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8 The Sega Saturn Arrives
The most talked about, most eagerly awaited; ani
ful machine in the history of video games is fiére:
Get the real story on the machine, the games, ant
unbelievable arcade experience that could came |

12 Panzer Dragoon " 4
This Shooter redefines the genre with the mostsg
this side of the arcades. Seamless animationgg
artwork, and a 360" perspective immerse yo
new gaming world.

dered

3 n
1 in: vid, ting
16 Virtua Fighter m

The superlative Sega Saturn port of the arcade classic is selling in
Japan at an incredible one-to-one rate with the hardware itself. See
what all the excitement is about with our in-depth look at this
groundbreaking, 150,00-polygon-per-second bone cruncher.

20 NHL All-Star Hockey
Quite simply, this is the best hockey game on any platform,
ever! The animation is lifelike and fluid, the play is brutally
realistic, and the speed will slam you into the next rink.

24 Clockwork Knight
A mechanical knight battles some of the biggest bosses around.

26 Daytona USA
Everything you love in the arcade’s
revolutionary racing sim and more!

28 Virtual Hydlide

20 Worldwide Soccer
22 Grand Slam Baseball
24 Deadalus

36 Pebble Beach Golf Links
28 Van Battle

28 Virtua Cop

40 Astal

40 Gotha

41 Yumemi Mansion i
41 Bug!

44 Miyst

45 V.R. Virtua Racing
46 Dark Legends

46 Defcon O

48 Crystal Dynamics
The red-hot development company
has turned its talents loose on a
whole crop of Sega Saturn titles.

56 Sega Online
Tap into the universe of Sega’s

niine oiieriffees = =2"N @ J PSS

58 Primal Rage
The arcade smash runs wild on
your Genesis.

&0 Knuckles’
Chaotix

The dreaded red one is flying
onto your Genesis 32X, and
he's got a whole crew of
crazed critters with him.
Thanks to Sega’s new
tethering technology, you
can pair up any two of

62 Profile of a
Game Designer

Novak is the celebrated cre-
ator of Sega’s X-Men 2, and
he’s working on an amazing
new Sega Saturn title. How did
he get into this business, and
what makes him tick?

66 The Hottest
Titles of E3

You can’t attend the show, but

them for double the . ot
challenge and double Sega Visions has the inside
the mayhem. scoop on the blazing-hot new

game lineup from Sega.

S,

hadow Squadron
7o Zaxxon’'s

Motherbase 2000
= Brutal

' Road Rash
79 Dungeon Explorer
10 Popful Mail

> ﬁeynﬁd Oasis
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What will it give you, why
should you want it, and who's
making games for it? Page 8

35 Wam"ﬂmtzky and the
- INNHLPA All Stars

96 Power Shopping
Steals and deals on the finest, funnest
Sega games and peripherals.

The Virtua Fighters
pound some serious
polygon. Page 16













0 TIME 0717201
CRINGS 21

Ac claim’s"“ NFL"
Quarterback Club™

Genesis to the <~

16-bit videogsaming

| Now take the next

LR Y universe of 32X",
Sega’'s Metal Head™

'_' m T T T R T

ﬁ" the only 32-bit upgrade for the Sega” Genesis” system.

Id S Dcnm by EE.-ga

It's real arcade quality caming without having to

re-build your system from scratch. Faster action.

Eve-hammering graphics. L{(\& And an endless stream of

“What are you waiting for?
Make the connection!”

the hottest new games as only Sega” can bring them |

Enesis”, imasgine

Digital Picture's Slam City
Starring Scottie Pippin™

what it could mean for vour Sega CD"!

Mortal Kombat®ll by Acclaim®

Sound X-citing? Then get out there and add it up for yourself!

Other Titles Coming SoOon:

- VIRTUA FIGHTER™, X-Men"™, Ratchet & Bolt™, I{ohbrl‘“, BEK-Treme‘“, Zaxxon's Motherbase 2000"
WI:IrId Eerles Elaseball'“ and Prime Time NFL Football™ 111 121 " Casper™ and Star Tr'-.=',~lvc";i - Starfleet A-:ademy
el AR 1V RBI'™ Baseball '95 and Primal Ftage N IR

The Aduentures nf Hullywuud EFDT'” CCLA NBA® Jam™-T. E. ECTRONIC ARTS Tﬂughman lf.‘:vt::w*ﬂ:tezst‘EI
and FIFA '96 | | = <. 1 Thunderhawk 2 : - :

Sega, Genesis, Sega CD and Genesis 32X are trademarks of SEGA. See individual game packages for trademark information.
Call 1-800-771-3772 for info on game ratings. ©1985 SEGA. P.O. Box B097, Redwood City, CA 94063. All Rights Reserved.
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Space and Time Kurt Busch

Executive Editor John Sauer
Managing Editor Debbie Gravitz
Senior Editor  Rick Raymo
Assistant Editor  Kit Vercelli
Director of Creative Services Francis Mao

"/ Two robotic cops are about to bring pulse-pounding ac-
¢ tion, ultracool visual effects, and outrageous humor to
- your 32X. Ratchet and Bolt are crime-fighting rookie
robots employed by the city’s police department in

the year 2101. It's a whole new high-tech world, ArtDirector  Janette Harms
and these two police-department newcomers Senior Designer  Teresa Hill
must defend their city or become scrap metal. Designer Carey Perez
The action in Ratchet and Bolt is fast and Design Associate Charmaine Conui
wild. The game’s bursting with enemies, crimi- Production Manager  Patricia Ferguson

nals, chase scenes, and explosive game play for
one and two players. Both Ratchet and Bolt
have 33 different weapons at their disposal.

Assistant Production Manager Shelly Reimer
Production Coordinator Laura Watt

They wield up to three at a time, for a gasket- Ad Production Coordinator  Courtney O'Connell

blowing total of 1,300-plus mix-and-match Director of Manufacturing Fran Fox

configurations for each character.You asked for Manufacturing Manager Cathy Theroux
more weapons? You got 'em—and you'll need Manufacturing Specialist  Jill McWilliams

‘'em! All the bosses in Ratchet and Bolt are gigantic
—we're talking superhumongous. The final boss is reportedly a whopping 36 screens big—most
likely the largest boss in video game history!

Manufacturing Coordinator Lynn Luis
Additional Design  Michael Kavish

Official Sega Visions
Spokesmodel Kirby Fong

‘g @
Th%“-e s .- eeo0cccccccce e KﬁSﬁHEChmnbemFtTaﬁ;%ey,MaﬁDunbm,
I rSt T I m e fo ',. Tim Dunley, Clint Dyer, John Garner,

New Horizons. AS we John Gillin, Shin Hamanaka, Chrissie Kremer,
Ever notice that in

m Craig Ostrander, Sarah Richmond, Kelly Ryan,
every Sega Visions Eve ryt h I n g

reported in Our COVerage | joy Schneer, France Tantiado, Nemer Velasquez,

contest the instruc- of the 1394 Sega M}Eﬂﬁ?ﬁfﬁuﬁﬁgﬁ“’
tions contain a crummy little legal clause that says something like 59{“ of Quality - v
“contest open to all residents of U.S. except Sega employees and their mlrd-_Part\! Awards, Bill Beach Jimngo;p;';reve Goodale
families”? Well guess what? We had our very own contest here at the winner of the Todd Gray, Jeff Gregg, Brian Paw,
Sega—for Sega families only. The “Ghostwriter” contest (you know, Best Adventure/RPG Tony Smith, Christina Watson
“Ghostwriter,” the great children’s TV show that airs every weekday title is Koei's New Game Consultants
afternoon and weekends on PBS stations) was held for Sega kids ages Horizons: Uncharted The Fine Folks of Consumer Services
~ O through 15 years old. The kids were asked to write a Waters 2. Unfortu- special Thanks to:

&=  paragraph describing the coolest “Ghostwriter” char-
O acter. We're superproud of all our kids and espe-
_ .t cially proud of the winning entry. Here’s what
9-year-old fourth-grader Antionette Chavez had
‘fﬁ‘e ~ to say about her favorite “Ghostwriter” character:

Dante Anderson, Steve Apour, Ed Annunziata,
nately, we showed Kim Bartusch, Kerry Bradford, Jim Bruno, Larry
a screen of that Buchanan, Sandy Castagnola, Tina Claybon,
game’s predecessor, Wendy Davis, Marty Franz, Lorene Goble,

Roger Hector, Tom Keegan, Mike Larsen, Jon
Uncharted Waters, Manahan, Willie Mancero, Mike Meischeid,

h'l' mistake. So with- Tom Miley, Zach Monroe, Steve Payne, Dan

And the Winner I3. . .

Jammin Jamal has a personality that attracts people’s at- out further ado, here's a Poling: Wallace E:m]};’ E&Imuﬁggél’g; ;
Sndoint Quakenbush, Erik Rawlins, . Doria

tention. His jumping attitude toward each case makes you look at the victorious Sainchiez. Cuiztis Soldano, Christine Stetn.

feel like you're right there working on the case with the game. Check it out. Machon, Terry Tang, Tony Van, Lori Van

whole Ghostwriter Team. Solving a case brings out the Rheuden, Dave Yang, Ron Zaragoza

best in Jamal. Each time I watch the show, I see a new

talent of his. He is a good athlete and a great dancer, he is For advertising inquiries, please call:
usually one step ahead of the Team, and when the Team 415-349-4300

starts hraummrmlpg a case, he just puts all the clues to- Play Tips and Codes

gether and gets things out of them that make me stop and 415-591-7529 (PLAY)
wonder, how did he do that? Jamal is a good friend to all Hardware Problems/Troubleshooting
of the Ghostwriter Team, he knows what he wants, and 800-USA SEGA

he puts 100 percent into everything he does. That's why I Age-Appropriateness Questions
think he is the COOLEST GHOSTWRITER. 800-379-5437 (KIDS)
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Are you bored
watching the same
old stuff

on TV?

WELCOME To...

Where Jamal, Alex,
Lenni, Tina, Gaby,
Hector, and |
Casey—you know
the team—solve
mysteries. It’s
literally a blast,

but you don'’t
have to take our |
word for it—just ©

WATCH IT!

Tune into

GHOSTWRITER b

on your local
PBS channel. W P N

5 G

<

ruivo SEAU v =i s
nks to and the ===== and to others who helped pay for GHOSTWRITER: public television
viewers, The Pew Charitable Trusts, the Corporation for Public Broadcasting, the Arthur Vining Davis Foundations, the
NIKE Just Do It Fund, the National Endowment for Children's Educational Television, and Children's Television Work-
shop. GHOSTWRITER, m and == are trademarks and service marks of CTW. 1995 Children’s Television
Workshop (CTW). &
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class surround 5ﬂ-'___
son perspectives immerse
entertainment you’'ve .never"

Sega Saturn is like nuthmg else nn Earth.

For more information on Sega Sﬂturn, please email
segasaturnisegaoa.com or on the world-wide web at
http:/fwww.segaoa.com or on Compuserve at GO SEGA
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The World’s Most Advanced F"’Qet T
Video Game System Ever o, % S the reg‘}”’

technologically advanced video game system ever
created has arrived! The powerhouse Sega Saturn
delivers state-of-the-art 3-D-modeled graphics, dynamic
perspective with constantly changing points of view, true
3-D audio, and phenomenal game-play speed surpassing
that of an ordinary multimedia PC and challenging even a
high-end workstation. With the much-anticipated arrival
of Sega Saturn in the United States comes a completely new
¢ definition of video gaming, transporting players into a pre-
e viously unrealized realm of interactive entertainment.

E nding months of speculation, the most powerful,

:::::::

A Sensation in Japan

No one could have guessed the fervor Sega Saturn would create in Japan. The official launch was pre-
ceded by rumors of its remarkable technical capabilities; its reception in Japan was unprecedented.
Upon its official release on November 21,1994, the revolutionary Sega Saturn became one of the
most sought-after products in the country.
On a single day, 200,000 (yes, that’s two hundred thousand) Sega Saturn units sold as Japanese
. gamers clamored to get their hands on the ultimate gaming system. Sega’s arcade credentials, coupled
with the Japanese desire for the very best in technology, drove the demand to record numbers. Even running at full capacity, Sega’s manu-
facturing department simply couldn’t keep up with the Sega Saturn frenzy. At one video store where Sega Saturn was sold, no less than 500
people had lined up for blocks betore the store even opened.
Hundreds of thousands of Sega Saturn units were sold in the first few months, outselling the competition by more than 30 percent.
(By year-end Sega Saturn sales in Japan are expected to exceed the 2.5 million mark.) The tremendous success of Sega Saturn in Japan has es-

calated into a worldwide event with developers from Japan, the United States, and Europe charging to create hit titles for the beginning of a
new era in video games.

A Caparison with 32X

_ Tounderstand the differences between Sega Saturn and 32X, let’s Well, it means that with both the 32X and Sega Saturn you get fast
*start with the similarities. If you're an avid, cutting-edge Sega Visions ~ processing, high color definition, improved polygon-graphics tech-
reader, you already know that both the 32X and Sega Saturn are nology, constantly changing 3-D perspective, enhanced scaling and
revolutionary devices designed to bring explosive 32-bit game play rotation, and the CD-quality audio that gamers have come to expect
to your home. Additionally, you'll notice that both the 32X and from arcade machines. In other words, they are the most advanced
; Sega Saturn use the Hitachi SH2 RISC processor. So what exactly home-system technology on the market. But the Sega Saturn also
. does this mean? gives you much, much more.

Sega Uisions - May 1995
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T_e Difference

The 32X enhances game play on your Genesis. But the Sega Saturn is

a stand-alone system. Its architecture is modular, with a host of spe-
cialized subsystems (think of it as having multiple specialized en-
gines launching the same rocket). It's powered by a total of eight
processors, three of which are 32-bit RISC processors, the same archi-
tecture used in Sega’s exclusive Titan arcade system (paving the way
for swift, easy. translations of megahit arcade games to the Sega Sat-
urn). Sega Saturn also has a ton of memory—more than 4 megabytes
of RAM. To the gamer, Sega Saturn’s super processing speed, power,
and memory translate into incredible 3-D worlds, more-complex
levels, CD-quality sound, more-elaborate game perspectives, and
tons more.

Powerhouse Processing

By far Sega Saturn’s most distinguishing feature is its massive parallel
processing, the same state-of-the-art technology found in supercom-
puters. Whereas other game systems assign all computing tasks to a
single central processor—small personal computers do this—massive
parallel processing enables the Sega Saturn to divide computing
tasks (like reading game code and handling graphics and sound)
into pieces that are then assigned to powerful specialized processors.
These eight processors work independently, allowing the machine
to handle multiple tasks simultaneously and at blazing speed.

Players all too familiar with the “Now loading” message will love
Sega Saturn’s ability to buffer data and perform multiple operations at
once, Both audio and game data can be downloaded, accessed, and
processed simultaneously so that there’s no delay in game play. As a
matter of fact, the hottest Sega Saturn games will run at 60 frames per
second, all the time. (By the way, that's the same speed at which your
television runs.)

Audio and game data
can be downloaded,
accessed, and
processed
simultaneously so
that there’s no delay
in game play.

A Sound Experience

Sound plays an enormous role in an interactive experience. So
when it came to designing and building Sega Saturn’s sound proces-
sor, Sega turned to the most respected experts in the field: Yamaha
(electronic keyboards, pianos, stereo equipment, synthesizers—
yeah, that Yamaha). This potent system not only reads the
CD-ROM but also creates and manipulates sound data by using 16
channels combined with a digital mixer. Best of all, it has the capa-
bility for 3-D audio resulting in realistic sound that’ll blow your ears
off. With QSound™ the sound literally comes at you from 360 de-
grees (imagine a Mig 29 roaring right over you in your next flight-
sim game). Sega Saturn’s sound specs include two CPU interfaces,
32 voices, built-in sound effects, and FM and PCM synthesis. It uses
a Motorola 16-bit 68EC000 processor and Yamaha digital signal
processor. Incidentally, the 16-bit 68ECO00 processor is a close rela-
tive of the Genesis's main processor, only in the Sega Saturn it's
used exclusively for sound. To put this in perspective, the least pow-
erful chip in the Sega Saturn’s sound system is more powerful than
the chip that runs the entire Genesis. Got that?

Sega Saturn also boasts built-in DMA for file transfer, the
16-channel mixer previously mentioned, and a 128-step digital sig-
nal processor (or programmable DSP). Additionally, Sega Saturn
supports the musical instrument digital interface (MIDI). To the
sound creators, MIDI means it's possible to hook up a keyboard dur-
ing sound development to experiment in real time while creating
music sequences or sound effects. If you're not a technoid, we'll
sum it up for you. Bar none, Saturn’s sound system is superior.

The'ga Saturn Adv_aége

What Sega Saturn’s processing capabilities mean to game developers
is yet another story. Often, game companies tout their hardware sys-
tems’ capabilities—which are important in understanding the po-
tential quality of the game experience—but equally important are
the advantages that the hardware architecture offers the game cre-
ators. Sega Saturn gives developers unlimited reign. Take the VDP 2
chip, for example. This specialized chip enables programmers to
generate up to five simultaneous backgrounds and rotate two
playfields at the same time. The chip also makes Sega Saturn the
only machine that supports 16.7 million colors on active video

Segd Uisigns < May 1395

L
el gL
. b
- ¥ o
¥, il

l'I. ..



displays. These photorealistic graphical allowances give developers
the tools needed to construct more realism in each and every frame.

After all, play quality can be realized only by the quality of the
games delivered. While massive parallel processing and digital sig-
nal processors challenge the programmers to learn some new tricks,
the end result is infinite power to create games with much more au-
thentic action. By far Sega Saturn’s parallel, “orchestrated” process-
ing broadens the programming capabilities for the system, enabling
software developers to create a true multimedia experience with
each game. (See “Let the Games Begin” on the facing page for a
peek at some of the prominent companies creatmg killer titles for
the Sega Saturn.)

Infinite Possibilities
Besides its superior game-play features, Sega Saturn has an architec-
ture that allows for expansion. Possible additions include multime-
dia extras like a Video CD via an optional MPEG adapter, PhotoCD,
Electronic Books, audio CD, and digital karaoke. There are also at
least five ports, which give Sega’s product-development people ac-
cess to the bus signals, should they have any super expansion ideas

in the future. Maybe something networking related—who knows?
Let’s just say that they’ve been known to have some awesome tricks

up their sleeves.

S Arezcle Hlerita
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arcadie games home faster than ever.

OK, we could be unuauaiiy obnoxious here and say, “Sega Saturn’s
awesome because it’s from Sega,” period. Or perhaps we could be
unbelievably brassy and remind you that no other gaming system
comes with the credentials Sega Saturn does. We could even reit-
erate that the hot Titan arcade games in the works from Sega of
Japan’s AM2 group will be coming to Saturn. But all that would be
pointless, 'cuz the odds are, if you’ve bought a Sega product be-
fore, you're familiar with Sega’s superior game-play expertise. As a
matter of fact, if you’ve lived anywhere on this planet (you know
who you are), you're already aware
that Sega is renowned worldwide
for making the best arcade ma-
chines ever. So your confidence
in the Sega name is completely
justified (we just wanted to
point that out). No matter how
cheeky we get, the fact remains e
that buying a Sega Saturn
means buying into a proven
(hit after hit after hit after hit
after hit) coin-op factory.

