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Garfield: Caught in
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Madden Football ‘96
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strategy gmi ' f'e and
review for DKC 2.
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8 “Gosh! Golly!

There is some
* serious system

L ] baShmg going on the Usenet.

PS-X...No, Saturn!...No, PS-X! It's

L SNES vs. Genesis all over again.

What's going to happen when U64

hits the market? Pure chaos. Il
have no part of it. Anyone who's

going to waste time touting the

 system that they own over everyone

else’s is not worth listening

to. (Unless they own them all o
§ course)” |

R tion! So not H

~ i sony
- Playstation !

“?:.r*-"

' Tho' Gama
Hombre’

I don't know‘?-i-*fi |

B what has come
*over me, but
lately I've been screaming “Morta
Kombat” whenever | get bored.
think I've got a permanent case of
MK on the membrane! Maybe

~ should see a doctor or some—;;___;_'
thing!? In other news, my band

should be in the studio "
get this ISSUQ____._. orkin
album While

The Raging
Gamer
B Vhat a
war between

Sony and Sega has turned into an
intense nuclear war. Expect to see

both parties launch their biggest
rockets at each other this hoh

ybe 'whaf’s the most

ire articles and

ion here at Gar t.:.;if;f;;;;5_f-;=.;~;=----':?'|'nfo rmer and I'll pick
if-"} ony PIa_5-:_1:.:j;;j{.}{_;?_"ff_f’tatlon Th at s right, a Sony

“All | want for
¢ Christmas is a
PlayStatzon

and a Saturn and the complete

library of games for each. For

those of you with less ambitious
_ gift receiving plans than me there
are some very good games for the £

SNES. In this case | recommend
f'f_}'f:':-jputtlng Killer Instinct, MK3, Chrono
. Tngger and Saorat_of Evermore on

Game Informer » November ‘95

your list; but at $70 or more for
ea h:.yau mrght not get all of them.,
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PLAYSTATION: OCT. 20th/PC CD-ROM COMING THIS WINTER N

"The best reason to own a PlayStation" -6 real-time 3D tracks

- ULtimate Gamer -8 Anti-Gravity craft
"Wild, stomach—-twisting driving" - Multiple strategic weapons
- Game Pro - Link-=up cable option
"With WipeOut, the future really 1is now" . Cool sounds & FX
)ie Hard Game Fan . Totally killer graphics

PlayStation and the PlayStation logo are trademarks of Sony Computer Entertainment Inc. WipeOut™ is a trademark of Psygnosis Limited. © 1995 Psygnosis. © 1995 Sony Electronic Publishing Company.



going on? All the game reviéﬁé
and even the game box said

that all the fatalities were drives that come

fun, and if you

intact!! So why does a big red naptn
' “C* appear when I do Chaos’ lﬂfe .. 't enjoying rtg’ hit’s
Fatali not wo V- ;

ing. If you can
mow & couple '
more lawns
and get enough
together to buy a
cally the same technology for
your computer, the cost and

They were the
" ~d1d he have

We've been begging
for more information
remained tight-lipped. The first
‘ﬁélssue Why not use the facts on tJJe Ultra will no
's codes when they are  be av:
the same? OK? Thanks! ~ later this month

Gavin Steidele  you'll just

we pla.yed The change may
have only been in the , Dames lke

~ production version. Howe_v_er

. Boy” m
Seoret Aacess when

Jrst thmg 1
e games had

Game_.lnformer is now
on-line. If you want to
drOp us a line
| E-Mail us at the faﬂowing
| address for each ,service-

Gmelnfrmer'@ aol. com"
CompuServe:



A e

‘1 L y l. g ) i | i : | i i) II
R LS AT j 1 =
THAYEY | \ 1 TRETER}
._ : 1) 3 i I,'i.rtlm
1 | Tlpby iR L1

i f
i ﬁ%"':\g‘nmﬂ‘n% qs:ﬁll\ i

L}
it |1L
R

S l: R ﬁt

e
LbRE '
L

Rl
e

i
[a

Hammer the pu
and burn the net...

with the worlds best!

nd e

VHLPR ALLASTARS

e
SEAL OF
QUALITY




Sl
i

: e

1
L

X
)
!
1)

