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AGES 6+

Across the room a gorgeous blonde in skin-tight leather
beckons for you.ls it the start of a wet dream? No, it’s a

beating by Sofia, Battle Arena Toshinden’s™ Queen

of Pain. The Sony* PlayStation™is the only place where
multiple camera angles, 360-degrge movemént and epic
3-D graphics add up to some of the most memorable
massacres ever. Save your quarters and look for
Battle Arena TéShinden and 50 other titles including

Mortal Kombat™ 3 on the PlayStation before Christmas.

PlayStation ..

To find out more about PlayStation call 1-800-239-SONY (7669) or http: / /www.sony.com. Sony is a registered trademark of Sony Corporation. PlayStation
and the PlayStation logo are trademarks of Sony Computer Entertainment Inc. Toshinden and its characters are trademarks of Takara, Co. Ltd. ©1995
Takara. Mortal Kombat®3 © 1995 Midway Manufacturing Company. All rights reserved. Used under license. Mortal Kombat is a trademark of Midway
Manufacturing Company. Developed by Williams® Entertainment Inc. Williams is a registered trademark® WMS Games Inc. ©1995 Sony Electronic
Publishing Company. All rights reserved. Call 1-800-771-3772 for Information on Game Ratings. Call 1-800-771-3772 for Information on Game Ratings.
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September means two things: the official
launch of the-Sony PiayStation, and some new

_ innovations-here_at GameFan. We’ve made

some changes this month that we think yow'll.
really like. n‘"--mww
First off, we've added three new faces to
Viewpoint -and made it bigger and better.
Saturn and PlayStation development is at a
fever pitch, and more new systems are on the

way. Five points of view insure you’ll get the

- hest-reviews possible.

Also debuting this month is the all new GEN-

* 32. This new section was developed to make
* you aware of the changes that take place
when a game is ported for American con-

sumption. By reviewing these titles first as

- Japanese games and then later as U.S. releas-
es, you'll be informed on what you're NOT gel-
_ ting or, what you're getting exira. This section
is a direct result of your input. There’s been

We’ll also preview and
sive to-Japan in GEN-32. S ,
thing you like and it's not on the U.S. sched-
ule, let us know-and we'll pass it along. Your
feedback is paramount, so keep those letters
coming! .

We’ve also added an editors’ and develop-
ers’ top ten, where each month, guest devel-
opers will let us in on what they’re playing.

We are entering an era of unparalleled
home entertainment, evident in the over 50
pages of 32-hit coverage in this issue, and it’s
only going to get hetter. The quality of the
games we’re playing are going heyond our
expectations. The next generation has
breathed new life into every aspect of gam-
ing, including GameFan.... Stay right here for
the absolute guaranteed best coverage on the
world of video games.

3
ISSN# 1070-3020
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SuperNES

For more information on Phantom 2040 Video Games
call 1-800-469-2539

ALSO AVAILABLE ON VIDEOCASSETTE
WHEREVER VIDEOS ARE SOLD
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Saddle up. 'Cause at dawn you ride
the death DOITY. And it's gorma be
pure neck-snapping, retina-tearing

L]
7 ™ A g & .
T gol E I % Pick from a shiny collection of do-it-yourself death tools. E-Z
Speed H YOU. See, b. 81‘2 C 1 be High Explosive Plasma Guns, convenient Thermal Tracking

Missiles, handy Pulse Laser Cannons. (Tool belt not included.)

boasts third generation BD technology
for the highest frame rate ever. That means
tent-pitching V@lOCit'y for our latest space
combat n' carnage convention. But hey, it's more
than some cosmic Spe@; tri@. Your mission's
to battle a computer gone HAL—with all the iotwsnmpewits s sson o foy e

surfaces, lava filled caverns, and other sunny destinations.
high-tech weaponry your top gun WL dream

can handle. And where are you dancin'

this metallic lambada? On the new
Se%‘a Saturri’, of course. 0h yeah, you'll be

smokin' mister. But don't bother cracking a

Working around the clock, scientists in our speed lab achieved

- ™ tani ] e % % ok
window. It's 32-bits of SOlar e il ol i G Ol 1 AT
. h ‘
VA DI ot thene

ssrascss e Srens

nw
ane

Meet Claudia Christian as the tough Major Kelt—She’s nursing an intergalactic grudge against
you the size of Uranus. 40 minutes of Full Motion Video let her hone her ball-busting ways.

RATING PENDING

m] Call 1-800-771-3772 for game rating information. ©[R E g DAL
e Crystal Dynamics and Solar Eclipse are trademarks of Crystal Dynamics. Sega and Sega DYNAM Icsm
LIMUTSWIILI  Saturn are trademarks of SEGA ENTERPRISES, LTD. ©1995 Crystal Dynamics. All rights reserved.
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TEAM-UP AS BATMAN"* OVER 125 AWESOME MOVES, REAL DIGITIZED CHARACTERS OVER 80 UNBELIEVABLE
AND ROBIN™* GADGETS AND ATTACKS! AND BACKGROUNDS! STAGES!
B A N™
E 0 i

SUPER NES GENESIS GAME BOY

FOR INFORMATION ABOUT THE ESRB RATING, OR TO COMMENT ABOUT THE APPROPRIATENESS OF THE RATING, PLEASE CONTACT THE /
ESRB AT 1-800-771-3772. *BATMAN and all related elements are the property of DC Comics TM & © 1995. All rights reserved, Acclaim is
a division and registered trademark of Acclaim Entertainment, Inc. © 1995 Acclaim Entertainment, Inc. All rights reserved. Nintendo, Super

Nintendo Entertainment System, Game Boy and the Official Seals are registered trademarks of Nintendo of America, Inc. © 1991 Nintendo \{ i
of America, Inc. Sega, Genesis and Game Gear are trademarks of Sega Enterprises, Ltd. All Rights Reserved.
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Donkey Kong Country- SNES
Mortal Kombat lI- SNES

NBA Jam T.E.- SNES

Final Fantasy Ill- SNES
Earthworm Jim- Genesis
Doom- Jaguar

Gex- 3DO

Samurai Shodown 2- Neo Geo &3
. Panzer Dragoon- Saturn
10.Super SF Il Turbo- 3DO

© 00 = O O = 0 [Of e

1. Killer Instinct - Ultra 64

2. Mortal Kombat Ill - SNES
3. Virtua Fighter 2 - Saturn

4. Toshinden - PlayStation

5. Daytona USA - Saturn

6. Earthworm Jim 2 - SNES
7. Street Fighter: Movie- Multi s
8. Donkey Kong Country 2- SNES | 1 %
9. Chrono Trigger- SNES Y
10. Primal Rage - Jaguar

IR THE GAME SYSTEM OF YOUR CHOICE! ENTER TOBAY!

All you have to do to enter the drawing is write down a list of your top 10 favorite games and the 10 games you want the most that aren't out yet,
on a piece of paper or a postcard then send them to: GAME FAN TOP TEN 5137 Clareton Dr., Suite 210 Agoura Hills,CA 91301
Third Prize:

A FREE year of Diehard Game Fan!
The best magazine in the Universe!

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

First Prize:
Your choice of a core SNES,
GENESIS, or GAME GEAR.

1. Street Fighter Alpha- Arcade
2. Yoshi’s Island- SNES
3.Tekken 2- Arcade

4. Bug!- Saturn

5. Astal- Saturn

6. Clockwork Knight 2- Saturn
7. Loaded- PlayStation

8. Red Alarm- Virtual Boy

" 9. Shinobi Legions- Saturn

" DEVELOPER'S TOP TEN

= 1.Virtua Fighter Remix- Saturn

8 4. Jumping Flash- PlayStation
5. Panzer Dragoon- Saturn

| 6. Toshinden- PlayStation

| 7.Viewpoint- Neo-CD

Drawing is limited to One (1) entry per person per month. Drawings will be held on the 21st of each month. The three (3) winners will be notified
by mail and listed on this page. For a complete list of rules and regulations write GameFan Top Ten with self addressed & stamped envelope.

10. Jumping Flash- PlayStation

2. Ridge Racer- PlayStation
3. Daytona USA- Saturn

THIS MONTH'S GUEST DEVELOPER:
David Perry of Shiny

8. FIFA ‘95-3D0 e — =
9. Motor Toon Racing- PlayStation i

g @

10. Earthworm Jim- Sega CD P‘ 77 :

to this month’s winners:
First Prize: :

Tou Fue Yang Minneaplolis,MN

Second Prize:

Adam Danielson Fresno, CA
Third Prize:

Ernest Redding Monticello, GA
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; Battlemorph™ <
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. Killer titles coming soon for Jaguar CD:
. Thea Realm Fighters - Demolition Man
. - Robinson’s Requiem - Highlander

~ . Hover Strike . Baldies

. Rise OF The Robots . Varuna’s Forces
. Black 1CE\White Noise - Soul Star
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s 1 P Take one of my all time favorite T The Japanese version of Toshin- Last year when | first saw Toshinden
- Smos fighting games, (largely due to the den is one of my favorite fighting | " { I thought I'd died and gone to texture

TOSHINDEN
PLAYSTATION
SCEA - CD
FIGHTING

Aside from the busted new voic

characters’ personality) turn it P
inside out, and you've got what I lik
to call “Toshinden American Style”

(mainly Sofia’s), Toshinden remains a powerful
fighter, especially with the new Redbook audio.
Toshinden has visual force to burn with brill tex-
ture mapping and blazing locales. If you've never
played the import you will indeed be in poly-
heaven. No PlayStation should be without it.

games ever, and is quite obvious- | -
ly one of the most groundbreak- |
ing home games of all time. This
is still true of the American ver- £ .
sion, but the “minor” changes inflicted on a
near-perfect game by SCEA caused TSD to
slip slightly on the Nick Rox Joy Chart.
Although still a “FANTASTIC!” game, the new
voices and broken L and R buttons caused

me much heartbreak. 85

map heaven... since then | think f

Tekken has proven its superiority in

categories from graphics to game

play, but BAT remains extremely fun.

The SF-style game play is welcome and easy to
grasp, but it’s not too groundbreaking. The con-
trol could be tighter, the computer could’ve been
a little less difficult, and I think the roll move is
cheap. Still, if you don’t own the import, consid-
er BAT one of the “must play” PS launch titles.

T
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ol SR
" AIR COMBAT
PLAYSTATION
NAMCO - CD
SIMULATION

=N = TR

28/

Like Ridge Racer, the emphasis in
Air combat is again focused on the |
cockpit mode in this excellent, |

beyond arcade quality, flight sim. |
However, | can live with it here. B4«
This is just a great game in every
way-control, graphics, sound, cinema’s, you
name it, AC’s got it! Another tip of the scales is
the excellent challenge and length of this
game. | can honestly say this is the first flight
sim | have ever really liked on a home console.

88

Non-stop Namco joy! What's up [T
with this sudden power-compa- R
ny? Nearly every PlayStation |.
game they've released so far
rocks, as is the case here. Air is
easily the ultimate flight simulator, it can
be labeled as such. AC is more of a shoot-
er than a simulator. Joy 3-D, jazzy tunes
and perfect control add up to a near-per-
fect score. I just wish it was longer.

¥

Flight sims are usually PC clunkers
disguised as video games, but not Air |
Combat! The feeling as you cruise |
over the amazing texture-mapped
landscape is unbelievable. It's a
complete doofight atmosphere, from
the voices blaring in your ears to the enemy
bogeys on your tail. Tons of jets, multiple mis-
sions, and the incredible split-screen vs. mode—
whoa! | wish AC had a PS-to-PS link option like
the Psygnosis games, otherwise this is the defini-
tive flight game until Wing Arms for the Saturn.

KILEAK THE BLOOD
PLAYSTATION
SCEA - CD
3D ADV.

| [ switches and searching for life support, weapons, etc...

It you're looking for a corridor game with P 7
an emphasis on puzzle elements, rather |8 s
than heavy carnage, then SCE has a game
for you... not me... you. Kileak is a tad too |3
surreal for me with flying eyeballs and [
other strange enemies that seem to have
taken little imagination to create. I do more thinking in
the shower. Much of the game is comprised of throwing

either make it a good old fashioned bug hunt or a
strategic force. Ambiance, texture maps, and CG cine-
mas- very nice. Gameplay and theme...zzzzzzzzz

RORCRORGROI L

I’'m not one for corridor games,
hut even so Kileak is not a good
one. Endless chrome walls,
repetitive if ambient music and a | &
shocking amount of slowdown £S5
are instant turn-offs. The truly cool CG cine-
mas and post-apocalyptic theme are neat,
hut the lack of gameplay (except for a few
puzzles’) or any type of somewhat-exciting
hardware effects just ain’t happenin’.

Cer e

93

Atter playing all the way through DOOM
on the PG, | swore off the 3D action shoot- |
er forever. | thought “Man, this stuff is all
alike!” Luckily, SCE is here to prove me
wrong. Kileak The DNA Imperative (what
a shameful rename!) features a great
story and fantastic 3D effects which more than comple-
ment the excellent handling and gameplay. Punctuated
with wonderful CG cinematic overtures, you are taken
on a long journey through the caverns fo reach your
objective. After playing this game, I'm more open
minded toward first-person shooting games.

SRR, 8T
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TOTAL ECLIPSE
PLAYSTATION

CRYSTAL DYN. « CD

Now here’s some shooting
power! Crystal Dynamics’ flag- .
ship shooter never looked so o
good! Park this puppy next to a & &
3D0 and you wouldn’t believe Bi= "o
the ditference. The CG intro. is now crystal
clear and the game itself looks and plays at
least twice as good. They've also tweaked
some of the difficulty and balanced this ver-
sion just right. You just gotta’ have it!

90

Crystal has blessed the PSX with
a fantastic appetizer for shooters |
o come. As was expected all
along, Total Eclipse Turho totally
eclipses the 3D0 version! The
control and animation have been
brilliantly re-done, and everything else was
nicely refined from the original TE!
Especially noticeable were the super
smooth scaling and texture mapping
enhancements like the rolling water. The
PlayStation is a an amazing 3D machine!

LR,

Glorious! Total Eclipse Turbo fea-
tures way more smoothness, speed,
and graphic excellence than the
original 3DO0 version could han-
dle...I was looking for a VCR when |
saw the awesome CG/FMV intro. |
think the game could use a few more hosses
and a bit more play technique (such as turning
your ship to fly through vertical openings), but
it's still one of the best 3D shooters ever.
Overall: a must-play for PlayStation owners!

RORORORONOL ]

SHOOTER

)
RIDGE RACER
PLAYSTATION
SCEA - CD
RACING

®| [simply does not work well. The

| am one of the few who can live
sitting on the hood in cockpit [P

without this racer. It feels like I'm
mode, and the behind the car view f

music is indeed some of the best =a—
ever and the 3D is near arcade perfect, but
one frack and a game show host does not
make a great racer. I'm sure that 90% of the
racing population will disagree with me
because Ridge is near perfect in every way,
it’s just not for me. I'll stick with Daytona.

85

Joy, power and force. That's
Ridge Racer. Perfect graph-
ics, perfect music and per-
fect gameplay easily halance
out only “one” frack (there

SN

are actually 16 totally different track
layouts with repeating graphics) ... for
me, at leasl. It may seem like madness,
but | simply never get bored of RR... |

could play it forever.

98

When it comes fo racers as OUTSTAND-
ING as Daytona (SS) and Ridge Racer | _
(PS), it’s hard fo pick winners, but I |
feel compelled to share my insights. |
personally prefer Daytona, hoth for its
deeper game play and its eccentric but
joy-filled audio. That said, RR is a near-flawless
arcade translation, suffering from little of the graph-
ic pop-up that blemished Daytona. This is definitely
a driving dream, and even though there’s only one
track, the variety of track set-up options keeps it

55 92




What’s this? A super high quality §
2D platformer on the PS? It's about &
time! Rayman has such amazing §* G
graphics and art that it slides into
that lofty category currently occu- £
pied by only one other; Astal. What =——=
Rayman has in addition however, is deep
gameplay and abundant (if not overwhelming)
challenge. They simply don’t come any better
than this. On top of that the soundtrack is
absolutely amazing! It's long, it’s fun, it looks
fantastic, and it never gets old.

| am so surprised by Rayman. I've s
always been a fan of action/platform |
games, and Rayman is one of the best
ones I've played in a while. This game |,
features ultra-colorful graphics, great |
sound and music, massive scrolls, E=——S:1
amazing art, and a long quest. Because of the length
and difficulty, even the most seasoned gamer won't
he ahble to heat RM in one sitting (unless you sit
there for a really long time). | particularly relish the
way new play techniques are introduced sporadi-
cally throughout the game. Sequel please.

90

Over the past few months I've watched
Rayman evolve from good to spectacu-
lar, and the final result is polished
enough o gain a place in the all-time
platformer hall-of-fame. The PS version
is, of course, superior to the Jag ver-
sion, ESPECIALLY in the audio department. The lush
music and realistic sound effects, themed to each
particular stage, complement this feast in graphics
and game play. Ray isn’t an exiremely fast-paced
game...hut that’s all the more reason to take your
time to enjoy the sights, sounds, and play mechanics.

93

RAYMAN
PLAYSTATION
UBI SOFT ¢ CD
ACTION PLATFORM

The legend has managed to live on, mirac-
ulously. When I first saw the Shinobi digi-
tized | thought, “NO!, Mortal Shinobi, kill
yourself!” But somehow not only has SO0J |-
managed to make Shinobi Legions play |
almost exactly like Revenge, but fill it with £ Yo
brilliant animation and excellent gameplay |
as well. | just can’t helieve Sega sold it. Is nothing sacred
anymore?. | love the music in Legions, with it's heavy
Japanese overtones, while others seem to still crave Yuzo.
SOR 11l Beyond Oasis... Yuzo needs a vacation. This is pure

E,5F,m0, 05

Vic Tokai has hit paydirt, SOJ's newest Vo
Shinobi adventure is awesome! The same [ B /=
intensity and gameplay found in the older
versions has made its way onto the Saturn.
The Ninjitsu-quest story is, as always, very
cool. Besides the basic power of Shinobi
play mechanics, Saturn owners will be ireated to an all-out
audio/video assault on the senses. From the FMV intro to
the killer bosses to the climactic ending, this game
SCREAMS quality. Absolutely fantastic special effects are
everywhere in this game. This is a MUST have for any fan of
the original, or anyone else with a Saturn for that matter!

| acquiring Shinobi Legions. At first

Vic Tokai has made a great move
was skeptical. Why would Sega let J®
one of their most cherished com- =4
modities stray from the company g
unless it was a major let down ?
That skepticism disapeared the m

began playing Legions. Everything you love| |*
about Shinobi is here. The graphics are near 4

. —— — -
PlAYER e 4113 g »:«-2“
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SHINOBI LEGIONS
SATURN
VIC TOKAI  CD
ACTION ADV.

