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Screen shots shown are from the...
Super NES version of the game.

| gt

L0 LTI LR s b L i '
endo)

ENTERTAINMENT

SYSTEM*

Reserved. Based on the characters
created by Charles Addams. TM
designates a trademark of Paramount
Pictures. Game program © 1992 Ocean

. A - . Software Limited. Ocean is a registered
Ocean of Amerlca ) Inc. trademark of Ocean Software Limited.

1855 O'TODIE AV&., Suite D-102 Nintendo, Super Nintendo, Game Boy™,
and the official seal are registered
San J ose, CA 95131 m BOY trademarks of Nintendo of America, Inc.
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NOW PLAYING ON SEGA® GENESIS

Now this summer’s blockbuster movie bursts onto

SUPER NES AND GAME BOY"!

ur video game screens with gut wrenching
action over 11 laser-seared locations*.You become a perfectly engineered Universal Soldier —

with extraordinary powers — battling the villainous Sergeant Scott across 2000 awesome
screens. Armed with Triple Beam Lasers, Land Mines and a special Chaos Weapon, you are both
- ‘Ultimate Fighting Machines” — but only one of you can survive!

To order these great games, visit your favorite software retailer or call 1-8Ci0-245-7744

\reeryl \Mw_
nLLULI"\I_lI_

The best in entertainment software.’

Eﬁgﬁﬁﬁc
BY ACCOLADE

*Descriptions relate to SNES version
Ballistic and Accolade are trademarks of Accolade, Inc. Universal Soldier ©1992 Carolco. All rights reserved. Nintendo, Game
Boy and Nintendo Super Entertainment System are registered trademarks of Nintendo of America, Inc. Sega and Genesis are
trademarks owned by Sega Enterprises, Ltd. All other product and corporate names are trademarks and registered trademarks of
| their respective owners. All rights reserved. Accolade is not associated with Sega Enterprses, Ltd
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Letter from the GamePros
S.W.A.T. (Secret Weapons and Tactics)

Check out awesome tips and tactics from GamePros everywhere.
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Spider-Man: Return of the Sinister Six (Nintendo)
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Compare your scores with the Pros.
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By The GamePros

Ok, Ok, OK! All of your letters and calls finally got through to us! You want your SWAT-
Pro! You don’t want to visit every store in town searching for a copy on the news-
stand. You don’t want to walk barefoot three miles through the snow to get it! You
don’t want to read your friend’s battered copy at school! WE HEAR YOU! So, begin-
ning soon, you can subscribe to SWATPro. Check out the March and April ‘93 issues
of GamePro, or the next issue of SWATPro, for more information. Sign up, and every
other month you'll receive your own copy of SWATPro in your very own mailbox at
your very own home. Way cool!

This month the GamePro’s took a look at some of the latest and greatest games
for all of the systems. Per usual, this issue’s packed with strategies and tips that are
gonna make you a video game force to contend with. Check it out.

NES fans, take note! Spidey’s web senses are tingling with excitement since
we’ve got a ton of tips to help him beat the Sinister Six. King’s Quest voyagers will
find a plethora of helpful hints for them, too. Sonic The Hedgehog 2 for the Genesis is
a game with more than a few secrets. We'll review a few of them in this issue of
SWATPro, and, jah mon, some hints for Greendog, too! Before you go out of your
mind, try our SNES Out of This World tips, including passwords. Don’t forget to take a
stab at Skuljagger, and strong arm the bad guys with some great NeoeGeo World
Heroes combos. Handheld afficionados can take a trip to the future with The Jetsons
for the Game Boy, or take to the skies for fighting with Steel Talons for the Lynx.

Don’t stop there. Get ready for eight pages of strategy, complete with blood and
guts, as you take aim at Death Duel for the Genesis. Cowabunga! We've also got a

few pointers on how to polish off Teenage Mutant Ninja Turtles IV and Super Star
Wars for the SNES.