Hardware Specifications

Eight Processors Video Storage
* 2 Hitachi 28.6MHz, 50-MIPS SH2 * VDP 1 32-bit video display processor * Double-speed CD-ROM
32-bit RISC processors  Sprite, polygon, and geometry engine * 320KB per second transfer speed
 Hitachi SH1 32-bit RISC processor * Dual 256KB frame buffers for rotation * Audio CD compatible
* VDP 1 32-bit video display processor and scaling effects * CD+G compatible
* VDP 2 32-bit video display processor * Texture mapping * CD+EG compatible
» Saturn Control Unit (SCU) * Goraud shading * CD single (8cm CD) compatible
* Motorola 68EC000 sound processor * 512KB cache for textures * Video CD, PhotoCD, Electronic Books,
* Yamaha FH1 DSP sound processor » VDP 2 32-bit background and scroll digital karaoke (optional)
plane video display processor * 512KB memory cartridges for game
Memnry * Background engine save (optional)
* 2MB (16 megabits) RAM * Five simultaneous scrolling backgrounds
* 1.54MB (12 megabits) video RAM o Two simultaneous rotating playfields Input/Output
* 540KB (4 megabits) audio RAM * 200,000 texture-mapped polygons * High-speed serial communications port
* 540KB (4 megabits) CD-ROM cache per second * Internal 32-bit expansion port
* 32KB nonvolatile RAM (battery backup)  * 900,000 flat-shaded polygons per second  + |nternal multi-AV port for Video CD
* 60 frames of animation per second (MPEG) adaptor
Audio g ﬁ'—?it !{Fe-cﬂiﬂqlugalphicf « Composite video/stereo (standard)
. 99 hit dini * 16.7 million available colors « NTSC RF (optional)
gizg’lalp:li';zru‘l;:ae?:nﬁa e * 320 by 224, 640 by 224, and 720 by 576 » S-Video compatible (optional)
* 11.3MHz Motorola 68EC000 sound resolution * RGB compatible (optional)
processor * HDTV compatible (optional)
+ 32 PCM (pulse-code modulation) * Analog control pad
channels

* 8 FM channels
* 44.1KHz sampling rate

S60a VISions - May 1985



Customize your Sega Saturn system
with some cool peripherals.

Arcade Racer™

If you like vehicle-sim games, you'll love the
Arcade Racer. It's the controller that puts

you behind the wheel. And it gives you the
most realistic control because it's analog.

Whereas digital controllers rely on values assigned
to on/off switches (like light switches, they react
in steps), analog controllers respond in a
smoother arc (like dimmer switches). You're in
the driver's seat with super, oh-so-sensitive
control. It's perfect for Time Warner Interac-
tive's V.R. Virtua Racing or Sega's Daytona USA.

6Player™

_ Have friends? Want more? 6Player, the
PR ultimate multiplayer adaptor, allows up

to six buddies or rivals (12 buddies/

" rivals if you use two adaptors) to play in
the same game. Team up NHL All-Star

Hockey and a 6Player—you'll have friends

galore (or rivals galore)!

Backup™

Sega Saturn backs up Sports fans on
this one. Backup's a RAM cart with
a whopping 512 kilobytes of stor-
age! That's enough to handle
everything from your best

scores on Pebble Beach Golf
Links to your stats on Grand

Slam Baseball. By the way, you don't
have to be a Sports fan to take advantage Df :
Backup—just think how many Sim City 2000 games
you can keep. You could save the world.

Control Pad

. All gamers have a favorite control pad.

IR This one is likely to be yours. Sega

& Saturn's Control Pad puts you in
charge with eight buttons

—that’s six action

buttons and two

Shift (Left and Right) but-
tons. Plus it's ergonomically

correct; You get the advantage

at your fingertips with easy eight-
button play for all your killer combo moves.

What Sega-select team of people worked for an entire two years
exclusively to make certain Sega Saturn was launched with the
world’s best hardware and software? Sega’s elite Away Team,
that’s who!

The 27-member Away Team comprises Sega employees from
every aspect of hardware engineering, product development, and
marketing. They devoted countless hours, resources, and brain
cells into launching Sega Saturn. Their sole mission was to en-
sure that Sega Saturn’s hardware and design met the precise
needs of both the U.S. and Japanese markets.

In conjunction with developing titles for the launch in the States,
the Away Team was responsible for bringing the first wave of pre-
mium games from Japanese third-party developers. Thanks to the
global efforts of the
Away Team, killer titles
like Virtua Fighter, Day- |
tona USA, NHL All-Star [~
Hockey, and Panzer
Dragoon are all
primed and ready to
show off Sega Sat-
urn’s awesome
power. See our re-
views of these awe-
some titles to get
the full picture.

Let the Games Begin!

More than 100 third-party publishers and developers are creating
software for the Sega Saturn. More than 20 titles will be avail-
able at launch with an additional library of 100 games by Christ-
mas this year from both Sega and third-party developers. Some
of the many outstanding publishers developing for the Sega Sat-
urn are Absolute, Acclaim, Accolade, Activision, American Laser
Games, American Softworks, Capcom, Caps, Crystal Dynamics,
Data East, Digital Pictures, Domark, Electronic Arts, Gametek, GT
Interactive, Interplay, JVC, Maxis, Microprose, Namco, Papyrus,
Philips, Readysoft,
e— | Rocket Science, Sierra
On-Line, Strategic Sim-
§ ulations, Sunsoft, Taito,
Takara, Tecmo, Time
Warner Interactive, Ti-
tus, Ubi Soft, Universal
Interactive Studios,
\ U.S. Gold, Viacom,
and Virgin Interactive,
just to name a few.
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rom all sides.

You take on enemies |

il

| ™ Publisher
k- Sega
Controller
Sega Saturn

o0

our 3-D modeled and
-

Flyony
rendered dragon through seven NUgE vivid and lifelike levels. _ _ _
It's closer tO virtual reality (using just your flat TV screen) than any v~ T e IORE thEn just a Shooten.
of the various VR products we've tried to date. Panzer Dragoon 15 I€s €h e cant
more than justd straight ride-and-shoot title. Enemies cOmME at you = ; e mos ‘mp‘?ﬂ an Qﬂme
in this amazing 160" environment, and the results make even recent in the gemze 1n g{ﬂﬂnﬁ.
spooters look like ancient history. o % ———

As you bring youl dragon in close O onscreen objects, they : Mg
look as good as or better than they did at a distance, without any ments around the dragon usiig the Sega Satuinl control pad's tWo
blocky pixelation. While flying you change perspectives via Buttons Shift Buttors (one for Clockwise and one for counter). The me-
XY, and Z. Even more, you can <croll the flight view by 90 incre- tion and action are incredibly re_-al. [t's just you and your blaster

| on an armored blue dragon against all comers. Sound simple?
Yeah, sure. Wait till you give it a shot, Rambo.

S : A 4 L% _
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flying dragon
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: ut;yﬂurz hands on this
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beauty, ano YOURE touching

TRADE '
B ) < - Enemy Lills depen d on your oy
| B and LWl
our shOt S ced (you can use Buttons A, B, an@ &= = 5

three ﬁngers to incrgase your fire 1ate), and your srategic v ol el Ttbe puture of gaming.
ther straight multishot qction o1 d homing 1355{ I'he gp{;ﬂﬂlzﬂzﬂ i sl — -

comes from all directions (praise pe to the gflnng_g gg u; E;iiode ;

Tl : ueh eac indamvt : _ s : : :

at%d 1Esil 2 Uggﬂﬁlgfg tﬁ?};ﬁ | ong-term, hard-cote Combine the outstanding 3-D graphics, €erie 1‘{11151-:, Sega

withiout 87000 hla;ted n Eldd’lﬂ{‘lﬂﬂ'l' charge out of the scor€ and Saturn—quality <ounds, and a massive step forward in game play,

ghooter fans '%hﬂ}i'; & . E;ta &in each episode. Better still, you gain and what you get 1S nothing short of spectacular. Panzer Drﬂgﬂﬂﬂ
rating fOr (10 T Yo, so take down those eneries. is more than just Shooter. It's the most important game in the
: genre in years.

ed on youl kill ra
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Del
A here are games £ e o S A
T and then there are * o
major events in F g h t g
the history of video 1 1 n
gaming. Sega’s Virtua ' 3 Cad
Fighter is destined to go ¢
on the books as a Sonic- S e n S a t 1 0 n
size splash. In Japan,
gamers lined up for
hours for a chance at a prerelease version in the video game stores. There
were news reports, photos, and even CNN coverage of buyers queued up
for blocks in the streets the night before it went on sale. Incredibly, Sega of
Japan has sold as many copies of Virtua Fighter as it has Sega Saturn units.
Never before has any title sold one to one with the system on which it's
played. Soon this phenomenon is coming to our shores. Get in line early,
folks—this one is reason enough to get your Sega Saturn.
The Sega Saturn version of Virtua Fighter in Japan is a blockbuster because
of its near match in look, feel, and, most important, play
to the famous coin-op unit. This is due largely to Sega’s
decision to have its AM2 crew (the original developers
of the coin-op) take charge of the conversion.
The resulting game has all the zoom, dynamic
perspective, 700 moves from the arcade, and char-
acter balance of the arcade title—and it’s faster.

AM RaD DEPT.#2

A hting
unding polygon Fig
Po action makes Virtua

Fighter a winner.

Everybody’s Got an

Looking at all the beautiful screen shots should whet your appetite
for this coming-to-America Fighting title, but it’s important to note
that however good they look, these static shots don't do justice to
the game’s fluid motion and lifelike action. The characters’ onscreen
movements give true life to the battles. Seeing and playing Virtua
Fighter quickly makes you aware that all your fighters have distinct
‘personalities; for instance, Akira evokes strength and solid power,
Pai comes across as nimble and quick, and Kage is the trickster in
the lineup.

: 4 ™ 4 . T A it U

N
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Big Replay Value

Gamers who've mastered the arcade ver-
sion get tons of fresh replay value from
a new Options menu with four
difficulty levels, handi{:apping on the
life bars, increase or decrease in the
number of matches to win, and five
choices of time limit. Beat the game
(including the bonus stage against
Dural), and gain a new Ranking mode
in which you're scored on speed, rounds
to win, and other tangibles.

Tomorrow is here. True arcade
gaming is coming to your own 1V.
You'll never again sacrifice quarters to
the slot to get Virtua Fighter's compul-
sive action. Pound for pound, drop for
drop, camera angle for camera angle,
this is the arcade game.
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Sarah plants her nnamles with the
Side Toe Kick. Tap Down/Toward
diagonal, then press Defend and
Kick simultaneously.

diagonal, and
4 4

3

3 [
i T
- - L s T -
5 i . ey - = :
i .l ] - -
s, T - ¥ " e .

Get the attention of Sarah's enemy with
the Triple Punch with Flying Somersault
Kick. Just tap Punch, Punch, nwaﬂﬂp

Kick.

Sega Vislens « May 1995
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JEFFRY
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e

Perform Wolf's Giant Swing by tapping a haﬂ-u|rdu,
bottom motion Toward and hitting Punch. S

A0 - LS LT IMES CHALLERGER

WOLF

Vi 9 L T B AR ity e
e eEETTE - ] 5 ey T

JEFFRY

[:Iuthuslmmg ynur nppnnet has nmmr haen
easier. Ask Wolf to do it by tapping Toward,

Toward, and Punch. ._
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les the arcades

. . r+ua Fighter i
Wmldmd&.;' ;ﬁ;un{%ng sound, color, and

Rghtng 27 . g use of polygons 1as generates

.« pioneerl :
This PO+ = Nith yout new

many have nearly twice that.

v LV

/

S I ST IME | Cr ot L ENGE R

Tumble your way to g
with Flying Kick by tapping Toward twice, and
Defend, Punch, and Kick simultaneously. :

LTIMES

e BRI s

KAGE

Kage comes in fast and unlegs his opponent by
doing his Forward Roll with Spin Kick. Do a yoga

flame-style motion (a half circle Away, Down,
and Toward), and press Kick.

with its ultrare ali';?ﬁc
3.D 360 perspectives.

~Akira

LT ETET

AKIRA

opposition. Press Away, Toward, and
Toward on the D-Pad, then press
Punch and Kick simultaneously.

(= T T Fl - g T

T N S Y T
AKIRA L 9999 i

AL LR GE

Snap hs back with Akira's
Double Jumping Kick. Tap

Toward, Toward, and Kick
together, then press Kick.

-
= e : e
L e B il i T ot M | - -
et : ety 1-?.'&‘."_-;_'55__:'33_3‘- "*{;?'.1:?':-{_'2'?5':"'-{;;::
A, = e =y T .
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L o ﬁw I = :
Jeffry really pulls the hit points
with his Power Bomb. Get in
close and tap Toward, then

=y i
-l?.l. A o

—

Nail ‘em with Jeffry's Double Uppercut by
tapping Down/Toward diagonal, Punch, and
Punch again.

press Defend, Punch, and
Kick simultaneously.
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LTIMES PRESE START BEUTTONM

Fai‘s . Twi puts her anamy on
the mat. Get close and tap Defend and |
Punch simultaneously. 1 T el

z g 3 - o R P T - - =
CHEREACH & HBS LT IME § CHELLEMGER - m"'""" .-(3 5
=

T T e 9 9 99 ”5:' EEERE e _ IRONI] ﬁ“fq‘i ﬁ'ﬂj { T F e : -
P T e - ' Dural is the boss to heat. I]rup ol’ shlny. and you get a new pla!,'
option called Ranking mode.

satu rn I .:.. ETIMED Cb L EFOER
9935 B 3@ ' ;.".H.I.HH,{

; I.andlng:meespmi'st m:ﬂ afallen comes alive
m]:: iﬂu?&iaﬁiﬁ?ﬂnﬁmr With this

the count, tap Up and Punch.

splendid
transiation
of the arcade s W Sl
blOCkb U Ste s . .. aaga with ls 7

Northern Light Bomb. Get in close and
tap Punch and Defend simultaneously.

T H"-dL i

3 = ..-'":"‘-" '—H\.:--:,.l 99
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ETIMIE b sl
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Lau bombs his opponent with a v o . PRl : :
Somersault Kick when you tap AR S o a To heck with slam-dancing.
Away/Up diagonal twice, then Kick. | et Check m_lt Jacky's Jumping
Hard landings are Lau s forte. Do the Clothesline by tapping Toward,
Water Wheel Drop by tapping Away and then Toward and Punch
Punch while close. | simultaneously.

S 4lA T el < R N
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new areas

via passage-

ways such as
this pipe.

When you get to
the end of any stage,
leap the checker-
board area to find
ways of collecting
additional lives.

Some of your toy tormentors can be picked up and
used as a weapon after you've stunned them with

a single hit.
O Ak A

pL

560 alurn Takes You to a Place
o6en 0nly by Toys

hink the world grinds to a halt while you're asleep? Think again, bucko. Your

inanimate household objects awaken, and your toys face off in life-and-death bat- .

tles. If you don't believe us, check out Clockwork Knight from Sega for the Sega Sat-
urn. This incredible Action/Adventure shows the technology of gaming's future with a
vast 3-D world called Toyland that’s created of things you'd find in your
own home. The power of the Sega Saturn shows you life from the toy
level—you go eye to eye with everything from electric trains to chil-
dren’s books—fully 3-D rendered and scrolling in ways you've
never seen before.

Wouldn't You Like to Be a Pepper Too!

Guiding the mechanical knight Pepper in his quest to
save a clockwork fairy princess named Chelsea, you
side-scroll through a wildly colorful rendered polygon
land. There’s one thing more important than the way
a game looks, and that’s the way it plays. From vast 3-
D bosses to your search for hidden areas, this game
smokes. There's never been a play e'{peneme like

this one!

Between
stages you can
spend your bottle
caps on a roulette
game that offers

& 614000
2 AT

Watch the robots. They're apt to knock thiﬁs

Take a ride on this mechanical robot to take out
the bad ol' bowling pins.

T oo -

i g

down to crush your goodly knight.

B i N
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B Al Ve Sega Saturn
Players
One

Push the
battery into the
toy train and leap
on for the ride
of your life.

This perky perfume bottle is your hostess in
the roulette game. She also serenades you in
the terrific lounge-act ending.

Don’t fight
this boss in the
Keep your eyes open for hidden first round. Let him
areas like the one above. Reach it break through the
by moving a spring up to walls and shelf so that you

bouncing high. .- can hattle him
- below.

You can use the TNT enemies (carefully-hoom) to
clear out obstructions and opponents.

S < A < T e

Seqa Uisioms » May 1895 ' 25

~ Be cautious when dealing with the helicopters.




You Can Al
Smell the As'}',?.ift

aytona USA screeched into the arcades as the biggest Racing
hit of all time. Now you canl play an incredibly accurate Vel-
sion of this coin-0p blockbuster, and even better, you get

scads of new options. Reac eel, grab 750 DOISES of sheer
stock-car power, and draft

past the opposition at OVel
700 MPH. Sega Saturn

brings the nation’s biggest
arcade Racing thrill home
style ride of 2 lifetime, and

h for the wh

This is the NASCAR-

with Daytona USA.
need: gas, guts, and glory.

it has everything you

ckled and Ready to R

test arcade Racing
nology and a passel of

Daytona USA delivers more than just the hot

game of all time—it also offers amazing tech
ices. Yes, you get a 5ega Saturn version crafted by

new game ChoICES.
those game MONSIErS over at Sega’s AM?2 (the original coin-0p in-
). It still uses the same terrific hardware

ternal development group
and software upgrades that allowed the console version of Daytond

USA to give you both incredible polygon speed and texture-

mapped graphics. And yes, you get the same vivid colors, four dy-
namic driving perspectives, and brain-jarring

sounds. So what's new? The coin-Op version of-
fered three racecoUIses; Daytona USA for Sega

Saturn gives you those, plus an option to race
the mirror image of each of the three tracks. The

quarter snatcher gave you two modes of trans-
portation 1n the form of automatic and manual

stockers; this one, in Saturn mode, gives you
eight cars with different tra dling, and speed charac-
teristics. Even mor€, you can

choose from five levels of diff
and you'll meet it with white knuckles in

| er course is
the ropes. AR oY WIors YR sl

EOSITIONN

Logrse Mo

nsmission, han
modify the number of laps and
iculty. The future cOmes home today,

Daytona USA'

' The advanced cour
] se :
track in the Grand I:alryl::t:.ynu i e bl

[

[

ARGADE TI00E
oATURN MODE

AT
OPTIONS

Y
ou get not only the Arcade mode Choose from three pedal-to-the-metal

from the coin-o 1

p version but also TR
Saturn mode wi - [c0 circults i
._ with a bundle of options.  and race ihﬂigﬁ?kﬂrl‘g :;:Eg :;her way

The expe course is on t I
2 €) he se
hairpin turns than a Formula ﬂa:;d:i:n!::i'thas g
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Any of you who haven’t yet played Daytona USA (shame on you!)
will soon learn the fine art of cone tagging.

1..".';1":‘1.""“"
@,sﬂ.ﬁn (T ﬁm“'
HISSION S START

rrr! ‘!’ -
T The Mission Select screen lets you choose from
3 “% ; ..; two types of 'mission: automatic and manual
transmission.

b e T
When you flip your car, Tz o3 o8y & o 12 01
the body takes L ot
damage in e T oOFfTAnNni
real time. '

STOP

(And We The beginner course gives you a rolling start. Just
Ain't Talkin’ press Button C (your accelerator) and get ready.

Rest Area)

Q | joi PIT wunk"l'"‘“‘-

,.-l.l

£ llil‘alr:l-n" "

member of the
Virtua Fighter
crew can be
found in
Daytona USA,
and where?

- GEITLEFIEN M
'. =

There have been rumors about the slnt-— You know the drill, but we'll give it to
machine area of the beginner track, all  you anyway: Gentlepersons, start your
of them unfounded. engines (grin).
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ONE MUST BE OF PURE MIND
AND HEART TO VANQUISH
THE WARLOCK'S EVIL MASTER!

[ 4

""’ﬂ"‘"":ﬂ ety SEA
BEWARE DEMONS DEEP
WITHIN THE
DUNGEON’S BOWELS!

SURVIVAL DEPENDS ON
MASTERING MANY SPELLS!
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ENT l.lt THE ARENA AND DO
BATTLE AS A FIERCE MINOTAUR!

BASED ON
THE HI'T MOVIE!

The once in a millennium
powerful
spells and

confrontation
1S upon you!
ﬁ ﬂ Using the
L
potions
entrusted to you by your
Druid ancestors, battle

gargoyles, the Undead, fire-breathing
dragons...and if yvou survive, the all-powertul
Warlock! € u.uuhlmm__ strategy, intuttion,
and sorcery, you must be the ftirst to locate
six ancient runestones-and save all creation
from unraveling! Afraid? He already

knows that.

OFFICIAL

This alticial seal s your -
assancea thal this
product mwsls the
highest quality standaids
of Seya'™. Buy games .
and aceasnoties wilh this

AVOID IHL WINGED _ i PN
DRAGON’S FIERY SRRy ] THE DRUID ELDERS
BREATH! ACTINN S BESTOW THE MAGIC
ULLIUI. ORB... AND YOUR QUEST
BEGINS!
™

A
& it s :&‘
S ?

