i— ™ - skills with 3 levels

| | of difficulty!
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LICENSED BY SEGA ENTERPRISES, LTD.
FOR PLAY ON THE SEGA CD™ SYSTEM.

From Renovation/Wolf Team

This Gal’s been all over, from 70,000,000 B.C. to 4,000 A.D! She’s traveling the world searching through time for
the devious Luda. Help her stop Luda before the world is destroyed. Jump onto your time machine as you travel
through 16 exciting eras from the past, present and future. Leap from plane to plane in a WWII dog fight, sail a
Spanish Galleon on the high seas, battle robots in a space station and escape from hungry dinosaurs.

Can you and Time Gal brave the challenges and catch Luda before time runs out?

Here’s one date you won'’t forget!

Renovation Products, Inc. 4655 Old Ironsides Dr., Suite 265 Santa Clara, CA 85054

Licensed by Sega Enterprises, LTD. for play on the Sega CD™ System. Sega and Sega CD are trademarks of Sega Enterprises, LTD. Time Gal Is licensed by Taito Corporation for Sega CD.
Time Gal & a trademark of Renovation Products, Inc, ©1982, 1953 Telanet (Wall Team) /Renovation Products, Inc. All rights reserved,



onic Toon
There are a few reasons to put down your control
pad. Like eating, bathing, sleeping and maybe a few
others. Now there’s another legitimate reason to
turn off your Genesis (or at least put it on pause for
half an hour) — the adventures of Sonic The Hedge-
hog in his own cartoon show. ABC is planning a
half-hour special this summer, Sonic The Hedgehog
— Heads or Tails, created by Len Jansen, the creative
force behind such animated hits as The Smurfs, Bat-
man, Tarzan, and The Real Ghostbusters. Join Sonic
and Tails as they try to save the planet from Robot-
nik and his evil sidekicks Cluck (a robot chicken)
and Snively (Robotnik's spineless attache).

Then in the fall, Sonic and Talils join forces again,
this time in a syndicated cartoon series of 65
episodes. In this series, Sonic has to keep on his
toes to stay ahead of Robotnik's $.5.5.5.S. Squad
(which stands for Super Special Sonic Search and
Smash Squad). The syndicated series is expected to
air Monday through Friday. We can't wait.

Sega of America has been doing its part tu%%
the world a little better. So far, the Sega Youth Edu-
cation and Health Foundation has donated almost
$3,000,000 to various health and education related
charitable organizations. Sega has lightened the
loads of A Better Chance, the George Lucas Educa-
tional Foundation, National Foundation for the
Improvement of Education, Teach for America, CSU
Dominguez Hills, Council for Basic Education,
Impact I, Puente Learning Center, Mathematics
Engineering Science Achievement, Clearpool
School, Computer Learning Foundation, California
Academic Decathlon, Girl Scouts, Nellie Thomas
Institute of Learning, Pediatric Aids Foundation, and
much more. Now you can become part of this char-
itable movement, and win valuable prizes while
you're at it. Sega Visions is sponsoring a contest to
come up with a new logo for the Foundation.
Check it out on page 94.

Edutai nme

For some gamers, the thought of
combining entertainment and educa-
tion is like putting ice cubes in hot
water — you end up with something
that's too warm to drink, and too
cool to bathe in.

But this doesn't have to be the
case. Look at the huge success of
titles like Where in the World is
Carmen Sandiego? and Where in
Time is Carmen Sandiego? Like it
or not, these games actually
teach you geography and history,
while showing you a pretty good time.
The same goes for Software
Toolworks' Miracle Piano Teaching
Method, which uses video game tech-
niques to teach you how to tickle the

wvories. We think this is just the beginning. Video
games and video game consoles are so popular
now that they could be used for homework assign-
ments. All we need is for some game designer to

come up with some creative edutainment concepts.

How about it guys? And we'd like
to hear from readers too. How
would you feel about learning
math on your Genesis?

Disney
News

Until recently, when the rides
shut down for the night and all
the guests went home, Mickey
and his gangwould headtoa |
secret corner of Disneyland. Now
their little village has become the
newest “land” since 1972, and is
open to the public. The cartoon
world of Toon Town is a little like stepping into an
animation. There are no right angles, the manhole
covers talk, there's a taxi cab jutting out of a build-
ing, and a lot more loony stuff. It's right out of
Roger Rabbit. This place is a must see.

aeIoys = SSSS

rying your Star Wars figures?
Or freezing them? Maybe you took them apart? Or
sat them on top of a fire cracker and lit it? Yeah, we
did all those things too. Too bad we didn't know
that one day some of these (unabused) figures
would be worth up to $200. Collecting toy figures
has become a legitimate hobby, just like stamp and
baseball card collecting. And like our dads who kick
themselves for putting a Willie Mays in their bike
spokes, we are doing the same for letting Luke dry
out on the roof of the shed. Our advice to you is to
check out a toy collectors price guide (you can find
those at any comic book store) and then rummage
through your old toy box and hope that Han Solo
hasn't been decapitated.
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They might be down under, but those folks
from Sega Ozisoft in Australia are right on top

Thn IIHs aena Ozisoft take a brea
schedule to smile at the camera. Ty

of things when it comes to secret passwords.
They recently sent us the following Level Select
passwords for Sonic 2. Follow these instruc-
tions, and you should be able to access any
level in the game.

First go to the Sound Test mode (from the
Options screen), and select the following sounds:
19, 65, 09, 17. Press B after selecting each sound.
(Use the D-Pad and Button A for selecting the
sounds).

Now press Start, and when you get to the title
screen, hold Button A and press Start. The level
select screen should appear.

berspace
Virtual Reality is now in better arcades every-
where, Sega Enterprises’ Virtua Racing games are
two-player arcade machines that let you partici-
pate in a road race against another player. Each
driver sees the road from his own point of view.
Not only do you see the road, but you can feel it
too, as you experience the g-forces of 120 mph
corners and the bumping of your wheels against
your opponent’s. Current models allow four
machines to be interlinked, allowing eight players
to race at once. Future models will accommodate
10 or more drivers, with large screen monitors
showing the entire race for the benefit of the
spectators. Sega Enterprises usually
develops and distributes
Sega arcade machines,
but we hear that
they're about to
get into some-
thing a little dif-
ferent. Stay
tuned for more
Info...



Take it to the extreme. Road Avenger
for the Sega CD gives you the license
to do whatever it takes to wipe
S.C.U.M. (Secret Criminal Under-
ground Movement) off the highway.
Ever smash a car through a hotel
lobby? Spin off a bridge at high
speed? How about tearing up the
beach on the tail of perpetrators?
Now’s your chance! Gear up for the
ultimate hot pursuit. Road Avenger,
so much fun it should be illegal

e Full CD soundtrack!

e Digitally recorded stereo sound
puts you right in the game!

e In your face close-ups!

e QOver 30 minutes of full
motion animation!

¢ Heads-up-display keeps your
eyes on the action!

 Nine rubber burning stages!

e Head spinning 360 L

degree scrolling! £
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The First GD-ROM




Exclusive 14-page Still not convinced? Then check it out at your
Marvel® Comic Book

included
package.

Game in a Cartridge!
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Planet Titan: It's a jungle out there. New Washington: Find your memory Death Tower: In a futuristic gladiator
Filled with mutants, antimatter fields (remember that?) then go under battle, it’s a fight to the finish
and other weird stuff. cover to avoid the Heat. against replicants.

Paradise Club: You sniff out the Earth: Oops! Your identity is uncovered, Planet Morphs: Surprise! You show
aliens’ bizarro plans but now they're Now robot cops want to pulverize you. up at the aliens” HQ. They don’t look
on to you dude. happy!

Flashback — the first game ever to pump awesome
high-octane CD ROM performance from a cartridge.
The action screams along at 24 frames-per-second. Just
like movie animation. And after each level, the game
moves along with animated sequences that are straight
out of Hollywood. Excellent!

The Plot? You play the part of Conrad Hart, a GBI
agent in training. You stumble on a bizarre alien plot to
conquer the earth. Now you’ve got to outwit and com-
bat droves of replicants, deadly aliens, traps and other
stuff too weird for words. No problem for a pro like
you...NOT!

inside the local game habitat. Flashback - it's like putting your

Genesis into warp drive. Available for Sega™ Genesis™

Flashback - The Quest for Identity @ 1993 Delphine Software and U.S. Gold Inc. All rights reserved. Sega and Genesis are trademarks of Sega Enterprises Ltd.
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[ read in the November/December issue of Sega Visions
that you can't play Sega CD games on audio CD play-
ers. What about CD Rom drives for computers?

C.L., Mountlake Terrace, WA

Sega CD games are specially designed to play on
Sega CD units, and will not work on any other
hardware. However, Sega CD units will play
other kinds of software, such as audio CDs and
CD+G disks, which is not the case with most
CD-ROM drives for computers.

do ke

Y0 Segal

[ am a big Sonic the Hedgehog fan. 1 have all the
posters, | subscribed to the comic book, and I have all
the video games. In your August/September issue, 1
read that Sonic will be getting his own cartoon show.
When will this show premier? What network will it
be on?

J.A., Claude, TX

ABC is planning a half-hour special Sonic car-
toon to air sometime this summer. They will be
making an announcement in April. Sonic will
also go into syndication nationwide later this
year (65 episodes!). Check your local listings
for details.

Y0 Sepat

[ own a Sega Genesis and I love all of your sports
B games. My question is about digitized games. What
g\ are they and what makes them better than regular

Ao ﬁ games? How do you “digitize” them?
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animation. Digitized graphics are most appro-
priate for action and sports games, where realis-
tic movement is important. Here’s how it works:

First, a professional actor’s (or athlete’s)
movements are videotaped in front of a neutral
background. For example, for a football game,
an athlete might be taped tackling, running, or
throwing a ball. When all the movements that
will be used in the game have been recorded, the
next job is to convert them into a form that the
computer can recognize. This is the actual digi-
tizing process, where each frame of the video-
tape is converted into a graphics file format that
can be manipulated on the computer.

Next comes the process of compressing the
data, by removing unwanted colors or detail,
shrinking the figures down to a more manage-
able size, and eliminating unnecessary frames.
The result is a series of frames (known in the biz
as an “anim”) that can be triggered by a button-
press or other input. Anims can be placed in
front of different backgrounds to add variety to
a game.
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Y0 Segal

[ think you guys have the most excellent magazine
ever. ['ve had my Genesis Game System for two vears
now and [ think the games are awesome. But I'd like
to know more about game designers; how do they
come up with those special ideas for games and how
do they make them a reality?

K.T. Jr., Jefterson, TX

Making a video game these days is a lot like
making a movie. First, the designer (or script
writer) decides on the kind of game — action/
adventure, RPG, shooter, or driving/flying. Next
he decides on a concept. For example, for an
action/adventure game, he may decide on a Wild
West concept (like Konami’s Sunset Riders), or a
futuristic science fiction concept (like US Gold’s
Flashback). After that, the designer has to tackle




all the details, deciding on the characters, boss-
es, power-ups, and all the other elements that
make up the game. When the script is finished,
the programmers start gathering all the pieces
and putting them together: the graphic elements
from the artists, the music from the musicians,
and the logic that holds it all together.

* k %

Y0 3ega

I'm the Mom of a Sega Addict. When 1 got the poster
you sent with the last issue, I copied Sonic and Tails —
in cross stitch. I can finish it yet, though — I'll have to
wait until Mike starts playing the game so that [ can
come up with a good background.

D.P., Roswell, GA

Great! We can’t wait to see the finished product.
Please send us a picture of it and we'll print it
for all our readers.

PS. We hope you didn’t have to wait too long for

Mike to start playing.

x KX

Y0 3eqal

| have always wondered how controllers like the Men-
acer work. I know the systems have a receiving thing
on the base, but without a sensor on the television
how does it pick up the rays!

C.M., Eden Prairie, MN

The Menacer system consists of a number of
parts, one of which is a sensor that sits on top of
your TV or monitor. The infra-red sensor, which
plugs into the Genesis control port, calculates
the Menacer’s position in space and relays that
information to the Genesis. This way, the Gene-
sis knows exactly where the Menacer is pointing
at any given moment.
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Y0 Seqal

My Dad and 1 are having a disagreement. He thinks
that if the Genesis is left on a TV and played often it
will damage the screen. Is this true with Genesis or
any other game system?

P.S., Carmel, IN

It depends. If you leave the same image on a
television screen for long periods of time (like a
test pattern, for example), you may get what is
known as screen burn-in, causing a faint version
of the image to appear in the background. The
same thing can happen to a computer screen
displaying the same still image for a long time
(usually a week or more).

Screen burn-in only becomes a problem with
video games if you leave a game on Pause for
days or weeks at a time. Playing a game normal-
ly should not affect your television set any more
than watching a movie marathon. Anyway, most
of us like to play video games, not spend weeks
staring at the Pause screen.

* % %

Y0 5ega -
My Dad gave me and my brothers your Sega
system for Christmas. I learn a lot from those S E” d Uﬂ Ur lE' ”E [§ f :
games and enjoy teaching and having fun with 0
my brothers. My friends and 1 also play other
Sega games, and it keeps me off the streets
knowing that I have something interesting to
do at home.

Thanks for making those games and for
making them fun. I also make new friends
when 1 go out and I start talking about my
system.

T.L. (age 10), Brooklyn, NY

Thanks for writing. You tell your

Dad he did the right thing getting
you a Sega system for Christmas.
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Before you play this
[N now which

La-a-a-nd Ho-0-0! It's Tiny Toon Adventures™ - Buster’s Hidden Treasure™
for Sega™ Genesis™ As Buster Bunny, you've landed in a 33 stage treasure
hunt adventure. Check out the animated terrain =z
and “toon” your big blue ears into the groovular
sound effects. Bounce through cartoon turf
such as the Underground Sea and a Waterfall
so wacky, you won’t know which way is up.

You've got to rescue your pals and find
the treasure before spoiled Montana Max
spoils your plans. But you'll practically

mountains i [P
l:n..;’; — - A s Lo l‘_';,-.f'-';_:,‘._g.-é
apaap e o o B o cale

mountains if

you're going to
make it through ~
the mountainous [ ST

iy

Radar Range. 1 As 2 3

SEBTRANT |

You're drooling for that 14 carrot gold,
but so is every other toonster in town!
Dr. Gene Splicer has even brainwashed
(we use the term loosely) EImyra and
Dizzy Devil to do his dirty work. Here
in the Excavation B ST e ———
Factory you'll really —
have to crank out the §
carrot juice to survive. §

i rsirasdads

1Hnnanﬁﬁam1eﬂ_|!(1j:;g;1dﬁpline: The Shipwreck will have you Bttt 28
?:w”"w“fm@_ i e i T sunk because it's swarming with zany challenges. In a pinch,
Konamid s 3 roguiered Tacora o Kona Co. L6 Sege and Ganoss o rademrts o Sega .~ you can always spring a triple jump or slide down a rope

Warmar Bros ¢-1@ i 1953 Konami. All Rights Reserved. With Y'DLII‘ ears.



cartoon, you better
way to Gogo.

Welcome to the Fungusamungus o
Forest, where creepy trolls and owls [
are just dying to meet you. But hang R8¢
on to your carrots, Gogo Dodo wiill >
show you where to go throughout
this adventure.

e R T R Y

The Plains! The Plains! This fantasy

island is fraught with freaky flatlands.

= ] Before they flatten you,
watch out for
unidentified falling
| objects, electric zappers,
SR moving walls, levers and
| misplaced rakes.

=&
rrh,
Y e e |

aaa

PURBEIEE  Happy Spelunking!
s et o La B LA G col e, _.-:.—-..“,..- ND-I' |t'5 not a SWEdEh
R e e e es o2 holiday, save your
greeting cards. You're going to be exploring the
Deepdark Caverns. Some caves flow with molten
lava. Talk about a hot foot!




GENESIS

Sega and Capcom have
teamed up to bring the hottest
arcade fightin' machine of all time
to your Genesis. Street Fighter II
Champion Edition. Its official. After
months of ultra-secret negotiations,
Capcom has joined Sega as the
newest Third Party Licensee. With
a heavy rep for creating way-cool
arcade and home games, Capcom
has been making arcade machines
since 1942 and home-system
games since 1986.

Their all-time smash hit
Street Fighter II hit the
arcades in 1991 and
quickly took over. Game
industry insiders have
called Streetf Fighter II the
“Pac-Man of the *90s” because
of its enormous success. The Cham-
pion Edition followed right after,
with all the special features that
have made it the ultimate iy ¥ o - 5 R R DS e
king of fighting games. 2 LB g ey L R
Street Fighter 11 Champion : - 4 B \ L Wanadie .
Edition has created waves in S f /4
the gaming world. Big-time T HS i
tournaments. Tons of media cover- e 3 L B ‘
age. And millions of gamers have
earned their callouses banging
away at the buttons, learning the
game’s hundreds of combinations.
[t was only a matter of time before
the hottest fighting game came to
the hottest game system.

Street Fighter Il Champion Edi-
tion on Genesis has the original
arcade graphics and sound. All the
character voices. Original music.
And totally new features you won'
find on any other version of the
game. Fight in the World Warriors
tournament or in Character vs.

H. ... [ h d M \]lI] |
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Character mode. Choose alternate
clothing colors for your fighter.
Play as any fighter, including the
boss characters! All eight original
characters have new moves, and
the game speed has been increased
to give you faster, total control.
The result is...the next level of
Street Fighter challenge and fun.
Only on your Genesis.

A Nel
fingle on

Control

Seqa and Capcom have shaken hands and are comin
ighti out
Street Fghter Il Champion Edition is fighting...together! '

playable with any Genesis-com-
patible control pad. With standard
three-button control pads, you
press Start to switch the three-but-
ton panel from Punch to Kick
mode. But the new Sega Six But-
ton Controller is the only pad that
gives you split-second control over
every move combination, without
having to change the button
configuration from Kick to Punch.
Based on the design of the original
Genesis control pad, the A, B, C
and X, Y, Z Buttons are set up
arcade-style, one atop the other,

within easy reach of your thumb.

This gives you the power to make

the same awesome attack combi-

natons that TFl_ﬂkEﬁ the arcade execute your favorite moves inany  button design is so perfect for this

Champion Edlj“ﬂ’? 0 cool. mix of punches and kicks, inany ~ game...as well as new games to
With Sega$ Six Button con- power level, without fumbling. come...that Capcom is considering

troller, three, and four-move com-  The hotrom line is that you get the  releasing a Genesis Power Stick,
most out of your gaming. The six-

bos roll out smoothly. You can

ator and drug smuggler who

s s v S T TR recides in a hidden fortress deep In

..+ game storyline destined to  Styles a5 €Y o . .

EE;E: E ?agendir%he World Wat- mﬁd %Eﬂlgiﬁﬁfnzﬂ?nzl the jungles of Thailand. OCEEDSHEJE
‘ ent takes place in is an un | " i, among others..are Chun
rsfcr:eﬁi:tﬂi?ns across the globe. errorism and espionage. The des nd Guile. May the best Street

Jae i
is limi he [2best  tinies of the fighters are WOL _ 5
Eﬁﬁ?ﬁﬁﬁ '}'r;:y come  together byaweb of fate. At the Fighter win

trom all cultures, with fighting center sits M. Bison, a ruthless dic-
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Blanka is the animal of the Street
Fighter circuit. Raised in the jun-
gles of Brazil, a freak accident gave
him a savage appearance and the
ability to channel 1,000 volts of

electricity through his skin. Like
the other World Warriors, he
would like to see M. Bison come
to a fatal end.

ey
Combination

B kRl ! b
A N

1 i £ - e — Nk

o | 2
Charge Back, then press Toward your
opponent plus the Fierce Bution.

i et vy

Electricity

= o e

Ju Toward your opponent and
press Fierce. As you land, press Down
and Toward, then any punch button 1o
go into a Spin Attack.