If all that’s not enough to keep you busy, try out our latest batch of SWAT tips, or
take a crack at the top scores on the ProChallenge board. If you've still got time on
your hands, sit down and write us a letter. We want to put the kind of tips in SWATPro
that help you the most. If you drop us a line and let us know what games you'd like to
see us cover, we'll be sure to get you the kind of game info that makes you a
GamePro. Send your SWAT letters to: SWATPro Editor

P.O. Box 3329
Redwood City, CA 94064

GamePro’s Game Rating System

Challenge

g - BEG. Beginner
INT. Intermediate
ADV. Advanced
EXP.  Expert

45 5.0 ADJ. Adjustable

GamePro's Game Rating System

SRl

Graphics: Judges the overall artistic quality of sprites, animation, and background scenery. Sound:
Critiques music and sound effects. Control: Rates how smoothly the control pad commands and
the game’s interface turn you on to the on-screen action and fun. FunFactor: Are you gonna have a
good time? Challenge: This is the average skill level necessary to play the game. When you can
pick skill levels, we label Challenge “Adjustable.” GamePro’s Game Rating System: 5.0=0Outstand-
ing! 4.0=Great job! 3.0=Good job! 2.0=0.K. but could be better. 1.0=Wake me up when it's over!
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Fasten your seat belt! With BATON TECHNOLOGIES’
new TELEPLAY™ SYSTEM, you're about to experience
the future in out-of-this-world, head-to-head competition
with your friends. . . whether they're down the block,
across town, on Nintendo® or Sega™ Genesis™!
That's right: two screens, two players, two different
locations, the same or different formats. You can even

attach a PC-keyboard for expanded capabilities!
With the TELEPLAY™ SYSTEM, the possibilities
are awesome! Your friend can’t watch you, so you
can make all your ingenious tactical maneuvers
and covert actions in complete secrecy!

He'll never know what hit him until it's too late!

The TELEPLAY™ SYSTEM by BATON hits Earth in
Spring 1993. It uses the latest in telecommunication
developments to let you play against someone in
another location. It comes equipped with TERRAN WARS,
a head-to-head, fast action, arcade style space game,
yet it costs about the same as one
8 megabit cartridge! 8 additional action-

packed titles will be released in 1993!
Want to learn more? Call (602) 437-9659.

BAY

AN INTERACTIVE REVOLUTION!

Baton's products that are developed for play on the Ninlendo Entertainment System® or Sega™ Genesis™ are designed and manufactured in the U.S.A. by Baton Technologies, Inc.® Neither Nintendo® nor Sega design, manufaciure, sponsor or endorse
this product. Nintendo® and NES™ are trademarks of Nintendo of America, Inc.® Sega and Genesis are registered trademarks of SEGA. Teleplay™ System is a trademark of Baton Technologies, Inc. ©1992 Baton Technologies, Inc. All rights reserved
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: lite in quiet Chinaland waos StJddEI"-|",-" thrown into
isaster, after the Universal Peace Conference was over. The
Emperor’s concerns kept growing until Jack and Ryu decided to
go out and settle the problem. The places they visited during their
expedition were:Chinaland, M ysteryland, Fairyland and Future.
land. The more they advanced, the more suspenseful it became.
What they found out was a deva stating plot
There are loads of exciting action, cool items, nect vehicles, great
aftacks, and magic spells available. They are all yours to blow
adversaries out of the way of the once peaceful Chinaland.



FAOM ACTION GAME BUANLACE TO PEIPLE WHD ARE NOT S0 HOT ABOLT ACTIN
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‘] EXPERT MODE THAT FULLY UTILIZE
). EXCITING FIGHTING MODE THAT REQUIRES SIMFLE
CONTROL 31 COMMAND BATTLE STYLE, ANIMATION MOOE FOR
PLAYERS WHO WANT TO EMJOY THE STORY. 4. AND LAST BUT NOT
LEAST, VS TOURNAMENT MODE \WHERE EIGHT PLAYERS CAN

PARTICIPATE

THE FIGHTING GAME HAS FINALLY COME THIS FARI THE
ULTIMATES 150 TECHNIQUES!
I HAS GOT YOUR BASIC TECHNIQUES, LIKE PUNCHING AND
KICKING.  ALONG WITH THROWING, FINISHING AND ALSO
THE NEW FEATURE OVERTURNING TECHNIOUE 1S AVAILABLE? OUR
W SYSTEM REPRODUCES OVER 150 DIFFERENT TECHNIOUES

HAT HAS ALL ELEMENTS OF FIGHTING SKILLS! A FIGHTING GAME
THAT IS NOW CLOSEST TO PERFECTION

TIRY ODE 1S . FOVEL. EEHES T
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WIN TH TOURMAMENT!
P TO BGHT PLAYERS CAX PARTICIPATE IN THE VS TOURNAMBNT WOIE

| | P TO EIGHT PLAYERS CAN PARTICIPATE IN THE VS
NAMENT MODE!