[rl

;

il

d

. before. The comp
called Donkey Kon BT e A
 later, Nintendo relea . Thi . PR e _— g
took what it learned from t | e ® —B
was then, this is now, and history is about to reped
Last year's phenomenal hit for the Super Nintend
ong Country wowed the world with SG| rendered
«mooth and interesting gameplay. The success of this g
- for a sequel, and Nintendo and Rare are giving us what we want
~ for Christmas in the form of Donkey Kong Country 2: Diddy’s Kong
" Quest. This game also ook what it learned from the original and made
it better.
n this installment, the mighty Donkey Kong has been kidnapped
y his arch-enemy King K. Rool. Kong's only hope lies with his young
monkey friend Diddy ond Diddy’s girlfriend, Dixie. These two explorers
will stop at nothing fo save their hairy friend, and their adventuring
| certainly be put o the test in the multiple worlds of
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‘Piddy and Dixie both cliwb
ropes a la Ponkey Kond 3t

i ‘r“ff@}; i
i

(2

CHE AR AT
R
Wiﬁ*;-'. \TI i

again Rare
game masterpiece. Cc2 is an !
10 amazing quest that brings joy
as well as frustration. | think that

g
A

. i "' eﬁﬁ:lﬁlﬂ .I. ' M

~ danger and doom whic
crossed before their quest is complete.
Along the way these two will
get a lot of help from their friends.
arious members of the Kong |
clan will aid them by giving them 1/
: formation, saving their game, flying B
them to different areas, or giving them 2
the chance to win free lives. Other animal friends

through the levels. In
you'll find o spider, a P
have special abilities you'

. different parts of the g
'~ breakdown on each animal friend on the

following pages of this article.
Over a million people purchased the first

_ DKC, and probably a million more played
and enjoyed it. That makes DKC2 the most
anficipated video game sequel of all time.

~ Fortunately, Nintendo has done a stand-up |0
ioyable and playable sequel. It DKC
"+ more, the fime has come for you to

's world one more fime. Good luck, Kong-nuts. &
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this action cart the long and
addictive craving to satisfy any

9 7 gamer with the video game
. syndrome — Gameraddictivitis.
Hands-down the best SNES game

of the yearl”
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Level Target

At the end of every level,

there is a target on the

. ground which operates much -

il Y s e 1S an exfremely dI{'FICUh' game ||(e the o|d ”ring lhe be"” -f
- W which will require tons of lives to beat. The = game you might have

A,
e d
)
b

- easiest way to build up lives is to find 1-Up ﬁ* seen at a fair or a carnival.

nimal Friends | .# loops which allow you fo build up as many . To win the prize, you must

As in the first DKC, various animal friends |2~ =~ oy | 1 characen YW need quickly and without & jump on the farget from

are located throughoutthe game o help you et | hassle. Instant 1-ups can only be found in & o sufficient aliiude. Whichever
along. Some of them are the same, but a few - balloons g reg bc loon gives 1 life, a green [ prize is showing when the
"ow ones have been added fo the list qs [E——— — bq |ogn gives 2 lives, and.t.he blue ba |gon * barrel his it is the one
will give you 3 lives. In addition fo the helium . you win. Go for the *

we||.|The|irt§peciu| ﬁbill;:ies yvi"bzuow yo-llj)'fo suckers, you can dlso receive extra lives = good stuff
i 5 el N by finding all four KONG letters and/or &

and they can be used fo find bonus areas |

that clreyotherwise unreachable. collecting 100 bananas.
Rambi the Rhino - Rambi is a large

and tough rhinoceros. The horn on his nose

will strike down your foes, and he can kill

enemies which Diddy and Dixie cannot, like
bees. If you hold down the ‘A’ button, Rambi

will prepare Fc}:r a ’PowerbChErge” where he p 1@ Cl’ankv's Video Game Hero Coi
races across fhe screen, bashing everything % These coins are an essential pick-up for the

in hi til he eith info an obstac
In his way unhi he eitner runs Inio an obstacle monkey clan. To see the full ending of the game you

or falls to his death. This Power Charge is _ , Il enc _
the only way for Rambi fo open doors to will have to find every coin. Like the Bonus Rounds
' these coins are hidden on each and every level

bonus areas. e ;
Enguarde the Swordfish - Enguarde is ., . @& ¢ 0 (excluding the bosses). When you find a DK Coin, an
' F “1 | indicator at the end of the level name will appear telling

a fabulous swimmer and is well armed s L e L 4 : .
with a pointy nose. He can strike down most : you that you've found the coin for that level