A master of Kung Fu, Chun Li is
wild and unpredictable in combat.
She uses her muscular legs to
advantage, crushing her oppo-
nents from a distance. Chun Li is

2 .__-.__:,__:"I-I?'_': .t T
e

Stand close to your opponent a

press Towards plus Roundhouse, This

move is difficult to block

IHEaAE? HI SN =P =
2 R—

]
CHEHIH LI DHALSITH

Leap Toward your enemy, then press
Forward fo deliver the Chest Kick.
After the blow is delivered, Chun Li
will automatically flip backward out

of danger.
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the only woman in the World

Warriors tournament. She is also
one of the toughest fighters. She
believes M. Bison had her father

murdered and is out for revenge.

ip 38006 HI
A

o

CHUOM 1.1

o el

Jump Toward your nuuqnem wit
Fierr:]a punch. Follow wn‘h a Strong
punch and finish immediately hy
rapidly tapping Roundhouse for a

Lightning Kick.



Dhalsim is a Yoga Master who
joined the World Warriors to
prove his pertection of mind,
body and soul. He favors fire

Jump Up, then press Down and H_uuml-
house. Dhalsim will “torpedo™ his
opponent with head or feet. Because
this is the Champion Edition, he can
make this move anywhere, anytime.

1P __BEBEB03 Al SR PR oo

DHAL S | M

e " .
Lt v | TR
i 1o i g d

| .I &‘.—E{M' ?'1.! "_ .-. - .. ;i
S arnesy ) |

Press the Fierce Button when
Dhalsim is standing to give him a
lun_g reach. He will punch in
whichever direction he is facing.

attacks and can control the nature
of his physical existence, altering
parts of his body for devastating
combat effects!

New
Combination

S —

e S B ’- Hnmi-
Jump Up and press Down p
nouse to deliver a Torpedo. Wtél:usﬂ
your opponent i down, stand GI0 L
and press Down plus Jab {0 fry the

with Yooa Fire.

Edmond Honda is Japan’s top
Sumo wrestler. He joined the tour-
nament to prove that Sumo is the
best martial art. Because of his
large size, Honda likes attacks that

Hundred
Hand Slap

' -I" r-.-':a -—"Ir J.{; ::**-a-!ﬂm_-: ‘:'“-"': “" by
Rapidly tap any punch bution to cut
loose the Hundred Hangd Slap.

186304 N1

E . HOYMT
[ MDA

il i - =T
N S o e

Stand Close to your opponent and

press Fierce for a Head Butt that'll
Kknock ‘em silly.
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crush the life out of his opponents.
But he can also channel his energy
into high-powered attacks such as
the Hundred Hand Slap.

New
Combination

P Tt

E . BOHDA

m——

Jump Tarn yur enemy and n[rfss
Fierce. As you land, umss_ﬁnun

house to land (W0 mote hits.
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This Special Forces hero has a rea-

son to hate M. Bison. The evil
smuggler killed Guile’s best friend
while on a mission in Thailand.
Guile barely survived the
encounter. Hes back.. stronger

T

:;gs: Toward yur nﬁunﬁént
rorward Kick to deli
Sonic Knee, e

Guile Flip

ISEO03 \j BINNNY > p

. _OQUILE e UL R

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

Guile can now Fllp out of s
| ger...or
info hatile...by pressing Up and Back
or Up and Toward your opponent,

than ever...and has learned the
secret to controlling sound waves.
His Sonic Boom attack is legend.
He will not rest until Bison has

One of the original Street Fighters,
Ken is a disciple of Shotokan
Karate and considers himself the
greatest fighter of all time. He is a

shares the same attack skills. But
because some called him a “Ryu
clone,” Ken has added some diver-
sity to his fighting...as well as some

been paid back in full. friend and rival with Ryu, and reckless arrogance.
New Faster s New
Combination Dragon Pun Combination

\p Zzoos AT

L
e L

o

TR0 2P i'l
gAML

[]“‘t M— . wr T e ]

"_‘__“;-_._: '.- < H‘q""-ﬂ'—" et ..-'--

: J ||‘ 4 i ‘ E P

bk

Jump Towards your enemy Wi
Fierce punch. Land another Fierce

and finish off with Roundhouse for a

Flash Kick.

L e R T i =
ar ﬂ.l I* -

|

€ 10 your oppon

Stand Clos ent and
and
press Toward plus Fierce tg execute | iy | T
a new, faster Dragon Punh, Sy | -
Farther
Hurricane
Kick

The Champion Editign Hurricane Kj

_ i
Garries farther across the screen. -
Press_ Down, Down-Back, Back, and
any kick button to let this spin-kick fiy.

umnp Toward your enemy with a
}Iiergﬂ punch, followed by a'm_lther
Fierce punch as you land. Finish off
the combo with Toward and Fierce

for a Dragon Punch.
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Like his former friend Ken, Ryu is
a disciple of Shotokan Karate.
Though their skills are almost
equally matched, Ryu has a fight-
ing flair that makes many think he
is the better warrior. Ryu prefers to

mvincibility
After

Hurricane Kick

s Hi

¥
L B

nYUO

=

Press Down, Down-Back, Bank_an
any kick button {0 throw 2 Hurricane
Kick. Ryu will he inymmhle fora
split-second following the attack. No

move will harm him.

Faster
Fireball

Ryu’s Champion Edition ireh . .
alls are

faster. Press Toward lus Fi

e Dius Fierce to

train in seclusion, using the natur-
al powers of firestorms and hurri-
canes to increase the strength of

his attacks. Only the worthiest of
opponents meet him on the

Zangief is a battle-scarred Russian
who trained to be a fighter by bat-
tling grizzly bears in the snow-

swept Siberian Mountains. Like E.
Honda, Zangief favors attacks that

rooftop of his dojo. make the most of his massive
New
: : ston Crab
Combination T

Move Close g vnu enemy, then

press Toward plus Fo '
e rward for this

LY. =
L Yyl HE= ]
;“. 2 3

i -| ;

a7 | |

L5

g

L

Start the attack hy Jumping Toward
your opponent with a _an:e punch.
Follow with another F_lame punch.
Finish your assault with Down,
pown-Back, Back and any kick bul-

ton for a Hurricane Kick.

his move is fricky to mak P oy
. Pres
Toward and all three punch uuﬂn:s

al the same time for thi ‘
spinning attack. T
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physique. He joined the World
Warriors tournament to prove the
superiority of the Russians. He is
one of the fairest fighters and
desires to beat M. Bison out of the
champion title.

New
Combination

=

T — R

ZAMGIEY

£ iy .

- -’-. e ..‘. . -.. _I.“ -_.-'_:
ol ﬂ o e i TR e
2 e _,-'l"-'.-::-' . T -

ip = 1Ds12 B — FiCTI S =
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>g7318 AI i‘-'::"-'
| s R =

= A 1EF

uu Toward your opponent and

' d
throw a Fierce punch. As_w;-u land,
press Down plus Short. Finish the
attack with Towards and E_I“ three
punch buttons for a Spinning

Clothesline.



This big guy is an American boxer  once! Balrog is a classic boxer who
who joined the world fighters after  retuses to kick. But his low punch-

losing his title shot in a rigged es are fast, strong and very effec-
fight. He retreated to a down ‘n tive. And his Turn Punch can take
dirty Las Vegas gym and trained to  you...even when you think you
fight...against five opponents at might think you are safe.
New

Turn Punch Cmeination

s LALLMy
W] )

L
B

T

Simple but Eﬂentiuet Charge Bagk,

then Charge Towards
_ your o
with the Fierce Butien. g

Dash Attack

w1

L

- ;rmﬂsﬂlliﬂ’:
BAL BOG s
\ﬁm&’iﬂ-&ﬂ,-“'#’ﬁ?? -
Sliﬁﬁl't?m £ - o | il
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'? 4 I‘,

- .""--:
N

ks ;ﬁ
2% ey v i <

Begin the aftack oy holding down

all three punch or kick buttons. your enemy and hit

Then Charge Tow ' Warts '
ards your enemy Jump T0 jand, press Jab while  opponent an

While releasing the buttop : ; ol
$. Holdin Fierce. AS Y
the buttons down for 50 seconds m—g standing, then &

more will take off half yo : h Attack.
nent’s life bar. e s

yecute a Jab

A part-time Matador, Vega learned
his speed and death-delying acro-
batics dodging the razor-sharp
homns of raging Spanish bulls. He

spends much of his time in the air,

where he can put his long, knife-

claw Roll

CGharge Back, then press Towards

and ap any punch button. This moye

makes two hits on enemies,

[:n =N

arge Down, then press either Up-
Left or Up-Right plus any kick, to .
climb the wall. Holg Towards your

1o come off the wall jp 3 Suplex,

q aega Yisions o April/May 1393

t press Strong or Fierge

edged claws to work. Vega is a vain
man and wears a mask to keep his
pretty face from being damaged.
But he is a strong fighter and has
the courage of a bull.

=2 10

351614 2P Y
59 by
* JMUGGET,

¢/ MWINHIH BALL ?J-
- B

e B =R

------

&9 P Ly
& :HUGGETH
{

e gy

--rr'___';-—

-‘;;?’fngQ'Q "

| j S
= sl
= — 1 LI g,
» o f

L

S
d Close to your opponent, pres
f]t::n and Jab for a claw shot. Thm:}
go directly into @ Claw Hﬂll...ﬂl'lﬂﬂ'_"l.‘
Back, then Towards and any punc

button..for three solid hits.



Sagat wears a long scar across his
chest, a battle scar from Ryu’ Drag-
on Punch. He is the greatest kick
boxer of the World Warriors, and
has trained long and hard in the
seclusion of Thailands jungles.

A P g
el e :
o el le e e Yed i

Press Down, ann-rnwa?;.rﬂs:
Towards, Up-Towards and any kick
button to let fly the Tiger Knee,

b e N,

Tiger
uppercut

S L

To make this awesome num:ll

, Dress
Towards, Down, ﬂnwn-anaMs"and
any punch button. The stronger the

punch you use, the higher Sa '
jump into the sky. T

Sagat developed the Tiger Upper-
cut to counter Ryu’s deadly move,
and can now throw high and low
Tiger Fireballs. He has also perfect-
ed the Tiger Knee, a lethal move to
smaller statured opponents.

s it

L] . N
i A e
.*_ﬂl o~y

mp Towards your enemy w
:l:asging the Roundhouse Button.

' land an
acute a Short Kick as you
fi:iah off with Down, pown-Towards,

Towards, Up-Towards and any Kick
putton for a Tiger Knee.

This evil crimelord is the reigning
grandmaster of the World War-
riors tournament. He runs the
Shadoloo smuggling ring from
deep inside Thailand. M. Bison
has joined the tournament to
crush his opposers and keep the
nature of his smuggling ring a

- - 4 e L4 ;F:' 5 _'-—--"_;;\_;*-.. ::;-'ﬁ.
Charge Back, then press T

plus a punch button. The sﬂ:f:grgf
!mjar button, the faster the attack.
This Eﬂﬂﬂl_[ Wil inflict heavy dam-
age, even if your opponent blocks.

T e

llllllll

d  Charge Back for at least three seg.

onds, then hit Towards plus any ki
button. You'll lang Iwo blows: gy
highand one low, ¢
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secret. He is directly opposed by
Chun Li, whose father he mur-
dered. and Guile, whom Bison
once imprisoned and whose best
friend he killed. Bison channels
psychic energy from his
hands...some say drawing on the
powers of evil.

Newy
Combination

press

nd Close 1o your opponen
?lt:wn and Jab twice lpr a I]nuhle_.n
flaming Hand. Finish it by Charging
gack for at least three seco e
hitting Towards plus any Kick

for a Scissor Knee.

nds, then
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~ BASEBALL
THAT’S MORE THAN

e
o
oy

This is the way baseball's supposed
to be played. The strategy. The thinking. The
statistical percentages behind every pitch
and swing of the bat . .
Thats what Tony La Russa Baseball"is all about * 2
For baseball purists, La Russas the only game © ©
in town. All twenty-Six major league
teams. Every single player from the
92 season, from Abbott to Zeile. Each
' rated in 9 different skill categories like
- | batpower and arm strength based on
stats from STATS" Inc. Giving you the

. Thatsnotall You also get the 1992 Manager of the Year:
Tony La Russa. His thinking, his strategies, his Insights
on how to win—its all there in the game. So Tony can tell
pitch to Will Clark. When to go {0

you what to |
_ ‘%?frﬁﬁw% the Eck. How to score when

I __: : COnejS @) the MAJOR EAE E BASEBALL
o sl PLAYERS

L o moun d. If you
\. @ decadpullhitters “@>

like Dave JustiCe. e1993mLBPA

* As manager youre
the field general.

" Flash the steal sign.
¢ Warm up the bull-

¢ pen. In this league,

| strategy counts.




\

With La Russa, you can stepuptothe
plate for every pitch, you can callthe .48
shots asthe manageroryoucan f %
watch an entire 162-game season. &

Plus you get the ultimate fielders

- choice. The choice of auto fielding.
Or manual mode that uses a unique ., 4
outfielder spotlight on any ball in play. &
Allowing you to chase down ballsall =

the way to the warning track. Just a4l
like Rickey Henderson. ‘e
Battery backup tracks team stand- =
Ings for all 162 games. You can even |
create your own dream team with players %
from all 26 rosters. Imagine a batting order
with Barry Bonds, Kirby Puckett, Cecll
Fielder You name it theyre yours.

BY

STORMERQNT

STUmOS

PITTSBURCGH EULLPLEN
EELIEJ'EHQ__--_J- E T EFE- H_._ _J:,FEI_._"-!

EITCHING ____]'_Zif_'_'"__- SR
HHF!_I‘"IJ"IL_ L7 T SO S— RSt

e IL‘E‘HT f' TORONT D= St
y - . £ % !_*Imri. .

| - | “BU T F : 1 S F" ;=' ' HE H tem AN
Bring in your big stick Aurhenﬂr: pncher stars based on actua! Talk about big league thinking.
in the bottom of the ninth 92 season stats. So youll know Manager of the Year Tony La Russa gives you
to crank one out of the yard. when to warm up the bullpen and when to his insights and strategies on every
send the starter to the showers. match-up of the season.

Of course, EA SPORTS" delivers big league coverage. With stats.
Tips from Tony. And camerawork So good, you feel the heat when you
step up to the plate
against Rob Dibble.
This is the pitch
you ve been waiting
for Call (800) 245-4525

Dazzling animation precisely captures a John Smoltz slider.

Even at this speed, itll throw you for a loop. anylrlme OI’ See YOUf ]OCEII
Electronic Arts dealer And get the only baseball game that plays like a

The EA SPORTS radar gun is sharp
enough to gauge the speed of a
~ u RogerClemens bullet.

major leaguer and thinks like a manager.

ASPORTS

ELECTRONIC ARTS

If its in the game, its in the game.

EA SPORTS and Electronic Arts are trademnarks of Electronic Arts. Licensed for Sega Enterprises Ltd. for playonany ™ et P e b
s.mms Sega Genesis system. Sega and Genesis are irademarks of Sega Enterprises Lid Officially licensed by the Major League N E | ke e
ﬂml Baseball Players Association. © MLBPA MSA . Tony La Russas name and likeness are used under license from Sports — k4 B SRR T
e SYSTEMS. WiC. Advisor Group. STATS is a trademark of Sports Team Analysis and Tracking Systems, Inc. © 1980, 1991, 1993 Strategic : E R e s TR T

Simulations. Inc. All Rights Reserved.
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The idea behind Coo] SPOT i simpl
your buddies, Pick up the cool stuff
N a certain amount of time, Its not
good you really are.

€. Here$ what you gc-tta:. Free
Avoid Lhe bad stuff. And do it with-
45 €asy as it sounds. Let’ see how

; by e
b s
i .'. 211 . -

Where you are might be obvio At B
you, but SPOT likes o check out i SPOT is just a guy who wants to haye =
map before he takes on alevel. fun. Life is his big adventure, Everget o
o T the urge to do crazy stuf

OVERVIE

He's hip. He's red. He's definitely an Uncola
starring in a game that will pump up the carbonation in
your Genesis. Cool SPOT by Virgin is one of the best Sega
carts we've seen this year! its got it all—eye-popping
graphics, pumping music and edge-of-your-seat game play.
& Cool SPOT really quenches the thirst for fun and white-

B knuckle action.

% ek Ry

the upper lefl comer &8
ninth SPOTisin. %

e .'._'- L

e SPOT icon in the
I:ﬂs you what nuq_dlllqﬂ_

The star of the game is SPOT, 7-  SPOT, you get to be SPOT. What ~  creatures. Each round is timed. Sound effects are on the money

* UP5s sunglassed, bundle of effer- is life like being ared dot withan ~ Freeing your friends before time You'll know when SPOT is

.~ vescent high-energy Most normal ~ Uncola lifestyle? Try Cool SPOT runs out will get you bonus points.  happy...and when he ain't! And the
folks cant even see SPOT. Hes the  and find out! If you don't make it, SPOT getsan ~ music rocks with surf tunes to

" kind of guy who hangs around, The name of the game is explo-  attitude about timers. keep your fingers popping on the

~ making mischief when youare not  ration. SPOT..whose main goal in SPOT% main defense is his abil-  buttons. Cool SPOT is a welcome

looking. Does your dog ever bark  life is fun! fun! fun!.. mustbebop ity to flick bursts of 7-UP. Hes also  change from standard action and
when you're drinking 7-UP? Does  his way through 11 megahuge lev-  really mobile and responds quick-  maze games. It5 as refreshing as a
your pencil switch sideson your  els and six bonus rounds, finding 1y to your control pad commands;  glass of cold Uncola on a hot sum-

desk whenever your back is cool bonuses, power-ups and sav-  a statement about the level of pro-  mer day
turned? Now you know why. ing his 7-UP Spot amigos from the  gramming Virgin put into the If you are going to buy three
What makes this game special is non-carbonated cages of Wicked ~ game. Cool SPOT graphics are Genesis games this year, make sure

r%:_ " that not only do you get to see Will—a diabolical collector of rare  sharp, colorful and highly detailed. ~ Cool SPOT is one of them.

-




onaies may not be fearsome but
ﬁ.snlt with awesome accuracy. Its hest
to take them out as Ist 25 “'f_““.'

SIS

T :
l-ll""'" -

Sharp objects such as tacks and nai
‘ nails
|I tl-urnnalﬂ SPOT. Steer clear.




AL

el . Clear ill ei
The lock is the weak point. But you nluhnrh::l g:\?:lgﬂ: osplenrcsl. .

can't set your friend free untilyou  wher you, floating you
have collected enough cool bonuses. € You need to be, pa
> Use your round time to find the cage,

Crabs hang out at the picking up bonuses as you 4o.

docks too. You ¢
: an
usually hear their claws

before they sh
e

Take a quick look before you 80 rac-
_ ing up or down dock lines. Worms are
Grab the stri easy 1o wipe out, but can costyou a
vouaiin ng and balloons will give life with only a few hits.

Take too lo
SPOT Iﬂknsnn to finish a round and

it personall
cloc Is to your ala T gusmas: | Hi
. i Find tﬂhiﬂ stopwatch to give you more (& e TR lgnore S T s
time in the zone. Find this cool glass of UnCola to The “eh ,I; ?T and he gets hored fast,
reqain SPOT's strength. Yo is his favorite toy,

A good jump off the 7-UP bottle will
get you into the sky, or go overiand
to the beach chair and climh the
hack. Most of the cool bonuses are
in the air, around the balloons. The
majority of the 7-UP glasses are on
{he heach, surrounded hy crabs. To
find the cage, just follow the hal-
loons.
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. : ans [ e Sl BSestey 0T don't like spiders or snakes.
- The trumpet sound at this flag me | A SP _ .
Danger! Danger! Waming! Waming)  1hat you il continue Irom 75 bl A pachosrebady ma““:‘ m:ﬁtaﬂi
Robots block your way anﬁt k s on if you get de-carbonated before B = ¢ = can climb down from a Hlll i
hits to destroy. o - the game IS OVEr. LRl e @ = screen. Even WOISE, they trav
e Crabsareyourbiggesthazardatthe T
ux Ap = S OOREE6 - beach levels. They take multiple hits

10 declaw. Hermit crabs sometimes

Keep coming even after you hiast
their shells. Nice boxers!