G L e i e R Ao vt TR PUneE
.‘.,_.'15 HAN 150 TELHMIOUES ARE AVAILABLE FUR YOU TU CHUCSE
S Rk
FROM OF COURSE
o ham El v TUE DAL Ov VWRECTIE AD WATU WD OO
YOU CAN ENJOY THE d---_"..!:_ or TUUIRELE LA Wylln TURA LURU

FRIENDS. PUSH THE START BUTTON! LET'S SEE WHO IS GOING TO
WIN THE TOURNAMENT!

CULTURE BRAIN™ ULTIMATE FIGHTER™, SUPER NINJA
BOY™ FIGHTING SIMULATOR 2 in1 FLYING WARRIORS™
and NINJA BOY 2™ are trademarks of CULTURE BRAIN US.

A, INC. All rnights reserved.

2in1 FLYING WARRIORS.

THIS GAME HAS FOUR MODES IN IT. IT'S ALMOST LIKE TWO GAMES IN ONE CARTRIDGE!
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IT'S LIKE 2 GAMES IN ONE CARTRIDGE!
IS THIS REALLY ON THE GAME BOY?
' PLAY VARIQUS KOS OF CON-
TACT SPORTS: N FIGHTING SMULATOR
B -yl  MODE ONE OR TWO PEOPLE CAN PLAY. (O
fodiivaliage N THE FIGHTING ACTION GAME MODE. MANY
SIDE SCROL
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FOR ALL GAME PLAYERS
FROM BEGINNERS TO
EXPERTS!!
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1EN

OPERATION MODES ARE AVAILABLE.
EXPERT MODE

WHAT IS THE NEW HIRYU HAYL 0 KX SYTEN WS
NU KEN SYSTEM? SR EEDaES NG Sﬁén:;%i%'%m%'

SYSTEM. WWHICH PRODUCES THE
HIGH-LEVEL MODE THAT LETS ¥OU

THS GAME HAS FOUR DIFFERENT MODES. ESAmaARD Guea 120 FickTING Tech. [
FIRST, YOU CAN ENJOY EXCITING ATTACKS MENTS oF THE FIGATING s+ [
AND ARE NOT REQUIRED TO DEFEND YOUR- : .
SELF IN FIGHTING MODE. SECOND. EXPERT
MODE FOR FIGHTING MANIACS. IT'S GOT JOINT

TWISTING. OVERTURNING. COMBINATION TECH-
NQUES AND MUCH MORE! THE FRST VIDEO F'GH"HG MODE

GAME THAT LETS YOU PLAY A FULL SCALE

FIGHTING GAME FOR BEGINMERS AND THOSE

PEOPLE WHO ENJOY THE STORY. THERE IS YOU CAN ENJOY EXCITING FIGHTS

COMMAND BATTLE STYLE. ANMATION MODE. MPLE OPERA

AND VS TOURNAMENT MODE THAT LETS UP WITH 3| TIONS.

TO BIGHT PEOPLE PARTICIPATE. IT'S A SUPER THE STIRRING, FIGHTING E!HFI:TH";

GAME SYSTEM TECHNIOLES, CAN B PLAYED WITK
SIMPLE BUTTON OPERATIONS! EVEN
BEGINNERS CAN ENJOY THE FULL

w'm svsllm ’ SCALE FIGHTING ACTIONS!
|

_“r““"ﬁ_l_w A NIMATION MODE

(08 THOSEQ FOR PLAYERS THE STORY MODE IS MUCH MORE FUN
WITH AND INTERESTING!