TWI's come surprisingly close to |§
capturing the exact look and feel of
Sega’s Virtua Racing with far less
polygons at their disposal. They’ve [
also added more new than there §
was old to VR, including hyper cool = —

go carts that are just too fun to drive. VR-Cart
alone is worth the price of admission! This is a
whole new game on console. The backgrounds
are superb, the music and voice are suitable,
and the control is right there. There’s too many

extras to list. Very impressive!

It you're an arcade VR fan, I've got
one word for you: disappointment.
Apparently TWI WASN'T trying to repli-
cate the arcade game (kind of odd i
making a game called “Virtua Racing” £os_

and not have it be an arcade adaption) ==

even though an “ARCADE” mode is present. The
addition of new cars and tracks is obviously super-
cool, but the destruction of the heauteous B-Univ
tunes and the violation of “Time Bonuh” pain me.
On the other hand, if you're not looking for the
arcade game, you'll probably love VR.

perfection, the control is exactly like Revenge
(although new moves have heen added) and
the gameplay is legendary.

I'm a hit torn on this one. Although VR e =+
is a very good Saturn racer (second ¥, v
only to Daytona), it’s not the perfect
arcade translation that | was expect- | .,

ing. The new tracks and cars are a [ =
welcome addition, plus the control is =

very precise. However, the original fracks don’t
have as many polygons as the coin-op and the
have been re-recorded and just don’t sound as cool

as those frademark Sega arcade samples. VR
Saturn is a solid new game, it's just not the coin-op.

frame rate is lower. The sound effects and music | |.

S EPRS,
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Space Hulk not only lends strate- |
gy to the boring corridor category,
but enough carnage to fill buckets
with flying parts as well. These |
are perhaps the best graphics f
seen on the 3D0, and the game ==—-=
plays very well, possessing a certain feel all
its own. SH is definitely an original title. There
is little pixelization even when up close and
the Land Sharks on steroids art is a welcome
sight after that hyper idiolic Immercenary
pain. A must buy for 3D0 owners.

E'icioxon

| [ Adding strategy elements to the |

BOR i RCR0

wearing thin corridor genre is
ahout the only way left to get me
to play one. Not tmlly‘I has EA

done just that, but they have a‘u N
done it with style. The charac- =
ters in this ?ame are _ungod_IY heasts that
seem to smell you coming. Kill one and you
might get wet... with chunks. They come
close to actually scaring you at first. I!eﬂ_lnv
your mobile suits and shred! The thinking
mans carnage filled corridor quest!

I’'m normally not a hig fan of first- =
person 3D shooters, but Space
Hulk does have a few interesting
twists to it. This game combines a4,
the shoot-em-up action of Doom, E

intense strategy of Shining Force. The texture
mapping is decent and the ambient voices
and noises are kinda cool, but the bloody gore
is what | really like about this game. Not bad.

the dark, futuristic look of Deadalus, and the | | -

SATURN
TWI  CD
RACING

SPACE HULK
300
EA - CD
ACTION

Ever see those movie sets where |
what looks like a house is merely &
a hig cardboard cut-out? Well, I G

how’d you like to shoot at those? =iy
The graphics are the new BL's only | *_ # 8
major drawback. Chunky and flat =i——==

is the word of the day. The rest is pretty cool
with nice rock tunes and good mission opts.
To bad your plane can only fly about 100ft. off
the ground... watch out for power lines! The
Lynx game destroys BL for the Jag CD.

Battlemorph is the game | want. 6 5

sEFNS,

What went wrong?! The Lynx-fo- [ 77
JagCD conversion went off without [ S555 #
a hitch, but this simply isn’t worthy
of a high end system. Blue
Lightning is a fun ride, but is utter-
ly shallow and uneventful. | was ——
expecting to rattle off a big fat 90, but instead
I'm giving this game a 72 out of pure disap-
pointment. There are some highlights worth
taking in, especially the music and the intro,
but overall Blue Lightning CD is void of high
quality 3D gameplay. It's just totally average.

SSFES,

Blue Lightning isn’t everything | want-
ed, but I am pleasantly surprised. BL is
a playable, reasonably fun flight sim, |
with a fair amount of the high action
and diversity you remember from the
Lynx. Many missions with different
objectives, a variety of special weapons, and targets

that range from air to ground give this disc legs. The | |5
graphics didn’t blow me away (lack of shading and | |
colors hurt), and the guitar rock music was just a bit | [

g

BLUE LIGHTNING
JAGUAR

ATARI » CD
SHOOTER

The first good (if not great) plat- §
former has finally arrived for the |

Jag. | guarantee that one and all ¥ 7"
will weep when they finally see f=dig 7
some power for their stray cal. | ° " # 7§
Rayman has it all, fantastic =——

graphics, play mechanics, diversity, an

even good sound for a cart. This is the most
I've played my Jag since Cybermorph. | hope
more quality titles follow. Great hardware
deserves better than what the Jag has been
subjected too. UBI has helped dramatically.

RN,

With their creation of Rayman, [ _
UBI Soft has just taken the posi-

tion, in my opinion, of “best of
the hest Jaguar coders.” Just
take a look at the mesmerizing
graphics and you'll see why I think this is
s0. The Jaguar isn’t exactly full of power
games, but Rayman is a shot at the spot-
light. Superlative conceptual design and
flawless, meticulous execution. Superior!

SLEFIER83

it misses compared to Air Combat.

it's clearly inferior compared to the

Jag game yet. | adore the character,

grew on me the farther | progressed. My only
as well-crafted as say a Super Mario World...but

SEFEAD,
music masterpiece that is the PS |
1 got tripped out by the theme, | can’t
complaints are that the game moves a tad slow-
1 really am picking nits. Rayman is THE MAN!

RAYMAN
JAGUAR
UBI SOFT » 16MEG

ACTION PLATFORM

“garage band wannabe”...a good game overall, but
Ray—the savior of the Jag! While
version, this is definitely the best
get enough of the graphics, and the technigue
paced sometimes, and the play mechanics aren’t
G}, [C}, [P}, M|, |0
90



Pitfall 32X suffers the same pain
as the original except now you not
only get the Crisco control hut
screen jerk as well. | expected so "
much more. As a Genesis game |
Pitfall scores much higher. This is
essentially the exact same thing on substan-
tially more powerful hardware. The SH2s
must be laying dormant in this one. The color
is only slightly better, the music still hurs,

DEEP pain is all you’ll find here.
It’s odd that this game came out
so bad when the 16-hit versions
were so good. | never thought |2
I'd see something like this on E=

the 32X: Framey movement of the screen. |
mean, even the 8-hit NES moves the hack-
ground image at 60fps. What happened?
The gameplay is still the same, hut the

| love a great platform game, but
Pitfall just isn’t one. The jerkiness of |
the screen movement and the gener- |

ally sloppy control initially turned
me off. Once I'd played for a while |
started to appreciate the finer quali-
ties like the 32X special fx such as the waterfall
and the smoothness of the character animation.
There’s quite a bit to explore, but Pitfall doesn’t
have any groundbreaking play mechanics...this
is a game for 32X owners who are just itchin’ for

PI;ZA;I(LL and the enemies lack that 32-hit edge. jerkiness factor destroys it. Too bad. a slightly above average platformer.
ACTIVISION » 24MEG P}, (M}, O] 69 %% @8@ 7 3

ACTION ADV. @ ® ® ® ® @ ® ® ® ®
TENESES 13 #5535 | | While at first glance WeaponLord This is one of the best fighting pg Finally, an original fighting game! WL <

MESTRENE 2 .\ 2 |seemed a standard fighter, after a |, games I've played in a while. | 5* will appeal to EXPERT fighters...with

\ .\ ¢ |fewhours | was FRIGHTENED by the Although WeaponLord doesn’t ten special moves per character and

#/< " |innovations in game play. The sport the best graphics or music on lots of weapon-to-weapon depth, this

comho system is flexibile enough
for Street Fighter two-in-ones, and
Wwhat totally blew me away was the ability to
link together long, sickening “Death Combos.”
While the animation seems choppy some-

times, you quickly become accustomed to the

WEAPONLORD | it et ke b e
. ]
= R

I've now played three versions of
Doom; PC, Jag, and 32X. | am [,
indeed growing weary of this |P
title. I'll say this. If you have f*
never played Doom on anything £ * " » /'S
else you will be in awe of this =—
title. It's a tad more pixely than its big broth-
ers, and void of some textures, but oddly, it
has the hest soundtrack of the bunch. Also,
| |unlike certain other versions, this one has

:J"‘

Doom

EVERY level and hoss. The FX-2 is quite the
SNES nower l: TNE d.
oyl o R RO

Wow, where did these textures
|come from!? This version
smokes the pack in with almost
'no painful flickering and high [
quality texture maps. | still B4 -
think all the extensive tapping to execute
| moves is a pain, but it’s much easier to put
up with now that VFR looks this good.
| Tekken it’s not (to me) but if you're a VF
| |fan, heaven awaits!

VIRTUA FIGHTER REMIX

. | Clockwork Knight 2 is the shock
of the year so far. Part 1 had great
warping effects and beautiful
graphics but fell short on length f +-
and gameplay. Part 2 is like a gift |
| |from the heavens. This game is E
nothing short of breathtaking. CK2 has fiv
times the gameplay as the original, longer
. | levels, and special effects that I thought I'd
S5 | have to !wlallll tlnr '}h: llllr?htn_ sm:.rl It's {Hsl
 |amazing! I'll track down the import on this
K KIGHT 2 | one. There’s no way I'm waiting!

Vslripn
CLOCKWO,

ACTlgfél.Zl{j%DRM 99

Arc the Lad has some of the best visu- [3
als | have ever seen in an RPG. In fact, | X
Arc is the RPG equivalent of Astal. Astal
was beautiful, but short, and Arc is
heautiful, but linear. Extremely linear. [
Playing this game in Japanese was no
nroblem. Other than this flaw, which is minor in the
- | | scope of this gorgeous game, Arc is pure heaven.
. | | The fights embody some of the best effecls ever
seen, and the music is well, Final Fantasy like, with
PlayStation PCM audio. When this game comes

ARC THE LAD

PLAYSTATION home, (if it comes home) jump upon it.
stharacy ave 92

the face of the planet, the game
play is_deeper than the Pacific ==
Ocean. The complexity of this game is unbe-
lievable, but not so much that the heginner is
overwhelmed. Expert gamers will enjoy the
comhos, counters, fatalities, thrust blocks,
blow-outs, guard drops...the list just goes on
and on. Well done Namco and Visual Concepts.

s

I am fotally amazed. Though I'm
not a Doom fan, | must admit the
SNES version is of the highest
quality. The only sacrifices made | § °
were the deletion of the ceilings £5
and floors, but they aren’t missed in the heat o’
hattle. For the 3.58MHz SNES, this is a triumph
of technology and well worth getting if you've
always wanted to experience the game that
basically started the current corridor boom.

89
I've heen playing Tekken [ =
recently, as VF had become |/ ‘&g
horing. Sega of Japan, has re- | .
released the game completely | £
textured, and Tekken has been £
put on the back burner... for now. I can
only recommend this CD to VF fans, as it
IS the same old game. If you are one, VFR
can’t he heat and a US release is
nowhere in sight... you can’t go wrong!

95

Sega of Japan has achieved platform
supremacy with their latest offering, |
Clockwork Knight 2. from the moment
you begin to play you can fell that |
Pepperouchau has come a long way in
a short time. CK2 isn’t big on play

sess the best special effects on 32-hit so far. The
book audio shimmers as well. I'm blown away.
Perhaps | was disappointed because

ultimate RPG. Even so, the graphics T,
perfect, vet not perfect enough to hold up a
was slightly disappointed, but you may not be.

mechanics, but its overflowing with gameplay. Each
hosses are simply amazing, and riding Baro-Baro is
G}, [C}], [P], M, [O]
98
of the enormous pre-release hype it
and sound literally have no equal, ==
Wwhole game. For that's what Arc is... all hattles. |
There’s a lot here to get excited ahout.

level has a look and challenge all its own, and pos-
fun enough to be a game in itself. The classic red-
I have total mixed feelings on Arc.
has gotten and its labeling as the |
the story is very good and the battle system is
absolutely recommend Are, it is a great RPG. |
G}, |G}, [P}, [}, (O]
92

game will take months to master! The
graphics and music are very good
(huge sprites) but not perfect, but the game play is
superb and unique. The computer Al is WAY too
hard for 80% of players, so stick with two-player
fights (including XBand, yeah!). | hope Namco
gives producer James Goddard a $2 mil budget for
a 32-hit sequel, this game deserves one!

92

| am in a state of rapture! | prefer
Doom SNES over the 32X and Jag |
versions, ‘cause this one has hoth |
near-perfect control AND straight-
from-the-PC tuneage. Doom is so
good I consider it an entire genre
of games, and this is a definitive home version,
from the smoothness of the screen scroll to the
texture-mapped walls. No textures on the
floor/ceilings isn’t a big sacrifice. If only this
game had a multi-player link or XBand feature!
(What’s Doom without the deathmatch?)

I'm impressed Sega would take the |
time to revamp an already solid game

with such a major graphic overhaul. |
When the fighters were poly-blocks it

was hard for me to think of them as
having “personalities,” but the tex-
tures and new faces really help. ALMOST all the
character flicker is gone, it’s now barely notice-
able. If you are a VF fan this game is probably
100%; | like the game but | still prefer traditional

SF fighters. Let’s all just hope VFR is packed-in
with the September re-launch, why not?

“°F%9 a9

| wasn’t completely taken with the
first Clockwork, but CK 2 is a jillion
times better than the first one in |
almost every facet. I can’t think of a
platformer that blends brain-numbing
special fx with game play so well.
Each level has super intricate design featuring
warped backgrounds with countless lines of par-
allax. My eyes literally teared up when I saw the
multi-layered water stage where you ride in and
out of the background as ferocious CG sharks try to
tdevour you. CK 2 is a new Saturn benchmark.

o iF 5,05

The upstarts of the 32-Bit RPG world, G- Vi
Craft, have delivered to us the first in what | -8
will hopefully be a long and illustrious °
string of quality RPGs. From start to finish,
one can see the excellent hand drawn
graphics on screen while a beautiful -
soundirack rings out. This game features an intriguing
story, but nothing too imaginative. What really sells this
game for me is the smashing array of special effects
sequences. My only compaint is the short journey! Only
a marginal knowledge of Japanese, or familiarity with
the genre, is required to fully enjoy the import.
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Oravel ‘With gyhy Controller “In
Hand 5o A Gand ‘Where
Cheaters Prosper...

The winner will
receive a free game
console of his or her
choice. That’s ANY
game console - 3DO,
Jaguar, Sega CD,
PGenesis, CDX, SNES ¥
or Neo*Geo.

Second prize will
win a free GameFan
T-Shirt, the game of

his/her choice and

a one year sub-
scription to
GameFan.

win a Game
Fan T-Shirt and
a one year sub-
scription to

Send in your codes... good, bad, or ugly.
We’ll look em’ over and choose one grand
prize winner each month. Codes cannot
come from a previously published US mag-
azine. Winners will be drawn each month
and displayed here in Hocus Pocus, the
only place where cheaters prosper.
(Current subscribers who win a sub. will
receive a one year extension.)

to this month’s winners:

First Prize:

Hirohiko Niizumi Brooklyn, NY
Second Prize:

Keith Kosmopolis Chicago, IL
Third Prize:

Jeremy Griffiths Greentown, PA

Hocus Pocus
5137 Clareton Dr. Suite 210
Agoura Hills Ca. 91301

Fatal Fury 3
Neo-Geo

only be done ONCE per round.
Each character's SDMs are
listed below. Happy carnage!

1 Terry: ¢ + G, + G,
49,2, V0, ¢, €+
1 G+ D (close).

| Andy: D, ¥ + G, ¥,
¢, €, >+06+D
(close).

x| Joe:=>, N, ¥, ¢, €«
1 + C + D (away).
Mai: Hold onto “C”
while taunting and
¥ do->,¢,>+B+D
(away).

When you do one of the nor-
mal death moves there is a 1
in 2000 chance that it will he
a SUPER death move. To exe-
cute the hyper powerful
SUPER death moves at will,
simply press A+B+C+D (or
just A+C+D for the NeoCD ver-
sion) simultaneously right
hefore a fight begins. When
“Go!” appears, hit start and
hold all the buttons down until
the fight begins. If you name
(next to your power har) turns
yellow, the codes worked.
These almighty moves must
he performed while your ener-
gy har is flashing red, and can

'Geese:¢«+c,c, V,¢,€,>

+ G + D (close).

Sokaku: =, N, ¥, ¢, € +C +

D (do this when attacked from

ahove).

HonFu:=, ¥, N, €+C+D
+ C + D (away - while the

time is an odd number).

Boh: ¢, # + C + D (do this

while coming out of a dash).

Blue Mary:

Neo*Geo - €, ¥, ¢ +C.

Neocn e 9; e; K! ¢‘! N!9 +

C+D.

Franco: None.

Yamazaki:
>, N, ¥, ¢, < +0+D(while
landing from a back-dash).

Jin Chon-shu: None.
Jin Chon-lei:
>, 3, ¥, ¢, € +0+D (away).

*Small Mode:
To use the Neo-CD exclusive

Fury 3, select the versus
mode, then press B + C on
both controllers as the
announcer says the names of
the two combatants.