. The 7-UP icon will give SPOT anol
step into this trap and SPOTWIIlBE g g ghapey om

: 5B . Do well in the rounds and you'll
flung into a wall...as well as 10 3 S nd you'll get
some of his strength T & ~ ) GOEET0 mu? 3 a chance to do even better in the
meter. N = =k (/P i bonus rounds. Collect as many cool

= lienuses as you can for valuable
d prizes.

These mice may look ready for hed, but

tood fight before fhey uo.
B chegse are hei weapons and :

S Hunks of che
G (K they will hur them at SPOT.

-. i ) mii Red Barons drop hombs
% ;hsﬁt;ai pass. D-Button Up and fire to
~ plear the skies ahove your head.

R L
i l"'-- .-
: - L .
N A o o o
o A At e S b B
TR b, L 3 T ¥
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The Radical Rails will {ake you on a wild ride. It is easy to gel ost here. The diagonal rails send you

sliding faster than you can control. The tubes carty you to various heights within the level. You have a

split second between rails and tubes where you can take control to pick up bonuses, elc. Notice that

the cages are all in the upper right corner? Concentrate on moving in that direction as you collect
your cool bonuses.
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ovements,

This wild level features a yacht for background graphics that scrolls nunlinnuslr-wﬂh your m
€ 100k it out to show you the actual structure of th

e level. Be extra careful around puddies of water on
the dock. They hold fish that Spit droplets with sca

I accuracy. While crabs are 2 constant menace, sea
urchins and clams are usually placed where you

would land if you jump in. Take an exira second in
these areas and you'J| make it to the SPOT Gage...and the next level...ip much better sha
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They're Super Heroes. Wlllmg to face incredible dangersto ': e,
keep mankind safe. But they are anything but human. They
are...Marvel Comics’ X-Men. Sega has taken these Marvel T
Super Heroes and brought them to life in a high-powered
action-packed game as wild as the comic book pages

where they were born. X-Men impacts your Genesis with

bold graphics, a wild soundtrack and top-rate game play.

The X-Men pits the Super Hero
mutants against their archenemy;
Magneto. Hes teleported a killer
computer virus from his asteroid
hideout into the X-Men’s Danger
Room—where the X-Men train to
hone their superhuman skills. But
now each training session has
become a matter of life and death.
There is no escape. No retreat.
And no surrender. The only way
to beat Magnetos threatis to sur-
vive all the training sessions and
cure the Danger Room computer
of Magneto’s virus.

The assault force consists of
Gambit, Nightcrawler, Wolverine
and Cyclops. You can begin the

Sometimes...you have to sh r enies ere hﬂy HH!!

3

game as any one of these X-
Men—iwith their own special
power, or play any two X-Men
characters in a two-player game.
During the course of play you can

smta::h your hero for another of the  gambit's bio.

four, or call on other X-Men to
give you backup assistance with
their superpowers.

The game features three skill
levels and power-ups you can
find in the course of play. Power-
ups include Life meter, Mutant
Power meter and replacement
Backup Assist Icons. The X-Men is
the perfect title for hardcore
action gamers and anyone train-
ing to become a Super Hero.

SONMETINES. . .
YOU HAVE TO
CEUSH YOur

theEnies

bHE R €
THEY LIVE"

Gambit i:an duck and swing to avoid
most enemy fire, yet stay within

striking range.

gambit’s 'a'hilmp = snm Jump heins
him get to out-of-reach platiorms.

Use Gambit's iuuing slash to
ground high-flying menaces.

Gambit's energy-charged cards will
home in on any foe within sight.

\Hiln his spin slash atlauk Gamnlt
can handie multiple enemies.

S5eqd Visions o Rpril/May 1993



WOLVERINE = ee——

BERL T :
r

POHEES AND RSILITIES:
INTELL FL-ETrCED o AEAE - THNETFL,

STEENTH: ETEHFENCED R
SPEEL: ATHLETE

STRH LT FHE T e R

-1l A TYE ETERICED U

MUTRNT ABELL I TLHES:
POSSESSES @ FAST BEARLING ARLLLTY .

ENAEL ING HIA TD EEGENEEATE DENBEED
DE DESTEDYED ARERS OF HIS DELLLUDL PKE
CTELCTIEE . HE P S0 POSSESSES

Wolverine's hio.

The spin Iash fakes care of sur
rounding foes and any enemy stand-
ing right above Welverine.

Wolverine’s basic attack.
Notice Wolverine’ unique heal-

ing ability. You can put Wolverine

in a nice safe place and let him
regain health.

L = L
i B
ey =Ty |
bl

sn 1." nl '
sironger foes such as the X-Men’s
archvillains.

i

A aall Inginnunn allws
Wolverine to take out enemies.

* CYCLOPS

PIHERS D sl 1T Lees-
INTELL | CENCE: o
STRENGTH:

SPEEL:

ST FE1 L Nk -
RELILATY:

i;'nﬁﬁ‘l AL A VIS,

LMY R BERT OF © -
FoRCE YRon Hi3 evesr ChecysIve
HIS oun Powex . T CFFECTS oF

Cyclops’ hio.

KEAL Mrsr: SCcory SRR S

PHYS 1 Cha -

Pressing Jump twice somersauits
Byn!uns onto higher platforms.
Rapidly pressing Jump somersaults
Cyclops into even higher places.

i = e

_-""""""\-". §
Et i T Bl
Yoommma et Y ens o]
Ty 4 e
L T
il L -l
e e .
'il—n....._.,.__li-
. uﬂ-#i---'.|".,_"_,

Gyclops’ optic biast spin attack can
{Ieslrpy a multitude of enemies at
one ftime. It can also deal double
blows against archvillains.
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Some enemies that require two hits
{1] hﬂ_nestmyeﬂ can be easily defeat-
ed with Cyclops’ flying kick.

{"‘“.‘_'- il e

i SN F e
R e W Y
g PR, it 1,
e L LI LN

Lunhs_{:an kill! E:n!un’ 0
gets rid of most enemies.




NICHTCR AVY LR, o

EEfl NANE: KURT HAGIHEE

PHYSLCAL :
HEIGHE
HELGHTZ
EVEST

:.\Tl qF

1= LBS. k
SHAINING YELLOH,
T PUFE TS

LD 160

+
HHIE:

KS AnD ABILITLIES:
];-Inﬂ;:1| 1A NCE: ¢ ORI
CTRLITH: L
SPLLD:

s g B AL
AL ATY:S

eI ITLES: -
T €PORT MINSELE, HIS CLOTHING.

A AW DR
i CEETRALN ARDUNT OF (3
FRS S FFDE DI POLNT TO AHOTHEE BY

Nightcrawler’s hio.

LN o
ATHLETE
FATHLETE
PERE _ FURN

When a regular somersaultisn’t

enough, press the Jump button twice

to achieve a Nightcrawler patented
super-high somersault.

3 L F

s )
Nightcrawler’s diving jump will not
stop until he reaches a surface 10
stand on. Weave back and forth as
you fall to destroy enemies and sur-
prise distant, unsuspecting foes.

inrawler' basic punch attack.

Help When You Need It

In addition to changing out heroes
when you are running low on
energy, you can call on other X
Men to lend you a Backup Assist.
Your backup team consists of
Rogue, Archangel, Storm, Iceman
and (in a two-player game only)
Jean Grey. Call up their powers by:
pressing the Pause Button. Select
the character you wish: to assist
you and then press Button A when
you are backin the game.

~.Jean Grey will automatically bring

back players who have fallen off the
screen. You can also use her to bring
logether two players who have
become separated by obstacles in
the game.

Rogue ﬁie n most nu
enemy on screen...and takes
them out.

nrnhiinﬁal is the sl help to [WEI‘- |

come archvillains. He makes three
teadly passes, shooting razor-sharp
metal blades with each pass.

——

Iaman projects ice bridges, allow-
ing the X-Men safe passaue across
impassahle gaps.

Storm assures that any foe on the
screen gets caught up and destroyed
in the debris of her violent tornade-
force winds. Archvillains will lose a
major portion of their strength.

A Killer Aerobic Workout

Here’ a look at what the Danger
Room has to offer...and how to
master its deadly secrets!

s =4 )

You can also fly right over the eleva-
tors and waterfall by climbing to the
top of the cliffs just hefore the eleva-
tors. Wallc to the edge of the second
to the last ledge and jump on the
pterosaur’s back when it flies by. If
you miss it, just climb back up and
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Pick off giant heehives and pick up a
Yellow X to increase your life meter.

The fastest way to defeat Juggernaut
is to call on a couple of the X-Men
from the Backup Assist team.

There is in arﬁh Hngﬂe ane and :
between the fourth and fifth elevators.




Hey Sega Visionaries, we want to find out more about you and the kind of cov- ’;f; :
erage you want to see in upcoming issues of Sega Visions Magazine. Youcan |
help us out by filling in the survey below. By sending in your completed survey,
you'll also be automatically entered in our random prize drawing.
We're giving away one Sega CD, one Sega Genesis, one Sega
Game Gear, and 50 Sega T-Shirts! So get busy —fill this out and
send it in to WIN!

1. How old are you? (057,067 13. Where do you usually buy your video games?
(Please ‘X’ all that apply.) (25°)
2. Areyou 1()Male 2( ) Female (07) 1 ( ) Computer store 7( ) Stereo/TV store
3. Which video game system(s) do you or your X E ; g;.:-pan:;r;smre w ﬂté};tﬂre st
family own? (Please X' all that apply.) og) O E e o () sy
1 () Nintendo Entertainment System 7 () SNK Neo*Geo ) $ M'e‘:a“ "O“r':j':f ore 0 E ; i u
2 () Super Nintendo g ( ) Sega Game Gear o ( ) Software saedicly store ’
3 ( ) Nintendo Game Boy 9 () Sega Genesis
4 ( ) Atari Lynx 0( ) Sega Master System 14, Which of these helps you best decide which video
5( ) TurboExpress x () Other - games to buy? (Please X all that apply.) (26)
6 ( ) TurboGrafx-16 y () None 1()AdsonTV 5 ( ) Game rentals
. Which vi e system(s) do you or your family pl 2( ) Magazine articles 7( )Arcages
* o buy within the next 12monthe? T et s( ) Adsin Magazines () Soeing games nsiores
(Floase 2 gl et S0,/ (09) EE ;Wurdafnmuttﬁnends n§ ))gtmm:rmmﬂ
1 ( ) Nintendo Entertainment System 7 ( ) SNK Neo Geo .
: E ;ﬁ;tp:rn;‘l{;néea“i Boy : E i Sggg: gea”n;geaf 15. ‘;';Ezt ty);ze(sg:;f games do you enjoy playing the most?
se X’ all that apply.) (@)
a( ) #tal;;gﬂx 0 ( }OS;QH Master System 1 () Adventure games 7( ) Space games
5 ( ) TurboExpress x () Other 2 ( ) Role-playing games 8 ( ) War games
6 ( ) TurboGrafx-16 y () None 3 ( ) Puzzle games 9 ( ) Sports games
- i Educational games o ( ) Movie games
5. Do you rent video games? 10 4() s
1()‘{(% ga 2()No 190 5( ) Driving games ( ) Other
6 ( ) Fantasy games
l) - =
G Fiow many SREeC You rent permontne_____(11,12) 16. About how much time per week do you spend playing
7. Which video game systems do you rentgames for? (137  Video games on either your system or someone else's
1( ) Nintendo Entertainment System system? - (28)
2 () Super Nintendo 1( ) Less than 1 hour 4( )10—14 hours
3( ) Sega Genesis 2( )1-=5hours 5( ) 15—20 hours
3( )6—9hours 6 ( ) Over 20 hours
8. Where do you rent your video games from? (14)
1( ) Grocery store/Supermarket 3 (') Video rental store 17. What are your five favorite Genesis games?
2 () Convenience/Variety store 4 ( ) Other (in order of preference) (29°-43)
9. Did you buy any of the games you rented during the ;
past year? (157 2
1( ) Yes 2( )No :
10. In total, how many video games do youown?__ (1618 5
11. How many video games did you buy in the 18. What are your five favorite Game Gear games?
last year? (19-21) (in order of preference) _ (44--58")
12. How many games do you think you will buy in the ‘
next year? _ (227-24)

th &~ @ M




19. Do you plﬁn to buy a CD video game system within the

next 12 months? (59"
1()Yes 3 ( ) Already own one
2( )No

20. If you already own a CD video game system,
which one? (607)
1( ) Sega CD System 4()CDTV
2 () Turbo Technology Turbo Duo 5( ) TG-CD
3 ( ) Philips CDI

21. If you plan to buy a CD video game system,
which one? (61)
1( ) Sega CD System 5 ( ) Super NES CD-ROM
2 () Turbo Technology Turbo Duos ( ) TG-CD
3()CDTV 7 () Philips CDI
4()3DO

22. Would you rent a CD video game system before

buying one? 62)
1( ) Yes 2( )No

23. Do you rent CD video games before buying them? (639
1()Yes 2( )No

About Your Readership of Sega Visions

1. How long have you been reading Sega Visions?

1( ) Less than 6 months 4()1% tolessthan 2 years
2( )6monthstolessthan 1 year 5( ) 2tolessthan 2’ years
3( ) 1tolessthan 1% years 6( )2 tolessthan 3 years

(64)

2. In total, how many times did you pick up and look at or
read this issue of Sega Visions? 657,66

3. Besides yourself, how many people looked at ﬁr read
this issue of Sega Visions? (67,68)

4. Which of the following Sega Visions features do you

find the most useful? (Please X’ all that apply.) (697, 70")
1( ) Advertisements 1( ) Heavy Equipment
2 () Overheard at Sega 2( ) Sega CD Software
3( ) Yo Sega! ' 3( ) Incoming
4 ( ) Sega Game Features 4 () Power Shopper
5( ) Sneak Peeks 5( ) Special Feature Articles
6 ( ) Just Review It 6 ( ) Fast Takes
7 ( ) Other

5. How much would you pay for an annual subscription to

Sega Visions (six issues)? g B i
1( ) Would not pay for a subscription (73)

6. What do you like most about Sega Visions?

' ' ot e

(75)

7. What do you like least about Sega Visions?
(767)
(77)

8. Are you planning to buy a specific game because of an

article, ad, or review in Sega Visions? (78°)
1( ) Yes 3()No
2( ) Maybe

9. Which of these magazines do you read regularly, that is,
at least three out of every four issues.

(Please ‘X' all that apply.) (797)
1 ( ) Electronic Gaming Monthly 4 ( ) Nintendo Power
2 ( ) Game Players Magazine  5( ) Sega Visions
3( ) GamePro 6 ( ) Video Games &
Computer Entertainment
10. What would you like to see or read about in Sega

Visions in the future?

' (807)

(81)

15,1993. PLEASE PRINT CLEARLY!

Send in your completed survey today! To enter your name in the drawing for prizes, please fill out your name
and address below. Entries must be postmarked no later than June 30, 1993. Drawing to be held August

Thank You For Your Help!

Fill This Out — Send It In To Win!

Phone ( )

Name Mail your entry to:

Address

City - Sega Visions Reader Survey
State Zip P. O. Box 5346

Redwood City, CA 94063
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zaldan IS ill\‘iiIE n an i u |
X-Men'’s atiacks while she projects a

field above her head. She is not,
however, immune to any of the X-
Men backup team’s atiacks.
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Lure Zaldane to fire her field towards

you then counterattack while she
is vuinerable.
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Destroy orbs in the Danger Room fo
replenish hoth your health and
mutant power hars.

Find keys to open doo
punched or kicked.

Wait on top of the spaceship until an
asteroid passes helow it, then jump
down to take care of the soldiers.
Once you see an asieroid pass ahove
the ship, an asteroid passing through

the ship will soon follow. Get out of
the way.

1. Enirance

2 -Switch hox to open
hidden blockade at 3
Blockade
Elevator
Goggles
Switch hox'to Open
hidden hlockade at /

8. Juggermaut (Mid Level
Boss)

9. Switch box to open
hidden blockade at 13

10. Extra ArchAngel helper

11. Yellow X for health bar
[only visible with
goyyles on]

12. Hidden yellow X (you
must jump for it)

13. Blockade

14. Switch box 1o open
hidden blockade at 15

15. Blockade

16. Elevator to the top

17. Apocalypse (Level Boss)

- ", R L~ < e

Use every weapon you have {o heat
this archvillain. Choose Wolverine 1o
take you through this stage. You can
hide him inside one of the doors to
charge up his health.

The Sword Excalibur has to be taken
from the stone to allow entrance into
the Lighthouse.

of Excalibur__’s

Sabretooth tends to jump around, S0
make sure he's on the screen when

you call on your Backup Assist team.

Most of your team will be returned
inside Excalibur’s Lighthouse.

Seoa Yisions o April/May 1993

n‘ about using all your X-
Men from the Backup Assist team to
tlefeat a level boss. You'll get them

all back at the Danuer Room, ready
for the next level.




They’re Tiny, they’re Toony, they’re all the little Loonies. The
cast of the popular Tiny Toon Adventures cartoon series is
about to invade your TV in this new release for the Genesis,
Tiny Toon Adventures — Buster’s Hidden Treasure. Anybody
who can hum the Tiny Toon’s theme song will delight in this
big, one-player game by Konami. The game is loaded with
tricks and traps designed to keep you hopping.

Hare’s the

Plaar

You play as Buster Bunny in 33
stages through seven areas as
diverse as the subterranean Cav-
erns and Snow-covered Moun-
tains. All the Tiny Toons cast joins
in the fun, including the money-
grubbing Montana Max, who is
pulling another hare-brained
scheme that means triple trouble
for Buster.

Monty has stolen Busters trea-
sure map and has kidnapped
Babs, Fifi and Shirley the Loon.
He5 also enlisted the aid of the dia-
bolical Dr. Gene Splicer, who
transformed some of the furry
friends into indestructible mon-
sters. Buster is hopping mad.
Seven boss levels pit the happy-go-
lucky hare against the likes of Dr.
Splicer, Dizzy Devil, Plucky Duck,
Calamity Coyote and Hamton.

Hip Hop,

Buster-Style

Buster’ special brand of hip hop
includes a superjump that rockets
him out of tight spots and up to
those hard-to-reach places. Do this
super maneuver by pressing the D-  ponus. Button A calls Special Helpers
Button until Buster pushes against 1o clear the screen of enemies.

the wall. Hold down the jump =

button and Buster will springup.  [Eeieane® ot s
Keep holding down the jump but-
ton until Busters feet flatten against
the wall, press jump again and
he'll rocket out. Buster’s Hidden
Treasure is fast-paced fun on a scale
so big that it has a password fea-
ture so you can keep your place in
the game. As Buster would say, “It5
time to party, Buster-style!”

In Stage 1, jump to the top of the

fourth wall, then take the sky bricks
across to the next wall. You'll find a
Crystal, which will give you invinei-
bility for a limited time.

iy

The Bell at the top of the wall adds 2
heart to your lifeline. The only way
you'll find it is to ake the sky bricks.

————— -

—

Jum off the wall after you QE IE
Bell and you'll earn a Special Helper

Find Gogo Dodo and Buster advances
to the next stage.

Jumping on an enemy’s head is
one of Buster’s defenses. It doesn't
work if the enemy is wearing head-
gear, though.

In Stage 2, let Buster fall off the
cliff into the water. Swim to the
bricks, then jump left into the
secret passageway.

Perfect the superjump and ad
heart to your liteline.

TRy 4 I M. -
Finding Gogo is easy sometimes...
reaching him is the problem. You've
got to hit level ground first. Take
branches and steps up and over the
trees to finally reach Gogo.
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The Bullfrog's hubble is deadly
{0 bunnies.
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Looks can he deceiving. Head righ
into the secret passageway and
you'll earn a Special Helper honus
that will come in handy later.
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Snag 50 carrols and you earna Spe-  In Stage 3 East, Buster gets an Find the Target in Stage 3 North and

cial Helper. instant burst of hyperspeed. Press win a free trip to Wackyland.
; the D-Button toward the spring to e e TR
have Buster recoil it. Let go and ; Frgg. -
watch him fly!