Snemies vou willfndinthe Watet L. - 7 E oYl K .
—LF_ = Kremkoins

addition, he has a “Power Charge” move
similar to Rambi’s, only wetter. Squawis | Kremkoins can only be found in the bonus levels. These

i

e O g | i

|
SO
HERRTFLD

Squawks the Parrot (2 versions) - Squawks can fly around while gripping both your p. koins are the only key to unlocking the hidden Lost
characters in his falons. He can fly in any direction. He also has a nut spitting move which "SR @S & World. When you beat a certain amount of levels,

will strike enemies out of the sky. Normally, Squawks is green, but he has a blue relative = BREC o =2 a new icon will appear on your map containing
\I:fhich appears on one of the levels. This blue version of Squawks can only float down, and = = W& 1 l;he fearsome Klubbal thd will ask yc:l:J I‘o pw ;dS
e cannot spit nuts. Bummer. 7" Kremkoins o enfer one hidden stage in the Lost World.

Rattly ghe Rattlesnake - The coiled serpent is a fobulous jumper. He can kil © =~ Find the bonuses and you'll unlock the biggest secret

most anything by landing on its head. In addition, you can hold down the ‘A’ button to power in DKC2.

up his jump - release the ‘A’ button and Rattly will fly fo unheard of heights. Very convenient & "

for getting to those high up out of reach places. . Banana Bunch Coin
Squitter the Spider - Squitter the spider is a good friend to have. Not only can he spit ~ These coins act as the monkey's currency. This banana

webs to smite his enemies, he can create platforms of webs which allow himto climbupand ¥ cash can be used to gamble for extra lives at Swanky’s /4

down on what used o be thin air. | Bonus Bonanza, pay for flights to new lands, receive (&
Glimmer the Angler Fish - This little fellow will help you out in dark water levels. Heis = knowledge af the Kollege, or pay for the opportunity to

a FiSh With a bri hf “ghf hunging from his I:Ofehead fhﬂt Wl" bl’ ighfen Up an area In FI‘OI’I" OF | Eﬂa "‘:‘:"' save your game. Remember’ not ing’s Free.

you, whichever direction you happen to be facing. w%; | SRR TR G
Clapper the Seal - This guy doesn’t come along with you, but when you touch himhe = G W& = P

will spit into the water. This will either make hot, boiling water cool enough to swim in, or he

will turn normal water info ice which you can walk across.

- - (AR LT ¢ i i i EEui .. ERE e : T '.ﬁ. 'n*| H A ' el "5.’?:‘%1‘.""‘ : .nggﬁ?# Fgrﬁf“-x,ﬂ,_
: [UTHa e 2 e i BT : i R A i R : e SR E.*:n,ﬁ?_ = : =

Locaﬁ”g Ponus Kmmds E. WY Whaf's In That Thmg? .

.. % Periodically you will run into different
obstacles whicg can be picked up b
your party. Sometimes the box is labeled,
but more times than none, it's not. The
best way to open barrels is to throw
them at walls or enemies in front of
you. No matter where the barrel lands it

Inside the Bonus Round G R\ il wblode o0 impox, flover whén
Making it to the Bonus Round is only half the deal. In order to complete the round you will i1 22 \Jﬂﬁneef:l i:f'ﬁ‘;‘:i ;eﬁ otc:::nn eri;?n S
first be asked to perform a task. Most of the fime you will be need to find a Kremkoin. There § '

are also two other bonus games, Destroy Them All, and Collect the Stars. All three of these ¥ Usually they will break with the firs

rounds are timed and can be extremely difficult hit, however some of them will need to
i ik AR ~ hitfour or five enemies before they can

T e ey maaate R o B RE . TR : e T TR e i : ". "In_“' TR e T T e ..1:,_. ,_I..n_.l I:I;'.' s
S R
B T e : Fone Boiianpn e he e

Each level contains a series of Bonus Rounds which can be found in hidden barrels,
cannons, and sometimes even through solid walls, Usually, you will need something fo throw
at the wall. Sometimes you'll have to go to the extremes ancr use your animal friends to break
in. When you find all the bonuses on the level, the level name will receive an exclamation
point at the end. If you don't find everything the name will appear without @ mark. Remember
most of the levels contain more than one Bonus Round.