REAL FIGNTING § ENJOY

WD LOVE

'T:ﬂ::“ CONTINing | T8 BAME
‘- FOR THOSE WW0 ARE WOT CRATZY
frimri EFS iz == v ABOUT FIGHTING ACTIONS COM

MAND BATTLE STYLE ANIMATION
MODE 1S AVAILABLE NOW! AND THE
SUPER NES'™ MUAKES THE FLYING

AMIMATION FIGHTING WARRIORS SO COOL' EMJOY TME
MODE EXPERT MODE VS TOURMA- ACTIONS Eq ';.:‘.ELI_E"- _':El.". AND) :-5:;:_;.“-.
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USA. INC. Bldg. D-130 18133 NE 68th St. Redmond, Wa 96052 §

ON DINOSTAR, MECHA COLONY, KING'S PLANET

"MINJA BOY2" ¥, ANOTHER GREAT ADYENTURE BURST INTO
SPACE!

JACK AMD BYLU WENT ON A SPACE TRIP WITH THEIR
PALS, WHERE THEY CAME ACROSS THE GALANDS
FIERCE PIRATES OF SPACE WHAT THEY ARE AFTER
I5 CONTROL OVER THE UNIVERSE WITH THE
MIGHTY POWER OF 7 TREASURES. RIGOROUS BAT-
TLES ARQUND THE TREASURBES BREAK OUT WITH
YOU IN PART OF THE ACTION AGAIMN




GOME LEUEL

Start with
JAB2

60 Secon

452
20 Lives: EA]T-]ABY+EAK

| ing a
ds of Invincibility after Eating

¥ -
e Ly
.- T
N -._" - ‘..-'-.,‘ _'-‘(L..
A i b
i

Kru’ sper Fun
(Genesis)

odes to warp
e in these clearance C :
gwfrwhere in Krusty’s Super Fun House

Level 2: WHOAMAMA
Level 3: FLANDERS
Level 4: BROCKMAN
Level 5: SIDESHOW

Juan M. Gonzalez, Inglewood, GA
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Play as any Toon, except Buster
a Happy Heart for your invento
proceed to Elm
2. At first,

Ollect

ry, and
yra at the end of Leve| 1-

avoid her and the exit. Get
Caught by Elmyra just as the timer counts

down to any multiple of 10, such as 160,
170, 180, etc.

perly, a bonus Starsh

and you fight Duck
rfor a 3-up!

stage will appear
Vader! Beat VVade

| Deb Bondurant, Boise, |p




| 1 [% [ | = |I t i o
;
| j = F B "
¥ ™ —
§ - [ ] — T L9
i 1 N pa = B — i L
L
! . L] e l1|' i L e
| L W
5 L] - & | 1 \ | | i
II ", 'l 3 'l |
1 ’ S I‘ll n

;if Fthsumn@rﬂﬂanwsﬁgl'

L] 1:". :.I |I ¥ | 'I .,‘ \ -
LURIAN

ip to the final

. to sk |
Enter this pagsword ( the (Genesls.

stage of Dragon's Fury fo

6RENAXUEMW .
Eddie D. Crosta, Miami,

.i-'.- E I .-J'_F._'
=il v e ] g = ==
rLy ‘1_:._' a 1-'1'.--rJ:|i|.-

£ -
: B bl iR G s Tar
o T s TR . g

iy SrDnar o 1 Tewrm 1

4 Now you can choose any level in War-

# song for the Genesis, Begin the regular
game, then press A to reduce the
map. Move the cursor to the upper
left-hand corner of the screen. Next,
move the cursor one space Right and
one space Down.
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at’s filled with

eth
@ Zaptoa secret stagd s |I. Simply enter

=8 icasure in Crystal Miné
8 this passwol’d'.
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tan Diaz, Salt Lake city, UT _
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o If the Klmgons are breathing down your
S| Sxhaust pipe, you can warp out of troy-
- _ Sb!'ee. Simply hold down Left, then press
S - % Selectforan |
Finally, hold down Button B unti| aSce- | § car OmqusaerL:?Sta"t Star warp. You
nario number appears. Press Up and > 5cape once per level,

Pt — g Down to pick a stage! Simon Reynolds, Tahoe City, CA
i .| Taz-Mania (Genesis Mia Maddalena, Palo Alto, CA

1 . ' : i |
: Walk right, and you'll find a rock monster. n
’T. ths se;:} nglsﬁon?ln it th?hBadIands,’ 4 Hop on the monster’s head, thenjumpup  on bombs until you die. Now repeat this
e C'M0 (0 the highest ledge, then move e and grab the Continge. entire process to rake in as many Contin-

' and grab the 1-up. ek 8 Yo Al
John Ozarchuk, Norton, OH
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| appear, then hold down Button Il and
ress Run. You'll enter a bonus game

; Highlight EXxit, then hold

ractice menul.
Fe::)h::n.mn Button Il again and push Run.