Get out of harey scrapes with
Buster's super jump. Press the D-
Button to the wall, then hold down
the jump button. When Buster’s feet
collect all the carrots you can grab. flatten against the wall, press jump

The trees’ upper berths bear
more than carrots for inquisitive
bunnies. Hearts restore one beat to
your lifeline.

the bad guys fly! Hold the D-Button to
put Buster into hyperspeed, then hit

E % E again and he’ll rebound to safety.

o
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g £  Slam on Buster's brakes and watch | 36e1S
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S 1. Plains
Stay to the left and jump on th
checkered platforms. 3. Caverns

. 4. Lava Gaverns
5. Shipwreck

6. Snow-covered
Mountains

7. Monty’s Factory

Stay above Dr. Splicer and keep
trouncing on his head. There's no
way to defeat some enemies, S0
steer clear of Dizzy Devil’s tornado.
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BENESIS

OVERVIEW

introducing the Humans by
Gametek features our
species like you've never
7 seen them before. A cross

—  between an action and a
puzzie/strategy game,
Introducing the Humans is
what Lemmings would be
after a few million years of
evolution. It's a 50-level
game for those who like a
good deal of brain power
and some pretty tricky tim-
ing thrown in with their
gaming. There is a pass-
word feature so you can
keep your place in the
game without having to
replay any of the compli-
cated, sometimes nerve-
wracking levels.

YDU control a tribe of comical
(maybe even lovable) cave-
humans at the dawn of history.
Each level gives you a specific goal
challenging you to use tools and
overcome obstacles. Success
advances you a little farther on the
evolutionary scale, hopefully
ahead of the monkeys. You can
gain tribe members as the game
progresses. Losses occur when
tribe members are eaten by
dinosaurs, have accidents or get
involved with the Witch Doctor.
The measures of advancement are
the tools you've discovered. The
tools you must master are the
spear, fire, the rope and the
wheel. All are present in
later levels of the game,
though you can use
only one at a time.

A Stab
in the

Dark

Getting the spear is a real no-brain-
er. It simply a matter of bringing
your tribe to one place and mak-
ing a stack so the last Human can

grab it. Once you have it, the spear
becomes a multi-use tool. You can
throw or brandish it as a weapon,
or pole vault from ledge to
ledge...even to the backs of

flying dlI‘lDSal.lI'S
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I]m: thrown spear will usualhr kill
dinosaurs...provided you hit it!

Pole vaulting Is the first skill you
need to learn. Get close to the edye
before making your leap.

Tnur ]umu timmg has tu Im uenenltn
land on the back of a mmdanlyl

I'nmm vuur tribe hanﬁhelnre nasslng
spears across openings, or you'll
have one less member in your fribe!

'Burning
Down the

House

Master the spear and you are ready
to discover fire. While you won't
be able to crank up the barbecue
and roast bronto steaks, you can
use the torch to hold off dinosaurs,
burn down bushes and other
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obstacles — even your fellow
humans (if you are not careful).

SEIEI:l IhE Imrn ||:nn to Illll snme-
thing to the torch.
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[lun t nlay wﬂh fire or your tribe will
get burnt!
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'fnu uan llass IIIE tun:h across
chasms or drop it to lower levels.
Think like a Human!



Hanging by
a Thread

Never has the future of Humans
hung by so slender a thread! Dis-
cover the rope and you can drop a
line to friends below;, to bring
them up to your level.

'mu can throw a rope across plat-
forms so another Human can use it.

rue will reall hlulm an a stack.
You can use it to o up and down.

Out for a Spin
The wheel adds mobility to your
game play. While it can't go down
ladders or jump clifts, it can get
you from here to there a lot faster.

P & % *_ - “-_‘""**“ﬂ X

TIIE wllnal is worth its wmgm in nea-
ple. You can use it as a counter-
weight to hold open blockages,

freeing up a Human for another use.

[iel ﬂnnunh speed aml Fuu l:anlumll
while riding the wheel.

The Witch
Doctor

Unga bunga! The Witch Doctor
can transform Humans into neces-

sary objects. He will also participate

in stacks. Just don't make him tum
nothing into wumethmg or else!

-"'..r-'" N L
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The Witch Doclor can be used In.
stacks. He's also a riot at parties.

1 L 11

Plaﬂa a Human near the Wltnh
Doctor. His options allow you to turn
him into whatever item you think
you need.

MAP OF LEVEL 6

You discover the torch in level 6.
Getting there is half the fun. You'l
need to kill a dinosaur and pole
vault to the back of a flying
pterodactyl.
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1. Grah the spear just above the hut.
2. Pole vault a human over water.

3. Pass spear back to the other

humans. Repeat steps 2 and 3 until

all humans are across. Make sure

none of your humans get too close to
the dinosaur.

4. Have the human Kill
the dinosaur by throw-
ing the spear at it.

5. Climb all your
humans to the top
ledge where you'll find
another spear.

6. Grah the spear and
pole vault onto the
hack of the ptero-
dactyl.

1. Pass the spear hack
to the other humans.

8. Walk oft the ptero-
dactyl onto the far left
ledge when It flies
over it. Repeat steps
6 through 8 until all
your humans are
across.

9. Stack your
humans up to the
ledge where the
{orch rests.

10. Drop the spear if
you're still carrying
it and pick up the
torch o complete
the level.




Road warriors, strap in! Road Avenger is Renovation Prod-
ucts’ answer to armchair jocks who are Mad Max
wannabes. This CD action/reaction driving game puts you
behind the wheel of a customized, high-performance mus-
cle car. As the Road Avenger, you are a member of an elite
police team, S.T.0.P. (Special Task Operations Police). Your
mission is to rid the city of S.C.U.M. (Secret Criminal
Underground Movement), a gang of road terrorists who
sent your fiancee to an early grave. You pursue S.C.U.M.
across 10 action-packed stages of high-speed car chases
crammed with more heavy metal carnage than you'd find
at a no-holds-barred demolition derby.

Rﬂad Avengers vivid graphics  action in Road Avenger never stops.
and realistic sound effects take full  Tfyou think you are fast...if you're
advantage of the Sega CD. The ready for a hard and dangerous

graphics are straight out of the ride...take Road Avenger for a spin.
arcade laser disk games. When

you hit the Turbo button, you can
hear the instantaneous roar of the
engine. Your chase takes you
down city streets, crashing
through buildings, across moun-
tain passes and into the sewer sys-
tems as you dodge obstacles and
bystanders and leap chasms. You
control the turns, the turbo accel-
eration and the brake in response
to cues. You have only a split sec-
ond to react...or youre toast. The
game lets you play in Normal or
Hard mode. In Normal mode, a ST UM, bud Mg
tone indicates when you should tight over you from DETEES
make a turn, hit Turbo or Brake. ot
You also see arrow cues and a
Turbo or Brake signal on the
screen. In Hard mode, the arrow
and signal cues are gone: Its up to
you to steer the course undirected,
except for audio tones. When you
make a wrong turn or fail to brake
in time, the game shows how you

L

|

.

e

ended up...crash and burn, end ; urbo bursts just g ANE - =
’ Time your i s

over end, ready for the scrap you'll know what aerodynamics aﬁn?'l}m ,‘

heap...then drops you backinthe ~ means! ﬁﬂarﬂﬂw s

driver’s seat for another try The

by
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Don't stick around to becom
the fireworks...hit Turbo and rocket

outia there.

ram you from hehind if you
don’t accelerate fast enough.

$.C.U.M. will

seqa Visions o April/May 1993
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5 Last issue of Sega Visions, we gave you the first look at
Cyborg Justice. Now get the rest of the story. Who are

you? What are you doing in a Cyborg body with the power
to hammer the bad guys? And how do you beat this game?

Y{Jur brain has been implanted
in a Cyborg body...without your
permission. You are mad. You are
powerful. And you are out to kick
some robot booty and take down
the Cydrek Federation. This fan-
tastic fighting cart is designed to
give you total control. Cyborg Jus-
tice has five dithculty settings from
Relaxed to Brutal. Moves include
punches, kicks, aerial maneuvers
and the ability to rip oft your
opponents arms...among other
things. You can build 216 different
Cyborgs from combinations of
powered weapons and body parts.
See the last issue of Sega Visions

for complete coverage of the
Weapon Arms.

it vuur Iimmg is rigllt yuu can ]um|:|
and let the missile from the right
side of the screen take out your
next enemy.

When you have a magnetic hazard
on-screen, walk close to it to draw
the enemy cyborg in. Then you can
dis-arm it easily.

mprif/May 1933

Cyborg Justice has two fighting
modes. [n a one- or two-player
Arcade Mode, you take on every
combination of robo-warrior the
Cydrek Federation has to offer. Or
you can go robot to robot in Duel
Mode; you against a friend or the
computer. In either mode the win-
ning strategy is the same. Smash,
crush and otherwise demolish
your enemies while keeping as
much of your power as possible.
The best way to do this is to use
the moves that allow you to steal
your enemys energy. The strongest
fighter isn't always the one that
wins. You may have a Cyborg
body, but your brain is all human.
Use it! Cyborg Justice is high-pow-
ered, full metal jacket fun.

The Fire Hand can melt away your
power meter. Close in and use multi-
ple Low Shoulder Rams, then pick
the enemy up for a mighty throw.

When you get into trouble, backflip
away with the Crouch Flip and live to
fight another day!



A great way to eamn extra lives is to
pull off an opponent’s arm, then pull
off the hody trunk. When you have
the trunk over your head, hit A and
you'll steal the opponent’s energy.
All energy that is above a full life
meter will overflow into another life.
Do this often and you will max

out in lives.

e = | o)
. . T -;FL’!'

i

The Low Shoulder Ram may not be
Cyhorg Justice’s prettiest hit... but
it’s one of the most effective. Use it
often against your enemies and
you'll take them out quickly.

In two-player Arcade Mode, make
sure both of you are wearing Pneu-
matic Legs. You'll he able to avoid
deaths in the crevasse hy jumping
simultaneously and double
pumping Button C.

nnnaynuva got a nite n uanuuishl!
enemy hits, they need to explode
hefore your screen will scroll right.

Speed the process by giving them a
kick or two.

if your opponent is kind enough to
leave your weapon arms lying
around...don’t hesitate to pick up and
replace them... before they explode.

) i
‘_J‘i.‘ i i.-'

Don’t worry about losing a limb once
in a while. You can always steal one
back from an opponent. Use the D-
Buiton Away and Button A when you
are on your enemy {o rip off its limb,
then Button A to replace the limb on
yourself. How’s that for spare parts?

With practice and proper timing, the
Jump Kick can be a terrific way fo
avoid hits when low on power. Even
if you miss your opponent, you'll
land some distance away and he
able to plan your next move without
faking any hits.

If you hold your enemy overhead too
long, you start losing energy. Once
you've got ‘em in the air, use the
Button A Smash. Not only will they
lose energy, they'll also lose a limb.
Gontinue your attack quickly and
they won't he able to put the arm
back on before it explodes.

3

Not only can you block punches and
kicks while in the Gyborg's protect
stance...you can play a little foothall
and field-goal kick your enemy
through the uprights.

If you want to quickly destroy your
opponent in the Duel Mode, try the
Tank Legs. Land four solid hits and
he’s history. If your opponent is also
using Tank Legs, you can protect by
using the Crouch Block.
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This configuration is hest for the one-
player Arcade Mode. You'll use Nor-
mal Hands (for regular bashing), the
big Booster Body (to take lots of pun-
ishment) and Pneumatic Legs

(for big jumps).

Position your Cyborg in the left or
right corner. Then use the Normal
Hand to inflict a multiple pounding
by double tapping Button A and hit-
ting the D-Button towards

your enemy.
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Leamn how to do the Waist Latch
atiack alone in Duel Mode. This
move is difficult to complete at the
outset (if you miss, your cyborg
lands on his metal butt and loses
one-third of his energy). Once you've
mastered the move, try it at least
once in each battle. Every hit against
an enemy while using this attack
steals power from his bar and adds it
{0 yours.

A great way to practice is to enter
the one-player Duel Mode on
Relaxed Level against a computer
opponent. Ten wins and you'll be
ready to take on the Arcade Mode.

Nope. This isn’t Michael Jackson
doing the Moonwalk. This is a
Cyborg Standing Block Stance. This
one is D-Button Away and Button C.
it's the best basic defense maneu-
ver. Get in the habit early.

D-Button Back and Button G and But-
ton A will get you this terrific Face
Kick. Mix it into your battles and
keep your enemy on his back.

4]



Electronic Arts’ enormously successful Desert Strike is
spawning a sequel that looks like it will more than live up
to its weighty legacy: Jungle Strike. This combat-packed
Genesis title promises to deliver a big 16 megs of mili-
tary muscle. Advance looks at Jungle Strike are exciting.
The game has first-rate graphics, digitized audio and
tight, smooth controls that truly make you part of the
combat action.

ungle Strike’ story should include rescuing hostages, taking
sound familiar to Desert Strike enemy POWs, blowing up
fans. The son of the Desert Mad-  nuclear subs and destroyng
man is seeking revenge for his weapons far:mnes. Gt
fathers death and has teamed up Jungle Strike looks like solid
with a South American Drug action/simulation fun on a big scale.

Lord. Trying to foil their plot to
destroy Washington, D.C. with
nuclear weapons will take you
through more than 50 missions in
nine heavy-duty campaigns. Your
attack vehicles and weapons are
state-of-the-art: a Comanche
Attack Chopper, Attack Hover-
craft, Stealth Fighter and Special
Forces Motorcycle armed with
Hellfire, Missiles and Guns.

Your globe-trotting, seek-and-
destroy campaigns take you from
Washington, D.C., to a night raid
in the dense South American jun- .~
gle, and to the icy chill of snow-
capped mountains. Your missions
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For those of you slavering to get your hands on this so
to-be-completed blockbuster game.... Here’s a Sneak Pk
at Terminator CD from Virgin Games. This hot new title
really shows you the power of the Sega CD. Terminato
amazing digitized film clips, spectacular soundtrack a

animated action definitely take your game playing to T
Next Level.

|
™ i
E 4

yle Reese starts the game in the
; ; l hideous future war between the
s N+ machines and humans. He travels
b back in time - to the present - to
_ stop the termination of Sarah Con-
e N W ner. Youlll find your way back
TR 4 ok e “{rom the future via a Time
e 8 8 Machine, travel to the Tech Noire

: Iﬁt Club and the Police Station, and
¥

; — = eventually kill the Terminator who
oy e e : "2 threatens Sarahs unborn child, the
‘I Ei future leader of the Human
i. . Fiod Alliance. Blast your way through
= S eight different levels and this time

Kyle Reese might actually survive.
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You'll find ener- %)
gy honuses in P’ ;
the outer AN o e
reaches and - ﬁ
after you kill 3
enemies. A2\
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This enormous rohotic fank Iah!ns
| | N scads of hits 1o beat. Once you've
= . dented the lower par, jump and

T shoot.
;hﬁese gorgeous digitized film footage intermis-
hetnwmm will let you catch your breath e = v00onse o3
een levels. Catch it — you'll neeq ji, £\ &g
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PR | 477You can take out your enemies
E = 2 jﬂ;lf:kll With a little hand grenade
| ___Action,
Kick some full-metal booty o clear } 772
the way through this area.
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it U - R Watch out for the fire pits while you

Walch out! The enemies ome b ‘ through Level
- - e bac aking your way tor
I you exit and re-enter a screen, ; ?;En'.n

_ NS,
Stand on the left and chuck et 0 X1 SR

. hig
grenades o get pa et Try not to let these I

forward as you fire.

sega Visions o Rpril/May 1333 , 41




Followers of the Webbed One beware! You’'ll get caught up
in the web of excitement spinning around the upcoming
release of Marvel Comics’ Spider-Man vs The Kingpin on
the Sega CD. This exclusive first look proves that Spider-
Man vs The Kingpin will be well worth the wait.

sPider-Man vs The Kingpin is

going to be a big game, packed
with giant levels and teeming with
the archvillains you love to hate.
New, complex levels are being
added to the original eight from the
Genesis version, while enhance-
ments to the original levels will har-
ness the Sega CD5 capabilities.
Expect to see lots more animation,
action and challenges in these
expanded levels. Spider-Mans slick
moves — swinging from webs and
crawling across ceilings, arachnid-
style — will be even slicker so he is
easier than ever to maneuver. Ex-
ploiting the multimedia strength of
the Sega CD, Spider-Man vs The
Kingpin will feature fluid, crisp, car-
toon-like animation that ranks with
the best, and 30 hard-rockin’ min-
utes of original music to take maxi-
mum advantage of the Sega CD.

A Sticky
Situation

Spider-Man’s nemesis, the Kingpin,
has devised a tangled web of deceit
to entrap Spidey. Masquerading as
Wilson Fisk, Kingpin has tricked
the citizens and police of New York
City into believing that Spider-Man
has planted a bomb set to wipe out
the city in 24 hours. The city-wide
chase is on as Spider-Man hunts
for the bomb...while the police and
a medley of bad guys hunt for him!
"Two of the cool new levels

being added to Spider-Man vs The

44

bad guys below.

Kingpin will test the webslingers
skills and smarts: Spidey perched
atop a speeding subway train
commandeered by Vulture and
his henchmen, and the wall-
crawler as the ultimate laboratory
mouse...trapped in Mysterios
glant maze.

Anybody who has ever wanted
to don Spider-Mans5 suit, swing
from a web line in that inimitable
Spidey style and crawl up a wall
(and what fan of the Webbed One
hasn't?) will love the pure chal-
lenge of Spider-Man vs The Kingpin.

LA

This game will be heavyweight Kingpin's Special news hroadcast,
action/strategy game playing warning the city 10 heware the ‘I‘IE\H
abits best criminal menace...Spider-Man:

. L

B LI i e e
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——H L # 50 TME21::ss
The trick to surviving the subway
level is to dodge any obstacles pver-
head...while keeping an eye out for

'ﬂ pge=mm @ g0 T 23 59
Spidey’s in for a real hot time in Mys-
terio’s giant maze.
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Deter Parker and Mary Jane watch

== Spider-Man’s final battie is ayamst

Kingpin, who has ki
s Kidnapped Mary

Spider-Man take

s th '
Electro e charge out of

spider-Man ties up loose ends with
Doc Octopus.
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- Get physical with Segas most inno-
vative peripheral ever — The
Activator™ — a full body con-
troller for Genesis that puts you

in control like never before. With
__The Activator your every move determines the on-
screen action, Imagine using your entire body to con-
trol gameplay as you jump, punch and air kick your
way through action games like Streets of Rage 2 or
Evander Holyfield Boxing. You might want to start
working on your endurance,

because The

eqa Visions e April/May 1993

o Activator will have you
sweating in no time.
And if you're musi-
cally inclined,
you'l love danc-
Ing your way
through your
OWI1 COMPOSI-
tion.

Start by
standing in the
middle of an
octagon of eight
interlocking

floor panels. Each
floor panel has
invisible high and
low “smart beams”
creating a force-field of
16 motion sensitive lev-
els that instantaneously
respond to your foot or hand
motions. A quick karate kick has your favorite on-
screen character making a similar move. Punch left or
right for directional blows. The only limitation is your

=

 imagination, but you'll soon develop your own style

of play: Add a second Activator to your Genesis and
your buddies can join in for some “friendly” ath-
letic competition.

The Activator connects easily into the con-
troller port of your Genesis system and is compatible
with Segas existing software library of titles. Its eight
floor panels separate for easy storage and assembly.
This light-years-ahead controller comes packaged
with a two-in-one game cartridge, including an origi-
nal action-packed fighter game and a music game
which lets you play “air drums”. The Activator will be
available this Fall. Meanwhile, you may want to start
daily routine of jumping jacks to get in shape.

it



"He doesn't care If gou

ase the plasma

ylame or the
chalnsaw arm
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LOBSTER
CYBORG

_just please be gentle. P
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Enough legs, torsos, and weapons that
goa can make 216 different Cyborg
dispensers of correctional rehabilitation.
(That means pain.)