SR e,
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No Animal Sign

~In the levels where you either ride an animal

- friend or turn into one, you will eventually run

W infora “No Animal” sign. Go past this sign with

# your animal and it will turn into various objects.

 Sometimes a bunch of bananas, sometimes extra lives,
and in rare occurrences, the DK Coin.

Bananas come in two varieties — single and
bunches. Bunches of bananas are equal to ten
single bananas. Collect 100 bananas and

| Animal Crates
Animal Cratfes contain whatever
i animal is pictured on the outside.
#f Jump on them to free your animal
| friend, and you can use this animal

friend inside the level.

PERARY - r R R

e

e 22 R O

o

o

During the game, you'll be able to control
either Diddy or Dixie Kong. When both characters
are present, you can switch between the two by

hitting select. Both characters are similar, but possess minor
differences that make them better or worse depending

" on the situation they are in. Both can run, jump, swim,
and climb, and both of them have a spin move (a cartwheel

~ for Diddy, a Hair Flip for Dixie) which can strike down

certain enemies.

The difference between the two characters comes into
play in their other abilities. Both of them can pick u

and hurl them. Diddy carries objects directly in front of Eis body,

.
: +q5

=

headly 1 3 i 'I‘J'- =1
i J‘H“%ﬁﬁ:ﬁ‘m-ﬁ’w R 2 rl:lrl":'g

F : d o T —— e PP T
Funky (Funky's Flights) - This || fe-3° " § ./ k&

hip gorilla runs his own airline | - L ES AR 2| A5

to any level you've previously visited £z 4 Rt

(for a small tee, of course). Wrinkly’s Kong Kollege

Funky Flights
Swanky (Swanky’'s Bonus
Bonanza) - This ape man is a born game show host. Hewill |~ £
give you the chance to pay some money and answer some | - e

"

trivia questions about various aspects of DKC2. Get them | '~ &

S 1 b d r £ e
. M' 4 u s - m_,‘rfh h? N RETETE . d L
b &

SE g ey

i W

ight and you'l receive extra lives as a prize, il o TR B ¢

3 1 LT an sl awap . T | i=v ik ey i e .I'ﬂlll'-l ‘r'*

Wrinkly (Wrinkly's Kong Kollege) - The grandmotherly t——————— e
Kong figure is young Diddy and Dixie’s teacher. She can be Swanky's Bonus Cranky’s Monkey

bribed fo give you information about gameplay, but more Ponanza Museum
importantly, she is the only person who can save your game. Visit her as often as you can afford it.

Cranky (Cranky’s Monkey Museum) - This uptight old codger is back to complain a little and really get
on your nerves. However, he also possesses great knowledge about the land. For a few coins he will give you
hints as to where to find secret stuff which is hidden in the levels. Of course, you only want to use him as a last
resort, but if you can't find a bonus area on a certain level, his words of wisdom can be invaluable.

Klubba (Klubba’s Kiosk) - This guy is a litle dissatisfied with the way King K. Rool is running fhinis.
Consequently, he can be bribed with 15 kremkoins to let you into a “Lost Level.” He is located in most of the
worlds, and you'll want to get into all of the levels of the Lost World to see the real ending of the game.
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which can be an advantage in that he can simply walk into
enemies while carrying a barrel and kill them. Dixie carries
objects in her hair, so she is able to throw things a little farther. <
chdiﬁona"y, when she jumps into enemies she is protected
from above. Diddy runs a little faster than Dixie does. However,
Dixie can do a ponytail spin move which will slow her falls
AND add considerable distance to her jumps. .

By pressing the ‘A’ button, one character will jump onto
the other’s shoulders. You can use the ‘Y’ button to throw the
other one to either grab prizes or reach platforms that would *
otherwise be inaccessible. This is a crucial move and is often

d other fun items.

objects

Level 1 - Pirate Panie
For the first bonus level, drop into the gap in the ship. At the bottom
will encounter a running barrel. Jump on his head and grab the
cun'el. Bring it fo the right fo smash the wall info the bonus area.