*Expert Mode:

On the “How To Play” screen,
enter the following on con-
troller one: Left, Right, Left,
Right, Right, Left, Right, Left.
Now you can select a game in
Expert Mode.

Hirohiko Niizumi -Brooklyn, NY.

Eternal Champions Ccbh

Below are all of the codes to
access and play as each of the
hidden characters in this game!

*Senator -
On neophyte difficulty, win every
match via time limit.

*

I -
On warrior difficulty, without los-
ing a contest, progress up to the
Eternal Champion.

*Blast -
Same as Crispy, but you must use
a different character.

*Thanatos -
On champion difficulty, do a
vendetta move to Xavier.

Zero The Kamikaze
Squirrel / SNES
Start the game and then hit pause.
While paused, input the following
codes to access the power-ups:
Down, A, B: Unlimited Shurikens.
B, A, B, B, Y: Unlimited lives.
B, Up, B, B, A: Unlimited hit points.

-David Barber

*Hooter -

Start a double elimination tour-
nament. Lose just the FIRST fight,
then proceed on to win the
tournament.

*Yappy - :
Play an expert survivor tourna-
ment and score over 2500.

*Eternal

Champion -

On warrior difficulty, beat the
game without losing a round.

*Dark Champion - ]

Simply beat everyone in the

game with a vendetta

move. This works even if you lose
and continue.

-Justin Mullins, Kenai, AK.

Mega Man 7/ SNES

To‘ slaﬁ with a Iﬂissiullv maxed out
powerMega Man, enter the following
passcode:

7853
5856
2245
7515

Saleh Ahmed, the state of Kuwait.

Doom / 32X
To access the last level (level 17),
you must start a normal game.
Progress up to level three and get to
the room with the yellow card. Go into
the second section and go on until the
wall goes down. Go in there and look
for an acid stream. Go into the acid
and turn right. When you reach the
end of the corridor, there will be a
switch to throw. This will take you to
the room near where you started.
Leave that room and proceed to the
beginning area. There will now be a
bridge where the giant acid stream
once was. Cross the bridge and the
opposing wall will turn into a hallway.
Keep on going until you reach the next
wall, which will turn into a room with
enemies in it. Blast the bad guys and
keep moving. You will see a space in
the wall. This space leads to a door
that looks like an exit door.. go
through that door and BINGO! Level 17
awaits.

-Jeremy Giriffiths, Greentown, PA.



Robotica
(Daedalus) Saturn

\Waims aiid power-ups.

[All codes done while holding L + R on
controller one, these codes have to be
entered on controller two.]

*Level Warp:

To warp fo the next floor, press start.
*Fix your shields: To fix and restore your
defensive shield, press A.

*Tank up:

To pump up your generator, press B.
*Bomb Refill:

To replenish your hombs, press C.
*Weapon Increase:

To up your weapon’s power, press X.
*Ammo Refills: To restore your stock of
ammunition, press Y.

*Map: To find out where you are on the
floor, press Z.

-Tom O’'Donova

lumbus, OH.

Snatcher / SegaCD

lidden message!

To access the hidden message from a
Konami employee, go to the “Use Metal
Gear” option then select Videophone -
type 34-5678. You will see a hidden

message. ] @

Clay Fighter 2 SNES
‘Secret Characters,

Enter the code corresponding to the
character you want to access while on
the selection screen:

Peelgood - B, Y, Y, A, Y.

Sarge - Hold Right and X, L, L, Up, Down,
‘Left, Down.

- Slyck - Hold Y and L, L, Up, L, Left, R.
Ice - Hold B and Up, L, L, L, Right.

Jack - Hold Up and X, A, R, R, Y, A.
Thunder - Hold diag. Left/Up and Y, B, X,
B, B, X, A.

Spike - Hold R and X, B, B, A, Y, Left, A.

-Zach Young, Colorado Springs, CO.

7/

X-Men 2 / Genesis
Stage Skip + invineihility,
*Stage skip: Pause anywhere in the
game, then press right with C, Up, Up,
Right, Down, Down then Left and C
together. Listen for a sound. Unpause
and then pause again. Then press left
with G again to skip to the next level.
*Invincibility: Pause anywhere in the
game and then press Up with B, Up, Left,
Down, Up, Left, Down, Down, Up, B.
Listen for a sound. Unpause and then
pause again: this time press Up with B
again and you will be invincible.

=

Wolverine / Genesis
Level passwars.
Here are all of the level codes through
the end of the game:
Level 2: Mariko
Level 3: Silver Fox
Level 4: Department H
Level 5: Madri poor
Level 6: Asans
Level 7: The Hudsons

-Zach Young, Colorado Springs, CO.

NBA JAM T.E. / Sega 32X
yaliy NMade, Turio and Goaltending,

*To play this game in “baby” mode,
enter the following code hefore starting:
B, A, B, Up, Down, Left, Right.

*Turbo mode:

Enter B, B, Down, Down, A, A, Up, Left.
*Goaltender’s mode:

Right, Up, Down, Down, Right, Up.

-Robert Ferrero, Raymore, MO.

Nosferatu / SNES

Become a Vampire! ke

To play as a blood sucking vampire in
Nosferatu, get up to the point right
hefore the last boss and pause the
game. Now input A, B, B, B, X, X, R.
Vamp power!

-Luke Gordon, Woodland Park, CO.
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SF: Movie / Arcade

\larious hidden goodies.

Do these codes right BEFORE choosing
your fighter. All of these work in two
player versus mode, and a few will
work in the one player game.

*Random Select:

Tap Up and Start together.

*Hide Your Strength Meters:

Press Start with a quick punch.
*Activate Comebacks: Press Start and
medium punch to activate the comeback
attacks at any time in the game, regard-
less of how much life you have left.

*No Throws:

Press Start and fierce punch.

- *No Special Moves:

Press Start and quick kick.

*No Standard Moves: (0nly special moves
will work!) Press start and medium Kick.
*No blocking:

Tap Right, Start and fierce punch.

*Tag Team Mode:

(Fight with one character in round one,
another in round two.) Press Start and
fierce punch.

*Turbo Mode: Tap Right, Start and medi-
um punch to speed up the gameplay,
and medium punch once more o acti-
vate turtle mode!

*Wacky Control: Tap Left, Start and
medium punch. This REVERSES .all
joystick movements.

*Reverse Screen mode:

Tap Left, Start and quick punch.

*Swap Fighters and special modes:

Tap Left, Start and fierce punch. The
CPU will choose your character and a
special mode for you.

-Keith Kosmopolis, Chicago, IL.

Astal - Saturn

Refill life

Pause the game and enter “Down, R,
Up, L, X, A Y, B, Z C, Right, Left.”
Unpause for full life!

Invincibility: :
Pause the game and enter “Down, Y,
Left, A, Down, B, Right, C.”

Panzer Dragoon - Saturn
The Uliimate Code
At the “EASY GAME - OPTIONS” screen

(the screen that
appears after press-
ing Start at the “PUSH
START” screen) enter
“Up, X, Right, Y,
Down, Z, Left, Y, Up,
S| X.” This code acts as
if you heat the game
on Very Hard without continuing - the
Sega polygon man becomes a girl,
pressing the X Y or Z buttons at the
Episode screen changes the color of
your weapon, elc.

LELRavawq)

Watch the Hard Ending. At the “EASY
GAME - OPTIONS” screen, enter “Up,
Up, Down, Up, Left, Left, Right, Left,
Down, Down, Up, Down, Right, Right,
Left, Right.”

[

Prehistorik Man - SNES
Stage Clear Command

Highlight “EXIT” in the Option screen,
hold L and press Start. Now choose
“Game Start,” hold R and press Start.
Now press Select during gameplay to
skip stages.

4

Megaman 7
\S. Vot 2
Enter the following password: ¥

1415

5585

7823

6251 j .
Hold L and R and press Start. You can
now play a VS. game with Megaman
and Bass.
Megaman’s Moves:

* Arrow Slash - D, DF, F, Y. Leg Breaker - D,

D, B. Feint Warp - U, U.

Bass’ Moves:

Booster Kick - F, D, DF, Y. Sonic Crusher
- Jump, F F, Y. Feint Warp - U, U.

Daytona USA
Piay as fie livse witout lieatg fie ganie!

At the title screen hold up-left, A, B, X,
and Z. Now press Start. You can now
choose the Horse!



G it ore Rude Smells
Than The Ol Pull My Finger Joke.

You've never Guide loaded with info about where

seen or smelled a the best grub is, who to

Role-Playing Game hang with, and what you

like this! « Shortly after need to avoid. Keep it
the government tries to cover up a sudden nearby though, because

outbreak of criminal the lowdown on all those heinous monsters will

behavior all over the come in quite handy. If they get too close, open a

world, a “horrific meteor window fast, because some of 'em are more than

showertandinordesiof  “in ronser arnt the ol ches who ripe. * But the adventure

can reek. Maybe one of your friends

reeking, belching mon- boited off some bad air doesn't start until you do.

sters turn up. * You'll travel to different towns, Grab some air freshener

across new worlds, and through time to face and start sniffing around for

Sell out your allowance for a burger

or slice of pepperoni pizza when

Giygas, the evil, time-traveling alien who is to an EarthBound Game Pak.

you need a boost of energy.

blame for all the mess. Each EarthBound Game _ lt's the first Role-Playing Game that stinks.

(Nintend(@

Pak comes with a free 128-page Player's
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Virtual Boy'is a portable 32-bit 3-D game system, feafuri ing pha
digital stereo sownhd, fwo high—resolvtion vispal dusplays, cmd 3 v
immerge you in The game. Coming soon—stereo headphenes and Game Lj
cable for head—to-head action.
Torn it on and experience the

difference a dimension can make.
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FUTURE OF TTHE |

VIDEO GAMING
: |

INDUSTRY, OR

ARE THEY JUST

ALL WET?
%

To say these guys at Sony mean business about play-

ingiis putting it mildly. After all how, many presidents of

major intemational companies do you know who will

drop their pants and jump in a fountain on a dare? The

following interview was conducted after some drying off
a well deserved change of clothes.

q’

AN INTERVIEW WITH:

STEVE RACE

PRESIDENT OF SONY COMPUTER
ENTERTAINMENT OF AMERICA

GF: With Sony’s interest in the yaming world, they bring
to the industry a new credibility, as well as an afford-
able true next-generation system. Does Sony intend to
support the PlayStation as vigorous-
ly as its other components?

SR: Frankly, | think more so. This is
Sony’s biggest launch since the
Walkman, so this has top priority.
We have constant visits from the
people in Japan. This is the higgest
thing that Sony is doing and | think
we’re bringing a lot to the market- |
place. This is the first time in the
history of Sony that one division of |
our company has launched a hard- |
ware and software product line
simultaneously.

El-'-,JIow many PIavStatlons will you
initially release in the U.S.?

on’t know. Initially, we're
‘o he supply constrained.

will catch up for Imltl urope

the U.S. We don’t actually make i
forecasts as to what we will ship at |
any point in time.

GF: What are the
audience)
male, obvi

skew slightly
system. Our kdv

‘much higher
when they

WOULD THE REAL
299, we've STAND UP?

examine the history of video games, the biggest
increases in (units sold) came when (the systems) hit
under $199 or $149. However, our system offers a much
greater (performance) jump than in the past. If you take
a look at 8-hit and 16-hit...the change hetween NES and
Super NES...the difference is a few inches. If you take a
look at the difference between any of the 16-hit systems
and the next-generation systems, it's a number of feet
as opposed to a number of inches. The generational
change here is just staggering. People will spend the
additional $100 or $150 that our system costs relative
fo the other systems that are available today, simply
because the game quality is that much better and the
technical capabilities of the svslegn are so good.

GF: Will you focus your distribution on high-end retail-
ers such as Babbage's, Software Etc., Electronics
Boutique, Toys R Us, and other video game retailers, or
go for the non-enthusiast mass-market chains Ilke
Target, Walmart and K-Mart?

SR: | suspect that PlayStation initially will he available :
in 10-12,000 stores in the U.S., so we’ll go after a wide
variety l]f retailers. We’ll go aﬂer the specialty stores
and mass-market channels you mentioned, as well as
specialist audio shops like Good Guys and GII’GIIII Gllv ;

GF: Will SCE tie in other Sony products/components at
point of nurcnase? f

SR: Not really, nurcna
of various Sony products
don’t necessarily overlap.
Walkman, PlayStation, and
| television customers are
| generally different.
| However, you will see
| point-of-purchase, interac-
| tive, PlayStation demon-
slraq n devices that uti-
lize ~ components,
sucha ony speakers and
monitors. But in terms of
featuring. the produets
side-hy-side, that's not a
| kind of Synergy we’re
going after. One synergy
we are going after is

motion. We’re offering an
early buy program, where

; musw m a number of
up-and-coming Sony
| artists. They can listen to
the music on their audio
CD player, and when their
PlayStation arrives, they
can listen to and interact
with the CD. There are
some hidden things on the
disc that the PlayStation
will unlock.

| GF: Hidden things? Are
there games?

SR: There are visuals,
demonstrations, and yes,
: theresevenagame

EF Similarto a gemn, Demo disc?

SR: Similar to that. Another promo-
tional example is that PlayStation will
be featured on a number of Columbia
Tri-Star home video products. Those
kinds of synergies are what we look at

‘ Contlnuei on page 95
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Sof ia Saxs spend your money to reserve

a Sony®PlayStation”

Sqfia s&ya give the money to your

local video game store and do it now.

So.tia. Says get on your

knees and bark like a dog.

Now give

aH- ah,

She didn’'t say Sofia Says. Now she has to hurt you.
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When the new revision of MK 3 for PS showed
.~ up, Nick Rox and | were discussing what | could
~ possibly say that | didn’t mention in last month’s pre-

' = | view. After all th is still a carh f the coin-
110 KANGWINS S5 | i iy e new ersion 15 ore compiee nt vas a

Rl the fatalities, babalities, animalities, and other assorted
alities up and working (there were no fatalities last
month at all). So Nick suggested | turn in an article with
only two words: “Look...FATALITIES!” It was a tempting
suggestion, but | think I'll add a few other notes.

At this point, you know this game is a near-perfect
translation, the only question is how perfect. The first
major issue on my mind is loading time, and | can’t tell
you yet what the final time will be...in the preview ver-
sion, let’s just say there was room for improvement.
Another question is game play. Will the cart be 100%
accurate to arcade version 2.1 including every combo?
The verdict ain’t in, but my prediction is yes.  Finally,
there’s the question of sound and music. In the latest pre-
view version all the music, sounds, and voices are exact,
: g it’s just they aren’t all synched and timed correctly. | also

assume this will be alleviated by the final release. An interesting surprise in the latest version is Smoke

{ } .- . s selectable WITHOUT having lo enter an Ultimate Kombat Kode. I can’t say whether there will even
Pe€x o0 " | BE aUKK in the PS version, and if there is, what it might do. The Vs. screen codes appear to be iden-
R tical, but who knows, mayhe Williams will throw in a few extras. _Ideally, MK 3 for the PlayStation

I be like owning the arcade game for around $60, minus the coin mechanism, and throw in a bit

*a

b “ofloading time and slightly decreased detail due to the limits of standard television. Find out next
0] mg;nhhlt ll:,ls i the case...if it is, | will be lovin’ life (and of course death, huh huh).
= —Slasher Qua

SHEEVA Wins ", S8 z = KONG LAO WINS. 59
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Before | explain the power that lays before you, allow me to set up the story with some snap—
py press info...
Imagine the most inhospitable barren ball of rock spinning through the galaxy, and on its sur-
< face a sprawling jail that houses the most feared criminals in all the galaxy. They have been incar-
B cerated here by FUB (Fat Ugly Boy), who hopes they’ll escape and come after him with revenge
Pl ayStation looming large in their minds. He believes that if he can defeat the most despicable space scum,
he’ll be able to defeat anyone (especially with his new machine that changes the way the normal
laws of physics behave, and with which he plans to hold planets to ransom])... Welcome to
Loaded.
I absolutely guarantee that when you play Loaded the first time you will be rendered
temporarily insane. This game is the ultimate release. Prepare for complete testos-
terone pumping mayhem. The meek need not apply.
The action in Loaded is as brutal as | have ever seen or imagined. When you
blast a guard or psychotic killer, you feel it. Bodies snap back and burst,
leaving either a human shaped blood stain or simply a stain. Leave them
alone and they beat on each other. This place is mad, insane, and just
plain out of control. Loaded is the first indication that gaming has
graduated. The next generation may actually offer us mare than
fruity little fur balls, and fast food icons gone Hollywood.
Aside from all the heavy carnage, there’s much techni-
cal bliss in Loaded as well. Levels warp entirely, are
light source shaded to the point of disbelief, and
are basically top view euphoria.
Loaded still has quite a ways to go in its
development. What you see here is
merely one high powered level. We’ll
have much more in future issues
as we follow Loaded right on
; to the shelves and hopeful-
MR. GOO ly, your PlayStation.

| CAN’T BELIEVE THEY
MADE A GAME THIS -Mr. Goo

COOL AND DIDN’T ASK
ME TO STAR IN IT.

AANNRERNRNNSN
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Sony’s PlayStation is the proud host to one of the best flight sims the
gaming world has ever seen. Air Combat features a sublime blend of fast
arcade action, convincing 3D environments, aural deli
immersive missions, and hyper-realistic dog fighting
package.

What really separates Air Combat from other flight
sims is the game play. AC is one of the quickest-
reacting flying games I've ever played. Performing
barrel rolls and tight, high-G maneuvers is as easyas | ..
thinking about it. There are several instances in AC
where you have to make quick, evasive manauvers !

against incoming missiles or enemy fi gk

is so tight and swift that avoiding s "
becomes intuitive. | also liked the f;

(there are 15 in all) has its own uninque it

distinctive feel.
AC also has some of the most realistic visuals I've
ever seen in a flight sim. The 3D textured mi&nons of the terrain and the
jets are very detailed. At around 30 fps, AC'S frame rate is high enough
to provide the player with a realistic sense of 30 movement and seam-
less animation. Moreover, each mission looks better and is more inter-
esting that the one before iL...this is one of those games that keeps get-
ting better and better the further you get into it. The only negative thing
I can say about the graphics is that th ch nlxolizallnn on the
polygons when you get close to thel

-~ mood nerfectly, the volume is low enough not to distract you from the

AR KSR A S

pop-up on far away objects and terrain (oh well).