Arcade mode. Where two plagers
team up to teach an army of
Cyborgs a little respect. This is best
done by ripping off their arms.

If they still don't get it, leach their
energy, then plant a spiked foot
or two in 3 place that spiked feet

shouldn't ever be,

Two plagers, head to heat| can fry,
saw, and beat each other to
death ouer and ouer again. You shouldn't
try this withoat the game.

AR
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if you were

Why is their screen only one color? Why that color? Some questions we just can't answer. We make Game Gear™ A multi-color portable video game

colorbiind

system with a monitor so good you can turn it into a mini-television. All you've got to do is pop in the TV Tuner which is sold separately. But the best

and had an 1LQQ. less thhan

thing about it is the games. And by now there are 75 of them available. Like Sonic The Hedgehog 2 Taz-Mania™ Streets of Rage™ Shinobi 2" and

tTtwelvve

Batman™ Returns. But don't think we're going to stop there. After we take a few minutes to catch our breath, it's back to the drawing board, designing

tThen you wouldnt care which

new games, and making sure Game Gear remains the number one color portable, which should be no problem considering the competition.

portable vou had.

(Of course you wouldn’t care if you drank from the toilet either.)




OVERVIEW

Sony Imagesoft has come out with a new Sega CD hit for
those of you who — like Peter Pan — will never grow up.
Hook is an action/adventure game that follows the story-
line of the blockbuster film. All the fun and excitement of

the movie is here...complete with the digital symphony
stereo movie soundtrack, phenomenal graphics and cine-

matic sequences.

Thf: object is to rescue your chil-
dren from the pointy clutches of
Captain Hook. He5 kidnapped
them from your comfy home in
Suburbia and taken them to the
wild world of Neverland. Getting
them back is an adventure
through 11 giant rounds of the
land where Peter once was Pan.
Tink will give you back your
youth. But take a few hits and you
will turn back into old Peter Ban-
ning — complete with a coat and
tie — and lose a life.

The game features unlimited
continues and a variety of power-
ups that give you extra points, a
longer life meter and recharges to
your power. And the outstanding

50

quality of the music will reall}r give
your gaming a lift. Hook is a game
that captures the magic of being

young and wild. Adventure game

fans young and old will enjoy try-
ing to hang the wicked Captain by
his Hook!

Be the Pan

Your first stop in Neverland is the
Nevertree, where you must prove
yourself to be Pan by battling the
Lost Boys and Rufio to regain the
Golden Sword.

After that, you're off to the Nev-
erland Forest to fight Hook’s
Henchmen. This will also give you
a chance to pertect Peter Pan’s
spectacular flying leaps, dagger,
sword and crouch attacks.

0858850 FOY Cniliene £*Y 3145
ol ot - b o -

| walarils i ladle
Wait for Rufio to charge you...then
leap over him-and attack. Do this
hree times and the Golden Sword
will be yours.

The Neveriand Forest
hoss seems tricky at
the outset. Instead of
leaping from branch to
branch, chasing him
and avoiding obstacles,
ang out on the bottom
it and attack only
hen he comes in
ange. Do this three
imes and he’s

listory.

O

Neveriand
The Neverland Rocky Mountains

are next with a crew of pirates who
blast you with flaming arrows,

throw boulders at you and roll

“barrels down on you.

M IH

uﬁzaﬁu Y i 1

R T

Eu up and rI!IIII Inmmmmanns and
you'll find Pan’s Golden Sword.

Atter getting Fairy Dustfrom Tink, o
back down two cliffs and fly right to
find these goodies.
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Out for

aSwim

The next Pan-tastic level is the
Neverland Waterfall and Lagoon.
Here you'll swim aided by mer-
maids, jump from rock to rock in
front of the waterfall and fly over
spiked floors. You'll need to partic-
ularly watch out for the Magic
Tigers, whose breath will tem-
porarily turn you to stone.

Mermaids can be a help and a hin-
firance. They won't let you drown,
but they may push you up into vari-
ous explosive devices. Better to
avoid them.

o1 78550 PRUERRE. 2N 11

In this region, stay near the bottom
and go right to where Tink is giving
Fairy Dust, then fiy straight up and
right over the spikes.

nﬁﬁﬁ ubo FE‘#“ x

Flgntmg the fmal boss of the Hmr—
land Waterfall and Lagoon area is
easy if you: Get Fairy Dust, hit him
quickly on the left, fly right using
only half of your dust, strike again,
then fly back left and tag him.

1580 PO S £ T

Ii Faﬂ kuens ms ayes {IHEH nu ns n
wits ahout him, he’ll find lots of hid-



den areas like this one. As you first
enter the Underground, go right
(killing enemies and jumping to avoid AR ETIINY Pl
quicksand). On the far right go under This area is especially i AL
low wall and you'll find this 3-up. difficult ‘cause Pan is 3 SETRLTTE SRS
: followed through the
caves hy a flaming
Will ‘o the Wisp. This
fire-guy lights his way,
but always gets too or 8 o Ay
close and burns Pan, T e N
so you'll have to run o B %; Tk B L b [0 3 .50
and let it play catch- HBE 7, Bhimag “’*EE T N
e op re i o e o up, or leave it behind 5 R A g T
Keep going right after seeing a 1-up  janenece
hetween two spiked walls and you

can walk through the rightmost wall iR e S L U
to recover the Golden Sword. R R
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You'll find it useful to learn how to
avoid big obstacles. Hit your jump
hutton, with AWAY from obstacle on
control pad, then immediately hit
TOWARDS on the control pad. Pan
will jump over the obstacles and
move forward.
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1.1-up
2. 3-up
3. Tink

i

As you fly up to Tink and Startcel- e Sr—, BRGNS R, B a
lecting Fairy Dust, remain in frontof it ,g"fl"‘:: PN s e
her, flying until the screen scrolls =~ i T Y RN R o
and has you on the far right. This
way you can remain sale and see
what’s coming.

4. Pirates
5. Skeletons
6. Snakes

Walch out for tigers. Stone will 'sﬂ.l'k!
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Action/adventure devotees, get ready to growl...half man,
half wolf, all irate—he’s Wolfchild for the Sega CD from
JVC. This lycanthropic (wolfman) warrior will fight his way
through nine levels of side and horizontal scrolling action,
pitting himself against crack troops and biomutations. This
disc will keep confirmed run-and-gun gamers hopping with
action galore and kicking stereo sounds. Playing Wolfchild

will bring out the beast in you.

Dr. Kal Morrow’s secret blue-
print for the perfect war machine,
Project Wolfchild, is needed for
the world terrorist organization
Chimera to complete its plans to
dominate the earth. Chimeras
certified-crazy leader, Draxx, has
kidnapped the doctor in his quest
for the blueprints. You as Kals
youngest son, Saul, decide to
avenge your father’s abduction and
bring down Chimera in the
process by activating the untested
Project Wolfchild. After mutation,
you'll use an amazing array of
magical firepower: One, Two and
Threeway Fireblasts, Arc Blasts,
Flamers, Homers and Plasma Balls
to fight your way through Battle
Cruisers, Jungles, Ancient Temples
and eventually the Chimeran
Stronghold. Its a howl.

3

Examine any visible on-screen items
for bonus pick-ups.

Thera are hlocks Ihal nuntam Iatlﬂrs
throughout the various levels... these
spell out the words EXTRA and
BONUS. Exira gives you an extra life
and Bonus adds 20,000 points to
your score.

Before faking on the first level's
boss, he sure to scour the ship for
atlditional weapons and power-ups.
Then as Wolfchild, stand on the deep
left side of the screen and blast the
Birdman back to molecular level!

tllere are Il}ls of weapons availahie

throughout the levels for Wolichild to
cawe  se. Some have limited numbers of

‘ . shots though, so use them carefully.

e T e A
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Often what appears to I:e snlm mav
turn out to be hollow. Don't hesitate
to walk inte things, you may find a
path out.

l‘hrﬂ are restart bonuses throughout

the game. These are save spofs...so if

you die, you restart at that position.
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Whenever you can avoid the nmwey
er belts, do so. These are liable to
take you right into enemies.

seqa Visions o April/May 1993

: [Iuntl:anu out on the Iirsl elevator |

you see...when there are two visible,
make the jump fo the second, be-
cause the first always seems to fall.

wneneuﬂr you uink up a sluelli

bonus (invincibility) move quickly,
because enemies ahound near the
smalds aml vuu navm Iimﬂetl IIIIIE
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1uts u! mwsmle arﬂas uun!am
power-ups. Always check the walls
and hit any blocks in your way to see
if they contain anmhmg
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Trylo talm as few hits as possible
here and remain Wolichild (powered
up). You want to fight these Octo-
heads at a distance.

Smart Bnmlzs can be found through-
out the game and you can carry a
max of 10. They destroy all enemies
currently on screen.



When Time Gal Says “Tims -
' me Stop,”
Remember, you gel passwords only the screen will freeze for five sec-

a1 or Hard Moties. onds. You will pe required to
it you play in Norm choice on what o to next. I’n:l:g:ea

three choices. Choose carefully!

T T i

A esoooong |

Try the early areas of the game j
Easy first so you can get the nnm'!
mand sequences down, Then switch

to Normal or Hard and test ¢ four jewels flash simul-
your skills, bales, s clugs o it a buton
instead of a D-Button direction. Bul
do keep an eye out for stray e ‘
direction commands. N T
peahl You did i, Bu gugsg ypar>

€re’s a whole pe
beat Time Gal gp H;ff;'},"[fgg if you

i Sy
0. oo

ontinue, the screen

n nyou G
':Lt:lala!rmes flips into reverse anale.

d react o _
Be ready for th n_hang& an r
accordingly. It's like playing o5 ﬁf@ﬂ
hackwards. —dk

You'll get further if you concentrate
on the reaction jewels and avoid get-
ting hooked on the Screen action,
You can waich the action in Visual L=
Mode after you get the Password,

———

“An 1588 5 i -
first five

hen fighting the pirate, the
ﬁmes are Button A, Button A, Up, Up,

Up. Shiver his timbers!
Hag 1993

Join Time Gal in a fast-paced blast through the ages. Time
Gal is part of Renovation Products’ Action-Reaction game
series (see Road Avenger, also in this issue). Travel from
the deep past into the distant future through 16 levels of
colorful, cinematic graphics, dynamic sound and game play
that will test your reflexes to the split second. Wildly vivid
triumphs and deaths await. Lock your brain and fingers into
overdrive. Time Gal will require all your timing and talent.

A time machine called the

Pathforger has been stolen by an
evil crud named Luda. He intends
to change history and end the
world as we know it. Time Gal has
the Pathforger II. Her mission is to
stop Luda before it5 too late.

To maximize the challenge, the
first few stages of Time Gal appear
at random. You might start in one
era the first time you play and
another totally different era the
next. This randomness keeps you
from memorizing the game pat-
terns too closely. You have to stay
alert and be ready to react. To add
even more challenge, there is a
random reverse angle that kicks in
when you Continue. You may find
yourself having to react in the
opposite direction! Like Road

w. Avenger, Time Gal will have you

furiously reacting to a series of on-
screen visual and audible cues.
Move in the proper directions and
use weapons correctly...with the

B proper timing,..and you'll advance
. to themext era. Miss your
" cue...and die in an amazing num-
~ ber of different cinematic

sequences. Time Gl
IS Intense.

ad



The mega-hit action/RPG Rise of the Dragon makes its
way from the PC to the Sega CD. This fantastic techno-
punk thriller drops you in mid-21st century L.A. as Blade
Hunter and lets you untangle webs of chilling mystery
while trying to survive in the streets. You'll have arcade
action, puzzles to solve and lots of possible outcomes.
This game is candy for your mind.

Rise to the

Occasion

William “Blade” Hunter, 2 burned-
out cop turned private eye, has a
number of problems. His old boss
— now the Mayor — has hired
him to investigate his daughters
death. The daughter died in mid-
mutation caused by a new ter-
ror in the streets, the drug
MIZ. A more immediate
menace also threatens the

streets: Bahumat, an evil Chinese
warlord, appears to have come
back from the dead after 3.000
years. Bahumat has designs on the
city...and the world.

Rise of the Dragon includes all
the original game, and more. The
innovative original soundtrack has
been updated for even better digi-
tal-stereo sound. Amazing amounts
of digitized voice (in lots of terific
accents) have been added to give
Rise of the Dragon’ already movie-
 like feel a spectacular
\ boost. Even better,

3 there are no pass-
 words. The Sega
B L5 CD5 save fea-

A, (17 ecps
. # % your place
' " inthe

 game.

L



Rise of the Dragon’s most
important feature is the games
multiple outcome branches. The
game$ outcome can go lots of dif-
ferent ways depending on a num-
ber of variables. These include
who you talk to, what time of day
you spoke to them, what you had
in your inventory at the time, who

you had spoken to before and how

you talk to each character. Rise of
the Dragon is a title that you will
love to play more than once, with
different tactics each time so you
can see all the different endings.

It may seem obvious, but dress Blade
hefore you leave his apartment. Oth-
erwise you will get arrested.

There is a way to get this guy’s
help...if you're careful.

T

i

In the arcade scene at the Ware-
house, use your handy With & Smes-
son Pistol on Snake as he comes
across the pit.

You can do this with your Pistol but a
rifle might be more help. Did Chang
Li give you anything that had the
word Kevlar in it?

Search everywhere. Take everything.
Anything could be helpful and, if
nothing else, you may get a big

If your girlfriend, Karen, does nothing

but scream at you, give up. You need
her help. Start over. Be nice. Keep
the second date...you big lug.

As you move through the game and
get more information, more subway
stops appear.

e

Get in the habit of saving your game
before entering new places. If things
don’t work out — you get beat up,
die or just pick the wrong attitude in
your conversation and no one will
help you — you can restart from just
outside.

You'll find some helpful stuff in Chen
Lu's apartment. Pay close attention
to the Meanwhile Scenes. You'd hate
to go to jail on a charge of breaking
and entering.

an ancient Ghinese Mythology Schol-
ar named Ghang LI. If you play your
cards right, he can be very helpful.

apariment? Typical Blade. Search
the hallway for an alterate method
of entry rather than restarting.

Can't get inside D.H. Enterprises?
Tried bombs, pistol and gas? There
are a number of ways in...try the roof

or someone else’s ID. Keep eating
those fortune cookies.

Vid-Phone Tapping 101. Keep getting
barbecued at Jonny’s Access Panel?
Pay aftention to the color code of
your wire tester. Look at the wire
tester in your inventory.

How come there’s nothing to do at
the reservoir? The time is not yet

ripe, my son. Watch your Meanwhile
Scenes.
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Save before you go to see the Mayor.
Your old bess is a grouch and might
just toss you in jail if you handle
him wrong.

Exercise care with the items you
collect. You might be especially
careful with the Fisto Candy Bars and

You completed the game but Karen
died? Try the Janitor's Closet for
something helpful next time.

Talk to everyone you can. But
first carefully read your response
captions.

Don't forget to duck in the last
arcade sequence against Bahumat. A
bomb might be useful here.




You met him on the Genes:s His adventures continued on
the Game Gear. Now Chuck Rock, the muscle-bellied, slung-
jawed, boulder-head from the past, has come to the Sega
CD. Chuck Rock CD by Sony Imagesoft is a hilarious action
game featuring rock-sharp graphics, true to cave-ife sound
and music that is definitely rock and...and...you know what
we mean! The action is simple, challenging and straightfor-
ward. No Einstein-quality brainwork needed here...just nim-
ble fingers and a sense of humor.

e R TERD
‘.--J'l..-r: -.;'i;.--.r.

Yn can protect against Plerodactyls
and other menaces by holding a
houlder over Chuck’s hig noggin.

c}mck Rock is a beetle-browed
Neanderthal with a serious prob-
lem. His wite, the lovely Ophelia,
has been kidnapped by the Stone
Age villain Gary Gritter. Now
Chuck is left with no clothes and
no root beer. The animated
sequences at the beginning of the
game tell the story.

To get his blushing bride back
home, Chuck must belly-butt and
throw boulders through 28 stages
of side-scrolling, Stone Age terrain.
Chuck’s main moves are the belly-
butt and an in-air jumping kick
He can also toss large and small
boulders, as well as place them on
the top of his flat head for protec-
tion—sort of a caveman helmet.

Along with options that allow
you to configure the control pad
buttons, the game has a password
save so you can keep track of your
progress in five-level increments.

Grab a rock and jump lefi to botiom
ledge. You are safe here. Throw
your rock to the top ledge, jump up,
grab the rock and toss it on ol’ big,
green and ugly. Repeat seven times
and this historical Dino will be his-
tory again.

Not all the nrnatures u! Ihe land ‘o the
dinosaurs are your enemies. Some
will help their good bubba Chuck.

r’II?}rTlI.I'qlTIITI\"‘HL'llp‘IIT

Rocks make good IIEHII'!!EHT WHEI! COHI N I T CE M T e
the coconuts start to rain. They will o A o A A R L

also stop flying enemies cold.

i 20 I o4
MV
Sumanmns chunh wui
freeze up in this lava-filled
level. It's fear; not the cold.
Keep trying and you'lli
make Chuck move. P

If you take the hmn road here, I:I:m:k
will make it to the next level.
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Yuu can't hurt this big, bad Boogie
Monster. Don’t even try. Just run past

when he’s down.

Use these frogs as jumping stones.
But look before you leap. They can
be hard to see.

Chuck a rock, then jump upto a
ledge. Hit the boss a few times and
he will be history.

Toss a rock at
this snake or
give him a belly-
butt and he’ll
uncoil to
_ serveas a
& & platform.
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Use Terry’s Burning I{nur;HEE Funh
for major damage from a distance.

forsnme dynamite, fist-fighting action? Take on Fatal

% F hy Takara This hot hit is full figure, arcade-style martial
| arts combat...Genesis style! You can fight against the com-
. puter or ‘against a friend in a series of two-out-of-three bat-
_' s to decide who will become the “King of Fighters.”
ﬁ; mode you can even pit the same ﬁ;fi; Tﬁﬁfﬁi;ﬂiﬁ
,I character against each of the others bmther;s Jaree
< for the ultimate test of your ﬁg%'nm revel e
- | o skl I caelimode you can play to prove o the world
the eml G?eese Howard. In Street .+ against the computer, against a b ho ko
Fight you can playasany of the ~ friend or have the computer battle it fe, hisgbi b
game’ three heroes...or as one of the  out with itself so you can watch and Hgis e hglin |
other fighters. In the Street Fight learn. il an% the 5
' Flying Punch and the
Dragon Bullet.

Hot Moves

!KHH("’ OE F EC’ HTERS&

fam::-mﬂ ﬁghung_ tech-

niques are the Bum
ing Knuckle and e .
Slam Attack. Antls' Bugartl’sflwng Flmr:h nails npnu—
nents you just can't come close to. counter Andy’s Dragon Bullet. The
best they can do is block and take
the damage.
Hot Moves

Andy’s Body Spin is a counter to aer-
1al attacks.

e —— |~ Aty TCS Tl_m Shotoun Kick packs a long-
Terry Bogard’s Power Wave isthe I’he Slam ntlanh le knm:l: mnra distance wallop.

periect weapon against ground- than just the wind out of your oppo-

attacking opponents.. = | : nents.
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Joe Higashi is a Japanese
kick boxing champion
who is risking his profes- |
sional reputation by |
joining the King of
Fighters Tournament.
He is a friend of the
Bogards and respects
their keen fighting abil-
ities. Joe$s favorite fight-
ing techniques are the
Slash Kick and Hurri-

cane Uppercut.

Hot Moves

[ R R —
f.l__'.-_'h_l.-u.-r'-.l[? --TII:: -':i:.:_.r.-

Joe Higashi's Machine-Gun Punch
shreds your opponents.

s#KINGOF FIGHTERS

filled with the baddest brawlers South
Town has to offer. This is what you
are up against:

Tun F Hua's Iyinq eal Kick
hurts big for a little guy, hut he

hounces high enough to get under it
if you're close enough.

L CREERET U ER R e

You can see Tung Fu Rue's Palm
Slap coming a mile away: either
block and take a little damage or
just jump over him.