The second Bonus Round is located behind the door which the
arrow of bananas is pointing fo. Smash it open with a barrel or with
Rambi o enter the Bonus Round.

The DK Coin is located a little above the top of the screen about
halfway through the level. Jump on the barrel onto the higher stack of
barrels and jump over fo grab the

)

Level Z - Mainbrace Mayhem

Right at the beginning of the level, have Dixie jum
right and float until she catches the ropes. The bonus barrel is
a little farther right.

For the second Bonus Round, you must drag the cannonbsll
you can’t miss it) into the cannon. Ka-Boomll|

The last bonus round is located at the top of the level, as far
up and left as you can go. You'll need to have both players so
you can throw your partner into the barrel.

After you complete the bonus level, continue running _
B/lkyclz_ﬂmlﬁgh’ron the top level of the ship and you'll grab the

in

!‘r " 3 L

: i T o, SHEMVLEERLL L T B i o1 Al
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The first bonus barrel is right at the start, jump up and left and you'll see it no problem.

Alter you beat the Bonus Round, jump
follow them fo the right where you'll find the DK Coin,

The other Bonus Round is located after the continue poi
The first column will only be one barrel high. Kill the Fuy

you

him. Continue up the stack, killing guys as you go unti

up o the barrel but don't go in. Jump on the hooks and

nt. The will be a stack of barrels four deep.
on the barrel by throwing your
reach the fop. Another barrel.
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reak the freasure chest below the “O” foken to get the cannon
ball. Take the cannonball to the right across the lava and put it in the

cannon. Ka-Boom!!!!

Topsail Trouble - Level

The first bonus barrel is located on the far left of the playing field, before you get to the point

ere you are climbing on a bunch of ropes. Throw your pariner or use the snake's super jump fo s B o
e e T gt Towards the end of the level there is a visible bonus barrel whichisout ==

reach the barrel.
The second barrel is located above a horizontal rope which fakes you to the left. You will see two
B, oo of i soich oy i bar.
I-ﬂﬁf’enDK Coin is located on the far right of the playing field in the section where you are climbing
. You will reach a point where you must shimmy to the left, hopping bees as you go (there are
about 4 of them). Before this, jump with Dixie all the way fo the right and you'll grab the i‘i)g DK Coin.

of reach. Throw your pariner up fo enter it.
Alter the big slope with the bee flying up and down, you'll see a setof =
two bananas and another set of bananas above and to the right. Use the =
ider fo make web platforms and follow the bananas like stairs fo reach

e Bonus Round. |
To find the DK Coin, you need to have the spider. Use his web fo climb |
nanas which are in the shape of a Y.

Right at the beginning of the level, jump all the way fo the right using |
Dixie's head spin to reocﬁ the first bonus barrel. The DK Coin is in this Bonus |
Round. Have Dixie jump and spin all the way fo the right to pick up the coin.

When you see a DKerel at the top of the screen with a buzzard perched
to the right, furn back o the left and use Dixie's helicopter float move to make
the jump fo the bonus barrel.

Go |Eﬁ from the Diddy barrel. You will see a banana floating in mid-air =
to your right. Jump so that you will hit the banana. You will lanT onaflying _
barrel which will bounce you the left where you will land on an enemy. You
will find yourself right next fo a bonus barrel. "
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At the balloon with the DK barrel resfing on

Lava Lagoon - Level 2

e it immediately after the 1/2 way point), ride &= =
B '&Z'}"Zf""'"%;!ﬁ{} | the balloon back down to the let [under the [T
ke the barel | plateau) fo find the bonus barrel. _,
nextfo the no fishing sign | which is protected from above and below
' by bees. You need to kill the top bee with a
barrel, jump to the balloon, and throw your

parner straight up in the air fo snag the Coin.