The evil unfolds...(516) 624-9300

o GENESIS 4«|d,lm

shes anlerfnunmnnl inc

_SEAL OF
QUALITY

_

aoal o be surg Hal they
are Compatible with tha
Saga'™- Gmmm“'
Dyslen,

Please get permusﬂlun f Fom whoever pays the phune bill betore callmg the above number. .
Warlock™ Developect by Realtime Associates for THinark Intelaetive € 1994 Trimark [téiactive h-:ua and Genesis aig Imdunmlﬁu ol Sega Enterprises, Lid. Al ghts

3 rmrwm ACClaHm is A diision ut Acclaim kMMa:|||nnm Il'll: @ & @ 1995 Acclaim Emcn.mmmu tre. Al ﬂghm reserved,

BATMAN FOREVER THE VIDEO GAME

SEPTEMBER '95

T™ & © 1994, Warner Bros. BATMAN and all related elements are property of DC Comics TM & £ 1994, All Rights Reserved.
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PREPARE FOR THE FINAL BATTLE!
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orget the strike. Sega Sports’ Grand Slam Baseball for Sega

St F Saturn is a major-league hit. This revolutionary title puts

. video Sports in a whole new light with 3-D players, 360
% stadium views, crystal-clear digitized voice, and scaling that

1’& gives the game visual depth. The play is harder-hitting and

+ much faster. You can pigh@Bbrdinate your outfield, throw
to base, and tag a runneR@UE in less time than it takes the
/ pros—so can your opponeRisgl@icing on the cake: incredi-
./ bly short load times. Your Sega#8attn accesses this speed-and-
g @ Kéfny Lofton steal.

diurn

deo hardball; It's
ice), but it packs
alistic, thrill-
an entire

Grand Slam Baseball is the Babe Rut
hefty (in graphics, options, and di gi@ed
all the power and speed you need
packed game. You can slam it out
pennant race, pit two teams agai er, or
EE_M__.. hone your slugging skills_ in a hom c_lerb}n If you
Controller want to test yourself against the best straight off,
Sega Saturn m load up an all-star game. As for coaching, Grand Slam
Baseball presents enough team-edit choices to satisfy
any control freak.

The remarkably fluid camera pans follow the
ball from behind home plate to deep in the outfield and ba ﬁ'ﬁﬂ‘mages
are equally impressive; Just watch the batter's fe “{;}ﬂ ve and
scale with him. Factor in a high-enefeffirap tune' ront end and spectacular
play-by-play speech, and Grand Slaft Baseball will have Sports gamers drooling.

Mpa——— s R
X i I ":r,.r" poie, Y "' "-H ._l_ f}!
e T

i

18
..:: By
8

l“ Rosex C '}'ﬁTﬂr i Ef | x "i

N
5

N

ulin entire team has never
heen so intuitive.

......

Looks like tE ol’ nuruuhll thrw lefty /

nere off his game. '
Gat team won the first World Series?

!
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NHLPA

Buy games and accessornes

they are compatible with
Sega™ Genesis™ systems.
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You get 600 real NHLPA stars, real 1994 stats and real play-by-play from Al Michaels — ﬁuerything :
but the dull ache in your jaw when the novocaine wears off. For Sega™ Genesis™ systems.

BRETTHULL
I /_\ !j

NY MORE REALISTIC AND YOU WOULD T 10 PLAY IT.

with this seal to be sure that

%:’ =

Brett Hull Hockey '95 is a trademark of Accolade, inc. Al Michaels’ name is used under license by Accolade, Inc. Accolade is an official licensee of Brett Hull and the National Hockey League

Players’ Associalion. @NHLPA 1995. The Sport Accolade Logo and name are trademarks of Accolade, Inc. Licensed by Sega Enterprises, Lid for play on the Sec

a™ Genesis™ system. ogga and

Genesis are trademarks of Sega Enterprises, Ltd. The Videogame Rating Council, its rating system, symbols and indicia are trademarks of Sega of America, Inc. ©1995 Sega. All rights reserved.




#” hat looks like a robotic chicken, moves like

lightning, and packs more ﬁrepawu than a
Sherman tank on steroids? You, as the pilot
of a slick intruder vehicle in Deadalus, the wnrkmg E l E a \“ “

title of a smokin’ new Shooter by Sega of Japan. 1

hot first-person Sega Saturn title pits you against

Deadalus, the mother brain controlling the solar | 1! "1 - - 1’
system. The game features a full-motion-video intro- . m‘_‘ym ‘-m'
duction that equals anything we've seen in a science- |

fiction movie. And the sounds are Sega Saturn

standard—in other words, it's excellent. Deadalus is

more than 30 levels big and filled with truly lethal robotic sentries, each armed with enough firepower to flatten your shields. If you like
your game play loaded with first-person blasting, you will love Deadalus.

If your intruder vehicle is a sci-fi analogy of a thunder chicken, then Deadalus is the equivalent of cyberhell. Each floor is successively
darker and more dangerous. Most of the action takes place in the rooms, which gives you a little chance to get
ready. But enemies can sneak up while you're moving down corridors as well, so no place is really safe. Things

= get even more difficult in the dark levels, where you battle by the indetermi-
lg ' nate glow of emergency lights. Scorch an enemy, and you usually get some-
l thing in return, be it more ammo, a gate key, generator recharges, or weapon
N TN r""“' & power-ups. While the game may undergo a last-minute name change, the in-
=y 1 Vo S ‘ VA tense game play is ready to roll. We'll keep you
e L T~ ""El" o e ¢ o T posted as to the final
T2l - a2 ' e B mewe... . Name and re-
e & lease date.

5

o | S g8 ,,;, Everything you need is onscreen.
TR B s ..J".hu.« The map in the upper left corner is
& ""“3 Sasial ol especially helpful in determining

oo B N 8 mg..- where you've been.

Don’t touch that dial; there’s nothing _=- " " b ]
wrong with your TV. You've just taken :-

a hit that's temporarily scrambled
your circuits.

Look for computer consoles, from
which you can download complete
level maps.

Now tell us it doesn't look a littie like pre e ™ Sega of Japan
a chicken, with lasers and vulcan B e e e S
cannon for wings. ——— — Controller
R T £ pison - 3 Sega Saturn
= 1 ¥ ] ] : Une

The red areas of any given floor are
active and will bring down your REFRESH T :
shield strength in a big hurry. - T i . 3 You faunch from this

, e _ - i base with three other
Enemies may appear dead center, but your fire ships. They don’t make

may go a little left or right, depending on which itin. You do.
arm is firing.

Sega Visions ~may 1995
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E ON, GIVE UP THAT ROCK. (
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“JUST SHUT UP AND JA

Shut Up and Jam 2 is all the trash talkin’ you could ever want. The animations are dope. You've got twenty-five ways
to slam. Behind-the-back passes. Double-clutches. Alley-oops. 10 players to pick from and zero refs. And it's the
only video game in the world with Sir Charles himself. Enough talk. Get Shut Up and Jam 2. Then drive it to the hole.

Charles Barkley's name and likeness are used under license by, and Barkley mswean

Shut Up and Jam 2 and Sport Accolade are trademarks of, Accolade, Inc. Licensed [ !
by Sega Enterprises Ltd. for play on the Sega Genesis System. Sega and Genesis '-.__;5",1-_"':
are trademarks of Sega Enterprises Ltd. ©1995 Sega. All rights reserved. aacss-
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Hole2is a must-birdie. pon't choke!

,Ei.f Troke MECHE |

i

{ 13 f.ut_ﬁl'}._"*;

s T 4 Fontes o v Choose wood for long-
BRI e, distance shots.

v Select a long iron or
b e e S e 3-wood for the first
ere’s a video golf game that in many =/ stroke on hole 1.
ways surpasses the real thing. Thanks to the Sega Satum S
triple 32-bit RISC processing power, Sega’s Pebble Beach Golf Links gives you =
sound and 360" 3-D graphics so sophisticated you'll have a hard time
Players AN believing you're not on the fairway. You also geta host of benefits not
One to Four offered by any real course (not to mention any other video sim): llghtnmg- - _
fast disc access that makes a game go muich faster than real time, the CHidp: v/ Select an iron when
digitized voice of Pebble Beach legend Craig Stadler offering pointers, and enough options that you - RECE by B POl
can hone your technique without leaving the couch. Learn the finer points of stance, club selectmn
‘and overall strategy with Pebble Beach, and you'll blow them away on the course.

Put Your Money Where Your Mouth 'IS

The truly confident gamer can dive right in to a high-stakes Skins game without benefit of
instruction or course overview (you can retain a subservient caddie if you wish). Mere mortals
would do well to take a few Practice rounds with computer-aided aim. Finesse your address,
wind adjustments, stroke power, and club knowledge. When you're ready to test yourself,
try your hand at Stroke Play, Tournament Play, or the Pebble Beach Open itself.
In addition‘to the c.nachmg value, Pebble Beach delivers graph-
ics and sound like you've never seen on any other piece of
hardware. Trees, hunkera, and creeks are

Publisher
Sega
Controller
Sega Saturn

v On the second stroke of
hole 13, angle to the
right to compensate for
the slope.

B rerscEne almost as vivid as if you
141H sirgis ..!!!‘ﬁ._- .
‘f: feet ’mmﬂm““ m were on the course. Throw

M in digitized voice and live-
action cinematics, and you've
got the most cmmnmn;b golf
sim around.

:I_!-.lqrI
l'-:

mnﬂ ﬂm Bl
"""“"ﬂﬂi once ,np: s mﬂﬂanp

're on the gmgn
Green Talk

Dogleg A hole with a sharply angled faiﬁvay.
Drive The tee shot on a par 4 or par 5 hole.
Fashion As if you cared.

Follow A stroke into a tailwind that mai:imizes the
: distance the ball travels. ~

Honors . Teemg off first as a result of wmmng the
previous hole.

Undulation The wavelike contours of the fairway and
the green.

o M A Iy
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24 HOURS
S THE
BEST WE

CHANRNEL ..
STOP JUST WATCHIG ..

Welcome to Sega Channel. The all day, all night video game channel. It’s up to 50 games a month
pumped into your humble abode. Get secret codes, insider tips and test drives of the newest games
around. Play what you want, when you want, for as long as you want, for one low monthly price. Call
your cable company or (402) 573-3637. About time, don’t you think? '

This official seal is your assurance that this
Sega™ GENESIS™ required. Sega and Genesis are trademarks and Sega Channel is a service mark and trademark of SEGA. product meets the highest quality stardards of Sega
©1995 SEGA CHANNEL. All rights reserved.




upernatural combat enters a nightmarish new dimension
on the Sega Saturn with Sega of Japan's Van Battle. Amaz-
ingly detailed 3-D characters; creepy, fluid animation;
and views that zoom in and out of the action add up to
one of the most freakishly beautiful Fighting titles ever. The 12 bat-
tlers range from horror classics, like Medusa and Frankenstein's
monster, to some bizarre originals. Heart-Horn-Heat carries his sev-
ered head at his side when he isn't flinging it at enemies. Chili and
Pepper are fiery-haired twins practically joined at the hip. They use
each other as weapons (but they don't rap).

The locales are as eerie as the characters. You clash in settings like
the Floating Islands, in which fighters can impale each other on land-
masses suspended in the sky, and the Palm, in which combatants
struggle on platforms of giant stone hands. With special moves as fast,
gory, and wild as the artwork is otherworldly, Van Battle is an absorb-
ing Sega Saturn experience.

TS

5 B ]
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Frankenstein's enemies
can feel a little light on

their feet when he
moves in close.

Chili likes to throw a little Pepper in

their opponent’s face. To spice
things up, press Down to Toward,

then press Button A.

[}
- -
......

Sega of Japan

Controller
Sega Saturn

( }HE or | "L'ftj

reeze, sucker! Up
against the arcade g%
machine...orisita &4
Sega Saturn? "
When you play Virtua Cop
on the Sega Saturn, we're
betting you won't be able
to tell the difference. The
take-home version of
Virtua Cop teatures the
complete arcade
game, plus game
modes you won't find
anywhere else but on
the Sega Saturn.
Virtua Cop is set up for use with

portedly under development. The game moves you
through one of three scenarios filled with ups and downs, moving
vehicles, and explosions galore. You have an option in crime bust-
ing: one shot simply wounds the bad guys, taking them out of ac-
tion. Two shots do them in. If you haven’t experienced the lock-on
targeting, true-to-lite action, dizzying camera angles, and rapid-fire
fun of Virtua Cop, you haven't felt the power of Sega-style virtua
gaming. Look for Virtua Cop on Sega Saturns everywhere soon.

Publisher
Sega
Controller
Sega Saturn

Players
One or Two
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ELOE DUT! Make short order of hilious blobs and evil trolls
with Prince Ali's weapons, punches and kicks — or dig
deeper to discover HIDDEN SECRET MOVES —a SEGA " first!

Ty .jr . B ! '.'1:."-- i3 -:'-_L.::&.-‘-.

o

PRl s

ROCGH ON! You'll need more than sticks and stones to
battle the Rock Boss. Count on the four Wild Spirits to back
you up — especially the superhot Efreet the Fire Spirit!

————
=

N N T YR YR TN

FIRE UP! Wrap your brain around mind-boggling puzzles
that lead to close encounters of the fire-hreathing
kind — then save up to 4 games with battery back-up!




ide-scrolling Adventure _
games are undergﬂing d p o .'-- _' ' _ ome very gtfange_read:
revolution, and Astal from S fee e strangely cool—stuff comes from
Sega of Japan for the Sega Saturn [ G S-Sy . § S Japan, especially when new systems
gives you a taste of things to . AW are released. We've been playing Gotha by Sega of Japan
come. With vivid anime-style art, |/ g A TS for the Sega Saturn, and we think this one hits that mark. Gotha
scads of glorious color, and scal- /7S 77 RGN AN | s a graphically detailed, high-atmos-
ing that's out of the galaxy (ene-  [S4 A=BF < MY B /. phere war sim. You select different types WM
mies attack from the midground et _ 4 | of combat ships and send them Rto 2 Seiotlis
and background), series of big, big battles against that Controller
Astal could just make most dreaded of adversaries, the enemy.  [RVSSESRHE
Adventure gamers One of the cooler features of
very happy folks. The Gotha is that you carry out combat ma-
story deals with a neuvers in first-person perspective,
young fellow whose ship to ship, then watch the damage in [P
princess is taken by both overhead and first-person replay [
mean and nasty folks. modes. You choose from a wide variety
Astal, who has been - of ships, and more become available
taken prisoner, es- as vou
capes into the cold, cruel, and TR S _ : move for-
truly bizarre world to save her. i Gt R EESIO,. | | . B ward in
(Hey, we never said the story was | # S N ATV - combat.
original, but the game kicks any- | FESEEE_—. SN T With real- S
way.) He's assisted along the way — [\k& ‘. X o A ism always an important
by his bird...a little blue guy with N s feature in sim titles, Gotha is a major step
a vicious beak. There’s some RS A VL forward in the battle-game category.
terrific stuff that might be com- - PR E RSt e g Look for more on Gotha in an Llpt?i:_:}m-
ing to America’s Sega Saturn, and * > . ing issue of Sega Visions.
this amazing side-scroller is a IS R ' '
possible contender.
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__* Publisher
8 ;é Sega of Japan
o A “ﬂ Controller
it e 2 Sega Saturn
1 +_ Players
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ast year Mansion of Hidden Souls drew rave reviews on the Sega CD in America and
L wowed crowds in Japan as Yumemi Mansion. It was an adventure into the opulent
domain of the Hunter, a being who trapped wayward folks in his mystic mansion
and turned them into butterflies.

The moon is full again and the Hunter is back, this time on the Sega Saturn in the
new Japanese hit Yumemi Mansion II. This time the mansion is bigger and better, featur-
ing the Sega Saturn graphics and sound quality that is rapidly defining video game stan-
dards. Yumemi Mansion II promises many new puzzles, a ton of
intrigue, and the kind of chills you get when you realize that
this nice entity who sets souls free as butterflies also pins those [l
butterflies to cardboard as trophies. Sega Saturn

While there are no announced plans to bring this hot new gl 8
title to America, you just may see Mansion of Hidden Souls on One
Sega Saturn by the end of the year. -

Looking into picture frames is a good
way to find clues. This particular
image offers timely advice.

BUG! BREAKS NEW GROUND
IN ANIMATED INSANITY

he animated antics of an egomaniacal insect are about to be
T unleashed on the general public, thanks to the outrageous power
of the new Sega Saturn. Bug, the main character, is a seasoned
actor—winner of the coveted Blippy (the interactive-entertainment
equivalent of an Oscar). Now he’s starring in his latest and greatest
feature, a major motion interactive game—appropriately titled Bug!
In Bug/—one of the first productions from Sega of America’s
Away Team—gamers challenge the carnivorously creepy Queen
Cadavera. A spectacular cast of wacky, computer-rendered, 3-D
characters and amazing new play mechanics highlight this six-act,
18-stage orgy of animated mayhem. Facing off against stinkbugs, dung
beetles, and all sorts of other antagonistic insects, you have to over-
come evil while hocking out great gobs of lethal bug juice. There’s
even a stunt bug that you can call in if you get a special power-up.
The stunt bug will take damage instead of Bug himself. Weird stutf.
With real-time 3-D scenarios, lavish landscapes, and ground-
breaking play control, Bug! gives you a glimpse of the future of
platform gaming. Expect it to ship around the time that the Sega Players
Saturn launches. One

Sega

Controller
Sega Saturn

Sega Visions « May 1995
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The cattle prod and six other

weapons will get vou pumped up

for some serious nipple surfing.

Why observe laws when you've got an all-time

favorite like the club to solve yvour problems?

#
W

-l'..
7

Ditch these cops and they'll take

to the air in their helicopters, ready

to bust your chain wielding butt.

R R ST s

Terrorize seven international
roadways and learn to say

road pizza in the local tongue.

How about a
COBRA % 3 sl RUDE BODY

little oil to send
vour pesky

nemesis to

scab hell?

If vou think

a couple of
punches to the
head blurs
vision, check

out the mace.

) 4
. T .

The nastiest, no-holds-barred motorcycle combat game returns to Genesis.

0T TR MDY

o
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hile other magazines are raising a big fog over Sega Saturn, Sega Visions is
cutting through the clutter to bring you the inside scoop on the hottest

¥ games for this powerhouse system. One of the biggest hits is Myst, the recent
PC CD international megaseller. Myst on Sega Saturn is everything that made the PC
version a hit and goes it one better with the bonus of a control-pad interface and
almost no loading time. The graphics are so crisp that you'll swear you were standing
on Myst Island. The sounds are indistinguishable from real life. And recorded video
segments play with movie quality. The pace is unhurried. You have all the time you
need to solve the game. There is no violence, only discovery and a puzzle-packed
adventure that takes you through time into the history of this magical place.

Myst drops you onto a strange, uninhabited island after you touch a moving
image in a book. Myst Island is small and rocky, covered with forest and several build-
ings. A ship lies at the dock. A spaceship is perched in the heights above a structure
that looks like an observatory. Searches of each structure reveal hidden entrances,
strange machines, mind-bending puzzles, and an adventure that will keep you com-
pelled for many, many hours.

While we're not going to give
the whole plot away, we will tell
you that the story of Myst Island
is the tale of Adrus, an inventor
of otherworldly books, and his
two sons, Sirrus and Achenar.
Adrus’s books feature moving

:;: 2 pictures that can transport peo-
= ple to different Ages, and when
=2 someone burns the library on
:51 Myst Island, Adrus and his sons

are each trapped in different
books. The books are missing
pages, which are scattered
throughout the Ages of Myst
Island. You must find the pages
and bring them back to the
books to get the clues you need
to solve the game. But it's much
harder than that!

T [f you're a fan of Myst,
The Dimensional ll““!“" g you'll find the Sega Saturn ver-
found in the hidden entss : sion friendly, famili d
the dock. It's one 0t & ion friendly, familiar, and easy
special effects of to control. If you are new to this
it to locate the enchanting world, playing Myst

t is going to make your day.