_The sound in AC is as distinctive as the graphics. The music has the = <
PlayStation

fypical “Top Gun” sound with its upbeat, electric guitar-intensive tunes.
il although the music in AC sounds great and sets the dog-fighting

N,_. intense flying action at hand. The roar of the jets
and explosions of the missiles are fah, but it's the
voice in AC that really takes the cake. Befol
mission, you are briefed on your objective
announcer with a British accent. During
fights, youw’ll hear things like “Enemy

“Alert, Bndv Damage,”
Mlssed!!"

:lamasm: game presentation. Tha FMV in the intro
and the ending features some of the best SGI graph-
ics you could imagine. Flight sims aren’t known for their great story-
lines, hut the intro story and the mission briefings are worded well and
sound very professional. It's the little things like this that make Air
Combat so great.
For a first-generation PlayStation game, Air Combat is amazing. It
comblnes a refined, arcade-like feel and a long quest with great sights, .
ve gameplay. Air Combat Is. with ouht,

- A
-
L .:
e K. LEE .
: . Pulse pounding polygon
el A K power is what you get
N —— with Air Combat!

it
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ime Directive.
t's on radar,

Intense, 3D texture-
mapped terrains of reflex-
assaulting canyons and
tunnels. Dramamine™
cocktails, anyone?

Forget about that intergalactic
e brotherhood CL &L, 'Cause with
| Total Eclipse Turbo, me
G space-combat simulation for the Sony”
PlayStation™, there ain't a heapin'
helpin' of hospitality for light years. And
with allthose aqzlidmfaced aliens
stopping in to party, you're gorma have to
fire up your wicked welcome
wagon and get this uz'"bfi
block party blaring.

Featuring new Save
Game option, cookie- FEFA
tossing 360 barrel roll
capabilities, and
life-saving power-ups

PlayStation
"

Sony is a registered trademark of Sony Corporation. PlayStation, the PlayStation logo, and the PS logo
are trademarks of Sony Computer Entertainment Inc. ©1995 Crystal Dynamics. All rights reserved.



»g Looks like
Yoority Sony Imagesoft
75 is X-tremely serious
7~ about PlayStation develop-
\ ment. Their first three titles will
O all make the A list. ESPN Extreme
¥ Games is a huge leap in 3D gaming that
you've just gotta’ take. Players can choose from
five amazing locales and four different means of

gettin’ across each one. Race exhibition or start

= a season, choosing once again, from a wide
PlayStation variety of male, and female; mt. bikers, street
luger’s, in-line skaters, or skatehoarders. The
DEVELOPH - SONY

=, first thing 1 look for in a racing game like
’ Extreme is the one aspect that if done wrong,
can destroy even the hest game design...
body english. There’s a lame way and a
stylin’ way to ride any of the four vehi-
‘ - cles, and | am elated to say
L that every event in

~»_  EXireme is repre-
' e . sented

IMAGESOFT HAS OUT-
DONE THEMSELVES!
EXTREME IS 3D
WONDER!




.~ perfectly.
" Not well, per-
~ fectly! The 3D scal-
~~ ~ ing environments in
~ Extreme are some of the hest |
have ever seen, if not the hest, with
highly detailed trackside attractions,
amazing tunnels, and what looks like real
architecture from Italy, South America, Lake
Tahoe, Utah, and San Francisco. Being that the Al
is not yet final 1 cannot comment on control or
gameplay at this time but it seems like both are
going as well as everything else. Even the attract
screens in Extreme glisten, with scaling Sony <
monitors, rendered characters, and realistic
rooms where you can adjust your options.
Extreme is yet another title that successful-
ly shows off the PlayStation’s powetr,
and this is first generation! I'll
he hack with an Extreme
review next issue.

31
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Crystal Dynamics, the original savior of the 3B0, is re-
PlayStation. Total Eclipse Turho features the exact same
storyline, game design, levels and enemies as ils prede-
cessor, hut that’s where the similarities end.

#The new version that PlayStation owners will play is
vastly superior to the'original incarnation in almost every

_warv imaginable. e,

E: Turbo opens with a spectacular CG FMV intro that is

®

revamped to a level of ultra clean bliss. The levels and
sprites slide in and fhen pass underneath you as v
«smoothly as those found in multi-million dollar
flight simulators... mmmm, smooth! That's to say
nothing of the actual gameplay, which itself has
heen remarkably enhanced. The player's movg-
ment and general maneuvering have been
eaked to near'perfection. All of the same chal-
enge and excitement from the original version
has been recreated and even further enhanced
thanks to the power of the PlayStation.
Your-ship is armed with.a standard three-way

=2 200,

releasing one of its most acclaimed 300 fitles on the Sony

infinitly better than the FMV in the 3DO0 original. The famil-
iar behind-the-ship, three dimensional gameplay has been

7

upgraded
forthe PS.
TE's graphics

*never looked this
good! This game
manages to almost flaw-
lessly create that rushing
sensation of flight over var-
ious terrestrial locales.

» The music and sound fx
are all very well done, but,
compated to the action they actually sound low-key. |

would have liked to heéar some more violenf »

explosions here, but there’s no doubting that the
game screams some great spund."

I have always contended that shooters are an
excellent way to show off a system’s power.
# | This is certainly true of TE: Turho, as it offers

-| 'something for all shooter fans to get psyched
ahout. The true shooter maniac should adore @
game like this for its involving, yet sometimes
extremely difficult, gameplay value.'What a
shame it is that more people aren’t into shoot-

hiaster, which can be powered up to a wicked

ple power levels. When you really get into ajam, don’t he
afraid to unleash the awesome power of your ship’s “spe-
cial” mass-estruction weaponry!

0f course, the visual performance of TE: Turho has been

a

split shot or an up and down sweep shot, each with multi-*

a = ing games as muchas other types of games.
Shobters are my persdnal favorite yet | seem to be part of a
humbled minority. If you're a shooter fan, and are humming
over the current deficit in shooters like | am, then you owe
it to yourself to feast upon Crystal's Total Eﬂmﬁ.& Tsulrhllll(!

- The Stalker
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THE STALKER
CRYSTAL COMES
OUT OF THE GATES
SMOKIN’ WITH
TOTAL ECLIPSE.




Rayman has got to be one of the most unique
action games I've played in a while. The falent-
ed French programmers at UBI have created an
action game with amazing sights, great sounds,
and one of the coolest new characters to hit the
gaming scene in quite a while.

Graphics are often the key to a game’s suc-
cess, and above all else, optic excellence is |,
Rayman’s trump card. Rayman isn't just eye

candy, it's eye caviar. Every enemy sprite oozes __

with personality and gives the game a unique
look. Rayman himself has a cool and well-ani-
mated style. The unbelievably colorful back-
grounds and highly detailed artwork are hugely
impressive, but the multiple-layered parallax
scrolls (up to four or five in some cases) are the
icing on the cake. While many gamers out there
(including myself) have criticized the |
PlayStation’s 2D scrolling capabilities in the |
past, Rayman has proven everyone wrong.
Excellent work UBI!

The music and sound effects are just as out-
standing as the visuals. The tunes are some-
times mellow and laid hack, sometimes fruity
and upbeat, and sometimes dark and forebod-
ing. They establish the proper mood, fit the
accompanying level nicely, and are of very high |
quality. The “Boing” and “Snap” sound effects
?re slightly corny, but they sound great nonethe-
ess.

To me, Rayman’s main appeal lies in its playa-
bility and diversity. The control is right on, to the
point where Rayman almost hecomes an exten-
sion of your thoughts. | also liked the fact that
RM is given new powers and abhilities as he pro-
gresses in the game. You can then hacktrack to
the earlier levels and explore new areas of each
level (very cool).

To be honest, the only gripe | have ahout this
game is that it's a little too difficult in certain
spots. I'm not a person who’s prone to use a con-
troller as a projectile, but let me tell ya, | came
really close to doing just that a couple of
times...it's HARD.

The bottom line is this: If you’re a fan of high-
guality, 2D action/platform games (like myself)
and own a PS, then you should high-tail it down
to your local game store and buy a copy of
Rayman. This glorious UBI Soft CD features the
high-quality visuals, sounds, and game play
needed to satisfy even the most demanding
game enthusiasts. -K.LEE
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DEVELOPER - UBI SOFT
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| # OF PLAYERS -1
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RAYMAN ...ONE MORE
REASON T0 BUY A
SONY PLAYSTATION!
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SRt 8 When | reviewed this seminal PlayStation fitle last January, 1 called it one of
A R the best Ilqmimi games ever. | guess it SHILis, but it's position on the HalloWed Fighting
, ! S=====" " came Power Chart has slipped uite. few nolches. 3L 1o,

. Why? Because SCE of America’s pame translation sirateay.is not-far.removed-from another fiaraware
%4 companies. Aisting ofthe edits commitied in ‘Battle Arena’ Toshinden follows, from worst to least fiatiful. ¢fo
be fair, the decision o replace the Japanese music tracks with music from the Toshinden-audio CD recently released
in Japan was a great one, hut there’s far less rapture 0 be found amongst the-charred uins-of the once-faif{astic’

riginal Japanese version) ;) . " -t -m_f—~———‘
. Al the voices hava heen changed..for the worse, in iy opinion. Ellis, the cute green-haired girl . . SEIEOO__son sos |
rom Turkey once spouted wmsmtm*l1lq1I -pitched catch-phrases with wild-abandon: Now she seems | = 7 p
{0 be voiced by a young male, and fer hyper-cute “Makenaimon!” has been replaced with a guttur- &
al, lngmunhlv un-female, lwish-l-could-manage-a-Turkish-accent ‘| nevah geev-ap!” It's really quite &
safl. Other dreadful voice “improvements”>were re-recording a perfectly acceptable American voice
with-pseudo-Scottish-lamety, attempting @ Russian_accent for Sofia and trying o get American §
“actors” to repeat phrases like “Hyakkimoshuuken,”
2.) The ahlll{y 10 do special moves with single button-presses has been cruelly removed, First of all,
it's EXTREMELY difficult to pull off combos and two-in-ones on a PS pad uniess you can do specials
instantly. This option has heen deleted by the fighting game masters at SCEA hecause, ostensibly, it
mare the game too easy. Hey... you guys knew you could turn it OFF, right?
3.) SCE changed most of the yame’s codes. This makes sense, | guess, as having |
| hoss codes available now would probably hurt long-term interest in the ?ama. | surin
1) The hurtin’ Japanese funes have been replaced with MUCH beter versions of the |
same songs done by the original cnmgusm for @ special Toshinden music CD| ™™
I
N will i " 380, s .
Toshinden, however. = ;‘%% ==_ = : .

* " Don't get me wrong, this was and still ga o -
Is a great fighting game. While it doesn't s

" s quite achieve its Japanese twin's heights =
of joy, you'll probably fove it. In spite of = ™

:m what you've read so far, | definitely rec- ...

" ommend Battle Arena Toshinden... il's ﬂ

still one of the most visually astounding

ani enjoyabie 32-Dit fitles ever, with just S - | BT A -
@ few new drawbacks under ils belt, - = : /R
~ Nick Rox it S . || ' o / Bt

&

Blood to be a good, if not great
ing released in the US as Kileak the |/
Bms to have lost much of its earlier/ ;
This ist ‘because I've played the game and =
hie hored of it, but rather hecause many ofithe other
launch titles available with the PlayStation are S0 much
| hetter in terms of both graphics and gameplay. 0f course,

e
—
LS
—

|

' K
J_ &
:
:

|, z : P - E
REVIEW I'vesha@ PlayStation since Decembgr 3rd and have played many games. You may be |
e P 7 Biown away by Kileak. If you like exgloration you definitely will. | “—_
Kil ‘$toryline begins in the distant future as a chopper carrying an entire bhattalion |

s shot down, and there is but one survivor: you. Or S0
-you work your way down into the depths of the massive |

s

| of armoted Suits lo-an enemy

you: think. Once in the fortress,
. *fort collecting weapons and shooting things in claustrophobic corridors populated by ene- |3
flaysiaton . ... . mies that cause siowdown when more than two are on the screen at once. Occasionally [* -

CTSBEeT . g . |you'll be treated to a nice.ren- %
i - ~ [dered cinema. Sounds rather = ==
T . L. “excilinf, huh? In all faimess, this ==

|CD sports some nicé ambient, |
| atmaspheric tunes, remarkable CG |
cinemas presented with some of |
' the_hest FMV ever seen, and ‘a |
| pretty cool storyline. | just can’t |
| lay corridor games like this any-

85

i

B o SN | more, and | suspect you're Kind of | _
HARD i burnt on them too... compared to &=+
e the other launch PS fitles, Kileak |
SEPT. OTH ., ki seems pretty tame. -Nick Rox
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T As many of you may know, 1 antafleshard shooting fan, a?
| % R , _ -deprived of my shoofers (Or as Sias 'slllwould Say, shool games, |flﬁl i the mvm
- TR Parodius, Panzer or Raiden, the genre’Sheen-pretty siow lately.., bu'i ft dnge

comin’ on. . p :
‘ y 7 « Virtually a pierfect translation of t-arade uaimes Raiden ! and II, which came Bt |
e, '\ LA 1989 an 19%We iy; Ra ﬁr&&ﬁ%ﬁ | @ doubt one of the hnsl’am‘adg‘
. AF‘ * 9 lo-home poris ever. The PlayStationyostensitily’a we: ngys ,.(my prediction; |
Y i B Hermie Hopperhead will quash any remaining doubts as fo-the®PS!2-D force) repli- 3
L g0 e pBAIES TWO high-end arcade shooters to literal perfection, shifting Rundreds of sprites 8
L - rANGINg from an obscene amount of tiny shrapnel to massive hombs; buming swaths
=7 Jiie 3 s w0f laser fire, the smoking ruins of buildings you've destroyed... not to mention ene-
S Vi< - mies. Although there’s a conspicuous lack of parallax in Raiden Project, the arcade

s

Sy

! ( Wl
games didn't have any, either... what few scrolls there were are replicated perfectly. It's J'/“.”.’-f-‘.:v T i
just as well, though - parallax would merely add more moving obigcts on the screen to confuise you, ~ el NEpis
There are so many enemies and so much shrapnel that closely resembles bullets flying around’that you. 7{“’?\
often find yourself totally lost, even if you're the shooling god. Unfortunately, SCEA has removed the.untimited cont g, ,
feature and restricted the ’qnnlmuas# a n}gre nine. Very few people could heat ﬂnen Il on.only nine con= s, ™,
o - tinues. It's just too hartl, The sholce o1 having unlimited credits was just that - a choice. WHal Sony’s 'aglnn removing "o - e y
| options in games Ijust don't kg s pray they don't tuth into another Sega. . . L P
Basically what we have perect ranslation of two of %& {inest arcade shopters. ever, wit Illrle ulssuay =3 ~n
options, although you can no longer play the game vertically. I'iet Sony of Japan had problems with.geopie busting their .
TV's hy attempling to play Raiden Project like the arcade game. You can still play in #aninal mode, but with the.contepls .
flipped so that the ‘game is played like a horizontally-scrolling Shooter. If you're a fan of shooting games, | NEVIEY
Raiden more - thefack of unlimited continues is disappointing, but then again the temptation fo mis pli] ¥ -
there. Perhaps theyshould have been restricted... but not ta:@mere nine. - Nick Rox , !
al e

- | 2 2
S m~\.,757(\%* o i) \ i 2 o

Please consider a
most supreme truth: If &~
you own a AT
| PlayStation, you
= must own Ridge

2 [ " Racer. Even if you
don't like drivilg games, you must own Ridge Racer. IU'sjust
that simple. Although.the yame does have only one track, (of

i}:rse, so did the dredde) it isn't any less fun to play than ~ *

as back in December. RR lasts, more so than almost-

7 a..wen Ny other PlayStalion launch title. .

a5 Although Ridge doesn’t spori the gameplay or amount of

tracks that Daytona does, it is, in my opinion, hy far the hetter

game. The ultra-smooth, ultra-beautiful 3-D and the pulse-

= noundin’ power of the radiant fechno tracks is virtually unbeat-

- able. While not exactly packed wit’ new features, the home ver-
sion of RR features reverse and backward versions.of th
track, thirteen cars and optional support for Namco
Con controller. (In a grievous side note, we've he
G-Con may not he released in the US. Let’s hop he ™~ & =
case.) A game with only one track may not sound ng-tern ] N )\ | P
pure chewing satisfaction, but please trust me i - . B

= * = when | say that RR is a game you can play
Z, .  almost endlessly, even after you've discovered
] Zecwmm gl of its myriad secrets. - Nick Rox
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Sony Imagesoft is making a hold
statement with their 1st hatch of PS
titles. | can honestly say they have
the best looking and playing launch
titles. WarHawk is a 3-D air-to-air
and air-to-ground comhat game set
in the near future. This game will
knock your booties off! Look for

| Warhawk this November. Look for

more coverage in GF as it becomes

available.

mEmmEEe TUrDO;

Cagpss \

The insane streets of L.A. hecome the stage for Sony Imagesoft’s futuristic mobile combat game, Twisted Metal. A madman named CGalypso, holds a
deadly contest in the sireets where the combatants must destroy all other cars using everything in their arsenal. Guns, missiles, rockets and bombs.
are at your disposal, show no mercy! This game cannot he described. Youw’ll just have to take our word for it that it truly s a breakthrough in mobile
mavhem. We’ll have tons of coverage as soon as we can get our mits on a preview CD. Twisted Metal is slated for November.

7
: i.,./
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Will the real Primal Rage nlease

| stand up... way up! Time Warner

Interaclive has done a stellar PS

‘: iranslation of the famous arcade

flesh eater. All of the combo’s and
slralegies are present in this ver-

g 2 2 sion. We’ll have more on Prlmal

Rage PS next month.