Squawk’s Shaft - Level 5
You will get to a platform on the left side of the playing field with three peg-leg crocs on it and a barrel
cannon directly above the platform. Do a running jump to the right fo reach a spinning barrel cannon. Fire it
when it is focing up and 1o the right fo get into the other barrel cannon. Fire this one directly right (under the
bees) to get the bonus barrel.
ight at the halfway point, you will see a barrel cannon up and fo your left. Jump and throw your pariner info
this barrel fo reach the bonus barrel. Alternatively, fly back down to this spot after you have picked up the bird.
The last bonus barrel is located in the upper part of the level where you are flying up with the bird. You'll get
to @ spot where Eskimo crocs are standing on platforms opposite each other throwing knives toward the center
of the screen. Kill these two enemies and fly fo the right. You will move over to an area where you will find the
last bonus barrel AND the DK Coin. Wop-bop-a-loo-bop-a-wop-bam-boom!

int you can
see a bonus borrel. in 'the air. k. Olivemer’s Sallcon - Level §
Throw youh; purlnmelniglg ' Coin At the beginning of the stage,
ing Rambi gt:tthe “No Rambi” ﬁ:’ all h're Iway P u"fill Ihei:rlo
sign. He will tum into the Boen:ngou o bl B
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At the beginning of the level, take the barrel and kill one of the bees to the left.
Continue fo the left. You must have both characters. You will reach iwo columns of two
bees. Throw your pariner over the bees. Do this again fo get fo the other side where
you will find a chest. Kill all four bees with the chest. When you have killed the last one,
the chest will open and you will receive the DK Coin. ;

At the arrow of bananas, throw your pariner siraight up fo enter the Bonus Round. /-

Rattie Pattie - Level 4
At the beginning of the stage, jump left info the barrel to launch fo a
el DONUS gaMe. :
¥R  After furning into the snake, look for the only small pit in the level. It &
C\ \ /BB ===d O\ SN  confains a banana. Fall down and go left fo reach the bonus stage. e
LN AR\ ¥l Atthe bananas in the patter of an arrow, charge the snake's jump move
ey ] ST N\ =l (A button) and fly siraight up for a bonus game. o
Right before the hal int there is a pit with a bunch of barrels in front
of it these ore background bamels tho you can fump on, NOT the kind you s
ick up and throw). Go to the taller side of the pit, tall tothe leftand =
ld right as soon as you can fo find the DK Coin. Tl

s '
L L

e halfway point, kill the cannonball chucker and grab the

invulnerability barrel. Swim down, following the bananas until you find the (SIS
Bonus Round barrel. | ' B

You must have Dixie fo find the other bonus barrel. Grab the cannonball S~ PP
and bring it to the left. Throw the cannonball over the blue dragonfly so that  § S
it lands in the cannon and quickly jump over o it to enfer the Bonus Round.

You must have both players to get lﬁe DK Coin. Toss your pariner info the
invulnerability barrel at the very fop of the level. Run fo the right and swim
under the End of Level Target to grab the DK Coin.

Parrel Blast - Level 6

SRR N L PSS PIRG R  EPONE SRR s Affer the halfway marker, when you see the blue dragonflies you would
AN Y S e R TR RS A WS L X normally bounce off of, hit the first one in the second group, then fall down
' ' S P e ARt JO ot B £ B U 1o the left. Doing this will launch you fo a hidden stage where Squawk wil
cafe .H,,Zﬁ e way fo the left with him fo get the DK Coin.

To l';adrrﬂ;le bonus level, fly to the right with Squawk and you will find the

us barrel.

At the first big “maze” of barrels, find the barrels that will shoot you fo the
far left portion of the maze. Down and to the left is the bonus barrel.

P
et
5 hjﬂ?n.n

'ﬂ‘e

KRAZY KREMLAND

et Hole - Level |
At the beginning of the level, jump onto the hook and have Dixie float = . . bl
: ' : .1, | | Target Terror - Level Z

to the sticky honey fo the left. Jump up until you see a platform fo the right . . ; : ”
with the 'he:trance oy Roubzf' i 3 rea.[:'rll? is a bonus barrel floating above the track. Jump and you wil e

Use the same facfic fo get up, but instead of jumping fo the platform, 3P e -
go all the way to the fop and use the hooks fo go fo the right and find . - bm“;lz mﬂrm WEIT*M'L °th?;;ef’°g";p& v 'hhr:wf:: 2 .
g e't‘hh.ﬂi‘me !BZ: B(Enus zound. have the spider. After climb ™ I‘:glr to reach yflc:’bonus area

To get the last Bonus Round, you must have the spider. Alter climbi Gty L e :
o a verfical chute with a bee f the fop, you can see a few pairs of v 48 e the halfway marker, jump straight up in the first house fo get the
bananas floating in the air. Use the spider’s web to climb up, following == e
the bananas to the Bonus Round.