-

Publisher
Sunsoft

Controller

Sega Saturn .
Players m

One



with polygon-packed speed and style. Now Sega Saturn gamers get their chance to take a major step beyond the original with V.R. Vir-

N o question. Virtua Racing was the pinnacle—it was an instant classic in the arcades. It offered Racing unlike anything else out there
tua Racing from Time Warner Interactive. In addition to the full arcade version, you get a Grand Prix mode with four more cars, seven

more tracks, 15 competitive teams, and a ten-round world championship. Practice mode gives you the run of all the autos and tracks so that
you can learn all the new turns, gearing ratios, and top ends of each machine. Between the all-new cinematics and the solid commentary lies
one terrific game, and that’s what Sega Saturn owners can come to expect. Time Warner Interactive was kind enough to let us show you this
work in progress. Rumor has it that the programmers have come up with new techniques that make this already fantastic game even better to
look at. Look for more info in a coming issue.

publisher
Tl'lﬂ':' 1I|"I.~'Ir "H‘ﬂ'tit h ki L Sl

Controller  Tiki gods stand watch overthe Amazon Falls track. Knookia
m schnozzes, but beware: Their big noses _l_::%gpme road
- Smacka palm tree, and coconuts baund all over the aspf

main where they land until you tagtfigtiagain in la
_'::_'_Watch ' B i and those TE

Jteractive

e e O
irdes

Lr
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Q: How many headsets
does Sega’s Consumer
Service division go
through in an average
month?

You'll know wh

at flying i

ast track in your F1,

1R P RN

Drive like the devil
through Diablo Canyon
in your Sporis Coupe.

N front
holding g ':': You 360° p,

or Left Spify Your Rigpg

. et Modern racer in a modern

city: Take the Sports Prototype
through Metropolis at speed. It's a gas.
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t's 30 seconds till midnight, a heart-stopping moment before the
planet Duat is awash in nuclear devastation. It's Defcon 0 for the
Sega Saturn, a rich, complicated Action/Strategy title from Data
East. You're a cybernetics information technician for the mining
conglomerate Tyron Resources, assigned to install a computer de-
fense system at its corporate base. The entire planet is vulnerable
—the original system had to be disabled so that you could up-
load the new software—
and rival corporations
are quick to pounce. To
3 Al &8 | protect Tyron’s mines
egend says that thousands of TR IR, ™ | and your own hide, you :
years ago, a cruel despot 9§00 TR s amt i B learn the ins and outs of
ruled China, the country [ RGeSt FEREEIE AR S— | (he base, eavesdrop on

was Enve}{]pe.[j in turmoil, and 11 & o, ol oay _ o classified conversations, and

warlords clashed for control. This 2 3% ] | coordinate the base’s droids,

Chinese myth is the inspiration S K = weapons, and databases.

for Dark Legends, a brutal, bloody

new Fighter from Data East for the Sega Saturn. You play as any

of the 11 warlords, taking on the others one by one in hand-to-

hand, weapon-to-weapon battle until you confront the sadistic Im-

perial Throne himself. The structure may sound familiar, but thanks

to the Sega Saturn’s triple 32-bit power, the game play is not. In ad-

dition to the standard kicks, punches, and blows, the fighters wield

an arsenal of traditional Chinese weapons. Gory special moves are at

the disposal of each ambition-mad warlord.

Fighters’ basic moves include six unarmed leg and fist attacks.

The blood really flies when you throw in a scimitar, machete, or The weird, otherwordly 3-D-
mace. Lure in your opponent rendered graphics make learning
with a feint, block him, then your way around the base a com- |

publisher knock him off his feet (or pt‘ﬂlﬂ” task. Defcon 0 also draws you in w ith

M__Mtd___/—-—-r- ' knock his feet off) with a flurry the intricacy of your mission. This is no simple space shoot-"em-up.
Controller ' of slashes. For a taste of Dark Sniffing out the enemy and deploying your army of droids effec-

Legends, take a look at these tively is only half the battle. You must also allocate scarce resources,
gorgeous screens. The game I_'laﬂ-"igﬂtE_ the arcane online network, and finish upgrading the de-
should be hitting the shelves tense software—quickly. Hard-core military strategists and plain old
soon. Expect graphic Fighting control freaks should keep their eyes peeled for Defcon 0.

action, impressive speed, and a

’

R TN

touch of humor here and
there. It should slake the blood-
thirst of any battle maniac.
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One of the world’s most
iInnovative game companies
looked under the hood of the

(rystallizing B

Cr eca t | X /4 l ty future of video games.

rom the moment you walk through the door in the gracious, almost stately
ivy-covered stone building in Palo Alto, you sense that this place is different. P e
More electric. More advanced. Populated with young and intensely bright de- ~ 4¢ “
signers and technicians, the whole company is built around a common love of #3
gaming and technology. These are the people who genuinely smile as they describe ' §
every nuance and innovation they're feverishly packing into their titles. These are the
people who aren’t trying to get a handle on the current trends in video games but
are instead defining them.

For the last few years, the industry, the analysts, and the gamers of the world
have been keeping a very close eye on Crystal Dynamics, a company that was
built on the premise (and promise) that the best talent
and the best technology would conjure completely
new experiences on the next generation of game ma-
chines. It's no surprise that they decided to devote sub-
stantial resources to .
developing games for the FJ— -
Sega Saturn.

Crystal Dynamics
has already made its
name as a bold and in-
novative pioneer in the
brave new world of next-
The 30 Baseball team: generation technology.
(top row) Mark Burton, Now it's making games.

David Kirk, Andy Trapani; For the most advanced

(middle row) Sam Player, svstem availabl
Sam Dicker, Richard ) &

Anderson, Jeff Kesselman;
(bottom row) Cynthia
Hamilton, Bill Willis, Mike
Provenza.

The other half of F
the Solar Eclipse ERE B
troops: (clock-
wise from left)
Terry Falls, Dan
Brazelton, Eric

Lindstrom, and
Juan Ruiz.

yaad Bnoq fq sojoud

L —

Half Ihe Solar .‘.-'n::#pse trnups I]uug Ihde, Bob Smlth
Andy Trapani, Stephen White, and Andrew Woodbury.

The Vlrtua Flghter uf haseball gamesf‘ _

just when you thmk that video game dealg,ners
. have puahed the possibilities of re-creating base-
ball on the small screen to the limit, somebody
like Sega Sports or Electronic Arts comes along

. and redefines the video game baseball experi-
& ence. Now Crystal Dynamics has harnessed

. the incredible capabilities of the Sega Saturn to
create a baseball title that goes beyond anyone’s expectation:s.
3D Baseballtakes to the field with teams of fully articulated, texture-mapped polygonal charac-

lEls, much like the fighters that have astounded everyone in Virtua Fighter. Usmg advanced motion-capture technology (they

filmed actual big-leaguers in action), Crystal Dynamics has created a cast of highly detailed computer-generated ballplayers that dash about the
diamond with some of the most fluid, realistic animation ever seen in a video game.
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The design team also created a series of three-dimensional stadiums, all ot
which can be toured onscreen prior to a game. Controllable floating
camera angles allow the player to swoop through each stadium and view
the action from all over the field.

“What we realized with the Sega Saturn,” says David Kirk, coproducer
of the title, “is that we had an opportunity to create a fully 3-D game. So
it's an entirely 3-D world, and the player models are articulated, jointed
3-D characters. Because of the texture-mapping power, we can put very
detailed textures on the players, and make muscle definition, body shape,
wrinkles, shadows—all of the textures you'd see in real life.

“The other thing we take advantage of is motion-capture to get realistic
movement from real players. That enables us to give accurate quality of mo-
tion. We can make a run or a swing or a slide or a catch look and feel like it's
done by a real person, which is very, very hard to do with conventional ani-
mation. Using motion-capture, we can do in seconds what would take an
animator days to render. It's also so detailed and so precise, we can capture per-
sonalities of players—the quirks and the particular little motions they make. We
can integrate these into the game play.”

All this, of course, is the icing on the cake, and Sports fans—especially those who've been
disappointed by the current spate of gorgeous but marginally playable “multimedia” titles that
have been proliferating on PCs—might logically wonder if all this eye candy comes at the ex-
pense of actual play value. Fortunately, 3D Baseball delivers.

“The pitfall to many 3-D-modeled and motion-captured games,” says Kirk, “is the issue of
whether you're watching or playing the game. If you string together a bunch of motion-captured
sequences, then you're just watching the game. The idea behind our Real Motion Control tech-
nology is that it's a mechanism to connect real motions and motion choices, directly under
player control. You want an immediate response. We've invested a lot into the technology that
lets you smoothly blend these motions so that the control is always responsive.”

“One of the things we realize here,” says Andy Trapani, the game’s other coproducer, “is that
game play is the most important thing. We're pushing hard to make this the best-playing baseball
game as well as the best-looking baseball game. We have a lot of game-play experience here. | my-
self have played baseball games on every platform, dating back to the 2600, through the Intellivi-
sion, through Colecovision. Our goal here is to make it a great-playing game.”

Superb control and game play is being achieved through a number of technological and
design innovations. Real Motion Control is a technique for blending the animated action. Hun-
dreds of individual animation sequences were created for the players, ranging from swings to
slides to player quirks (like twisting a cap or patting a shoulder). Using proprietary software tools, the de-
signers then created a program that looks at the end of one sequence and the beginning of the next, then
fills in the action in between. The result is a game in which you can control your character from second
to second, making him swing, run, slide, and jump back up, while the Sega Saturn displays the entire se-
quence seamlessly and instantaneously.

“You'll see real-time things happening,” says Trapani, “not canned sequences. You'll see your runner
diving back to the base. And you'll see it in multiple camera views. In a true 3-D environment like this,
you can pretty much do whatever you want with the camera.” '

The game emphasizes all the things you haven't seen in a baseball title. This could be as simple as
controlling a headfirst or feetfirst slide (and actually having that impact game play), or scaling in on
game action you're actually controlling (as opposed to a canned sequence), or trading players and
saving the new team. You'll also be able to adjust all the stats, so you can make the Sega Saturn (or
your real-life opponent) as tough or as easy an adversary as you'd like.

3D Baseball, of course, has all the features that a true vid jock demands from a title: MLBPA li-
cense (real teams, real players, real stats), full season/partial season, and the manic play-by-play com-
mentary of CNN sportscaster Van Earl Wright. They'll probably leave out the player’s strike, but we
can all live without that.

Se0a Uisions « may 1993
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I]ranns of the Square Table twists gamers’

brains on Sega Saturn.

The inspired lunacy of Monty Python rams its crazed, quirky,
Spam-ingesting little head smack into the middle of Arthurian
legend in this beautiful, offbeat adventure game. In this world,
dragons are benevolent creatures who snack on crystals, while
humans are covetous little wretches whose lust for those crystals
will plunge the peaceful kingdom into darkness and destruction.

Dragons of the Square Table is the first Graphical Adventure
game for Sega Saturn. Players who have taken on these sorts of
titles know that they are largely games of wit and inventory
management. In other words, you cause an intricate animated
adventure to unfold by overcoming puzzles and obstacles. Finding
solutions involves conversation, exploration,

experimentation, and the creative application of inventory
items you find or earn throughout the story. Often, the key to
unraveling these puzzles is the ability to think like the game’s
designer. Since the designer is Terry Jones, the crazed cofounder
of Monty Python and director of the cultishly controversial
classic The Life of Brian, you've got your work cut out for you.
You play as Flicker, a young dragon who splits his time be-
tween concocting contraptions and training to be a squire.
You uncover an insidious plot by the humans but can’t get
the other dragons to take you seriously. Thus begins a series
of puzzles, predicaments, and misadventures that will strain |
your brain while tickling your ribs. ‘
The game is divided into “rooms”—hand-painted settings
where Flicker must search for objects and devise ways to
overcome obstacles. Each room is multilayered and three-
dimensional, allowing you to sniff out every nook.

The interface allows you to cycle through different |
actions—talk, take, use, and so on—so you can control
Flicker's interaction with his environment. More than 3,000 frames

of animation and five hours of recorded voice-overs bring the cast

of 40 or so unique characters to life, according to David Sze, the
game's producer.

Expect to see bizarre and hilarious twists on every Ad-
venture convention known to gamer. The CAT-a-pult arcade se-
quence, for example, requires you to launch a live cat at
shooting-range-style targets, all suitably done up in a castle facade.

If you haven't tried a Graphical Adventure before, this is an
excellent place to start. The gaming experience of Crystal Dynamics
coupled with Terry Jones’s oftbeat brand of hilarity will keep you
laughing as hard as you're thinking.

S 4 A w4l
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arcade action in space.

[f you're wondering how the Sega Saturn will handle a frantic, flat-out, first-person flight through richly textured canyons, caverns, and even
asteroid fields, Selar Eclipse is the title to take out into space.

Solar Eclipse plunges players headlong into the deepest reaches of the universe in a 3-D Shooter that unleashes the awesome power of
the Sega Saturn. You play the part of Jake Cross, an experienced space pilot with a checkered past and a lot of brutal battles ahead of him.
You and a team of pilots have been sent out to check into a potentially hostile situation on one of the moons of (you guessed it) Saturn. You
have to battle your way across eight planets in your quest to unravel the sinister secret of the Grid.

In addition to a screamingly fast frame rate, Solar Eclipse features fully texture-mapped backgrounds and more than 40 minutes of spec-
tacular full-motion video sequences starring Claudia Christian of “Babylon 5.” Much of this video is seamlessly integrated into game play, as
the camera angle switches from your point of view to exterior shots of your ship and tracking shots that go all over space. More than 400
communications sequences enhance the realism of the game, as well as giving you valuable battle hints.

Again, though, the rich nature of the 3-D-rendered animation exists as a spectacular second-place teature, overshadowed by the intense
depth of game play. Above all, this is a Shooter. But it’s the sort of Shooter you could see only on the Sega Saturn.
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Blood Lust and
Battle Action |
so that you can exact revenge on your murderers. The downside of

Lﬂgﬂﬂd of Kain EID'BI’ES the dark side the deal, though, is that you've come back as a vampire. And you
l]f adven[ure gﬂlﬂiﬂg. cannot survive without blood.

; As a vampire, you can morph yourself, taking on the forms of
There’s no princess to save, no prospect of glory, no hope for peace. wolves, bats, or mist. These

The evil you must face lies as much within the tortured depths of forms give you different abil-

your soul as it does in the dark forces that gather in the gloom. And  jties in battle and explo-

your very survival demands that you feed upon the innocent blood  ration. There is also an

of others. intricate and potent spell-
Make no mistake: The L{?gﬂ'ﬂd {Jfﬁiifﬂ—ﬁfﬂﬂff Omen is a very ma- casting system that allows

ture, very complex tale of revenge and heroism that forces you to you to store up spells and

face morally compromising consequences as you set out to battle a unleash them at will.

greater evil. In EVEIY way i[]]El_giI'l&blE, this is not your standard The way the story un-

sword-and-spellbook saga. folds makes it different
For one thing, you get killed at the very beginning of the game.  from most Adventure

You make a Faustian deal with a dark being who returns you to life games on the market.

A . A . 4
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e # Because of the massive storage space of a CD and the advanced sound capa-
&= | bilities of the Sega Saturn, the designers were able to use actual voice-overs
- | —more than 20 hours’ worth—to narrate your progress and add voice in
W character conversation. Text descriptions will be available as an option, but
| you can play with voice only, enhancing the engrossing nature of this
- | dark fable. The story was scripted by Dan Chichester, a comics veteran
% who has worked with Marvel and adapted Clive Barker’s work.
Beyond all the design innovations, spectacular art (25 minutes of the
most dazzling and sinister 3-D animation you've seen, including a
swooping flight through a mist-shrouded village up to a terrifying, skull-
shaped fortress), and intricate story lines, however, is the red meat of
this ominous adventure: the combat.
This is real blood-drenched, bone-jarring, back-breaking, live-by-the-
sword-and-die-by-the-fangs stuff. Double-taps and combos unleash awe-
ﬁ: some assaults on bloodthirsty enemies. Swords swing, spells crackle in
the air, and helms and skulls are cleaved and hacked by massive
f weapons wielded by brawny limbs. Fully controllable, on-demand dynamic camera
7 movements keep the battles raging as the point of view shifts.
“The ultimate objective of the game is to defeat the final evil and rid yourself of the curse of vampirism,” says Jim Curry, product man-
ager for the title. “But to get there, you have to face an awful lot of combat.”
This is a dark, dangerous departure from the worlds of adventure that gamers have grown up with. It’s a scary, journey into a land
shrouded in evil and a soul wracked with remorse.
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Basketball ’95 ﬂaunts ntI nuurt actmn
from a new perspective.

How big is your TV screen? Big enough to handle the action of up to ten—yes, ten—players
in a basketball game that features sprites almost half the height of your screen? If not, start
shopping, because Basketball "95 strains the limits of b-ball game play.

This game is as close as you can get to actually control-
ling a game while you watch it on TV. The behind-the-
basket perspective gives you a sensational, high-angle view
of the action. The instant-replay feature lets you move the
camera view all around the court, zooming in on the area
you want to see the most.

The size of the sprites is amazing by any standard.
They’re easily twice as large as the sprites most gamers are
used to, according to the game’s producer, Bill Mitchell.
Players scale up and down as they charge the court, remain-
ing clean, crisp, and colorful. This is especially nice, since

the rotoscope technology provides for real, recognizable
images of actual players. The control follows whichever
player has the ball, but a special franchise-player mode
lets vou control your favorite play, even after you pass

. off the ball.

Innovative stat graphics and type banners give you the
impression that this game is actually being telecast on TV. This feeling is heightened by the voice of
CNN commentator Van Earl Wright.

The game supports Sega Saturn’s 6Player multiplayer tap, so up to ten players can go five-on-five. A major license is in negotiation, so
watch for more news on this title.

SEga Uisions » May 1995
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Gan you find true happiness in a heavily armed,
extraterrestrial 4-by-4?

“Have you seen the grill-cam sequences?” asks Jim Curry, the prod-
uct manager for Off-Road Interceptor. “Very cool! Originally, we had a
hotter physics package for that feature, but some people were getting
motion sickness from watching it.”

Squeamishness aside, this is one of the indications of just how
realistic the futuristic driving action has become on this new Sega
Saturn sci-fi vehicle sim. The crew at Crystal looked long and hard at
feedback they got on a previous version of this game and set out to
tune it into a massive, manic ride, via the revved-up processing
power of Sega Saturn.

“You've got that much extra power on the machine,” says
Tim Roberts, the game’s producer, “so you can get all that extra
speed and all those added features.”

.,‘.._."
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Off-Road Interceptor is an aggressive fast-paced, interplanetary
combination of driving and shooting. Using the shell of a truck, you
add far-out weapons and power-ups that turn you into a four-wheelin’
engine of destruction.

Beside the “grill cam,” the Sega Saturn version features en-
hanced graphics and control. The design team is currently shooting
new video footage and adding art that heighten the sense of speed

and danger.

Voice-overs have been added in the form of a “controller” who
briefs you on your environment each time you're dropped into a
hostile new world. The gamers at Crystal Dynamics spent a lot of
time playing through each level, coming up with the best strategy
tips they could think of. These are passed on to you by the controller
as you make your way into the wastelands.

. seqd Uisioms - May 1995
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Ny BUY FIVE SEGA CD GAMES, AND GET A

STEP UP TO THE AWESOME POWER OF THE SEGA CD—FOR FREE!
SIMPLY ORDER ANY FIVE OF THESE HOT SEGA CD TITLES FOR
@ THE LOW PRICE OF $45.80 EACH, AND WE'LL SEND YOU A
S\’ SEGA CD SYSTEM FREE!

sega Vislons = may 1995




FREE SEGA CD SYSTEM!!!!

800-475 SEGA

THIS NUMBER IS FOR ORDERS ONLY! i
For all other customer-service o Eﬂﬂ—ll'ﬁ.ﬁEEE.ﬂ.
Sega Visions operators are standing by to take your call 24 hours a day, IMPORTANT NOTE: THE SEGA CD SYSTEM REQUIRES A SEGA GENESIS T0
seven days a week! Please have your Visa or MasterCard ready, along with your ~ OPERATE. NOT INCLUDED. Supplies are limited—offer is subject to
game selections (and alternate choices). availability. All offers are subject to sales tax where applicable plus regular shipping
and handling charges (57.95). Offer is good in U.S. only. Offer is not valid in combination
Ofer expires August 31, 1335. with any other Sega promotional offers. Please allow two to three weeks for delivery.

g(——_——--————--————————--—-—-

YES! I WANT A FREE SEGA CD SYSTEM!

Yes, I have marked my five game choices with an X and four alternate choices with an A (in case my
first choices are out of stock), I have read the important note above this order form, and [ have
enclosed my check money order, or credit-card number—so send me my free Sega CD systern today!