Tung Fu Rue goes into a metamorphic
state and often does helicopter
punches, sometimes spinning flying
punches. Jump over the fireballs and
counteratiack with combos or multi-
ple punches while he is still spinning.

Stay close to Raiden with low punches
and kicks to prevent him from launch-
ing his powerful Rocket Attack.

There's really no way to get around
Raiden’s Killer Fog. I takes him a
while to gasp in air before he blows
out the fog; attack him while he’s
inhaling.

Seqd Visions @ April/May 1993

Richard Meyer's Spirer Kickisa

 basic vertical spin move. When heis
played by the computer, however, fie.

can hover and even spin upside
down. Use projectile attacks like the
Flying Punch.

Richard Meyer’s Rolling Attack is
best used for long-range attacks or
to counter aerial attacks. The best
defense against it is just to be out of
the way or duck under it.

Duck King's Cannonball Attack goes
pretty high; get under him and coun-
feratiack when he lands.

The best way to defend against Duck
King's Head Spin Atack is to either

jump over him or to counter with a
projectile weapon.

Unlike other power waves, Geese
Howard's Violent Wave goes the
length of the screen. Jump over it and
counter with a flying kick or punch.

3



| . OVERVIEW Don't be a hero when facing the ]
Get r i saber tooth. Run 10 ]:m‘: left, im;;?:1 off I. o
eady is World on . the ledge and catch the yine. When ef this gua :
your Genesis! Out you swing hack, take off running the bottom :1? ;I;I:;gg:': e
I you

of This World by Virgin Games i
. mes is an action/advent | ‘
e th al venture L tis ith hi
ga at will challenge your ability to survive against all again to the rign Iﬂaﬂligsrfinwr:;“::::;:fgrrgﬂ II;!E will
circuits. Uind power

otlds.iThi:I:i-ﬁ title features cinema-style animation and
T s o oo
and adventure for serious ga:::r:mght i

Y:ru play as Lester Knight could also stumble upon the ulti-
Chaykin, a boy genius who has mate alien weapon..a combina-
tion of force-field generator and

been transported to an alien land.
ur way laser blaster that blows away

The object is to fnd yo
back to your own world. Thereis  everything and everybody. The

only one small problem. A whole  gamesending plays much like the
city full of aliens is hunting you. twisting caverns that Lester navi-

You must also master the maze of  gates..asurprise atevery Win
caverns, tunnels and corridors of Out of

the underground city where Lester
is trapped. Befriend a certzinalien  your place
with passcodes Into locked areas
and you might just make it. You

This World includes a

password feature 5o you cai keep
the game. This 1s one

cart you won't want to unload
until Lester is safely home.

..........
'''''''''''

Dive in! Head left, then 10 the top of
the second shaft for some much-

needed air.

§
N

&.—-" A0 n i =k 7% YRET]
%’ il ¢

o o 4

5 _rf Raise your force fielg but k —
= shooti
¢ shooing. Kee your rien
S § o open the door, password
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Blow gyt all the pg Wer circyits You can.

a force field, then
Crouch and put up oor. Move
ot m“;f Ilg:ll: ?tfe?ma guard  Swim down the shaft to find the low away
away

¢ gun, then b

The door will nower circuit, then blow it away, Recharge ﬂfls Louj for recharge
rols the orenate. nade will roll the wﬁﬁm other levels.
nlnse...ﬂﬂlﬂ ‘;‘:f,ﬁ“ The timing for this stations

pack to the guard.

move is tricky.

Your only escape foute js th
ledge beneath the other e

cliff,
IL, then blasy an opening, i tg

the
floor to disarm

5 “;Etmtﬁeugﬁimm to this lft“:; “aml
ﬁ?:sl an opening for yourse

Blow away the msennir‘_s restrain-
ing wall. Then run! Draining the
reservoir will give you access to

other parts of the city...some of them
by swimming.

R

E scape
You've got to help your friend e
It
d go ahead of you.

Cross
ispace. Run left,
: from the craw . then
Let your alien frien there’s an alien the waterfall, 90 ﬂﬂw“ﬂajirsu again.
s running back, iaht across the wate
- mmeﬁitinu for you just aheat. fun rig
guard w

hain that blocks
ol the light. Th_e c ‘
?1:‘: crawlispace will be released

Escape in the alien ship. Find the eject
button before the aliens find you!

Alien Arsenal-ln-One

Shield yourself with the force field. The laser blast is an energy drain on
Hold down Button A until a small your weapon, but necessary to blow
glow appears at the gun barrel. away obstructions. To set your gun,
Release the butign and the gun emits hold down Button A until the small

a force field that protects you tem- glow appears. Keep holding the byt-
porarily. Put your gun through the

ton down until 3 larger glow appears.
field to shoot aliens. Release A to fire,

bl



a rdasms can give you a lit  Don’t waste time in the Jaya pit lm
out of tight spots. It's okay to break  right as fast as you can,
gggs when you need them. |

. “Yabba dabha doo!” The Flintstones have just fast-forwarded
from the Stone Age to your Genesis! The Flintstones by Taito
_is based on the longrunning cartoon series starring your
favorite Bedrock characters, Fred and Wilma Flintstone, Bar-
ney and Betty Rubble, Pebbles and Bamm Bamm. This one-
player action title pits Fred against a variety of Stone Age
challenges. The game features 24 levels that take you from Ll e
.the hottom of the sea to the lofty tops of mountains. Fred SRR Josn i BT s b .
has to battle and outwit everything from giant leaping lizards Lead the ino to the farrightway, ~Play baseball it clams 10 BEcL G
to sea monsters in seven adventures that include retrieving " It Make you an opening, sea monster, Jry bashing I
; indi clams to cause chain reactions.
Wilma’s necklace and finding Pebbles. .

i o e
t = = ; - = ‘l.:' -
S e Py gy -

- Bl
i ._-_Fr B ik ',.;'. v
oL .. g £
s o
g

Eed% weapon is a cool cave-type By
club..He can also duck his head '

into his caveman suit, a handy

defense when he5 in tight spots. Bl - _ By, 5 rev o

Pop all the balloons you can: They N  HAEAEARERARARALR, e

hide power-ups that make you e . RS k |

stronger, apples that restore your " oot or bash this leaping :

lizard as it drills into and oul n[,mﬁ""“s -
of the ground. \ts weak spotis  will give Fred sore feef ang ELEST:M
ishead. = hearts. Find Wilma to become tam.

lifeline, heartsthat add to your life-
line, Stars that give you additional
continues and Lucky Stars that
give you bonus points.

Other power-ups make | Y 4
you invincible for a R o

short time, Q

The Flintstones 1s
non-stop, dino- /.
bashin’ fun from %
the first “Yabba S
dabba doo!”
Swing your mighty club
and watch ‘em scatter!

If you're into action games
that take some strategy to solve,
The Flintstones is sure to keep
you going for awhile.

Rorarily invincible,

sES R LSRR RN adds !
C NIRRTy e [

Turn on llhy Saaana BT
clubbing the jellyfish, '

But stick around too Jop Fred must beat the dragon and jump
and you could get a shock. ﬂ f;ruﬂaﬂr its head iefore it reaches the
left side of the screen.

Bash or jum

D on the seesaws fo
oy “I31355 S R launch boulders at the giant d::fu
¢ FAas S bird. Beware of its feathers,

Cluh the snakes to form you ow
stairway.

N
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The key 10 victory IS choosing the c0

d sup
ing troops an e
Ah:n;:g:l?nuqam ances. Bul, hey

they deserve it

B Zoom in all the Way on the Close-yp

& Map and yoy gap Speed up game
play eénormously, Yoy can’t see
much defail byt play will be faster,

£
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]
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If your Settlement has a Workshop and engy h
raw

materials and food, you can set them to lnvn?lliny

Something. Yoy get no choice in what they invent

ut can influence them by where you place the
workshop., Pyt it near forest and water and you'Jl

get boats. Put it gp high ground dway from f,
and you'll get swords or cannon i

to increase ¥
a greal way ack
Sheel e you have your men aRach o,

gyo
ﬁ%m‘ﬁ items will pe added

L, r
et

4 R iy
; i g
- F L 1'# "
e

GENESIS

- uniike simple war sims,

. Power Monger gives you the
e OPPOTtUNity to win a Settlernent’s
B  hearts, minds and furure efforts

& through word and deed, as well as
battle. You'll mine resources, create
new inventions (gee, 'm outnum-
bered. Wouldn't a cannon be
nice?), send out spies, form
alliances, set up trade and general-
ly act like a king. Power Monger’
menu is easy to use and offers a
terrific number of choices, includ-
ing Help Windows if you get lost
or don't understand a command.
For the truly brave or crazy there’s
even a choice setting to play Ran-
dom Lands. This land may be
easy, tough or insanely difficult at
random. So what1l it be? Are you
gomng to lead your followers to glory
or foolish destruction? It all up to
you, Oh Great Power Monger.




OVERVIEW

Batman fans, get ready for Sunsoft’s Batman: Revenge of
the Joker. This new fast-paced action hit has cartoon-style
graphics and animation that make you feel as if you’ve
jumped inside a comic book. As the Caped Crusader, you
play through 19 stages of nonstop smash ‘em, blast ‘em
fun. The game is perfect for hard-core action fans.

Y}ur job is to stop Joker from
building missiles out of toxic
heavy metals. On the way to the
Jokers secret hideout, the Ha-
HaCienda, you must blast your
way through seven big levels rang-
ing from the Warehouses to the
Snow Mountains and beyond.
Your main weapon is the Whist
Projecter. Wrist Projecter ammo
can be found behind almost every
box and bad guy. Game options
include a passcode to keep your
spot in the game and unlimited
continues...which you'll need if
you want to beat the Joker at his
OWN game.

e s e e mpm—— g

| _sennwnan

B | .
The second part of Joker's Ware-

house is a straight-shooter-
type level.

FRRMIREY 220 B0 B0 B0 3 B B
Al BrARR e T R P R I 1]
FERRERRE 200 201y
T

oy

Lxs B . s

B = -' .~ ..'-_;." S TE ]
Stay low and use your
slide to make it through.

-

r

| sxxnnnnn

B

Rather than staying on the left side
of the screen in this scrolling level...
learn the jumps and stay to the right.
You'll take fewer hits.

i
|
1
|
!
1
1

Use Batman's terrific slide attack
against the Joker’s early level

henchmen. This leaves you crouched

and less apt to take early hits.

it ]

- - i
L3 LI =
o RS
-
p
-

L

POMER PowERr ]
f -1 I3 VSRR

Each of the bosses has a weaknass.
All you need to do is find it. The first
boss (Ace Ranger) is fairly easy to
heat if you crouch close to him and
fire a lot. As he jumps over you, turn
and continue firing without getting
up. He's Hmst.

-I_.-I.Il:l:l'-:t:‘l'..'

o 1O ] AT
Ride these moving panels to get
through the first part of Joker’'s
Warehouse.

H
oWy

s
. i
"l...]_‘ 2 e -

3 e .u."'.!’-q. .ri-.l

I(een ynur evas nealnn tnr uans hid-
den under the
snow. That first
step can he
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Ea careful wllinll ammo you pinu up,
‘cause these ammo blocks are hard
to see. You need the Bat Crosshow.

Walch out for falling bits o’ comet,
They will erode your life meter
hefore the action EEIE intense.

Talm tlllslml s!uwlw am:l nareiulli
for the hest success. Rushing will
get you in trouble.

iy L ssanas
[Euln

You’ll find lots of power- ups
throughout the game in these plain
crates. Shoot ‘em again if you want

to change the ammunition.

lnw‘nnmmw Ia
Seconds, yse :m only for a few

he time
far into the stage a5 you na:;n o



Y::u play as Wayne Campbell.
You and Garth have been sucked
into an arcade video game. Garth
has been inhaled by Zantar, the
Gelatinous Blob (it could hap-
pen...). Armed only with a guitar,
you must take on four levels and
11 stages of serious danger to save
your bud. This adventure takes
you through Kramers Music Store,
Stan Makitas Donut Shop, the
Gasworks and worst of all, Subur-
bia. Its a walk in the park...Not!
You'll find lots of power-ups on

& i O i

e O ARIDAY
2t g =g EAVEN

EAVEN" ;'@ 3

A - —

uing Wayne, “these guys
suck haguois,” but you’ll also find that

they require two hits. Give ‘em a cou-
ple of guitar blasts and they’re gone.

3 2% £ L3 T W L™

e TO e |

-
. -

S N i 2 ok s ) g i _E
Search each level carefully hefore
leaving. Some of the bonus items will
really help in the next level. Schwing!

v_ =

- e 2 Y
NOLS iRy §

TO-HEAVEN = |

Geez, does this store got enough
wattage pumping through their
speakers? Not. Jump the arcing
speakers or you'll find yourself
quickly “Not Worthy.”

[ T O &

R .

s L Oy F

17 - F RN I

S S S N A e A T R R

Guitar stores are dangerous places.
Move carefully when you approach

the way, like the Schwing!, which
blows up all the enemies on-
screen; the Worthiness point,
which lets you live through one
more hit; and tons of guitar
upgrades so Wayne (thats you)
can actually believe he is the rein-
carnation of Jimi Hendrix. Rescue
your hapless sidekick from a fate
most unbecoming and do it with-
out blowing chunks. Garth dou-
ble-dares you. Just dont taste the
Mystery Meat. Repeat after me: |
am worthy, [ am worthy, [ am...

the guitar racks, ‘cause these babies
will whack you when they fall.

. e
1100 .F o A -

NGO STAIRWAY
TO HES =
Fams

FoEm m e T o e mw e

Stand on this amp and wail away.
The guitar monster will be only a bad
memory if you hold down the C But-
ton constantly. Wayne fakes zero
hits while jamming on his guitar.

Each time you take a hit fighting this
Sugar Puck Monster, switch screen
sides... he's kinda stupid and won't
realize that you've moved for a
while. Excellent!

If you hold down both the B Button
and the C Button when fighting
something in the air, Wayne will
jump and shoot at the same time.

Garth and Wayne are about to totally invade your Genesis
in Wayne’s World from T-HQ. Are you capable of taking on
this way excellent adventure without hurling? Could life be
any sweeter? You’'ll face bizarre creatures like the Psycho
Hose Beasts, Head Bangers, Putrid Grease, Accordions and
other crazed mutoids (No way...Way!), in this kicking

action/adventure game.

M FysT

AR R E RN ME RN NN
= o B HEENEBEB~“- B B B B ==
" E B EEEENEESEEENEER

Include the Gasworks in your list of
recent Elvis sightings. You can hose
this boss by jumping to the upper
left platform and jamming on
Wayne’s guitar.

in the Suburbia jevels watch for the

yicious man-¢

ating mailboXes. Avoid
them like the plague.

seqa Yisions o April/May 1393

i £ ] -_F o 1
) A T i g, T

This Sireet Hockey Player takes 15

— count ‘em — 15 hits. Slowly
move back from him and wail.

Avoid the jelio bubbles dropped by
the-Gelatinous Blob by running to the
opposite side of the screen and
wailing like crazy on the guitar.




GOLFTOUR]

OVERVIEW

Golfers, get set to tee off. PGA Tour Golf li
from Electronic Arts is a golfer’'s dream come
true, with six — count them — six Tournament
Player’s Club (TPC) courses designed directly
from the original course blueprints — plus a fanta-
sy course, a big-money shootout Skins Game and 60
Tour Pros. And this is just for starters. You also get loads
of stats, five actual PGA Tour Tournaments, and a Draw
and Fade Meter for improved Ball Physics. Fore! '

Here is your chance to go at it
with the Pros. Whether you're a

veteran golfer and a scratch handi-
capper or just a beginner, you'll
find everything you need in PGA
Tour Golf I1. As you get started,
there are practice rounds, a
putting green area where you can
choose from all 126 available
greens, and a driving range. You
can even take a Mulligan (retry the
last shot). The Skins Challenge
sets you against three other play-
ers, whether computer-controlled
Pros or your golfing buddies. Bat-
tery Back-up lets you save tourna-
ments, players, prize money and
stats. From special chip shots,
punches and fringe putts to 10
different ball lies, PGA Tour Golf II
~ satisfies every goller’ urge to tee
off — but without the green fees.

Use the 3-D putting grid to crouch

and read the breaks from 2 Tour Pro

perspective.

bb

e

as R O oo
In the Skins Challenge you can keep
track of the doliars and stats.

Remember you can aiways pick up
your ball and head for the next hole.

Ihe overhead l'iE ‘ nIrly
!lelntul when there are hazards
involved. It helps you decide how to

take the shot and how to avoid waler
andtrees,  /

The new Hole Browser feature will let

you ure_view each hole with hints and
fly-by views,

B ——

=BT Sarings

EAGLE _TF

pra—t
— it adi ]
P

Practice your driving on this spectac- ... I e e e

ularly real driving range. e R0 . Use the Punch Shot when your ball is
Don't hesitate to take @fooleat the#®  HBuried or half-buried. You'll reduce
whole course at the Belinni Ur ihe distance, but also reduce your

round.

* Jchances of aflub.

---------

q- I :
e o

If you go n[ ; - 00 uarr. e
mark
on the Stroke Meter, it’s called over-

SWing. Be careful here: You'|| get -

2 Pro’s Tip on the Fiy-by

max distance, but you')j | terrific ) S to an |
any hook or slige, 2O inctantreplay puddies elilew. Il help.
wait an again!
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‘DEAF BLINDERS

 RESEREL

OVERVIEW

Mutant League Football, from Electronic Arts, is a wonder-
a3 & ful twist on the grand old game of football. Whether played
can always bribe the rel  When you're down on po by you and a bud, or just you against the computer, this
O o yariage on any Y. 1 1 an Elcirocutg Audiniy 2™ title has all the features of a “true foothall” cart...except
righten your day! that you play as mutants or robots on a wide array of sci-fi
fields and have your choice of gore level!

Lke EAs Madden 93, there are

instant replays, audibles, the same
play mechanics and other popular
features of the game. But unlike

Madden ‘93, you can choose from : , RR By
a wide array of plays that literally DS oA |l i P <
destroy your opponents. And if ‘ LR il -
you run out of reserves, you play A hiohly useful detensive playisthe SR e e
with no substitutions! 0B Smash. It does as advertiseq. e .....a-——?:--*—'*"‘“"* -k
The Mutant League is divided It you think your bud has pulled a AT o

into two conferences: the Maniac Bribe the Ref play... you can always

Conference and the Toxic Confer- run 2 Kill the Ref piay and destoy o “on o
ence. The conferences have eight his hopes! level) from l-rnu:ﬁe Iﬂbﬂlsfmle! (gore
teams each. On the Maniac, for 9 May be messy, byt mnfmr;llia[?m
instance, you'll find the Sixty Whin- lead to more fumbles ang Iumnug::g
ers and the Deathskin Razors and
on the Toxic, you'll see the Killer Birzer - =
Konvicts and the Psycho Slashers. — 8w
You can choose from 19 different Illl:ﬁf ;;:Jgﬁ"?: wild” plays that g : ﬁ

of fields to play on, from the the y crazy resuils, Use 57\ S £z
B g T Sl M 1o confuse and abuse vour % =
Butcher Dome (desert, craters, oRponent. This one’s calleg e R
mines and pits) to Tripout Stadium Death Bone, 2
where the surface is rubber and 4
there are mines and pits galore!

Quirky features include 14 dif- b WIS

ferent Nasty Audibles that you can r— T2 | 07 1 (P m

(B &
o " i P -
et § Goal e | Short On it

use once during each game. Nasty
Audibles are tricky plays that you'll

never see on a real football field. | 17§y ™o o venr
Rumblefumble lets you intentional- e
ly fumble the ball. Then, the first Iz
player to touch the explosively

rigged football is blown to Mutant
Heaven. Invisibility makes whoever
has the ball invisible. Rocket Pack

—= l
= G R~ S

gives your runner a personal rocket S e Ay
for long yardage and Blackout puts 75 | rwe 21l SRR
metal shields over your opponents’ olaC SIS s 20 80 S
pass screens! ﬁ.g.";ii*ﬁ. 3
If you are an action fan, yﬂu*}l i = £ o
g0 for Mutant League Football. It pon't listen to your coach! The guy's Sometimes the fieg & o .-=
' . n
Al obviously a madman Spots. A good coach should neyer fe

his players faj into the Voig)

Seqd Yisions o April/Maq 1333 b7
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you jumping!