GET TOOGH. GET REAL.

frevacha oty

SOUTHPAW? BULL?
TECHNICIAN? FIGURE OUT
YOUR OPPONENT’S STYLE

—OR PAY THE PRICE!

[ 7

EXPLOSIVE . . - .ACCLAIM’S MOTION CAPTURE TECHNOLOGY... “I'M GONNA EATYQU.

KIDS T0 ADULTS|

FOREMAN FOR REAL is a trademark of Acclaim Lnlermunnun Inc. Develup d by Software Creations of America. Proprietary Motion Caplure Sysyem
Acclaim Entertainment, Inc. Al rights reserved. Acclaim is a division and registered trademark of Acclaim [nlmhunnwnl Inc. © 1995 Acclaim Entertair)
Genesis™ versions of Foreman For Real video game. Promotion not vahdo Game Boy and Game Gear™ versions. Each Gold’s Gym is independently,
regulations established by owners and operators of facility. i

2-PLAYER ACTION! -~ TRUE BOXING REALISM! FOR LUNCH!”

SUPER NES"";' i ':ch\ria%msw GAME BOY' a;\ME;’GEAn‘“

MCS) is the sole property of A¢laim Entertaifiiient. kg, © 1995
mu\( Inc. All r&gmq wqorved Promotion valid on Supm NES© a
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RAISING KAIN

Crystal Dynamics never sleeps. Mayhe that’s why their next game has such
a nocturnal theme. They are currently developing one of the Ililuhesl pow-

ered top view adventure games ever to creep on to a console: B
Legacy of Kain for the Sony PlayStation. This is the game that four GF

tors (including m¥sem chose as game of the show at E3, after viewin nnl1

parts of one leve

. The animation, art, level design, and execution (and

mean that literally) in Kain are all the stuff that legends are made of. Could

h when we interview the men bhehind the machines.

this be one next-gen game that you can really sink your teeth into? Find |

=

out next mont
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SOLAR EGLIPSE

The recent technological advance-
ments in home game consoles has
ushered in a resurgence of the ever
popular shooter. | guess a hetter
name for shooters in the nineties
would be 3D sensory assaults.
Crystal Dynamics’ Solar Eclipse for
the Sony PlayStation takes you
places you’ve never gone in a
shooter. if you thought Total Eclipse
was a rush wait ‘til you get hehind
the controller with this one! Stay
tuned for more Solar info. next
month.



LOOK WHAT'S LANDED
ON SATURN!

Myst. The surrealistic adventure Robotica. A world enslaved
that will become your world. by brutal robot enforcers.

- -
_‘e“‘ _x‘fk 1
T |
e
£ ? 3 By Gl == - - S
EXPLORE EERIE WORLDS COMBINE KEEN RAGE AGAINST ROBOTICA: MANKIND’'S
OF STARKLY FANTASTIC OBSERVATION AND THE ROBOTS! LAST HOPE!
BEAUTY! LOGIC TO UNLOCK THE

SECRETS OF MYST!

NS UNSOF TS C SEGA SATURN" Allam

m u
CEYFAAN entertarnment 1nc

Myst Software copyright 1994, 95, Cyan, Inc. and Sunsoft. All nights reserved. ROBOTICA TM Acclaim Entertaimment. Inc. Artwork and Packaging © 1995 Acclaim Entertainment, Inc

Game © 1995 Sega Enterprises, Inc. All Rights Reserved. Sega and Sega Saturn are trademarks of SEGA ENTERPRISES, LTD. Acclaim is a division of Acclaim Entertainment, Inc
® & © 1995 Acclaim Entertainment, Inc. All rights reserved
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The first 32-hit multi-platform action character, Rayman, is making his way to the Sega Saturn.
.. Atter cruising through just two levels of the Saturn version | have a feeling this is going to he
ﬁ a hard game to bheat in the category. The PS and Saturn versions are definitely a cut above
., the Jag version, not only in the area of sound but gameplay as well. These two games
. may fight it out later this year for platform supremacy.
, Besides the amazing artwork that has become the game’s trade-
mark, the sound in this and the PS version is unhelievably crisp
and well orchestrated. UBI has obviously realized the impor-
#_tance of a quality soundtrack when establishing a new charac-
< ter. 1 hope to bring you much more on Rayman for

y . the Saturn next month. 2D gyaming is
P i ~of¢ still kickin’! I love it! -Mr. Goo
. j ; S e —
> vy

SEGA SATURN
DEVELOPER - UBI SOFT

PUBLISHER - UBI SOFT
FORMAT - CD

# OF PLAYERS - ONE
DIFFICULTY - N/A
AVAILABLE - OCTOBER
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MR. GOO

RAYMAN SATURN IS LIT-

ERALLY DRIPPING WITH
POTENTIAL.
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S?O(KED’ | KNOW | AM. SEEING THE VIC-TOKAI NAME ON THE BESI VERSION.OF SHINOBI

VER (IN MY OPINION) 15 INDEED A PUZZLING SITE.

PRELIEVE IT OR NOT, SEGA OF AMERICA HAS A FULL PLATE, AND RATHER THAN DELAY THE
RELEASE OF THIS MUST OWN TITLE THEY OPTED TO BESTOW IT UPON A DESERVING THIRD
PARTY. VIC TOKAI WAS OBYIOUSLY THE RIGHT CHOICE BECAUSE BESIDES CUTTING THE ULTRA-
CHEESY TO THE POINT OF BEING ANESONE OPENING CINEMA (THAT SO SPENT A TON OF
MONEY ON AND | WILL SORELY MISS), THEY HAYE LEET WHAT WAS SHIN SHINOBI DEN
mg)o}gl}ll(l)TV{ESHlNOBl LEGIONS, COMPLETELY UNTOUCHED, AS IT SHOULD BE WITH EYERY

NOW, THINK BACK TO THE FIRST TIME YOU PLAYED REVENGE OF SHINOBI (IF YOU DIDN'T,
LEAVE NOW AND FIND ON). RENEMBER HOW TOTALLY PLAYABLE THAT GAME WAS WHILE
MAINTAINING GRAPHIC EXCELLENCE AND PERFECT CONTROL? WELL, THIS GAME IS MUCH OF
THE SANE BACEPT NOW EVERYTHING LOOKS REAL. EVERYTHING FROM SHO MUSASHI TO THE
ENEMIES, T0 THE BACKGROUNDS, ARE PERFECTLY DIGITIZED AND ANIMATED FLANLESSY,
LAYERS OF PARALLAX AND FANTASTIC EXPLOSIONS AD T0 THE VISUAL FEAST AS ONCE AGAIN
YOU LAY HANDS ON ONE OF THE GREATEST SERIES OF ALL TIME. GREAT SINOBI-£SQUE PCM
AUDIO AND EXCELLENT SOUND EFFECTS, AS WELL AS BETWEEN LEVEL FULL MOTION CINEMA'S
ARE ALSO HARNESSED WITHIN, MAKING THE JOURNEY ALL THE MORE PLEASING AND S0 RE-
PLAVABLE THAT YOU WON'T NEED ANOTHER GAME FOR AT LEAST A WEEK,

OF COURSE SOME CRITICS WILL SAY SHINOBI'S NOT THE STUFF BECAUSE IT IS PURE $IDE y ¥y
WITH ZER0 3D ELEMENTS. THAT IS HOW SHINOBI SHOULD BE IN MY OPINION. THE SH f N UB /

SCROLL,
ADDED DIGITIZATION PROVIDES ENOUGH EXTRA PUNCH FOR ME. DO WiSH NORE OF THE -
£S WERE RENDERED BEAUTIES THOUGH. THEY ARE MOSTLY ENEMY NINJA'S AND LE 5/’ gﬂls
(GING ENOUGH, DO NOT smm P TO THE SPLENDOR OF THE PREVIOUS .
0 lmomvcom’
LISTEN T0 THE MUSIC, PLAY THE GANE. SUPERB PRO-
mw vou'% Eﬁg‘ m&m&u THAT COMES AT YOU

-
PUBLISHER - VIC TOKAI
UL ,
FORMAT - €0 _
¥ OF PLAYERS - ONE
DIFFIGULTY - MEDIUM
AUNILABLE - SEPTEMBER
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Stage 3 conceals one secret area
and tough bazooka toting
Marines. Multiple downward
stabs render them helpless. The
boss is tricky. Don’t let him get
into a rhythm. Downward thrust
E:anstantly as he disappears
under the brush and judge where
he’ll emerge. Jump away after
ei*liery hit.

i s

The enemies in st:age four|
Wait for them to jump an slash them when air-
borne. Use the downward stab on this fire
breathing gatekeeper and search every corridor.
Watch for flaar spears ane fallmg platforms.

“W oL N =
ave a long reach.
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Bank the guardian’s shots back at him and be pre- }
pared to maneuver as he electrifies the platforms. [

- tougher! Block con-
| stantly and slash
after each shuriken is
| blocked. Use magic (if
you’re quick enough to
_ get it) on the homb
" squad pictured left
| and double jump at
each break.
| Remember, you don’t
| have to time the dou-
ble jump perfectly.
| Just jump and then
immediatly tap repeat-
edly. Good luck!




always press up when
; ascending. Besides that,

5 perfect double spinning slashes
> and downward stabs should get
you through. You don’t have to kill the

snakes so try and avoid them by slashing
3 through and proceeding forward. The boss is
fast and tricky..When he jumps immediately jump and
" slash upward or spin. Avoid his beams and stab down-
ward to his head when he’s on the ground.

o T ‘ | LR i —
Shws==_ 4 g : e ; { z g -
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STAGE 7 - Remember the boats in Revenge? Well, welcome back! Always double jump and Spin just above the opposing ninja.
Watch for bombs as you land on each boat. Time your jumps. Rush and you're bound to get caught by a flying shuriken. The stage 7
boss is the hardest so far. Jump over him as he spins his nanuchucks and slice him as soon as he appears solid. As he weakens he
becomes faster and more intelligent so be patient. One hit from him can drain half your energy!
Ly
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| Stage 8 is
il just plain hard.
Fight like mad con-
stantly spinning, slicing
‘deadly eagles and green nin-
jas. The quake inducing hammer
- giants don’t die easy, so take a
you have to and move on. Break o
_ lighter colored rocks for powe -up.JT and keep a
close eye on gaps in the cliffs.| If you reach the
' hoss avoid his laser by timing your|jump perfectly and
then jump over him and stab down. He is indeed fierce, but
vulnerable when mobile. Stage, 9 is| yet to come...
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Legions is a spectacular |-
platformer worthy of the

Shinobi name. What |

%biggest names out o
family circle. Will this be t
last installment? Wi
Shinobi now appear
platforms, such as the
PlayStation and Ultra
Rumor has it that thi
indeed a possibility. , : 2y N

way, | enjoyed this game = & e e
thoroughly and will come ILALI ViAS
| back to it often. E. Storm : 1
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Atlus will begin their Satur with Virtual Hydlide,and then this fantastic 1-4 player racing powerfest, High Velocity (working
le). Coming ofi of Daytona s skeptical that another Satur rager could get my adrenaline flowing, but one lap around just one
of HU’S many winding roads me convinced that, when completed, this game will easily malch or surpass the excitement of
Daylona. In HV you lake the wheel of several snappy little import screamers like Fiats and the sort, and take to the open road where
o up 1o four players can compete on a single screen! The screen splils as you fall behind or charge ahead and then when elose,
/ : mmns?lnack‘mgelhnr. This creates the hest multi-player driving engine I've ever played. Gone is the squishe half screen, good rid-
SEGA SATUIRN dance! In addition, HV has amazing detail and beautiful graphics. From the cliff-side winding reads, through the tunnels, to the.
 Irack-site landscape, everything looks fantastic. The replays in HV are easily the best I've ever seen, incomgrating endless cam-
. DEVELOPER - ATLUS era anules. It all goes well, you'll be playing High Velogity by September. We'll have more as the game develops! -E:Storm
PUBLISHER - ATLUS 1 07467650 =

i TOTALTIME 3aktr 4
S A 'T"M%) = - : : o'a"s-":éo “‘gﬂ-\ .
FORMAT - CD e | e
# OF PLAYERS - 1-4 i i

DIFFICULTY - N/A
- AVAILABLE - SEPTEMBER

<

HIGH VELOCITY’S REPLAYS FEATURE AN
ABUNDANCE OF UNIGUE CAMERA ANGLE

3
+

HURT N THE MAKING OF

s "HIGH VELOCITY. : 5 o
b EXPERIENCE GROUNDBREAKING MULTI PLAYER RACING AS THE SCREEN SPLITS

AND MERGES IN RELATION TO EACH CARS POSITION.
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DIFFICULTY - AD L M\t : e /5
T i W VR 200, TR | st ||l \':
A@IMB[E G !LEPET_EMBEH‘ £ 3 - £ ~ i f M b
eTrb He- [P : =L ) TG, TTHE
w% | LOVE Virua Racing in the arcades; 1 must have mark-¢oin-op i
= = than any other game, except maybe the five SF lis. So it was with heth reverence and skepticism | -
—’;\1, entered into this review. | : Fo Loy - o bp
% VR Saturn starts off with mondo eye pleasure in the form of brilliant hand-drawn backgrounds for
= 2 every track. The lights of Tokyo, the mountains of the European Alpine, or the: canyons of Norih
by "!*; America provide a wonderful hackdrop to the familiar, silky-smooth flat-shaded polygon'di
.J;;,‘ Well, not necessarily THAT familiar...TWI added seven: new tracks; for.a total of 10 (including the -
.. arcade originals)! Each irack ranges in difficulty, so there’s plenty 'of challenge even for experts.
.+ VR's yame play is superh overall, but there are a few minor flaws. On the positive side the cont
4 pis ullra-responsive and tight. Factor in the four-new: cars (such-as a Porsche 911 and LM.S.A. GTP
Racer) and the new tracks (many of which feature jumps to catch air) and you'li have lots'to play. T
~_game features a highly polished two-player split screen mode, a practice mode, and an arcate i
«*1{ In the new Grand Prix mode, you Start out with-a lowly Go-Kart and must eam points for h #
/= 10 upgrade your wheels! Once you've entered GP.mode you have to'race a grueling teniaps in each |
*_ circuit. I found this lenathy and wish | could choose less, .wpqe"ﬂther editors feli-ten laps was just '}
" enough, so you make the call. : A AL s
My only other complaint centers around car interaction, The opponenis-always lock onto you ani|

cause a wreck, even if it's suicide ggg_mm too...not on| ealistlc, it's vastly different,
A5 b .
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TN N e et PN PR T i i 0 BN 2
) e mousiszlscr

SRR =" "~ GRANDPRIX ¥ 0 GRANDPRIX t

MEDIUM

WMARETH

MEDIUM

EUROPE 1 N._AMERICA o USTRALIA
X A TRACK B i) 334 km <
EEAR BOX

MEDIUM i
im
 Vevmme g =

N-AMERICA

.j S.AMERICA
2.96 KM COAn = track s |- 3 2.84 KM a_TRACK )| | et || BES ORI M TRACK B>
HARD 5 | | GEAR BOX 5 3
ANV d = d

Il expear GEAR BOX ; GEAR BOX
N = 1 TEAM
Ol a —
.

i N.AMERICA




' SFEED

B a1

varietv of wrecks (whlch weren't caused guite as-easily).
And now a word to the coin-op cruisers out there like me, who
. poured a gazillion quarters in to the arcade VR. Remember that
cool TM Sega voice, like “Time Bonuh!” and the ever 50 Sega
. like music samples that nlayed so happily at each checkpoint?
Well, they're still in there, hut now.sound, well, in my opinion,
_klmia hroken. i ;

Overall Virtua Racing for the Saturn is a great game.Asa |
die hard arcade goer | probably have more complaints S
| than most, so keep that in mind. The most imporiant |
aspect of any game is fun and lasting power, and VR
Saturn has enough of both to feed Kid Fan. There's so
much more game play that it's definitely worth
putting the pedal to the metal again.
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Your flrst destmat:on is t:he Cemetery F:rst you bust open t:ombs and then yau bust open some zombles.

Time 00
Life 300/100

O N N ) 'wmw:,rm

e 0|
\ Ll’l‘ 284/300
i 2Zombie &

Pick up valuable items [items vary with each quest] and head far the Vamplre s Castle.

A l.ile 281!300 k i Liﬁ' IS-IV'JDD

o

SEGA SATURN
DEVELOPER - TRESOFT |

PUBLISHER - ATLUS
FORMAT - CD

# OF PLAYERS - ONE_

Vampire

aphics, 1 can honestly say lhat there is a pret-
ol game here. In fact, had the designers
cked a more attractive specimen, or added a
apely female to the options, VH would be down-
right spirited. | don’t mind the pixels so much, but
what’s this semi-overweight dude doing defending
fairy world? And who dresses him? | imagine
is how Robin Hood would look if they had fast
d in Sherwood Forest.

One of the coolest gameplay aspects in VH is mat
‘each time you play, you can create a new world,

Time 00:24:1
Life 176/300

nadtmw

woods.