) 4415 Adter Burner 3 ) 4441 Ecco: The Tides of Time . 4411 Jurassic Park 14206 Prize Fighter
1 4445 Android Assault 1 4855 Eye of the Beholder _1 4444 The Masked Rider _) 4607 Racing Aces
J 4401 Batman Returns 1 4410 Final Fight 1 4433 Midnight Raiders ) 4423 Silpheed
1 4308 Bouncers ) 4448 Flashback 1 4442 Mighty Marphin 14407 Sonic CD
14651 Dark Wizard ) 4608 Formula One World Power Rangers 1 4412 The Amazing
14419 Double Switch Championship ] 4202 NFL Greatest: San Spider-Man vs Kingpin
j 22 40 DI‘E[:II].E Ul'l]EEEhEd ] 4201 ]UE Montana's FI'GIIGIEEEI Vs DE.I].EE ’j 4429 Tomecat A.I].E}I"
B 4408 Ecco the Dolphin NFL Football ) 4652 Prince of Persia
cCcO

USE THIS FORM OR CALL 800-4975-5EGA

NAME
ADDRESS Five GAMES @ $ 45.80
Ciry STATE ZIp SueToTAL | $229.00
HoME PHONE DAYTIME PHONE CALIFORNIA RESIDENTS, ADD SALES TAX

Visa MASTERCARD PostaGe & Hanoung | $ 7.95
CReDIT CARD # Exp. DATE TOTAL ENCLOSED

ol MAKE CHECK OR MONEY ORDER PAYABLE TO SEGA OF AMERICA, INC. PLEASE ALLOW TWO TO THREE WEEKS FOR DELIVERY.
. SEG@A ReTURN THIS ORDER TO: SEGA Visions FRee SEga CD OFrer, P.O. Box 3498, Sauinas, CA 93912
e {SGHHH‘, THIS OFFER AVAILABLE IN THE U.S. DNL‘L) Sega, Sega Genesis, and Sega CD are trademarks of Sega, © 1995 Sega. All rights reserved.
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ruisin’ down the informa-
tion highway, lookin’ for
some fun? There are two
ways to access Sega’s universe of
online offerings: CompuServe
and the World Wide Web.
Here's the lowdown on both.

C

==GO-SEGH ONCOMPUSERVE-

CompuServe is a computer-based information and communication
service that lets subscribers connect to a world of comprehensive
information about the latest in Sega video games and develop-
ments in interactive entertainment. The Sega forum on Compu-
Serve (reach it by typing GO SEGA) offers bulletin boards and
real-time conferencing to provide communication with developers,
other gamers, and online guests.

CHITCHAT

Previous online conferences have included guests such as Roger
Hector, vice president of Sega’s Technical Institute and lead de-
signer of Sonic & Knuckles, and Joe Miller, senior vice president of
Sega’s product development. Subscribers even had the opportunity
to chat with the big guy himself, Tom Kalinske, Sega of America
CEO and president. Members can still log on to hear Kalinske give
his version of the Sega scream (the kickoff to an online Sega-scream
contest). Game enthusiasts can ask questions, post messages, offer
advice, start fan clubs, and essentially have electronic meetings
with gamers from around the country.

CompuServe subscribers can also access an entire Sega library
of game tips, quick news bits, hints, video clips, and still graphics,
plus get all the news about the interactive-entertainment commu-
nity. There are even online shopping deals.

SEEK AND YE SHALL FIND

You may decide to check out Sports Byline USA’s sports commen-
tary and hear what Ron Barr has to say, or to delve into the latest
information about sports medicine. Who knows? Maybe you feel
like jumping into the Members Upload area to show off some of
your own graphical creations. Perhaps you need to shop for a hard-
to-find game or accessory. You could even join in a conference and
offer creative ideas and heartfelt opinions.

Sega Visions is online here, too. Each week, we upload articles,
reviews, tips, codes, and readers’ comments into the Sega Visions li-
brary. You can read it first on CompuServe.

For more information on CompuServe call 800-621-1253 and
ask for the Sega representative.

56 sega Ulisions = May 1995
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THE WORLD WIDE WER

Like CompuServe, the World Wide Web (also referred to as the
Web, WWW, or W3) offers gamers access to Sega through a Sega
site. Most computer communication services have plans to provide
their members with access to the Web, so if you read this and de-
cide you want to log on and become a Web-head, just check with
your online service (Sega’s Web address is http://www.segaoa.com).

The Web is a graphical navigation system available on the In-
ternet that provides a community of online resources throughout
the world—that’s why it's known as the World Wide Web. It's not
just another system to help you retrieve information from the In-
ternet; it's much more. The Web has two unique characteristics: in-
teractive multimedia and hyperlinks. Interactive multimedia means
that the Web gives you access to a variety of media and resources.
These include graphics, audio, video, photos, and documents. A
hyperlink is an electronic pointer of sorts, helping you to jump
around to each area of interest quickly. Hyperlinks are clearly
marked, often boldface or highlighted words (called hypertext) that
are obvious enough to be easily recognized.

GET HUPER!

By pointing and clicking with the computer mouse, you can go
deeper and deeper into a site and even hyperlink to other sites on
the Web. You can virtually follow your interests—it’s like owning
the world’s biggest collection of books, videotapes, slides, and com:-
pact audio discs.

Say, for example, you begin your Web session in Sega Sports
from Sega’s computer site in California. You've started looking at a
cool video clip of a new baseball game, and directly below the
video you notice that the word baseball is highlighted (a hyperlink
clue). So you click your mouse on the word. The history of baseball
appears from a Web computer housed at the Hall of Fame in Coop-
erstown, New York. Now you're scrolling through the history of
baseball and you see a lot of other things highlighted. The word
anthem catches your eye—you click on it, then music, then rock-and-
roll. Who knows—you could end up leaping to a short video of the
Beatles housed on a computer in England. This is just a made-up
example, of course, but it gives you an idea about what it means to
cruise the Web. You decide what you want to see, hear, or view.

CYRERSPHCE, SEGA-STYLE

The main interface on the Sega site resembles a village. Look closely,
and you'll see graffiti-like hot buttons: Who Are You, Home Arcade,
Hot New Releases, Sega Visions, Sega-Tainment, Sega Channel,
Other Cool Stuff, and Sega Sports are a few of the options. Simply
by clicking on any area of interest you can explore further and fur-
ther into any topic.

OH, WHAT A TANGLED WER YOU CAN WEAVE

The Sega Web offers incredible ever-changing graphical interfaces.
[t's essentially an interactive publication. You get game previews
with both text and graphics. You can download screen shots (GIF
files) and audio (WAV files) from games like Doom and Fahrenheit to
enhance your desktop. There are drawings for free games for each
new game profiled, so you always have a chance of winning. The
Sega Web offers tons of awesome online events, like the Sega Sports
Fantasy Baseball Season Sweepstakes (the lucky grand-prize winner
gets season tickets to any major-league team). Whatever you want

) to do, with the Sega Web site, it’s at your disposal.
::'?:EE SN Sega Web offers a world of fun things to do and see!
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he gorgeous (and gory) game play of Primal Rage is coming to

Genesis, Game Gear, Genesis 32X, and Sega Saturn this fall,

and the translations look sensational. We recently got our
hands on a preliminary Genesis version, and everyone around the
office is impressed.

Time Warner Interactive has crammed a lot into this 24-meg
cart. Using fangs, tails, claws, and other reptilian appendages, each of
the seven characters weighs in with a whopping 70 moves or more
(plus 8 special moves and 2 or 3 fatalities apiece). Psychological war-
fare is involved as well. Using the original arcade code, TWI has in-
cluded all the arcade modes and features (including the ability to eat i
people—yum!). And the stop-motion animation is out of this world. [t

Expect to see the Genesis and Game Gear versions in late August,
with 32X cart and Sega Saturn versions in November. Enjoy this early
look at some Genesis version screens, and, of course, keep your eyes

_peeled for a complete review in a future issue of Sega Visions.
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The 1 amllj vacCatio Y] o

ou

Okay, so sometimes the family vacation can be a drag. But when you stay at Howard Johnson hotels this sumner,
you 11 get to play Sega Game Gear™ for iree AND take home a FREE SEGA GAME GEAR GAME TIPS VIDEQ with secret

tips on the hottest Sega games. KIDS GO HOJOS WITH SEGA™ also means your little bro or sis gets a Iree
PunPack™ jammed with cool stuff. Hint: Tell your parents KIDS STAY FREE and you 're practically there!

e

Plazas  Hotels ® Park Square Inns ® Lodges ® HoJo Inns

HE COMFORTABLE LANDMARK"™

Have your parents call 1 'SOO'I'GO'HOJO for reservations

Sega, Game Gear and all game titles are trademarks of 5ega. See individual game boxes for trademark information, ©1995 Sega. All rights reserved.
©1995 Howard Johnson Franchise Systems, Inc. Kids 17 and under stay free in same room(s) as parents, using existing bedding. One video or FunPack per kid /per stay.
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. Check out his acrobatic glides,
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Don't let his size fool y ]

. ~ Charmy Bee can carry the heavi
ou met the dreaded red one in Sonic & Knuckles. You characitrur anywher;whe wanltas:‘:!ﬁn

made him fly, wall-walk, and bust his way to places that up to the secret hidden stuff.
Sonic could only gaze at wistfully. But if you think you . =
know Knuckles, you've got another think coming. Jaded, Wﬁ LR | Al
been-there-done-that gamers are in for a surprise in Knuckles’ Chaotix Dt INFDRMATID -
from Sega, which marks the crimson echidna’s debut on the Genesis. E?iﬁ g ﬁ S | THE 20016
- 32X. You get a whole new cast of playable characters, all with differ- S EN— NES 12
ent personalities and skills. You get game play that’s 40 times faster & LR Yy wi
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resolution, and more animations than in Knuckles’s last game. And Y B v o o s o oo’ w0 o 4
that's not the half of it. - He’s a tune-loving croc who A =\ | ¥
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in addition to spin-dashing and = - E b 3 Ol
climbing walls. ~ Walls won't stop this chameleon.

pportunity presents itself, he'll
scramble across a ceiling or
mad dash.
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What's really revolutionary about Chaotixis a new technology that

hooks characters together in totally new ways. Specifically, it tethers

two characters together, giving you twice the talents of any one char-

acter but also twice the challenge in figuring out how they interact. It

works like this: a springy cord connects your character with a second

combination character, or Combi. A Combi can give you a hoist or a Walkj,

speed burst that your own character couldn’t pull off on his own. You "8 _ enemieg 9 talent can hey

can fly over a particularly hazard-prone section, for example, while & A 0 P you
your Combi picks off enemies that get in the way. If your Combi can't Otnik o . ; }]Chec:k behing

jump high enough to follow you onto a platform, just pick him up and U walk behfy becg Me a‘rarhe Dr.
toss him. Fighting Robotnik while attached to an ally does present Nd the, ~ ~“Slucen
some complications. The decisions that you must make in pairing up
characters and combining their strengths add a heavy dose of puzzle
solving to the world of Mobius.

As for plot, it’s classic Robotnik. You must sling, fling, lift, and
snap your Combi through five enormous, graphically impressive levels
to gather rings and confront His Eggness. Unlike recent Sonic titles,
Chaotix takes you through the levels in a random order. Along with the
plentiful bonus rounds hidden behind walls and among the plant life,
the nonlinear story line makes for great replay value. If youre ready to
move on to a Mobius game that'’s graphically and strategically more
sophisticated, Knuckles’ Chaotixis just the ticket.

¥ Plug in a second control pad and go after the Egg Man with a
friend. Just load a previously saved game, choose 1P/2P, and
press Start.

Tether on
these metallic
‘troublemakers
to combat
Robotnik’s
goon squad.
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W’ue received so many letters asking what it’s like

to be a game designer, we decided we’d better respond,
or we'd face mutiny. Just for you, we met up with one of
the hottest designers in the industry, Novak. That’s right,
just Novak (when you’re as cool as he is, you don’t need a
first name).
' Among other projects, Novak designed the awesome
X-Men 2 on Genesis and Spider-Man for the 32X, which is
due out this fall. Sega Visions also learned that Novak is
the lead designer in a top-secret groundbreaking game for
Sega Saturn. And he’s cofounder with Ed Zobrist of Zono, a
game-development company in Los Angeles. So for all you
readers dying to know more about being a top game de-
signer, here’s some insight from one of the best.

Novak, your coolness factor is extremely high

around here. We're anxious to hear the basics—what are you about?

Im I'm a software junkie. It's almost a religion to me. I never
set out to be a game designer. I just kind of fell into it. [ have a knack
for it.

I've heard managers call the type of people who work on games
self-starters: the type who would be doing it anyway, even if there

62 sega Uislons

. , m [ started out in the sixties working with music synthe-

X-Men 2 designer NOVAK

on breaking into the business,
San Francisco punk bands,
and a top-secret Saturn ﬁtle.

weren't a video game industry. They would be puttering around
with computers—making balls bounce around the screen, making
farmhouses blow up (on the computer screen of
course).

Game designers are their own type of people. We're all differ-
ent—we’re all weird and proud to be weird—and happy that we can
work and be weird at the same time.

OK—the colossal question: How did you be-
come a game designer?

sizers. I received a bachelor of arts degree in electronic music from
New York State University at Albany and came out to California to
get my master’s degree.

While studying for my graduate degree, I put together a band in
San Francisco called Novak. Punk rock then was just starting to hap-
pen as a result of disco. I don’t know if you like disco, but
all of us rock-and-roll guys didn’t. Music had become too corporate,
too sanitized, and punk rock was bringing it back to being an expres-
sion of emotion.

Because of my music/sound background and going to school, I
had access to a recording studio. I was able to start record-
ing bands that were a lot more popular and better
than I was, along with my own stuff. That’s how I got into pro-
ducing the famous San Francisco punk-rock bands, like the Nuns,
Crime, Readymades.

Meanwhile, my school buddies were doing computer stuff, like
building their own microprocessor-based machines (this was before
the days of home computers). I was absolutely seduced by the tech-
nology. So much so that I jumped out of the music scene to learn
how to program, like making a digital sound-synthesis system for
the Apple II. I worked with many people and built a reputation in
the Bay Area computer-music underground.

Around this time, video game companies were starting to de-
partmentalize the way they did stuff. That’s when they started look-
ing for computer-music guys. I worked for Sega Enterprises from
1982 to 1985 as a sound designer. That was the entry.
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Then around 1985 the video
game industry slowed. You couldn’t
buy a job in the field. [ gotajobforthe =~ =
Navy designing and implementinga tar- =~
geting device for antisubmarine heli- |
copters. When [ interviewed, they
portrayed it as a big video game inside the
helicopter—all these monitors. The target-
ing device was sonar based, so it tapped
into my electronic-sound experience and
my video game experience.

The military at that point was interested
in establishing & link een the
helicopter cockpit and video
arcade games because a lot of the people
they were training grew up playing arcade
games. They were interested in how much in-
formation you could display onscreen and still
make sense of it.

[ worked for the Navy for about a year until
a friend working at Mattel contacted me about
programming an artificial-intelligence robot. At
Mattel I also designed the toy-to-TV in-
terface for “Captain Power,” the world’s
first interactive TV show. This toy was like a jet with an optic sensor
in it that you pointed at the TV screen. If it “saw” a laser blast or an
encoded bad guy and you pressed the trigger, you got a point. The
show ran only about a year because it was too expensive to make.
Then I designed a line of video games that used the power glove.

What advice would you give to someone inter-
ested in becoming a video game designer?

m Stay in school and pay attention. As a game designer, you
need to draw on such an eclectic mix of disciplines. All this stuff that
[ thought I would never use comes into play when you're making a
ame. Being able to do math in your head is real%y
?lelpful You're always doing estimates.

Video game engineering, especially for the Sega Saturn, is very
advanced technology. You really have to love playing games because
working on a game is an extremely hard job. It's not a nine-to-five
job. You think about it, you dream about it—it’s your whole life.
You have to play a lot of different games. You learn stuff from other
games. And the hardware keeps advancing. Every couple of
vears your whole world gets topsy-turvy. Your work
becomes obsolete so quickly that if you're looking for immortality,
the game business is not for you because it
changes so quickly.

My advice would be to do some-
thing with games and computers,
_ whether it's learning how to pro-
f' gram, use a paint program, or use
" MIDI synthesizers. I'd also recom-
mend joining a local computer-
I user group and possibly doing
| _ " animation projects. Show other
i people in your club what you're do-
,_;;f: ing. No one is going to know what
I you're doing if you're off by yourself
| in aroom (where a lot of us like to
1 be). You can also check out online fo-
" rums about game design.
v If you're a computer graphic
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| A program. That doesn’t mean you have to be an ace programmer,
’ | but you should know about programming languages. The lan-

guage everyone uses now is C. If you're a programmer, get a de-
gree in computer science. At the same time, you should know
- | about electronic paint programs and electronic music. You
don’t have to make the music, but knowing how it's made is
absolutely essential.
Lastly, master communication skills: English and litera-
A ture. You have to know how to talk, how to present ideas
and read and write. You'd be surprised how many people
have been held back because they lack these skills. No
1 one is going to spend two or three hours

A trying to figure out what your stupid idea
A is from a poorly written document.

2 Tell us about the design process.

m The game starts with a 10- to 15-page con-
cept paper. It’s like an instruction book for a game
that doesn't exist. You work out the play mechanics
and plan your goals. If the concept paper is ap-
proved, you move on to preliminary design. It usually en-
tails some artwork. Then you describe the game design level by level
in 20 or 40 pages.

What you want to do is get people interested in a game idea. It
doesn’t have to come from you. For example, on this top-secret
game for Sega Saturn, it was the producer’s (Ed Annunziata’s) idea.
And no, I can'’t tell you all about it, but I can say, I loved the idea
right away and told Ed that [ wanted to work with him on it.

Not to break your train of thought, but can’t you
please tell us even one tiny little thing about the game? We won't
tell anyone.

m Yeah, right, like a million people aren't reading this. OK,
I'll tell you one thing. In the game, we're bending over backward to
use every aspect of the Sega Saturn hardware. The game, and others
under development, use many types of technologies—from motion
aﬁture to digitized actors to different display techniques. Sorry. It’s

I can sav.

So anyway, we spend a good three to four months developing
game specifications,
which translate
into about
150

a team of artists %
and programmers %
and pore over it, page
by page. The lead pro- b
grammer is responsible for
coordinating all the activities.  —
The lead artist creates the graphic
look of the whole game. For example when you design enemies for a
game, someone has to break down how each enemy is animated, how
much memory is assigned to each enemy, and where they appear.
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Creating a game is a real interactive process. You're one of
many people on the team. If you want to call the shots
on the project, game designer is not the position
vou want to have. The guy who does make all the decisions is
the guy spending the money, usually the publisher.

X-Men 2 just hit the streets. What was it like work-
ing on a sequel?

[ started working on X-Men 2 one and a half years ago.
We wanted to create the best Marvel game ever, to make the X-Men
more X-Men-like. The thrust was
toward using the X-Men's mu-
tant powers, so we made the
powers available at all times

instead of making them a
limited resource.

X-Men 2 was
like doing seven
games at once.
o - There was an enormous
N Ve “< amount of work be-

L | cause the player can
change characters.
Nightcrawler’s
transporting
skills, Psylocke’s
psychic powers,
Wolverine's abil-
ity to climb with his
claws—each of the X-
Men is so different from
the rest. We had to design
play mechanics to take ad-
vantage of each personality.

Is there much

difference between working on a licensed
property and working on an original
concept?

m Well, working on

something like Marvel characters—something you
love—you want to do them justice. When we
| started the game, we already had a lot—the X-
| Men have been around for 30 years.
Coming up with an original game design
takes much longer. With an original game, say,
Sonic, I imagine the goal was to make a game
- that really ripped. So Sega designed a game
that scrolled faster than anything in the his-
tory of video games, then designed a fast char-
acter. I'm just speculating on this, but the
point is that they found a way to go fast, then
developed a character to take advantage of that.

How do licensing restrictions fig-
ure into design?

m They can be very difficult. On X-Men 2 they
weren't that tough because I had the pleasure of working
with a great guy at Marvel—I could talk with him any time I
had a question.
When licensors don’t work with you, you do what you think is
right and show them the game, and they say, “Oh, this isn’t right.”

-

© 1985 Marvel Entertainment
Group. All rights reserved.
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Then you have to go back
and change stuff.