T:lm and Jerry takes the fun-lov-
ing cartoon couple through haz-
ardous twists and hilarious turns
as Tom chases, catches and loses
Jerry through five big levels of ani-
mated fun. You'll play as Tom, in
hot pursuit of the lightning-fast,
tricky Jerry. Your madcap chase
starts in My Home, takes you to
The Night Town, then On the
Ship, a Deserted Island and finally;
the Labyrinth. Each level puts
Tom through paces no self-
respecting, mouse-catching cat
should have to endure. Tom will
have to climb obstacles, duck
cherry-bombs and leap hazards to
get that darned mouse. Between
each level, you'll go to a bonus
round. The four bonus rounds
will refill your energy levels and
hopefully each give you another
life heart.

The cartoon characters Tom
and Jerry have been around since
most of our parents were children,
have been in over 200 cartoon
shorts, are starring in their own
feature film and now make their
way to video-game history. Not
bad for your average cartoon cat

b8

The chase is on in Tom and Jerry - The Movie, as the
world’'s most famous cat-and-mouse duo continue their
cartoon antics on the Game Gear. This quick-paced game
by Sega follows the mischief of the soon-to-be-released
animated feature film of the same name. Tom and Jerry
highlights intense chase/action and scads of “I'm gonna
get that mouse” antics. These two characters will keep

and mouse, but as we all know
these guys are far from average.
Tom and Jerry is madcap, wacky;
light-hearted fun. It beats setting a
mousetrap anyday.

Tom will lose energy through each
level as he takes hits from his pal
Jerry. Pick up these Life Up Hearts fo
regain strength.

The Crazed-Mechanical Dog at the
end of the first stage gets in a few
licks hefore Tom can dispose of him.
Wait on the far left of the screen and
the dog will eventually fall in a hole.
Tom will have to take three hits first,
though. Jump the hole and

caich Jerry.

Watch out for falling lamps in My
Home. Timing is the key to
avoiding these.

You'll be able to jump some of these
spike pits. Others are too wide, so
find another way over them.
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Your first and third bonus levels will
be a game of Tag. Pick up all the
bonus hearts first, then try to catch
Jerry. If you get him you'll gain an
extra life heart.

Rather than lryin to jump these
bouncing cans, wait until they get
close, then run under them.

Sometimes you'll be able to avoid
playing the whole stage by catching
your mouse early on. If you have
{rouble getting past a particular
stage-hoss, try to catch Jerry early in

Sometimes it just doesn’t pay to go
all the way through each level. Catch
Jerry early and avoid this Crab.

In the second and fourth bonus Ley-
els, Tom plays Apples and Bombs
with Jerry. Avoid the Bombs and
catch the Apples. Eight points will
get you another life heart.

All the way through the game you'll
find that Tom has to trip plungers to
gel through some areas. Some
plungers are hetter left un-tripped.
Look carefully at the scene before
aclivating them.

Timing is the key to avoiding any
falling items. If you do get hit, run
guickly past while Tom is flashing.
Tom has limited invincibility after
getting hit.

At the end of the fourth stage avoid
the bats and hit the plunger on the
top right shelf. Then go catch your
man... er, mouse.

These suits of armor toss their hel-
mets at you. Duck.

These gargoyles are more than wall

ornaments. They spit fire balls.
Watch it: Gals hate to be engulied
in flames.

11 2 :

Jerry lays land mines in Tom’s ;lln.
Jump these to avoid getling hur.

Watch out for these exploding mush-
rooms.

F
o

I -Li"‘h.
.J e
| i
o
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All you Eﬂﬂ todoto nnmlete this
game is figure out how fo get pasl
the final boss. Good luck. Get to it.

Move fast Eﬂ!]h and you might not
have to deal with these moles.

Getting past the leaping fish is a
matter of timing your jumps.

Jery tries to make a clean sweep of
the first stage. Jump these self-pro-
pelled brooms.
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K in Konniving.

Krustylancl has been invaded

by rats. Bart and Homer have con-
sented to run the high-comedy rat
traps. Ever see a rat take 20,000
volts, get mashed by a big boxing
glove hammer or get blown up
like a balloon? All you have to do
is help Krusty clear the way by
guiding the nasty little rodents to
their demise. Our green-haired
hero is armed with custard pies
and superballs. Blocking his way
to rat-free fun are flying pigs, laser-
firing aliens and slimy snakes.
Krusty’ Fun House is a place where
your imagination definitely has to
run wild if you want to win.

To whip the rodents at their
OWN game, you must de-rat five
multiple-room levels. A password
lets you keep your place in the
Fun House. Different types of
bonus blocks, magic blocks, secret
passages and tools abound. Some
areas will tax your brain with logic
puzzles, while others will just have
you racing to beat the rats to a par-
ticular spot.

During the course of the game
you'll enter five bonus rooms. Each
of these bonus rooms must be beat-
en in the time allotted so that you
can move on to the next level. In
addition to being able to go further
in the game, these bonus rooms
give you a Krusty Doll bonus for
another lite, Krusty’s Fun House lets
you clown around, test your brain

10

OVERVIEW

Aye carumba, man! Bart’s pal Krusty has finally
made his way to the Game Gear. Krusty’s Fun House
from Flying Edge is one of the finest action/puzzie
games ever made and looks great on the small
screen. Go portable with Krusty...the guy who put the

help you to redirect your rat-flow.

power and have a lot of fun,
too. Enter the Fun House.
What are you waiting for, man?

......

e

———

These curved seclin of pipe will

iiiiii

' ' fouse a
Sometimes you just need
tool like this blower to send the rats

to their doom.

......

.....
B g i A i T =
......

ing
akes sense 1o move the sprin
Ilzlmzhs around and search up high for

ve some of the BIOWE!  Krusty can use Sunarha _
e =l hidden items to complete the levels.

blocks around to heip the rats alond  open closed ko
to a certain cartoon death.
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These dumb littie

around. Al you ne
nath for them to

case,

the trick

the hlock

rodents just walk
ed to do is find a
the trap. In this
under Krusty does

Sometimes you'li need to
move the rats through g Dipe
Each level has the fools tp !
get them there, These two
blocks will Jet them climp
nto the aboye Pipe.

These blocks my
ly because they

Sure. You may need wha
hiding on the other side, i

TRELE LR

f
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e e A AR TR
= i AR TR

"‘!Htt“.‘llﬂ

_
-
-
-
-
| — .
11 L - i E
= -
‘- - d =

e S e
omelimes it's just a _nmtle_r

fing the rats into the right pipe. \'::lau

may have to wander the level 10

out where each pipe goes.

sty can take only 2 qanain
E:ium:l!ar of hits before his uanﬁa-ﬂ
maker gives out, um:‘sls r:ﬂi}ﬂ h‘;ls
ftlems @ _
- { the ways tn#llln
sty, for Sure, jstofalloiia
:::at:mru than two screens in
height.

blocks, it will open a secret uag:;ge
0 a Bonus Room. You must beat the
Bonus Room tg pro

Not all blocks gan

be picke
Il:naned. This beige block mﬂsll":l:r
icked fo its Proper place to let the

Gl it until you've
Bre you want it,

Snring blocks help
| Some of these g3
22  When you are sta

These glass jars come in very handy
for rat transport.

ina

can take most of the rooms
E}Ial in whatever order you mst;.
except when you See a lock on .
door. These tell you that you have i
heaten all the other areas. You mu
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St be crossed quick.
crumble under pres-

e 5 A E e

LI ]

you'll need to become af
pie slinger when you s‘ea Ihasam
aliens, otherwise they'll take 0

Beating this area

-

Is just a alter of
Setting a few blocks and o
Keep trying diferent combog g

youllgeriy, o COMBoS and

L
-
-
e
-
-
=
am
-
-
-
-
-—
L
-
-
-
-
-
-
-
-
—
—
-
o
oy,

J

re to come armed with p
ﬁf::;s ‘cause these giant goofy
hirds take three hits.

D YOU up higher,
n be picked up

nding still on them,

/1
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OVERVIEW
gt
Sega is taking on the night with the new Game Gear title
Vampire, Master of Darkness. Journey through the darkest
parts of late 19th century London, tracking down the Mas-
ter of Darkness himself...Count Dracula. The hunt takes
you through five areas and 15 stages of heart-stopping

action and danger. Here’s your chance to be areal
vampire slayer.

't waste the green Emerald Be careful when you open up ltem
WB0NUS" impact. Pick itup only after ~ Mass (these conlain ONUSES,
" ore enemies are on-screen, Boom! ~ Weapons and special weapons).

The undead are n There might be a weapon of lesser
/ E o power in them. Keep the Axe. It may

he short but it has the most power.

= -

TR
S

D0 TOG0

Y-::u guide the stake-pounding

hands of Dr. Ferdinand Soetal, a
psychologist and dabblerinthe =
occult. His friend, the noted psy-

chic Miss Julia Arkham, has been
kidnapped by Dracula. You prowl g ‘ i e
the streets and sewers of London 2o Get{he bats while they r:ﬁ“mm“ Always hit any walls you see. You
town in search of Draculas Castle, - 1. upside down or you'll 1ake hits. Never know what might be hidden
auided in part by a mystic board, ' . il behind them.

which gives you hints. Your oo i SR
search begins along the Thames some of the rooms in the Lab seem e - DMOE 128y [T o ke
River, leads to The House of Wax ~ tohave “"\wi“i:m' il '

Dolls, then to the Epitaph where B Y.
you must cross the cemetery and
uncover the crypts many secret e PI08 1230
passages Lo find the entrance to
the church. More hidden rooms

and corridors await in the Labo- e b

: Be cautious crossing the Ab A Dr. Social Voodoo Doll will give
-l § 3 | L L 3 [ : “ss'“ iuls -~ = H H
ratory before you reach Draculas of loose ledyes here, you an exira life. Use It wisely:
Castle. Daggers, sabers, wooden

stakes and axes hidden behind S i

s
s =

R - B =5 E PL Ti163
theater masks and walls will aid 374 16861 350 koo the P = BL1S 1264 08 Ti6s
T, b S R eep the Pistol, then 1
your quest. Ev_pn,u;ﬂ weapons collect lots of silver bullels for your : Rese: Roors
range from Pistols with genuine  hattle in the Clock Tower _ . dicgabioi b, s e G g
silver bullets to 19th century Det- . : 3 4
onating Mechanisms, also known & B > _ .
as bombs. Make it to Draculas | .- LT BERT R , g e = O O ST D
Castle and you may have a prayer : nis the 3 - "E
of 1'E‘5cu'mﬂ‘r]uh’1 from the Counts  The most powerful SPOCt WRHE == '

o e Don't fight monsters you don’t have

: iactile. Get it and keep iL. _ ‘ .
sharp fangs. Hope you remem- Project | Search carefully and you can find the

: to. You'll find i i
bered the garlic! entrance to this Church. nd it easier to get through

the game if you avoid unnece
battles. s
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See the other side of this card for a
chance to win valuable prizes!
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Just when you thought you were out
of continues...pick up this C and
you'll gain another. Always smash
on-screen boxes, mailhoxes and so
on. You'll find one of four nower-ups.

! By NN NS e

S T AR YT

i

Pick up this long gun and you'll be Billy can use items picked up along
in a position of strength...sure the way to help defend himself from

as shootin’. A

Teach the guys from the Black

tack. This pistol in Level 1 is worth

its weight in gold.

Dragon Gang the great game of Some enemies are hetier fought
baseball. You can start by showing from the air. This vicious jump Kick
‘em your swing! can be very effective.

Hope you have exira lives, ‘cause this
Change attacks frequently. Attack low,
sistence is the key.

guy will take about three lives to beat.
jump and punch in random order. Per-

Ny G MEEEHH

OVERVIEW

Feel like playing a serious fighting game? The megahit
Double Dragon has made it to Game Gear. This one-player
martial arts rescue mission from Virgin Games is an all-out
battle through the heart of the city. You'll kick, punch and

Doubfe Dragon is one of the
most famous games in video histo-
ry: The Game Gear version cap-
tures all the excitement of the
Double Dragon series. You play as
Billy Lee in a clenched-fisted quest
to free your brother. You start the Sy O TR T G e
game with three lives and three The enemies get harder from here on
anﬂhugg} and earn an additional out. Try to take them on iﬂﬂi“id"ﬂuy.
continue for every 7,500 pois B ——
The moves are basic and straight-
forward, with graphics that make
the most of the Game Gear format
[t you like games that require the
subtle diplomacy of a clenched
fist, Double Dragon Game Gear i
right for you.

: 1 A = 'L 1 %
Tl A° S i B Bl e nini A e
i . . wn

Much of the time your enemies will
enter from the right...so hang left
and wait so that you can greef Hit an enemy three times Quickly
them properly, and Billy will go info a multi-punch
combo that really cracks heads.

aegd Yisions o April/May 1993
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leap and shoot action.

I our task is to clean up four
separate worlds — Slime World,

Mystical Forest, Toxi-Town and
Arctic World — by battling vari-
ous bizarre critters. Each world
has three levels. If you collect
enough colored arches in each
stage you'll go to the bonus game
— a dizzying, fast-moving session
of recycling. Your weapon is the
Goo-Shooter. Each time you tap
the fire button, it launches curving
blasts of slime-splattering Goo.
You'll collect indispensable
items that will get you through this
global adventure: Hearts to replen-
ish lost energy; Clocks that will give
you more time to complete the
level, 1-Ups to give you another
chance (to a max of nine), Contin-
ue Arrows that will let you contin-
ue from that spot if you croak, and
Continue Coins to give you an
extra continue. So... four treacher-
ous worlds, each with three crazed
stages, a boss battle at the end of
each world and high-speed bonus

games if you're truly a wizard.

14

OVERVIEW

Mick and Mack are back, have strapped on their Goo-
Shooters and are ready fo fight for the environment in
Global Gladiators, from Virgin Games for the Game Gear.
This innovative hit title has lost almost nothing'in its trip to
the small screen. As Mick or Mack; you'll blast your way.
through 12 levels, plus bonus rotfids, of fastpaced r

below you.

g i & ik ks i

in the Bunu Game you’ .
u -
and newspapers an}; uuii Iﬁnuacl falling cans, hottles

1 you get behind (and yoy wit - PrOREF Feceptacle.
he aling tems firs, then fyto e 150, catch

’ Iry to cateh up wi
cling that's already fallen. Waich out furlll;:iir?gl'ﬁl:ﬁgp

#. -

' find...
llect all the arches you gan

Egnh |evel has a ditferent number

required to get 10 the bORUS game. =

When in the Mystical Forest Wurd.
iry to stay as high in the trees as pos-
sible and leap from branch to branch.

This will get you through faster and
more safely.

A mn"

Stand as far away as possihle when

hattling the Slime-o0-matic Mark Il
and you'll avoid unnecessary hits,

r § -
i *
—— % ,
@ » _—
L ‘Ii-'.‘: v = - - - ‘.

Bnn’t heile u Innk up ntl i

1t he own
while ﬂru_m your Goo-Shooter tp lake
out enemies on levels above and

in some rounds the skies hold more
danger than the gtpuml. Dodge air-
hom, enemies until you can find a
spot 1o bring you to their level. Then

hiast away.

- ¥ - L : 1,:_' o m
These nice little fish jump high 34!
enough to smack you. A blast of goo o Rt
will de-toxify ‘em.

a to find honus items that

Jump up ofte 4 g |
inaly in unreachable areas. , : i
mﬁﬁiﬁmﬁisihla platiorms that will | fni;gﬁllgt;[;iﬂy!ﬁﬂaﬁm Lagfs a light
s : nock the stuffi
et you reach them. ] out of your energy meter ffing

Don't take too much time exploring each DINNEY S
stage. Each level has a time limit. :;:';: :;:!ﬁf]! iféﬂﬂlzlrﬂingd, Rick up a
-energize.
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The villagersin
aonce happy @
valley seek Mick- Y
eys help in retriev-
ing their magic crystal,

which has been stolen by an evil
Phantom. The Phantom rules the
land from his hidden castle in the
clouds. Mickeys defense is the
Bounce Attack. He can also pick
up objects (springs, lamps, barrels
and blocks) and toss them at
enemies. The mouse heros far-
reaching quest spans deserts and
pyramids, cramped caverns,
haunted castles, an unfriendly toy
workshop and an island. The lev-
els are timed and require Mickey
to find the door (and sometimes
the key to open the door) that
leads to the next level.

The young and the young-at-
heart will love the many interesting
challenges of Land of Illusion and
delight in the well-done graphics.
Land of lllusion is pure fun.

The blocks in the Bim:hsmitlj‘s Cas-
tle won't help you stop tﬁhe fire that IS
hot on your heels. Toss ‘em out of the

way, then scoot!

Try. There is a Star In each stage.

%)

Cloud Shoes.

(39,

ELLL ot P—

Wait for low tide, then use the
Bounce Atiack to clear away this
obstruction. Hit Bution 2 to make
Mickey jump, then Button 2 again to
deliver the Bounce Attack. Use this
move to knock out bad guys, too.

Jump fo the right ﬂrsltn
_ g

Star. It _w:ll add a dot to your lifeline

(up to five total) or give you another

Trespass here — ang get caught —
and the penalty js retty Irigh.!rlll“

the leaves are sturdy enough to yse

Avoid the first whirlwind of leaves by as stepping stones,

' ' it.
crouching low, then n_mmpg past
But let the second wmr_lwaﬂ catch
you and carry you to this vine past
the prickly heduge. Grah on!

Press Button 1 to pick up items.
Press Button 1 again to toss them.
Treasure chests hold bonuses that

Go into all the doors you can tg fing restore your lifeline as well as give

hidden goodies D-Button U

! _ . b get

In. Retrieve this barrel from Il?a rshz?:

iatln!ﬁhlenn ﬂ_ldIIIE tree, but don't waste
_ spiaer: You'll need i

climb higher, b

Toss blocks at your enemies. Move
springs to jump to high ledges.

S5eqa Visions o April/May 1393

- ' Journey with your old friend Mickey Mouse to the fantastic
i ﬂ,ﬂ Land of lllusion. This well-crafted game from Sega will
open your eyes and mind to what is possible on the
Game Gear. The phenomenal graphics depict Mickey
in cartoon-like style. Land of lllusion is jam-packed
with 15 big stages, with mini-quests much like a
scavenger hunt. To advance further in the game,
Mickey must search for and find special objects,
such as a Shrinking Potion, Magic Bean and

quick, nimble-footed mouse will find

you points and additional continues.

™ SeTTRTm .'_* E’::'

Don’t leave this Sea urchin langui .
Don’ nguish-
Ing In the deep. He has 3 magic key
you need. You get two tries {0 make

him cough it up.

Mickey, be nimble! Mickey, he
quick! Mickey, jump over the can-
diestick! Oh, and watch out for

flames underfoot and haby dragons

spewing fireballs.

The dragon won't hurt you when he
tqm:h&s you, but his breath is a
Inllﬂr_. Toss the blocks from the top of
the pile first. Three hits and he
becomes your friend.

You have to retum to the Lake stage 3
second time fo find the nassauewgr to the
_L‘aslla Ruins. The Shrinking Potion hidden
in the Ruins will make you small enough
1o walk around in the Tiny Cavern,

13
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Ariel, Disney’s The Little Mermaid is making a big splash
on the little screen. The Game Gear version of the hit ani-
mated movie has the theme music you love and all your
favorite friends and enemies: Ariel, King Triton, Flounder,
Sebastian, and Ursula the wicked Sea Witch and her gang
of evildoers from the deep. Ursula is making monstrous
waves for Ariel and Triton. She has turned the happy Mer-

people into little polyps and hidden them away. Finding and

freeing the polyps rests on Ariel’s shoulders (or you can
play as Triton)...but it won’t be smooth swimming! The

game has four maze-like levels that challenge you at every

twist and turn...and the waters are infested with man-eat-
ing sharks, electric eels and pirate skeletons.