‘«(me 000619:0

Time 00
Life§276/3008 ==

and even tailor the difficulty. The adventure is com-
prised of scouring the vast country side, rich with
hills, dark forests, and foggy skies, on route to your
next destination, where individual adventures and
various heasts await. You'll enter a series of chal-
lenging castles, labyrinths, caves and the such,
each unique in its strategic elements. The fire cave
is particularly dark and foreboding lending an air of
claustrophobia to your quest. You can find and use
a variety of herbs and potions, as well as key items
needed fo enter certain areas. Weapons have
weight in Hydlide so just rigging your character has
strategic elements. The 3D in VH is a tad framey but
executed well. While there are some gliiches when
caught in a tight corner, it does not hinder the
gameplay. Overall, VH is a unigue game that may or
not appeal to the Action/RPG enthusiast. | guess it
all depends on your individual taste. 1 personally
fun with this game and will soon add it to my
Saturn collection. -Mr. Goo
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BLADEFORCE. The year—2110 AD. The city—Meggagrid. A gritty metropolis reeking
with the stench of organized crime. You enter this cesspool wearing only a helicopter
flight suit and a big grin that says “Hello Mr. Criminal. My gun is bigger than yours”

You fly in real fime. You fire in real time. They die in real time. Have a real good
time. Features: 360° 3D flying. 3D worlds. 3D everything. You spin. You soar. You
shoot. You spew. Pack the Dramamine. 16,000 true 3D objects. 28 missionsand 7 | = ==

crime infested levels. Buy the game, get the motion sickness free. |/

e Who's responsible for these
i ~ two NRA ﬁlvoriles? The
. warped minds at Studio 300,
of course. These innovative
renegades have turned the
most advanced ?uming tech-
nology on the planet into

their own sensory amusement
O I_ Y park—and every ride’s an

“E" ficket. See your favorite
refailer or to order direct, call
1-800-336-3506 LIR LT ATS
up on the Web: www.3do.com

300, the 300 logos, BladeFarce and Killing Time ate trademarks
and/or registered trademarks of The 300 Company All other

trademarks o registered Irademarks are properties of their respec-
tive owners. © 1995 The 300 Compary. All rights reserved.




P

L4

ontrol Skip This

=,
- >

KILLING TIME. What a politically correct title, eh? You're trapped in a horrifying 3D
world of the undead. But lucky you. You've brought along some serious firepower.
You've got to shoot first and catch your breath later. To solve the mystery, listen fo
the ghosts for clues. You'll have to call on your wits, call on your weapons or call for
an organ donor if things go south. Feafures: 16 horrific enemies (only 3D0 could get
7 genuine ghosts on videotape). 45 supernatural areas to discover and over 200
rooms to explore. Requires use of the head, if it hasn't been blown off already.
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PUBLISHER - PANASONIC
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SLASHER QUAN
BALLZ, A TRULY UNIQUE
FIGHTER GETS A POWER-
FUL 32-BIT FACELIFT.




~ Panasonic decided that they needed balls...er, Ballz, and thus the powerfully
enhanced 3D0 version of the bouncy, jigoly, 3D fighter is here. If you were a 16-bit
Ballz fan, this version’s for you.

Ballz: The Director's Cut is more than just a version with stuff “put back” that was
left on the drawing board, it's been overhauled from top to bottom. For starters the
wondrous 3D rotation and scaling effects are now 100% smooth and fluid, with no

character flicker like in the 16-bit carts. All of

wWoNkww the graphics have been redone with 24-hit
» / Jbecidl moveS  heauteous colors and shading, you'll love it.
§ (w sy While you're checkin’ the pix be sure to tune

Loay

in the all-new CD music with weird voices and y

S .. bonko sound fx. Each fighter now has INDIVID- |
&% . o UALgrunts, groans, and squeals, which adds ||
s actual personality to the characters.
Exiras abound in this version, such as extra
WAM7 W 10 hosses, exira moves, and exira character ani-
QY fpecidl moves Mations when you win; such as your fighter
L o +. « playing pool with the busted ball remains of
"" o the opponent. Humor abounds in Baliz, it's half
. -‘P b the same, with
W ‘ h, Kich and fons of special  * <
- moves, most of which are simply described on "
- screen. | have only one wish for the final ver-
 youtbow ~ sion of Ballz: BALLTALITIES!

. /Jpecial movef I you've never played Ballz, let’s say that
J8% .0t | ihefairly simplistic play mechanics and lack

"% e of real blocking put this game info more of an

- “alternative fighting” category; it's definitely
s s _ not a hardcore fighter. On the other hand I

nem L guess it could be if you like the wacky side of -

~ gaming! SF fans probably won't getinto the ™
g L R oo som. |
. " major potential. Check in’ :

s /Mc'dl Mwer ' ; o -Slasher Quan
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apped glory, you might
pok for an M2 logo on
ur 300. | thought PO’ed
was amazing, but
Bladeforce almost separat-
ed my jaw from my face. ©
In Bladeforce you control
a high-powered vigilante
who uses a rocket pack
and big guns to hunt down
a bunch of grungy ex-cons.
Okay, I'm speculating a hit
on the story...you see, in
the preview version | was

. sends mail with postage due, but somehow I'm
- guessing that’s not the case.

Anyway, the game play’s just what you’d imag-
treated to some spectacu- ine...you can fly in any direction, including strafing
lar FMV story scenes pro- : D il (veah!) and reverse. You have a main machine gun
filing both the hero and the ' and selectable missiles, which range in strength

enemies, including one thug with a blood-dripping knife.  from M1 to M3. (Suppose that’s a hint? 128-hit 3D0?
However, the voice wasn’t in yet. For all | know the . Nahhh, couldn’t be.) The game has GIGANTIC, open-air

hero’s trying to hunt down and slaughter anyone who - levels where you seek and destroy power towers, cont'd.

i T T
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jlemarks of the 300 Compan

Stuff they made us say: Ballz i

GUIDANCE FOR
12 & UNDER

HOOK UP
YITH YOUR
NEAREST
3D0 DEALER
OR CALL:
1-800
332-5368

hn Enperience from the REAL 300 Zone; Tony ‘Two-House', [

‘ The Director's Cut

OK, | was degperate. On my kreez. S%in' and pleaddin
for mevey. Hey, [m vo wuss, bt that neanderthal Kione
. i +wirg_oﬁ3 on vy sall. Byt now | g it wp and bust
) info my serial attack. and qper—cool worph moves. Next p,
— Boover. But now this cloawn g don %Win’. This &

arers combat. Rude, rasty and inyow—face. And this directors cut left
nothin' out: You 59+ it all [m ovtta heve. Race” @

Panasonic

Software Company



| and other such devic
| a generator could op
| the level to explorati
' Along the way you'll
| up standard goodies
like fuel, new mis-

| siles, and chick-

| en...| mean health,
oops. |
ics, it’s just yet
another benchmark
in 3D0 texture

| power. | didn’t know
' the 3D0 could reach

PITTS ZONE #1
USE MAP FOR ZONE'S 2,3, AND 4

| energy fields, gunnery installations

As for the graph- e

: ‘.ii heights! The explosions are
so realistic, the scrolling is so fluid,

the details are so amazing...well
we’ve got pix, see for yourself. The
fog effects are especially impres-

es. Blowing up
en new areas of

on. . sive, you’ll be shocked at
pick Sl ™ how different structures
we. . are covered in differ-

A ent amounts of fog
s tdepending on your
proximity to the
ohjects.
The BladeForce
| played was very

¥

-/ tons of missions and
>~ enemies are added,
= BF will be one of the
~ marquee 3D0 fitles.
—Slasher Quan

=

such




1p. of America.

of the 3D0 Company. The REAL ZONE is a trademark of the Matsushita Elects

ios, Inc. ICEBREAKER 3DO0 softw:

Stuff they made us say: ICEBREAKER is a trademark of and was developed by Magnet Inter:

"JUST MOWIN'

-----

HOOK UP
¥ITR YOUR
NEAREST
300 OEALER &
OR CALL:
1-800

332-5360 RN NES

‘N
A

“Oraygc/ /\/\cam?? | don't thirk 0. These bad bog are
dorvigat astyl The chele ook o 1o the. chest, it
n half and kc]mL on vockin'. What'z a ™ 1o do? | mean
we've talkin' thambs on fire. My hearts Poundiyg, and [m
—— olViPFM' aneat. But [m addicted. [m clearin’ this board.
150 levek, monster twnes and sereamin’ pyramick. [m 5oin' full-itt,
babyl See ya on the 5(1'01." B #
Panasonic.

Software Company




hanks to EA, another hlissful Doom-style shooter is headed to the

+3D0...only this one mixes exireme strategy with the carnage.

Unlike mpst other Doomers where you simply guide a lone hero
through enemy infested corridors and environments, in Space Hulk
you commangl a squadron of mechanical Terminators to do your bid- p
ding! .To me, the multi-Terminator control is Space Hulk’s greatest ~°
asset. When the game is paused you can pre-program other termina-

tors (anywhere from 2-10 or even more) to perform certain tasks. - [

Imagine, your goons can hold the line in one place, decimate the
heasts in anather, set a room on fire, or make a run for med supplies, -
all while you're pumping a “Genestealer” full of hot lead! And _ " =
the best part is, you can cycle through each robot at will and
change your strategy as the conditions change (very cool). Don't ,*
think the slrategv gets in the way of the action, it doesn’t...the ¢

PREVIEW

3D0

DEVELOPER - KEV GAME
PUBLISHER - A
FORMAT - D ROM

# OF PLAYERS - 1
 DIFFICULTY - MEDIUM
AVAILABLE - NOW

two elements are surpnsmglv‘
well-blended. SH is based on a
Games Workshop RPG, and it's
good to see the strategy wasn't dis-
carded. Space Hulk’s graphic envi-
ronment shows just how far the 300 -
has come...remember first gen |
releases like Monster Manor? SH is
probably the best 3D on the 3D0 yet,
and the textures are mouth-wattering-
ly good with only a little pixelization
on close objects. What I really like is
the insane amount of splattered F
brains and guts whenever you gun |.
down one of the shark-like |
Genestealers. | particularly enjoyed
hanging out in a room, blasting away |
20 or so of these creepies, and waich- |
ing with bloodthirsty glee as the car-
nage piled up on itself.  SH is com-
prised of several different missions, |
and in each mission you have a spe- |
cific objective, such as terminate, | =
rescue, decoy, or the good ol’ suicide & - ~
run. The play mechanics are very 4
Doom-ish with the standard walking, A
shooting, and the ahility to look up
and down...the only thing I couldn't |
find was a strafing, or sidestep |
move. Not only can you blast the *
monsters, but you can engage in '
hand-to-hand combat and block with °
one arm and parry with the other. The
whole theme of Space Hulk is well
executed, great sci fi with plenty of
convincing story. There are many 3D0
3D blasters, but SH is one to look for-
ward to...I can’t wait for the
review version to show

up.
—K.LEE

: AKHAD
.’ _1‘.‘.'- SR e rea et




You're the ultimate killing

et machine, part man and
% part robot. So what comes
s :::_\' out when you tinkle?
S L Never mind that. Get to the
= lab and exact your revenge
on that twisted scientist.
e o

Enjoy the smell of burnt metal? i i
Good. You'll need to blast <™\ -
\ AT

'

hoards of evil motoids like
this one in order to survive.

if a mad
back to |

oo Bl

Sos_

(o
i
,(

He may look like a waste of good aluminum, but this
android will come in handy when things get hairy.
He'll send you useful bits of information through your
communications circuit that will help you in your
mission. (In other words, don’t pump him full of lead.)

par;-robotlc Kk

machlne, do you blow him

away or call him Daddy!?

m Here's a relationship that's even too screwed up for one of those cheesy talk He may have created

% ~ the Iron Angel, from flesh, bone and metal. But he didn’t program you to mow his

Cool game, huh? lawn and serve drinks at his partles He wants you to rid the world

Wait until you

the Apocalypse:

see lron Angel of of the human race. Luckily, you still have enough brain tissue to

you, but there will be

// shows. Introducing Iron Angel of the Apocalypse™ A mad scientist has created you, no father-of-the-year

awards for this wacko.

The Return. realize that the world could do without this lunatic. With the help

of a lovely assortment of big-ass guns, your mission is to blast your way to the scientist’s

lab on the top floor. If you make it, you can give Pops a Father’s Day gift he'll never forget. ; SYNERGY

9,
T

L 4
©1994 SYNERGY, Inc. All rights reserved. 3DO and the 3DO logo are trademarks of The 3DO Company. For tips, call 1-800-734-9466. For money, call Mom and Dad.



jleeful little guy who has 1o arms and 1o legs. He ‘ : al} ay acmss e
awl without being taught how... not your everyday | ow from a remote position.
, Enter Rayman, stage left. navman is a funny little the way through is a difficult lask and
o oguy e, precision jumping and perfect llmmg
H]HMAT 16 MEG CART. ' J must. can save the game after defeating each
= i i

AnEll with brilliant artistry and a refreshingly a nar- L)
: among the best games ever coded for the Jaguar. it
simply looks fantastic. .
The sounds are great,

having much to do with ' A
“*. some excellent synthe- A v ul alive - so keep on
| - sizer worl done by UBI. N ‘ our foes! Each world is
- The subtle, ringing and i Z unctuated with a hoss

nd in the normal stages are nerallv
ill take a ot of trial and

The hizarre enemies
verv easy to defeat, but

~ popping sound effects 1 racter. Each of these |
od(r . [EREEEEN ko |
1 @@/ = employed in the game. en) wealess that
| 7 - m leased o say - mustbe :xn‘n:ll_led in
= ;  that Rayman plays rder to beat him,
P ~:‘ _ | remarkably well -even : Thank the Great

J - given those atrocious Jaguar controllers! There is a wider spec-  Proloon (nice pun, eh?) because this cart’s FINALLY ready for

trum of movement available to players of this game than in many  release. In the midst of a horrid Jaguar game drouaht, this o ﬁ

. other platformers. Besides the usual jogging and jumping found in  game has heen particularly conspicuous in its absence. Snach
" almost every game of this kind, you can crawl, run, climb up this game up and get sel for a totally cool ride sure

lhlﬂus, ride the hack of a giant wasp, and even use your charac-

ter s hairas a he icopter! Ramlan caug&rfw ] normal punch or
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FLIGHT SIM WORTH
CHECKING OUT.




183L90 it ¢

‘s B u

T ! -

Lynx version of this game. Suffice it to say, the Jaguar CD repro-
duces all of the same excitement, in this version, as there was
to be found on the Lynx. Regrettably, it doesn't give the user too
much after that. I'm a huge fan of combat flight sims, and this
game does have the key elements of a generic good game, butl : - :
was just looking for so much more! P ————— ---1
The control and play mechanics are rugged and clunky. Of | : it p4
course you have the familiar “afterburn” speed rush and the tiid
haiting air brakes, but there really isn’t much more to flying your
]el than that. You still can't fly very close to the ground (which
strafing a heavy chore) and you have a single harrel roll
only fancy maneuver. One very nice addition to this game
the option to toggle between a (default) behind the plane
w and a cockpit “heads-up” type view.
There is, very thankfully, some wonderfully devilish fun to he
had in Blue Lightning as you shoot at ground targets with you

sounds are so weak. At least the muffled voices are fairly we
=*%'  done: via this bizarre .. Joe / British accented flight controlly
~ guiding you along.
~ Blue Lightning really isn’t the spectacle it was supposed to b
but it delivers some decent action to your JagCD. If you're rea
ly into flight sims, check this one out.
- The Staiker

piisiiig I 1
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‘KILLER INSTINCT’ All your favorite warriors con-
tend in the Kl tournament, each combatant
engages in connected moves and finishing tactics

to destroy thier opponents.

éENESlS

$69

‘BATMAN
FOREVER’
The dynamic duo
of Acclaim and
Warner Bro-
thers  present
the video game
and movie event
of the century.
White hot digitized
graphics, two
player Batman
and Robin
action and more
bat moves than
ever before! $64

‘MORTAL KOMBAT 3’ has 6 new Kombat Kodes,
8 new characters, 32 megs, and secret portals that
allow fighters to smash up and down into different

backgrounds.

SNES or GEN $69

‘TECMO SECRET OF THE STARS' The evil lord has
destroyed your father. You must create your own city and
restore hammony to the world. Animated 3D battle scenes,
battery backup and unique split party. $54

3DO System Goldstar  $399
3DO System Panasonic $399
7th Guest 2: 11th Hour ~ $54

Alone in the Dark 2 $52
Baldies $52
Battle Sport $52
B.C. Racer $52
Blade Force $52
BrainDead 13 $52
Carrier: Fortress at Sea  $52
Cyberdillo $52
Daedalus Encounter $64
Death Keep $54
DefCon 5 $52
Doom $52
Dragons Lair 2 $52
Duelin’ Firemen $54
ESPN Baseball $52
FIFA International Soccer $52
Flight Stick Pro $69
Grandest Fleet $56
Hell $45
Icebreaker $46
Killing Time $52
Kingdom:Far Reaches ~ $46
Lost Eden $32
Lost Vikings 2 $46
Mad Dog McCree 2 $54
Maximum Surge $59
Microcosm $39
Mirage $32
Myst $54
Need for Speed $52
NovaStorm $52
Off World Interceptor $52
Out of this World $42
Panzer General $42
Perfect General $56
Police Nauts $52
Primal Rage $62
Psychic Detective $52
Quarantine $34
Rebel Assault $52
Return Fire $52
Road Rash $56

Robinson's Requiem $52
Seal of the Pharach $39
Shanghaii:Triple Threat  $52
Slam & Jam Basketball  $52

Star Control 2 $54
Syndicate $54
Theme Park $52
Varuna's Force $52
Way of the Warrior $52

Wing Commander 3 $54
World Cup Golf D Beach $34
Zhadnost: w/Control Pad $52

Batman Forever $38
Beavis & Butt-Head $32
Chicago Syndicate $32
Garfield:Caught in the Act $36
George Foreman $38
Judge Dredd $38
Madden Football ‘96 $36
Mortal Kombat 3 $39
NFL Quarterback Club ‘96$39
NHL Hockey 96 $36
Primal Rage $38
X MEN 2 $38
Zoop $34

OVERNIGHT SHIPPING in US $4
charges. Call for details. Visa, M

HARDWARE
Aura Interactor

$79

Genesis CD System 2 $229
Genesis System/NFL 95$129

Lethal Enforcers Guns ea
ADVENTURE

Batman Forever
Casper
Comix Zone
Congo
Cutthroar Island
Gargoyles
EarthWorm Jim 2
Judge Dredd
Kingdom CD
Lords of Thunder CD
Mutant Chronicles
Phantom 2040
Space Ace CD
Space Adv Cobra 2 CD
Spot Goes to Hollywood
Star Trek Deep Space 9
The Ooze
Warlock
X-Perts
Zorro