But Marvel was in-
volved with the game as we
were thinking up stuff. The
Marvel people reviewed
and critiqued each revi-
sion of the game design,
which is kind of tedious.
It's like handing in a
term paper, but instead
of getting a grade you
get a sentence for
every single one of
your sentences.

Sega Visions:

What have been
your greatest
influences?

LT 1 fip-
flop between se-
rious art and
popular art. [
spent my un-
dergraduate life
studying the
European
avant-
garde composers of the 1940s and 1950s. On the
other hand, I loved Alice Cooper (not at the same time). As for
movies, Blade Runner is probably my all-time favorite. I like it be-
cause it deals with memory.

[ also love books. But with a book, you can fantasize, but
you're not fantasizing interactively with the author. With video
games you're fantamzmg in real time with the authors. Making
video games is similar to playing in bands: You're
performing, except your perfor-
mance is once removed.
You're not standing up in
- front of an audience;
- you're program-

ming a com-
" puter, telling
. it how to
perform in
certain
circum-
stances.
Players
are interact-
ing with that
performance.
[ feel

funny advocating
video game fanati-
cism because it does
make you weird, but
it's fun. And if you
don’t have fun in life,
you're missing something.

Funny, that’s our motto!
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Segas =il At Lineup

New Games Unveiled at Industry Expo

T

his May at the Electronic Entertainment Exposition in Los Angeles, Sega is giving the world an in-
troduction to what promises to be the most exciting software lineup ever. Sega Saturn and 32X.
Genesis, Sega CD, and Game Gear. Every platform is receiving the royal treatment with the best of-

ferings Sega can muster. While others have to go to the show (which is closed to the public) to see these
titles, Sega Visions went on a raid to get the word, and we're giving it to you here, no speculation needed.

Even though Sega Saturn and 32X are the big news, don’t put away your Sega CD, Genesis, or Game
Gear just yet. A ton of hot titles for these platforms are coming your way, each showcasing play at the
Next Level. The hottest titles, The most popular characters. And the best game play.

22X Travag

After giving millions of Genesis and Sega CD owners the power to
move from 16-bit to 32-bit play in one simple, economical move,
Sega is delivering second-generation software on both cart and CD.
The new 32X titles are even more exciting, and they’'re packed with
features you can't find on any comparable game system.

Kolibri

Kolibri is both the title of Sega’s newest Action/Adventure game and
the name of its star, an iridescent hummingbird. The goal was to
bring a hummingbird’s world to life much as Sega did with a dolphin
in the Ecco games, this time allowing you to move in three dimen-
sions. You'll find that this one-player cart meets these expectations
and gives much more. Kolibri is an emerald-green bird who moves
like the wind, when he’s not hovering on wings that seem to go a
million miles an hour. Kolibri’s world is threatened when two crystals
plummet from space, one red and one green.
The red crystal emits energy that turns
all living creatures into deadly,
mutant monsters. The green
crystal emits energy that
twists plant life into
thorny, poisoned
horrors. The muta-
tions begin to
spread rapidly as
both the crystals
sink deeper into
the earth.
Kolibri gets

~ ™ involved in the plight
of the world when he

encounters the energy of a third crystal, this one blue, that has been
buried for the last 5 billion years. The blue crystal recruits the hum-
mingbird, setting him off on a giant adventure. You'll be able to
make Kolibri fly, hover, and move in and out of his 3-D world.

VR Troopers

It Power Rangers are a little young for your style of play, take a close
look at VR Troopers, a hot vehicle Shooter based on the hit TV series.
The show chronicles the battles of the VR Troopers, two young men
and a woman who battle in the virtual world—cyberspace—to keep
Grimlord and his army of evil robots from taking over the real
world. VR Troopers 32X takes the unconventional and much more
exciting approach of putting you into the awesome vehicles for
some serious cyberspace Shooting.

The action takes place in polygon-based ground and air virtual
realities, in your choice of six high-tech, armed-to-the-teeth vehicles.
The game delivers more than 30 rounds of intense blasting, plus
many hidden features, including two hidden vehicle types.
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Spider-Man; Web of Fire

The webslinger has enjoyed a long and popu-
lar history on Sega systems. He's back on
32X, this time more lifelike than ever,
in Spider-Man: Web of Fire. This time
Spider-Man faces off with HYDRA, the
infamous terrorist organization that |
has graced the pages of many a comic |
book. HYDRA has put an energy net |
over the Big Apple. It is slowly de-
scending, crushing every building
and inhabitant brick by brick, bone by 3
bone, The net was created by three
Generator Spires, each guarded by the
Enforcers, an army of supercharged merce-
naries, and the supervillains of HYDRA. Spidy

must shut down all three towers, webbing bad guys and

. rescuing civilians along the way.

N Spider-Man: Web of Fire is pure Action. Utiliz-
. ing the more powerful capabilities of the 32X’s

. twin processors, this version of the webslinger is
. bigger, bolder, and badder, with new fighting

| moves and more web shooting than ever. The

- game has foregrounds, midgrounds and back-

¢ grounds, and Spider-Man has more than 50

new moves for combat on the ground, while

/ stuck to walls, and dangling from his web. If

¥ you're a Spider-Man fan, this one will keep you

hanging at the end of your web.

© 1995 Marvel Entertainment Group, Inc. All rights reserved.

Virtva Hamster

Virtua what? You read it right...Hamster. Sega is
taking the virtua concept and treating it with 2
characteristic irreverence. The result is a scream- |.5° 252
ingly fast point-of-view Action game with a cre- {22 _Z=
ative cast of revved-up rodents. Virtua Hamster
has it all: good guys and villains, government
plots to create vicious war machines, mad scien- n ™ . ;
tists, evil creatures, death-defying escapes, and... | Ca@==Eaa= ' A
tons of roly-poly rodents. R i

Scheduled for fall release, Virtua Hamster is a S iR
first-person, polygon-based, puzzle-solving Adven- my §
ture through what can be described only as the
Habitrail from hell. It contains every hamster’s
worst nightmares, like mechanical snakes, and has , e D
openings where you encounter another hamster ;e .
horror, cats. You play as Chip, a rambunctious W - e
skateboarding rodent with a high-tech jet pack.
Your goal is to find a series of blueprints and
jet-board through a gigantic labyrinth of
Habitrail tubes to make your escape. Crawling
between you and freedom are a passel of
evil hamsters, also wearing jet packs and
armed with some very clever weapons. The
puzzles are complex, and the action is non-
stop and loaded with good humor. And you
thought hamsters were stupid!
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f d&its Ahead on Genesi

And Sega CD

A

Batman fans have eagerly awaited the
release of The Adventures of Batman & Robin on both the Sega
CD and Genesis platforms. Sega has brought to life the dark, brooding crime-fighting team of
Batman and Robin from the animated series, complete with the collection of fiends who are
set to destroy Gotham City.

Players choose to be either Batman or Robin in
a battle to stop Mr. Freeze from using a gigantic ice
cannon on Gotham City. Waiting to stop the crime
fighters are some of the most famous Batman bad
guys, including the Joker, Two Face, and the Mad
Hatter. Both the Genesis and Sega CD versions fea-
ture hand-drawn characters and enemies, 3-D flying
and land levels, and a pumping techno sound track.
The Sega CD version also contains additional ani-
mation and cinematic interludes.

Batman and all related elements are property of DC Comics™ and @. All rights reserved.

&
3 b

Wirehead

Sega is giving you a slapstick, twilight-zone glimpse into
the world of “what if?” with Wirehead for the Sega CD, a
hysterical game of you-call-the-shots with a guy who has a
control mechanism mounted in his head. In the aftermath | .
of a near-fatal accident, Ned Hubbard, a shy, everyday joe, { 5%
is saved with a radio-controlled device that is mounted to |
his brain. Just about every government agency wants the
device. A secret criminal organization wants it and has
sent a female assassin to get it.

Ned just wants a normal life. But there's
one problem, besides the assassin and the gov-
ernment agents and the wire sticking out of
his head. Guess who's holding the control
mechanism? You. At every critical instant,
you decide what Ned the Wirehead should do.
Actions are roughly grouped into physical and |
emotional responses, like fighting and run-
ning. The results range from simply slapstick
to downright hilarious. Wirehead is filmed in
full-motion video and offers so many choices
that it’s always a new game.
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Comix Zone

and stop Mortus before he can create a
reign of terror that makes Sketch'’s
comics look like a happyland.
The blond ponytailed Sketch -
makes a good comic hero. He
has martial-arts moves like
you wouldn't believe, plus su-
perhero powers that allow
him to burst the barriers of
panels and frames. Of course
there are hordes of villains, all
of whom use more bad lingo
than they could ever pack into a
paper comic.

Sega is redrawing Action gaming with a
new video twist on comic books.
Sketch Turner is his name, and
drawing comics is his game—un-
til Mortus, one of his most vi-
cious creations, grabs the pen
and turns Sketch into the

comic. Comic-book hero, that

is. Comix Zone is video gam-
ing’s first interactive comic
book. You play as Sketch in a
drawn world where the action
comes at you frame by frame. You
must find a way back to the real world

Garfield:

Oh, that crazy cat. Garfield, the fat orange feline who
has delighted millions in cartoons, is making his debut
in the video game world with Garfield: Caught in the Act.
This one-player Action/Adventure features all of Gar-
field’s wit and attitude in a late-night TV adventure
through his dreams.

The story begins with Odie and Jon asleep, and
Garfield channel-surfing to cure a late-night case of in-
digestion. As he falls asleep during a movie marathon,
Garfield dreams himself into the title roles of such
movie notables as Cave Cat 3,000,000 BC (before cat-
toons), Count Slobula’s Castle, Bonehead the Barbarian,
and Catsablanca. Getting through each movie experience
will call for Garfield to use the special features unique to each
flick’s hero. Look for plenty of power-ups, special moves, tons of
enemies, and the voice of Garfield, Lorenzo (Carlton the Door-
man) Music.

: ge. Thi

. Genesis in a take reat-
the action T;:‘;ams his way through a passe nint:?ﬂﬂ*l ac-
gt A ever to purr across the silver scre€

est cat flicks Garfield lﬂVEI‘-W'I“ enjoy.

: er-and o
: ton E“EH cat hat R r L, o T A e
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Vectorman

Ain't it funny how the fate of the world always seems to fall on
those least likely to save it? This time the world depends on the
strength and power of a toxic-sludge-barge robot pilot in Vectorman,
Sega’s new Space Shooter for the Genesis.

The earth is a toxic nightmare in the process of regeneration by
environmental cleanup robots. When their leader is fouled by toxic
goo, it goes mad, driving earth farther into ruin rather than aiding
recovery. You play as Vectorman, the sludge-barge pilot. Back from a
dump run to the galaxy’s largest waste incinerator—the sun—you
discover that everything has gone haywire. It's up to you to battle
the mad robots bent on reprogramming you and defeat their warped
leader, Raster.

Vectorman is more than just a pilot robot. Since he is composed
of spherical vector pieces, he can rearrange himself to accommodate
the many environments of the game. This morphing ability gives
Vectorman the power to become objects as varied as missiles, drills,
ghosts, and fish.
There are seven
=8 available weapons,
plus Boot Blast jump
jets that he can use
|l to reach higher
#8 places and fry ene-

mies. Vectorman is
| your tangent to
Shooting fun.

. Game Gear Pushes Portable
=  Play Toa New Level] —=

y _';i"”ﬁ 8 X Men: Mojo World

y The mighty X-Men reign supreme on Sega. They're
tougher, meaner, and stronger than ever in X-Men: Mojo
World for the Game Gear. This time the X-Men are going
up against Spiral, a villianess from the Mojo-world. She
has a TV show that she wants to use to gain control of
the world. Her new show? The Greatest Battles of the
X-Men. Spiral is transporting the X-Men through time
and recording the results of their battles.
Of course, the X-Men don't know what's going
on. But survive and they’ll find out! The game fea-
tures seven levels, each a battle against some of
the X-Men's greatest enemies. You begin with
control of Wolverine and Gambit, adding a new
X-Man to your inventory of players each time
you win. Look for Havok, Shard, Rogue,
Cyclops, and Skullfire on the good-guy side,
and Fitzroy, Magneto, Agent, and Brim-
stone Love working for Spiral. The game
play is pure Action. Get ‘'em before they get you!

© 1995 Marvel Entertainment Group, Inc. All rights resenved.
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The Adventures of Batman & Robin

Sega’s hot Batman and Robin game series has come to Game Gear as well. The Adventures of Batman & Robin on the portable screen takes a
slightly different story line. The Joker has coerced Mr. Freeze, Two Face, Mad Hatter, and Scarecrow to cooperate in a massive crime wave.
Part of their plan is to take out the Dark Knight, Batman. To get him, they need bait. And what better bait for a bat than a bird? Robin!

Getting his partner back will call for every trick on Batman'’s belt, including throwing stars, Batarangs, and bolos. Look for the fastest,
most frenzied fighting ever on Game Gear, plus awesome flying levels on the Batwing. Fans of the animated TV series will find the small-
screen version of their heroes just as exciting as the cartoon with one big difference—you can take these heroes with you.

Since the Mighty Morphin Power
Rangers came kicking and scream-
ing to Sega a year ago, they've de-
veloped quite a following as the
hottest group of teen superheroes
on video games or TV. Now catch
'em on the Game Gear in their new
adventure, Power Rangers: The
Movie. This one- or two-player (Gear-to-Gear) martial-arts master-
piece is a side-scroller’s fantasy.
Power Rangers: The Movie is based on the the upcoming box-office PR brawl against Ivan
Ooze, Rita Repulsa, and a horde of other enemies. The game also features scenes from the cur-
rent hit TV series. You can play as any of the six Rangers or use the game options to play in
another mode. There are three: a one-player story mode in which you fight through scenar-
ios from the upcoming Power Rangers movie and the TV series, a vs. game in which you
can be any Ranger and battle all the other Rangers, and a link mode in which you battle a
buddy via the Gear-to-Gear cable. Morph into fun with the Mighty Morphin Power
Rangers on Game Gear!

So how's your appetite for gaming now? With 1995 the hottest
year for games ever, you can bet your bottem dollar that even
more hot hit titles will be coming your way. And there’s only one
place to get the real inside scoop: Sega Visions.
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The Reds' Deion Sanders steps up Albert Belle of the Indians rips a shot
to face the Braves' Greg Maddux! off the Orioles” Mike Mussina!

" doding W, ogue, Ky meco snd bond!

W Draft & trade players.

B League, All-Star, Playoffs & World Series action!

W Multi-player leagues-several friends can all be in a league together.

B Large battery saves complete individval, team and
league leaders statistics.

W All-Time Great Players, including Lov Gehrig, Dizzy Dean & Ty (obb!

W "THE BESTJUST GOT BETTER...ALL THE STATS, ALL THE STADIUMS

INCREDIBLE ANIMATION... WORLD SERIES BASEBALL ‘95 HAS ITALL "
-Dave Winding, Game Fan Magazine!
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u::rnstiﬁg through the ether with en-
emy fighters locked onto your six
(sky-guy talk: behind you), you've -
7 gotta do or die, dog meat. Without = ariely’ [l
hair-trigger reactions and crack-shot reflexes, |
vou're going to get your chance at vacuum
sucking firsthand. The galaxy needs saving,
and you're just the adrenaline-hound ship-
wrangler to do it. Join the ranks ot the
Shadow Squadron from Sega for the Genesis 4% ——
32X. This one- or two-player polygon party
puts you at the controls, and if you live to
tell about it, your story is gonnabea *
Shooter legend.

" X
|||||
/ N g

catter their molecules, space jock.
- It'll do you good.

"k_.r-f"} L f _:_' :“._. '- i
E— W -.,". ; ‘r" TRANES ' . / ;
. \ \ - l, Blasting polygons can be habit forming. =
s i 3 f ) ; -
=) P\ - Sy ¢ s e

Sorry, pal. You're space dust.

You not only get your choice : =
~_ of ship-you can also pick the 1 F gy
~ color for luck. E 3 : A B1

¢ Mission briefings give you
b the targets.

v Be
i

25 dand the }
"NCinerates (e ¢ Other
sunnery office
BEMs

r Blast 3 fory |

v T

sega UIsions « May 1885

=
el

B -



' In two-player
= mode, this high"
~ tech Pandora’s
hox takes turns

firing at each
~ player. Jjump out

''''''''

hink you know the ins and outs of space blast- 4 L
ing? Think again. Zaxxon’s Motherbase 2000 S

from Sega for the Genesis 32X has given the
looking graphics, and bigger, meaner bosses. Using

genre a shot in the arm with faster action, better-

| the 32X’s celebrated polygon graphics handling,

P e/ Motherbase delivers clean, fluid animation and some ‘
Sha e Ll ”"-**’";I"E sgem / Of the most sinister androids, spacecraft, and weaponry — S8
These red-topped m“m‘:il s ~ you've seen. You get multiple ships; multiple modes, direc- %

“ parmless at first, but bla puriken. .~ tions, and levels of firing; the ability to take over nnﬁplﬁ el
~_pefore i’flﬂ!l.__’"_“-."“ "'“m“u. 5 . emy ships at once; and multiple cold, dark worlds where the

surfaces glitter with metallic menace.
- You command an elite squadron assigned to take out the military HQ of a predictably
,.'d"'"‘ diabolical fiend. Your fleet can fire—and deflect—shots for you, if you're crafty. As you blast your
way through the futuristically sinister maze of enemy approaches, your ship can take different
forms, deploying a nimble satellite when agility is crucial or packing full power when an onslaught
of enemy forces sweeps in.
For a completely different game, grab a second controller and a fellow space warrior. This is

much more than one fighter pilot against another. Pylons open to fling explosives at you, mecha-

angle on your foe, but run into any

buildings, trees, or other barriers,

and you're space toast. Whichever
way you play it, Zaxxon’s Moth-

U\ nized insects spit flames, and lasers
, w— T =
- Hack anything that fire relentlessly from unseen cor-
" getsin your way, _ - ners. Jump and jink to get the best

| o " “:u; erbase 2000 grabs you
 _ _-— ol by the jugular. If the

enemy doesn’t blow
you away, the frantic
pace and terrific graph-
ics will.

Fa" :f{! The arachnid creatures spew a

e
. CRpE gl
. R ;e
- gt . L

% venom that'll fry you into oblivion.

e .'H.\_ -
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t was DnIy a
matter of time before F lght
— ing games began to parody themselves.
_ Jump-starting the trend were Genesis hits like Gametek’s truly
. loony Brutal. Now Brutal is clawing its way onto your Genesis 32X
‘with more feral fighters, more far-flung locations, and more oddball
hunior. Wanna see an overweight cat named Psycho Kitty become a
- lethal, dust—klcklng fur ball? This is your game. If solid Fighting
_ moves, battle strategy, and gorgeous animation are important to you

tm im!( no Fgrthex thangﬁmmi 32}{
e @.”” S

PN ES

J{_ngmal Brutal cast wel-
Bgeéﬁg WlZEI'lEd old

fmm }’DHI mentor, the Dall; L lama Aﬂmmpaﬂ}qng
* the action are a frenzied sound track EL[E.%DH]E
_:._[:, pot strange animal noises. Any Fighting fan’ "
e SN vith a slightly twisted sense of humor
~ would do well to checkout &aid (0 8 ' |
Bmtﬂf %2}{ | ~—  F & Publisher
O SR el e M "~ Gametek

Bl

pantha’s block move iswurthyﬂf“ - AR e i ¥ §] 4 Controller

moment of gilence. 7 SRS SN JCREEONS IR . Y Y | 3- or 6-Button
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Cut to the chase! Play as Wile £. Coyote Pgs ' VA
to get your paws on Road Runner or turn the = : e i Railroad 'em! Ride the railsinyour .
tables and play as Road Runner for a completely i % = /M  Rocket Skates and catch-up with Road Runner

different game! It'stwo gamesinone! o [ T e e f torakeina jackpot of Acme Saving Stamps!
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7 oad Rash. It's what you get when you drop a ginza
rocket on blacktop doing 120 MPH. It's also the
A name of the Electronic Arts hit motorcycle bat-
tle/rally series. Road Rash CD is the latest and greatest,
featuring tons of full-motion video, a sound track
that'll make vour ears bleed, and enough high-
speed racing and bashing to satisty the road-kill P £,
wannabe in all of us. | g :
What do we like about a disc-based version of Road Rash? The hot = X | St
new video and graphics; the thumpin® tunes by bands like Soundgarden,
Swervedriver, and Paw; the option to play as one of the rashers or just
jump into the game; and the abilitv to save games to the Sega CD RAM or
a RAM cart. The game play is the same trusted, tried-and-true rashing, rac-
ing, punching, and kicking—with weapons, if you can grab
them from vour opponents. The o
only drawback is the somewhat
bitty quality of the full-meotion
video, But the hilarious—some-
times brutally cruel—winning and
losing scenes add enough color to
cven the scale. Just remember that
while vou don’t have to flail on the | »:
competition to win, it certainly
helps. And if you wipe out, at east

h_ ity ol T LRy
|.1__.|: = T |..r

RS R Rt

e s e ey

Orgai Doner:

Here they-are; waiting to/feel .8
your heavy-handed control, or to
crushyour skull'with-a pipe;-or.to
wipe-out their superbikes and

give their livers to
the nﬁqﬂv ‘
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Q: What were
Electronic Arts’ first
two games for a
Sega system?