Ar'\el uses her magical voice to

send Ursula’s sea fiends back to the
deep. Triton shoots fireballs from
his mighty trident. Ariels Fish
friends add awesome help: Sebast-
ian clears enemies off the screen,
Flounder moves boulders to clear

passageways and the digger fish

Shoot at all the clams: Some of them
cough up pearls that turn into bonus
points. The points add to your treasure
which you can spend at the store.

16

digs for buried treasure. Pressing
Button 2 and left, right or down
on the D-Button brings one of the
Fish friends to her side.

Ariel, Disney’s The Little Mer-
mdid is an a-maze-ing and fun
challenge for all gamers. Dive in!
The waters fine!

Ursula's evil eels guard the

polyps, so
sing with your magical voice as you
approach them,

The digger fish has a nose for finding
buried treasure. Button 2 and D-Bui-
ton Left calls him to your side. You'll
find buried treasure in the sea boi-
tom at the far left, middie and far
right areas of Level 1.

——— e T e——
" ; |

A%r Aty B A
Hunting for the hidden polyps is easi-
er if you use the map. Press Start,
then Button 2 to call it up as often as
you need.

TREASURE

+¥r
. TR

mss art to se the mmninrv
screen. You need to keep tabs on
how many Fish friends, keys and

stars you have left to use.

Stay to the right of the reefs in Level
1 1o avoid the evil eels.

Your magical voice disarms this hot-
head. His weak spot is his head: Get
above him and blast away.

seqa Visions e April/May 1333

Press Button 2 and D-Bution Right to
have Flounder move boulders. In
Level 2, you'll need him to clear the
passageway at the top far right of the
ship where a treasure chest and a
polyp are hidden.

-

Press Bution 2 and D-Bution Down
and Sehastian will soon have this bag
‘0 hones dancin’ to a different beat.

P T - --r-——.—.a

Don’t hother to go after IfEHSIIrE
chests if you don’t have a key lo
open them.

It's just little you against both of
them. To beat ‘em, move your tail
fast and sing, sing, sing!

—. - .

2850

g i R - i

To find the store in Level 1, swim fo
the bottom left, then head right until
you see the S. You can buy extra
lives, keys to open freasure chests
and Fish friends. You need fo stock
up on digger fish to use in Level 1
and Flounder for Levels 2 and 4.
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Press Start to monitor your Cargo
and time. The Trip Timer is a 24-hour
clock that shows how much time
you've used. Remember: You've got
just seven days!

The Lucky Penny is worth more than
its weight in copper. Grab it to win
limited invincibility from your ene-
mies.

Try to stay in the center of the room
and follow the houncin’ halls. Use

this weasel for target practice when
he getls foo close.

The water looks tempting...but it’s
treacherous for bears! Jump high,
flyboy, to avoid hits to your health
meler.

|

B ]

R R

H-;:-w:éw _ :
When there's no elevator up...make

your own! Some pillars can be
knocked down to form steps.

~ W

Take a spin on the spring. Shoot the
pinwheel to launch yourseli.

Use your navigator’'s nose to lead
you to the underground passageways
on hoth sides of the waterfall. Then
sniff out the power-ups that
abound...including Cargo 1o help you
win the contest. Knock the sea crea-
ture off the ledge on the far right

wall to find the door to the Customs
Office.

Don Karnage's giant magnet polar-
izes your attempts to get your hard-
eamed Gargo processed. Avoid Don
and his magnet by jumping over him,
then guickly turning and pelting him.
It takes only a few good hits to de-
magnetize this fox.

FETE T

e

Sniffing out food is one of Baloo’s
favorite pastimes and it adds
strength to his life meter. You'll find
this power-up on the roof of the first
house.

Y
\\ N

oV

Baloo and Kit, the
high-flyin’ spin doc-
tors of Disney’s Tale-
Spin cartoon series,
navigate a course straight
for your Game Gear in this

© 1993 Disney

ERVIEW

\
¢

action/adventure game. The two flyboys are finalists with
Shere Khan in a contest to win a lifetime work contract
with the city. To win, the Higher for Hire bears have to find
10 cargo boxes hidden within each of eight different loca-
tions around the world...and they have to do it in under
seven days. Add to that the wily Shere Khan and his car-
toon cronies — armed and lying in wait — jumping snakes,
rats, vultures and buzzards that you will have to extermi-
nate, and you've got a first-class ride into fun.

Yﬂu play as the belly-scratchin’,
paddle-ball whoppin’ Baloo or as
the spunky; slingshot-slingin’ cub,
Kit. Your worldwide run takes you
from the dangerous Jungle to the
maze-like ruins of India, then back
to good ol home base U.S.A.
Before you can complete a level,
you have to find the entrance to
the Customs Ofhice so you can
process the Cargo you found. But
you'll have to play hardball with
Don Karnage, Blaster, The Weasel
and Brutus before you're off again.
You're airborne in the trusty Sea
Duck during part of your jour-
ney...but turbulence is the least of
your Wortles.
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TaleSpin is a light-hearted,
high-flyin’ romp that will delight
all levels of gamers with its variety
of action. So shake a leg, we're

ready to fly!

Pick up Empty Boxes to use as sten.
Press the D-Button Down to pick
them up and D-Bution Up to set them
down.

1



OVE H‘“ EW ZI'.Z can do far more than Bashing Ball, Swingin’ Size Thir-
The ‘toads have made it! Battletoads by Tradewest onthe ~ punchand kick. This amphibian  teens, the Jawbuster, Kiss-My-Fist,
Game Gear captures the nonstop action and toadworthy has all the moves that has made Full Metal Earmuffs (cymbal
graphics of the Genesis version, in high portable style. the Genesis version so popular. smash) and the Nuclear Knuckles.
Pimple and Princess Angelica are being held by the Dark Punch three times and he'll do the This is not your typical run to
Queen on Ragnarok’s World. You play as Zitz. To save the Turbo Thwack, a fist move that the right, slash and jump title. To
princess and your toad buddy, you have to smash and bash blasts enemies off the screen. Dou-  master Battletoads you need to do
your way through 12 levels of terrific vertical and horizon- ble tap your direction pad toward ~ some strategic thinking, have split-
tal scrolling action. Among the challenges you'll face are the enemy and as Zitz dashes...hit  second timing and..munch on
riding a Speed Cycle through an obstacle course level, tak- the punch button and helldothe  flies! What more could a portable
ing a spin on a Jet Turbo through a flying obstacle course Battletoad Butt. Other terrific gamer want?
and cruising a Space Surf Board through a river stage. moves on this cart are the B

S Wl - o < — e o L
Pour on the s e REep your flyer near the left edge
it-creature from one end  Whenthereis m.‘_.wnﬁre leftto %?l- Jumps. Some E:fnﬁn;rai“f? - the screen to get an exira split gﬂ :_f
iy s““ﬂtl"i: the other. Letitline  {ake aleap of faith a'_nﬂ‘hnaﬂ“: ground, so you must firs ;3m'"§ Ond to dodge obstacles,
ﬂ;‘ﬁtﬂg:nman jump-kick it when  jand on the mechanical Snant. hitting the ramp, b before

it nets close.

W T se the back wall as 3 '
—— A A & : safe place to
| the hall. , pick up powerhajl
Timing is the key to beating Carry the ice block f : alls. Throw the
cks will do the _ OF protection Powerballs back :
A few punches or ki When passing under the Stalactite, lodging laser ﬁnzeﬁI oo

trick.

Swing between the flytraps 1o make
two Kills with one blow.

Some platforms will h

_ old
weight fpr only a few senul:ﬂlusl:
Quickly Jump onto the next platform.

The mines follow a pattern. Stay al
this spot and you'll he safe.

8 seqa jiffons o Agil



‘If you own a Sega CD and you're looking for 'the
next level', look no further." GamePro

Power your Sega CD to the extreme with The Adventures of
Willy Beamish. Sega Visions says, "Willy comes to life on the
Sega CD with more animations, CD-quality music,
and the voice of Willy himself." Other videogames
flap their lips. Willy talks back with incredible
digitized speech and explosive music. GamePro says
"Keep the sound on for this cool voice extravaganza.'
Awesome animation. Sega Visions says, "Playing The

on." So, help Willy win the videogame champion-
. ship, save his town from evil sludge, and
make the cart-heads wish THEY had &
Sega cb. ' |

o "A bnlllantly angm&i i,
adventure game... one. nf the e
year's most En;u?able '
V;d@o Games and Cnmpurer
Entértﬂmment | 2

....

the game S wsual humur
/ Eiectmmc Games

.....
......

Dynamix:

PART OF THE SIERRA FAMILY

Post Office Box 485, Coarsegold, CA 93614

& and TM indicate trademarks of, or licensed to, Dynamix, Inc. © ® 1993 Dynamix, Inc. - e g Rl
Printed in the USA. All Rights Reserved. Licensed by Sega Enterprises, Ltd. for play on the : (3'00) 326 0639
. Sega CD™ System. Sega and Sega CD are trademarks of Sega Enterprises, Ltd. A P R S '

Visit your local retailer or ¢
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THIS 19 WHERE SONIC

OH BOY...

MANGLED”

FXACTLY TWO

SHAKES OF A
SEA LIONS TAIL
LATER...

¢ STTIN' BY THEY $
THE
b LOCK OF THE Bay S

THERE 15AM0 DOCK ! NO

SONIC, EITHERY LOOK. AT WAIT .
THISZ. HIS FIsHING HERE, TAILS... T'LL BE BACK IN TWO
ALL CHEWED AND FOLE | SHAKES OF A 2BA LIONS TAILS A4

HOYN ISP VeI
= hMivadiadiaai

TOLD US TO MEET HIM,
TAILS S

I'VE GOT A BAD FEELING ABOUT THis 7 r

HUH 7
WHATZ WHERE
ARE YOU GOING?

4 : ;f"i { { { [ ML ,.F" o
% =t mflﬂhﬂm ==k -

-"l
® O:
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L'VE BEEN BUILDING THIS /
BATHYSPHERE IN THE BASE- uﬁfg%ﬂ#}fu

Michael Gallagher — Story ¢ Scott Shaw — Pencils o Bill White — Inks
Dan Nakrosis — Letters ¢ Barry Grossman — Colors

G
2

_mh-ﬁiﬁ[il
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, AND SGILIWW
E-EL?ELJT come OuUT

‘AE
wiLL HeLr! ONCE HoOuU'P
Eﬁ%}ESSU'LL SERAVE AOBOTNIK LUEE..L.!

N3 gaep!z UH-OH - wheeze! 1 |
N 7F X Up ALL MY AIR DOING : %ﬁ
(.. Hack!s C-CAN'T
\‘ PREATHE ... "
N o A ‘r ‘
e
y

)

A SONIC 6PINS
BET WILL
W‘CH ;rm& NETS L4

- ey
e, -
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LHERE..LET ME EXAMINE
IT... UP CLOSE!?

OFF, BAITBREATU/ NOBODY TS
THE BITE ON MY eLuooyYs
ALY

ARE YOU OKAY,
SONIC?

Gegd Visions o April/May 1997

LONCE 1

GULP THESE AR

BUBBLES YOUR
PEDO MADE!




UCH! OF COUuRsE
. LIINCE BOOmes,
PAMAGEp My - /. PELLER, IT

MR THHE ME A WHILE .. YAOWHT 5/

LIKE MAYBE A JYepRt 5
o : ’

44
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o
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L o (]
E.:.': e
e L] ' &
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77
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o O -
Dga ;?# -

OKAY, BUT
LETS
oS,
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NEW FROM

That's 12 issues for a measly $12.00

(save $3.00 off the cover price)

LEAVE the Rat Race in the dust!!!

o —— -.-.———_-.n--|-.——_.._--——_|._-———_.._._——__-_.—___—-1

LiMITED SONIC SUBSCRIPTON OFFER |
OFFERs C/O Archie Comic Publications, Inc. 325 Fayette Avanue

Mamaroneck, NY 10543
AVAILABLE IM U5, AMD CAMADA OMNLY QFFER EXPIRES JAMUARY 31, 1993
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X curancy of by Imemational Monsy Order. PLEASE ALL W B TO 8 WEEKS FOR DELIVERY. |
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AND ANAZING'SPIDEY GO
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Gear up for the best Game Gear" action with George Foreman's
KO Bomng The Simpsons  Bart vs. the Space Mutants, and

mayhem and web-slinging superhem excitement...get it all from

L ¥
i
"- OFFICTAL

kW EElLﬁf ‘ﬁ
rmmr

_____ UV RS E o A Division of Acclaim Entertainment, Inc.

COLOR PORTABLE YIDED GAME S5YSTEM

The Smpsnns ™ & © 1992 Twentieth Century Fox Film Corporation. All rights reserved. Spider-Man® and the distinctive likeness thereof is a trademark of Marvel Entertainment Group, Inc. and is used
with permission. © 1992 Marvel Entertainment Group, Inc. All rights reserved. Sega™ and Game Gear™ are trademarks of Sega Enterprises Ltd. George Foreman's KO Boxing™ and Flying Edge™ are
trademarks of Acclaim Entertainment, Inc. © 1992 Acclaim Entertainment, Inc. All rights reserved.
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The Winners of Sega’s
Third Party Seal of Quality
Awards

Athuugh many Sega games are produced by Segas own Product Develop-
ment group (games like Sonic, Batman Retwrns, and Kid Chameleon), most titles
are produced and published by outside publishers. Gamers are familiar with
Electronic Arts, Virgin Games, Konami and U.S. Gold, to name just a few of the
major publishers who develop games for Genesis and Game Gear systems.

Since the introduction of the Genesis four years ago, these outside publishers
(or Third Party Licensees as they're referred to in all the legal documents) have been responsible for developing dozens of major hits.

We thought it was time we recognized their achievements, and so we instituted the Annual Third Party Seal of Quality Awards.

For Genesis, we selected the best games in each of five categories (Action, Puzzle/Strategy, Sports, Adventure/RPG, Flying/Driving), the games that
have the best Sound and the best Graphics, and, finally, the best overall product, the Genesis Third Party Game of the Year. We also selected the best over-
all Game Gear title for the year. The winners were announced at the Winter Consumer Electronics Show in Las Vegas in January

Here are the winners for 1992, the best products submitted by Sega’s Third Party Licensees.

Best Action Product - Genesis

Global Gladiators * Virgin Games, Inc.

Honorable Mention
» Atomic Runner Data East USA, Inc.
* Dragon'’s Fury Tengen Inc.
* Smash TV Acclaim Entertainment “
* Teenage Mutant Nirifa Turtles Konami, Inc.

Best Graphics - Genesis

Teenage Mutant Ninja Turtles ¢ Konami, Inc.

Honorable Mention
» Splatterhouse 2 Namco Hometek, Inc.
* Atomic Runner Data East USA, Inc.
« Steel Empire Acclaim Entertainment
* Global Gladiators Virgin Games, Inc.

Best Adventure/RPG Game - Genesis

Romance of the Three Kingdoms Il * Koei Corporation

Honorable Mention
» Traysia Renovation Products, Inc.
* Young Galahad Electronic Arts
* Rings of Power Electronic Arts
» Cyber Cop Virgin Games, Inc.

Congratulations to the Third Party Licensees who received recognition for these excelient
titles. We look forward to more great titles from these publishers.
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Best Flying/Driving Simulation - Genesis

Road Rash 2 ¢ Electronic Arts

Honorable Mention
» Desert Strike Electronic Arts
» Qutlander The Software Toolworks
* Out Run Europa US. Gold, Inc.

* Super Battletank: War in the Gulf Absolute Entertainment, Inc.

Best Sound - Genesis

Crueball » Electronic Arts

Honorable Mention
« Terminator R Virgin Games, Inc.
» Global Gladiators % Virgin Games, Inc.
+ Aliens 3 - Acclaim Entertainment
* The Miracle Keyboard The Software Toolworks

N T TR . TS e

Best Puzzle/Strategy Product - Genesis

Krusty’s Super Funhouse ¢ Acclaim Entertainment

Honorable Mention
« Jeopardy GameTek, Inc.
* Lemmings SunSoft
» Warsong _ Treco, USA

» Monopoly Parker Brothers

Best Sports Product - Genesis

NHLPA Hockey ‘93 ¢ Electronic Arts

Honorable Mention
» John Madden Football ‘93 Electronic Arts
* RBI Baseball 4 Tengen Inc.
* Capriati Tennis Renovation Products, Inc.
» Leaderboard Golf U.S. Gold, Inc.

Product of the Year - Genesis

Global Gladiators ¢ Virgin Games, Inc.

Honorable Mention
* Road Rash 2 Electronic Arts
» Romance of the Three Kingdoms | Koei Corporation
* NHLPA Hockey ‘93 Electronic Arts
* Krusty's Super Funhouse Acclaim Entertainment
* Teenage Mutant Ninja Turtles Konami, Inc.
* Crueball Electronic Arts

Product of the Year - Game Gear

Super Off Road ¢ Virgin Games, Inc.

Honorable Mention
» Marble Madness Tengen Inc
» Aliens 3 Acclaim Entertainment
* Indiana Jones and the Last Crusade U.S. Gold, Inc.
* Prince of Persia Domark Group Limited
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Sena’s Third Party oroup congregates for a photo opportunity. Each third party title

-

Many people wonder what Sega's Seal of Quality really means. Is it just
marketing hype, taking up valuable real estate on the package? Or does it
have some basis in reality, reflecting the quality of the game in the box?

The fact is, there is only one way that a product can display Sega’s Seal
of Quality, and that's by going through Sega’s rigorous evaluation process and
achieving a high enough rating. Sega is responsible for making sure that every
aspect of a third party prod-
uct meets Sega's standards
of quality. These standards
apply not only to the game
itself, but also to the packag-
ing and the manual. Here's
how it works:

is assigned a Sega Account
Executive, the person who

keeps track of each aspect of the product and makes sure it follows all the
guidelines. All submissions are made to the Account Executive, who continu-

ally checks the product’s progress and reports back to the third party. At this e e © <
stage, the Game Analysts at Sega play the game and comment on its graphic The Thi
appeal, game play, sound effects and other characteristics that affect its over- ¢ Wird Farty Account Execs get a short [esson on reading

upside down.
all quality.

As soon as the game has been completed, it is submitted to Sega for
final approval. At this point, the Game Analysts start playing the game for
hours and sometimes days at a time, looking for “bugs.” (A bug is any prob-
lem with the game that can cause unpredictable results, like unexpected
movements, color changes, or, at worst, a system crash). To make sure that
they catch all the bugs, the analysts follow a detailed test procedure. They also
% scrutinize the game for any offensive or objectionable material, such as graph-
P c sex or references to drugs or alcohol.

- When they are satis-
fied that the product is bug-
B 4| free, a number of analysts
“ﬁ | (usually four or more) then
§| evaluate it on 10 categories.
These include Graphics,

- B - 511 = ‘ r 2 : : tn
' lvsts take time off from their grueling schedule. Moming
h?:l‘[lll?g:glﬂ‘i. Play, Play. What a life! lenge, Play Control, and Play

|

scale. A high score allows the product to carry the Sega Seal of Quality. If the

| Sound, Music, Depth, Chal-

Value, among others. The

scores on these 10 cate-
gories are then combined statistically to derive a single score on a 100-point

product scores too low to pass, the third party has the option of making sug- o
gested improvements and submitting the product for re-evaluation. | | Y Lo

| Prolonged pumping on the control ﬂa an build vippling n @
The Game Analysts show off theire pnling muscles.

2

Sega’s Seal of Quality is there to hel :
: _ P consumers make informed choices: ¢ :
Seal are high-quality products that will not crash, burn or offend. if Aaerplman

" ity, we suggest
never <ns1:XMLFault xmlns:ns1="http://cxf.apache.org/bindings/xformat"><ns1:faultstring xmlns:ns1="http://cxf.apache.org/bindings/xformat">java.lang.OutOfMemoryError: Java heap space</ns1:faultstring></ns1:XMLFault>