Cer;k it out! You'll see a sneak preview
of Bonk’s ending sequence:.
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Kim-Hahn Hﬂangj Fremo nt, CA

Most Valuabl

Thunder Fox (Genesis)
Stage Select + Nine Continyes!

CONF IGURA T TON MODE

TIME SEl1ECY

LEVE] SELECT
OUND SELECT

PRD SELECT S

PEXIT

To arm yourself with nine continues and
d round select in Tajto’s Thunder Fox. do
the following: At the title screen, puéh
Start to enter the game select screen
Choose the Configuration mode. .
Move the cursor to Music Select and
Press Button A 13 times. Then move
the cursor to Soung Select and press

gcore! Slam dunk these passwords tr:j
David Robinson’s Supreme Court anrt
have a ball with this well-rounded cart.
e Player. IIDSREQUS

Championship: [IDSREQ3R

Regino Alvarez Ramos, Gayey,
Puerto Rico

Finally, move the cursor to Exit and
Qress Button A, then Button B, and
flna{ly Button C. Choose levels and add
continues with Button Al

Larry Wright, Chicago, It
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Bart’s Nightmare, E‘
choose the yellow door to enter the ltchy |8
and Scratchy level. Once you're inside. |
go to the area where the lamp is shooting

Play as Team U ‘
agglnst the Netherlands:

See the Closing Ceremonie

BC WY 3 ! x rvistam Drager, Waywatﬂ?::agame out light bulbs. Grab the weapon next to
LERES " Team USAinthe the lamp, and blow away some light

v A XY/ | P‘ay 35 ‘ TTRBQ ' . |

234356789 sinst Lithuania: EN17KE . EMT7RCO bulbs! The first couple of bulbs you

aSgr:—';ne the Closing Ceremonies. destroy will give you 1-ups.

Omar Alcala, Ponce; P uerto RIco Jeff Obie, Billings, MT
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3 | Super Mario Kart (sys)

passwords

" i

e ‘ Shrinking Characters
e yOU want an extra challenge in the Grang

g Prix or Match Races modes of Super
Mario Kart YOu can shrink youyr Character!
All you have to do, is press and hold
down Button Y.

Then press Button A on
the Character Selection Screen.

Marcus Jones, Brony, yy
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Krusty’s Super Fun House
(SNES)

Round Up the Rats

Here’s a quick way 10 round up all the
rats at once in an entire room In
Krusty’s Super Fun House In any room
where Krusty has at least two moveable
blocks, position the first block near a
wall. Wait until the rats have crossed
'n spanKY’S Quest: anq are between the wall and the block. *‘.
! els i il While standing on top of the first block, K&
| r’-r Level o TR release the block that Krusty is carrying
Level Wit and trap the rats. If the areg where the
Level S.I - rats are trapped is only as wide as one
B Lovel 4-. ol block, all the rats in that space will e
Level O pt compressed into g single rat. This is
g s o ©Specially helpful in areas Where Krusty
o e __";; i w must build stairs for the rats to climb in
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Mystical Fighter (Genesis)
Hidden Bonus Screens
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have an easier time defeating a com-
1]:;{Ster opponent, press Button C while 7
| you display your team's statistics SCIEEN. | N T I T 8 Here’s how to find three hidden bonus
@ This will display your C?Dponem s stats. 8%, . b P &1 Screens in Mystical Fighter! The first
B Pt the worst players Into the lineup. ?Uf' W Screen is located in the first half of Level
ing the game, the computer QDPOHGF" enabfgs you to b &1 One. Near the beginning of the level. vo
will replace its bad players with its best. | 13 million paints and 99 balls: 5% pass a small red building follnwedjg 4
\When this happens, repeat the same UFELFO7S8TL J. two pairs of sliding doors Push U iﬁ
i pet‘-”ie; q&iﬁiﬁ;ﬁ“kﬁgﬂagy_ Tony G., San Jose, c4 | front of the sliding doors, Inside ygu’ll
Z?E:Eiﬂf; t?e cc?mputer’s S find many crates with special items.