KICK & PUNCH
Clayfighter
Eternal Champions CD
Fatal Fury Special CD

$18

$64
$58
$54
$58
$54
$59
$64
$54
$52
$39
$59
$54
$49
$36
$59
$48
$44
$52
$58
$58

$39
$46
$44

Justice League:Task Force$60

Maximum Carnage 2

VR Troopers

WeaponLord
ROLEPLAYING

Beyond Oasis

Eye of the Beholder CD

Lunar 2:Eternal Blue CD

Phantasy Star 4

Popful Mail CD

Uncharted Waters

SHOOTERS

Beyond Zero Tolerance

Exo Squad

Mad Dog McCree 2 CD

Vector Man
SIMULATIONS

Formula 1 WCE Racing

Full Throttle Racing CD

Road Rash 3

Super Bike Challenge

SPORTS
ATP Tennis
Bass Masters Classic

$56
$52
$58

$68
$42
$49
$83
$49
$36

$49
$48
$49
$52

$66
$49
$52
$49

$36
$56

Converse Hardcore Hoops $59

ESPN NBA Hangtime CD
Links Pro Golf CD
Minnesota Fats Pool
NBA Action 95
NFL Quarterback Club 96
NHL All Star Hockey
Prime Time NFL FB ‘96
Rugby World Cup 95
Slam Masters
TNN Outdoor Bass ‘96
Tecmo Super Bowl 3
WWF Arcade
Wayne Gretzky Hockey
World Series Baseball 95
STRATEGY
Aero Biz Supersonic
Liberty or Death
Syndicate CD

$54
$56
$54
$54
$62
$49
$58
$54
$54
$59
$62
$62
$54
$66

$59
$56
$54

Jaguar CD System $149

Jaguar Controller $19
Jaguar Power Kit $149
Alien Vs Predator $54
Barkley Basketball CD ~ $52
Blue Lightning CD $52
BrainDead 13 CD $52
Cannon Fodder $54
Club Drive $29
Creature Shock CD $52
Demolition Man CD $52
Doom $56
Double Dragon 5 $49
Dragon: Bruce Lee Story $29
Highlander CD $52
Hover Strike $52
Kasumi Ninja $46
Mortal Kombat 3 $59
Pinball Dreams $54
RayMan $58
Robinson’s Requiem CD  $52
Space Ace CD $52
Syndicate $58
Theme Park $58
Troy Aikman Football $56
Ultra Vortex $64

Varuna's Forces CD $56
Wyne Gretzky Hockey CD$59
White Men Can't Jump ~ $59

Wild Cup Soccer $54
Zodiac Fighters $58
Zool 2 $46
College Basketball $62
Doom $59

Midnight Raiders CD $56
NBA Jam Tournamen $59
NFL Quarterback Club 96 $64

NighTrap CD $59
Pitfall $59
Power Rangers CD $52
Primal Rage CD $58
RayMan $58
Star Wars Arcade $39
VR Troopers $59
Virtua Racing Deluxe $59
X Men $59

Neo Geo CD System  $399

Alpha Mission CD $69
Blue's Journey CD $69
Choshinken CD $69
Double Dragon $199
Fatal Fury 3 $249
Fight Fever CD $69
Football Frenzy CD $69
Galaxy Fighter $229

King of Fighters ‘95 CD ~ $69
King of the Monsters $69

Magician Lord CD $69
Nam 1975 CD $69
Ninja Combat CD $69
Riding Hero CD $69
Savage Reign $229
Soccer Brawl CD $69
SpinMaster CD $69
Street Hoops CD $69
Top Hunter $169

World Heroes 2 Jet $199

Shipping times may vary. Price/availability may change. All sales final.

© 1995 CHIPS & BITS, INC.

7th Guest $52
Burn Cycle $46
Chaos Control $44
Kingdom:Far Reaches ~ $44
Laser Lords $44
Mad Dog McCree 2 $44
Merlin's Apprentice $44
The Apprentice $32
Zelda's Adventure $44
HINT BOO

BattleTech $9
Beavis & Butt-Head $9
Fighting Games Secrets  $9
Lion King $9
Lufia $9
Mortal Kombat 2 $8
NBA Jam Tournmnt Edition $9
Ogre Battle

Phantasy Star 4 $12
Popful Mail $14
Primal Rage $12
Road Rash 3 $12
Sonic Strategy $16
Super Star Wars $9
Super Street Fighter 2 $9
Vay $12

PLAYSTATION

Sony Paystation System $299

PXS Controller $22
3D Baseball ‘95 $54
After Shock $54
Agile Warrior: F-111X $54
Assault Rigs $52
Blazing Dragons $52
Castlevania: Bloodletting $45
Creature Shock $54
Cyber Sled $54
Dark Legend $54
Dark Stalkers $52
Dark Sun $54
Destruction Derby $52
Disk World $54
Doom $59
ESPN Extreme $52
Galaxy Fighter $54
Horde $54
Hyper 3-D Pinball $52
Judge Dredd $48
Jumping Flash $52
Krazy Ivan $52
Legacy of Kain: Bild Omen$58
Mortal Kombat 3 $58
Myst $52
Novastorm $52
PGA Tour 96 $52
Panzer General $54
Primal Rage $54
Raiden $52
RayMan $52
RazorWing $52
Ridge Racer $56
Road Rash $54
Shock Wave $54
Solar Eclipse $54
Tekken $54
Toh Shin Den $59
Top Gun:Fire at Will $54
VR Hockey $56

WarHawk:Red Mercury  $52

er order. Mail to Canada, PR, HI, AK, APO, FPO $4 per order. Worldwide airmail $6 per item. Handlin:
and Discover accepted. Checks held 4 weeks. Money orders under $200 same as cash. COD $8. D

g $2 per shipment. rliar
p t

‘SONY PLAYSTATION’ Sony’s breakthrough 32-
bit processor, CD ROM architecture delivers real
time experience with ever changing 3D perspec-

tives and stereo CD quality sound.

$299

URN Q) E

S AT

SECA

‘DAYTONA
USA’ is the
most realis-
tic 3D racing
arcade game
ever. This wild,
highspeed
stock car rac-
ing game
allows you to
choose from
four dynamic
viewpoints on
the fly to get a
true racing per-
spective. SAT $52

SUPER NINTENDO SATURN

HARDWARE
Ascii Role Player Cntrller $29
Super Nintendo System $149
X-Band Game Modem  $32

ADVENTURE
Admiral Togo $58
Batman Forever $66
Black Thorne $52
Boogerman $58
Castlevania: Dracula X ~ $47
Cutthroat Island $62
Donkey Kong Country 2 $64
EarthWorm Jim 2 $64
Mega Man 7 $54
Mutant Chronicles $59
Ogre Battle $58
Pocahontas $59
Seventh Saga 2 $62
Star Trek Deep Space 9 $48
The Dragon $62
The Mask $59
Warlock $59
Waterworld $56
KICK & PUNCH
Hagane $59
Justice League:Tsk Force $66
King of Dragons $44

King of the Monsters 2 $39
Maximum Carnage 2 $64

Mortal Kombat 3 $69
Primal Rage $64
WeaponLord $59
World Heroes $39
ROLEPLAYING
Brain Lord $56
Breath of Fire 2 $59
Dragon Warrior 5 $72
EarthBound $64
lllusion of Gaia $64
Lord of the Rings $54
New Horizons $62
Secret of Evermore $64
SHOOTERS
Doom $69
Galactic Defenders $56
Realm $49
Tin Star $39
Wild Guns $58
SIMULATIONS
Air Cavalry $49
Comanche $62
Grand Prix 1 Part 2 $39
Jungle Strike $49
Urban Strike $59
SPORTS

Bass Masters Classic $59
Converse Hardcore Hoops $59
Int'l Superstar Soccer2  $47
Looney Tunes BasketBall $59
Madden Football 96 $58
NBA Jam Tournament ~ $64
NFL Quarterback Club 96 $69

NHL Hockey 95 $54
RBI 94 $54
Super Bases Loaded 3 $62
Tecmo Hockey $58
Tecmo Super Bowl 3 $62
WWEF Arcade $66
STRATEGY
Aero Biz Supersonic $56
Bust-A-Move $42
PTO 2 $62
Tetris & Dr. Mario $54

3-D Soccer $45
3D Baseball 95 $58
7th Guest 2: 11th Hour ~ $52
AD&D Fighters $46
Agile Warrior: F-111X $54
Alien Trilogy $52
Alone in the Dark $46
Batman Forever $52
Blackfire $52
Blades of Rage $54
Blazing Dragons $52
BrainDead 13 $54
Bug! $38
Casper $46
Castlevania: Bloodletting $45
Clockwork Knight $38

Converse Hrdcore Hoops $52
Cyber Sled $54
DefCon 5 $54
FIFA International Soccer $54
GEX

Ghen War $52
Gran Chaser $46
Horde $52

Journeyman Project DC  $52
Legacy of Kain:Bld Omen $58
Myst $52
NBA Basketball $45
NBA Jam Tournament ~ $47
NFL Quarterback Club 96 $52

Night Warriors $54
Panzer Dragoon $52
Pebble Beach Golf $46
Pinball Arena $54
Primal Rage $64
RayMan $52
Shanghai: Triple Threat ~ $52
Shell Shock $52
Solar Eclipse $52
Space Ace $52
Storm $52
Supreme Warrior $52
Total Eclipse $54
VR Hockey $56
Virtua Cop $52
Virtua Fighters 2 $56
Virtua Racing $52
WWEF Arcade $52

X MEN:Children of t' Atom $54

ULTRA 64

Ultra 64 System $249
Alien Vs Predator $56
Cruis'n USA $56
Doom $56
Killer Instinct $56
Red Baron $56
Robotech $56
Top Gun $56

Top Gun: A New Advnture $56
Turok: Dinosaur Hunter ~ $56

VIRTUAL BOY

Virtual Boy System $179

Devil Busters $49
Mario Clash $49
Red Alarm $49
Telero Boxer $49
WaterWorld $49
Worms $49

Virtual League Basketball $49

dware orders may require additional shipping
Most items

with same p

same day.

PO Box 234
Dept 10380
Rochester,
VT 05767

Buy 4 games from the |
below, get the least expensi
FREE. All 4 games must be
stock at the time of purchas
Offer good from 8/15/95

11/30/95 or while supplie
last.

GENESIS: Joe Montana C
$19, ESPN FB $36, Stre
fighter 2 $19, Happ Ctrl Pad
$9, Tecmo Spr Bowl $29, F1
Wireless Ctrl Pad $29, Co

J-stick $39, Chuck Rock 2 C
$19. Ristar $34

SNES: Virtl Bart $29, Insp
Gadget $19, Clay-fighter $2
Supr Soccer $16, Supr Tenn
$16, NBA Showdown $3:
Mario is Missing $29, Da
Duck: Marvin Missions $3f
Battletoads: Dbl Dragon $2
Peacekeepers

Animaniacs $19

GAME GEAR:

$16, NFL FB Joe Montan
$24, NFL Quarterback Clu
$34, Pro Pounch $9, Winte
Olympics $24

JAGUAR: Club Drive $2¢
Dragon $29, Kasumi Ninja $4¢
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Pitfall Hamsdunglenme Adve1 o m w“gqhe music' and sound fx ‘are all
was one-of the-greatest 2600 games'of " ' -
all-time; and-last'year’s long awaited .

not a meya fan of The Mayan Adventure; | simply-consid=""fewtimes. - -

et it a solid platform game. So it was wi:lr both exclte-‘, nignurse ‘game play is the make-or-break question,
ment and trepidation that | ... . _ and Pitfall 32X plays almost identi-
approached the 32X version...and-the ; gally to the 16-hit versions. It still has

results were mixed. ____ the too-loose control
~On one hand, in and  just-off  play
some.places. this.cart. mechanics. .When you
shines with run you just can’t stop
32Xcellent special ix. on a dime, when you
Take for instance, the climb ropes you always
waterfall on_Level 2 seem_to move_farther

with its shimmering multi-scroll
depth—very nice. From the richness
of the backgrounds to the fluidity of Pitfall hecomes a fairly enjoyable
the character animation, the graph- oo quest, especially as you progress
ics have a pseudo 32-hit ‘teel...check deeper into the levels and unlock
out how detailed the hero is when he shimmies down - treasures such-as the hidden 2600 Pitfall game (don't
ropes! | can’t say the graphics are 100% 32X optimized:  foruet to use the tunnels!). Pitfall 32X is worth a go, but
the screen has a major jerkiness nrnhlem...let s call it~ overall | don’t think the game quite lives up to its land-
“32X enhanced.” mark heritage. _-Slasher Ouan

E ~'ossszsr )‘Q:]

-« " o

lhan Vllll want fo.
~-Onge you get used to the controls,

071804

; , t, but stilnot on'par with the SNES
caft. You might Want to put a muzzie
~16hit sequelsrekindled'the spirit.of the- nrlgmafl am - onyour TV’ s sfieaker.after you hear the character grunta ™

PUBLISHER - ABTI\{ISIIIN ol
FORMAT - lﬂ MIEG CART.

HOF l',l_ﬂ_ﬂlil_‘: e
DIFFICULTY - kMﬂmmﬂ, &

sI.ASHER QUAN
ACTIVISION BRINGS
A SOLID ADVENTURE
LOADED _WITH GAME-

~ PLAY TO THE 32X.



Pick the scenatio... You own a 32X, hut not a CHEMPION. 1lWn EmIMES 2P PRUSE
Saturn, or, you own a Saturn but not a 32X. Or : g e
mayhe you don’t have the bucks for a Saturn but so
far aren’t convinced a 32X is a worthwhile expen-
diture. If one game is going to turn the tide, this is
the one. Virtua Fighter 32X has something to offer
in any case.

A more fitting title for this game would be Virtua
Fighter Plus, because it contains a variety of valu-
~ able enhancements on top of a frame rate equal to
the Saturn version! e

Visually, besides a slight loss of detail, this is
pure VF with no sacrifices. The personality of each
character is delivered thoroughly, with excellent
voice samples, fluid animation, and flicker-free
replays.

In the sound dept., although not on par with the
stunning redbook audio found in the Saturn ver-
sion, VF-32X has very good sound. | have it on
good authority “the SH2’s are smokin® in this one”.
_ Where VF-32X really delivers however, is in all of
its outstanding new features. There are now four
camera angles to choose from (pictured below) as
well as a tournament mode allowing up to eight S
players to participate. You can even shrink or
expand the ring! We’ll get into all of these aspects

; 3 2' X and more next month when we review VF-32X, (as

IIWEI.III'EII -AM2/OMESA if I just didn’t). -E. Storm
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=7/ Someone has finally done it! (or is doing it). That is, created the perfect
- war-time flight sim. At least those are my preliminary impressions based on
- my preview play. Admittedly, | am impressed with Namco’s Air Combat, but
| Sega’s Wing Arms does it so much hetter, in my opinion, with multiple view-
| points galore in tow. In Wing Arms, (which is based on an arcade game that
this Saturn game destroys) you can view the action from inside the cockpit,
hehind, or in front of your fighter. The texture mapping on each plane is utter
in moves as smoothly as I've ever seen in this type of
narping and scaling effects. Wing Arms features
alistic hattles that'll have you screaming out
our living room. What you're looking at here is
ome the finest flight sim. ever. L
mher in Japan. Let’s hope a
icked it up for a U.S. release.
in fulure issues. -E. Storm
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slrlhunon" Is there no nlanmng in lhe gam
industry? Or, will we once again get burned, either
waiting forever or never receiving these great
games. Japanese anime is readily available
throughout the U.S. and doing quite well, yet we .
continue to be passed over in the game genre.
Maybe Wnrkmg Designs will pick up this one."’hul
the fact is SOA should have already. L

Blue Seed is an extremely well thought out nPG‘ |
~ that follows the brilliant anime series perfectly. The *
animated fight scenes.are not only spectacular but
instantaneous, and the owmlead portions fealu
unparalieled tlelﬁ With -

depth to eac. Bl
‘some of the mu
ight sce as
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BLLIE SEED FEATLIRES STRATEGIC

BATTLES ACCOMPANIED BY PHENOMENAL
ANIMATION. THIS IS THE BEST RPG
FIGHTING I HAVE EVER
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HIS'IS HOW I'ALWAYS WISHED RPGS WOLILD LOOK. NOW THAT 32-BIT HAS FINALLY

" "ARRIVED MY WISH:HAS BEEN GRANTED. PROBLEM I$ | DON’T READ KANJI. SOMEONE’S
2 QOTTA" BRING BLLIE SEED OLIT IN El;E‘SIx‘\gE‘hLT;'“EREJo GAMING SCENE IS IN DIRE NEED
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SHRINE DEEP INSIDE

A VOLCANO LIES A et "
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URE OUT. THE
GUARDIAN TOOK
HOLIRS TO DEFEAT
$O I’'M NOT GOING
ANYWHERE. LOOK
FOR MORE ON
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ADVENTURE
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I've gotta come right out and say it - | never expected the
L h basically, is

juring renlavs as been completely remedied and. well
thing’s texture-mapped!

xed’ by AMI not AM2) a

; Wllh an arc de version and shortly thereafter moving to the hnme, just

like Tekken, | have no doubt Sega’s plan will succeed - VFR is priced
at a very easy-to-swallow 3,400 Yen... or around $40.

For this super-cheap price you get exactly what you see here - Virtua

Fighter 1 beautifully textured. The gamenlav is identical to the orlgl-

‘ a or ewe nack itin
e of the Sa| irn in September... For now, your
onlv option is to buy a Japanese import and a con-
verter. - Nick Rox
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FORMAT - CD-ROM
# OF PLAYERS - 2

DIFFICULTY - HARD
AVAILABLE - NOW JAPAN.







n the Darkest Hour,
Hope Springs Eternal.