WW‘-

. 1o T\Mv\\k In every Road Rash game, EA tells you

Vﬁ F_V é“ \ (and in every RR review in Visions, we

L f) 'v‘j ﬂ ' tell you) not to try anything shown in

A‘)(’ this game, 'cuz it ain’t real, and trying it
would invariably see you dead, or worse. So don't. If

you ride, do it responsibly. They haven't figured outawayto

donate brains. But if they do, you can bet

it snojndod
i L e, .|_. -h.. TR o ey
1 G W b T ';"'f-’-i'ﬁ- - pUE uﬂ”ﬂpns :v
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(o have Dungeon

1, then you have
W, arcade-

¢ i_n-ferhn;:ad-x-f‘.u

ition is youl ambitiol
1 collection of

f to have ambitio

Explorer fo1 the Sega CD from Sega. This classi

style dungeon crawl drops you into Darkling Tower,
ulti, multilevel dungeons and towers (upstairs, downstairs,

what's the Liifference'.j to rescue the Goddess of Ambition. One to four

ers (with the Team Player) can get in oD the fun. Save spaces give

ou the ability 10 keep your crawls |

over the hundred Or 50 hours * |
, : A :

essary to beat the game. DO you _- A fower 1s nothi

like hacking monsters? Dungeon more tha Ao lﬂ@&

Explore 10re than a vertically

r has ‘em DY the tens O chall
rhousands. Yupswe SE S g - OO enged dung
ds, Powerful bOSS R - nﬁﬂﬂﬂ],*

LA

’i‘.wilsﬁﬂ]. - W s

040 mnrm-ﬂ‘[ﬂ :
- w m

e 4¢ mix. Group battling can give g
. % edge in the tougher tow you an

L When art ‘I_-.
aCkln i
shoo g groups of
_ taround so they can't E?:Eterj |
L un

¢ . Take on the tougher dungeo
You'll get farther faster and h

ook for a G

_",-" ou. Eafe corner to o
ns in multiple-player 4 -
ave a lot of fun.

parties.

« The bﬂﬁDm'\Eﬂ
easiest. Beal it first.
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e One

B\ AZs. our Mail has
€, arrived. Do
% we mean
envelopes and stamps?
No way! We're talkin’
rogue wizards, mouthy
dragons, and major
quest activity. Popful
Mail is the latest Sega
CD from Working Designs, the folks who brought you the hit RPG
CDs Lunar and Vay. This one-player Action/RPG tosses you into bat-
tle against more than 16 bosses, gives you almost three hours of
audio dialogue, and delivers more than 20 minutes of terrific anime
intermissions. Expect at least 60 hours of frantic game play as you
take your three characters through the wilds of Mail’s world. It's
great to see this blockbuster Japanese title come to our shores—it
was worth the wait. And by the way, watch out for the monsters.
‘They're everywhere.

e it M@’}éﬁ Spe o0f

One of the strengths of this disc (in addition to the butt-kicking

~ game play) is the quantity and quality of the speech. Popful Mail has
39 speaking parts, performed by some of the most talented voice
‘actors in the industry. These folks do every accent in the book,
“throw in a fair amount of humor, and give you close to three hours

AR heres

£
L
-

h'-;LJ: 'QF;LJ l;f}“J%‘*
;- = Sy gL .—-ﬂ".’ : r ¢

of conversation. Mail, Tatto, and Gaw each have different dialogue, Ve i -
_ and the characters they interact with often have different responses tant an d”;'tﬁ are less impor-

to each player. You'll have a great time skewering monsters and Sive than frf,’,-?h More expen-

trekking across Mail’s world in this terrific CD adventure. from takin o hils ;1:}' keep

R O = S also Prevent ra t{me but
‘ : "9 damage, 7o infict v Always get e best
v Salfﬂ WEapgn f S pﬂSSjbfe
[ fﬁfv?ﬁ?’ battle ith hroe chargcgars O/ YOu
€ach charagtey © fight with v Keep p :
to P plen of NS
0€s the most danf;;eﬁh on hand att;i.' ‘hea;mg ltems

| Publisher

. Working Designs

| Controller
S 3-Button

Players
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THEM's FicHTIN' MoVES!

Ali has scads of attack moves.
Here's a peek at a few.

Let loose with the
Flaming Slash by doing
a fireball motion
(Toward, Down/

Do Ali’'s Combination
move by repeatedly

tapping Button B. Toward, Down,

5 e Away/Down, Away)
s, - and hitting Button B.
A IR

Ali's most powerful
attack is his 360

Flar_ning Dagger. Do Do a Jiinip I[u:k hy
a circle on the D-Pad tapping Button C, then
and hit Button B. Button B.

e
Urrimate WEAPOIRY

Hidden areas give you the best weaponry. In addition to the
goodies in these two areas, we've found unlimited Hyper
Bombs by making a leap of faith south from a chest in the
clouds, and an unlimited-use Steel Crossbow by plunging
down a whirlpool in a pond (Shade post surrounded by logs).
We expect there’s more. Check it out.

....... ~ Publisher
Sega

Controller
3- or 6-Button

Players
One (with four
battery-save slots)

82

Sega’s New Action/APG Will Take Vou .

_ Bevenp Acrien
BEYOND ADVENTURE

Even more, in this one you go it alone. Mano a monster. Beyond

Ouasis for the Genesis from Sega serves it up by the truckload—
quests, vicious puzzles, magical spirits, major Fighting moves, hid-
den bonus areas, and mazes chock-full of danger and diabolical
demons. This is a one-player Action/RPG to be reckoned with. Did
we mention tons of battle? Consider it mentioned.

A Pair oF MAGICAL ARMLETS

Ali, prince of the realm of Oasis, likes to go on treasure hunts. His
latest takes him to an uncharted island slightly beyond his land.
Exploration of the island’s cave system leads to the discovery of a
gold armlet. When he tries it on, he begins a series of adventures
that would leave most royals cowering in a corner. Ali must find the
four spirits that the armlet governs and put a stop to the destruction
caused by the wielder of a matching silver armlet.

STRATEGIC SPIRIT SulmMmoning

The gold armlet grants the wearer control over four spirits: water,
fire, shadow, and nature. Finding them and gaining their assistance
is another story. Each is in a Spirit Temple guarded by horrors.
Learning how and when to use the spirits and their talents is key to
the many intricate puzzles vou need to meet and beat in your trav-
els. In addition to his spirit-based help, Ali has beast-busting special
moves; weaponry like bombs, crossbows, and swords to collect; and
vour wits (he hopes) to get him through his battles. Take on every-

L et’s talk battle. Mondo, serious, vou-against-the-world battle.

t  ’thing from ogres and demonic soldiers to zombies and bosses the

size of small apartment buildings. Beyond Oasis is not only great fun;
it's also different—and that makes it even better.

- '..1-'...
51008 * May 1883
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€N Summon spjrits
P hunhng your Light Ba| at enemfes
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v Use Ali's Combination attack (press
Button B repeatedly) against most
enemies for the fastest kill.
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Summon Dytto by tossing your Light Ball atany call Shade by shooting '_lﬂltll‘ I.igllt Ball at t:rystai 3 i Save food items for dire need. Use
water, steam, droplets, or wet enemies.or at her  cones, ebony statues, mirrors, any enemy wearing . SSELCRRLEE USRI ECEEE
blue Spirit Gem. Press Button A to toss a Magic reflective armor, or at his black Spirit Gem. He _u"* R
+ Bubbhle {sttms'ﬁrlemies], double-tap Button A for automatically protects you from falls and your _ - RER
Healing Magir: [reﬁllﬁ some of Ali's Ilfe],anu press . enemies when he's with you. Press ButtonAto  © | v Light all unlit lamps and fires, step
aml hold B,uf%ﬂ [ extend his Dark Claw (attacks enemies, grabs (. place weight on all pads on the

items, and traflsports you across crevasses). Press  EEEPIRSBRIPNECIEY wa'.l that appears

- and hold Button A to create a Doppelganger (this
allows you to search in spirit form while Shade
protects your I:Iuﬂy]
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Wail Efreet by shooting your Light Ball at any fire or S i-
- explosion, including those fr Enemms, orhy - 1 SRRl e L
~ shooting at his orange Spiri re collecting e : B 4
_it. Efreet smashes your o nrﬁen en mies " Invoke Bu]ﬂ bﬂrﬁﬁﬁ‘ﬁng y‘ﬁﬂﬁﬁi’ghﬁ&l ﬂtﬁ@enf &
unprompted with 4 Flaming Punch. Press Button A ___ seedlings orhis green em. Though- "~ h 5,
to uSe his Fidme Breath (blast 5t fire), double-tap "+ stationary, th is plant e: ahnul anrlhmjl"" | Get clo |
~ Button A for a Fireh!li*{shnnts in whatever ~ within reach. Press ’Butfnn ’ﬂtlat:k mm’" SE enough to an ogre, and he's
direction he's fat:ing]. and press and hold Button A (chomps on nnemlis]ﬂinuﬁl -tap Euttn | & to hug you. Not 5 good idea,
“to summon his Me!t Bomber (a multidirectional Bow nluser]ﬂ i, and hold A to gtl up his Poison
fire'storm), ‘ Pollen (stuns allghe enemies in the area] P 2 woysAS 1015e
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| Reggie Miller will be raining 3's!  Robinson takes his slams to a new level! R sensuﬁnn Grf-l-lill

lodes to the hale!
RISE ABOVE THE REST! '

Real NBA stars including Patrick Ewing, Hakeem Olajuwon, Tim Hardaway, Jason Kidd,
Shawn Kemp and Larry Johnson take flight with our “All-New Fast Breaking View.” Choose
from 27 NBA Teams, to battle through League, Playoffs and the NBA Finals. Trade players
fo build a dynasty, then immortalize the glory with your own personalized cart! Create 65
your own players, put yourselfin the game, and see how you measure up to NBA stars

or play with 30 Hall of Famers. Large Battery fracks stats in 19 different categories. ]
Marv Albert calls all the action. NBA Action 95 starring David Robinson is fan-tastic! Z

]
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Game Gear™ features

may vary from Genesis™. ﬂ
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NI
ALL-STAR

ki

Crushing check! Over 1,000 animated Game Gear™ gives you all 26 NHL teams -
frames including slap shots, wrist shots All 650 NHL players are here - and you and all real NHL players for playoff action
and 14 different goalie animations! select automatic or manual goalie control! straight through the Stanley Cup Finals!

THE ULTIMATE POWER PLAY. —

Skate your way to Stanley Cup® glory with all-new All-Star Hockey! Play with all

26 NHL® teams and all 650 NHL Players including Bure, Messier, Yzerman, Jagr,
Lindros, Hull. Irbe, Chelios and more! Real ice-action is here too with line changes,
“speed bursts®, instant replays, one timers - with a battery that tracks season
standings & stats, sampled sound effects and color commentary from Marv Albert,
voice of the NY Rangers. If's as real as it gefs - and if's only from Sega Sports™

TH

Game Gear™ features
may vary from Genesis™.

Seq0, Genesis, Game Geor ond Sego Sports are rodemarks of SEGA. NHL is o registered Trodemark of the Nasional Hockey Leogue. Stonley Cup is o registered Irodemark of
the Matkonal Hockey Leogue, Teom nomes and logos depicted are offickally Licensed Trodemarks of the Notional Heckey Leogue, ©HHL 1995, NHLPA , National Hockey
leogue Piayers’ Association ond e logo of the WHUPA are regishered Irademarks of the NHLPA and ore used under Boense by SEGA. G195 SEGA. AN rights reserved

SO REAL YOU’LL FORGET IT’SS A GAVIE



Gings, controller-clutching crew. e, the hard-working (sob]
editors of your favorite Sega-only magazine know that time is
finite and pages are numbered. Cosmic, huh? Anyway, this
results in an ongoing case of so little time, so many games. It
doesn't leave us too many choices. e could cover fewer titles
in more depth and ignore vast nurbers of deserving games, or
we could pack each issue chock-full of every new product for
every platform and give you only limited coverage on stuff like
the hottest new Sega Saturn screamers. (e know. Both are bad
ideas. [Bad idea, Sit! Down, boy ] So instead we give you the
best of both worlds. Deep coverage on some games and quick
nugoets of info on others. Thus, this Fast Takes section: You get
a couple of screen shots, a down-and-dirty assessment of the
title, three exceedingly important hot hints to get you under
wWway, and ratings from our regrettably rabid reviewers [people
who do nothing productive and spend their days plaging
games). The ratings come in five easy-to-understand cate-

gories. bames are scored with AN that and a
black-and-white pictograms  creampie  RIRIRIRIR
Folh All that and a
_ of your fa_mz Spiky-headed e "%
guy. The higher the rurber of - o RrRARAR
a0mic icons, thg bettgr. [nter- Mosta that 5103
pret the scores like this: Not much o’ that s, 3

f:*:Dish-'the dunks Iab the Ieather

Pound the court. Go for two-on-
two half-court roundball with
NBA Hangtime '95 from Sony
Imagesoft for the Sega CD. This
disc gives you two styles of
game: NBA and outdoor World
Tour with fantasy players. The
first is hosted by ESPN Sports
Center cohost Dan Patrick and
the second (a bit more outra-
geous) is called by ESPN2 (the
Deuce) host Stuart Scott. You get
more than 30 combo moves,
computer-rendered video, real
honest-to-gosh rap music, and
more. Overall, it's not a bad
game and it’s for your Sega CD.

HBHlHHNETIME 95
_[]FTH]HE T ¥ZCAME ﬁnﬁg_
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Bhunﬂ frnm twu types of game: Hﬂﬂ
and World Tour.

Flay twnmn twu ball wﬂh your
choices from three-member teams.

:'H’ifh a falr'number nf 1n1prmre-
‘ments over the last incarnation,

Barkley’s Shut Up & Jam 2 from
Accolade for Genesis raises the
temp slightly. Play against Sir
Charles and the streetball boyz
on eight tastefully graffitied out-
door courts, with 10 selectable
characters (22 total), a new bat-
tery backup, and lots more
voice, if you're willing to
include constant mumblings of
“My bad” as speech. There are
more moves and more than 25
jams. This game hasn’t got the
speed of the more popular
streetball titles—but it’s not so
bad if you're a screaming round-
ball hound.

This tnhawk |s one of the many
featured slams.

¢ Kick it with the Power Slam by tapping
Special, Shoot, then Up.

v Offer up the Razzle Dazzle by tapping
Special, Pass, then Left.

v Show some spunk with the Funk Dunk
by tapping Special, Special, then Up.

Publisher: Sony Imagesoft
Players: One to Four

v’ Use Buttons A and B simultaneously to
block a shot.

v To do an alley-oop, press Button C
while dribbling when a teammate is
near the basket, then tap Button B to
complete the move.

v Button B steals on defense. Use it.
Publisher: Accolade

Players: One to Four

Rating: KA Rating: NYR

Graphics a?ﬁl Graphics ﬁﬁ‘
Sound 5!&5 Sound "5
Controls SRR controls L,
Challnge ~ YRYRTR  Challego 3
Overall Fun R  Overall Fun ®
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GENESIS

.........
11111

endary Duke coach gave the
crew at EA Sports a serious leg
up on the strategy side in Coach
K College Basketball for the Gene-
sis. This is a title with the per-
spective and feel of EA’s
acclaimed NBA Live 95, but with
a fix for the folks who never got
over their case of March mad-
ness. This one- to four-player
title offers great b-ball, tons of
NCAA experience, amazing
crowd sounds, and backboard-
shattering fun. Why bother to
pronounce the whole name?
Coach K is more than enough.

MATCHUPS
Overall
Scoring L
Rebounds  SEESERENE
Ball Control LY

Defense

See how your teams match up before
you start.

v Double-team the guy who has the ball
to get more steals.

v Immediately sub a player whose stami-
na bar becomes orange or red.

v’ When the star at the player’s feet is
flashing, he's hot. Use him.

Publisher: EA Sports

Players: One to Four

Rating: KA

Graphics "%
Sound TR
I:nnlmls a&a&
challenge TR TRR
overallin YRR AR

GENESIS

-Neusapims m Exa;quuad fmm

Playmates for the Genesis. This
alternate-future title gives two
players three modes of game
play to 'bot through. You get
behind-your-mech Shooter lev-
els, right-scrolling Action stages
(here you do heavy-footed plod-
ding and blasting), and Fighting
areas that have you take on
Neosapien assailants. Although
colorful, the cart is uneven.
Some areas are a breeze and oth-
ers nigh on impossible (but prac-
tice makes perfect). The controls
are kludgy and the sounds less
than enthralling. Aficionados of
the cartoon might be amused.

The Fighting regins poke a bit.

v When in the duel mode against a com-
puter opponent, leap or crouch imme-
diately to avoid being shot.

v Keep your weapon n:harged in the side-
scrolling areas.

v In the Shooter levels, it's sometimes
easier to avoid than to fire.

Publisher: Playmates

Players: One or Two

Rating: KA

Graphics ®*%
 Sound "2

‘l:nmmls | 5!&!5

Challenge "

Overall Fun "%

GENESIS

"_:Ermm A::{:la]m for the Genems is

an obvious graduate of the
more-is-more school of video
game sequels. With more play-
ers (three to five per team), new
dunks, player subs, postseason
play against All-Star teams, more
hidden characters, new power-
ups, more voice, head-to-head
same-team action, and battery
backup to save your numbers,
this one picks up the most
important changes from the T.E.
arcade machine.

Ewe up the peanut hutler ami jam'

: Mnre slams for Jam fans.

v When almost On Fire, goaltend to
guarantee flames.
v Push opponents to knock them down.

v Get the fantastic Teleport Pass power-

up: Press Up, Right, Right, Left, A,
Down, Left, Left, Right, and B at the
Match-Up screen.

Publisher: Acclaim

GENESIS

-It“'s' an entertalmng one- or two-

player, three-quarter-view Shoot-
er with a neat thriller sound
track. You play as one of three
futuristic soldiers in a run-and-
gun mission into Monstrocity
to find Moribund Kadaver DNA.
Skeleton Krew has no major
surprises—good or bad. While
the control is difficult, Skelefon
Krew is a fair representation of
the genrf.

If hlaﬁimg mnnsters in a mghtmare
landscape scares you, bring a friend.

When you see a pair of eyes pupplng
out of the surface, think crocodile,
even though what’s underneath is
much worse.

v If you stay in one place too long, some-
thing invariably comes along and
shoots you.

v Rib is the fastest character. Joint is
the toughest.

v’ Two players stand a much better
chance of getting farther into the game.

Publisher: U.S. Gold

Players: One to Four

Players: One or Two

Rating: NYR Rating: NYR

Graphics R  Graphics ‘"%
Sound RARARR s 5 0 30 30
_l‘.nnlmls !i'iﬁ _Bnn!mls ’!5
chaienge  "R7RRRR  cnaense RRRY
overallFun YRR YRR Overall Fun RR%
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Playmates has managed to tap
into the latest Trekkie fervor
with Star Trek Deep Space Nine:
Crossroads of Time for Genesis.
The game play is a mix of Action
and RPG. You play as Comman-
der Sisko. You have the ability to
interact with the residents of
Deep Space Nine, use objects
you find or receive, and deliver
some fair fighting moves
(although a phaser deals with
trouble more quickly). Even the
story line is deep. We thought
this one was strictly middle-of-
the-road.