The second bo s |
Jon Gabelein, Clinton, WA NUS screen is in

;_e"vel Two. When you reach the water-
all, press Up in front of the midd|
ToeJam & Earl (Genesis) -

5 | the falls. Inside, catch raindrops to
s Sneak Up on Santa Claus N ToeJam & Earl, there’s a way to| restore your heatth,

sneak up on Santa Claus without The third bonus screen is in Level -
him seeing you! Wait until Santa is| Four. At the beginning of the level, you'll [
looking into his bag, and then tip- | See a small bridge made of logs. Press b
toe up to him. If Santa looks up, | Up in the middle of the bridge into the Ny
freeze until he looks back into his | darkness. This screen is similar to the

bag. Then, tip-toe towards him | first bonus screen.

some more. If you reach him suc-| Stephen Sylvia, New Bedford,
cessfully, he’ll drop ' '

presents for you!
J.P. Encamacion, Beveriy Hills, CA
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The

Flash (Game Boy)

Passwords
s to begin on any

Use these password

level of The Flash:.
Level 1: 23 DELANEY ST

Level 2: DENIM BLVD

Level 3: TRACK 29
Level 4: PICASSO BLVD

Level 5. INGOT LANE
Level 6: 7TH MARKET

Level 7 TRACK 12
Level 8: RUE LE DAY
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| Use these codes wit

| ence some strangde goin
g Maste

f the following:
Shot Clock: ATHA-AA68
n Points: SFBT-D6Z2

Worth Seve
40 Points: FACA-AAHS

g ;
_ nd then Simultaneously press Up
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' 254 Strength,

Start with S
taff of Forc

Level 9: TIN ALLEY
Level 10: GORBY WAY
Level 11: TRACK 66

Level 12: FUN HOUSE
To use the passwords, press Select

during the title screen and then type
the above locations.

Slam Dunk Gam

Enter the followin
Now, enter any O

Infinite
Team 1's Baskets

Team 1 Starts with

e Genie Codes

h your Gene

the NBA Play-0ffs

sis Game Genie 10 experi-

gsonin Bulls vs. Lakers.
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w | Here's apad trick hat instantly gives you @
S Tap| Of the Force Powers in The Empire Strikes =
8 B 5ok Duing your game, hit Start &
gy B¢ access your current Force Powers. Next, R
o TR and hold down Right and press e
t, Select, A, and B sin]ultaneousiY- Use this cool trick 10 select different
. 8 le still holding Right, press B, B, | umbers of lives in Super Spy Hunter.
i Start A, B, Start, B, B, and Start. Now the | When the title screen appears, press
e complete Force is Wit you | and hold down Select, A, and B, and
B Ry L piderman, Santa Fe, NM 4 then press Start. As Soon as you see @
@ T Bl thick, green line appear across the
R e & screen, release 4l of the buttons. The liné
_. Suici ‘# will slow down and a number will appear,
ND STARY Bl \which indicates the amount of lives you'll

i
'

2 have 10 begin the game.
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When you die at h— ProAction R
at the end of a game of Super [ B Here's a foy éplay Codes
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un - © .
Ty and then gh unets dovfm (using Button A), | | SUre to put .
e 9 ; el 00se to continue. You'll end up o8 Shuriken: the spin on your
, ana you'll eam extra lives| | | Infinite Lives:

Daniel Thagard, Fri
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The Legend of Zelda: A Link |}
| fo the Past (Super NES) e

A ALY i | Maximum Gash! ?

K| eafui - | F = | [ Youcanstock up your rupee stash with
el S T Y A R bV - | || this easy technique. Simply find a cave
iy | 1 [| with free money, grab all the rupees, and

gy ight your way t : e X < leave. Retum to the cave and rake ‘emin
{a 8| the Sang People andgf 5, the L{:lnd 0 Inside the caye Shoot - e N all over again.

et you reach the se:::c}nd ?et? moving until phaser to oad iJD on five erky o your o |

.ﬂ section. pla Urm-jumpmg — o | €e LURe Mves!