Immediately before the “N” token, fall down the pit with the spider and

go fo the left. Climb up with the spider’s web fo find the DK Coin.

el
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Scramble SR G YO L e  Race

grab Squawk, go back to the xS inning of the level, throw your pariner

~ left and down through the opening. Work RS RS SRS up on the left side of the screen unﬁly;uou I:::n go

.~ your way around fo the bonus - @R e o up no more. Then jump across fo the right with

s Dixie's head spin to reach the bonus room on the

other side.
To get the DK Coin, simply place first in the race.
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There is a floating bonus barrel above the third “Cat-O'-9-Tails" =~ oing down a chasm containing bees, you'll jump info a barrel * -
enemy. Have him throw I{rou into it or throw your pariner into it. ~ cannon which will take you up to a plateau. Jump up and left fo find a -
. Carry the cannonball to the cannon to the right fo enter the other ~  hidden hook, then jump onto the honey on the left wall. Work your way
~ Bonus Round. ~ up past the overhangs (this is quite fricky) fo find a Bonus Round.
- The DK Coin is a prize at the end of the level. You must jump . As Rambi, ram the wall which is right under the barrel cannon near
~ barrels which the enemy is throwing at you and use good timing to getit. = the end of the level.
' - Tofind the DK Coin, jump straight up in front of the door to the Rambi
 house. There are iwo hidden hooi: wﬁich will take you over the house.
Go up and right o find the DK Coin.

Pl 1]
LR
R

Ghostly Grove - Level
When you see two ghost ladders floatin
above sofim ground, climb them and jump Bt
with Dixie fo the right fo find a floating =5
bonus barrel. -
Before the halfway point and ot the first =~
blue dude there’s a wall fo the right side =
which can be broken by a barrel fo reveal a
hidden bonus room.

| Haunted Hall - Level Z e & | % Gusty Glade - Level 3
' en the rails split off info two fracks fake S : o~ e B Destroy the second freasure
| the upper road fo find a Bonus Round. e Y BN ds e el b rewal e

en the fracks split a second fime, fime | NS i SR Lo . cannonball. Carry the ball all the

your jump so you land on the lower track. | T =S ¥ . L : :
. Once again there's a bonus room waiting fo A Egmaan: o Nl 73N mz\ t:ngsgl:w:gl you find the

be explored.
At the very end of the level go info the ledge
to the left to find the hidden DK Coin.

{EA
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Parvot Chute Panic - Level 4

This is by far the toughest level in the game. A good tactic to get by
the bees is to ditch the parrot completely. Use Dixie's Helicopter Spin o give
yourself a litle more room on the h"Eht squeezes.

At the very first drop point on the level, use Dixie’s Helicopter Spin and
foatal the way o the lf fo find he DK Coin

After the halfway marker, you will encounter two bees stacked verfically. If

ou look above them you will see that there is honey fo climb. Climb
ney and jump fo the left fo find a bonus room.




Web Woods - Leve
After the second cannonball chucker
there is a large slope with four attacking
- e _ I, r vultures. Hit the botiom of the wall to expose -
el g AT R SRR SN o hidden Bonus Round.
. eV W | on el | Atthe end of the level, fime your jump
| . : B | on the target so you hit the DK Coin. This is =
the only spot fo get the coin on this level.

K ROOL'S KEEP

| Clapper’s Cavern - Level |
~ Atthe very beginning, throw your pariner up and fo the right. Go right fo
~find the bonus area. When you exit this bonus area, throw your partner up
~ the second verfical passage o grab the DK Coin.
~ Before the “No Fish” sign, go all the way fo the left. Super sword the wal
~ on the upper right fo enter the Bonus Round.

i
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25

Arctic Abyss - Level 4

~ Affer the halfway point, near
 the end of the level, there is an
~ area under a porcupine on @
- platform where the water will
drain and you will be stranded.