Most of your favorite characters are in
their usual places on the decks.

R e e L e e e I
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Sahntage is nnly the beginning of
your problems.

v You'll find a phaser by the fallen crew-
man in Pylon 3.

v’ Any physical damage, from falls or
fights, saps your strength

v’ Record your passwords to keep from
replaying chapters.

Publisher: Playmates

I_;{Ia?rers: One

Graphics A%
Sound "R
Controls TR %
Challenge 5 Y}
Overall Fun a !ﬁ-

mn& kb ol Tine

'Yuu kﬂuw a game‘s really far El'llt

when Jaye Davidson is the final
boss. In Acclaim'’s StarGate for
Genesis, you're the buff and
brainy Colonel Jack O'Neil,
assigned to retrieve his men and
a nuclear bomb from the clutch-
es of Ra and his ancient Egypt-
ian goon squad. Collect earthly
and alien weapons as you blast
and radio your way through
shifting sands, catacombs, and
miles of desert. With lots of mis-
sions and puzzles, digitized
backgrounds from the flick, and
some solidly fun game play, Star-
Gate packs real p}’Iﬂmld power,

The Horus guards teleport themselves.
Grenades are your best defense.

Elders are an e::r.ellent source of hI
and information. They also tend to
need rescuing.

+ Fire in short bursts to avoid overheating
your machine gun.

' Sometimes you can shoot down a
locked door.

+ If you can't reach a ledge, Press C and
Toward for a running start.

Publisher: Acclaim

Relax. The latest Schwarzenegger
game isn’t based on Junior. It's
Acclaim’s True Lies, starring

Arnold as a government agent
who must save the world from—
you guessed it—nuclear annihi-
lation in straightforward run 'n
gun Action. You and the terror-
ists you're up against acquire
increasingly lethal weapons. As
for the espionage angle, the puz-
zles aren’t too puzzling and the
secret passageways are pretty
easy to find. And the three-quar-
ter overhead view makes for
smallish sprites. But for classic
blast-or-be-blasted play, True Lies
delivers in, well, clubs.

You're the do-gooder scion of a
long line of druids. He’s a mal-
content bent on raising all sorts
of hell. The two of you face off
in Acclaim’s Warlock for Gene-
sis, a respectable but not exactly
trailblazing Action title with
RPG overtones. In racing the
Warlock to six magic stones, you
blast assorted cretins and collect
and cast spells. In other words,
the play is basic walk-and-shoot
with a few power-ups thrown in.
That said, the Warlock himself is
pretty cool. He's got a mocking
laugh and a way of disappearing
and reappearing that makes bat-
tling him a real challenge.

You're uppused to protect r:iuilians,
not blow them away.

The longer you hnld a grunalie aﬂer
pulling the pin, the farther you throw
it. Hold on too long, and you're history.

v Search out secret passageways in
the chateau.

v The antipersonnel mine is your most
powerful weapon.

v You can shoot across tables and coun-
ters but not through walls or windows.

Publisher: Acclaim

Bubbling vials restore health, but you
must activate the spell.

Brainwashed dogs spring at you and
corporate types menace outside the
library, but they won't follow you in.

v Use your orb to grab high-up spells—
jumping won't help.

v Save your strong smart bombs for
undead creatures; the weak bombs
take care of the living.

v Jump repeatedly to increase your
height when using a levitation crystal.

Publisher: Acelaim

Players: One Players: One Players: One

Rating: KA Rating: T Rating: KA

Graphics R  Graphics YRR  Graphics TR
Sound "R m AR  sum A
Controls RAR cowos RRRR  contros AR
Challenge R}  Challenge RRARR  Challenge 5 30 3
Overall Fun RARR overaifm RRARR  overall Fum "%
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It’s not just fun and games...

[t's an amazing career opportunity, it’s creative freedom, it’s a
chance to learn on state-of-the-art equipment, and there’s free cotfee!

Join Konami Computer Entertainment (KCE), a new R&D subsidiary
of Konami (America) Inc., an industry leader in electronic
entertainment for the last 25 years.

KCE’s mission is to gather the most talented individuals on the
planet to create the best video games for the American market. We
are actively hiring:

Programmers
Designers
Artists
Sound Designers
Composers/Arrangers
Technical Writers

KCE is located in a spacious northwest Chicago suburb. Relocation
packages will be available. Plus, we offer great benefits including
competitive salary, 401(k), medical/dental plans and, most
importantly, a great place to work.

To find out more about the growth opportunities at KCE, please
send resumé with salary history to:

Konami (America) Inc.
Human Resources, Dept. KCE
900 Deerfield Pkwy.

Buffalo Grove, IL 60089

Konami is an Equal Opportunity Employer.

Konami® is a registered trademark of Konami Co., Ltd. ®
©1995 Konami (America) Inc. KO”AM I




Settle It in Gourt

Pit Chang against Edberg and
see who's got the serve-and-
volley edge. See how a No. 1
player from the past, like bad
boy Ilie Nastase, measures up to
today’s overall leader, Pete Sam-
pras. Or create your own rookie
player and take on the whole
tour. Choose your own nation-
ality, birthdate, play style, type
of spin on forehand and back-
hand, and more. If you're
feeling cocky, turn off the ball-
bounce pointer and computer-
assisted control. You can also
save your place on a tour, adjust
the game speed, and pick from
four kinds of courts. With this
many options, maybe Lendl
could win a match on grass.
Just remember: No arguing with
the umpire.

v If you're weak in the footwork
department, select a clay-court
match for a slightly slower game.

v Force your opponent out of his
usual game. Bring a baseliner up
to the net, for example.

v’ For sheer power, Rod Laver and
Pete Sampras are your best bets.

¥ You can use any button to serve,
but if you've got a high power rat-
ing, try Button A.

v’ Button C gives you the hardest
shot in a volley.

A dive is the ticket when you're on the wrong side

of the court.

Galling All Swingers

WARM-UP

So you think your backhand’s pretty intimidating. You can
outvolley anyone at the local courts. Put your groundstrokes
and topspin to the test against Pete Sampras, Michael Stich,
or any of the other 32 top-ranked men in ATP Tour Champi-
onship Tennis from Sega for the Genesis. The roster reflects
the game style of each player, along with his strengths and

weaknesses in seven key :ategnnas fmm serve Pﬁwer 5
fnrehand accuracy. Play as a | Rigian

PUBLSHER Sga5as | CONTROLER o 6 Bution =
PLAYERS: One to Four (with Team Player) -

Veterans of the pro circuit like Arthur
Ashe and Fred Stolle can compete in
their own seniors tournament.

Richard Krajicek's serve is erratic,
but when he doesn’t fault, he can fire
80-MPH aces at his opponents.

Exhibition Matech

Choose from 32 of the top players of
all time, or earn your stripes as a
ruuhie for greater nhaltenge

Replay your opponent’s humiliating
unforced error again and again.

The court ar.:tn:m is twme as intensa ina -

Sega Visions - mMay 19935

doubles match.



Wweicome (o
NManagement

You can create up to 40 of your
own players and save them with
the battery backup. Marv Albert,
the voice of the NBA on NBC,
offers up the commentary.
Choose from 30 Hall of Fame
greats. Trade players and create
your own dynasty. Check out
in-depth player ratings. Manage
the team with astounding new
play-calling features that do
everything from setting picks to
having teammates cut from the
side of the screen. Best of all,
your personalized cart saves all
the info on career-best perfor-
mances. Can you say bragging
rights? NBA Action is both realis-
tic and big fun. The game is all
that and more.

Q: Whose size 22
sneakers are bronzed
in the Basketball Hall
of Fame?

LIie on the
Fast-Break

WARM-UP

Smell the leather. Pound the court. Enter the world of NBA

Action "95 Starring David Robinson from Sega Sports for
 Genesis. This game means dishing the dunks, dropping from
 downtown; dealing the roundball; and leading the break-all
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PUBLISHER: Sega Sports CONTROLLER: 3-Button
PLAYERS: One to Five (with Team Player)
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Life on the rim. What could be better?

N
g L

v Consider subbing a player who's
flashing blue. Blue means he's
seriously cold and has the hands
of a bricklayer.

v When your indicator is red, your
man Is in the zone.

v’ Be aware of your player's stats.
Don't try the threes with a player
who can't even see from down-
town, much less shoot.

v The more you know about picks,
set plays, and other types of ac-
tual basketball strategy, the better
you'll do in this game.

v Keep your eye on the open lane
and use it.

-
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.

STARRING DAVID ROBINSON
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110 Replacement
Players Here

WARM-UP

Let’s cut to the chase. RBI Baseball '95 for the Genesis 32X
from Time Warner Interactive gives you more of what you
want, need, and enjoy from a beanball game. On the pro-
gramming side, you get game play that’s twice as fast as any
previous RBI title; more realistic ball-flight trajectories, in-

America’s Pastime
Rips on
Genesis 32K

Soundwise, you get twice as
many tunes (all but the National
Anthem are new—they couldn’t
change that), much higher-qual-
ity digitized and FM sound ef-
fects (including higher sampling

5 'l R
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"PUBLISHER Tme Warmer nractve.

rates on Jack Buck and the ump),
and tons of realistic sampled CONTROLLER: 3- or 6-Button
sounds that add substance to PLAYERS: One or Two

your game experience. Graphi-

"WIO A MON
S1 1l ‘dn ) "Ases
00] "MOUY M\ 'Y

The Home Run Derby helps you
discover your true worth.

cally, the animation is all de-
rived from live video, so it’s
much more realistic. You get
three times the graphics for the
batter and pitcher (the batter
gets 75 frames of animation),
just about all the game has been
redrawn, and, believe it or not,
there’s much more. We just
don’t have enough space. From
all the real MLBPA players to the
true 1994 stats, this one is all
ball game. Check it out.
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ballparks by going on the Stadium
Tour. Bet you couldn't guess that this

Q: What state
has the offices
of the National
and American
Leagues, the MLB
Commissioner’s
office, and the
Baseball Hall

of Fame?

any sweeter.
Between innings the losing team can
read it and weep.

Life just couldn't g

92

Se0a Uisions = may 19935

HOT HINTS

v For more fun, try the Game
Breakers mode, where you find
yourself in a situation right from
the start.

v To throw an illegal spitball, hold
down Button C, then press But-
ton A to lob the gob.

v Remember, the pitcher is much
improved defensively. Steal only
in the best of circumstances.

v’ Beginners should try the Home
Run Derby for batting practice.

v’ Create your own dream team and
go a full 162-game season. You'll
destroy the competition.

Defensive practice lets you find the
holes in the outfield and learn to deal
with them effectively.




= “
::-:-.r :'_,I'.:"". . L .q'l 2 .rq-
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ADJUSTS FOR 80 YARDS OF L € 9 RUNNING GAME WITH
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STATE-OF-THE-ART . OVER 430 OFFENSIVE,

GRAPHICS WITH OVER DEFENSIVE AND QB

...32,000 COLORS! ... APt S SIGNATURE PLAYS!
prmre < -

EELEBRATIUHS' HIGH STEPS!
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““ COMPREHENSIVE GAME STATS *¥ ULTRA SMOOTH-CAM REPLAY <« NARIABLE FIELD AND .. o

AND SEASON SAVE FEATURE! WITH SUPER ZOOM AND VIEW OPTIONS! WEATHER CONDITIONS!
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It’s 1st and 32X. Upgrade your gridiron action with NFL™ Quarterback Club,
the 1st and only way to play-football on the 32X™ — complete with the most up-to-date
OB and team attributes of any game!

All new advanced pasSifig gives you 80 yards of viewable field to hit the open man,
multi-view perspectives heat up the running game with in-your-face action and the exclusive
Smooth-Cam delivers thé most advanced instant replay from virtually any angle.

NFL™ Quarterback Club™on 32X™... REAL FOOTBALL FOR REAL PLAYERS!

 ThiBYconaceyl |
[DUARIERBALK] |
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®» This official seal is your
assurance that this product
meals the highest quality
standards of Sega”. Buy games
and accessories with this seal to

be sure that they are compatible The NFL Quarterback Club is a trademark of the National! Foolball League. All righis reserved. Sega & 32X are trademarks of Sega Enterprises Lid. All nghis
with the Sega™ 32X System. reserved. Acclaim is a division of Acclaim Entertainment, Inc. & & £ 1995 Acclaim Entertainment, Inc. All ights reserved.
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Monday-Morning
Quarterbacking

Naturally, you can play in
Preseason, Season, or Playoff
games, as well as all of the
Bowls. But to see how you really
measure up, take a whack at
Simulation mode, which plunks
you into a real game from the
recent past at a pivotal moment.
All the conditions are the same,
from the game stats to the
weather. Can you, as the Dallas
Cowboys, rewrite history by foil-
ing Pittsburgh’s comeback at-
tempt in the 1976 Super Bowl?

Before you even try, take a
long hard look at your playbook
options. It breaks your choices
down into short-, medium-, and
long-yardage situations. Assess
your QB’s strong points, finesse
your viewpoint, and get ready to
unseat a Bowl legend. With all
this strategy, realism, and
pounding football action, Quar-
terback Club will knock you
outta your cleats.
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321 FUeIS
Powerhouse Foothall

| WARM-UP S
Gamers have been waiting to see what the power of the 32X’s

twin RISC processors can do for a full-blown Sports title. The

PUBLISHER: Acclaim Entertainment
CONTROLLER: 3-Button
PLAYERS: One to Five (with Team Player)

wat s over with NFL Quarterback Club, a la uster

Q: What was the first
football game for any
Sega system?

v Send 'em scurrying with a fake
hike by pressing Button B.

v When only a diving catch will do,
press the D-Pad in the appropri-
ate direction with Button A.

v Try the Nickel defensive play
where a pass Is likely.

v For a faster game, select No
Huddle. You'll call plays from
your selected Audibles in-
stead of from the playbook.

X j:_‘_} ot ..:‘__ o :."._t:;'r_""' Loy

Steve Young headlines the burly
cast of Quarterback Club.

A field goal can take the chill out of a snowy
winter day.

-y
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seeing Triple

if you think these three
points of view are cool, wait
 {ill you see the instant-replay
options. You can analyze the
action from the perspective
of the ball, any player, or any
point on the field.

The NFL Quarterback Club is a trademark of the National
Football League. All rights reserved.

SHCKED!
BY %92 Fop
AN 11 YARD LOSS




In Which We Apolopize
10 the Commish

Wayne Gretzky gives you 26
North American teams and 6
international All Star teams on a
side-view rink with bunches of
modes and solid details. There’s
stuff like one- to four-player ca-
pability, a full 84-game season
(none of that 48-game non-
sense); battery backup for stats;
team edit; Arcade, Simulation,
and Practice modes; live-action
video clips; full-screen face-offs;
and, you guessed it, fighting
(sorry, Mr. Bettman). Advanced
Al keeps track of your play ex-
pertise and sets the game ac-
cordingly. The gist is a well-
rounded ice-fest brought to you
by the biggest name in the
twine-bulge business: Wayne
“The Great One” Gretzky.

- guy owns four Lord Stanley rings, occupies the No. 1 position
as all-time scurlng Iead&r in the HHL (surry, Gurdle), has soft

 PUBLISHER: Time Warner Interactive.

The Great One
IS KiNg

WARM-UP

Game on! Collect your stick, skates, and a rubber biscuit, and
hightail it onto the frozen pond. The game is Wayne Gretzky
and the NHLPA All Stars from Time Warner Interactive for
your Sega Genesis. You're probably familiar with Wayne. The

HOT HINTS

v You'll get lots of goals by spend-
ing time in Gretzky’s favorite as-
sist position—behind the net.

v’ One-timers work.

v Use the Intimidate feature once
per period, and da boyz gets a
little rough.

v Don't act like that San Jose team.
You've got to shoot on goal to
score. The more you shoot, the
better (sorry, Kevin).

CONTROLLER: 3-Button
PLAYERS: One to Four (with Team Player)

v It never hurts to poke-check the
goalie while he's handling the bis-

cuit. You'll often work it loose.

v Fighting is a bad thing. That said,
you can win a fight by blocking
your opponent's punches, landing
a few yourself, then grabbing the
goon and kneeing him in the
noggin a few times.

= 1 -'1 l I
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Face-offs are majestic full-screen experiences. The guy in the
stripes flinches a few times before the draw.

There’s video footage of an actual goal every time
you beat the netminder.
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Can’t find your favorite game or peripheral? It’s time for

SEGA

EOWERE

SHOBRING!

SPORTS
1228 BOXING'S GHE&TEST HEAVYWEIGHTS $59.
1221 NBA AcTion '94 $64
1225 NFL'94

STARRING JOE MONTANA %Bdl.
1222 WORLD SERIES BASEBALL 64

CHILDREN'S FAVORITES
1055 DisNEY'S BONKERS
1070  Mickey/DONALD

WORLD OF ILLUSION $54.99
1570 Power RANGERS

CHILDREN'’S FAVORITES FOR PICO
49021 A YEAR AT PooH CORNER
49022 Ecco Jr. & THE

GREAT OCEAN TREASURE HUNT 53.99
49026 Maacic CraYoNS/Pico SOFT 53.99
49024 MIcKEY'S BLAST INTO THE PAST 53.99
49023 TaiLs & THE Music Maker/Pico 3.99
SALES SECTION
1706 DR. RoBOTNIK'S

MEeAN BEAN MACHINE $19.50

1658  MeNACER WITHOUT SOFTWARE $9.99

$53.99

STRATEGY
2325 Poker FACE PauL's Poker
GAME GEAR

SHOOTERS
1705 MENACER'S 6-IN-1 SOFTWARE §39.95

$28.99

4423  SILPHEED (SEGA CD) 54.99

1551 SUBTERRANIA 64.99
ACTIOHIADVENTURE

4407 Sonic CD (SEga CD} *49.99
1079 Sonic THE HEDGEHOG 3 75.99
FIGHTING/ARCADE

1146  ART OF FIGHTING 64.99
1145 ETERNAL CHAMPIONS 54.99
15639  STREETS OF RAGE 3 75.99
ROLE PLAYING GAMES

1804 D&D ETernAL Sun HINT Book $9.99
4411 Jurassic PARK (Seca CD) 64.99
1352 SHADOWRUN 64.99
1312  SHINING FORCE 64.99
1315  SHINING FORCE 2 59.99

1313  S1AR TREK: THE NEXT GENERATION $64.99

CD PERIPHERALS
1602 CD AC AparTOR ONLY gtﬂ.gg
4135 CD Backup RAM CarT 59.99
GENESIS MODEL #1601 ONLY
1602 AC ApAPTOR $10.99
1603 RF SwitcH Box 39.99
- 1605 Vipeo Monimor CABLE 9.99
GENESIS MODEL #1631 ONLY
2103 AC ApaPTOR ?4.29
1632 RF SwitcH Box 21.99
1634 Mono Aupio ViDeo CABLE $9.99
1635 StEREO AupiO VIDEO CABLE $19.99
GENESIS PERIPHERALS
1653  6-ButTon ConTroL PAD 21.99
1627  6-ButTON ARCADE STICK 9.99
1650 3-ButTon ConTROL PAD 16.49
1656  GENESTICK JOYSTICK $9.99
1933 Power STRIP 12.99

1628 6-ButTton REMOTE ARCADE SYSTEM $39.99

* All products are intended for the use with Sega
Genesis unless otherwise indicated.
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TAKE THE LAW INTO YOUR OWN HANDS
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& SOFFICIAL
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SEGA

SEAL OF
QUALITY
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This official seal is your
assurance that this product
meets the highest quality
standards of Sega™. Buy
games and accessories with
this seal to be sure that they
are compatible with the
Sega™  Genesis™or Game
Gear™ Systems.

GENESIS"™ GAMEGEAR" //A((Ia““ '

entertainment in
Call 1-800-771-3772 for Information on Game Ratings.

JUDGE DREDD © 1995 Cinergi Pictures Entertainment Inc. and Cinergi Productions N.V. All rights reserved. © 1995 Egmont Foundation. All rights
resarved. JUDGE DREDD™, and all names, characters and elements thereof are trademarks of Egmont Foundation. Licensed by Copyright Promotions
International Limited and Surge Comic Properties, Inc. Sega, Genesis and Game Gear are trademarks of Sega Enterprises Ltd. All rights reserved. Acclaim
is a division of Acclaim Entertainment, Inc. ® & © 1995 Acclaim Entertainment, Ine. All rights reserved.