T e ;5

g, g3 3 & This is particularly effective in the cave
D | MR | Bk Now Kil i il under the large rock outside of the
S o o the l — F75 procesls Z;:Eiﬁ;he” 'épeat this g Desert of Mystery’s entrance. Other easy
o and h extra lives count again 1o max out your 1 cash flow sources include the games of
= | Buhont ' &4 chance that are located throughout
. gfﬁmmwﬂzsm: The Swampy W Hyrule. Look in the Lost Woods for a
Ry sdtglrs A I high-stakes, high-reward game that

‘ "“I on Controller Two. While holding g you can use to eam mucho dinero,
e those three buttons, press Start on no problemo.
i Controller One.

.

Do You Have a Secret
Weapon?

If you do, submit it to GamePro.
OuglPros will review it, If we
=53 3 puplish it, we’ll send you a fr

@ T R 7 GAMEPRQ Super Shirt! Send

I your best tips and secrets to:
GamePro Magazine

Here’s an enchanted trick that will get Now you can select your starting vitality
%4 your blade slashing in Magic Sword. and the game’s level. .
B Highlight the Exit entry in the Options  Eve Talbott, San Francisco, CA s“’ et Weapons
B Screen, then hold down L, R, and Start 0. Box 3329

o B | Redwo0d City, CA 94064
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Everyone’s favorite arach-
Y/ nid superhero finally
makes his first appearance
on the NES in Spider-Man: Return of the
Sinister Six. Having already conquered
the Genesis, the Game Boy, the Sega
Master System, and the Game Gear, LJN
strives to make this cart live up to the
heroic reputation of its predeces-
sors. Stay tuned to see whether
this Spidey swings, or gets
squashed like an 8-bit bug!

Trouble Times Six!
Agreeing that Spider-Man has
been their constant obstacle to
world domination, several of =
Spidey’s most fearsome foes have
assembled together as the Sinister |

Six. Comprised of Doctor Octo-

pus, the Sandman, Electro, Myste-
rio, the Vulture, and the Hobgobilin,
the sole purpose of this supervillain

sextet is to permanently extermi-
nate our web-spinning superhero.
Realizing the best defense against
iImbalanced odds is a fierce
offense, you, as Spider-Man, must
seek out and defeat all six
supervillains before they gang
up on you!
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PROTIP: Electro must charge up before he

fires his electric bolts. Jump away as soon

as you see nim charging up.
PROTIP:-Pull Electro’s plug by turning off
the Sparks Generator. Hit Electro from a
safe distance with Attack Web
been turned off.

Does Whatever a Spider Can
Spidey’s moves are as smooth as spi-
der’s silk. Shoot attack webs, punch, or
deliver flying kicks. Run, jump, crawl,

o A j
|:~11 -:- e b .-I-I-_l [T I _:.l_.h
n .'.'J'I.'J‘i-.u'l.’:n-' Ay o

18

climb, and throw swinging webs to move
yourself throughout the six, side-scrolling
levels of this one-player game.

Comic fans will be thrilled by the
cart’s faithful adherence to the look and
feel of the Spider-Man comic books.
Working within 8-bit limitations, it makes
both Spidey and the supervillains look,
move, and fight on screen exactly as
they appear on the printed page. The
controls are super sensitive. You must

have lightning reflexes and total control
of Spidey to succeed in battle.

1
-
" I
' .‘ .. '1. ';
]
e |
'

. B . —
: | o il . . = . & g Rp— ’
- ANl FUNTE o i T = A g Y o 0P A T
.'.-.II-.'-\.-' 17 NN LN LS N 3 'I HLELY Lal HF .I LY @ i J Ly I. .I'...-'\-'.-I-il | I!-.-."._-.r 1y
] (|

SPIDER-MAN® and all other Marvel characters and the distinctive like-
nesses thereof are trademarks of Marvel Entertainment Group, Inc. and
are used with permission. © 1992 Marvel Entertainment Group, Inc. All
rights reserved.
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Survival of the Fittest

This cart starts off fairly easy, but soon
becomes an intense struggle for survival.
You start with four energy units, which
decrease proportionately depending on
what hits you. For example, a punch by a
regular goon doesn’t effect you nearly as
much as the Sandman’s punch. Score

1000 points and earn yourself an extra
energy unit. Play for keeps ‘cuz continues
are limited and there are no passwords!
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w S, Save your enerqy for the
E'.Es‘f’.!’-‘ﬂﬁ"n You’ll need it!