The incredible sequel to the best/—
selling SEGA-CD™ RPG of all time
is coming to your SEGA-CD " this
Summer! ' |

THIS OFFICIAL SEAL IS YOUR AS-
SURANCE THAT THIS PRODUCT
MEETS THE HIGHEST QUALITY
STANDARDS OF SEGA™. BUY
GAMES AND AC ORIES-WITH.
“THIS SEALTO-BE SURETHAT THEY
ARE COMPATIBLE WITH THESEGA
“CD™SYSTEM. -+ SRS

NOTYET |§
RATH)

NOT RATED

G
(‘g4

WORKING DESIG

iginal Game © 1994 Gam
Designs. Another productio
T

Alex. "LUNAR" is a registered trademark of Game Arts/Working Designs. English Translation
glorious 3B! Licensed from Game Arts/Studio Alex by Working Designs. For a dealer near you, cal
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DEVELOPER - MICRO CABIN
" { PUBLISHER - SEGA JAPAN
& il
. FORMAT - £
" el
F'=  OF PLAYERS - ONE
R =

ATARUR 0

= BUT"ON THE|COFFEE!
_STHISHS NOT WALKSTN!
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Powers Kingdom (aka Guardian War) for the 300 wasn't

1| such a had game. In fact, it could have heen great, if only it

had characters, and a storyline, and-an overhead map, and

~ {some fowns, and a bitef variety, and for heaven's sake, a plot! |
L Fortunately, Microcabin realized the-same thing, and every 1%

single one of thése previously missing items are highlighted in
Riglord Saga, the second game to.use the Powers Kingdom
stralegy engine. ..~ .. S ,

“Microcabin didn’t just fillin.the missing pieces to make |
Riglord. Saga, they actually. systematically improved every
aspect of the original, even the.graphics and music (which

* | were spectacular to begin with). Gone is Powers Kingdom’s.
| 1 nerfectly flat world littered with 1-sided pop-up frees and

tocks. Instead, Riglord Saga features a texture-mapped; filled-
polygon 3-D. world, You-can view this world from siraight

effects give you a real feeling of depth as you climb a sieep
mountain trail or fight your way through a deep chasm.
You'control a party of up fo-12 characters, complete with an

F i * | interesting assortment of knights, healers, archers, ninja birds :

ahiove, from two different angles, or from the 1st-person per- *
spective of ‘a character on.the battlefield. These graphic




ACHIJUZA B
RYING TO BEFEAT HIN
‘INTO, JHE-GPEN | CEL

e § _ 4 —

- £ ~ =
~ | and hali-dragon pikemen. Each character has their own snﬁ?ﬁcnn’iuues; ‘
+1 which can be gained in battle and added to your customizahle option me
' ever you chaose, . :
Yourparty is led by Arthur and Musashi, who start the game ral
but decided to put aside their differences and hecome each other’s hest
in the whole wide world. From there; the storyline turns into typical RPG fa
know the fyne: “an ancient prophecy says that [name of villain] shall atiem '
conquer [name of continent] with his army of darkness but a prince of [name of |
kingdom] shall gather together [numher] holy warriors, spanning a wide variety of
- | races and genders, and together they shall save the world; and at |
« | tured princess anw/or gueen.” Still, it’s better than nothing, and the i
sion'is actually quite non-linear. = B
If you've played Powers Kingdom, you know that every 50x50 grid full of ene-
+ mies is_basically the same whether you’re fiahting in a mushroom forest, under
water, or in the rectum if a giant whale. Not so in Riglord Saga. The storyline biin e
you to a variety of interesting logations, from a snowswept rail up the oh-so-heau-
tifully named “Queen’s.Nose” (seriously!) mountain range to the blood-Splattered £
walls of Dragoon castie. The battles actually have objeclives this time around, not
just Killing every enemy_on the map, and a number of-new additions make the hat
{les interesting, such as.uncontroliable NPC allies and multi-level dungeons.
' With an innovative new uraphics enaine, hundreds of spefls and techniques, +
o 1 an overhead map (with real towns!), personality-filled characters and --bestof |
all-- a plot, Riglord Saga looks to-be everything Powers_Kingdom. should
have been. = -Takuhi ; i e i

e




Sonic Software Planning’s first Saturn offer-
Jing, Shining Wisdom, is already on the way!
(/[ This spectacular overhead Action/RPG fea-
= tures 3D rendered characters and spectacular
animation. My sources tell me SW is the best
looking and playing Saturn game so far. I'll
have a complete review along with American
release info next month!

=

T
reviews Here'sthe latest . fegs
: from Japan! i o5

e

Treasure, perhaps the greatest game makers ever assembled, are busy making their first Saturn title,
Guardian Heroes. The fighting in this spectacular Action/RPG is executed like Yu-Yu-Hakusho’s with multiple
fighters on two planes in the background. I'm sure that SOA is all over this one (if they’re not...worry) so stay
tuned for more info as it develops. Guardian Heroes is scheduled for release later this year in Japan.
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Data East's Dark Legends
All of the ahove titles are due out dlll'ill!l Augusl and Sentember in Japan. Look for U.S. unllates as “Iev hecome available.

Sega’s Golden Axe:The Duel  JVC's The Ki

Bandai's Slam Dunk

Rayearth is now completed and there is a

chance that Working Designs will do the

translation. If they get it, expect to receive

this power action/RPG in the second gtr.

S 96. If WD does the trans. all the voice

m | tracks will of course remain intact, so let’s
—=8 hope they do!




mercenaries to wipe hlm off the face 0
this earth. A bit bitter you say.

Obviously someone wasn’t treated right
when they were growing up.

Sometimes you just can’t depen

T

%F VIC TOKAI INC.

22904 Lockness Ave., Torrance, CA 90501

SHINOBI LEGIONS is a trademark of © Sega Enterprises, Ltd. 1995.
Distributed by VIC TOKAI INC. For more information call (310) 326-8880.

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 Saturn™ System.

o SEGA SATURN

Sega and Sega Saturn are trademarks of SEGA ENTERPRISES, LTD.
All rights reserved.

For any information on the ESRB rating and legal disclaimer
contact the Entertainment Software Rating Board at 800-771-ESRB.
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The answer is subjective. You could
mate role-playing game and short, sunar-lmeaﬁamenlav.

and a radiant soundtrack to match. What we have a suspicious anil"
lack of here is GAMEPLAY. Arc, sadly, consists of lons of Shining Fo

in fact, they're tremendously enjoyable... yet ahnut mitiway through the game they
_become slightly tedious. And | mean slightly - I never tired of the full-screen, poly-
~ gon-overflowing, line-scrolling, lens-flaring bliss of the magic spells or the ever-
increasing amount of keen comments from your characters. (“Kattapashikara
Butiakiruze!!”)

If 1 seem to he frashing the game I've been feverishly hyping for months, forgive =
me. Arc the Lad is great game, and by regular RPG standards Arc is quite the expe-
rience. I'm hasing my comments about gameplay on the supreme excellence of the 3
. storyline, visuals, and music... the game system just doesn’t match everything else.

Also, as | mentioned above, the length of the game leaves... well... let’s just say it

Iﬁal‘:les something to be desired An RPG you can heat in algm hnurs is not my idea

of bliss.

ATLs storyline is excellent: It hegins on a snuwv night in Ihe vlllage of Towville,
near the Mountain of the Spirits. A family living in Towville has kept the mystic
flame atop the mountain burning for centuries, which prevenls an ancient evil
from escaping the confines of the shrine on the mount’s sSummit. The youngest
member of the family, Kukuru, is about to be martied to a rich buffoon whom she
has no interest in. She arranges with the village’s crooked mayor fo call off the
marriage if she’ll extinguish the sacred flame on Spirit Mountain. Naturally, she
goes along with the plan. At first, nothing seems amiss. Then, suddenly, the sky
darkens and the evil escapes: The Arc Demon! This is where you, as Arc, come in.

i ~ Arc’s father Yoshua, a great warrior, left his home 10 years prior, telling his wife




would arrive and Arc was o don his father’s armor and sword to confront the evil.
die the fire, but the damage has already been done; the Arc Demon has heen freed.
ine the expectations | had after experiencing that godly intro, accompanied by
est music ever composed... and it's ALL PCM. That is, of course, except for the
by none other than the London Royal Philharmonic Orchestra... No Kidding. Under
i}lmmjf%nnducmr Harry Rabinowits, the London Phil recorded two LONG symphonic joy-
i ing and the ending. Back to the PCM thing, this is without a doubt the most
Jachine-generated music ever heard. It is FAR hetter than most CD soundtracks and,
ugh, considerably better than the finest Saturn PCM I've heard, ostensibly the system
2 better sound capabilities. Also aurally stimulating in Arc are the comments from your
party memhers ranging from attacks, mauic, death comments, etting items, blocking, counter-
ing, and a myriad of others too numerous to mention. This really adds so much to an RPG... o be
able to hear the characters’ voices makes it much easier to identify with them.
What can | say about Arc’s graphics? Just look at these shots - what do YOU think? Pretty amaz-
ing, no? | helieve ATL's art is second only fo Sega’s Astal, but there is much, MUCH more of it in
~ this game. Oddly, very little of the game takes advantage of the PlayStation’s considerable 3-D
.~ ahbilities, except for a few spells and one very cool sequence in an elevator shaft. You really don’t
miss it, however, as the art is so visually arresting and the effects in battie such as SNK-like
scaling, animated EVERYTHING and the smoothest character movement ever in an RPG more than
make up for a lack of 3-D effects. The most impressive graphic feature of Arc, though, is the fact
that hackgrounds never repeat. Every land has its own appearance, from a Chinese motif in
Greyscene, an Egyptian one in Allibasha, and a European air in Sumeria, the look of the game is
constantly changing.
Well, there you have it. Arc the Lad is a fine, but flawed game. | recommend it to any and
every PlayStation owner into RPG's. You'll love it while it lasts, 1 assure you. The biggest proh-
lem in ATL is another part of the gameplay: About half of the characters are actually useful -
Poco, Kukuru, and Chongara are practically useless while Arc is shockingly strong. (At the end
of the game, Arc was at Level 60 while other characters were at 30 or so). An interesting com-
ment was made concerning Arc by my good friend Casey Loe: “If | had known what the game
_system was like and how short the game was hefore | bought it, | wouldn’t have bothered... but
"m glad | did.” This sums up Arc pretty well for me. It's actually much better than I've proha-
‘bly made it sound. Arc the Lad Vol. 2 is planned for an early ‘96 release, and | have a feeling
we'll be seeing much more from the taiented staff of G-Craft the next fime around. - Nick an

: NICK ROX ,
An odd hybrid of t
ultimate = RPG ]
.| super-short suhst
.|/ dard gameplay.
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: = . (= 'D LEGEND OF THE PLASMATL/TE A

l_l_l q Yet another standard 3-D fighter on the PlayStation, eh? Nope! In Bandai's
— ZXE-D (Pronounced “Zexeed”) you not only use control pads to play the game

hut lttle motiels of the robot wariors, Kinda like next-gen R.0.B.s... no joke!

ZXE-D is due lhls year, ‘

E BATTLE.22
The latestin the million-selling
Super Butohden series of DBZ
games comes out July 28th. The
hackgrounds are 100% 3-D poly-

gons, while the 22 selectable char-
“acters were.cell animated by the TV

L ﬁgy ff. We'lFhave a reviewon. —=
IBZ: UB22 nexl munlh

A E-GO
dve August 11th, Isa fly. i PGEX s the latest mcama on
T %‘ u‘ler.gnpular sncc.gr game and

. 3x3 EYEGH

MA
"P f?l lhis. SCE'S elgm—wew Sllﬂlllel‘ Philosoma'is but'a week awax As with all power- :

A ok 7
1 : XING's fully animated digital comic 3x3 Eves, based on the mcredible manga Iw ;
* Welthave a mlgvl;lggg‘s%nancnunle JarSelietwe S0 g Isshorginrest assirel ' y o Takadas is being teleased on July 29t Look for a review next mont.

Can vou beheve it? Not only is Hermie

perhgjm a.2-D action platiormer,
R 1:SONY! Joy of joys! In HH, due
9 mber, you play-as a-young boy

name Hermie-and also have control of
~-an-egg named Otomo. It's not known

what bhenefits having an egg along with
_.you will-pravide, but HH is supposed fo
* contain never-before seen play
mechanlcs and suemal etfecls.




RACE: from page 23

within Sony and within our sister
companies.

GF: Getting back to that CD a little
bit...in Japan, the Demo, Demos
are very popular. Do you foresee
something like that coming out
here? Are you actively pursuing
anything along these lines?

SR: Yes, there are a couple of dif-
ferent avenues we’re pursuing.
One is, there will be PlayStations
inside point-of-purchase devices.
The consumer can select from a
menu ftree and play various
games. On top of that, when they
pre-book their PlayStation, they
will get a demo CD which feature
snippets of interactive game and
stream-through (full-motion) video
displays. In some cases they can
play the game, and in some cases
they can see what the game will
look like. We’re trying to demon-
strate the disc and the capabilities
of the system to the consumer at
point-of-purchase and when
they’ve brought the product home.

GF: It would seem that with Sony’s
vast resources, the marketing pos-
sibilities are_endless. Will you
market the PS as vigorously as
Sega has with its hardware, with a
similar TV and print blitzkrieg?

SR: Yes, within Sony we’ve talked
about a $40 million ad campaign
for the launch. Unlike Sega or
Nintendo, which have to spread
their marketing dollars across a
number of platiorms, we have to
hushand all of our energies and
our focus info a single platform.
We think that the launch for
PlayStation will be bigger than the
launch for Saturn and some of the
other products. Take a look at
what’s happened to Saturn so far.
Have you seen a lot of advertising
for Satun? |1 haven’t. You'll see
ours, you can’t miss it. Another
thing we’ll have is a pre-launch
campaign where the consumers,
at about 8,000 different retailers in
the United States, can go in and
put money down and get this demo
disc. We want to take them out of
the market as quickly as we ¢an
from a marketing perspective.it’s
also our unique little way to give
- our customer something for having
 faith in the PlayStation and Sony.
~ We have some neat little entice-
~ments to do it, like a bracelet that
identifies them as a PlayStation
“owner before it comes ouf, and
. this demo disc. So we have avari-
ety of ways to entice both the
refailer and the consumet to focus
~ on PlayStation. 1

~ GF: It is hecoming more and more
- evident that Sony intends o steer

clear of the realm of 2D gameplay.
0 you feel that 2D gaming has run
 its course?

_ jsn: I think there will always be a

place for 2D. There will he some
number of 2D games that come out
on the PlayStation as well as all
the nexi-generation systems.
There are a number of 2D games
out on Saturn already. You can get
hetter graphics and scrolling per-
formance in a 2D game. However,
we helieve the real engaging part
of 32-hit systems, the real thing
that brings you into the game, is
the 3D technology.

GF: Don’t you think that taking the
platformer to the next level is at
Ieast something to consider, given
the popularity of Sonic and Mario?

SR: If the question is, do we want
another character- like Sonic or
Mario that stands for the plat-
former, | think every company
would like that. At one point, |
saw that Sonic had sold about
$1.5 billion worth of goods world-
wide. So why wouldn’t you want a
character that stands for you? It's
an area we're pursuing. | don’t
think it’s critical to long-term suc-
cess or the viability of the plat-
form, but clearly | would like to
have a character that has legs,
that can take you to different
realms or different areas.

GF: While we'ré on the subject,
will you introduce a trademark
action character? If so, would you
consider Robbit from Jumping
Flash? That game truly breaks
new ground in the action/platiorm
genre. He’s awt 5Ilv cool.

SR: Yeah, he is. We're going fo

bring Jumping Flash to the U.S.,
but we’re gllillgg:ﬂ make some

changes that will make it more
applicable to this marketplace. It
really is a gamer’s game. We’'ll let
the market determine whether
(Robbit) would be the long-term

character or not. We’ll et the con- |

sumer help us to understand what
it is that is compelling ahout a
character or about a product.

GF: Do you have any other charac-
ters that you might propose?

SR: We were fooling
around with Polygon
Man for a while. We're
looking at a couple of
other characters. We're
working with Marvel
Comics:.on some things.
We work with all sorts
of outside people, hoth
out of the comic indus-
try, out of the movie
industry, out of all sorts
of industries. We get all
sorts of creative
input...to find charac-
ters, whether it’s peo-
ple or plumbers or ani-
mals or whatever they
might he, who could
serve as spokespeople
or spokescharacters for
PlayStation. The most
important thing is to get
great gameplay to the
consumer.

GF: How long of a run do
you forecast for 32-hit
consoles? What do you
see for PlayStation in
the next five to ten
years?

{ SR: If you take a look at
the _history of video
games, mns:i the platiorms last-

ed anywhere from about four to six
years. The timetable we’re looking
at for PlayStation, and all the next-
generation systems, is probably
the same. | don’t think we’re see-
ing an elongation or a shrinking of
the technological forefront. In the
next five to ten years I think you'll
see a lot more ease of networking,
and player-to-player gaming. |
think you’ll see more
integration, to the pi
stteam-through video
ude, but it’s reall
. You'll see these

GF: Who at SCE decides which
games will make the trip to the
U.S. from Japan? And | ask this
afier learning that Motor Toon GP,
one of our favorite PS fitles, will
not be making it to the U.S. Do you
feel the theme is too light for
Americans? :

SR: Basically within the SCE group
there’s SCE Japan, SGE Europe,
and SCE America. All of the prod-
ucts that are made in z;yterrimrv

enthusiast?
.~ SR: No, again, | think that there are

g-action

fotally up to me, as the President
0f (Sony) North America, to decide

1 want to take a product in from
an or not, or take a product in
| Europe. For example, we’re
aking in Jumping Flash, the game
jat you guys like, and we also
n to like a lot. We’re taking
baskethall game from SCE

Europe. We're not going fo take in
Mnl‘n oon, and that’s totally our
call. We have a grid and a mecha-

nism and a scoring system thatwe
use, and it just did not pass our
test. My personal review of the
title is that it is a hit juvenile.
There are some game mechanics
in (Motor Toon) that don’t make a
lot of sense to the American men-
tality. While it would sell in the
United States, I just don’t feel it
would sell in large numbers.
We're trying to bring in product
that has much broader-appeal.

GF: On that note, not all Americans
watch sports and eat hot dogs.
Japanese art and anime |
place in many a gamer’s heart.
fact the best games of our fime,
especially in the role-playing
field, were created in Japan. Sega
made the huge mistake of ignoring
this rather large segment of
s by depriving us of RPGs
mes with themes they didn’'t

d to the masses. The
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