Do moves fo the right fo
ﬁndpowgonus Round. :

Chain Link Aftack - Level 9
Under the first set of chains
~ which are Ikin Ilalh cross hatﬂih
pqﬂem’ walk all the way o the
~right through the wall fo find the
~ DKCoin

Windy Well - Level Z
The entrance to the Bonus Round is located under the exit to the level.
When you are floating up to the end, push to the right so that you come
up and land on the f rm under the platform which contains fhe exit.
10 soucty Wk B ot vl 6 o R Bend
The Coin is located underneath a platform behind a battalion of three
 bees. You must anticipate where this is and go all the way fo the right fo
~ safely grab the DK Coin.

Toxic Tmower -I-(e Leg:{lo b vy Rl
As the snake, before the int, jum e thin |
whichis proleced by a bee fofind the DK Coin. o
A Bonus Round is located at the end of the level. You need to beat ~
the rising green foxin fo the fop of the level. When you tum back inoa
monkey, go under the exit to find a Bonus Round.

Immediately before the
halfway point, jump and
float o the rig'ﬂ wnﬁ Dixie
to find the bonus barrel.

THE LOST WORLP
. These levels are found by paying Klubba 15
.. Kremkoins when you are given the opportunity. There
./ are a fotal of five Lost Levels, but we were only able fo

gain access fo three of them. Here's what we

it :

e ? i T
3 -'-!_.x'-,.a-:Ju_‘-i:-:-_-!c‘.'%..{.l; ]

i

Black lce Pattle - Level Z

~ After the halfway marker, and ofter the multiple
~ platforms with enemies on them, you will fall down a
on the left side of the screen. Push to the right
so that you land on a ledge with a banana steali
barrel and some bees. Behind the bees is a chest wi
a cannonball in it. Take the cannonball down o a small
cavern which is by bees. Inside is a cannon
which will shoot you fo the only Bonus Round.

Fiery Furnace -dlﬁe'Le

Quite @ halfway point, you
- will come mmys the fourth of the “Cat-O'-
- 9-Tails" enemies. Have him fling you (or kil
~ him and throw your pariner) up fo the timed
 boarrel cannon above the . Follow the
_ path of bananas fo the bonus barrel.
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To Be Continved...?77?
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AVAILABLE ON SEGA GENESIS.” COMING SOON ON SUPER NES”

© Buena Vista Interactive. Sega® and Genesis are trademarks of Sega Enterprises, LTD. Nintendo and Super NES™ systems are trademarks of Nintendo of America Inc.




A(K TO : Psycrow is throwrng Peter Puppy’s
. _ Puppies to certain demise. Save them

ith the giant marshmallo of loe

ubtle and not-so-subtle humorofthe original
'Earthworm :Ilm (EWY) wxll not be* dlsappomted m W12. Theyve added all new
levels, new power-ups. and new moves. and throughout the game you'll find
vourself chucRkling quletlv to vourscli or even bursnng out with hearty laughter.

The atr vents on the ISO 9000 are
hamster powered.

can also .shl' dul' of :Ilms bach and cal'ch on' ”1"0 slime
" covered sur‘faces fo propel ZIlm across treacherous areas

Two pigs
up that stopper.

m Size: 24 Megabit

m Style: 1-Player Action/Platform

m Special Features: 3 Difficulty Levels, Snott Parachute and
Snott Swing, Temporary Passwords, New Guns, Maacap
Fun and Mayhem

m Created by: Shiny Entertainment for Playmates . B i

Interactive Entertainment - Y S

m Available: November, 1995 for Sega Genesis (and Super '
Nintendo)

Light'bulbs will transport Jim insrant to
strange and new areas.




“The pig’s in the chute, but Jim is stuck
 with a h@(mles_s;--bubbk?”-gun.' .

_ im gets back to his pre-
~ vious line of work - digging in the dirt

must use the pig chute to _pass‘thfis | o8, i
pond 0 SRR T iRE<ns1:XMLFault xmlns:ns1="http://cxf.apache.org/bindings/xformat"><ns1:faultstring xmlns:ns1="http://cxf.apache.org/bindings/xformat">java.lang.OutOfMemoryError: Java heap space</ns1:faultstring></ns1:XMLFault>