A variety of invaluable pickup

. items sporadically pop up through-
out each level. Attack Web Fluids
yield 10 shots. Other items, such
as keys, TNT Detonators, and

Infrared Goggles, are essential to

. complete certain consecutive key

| level tasks. Use your muscles to

' find the item, then use your noggin
to figure out how to use it.
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There’s no time limit, so

take time to find all the Attack Weh
BY Fluids and pickup items on a level.

Eihf-!; egged Entertainment

Spider-Man: The Return of the Sinister
SiX is a well-crafted, entertaining action
cart worth taking for a swing. Respon-
sive controls, an impressive variety of
moves, and detailed graphics enable you
to experience superheroin’ firsthand.
‘Nuff said!

Spider-Man: Retumn of the Sinister Six
by LUN

Graphics  Sound Control

FunFactnr Chailenge

$49.95
Available October ‘92
Action/Adventure

One Player




Someone’s Ringin’ the Bell

In Level 1’s second section, there seems
to be no way out. However, in the lower
left-hand corner of the warehouse, you'll
find a locked door. To break through,
attack the door with three punches and a
flying kick.

You Hold the Key

iiiiiiiiiiiii

To unlock the door that leads to Level 1's
supervillain, Electro, you must first find the
key. Shoot the bad guy who hangs out
near the door that reveals the key. Then,
move towards the door. The key will auto-
matically unlock and open the door.

The Big Bang
To bust your way through to the Sand-
man’s Lair in Level 2, you've got to col-
lect Dynamite and a Detonator. Then,
blow the barricaded entrance to the
dream-boy’s house sky-high.

To find the Dynamite, climb the
chain and head left at the pulley. You'll
find the Detonator.

= T s T . T 4 s T T ke T s TR b T e e

You'll find an orange bundle of explo-

. sives (Dynamite) in the lower-left portion of
7 Level 2. Once you've got both the Dyna-

mite and the Detonator, you're ready to
blow a hole into Sandman’s world.

[ T
?::._

Sl e o

Swing on over to the net of chains in the
lower-right portion of Level 2 and climb
up to the barricaded door. If you have the
Dynamite on you, it will automatically be

set up for a bang. Then, move left and
fall onto the platform below where the
Detonator will help destroy the door.

A Dirty Job, But. . .

To send William Baker (codename: the
Sandman) on his way to the Big Sleep,
you may have to get your nails dirty.
First, wait until the Sandman magically
appears from underneath a pile of dirt.
Then, duck while delivering a series of
punches. The old sandbag won't know
what hit him, and your punches will turn
him to dust in less time than it takes for a
handful of grains to fall in an hourglass.

Wearing Sunglasses at Night
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The only way to see In the dark mid-sec-
tion of Level 3’s House of lllusion is to
use your infrared goggles. Use raw
courage and your Spidey senses to
make it to the far left of Level 3’s first

Once you've entered the darkness and
donned your goggles, head right to pick
up the barely visible web-fluid. You'l
need the webby weapon to make it past
the creeps that clutter your way to your
showdown with Mysterio.

Now You See Him,

you've gotta have patience. You'll meet a
number of holographic reproductions of
Mysterio before you fight the real thing.
But be careful, because these projec-
tions can hurt you. Wait for Mysterio to
materialize on top of you, then quickly
step back to an arms’ length and deliver
a number of punches or flying kicks.
Once you kill one Mysterio, a door will
blow open and you'll meet up with
another one. Use the same method to Kill
all the Mysterio holograms, and finally
the real Mysterio.

19
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BmetyHaul-

pnnce, turned the tables on
his captor, the evil wizard Manannan, and
transformed him into a cat. Now Manan-
nan’s mirror image, Mordack, is seething
over his bro’s feline condition. Not only
does King Graham’s son, Gwydion, dis-
appear, but so does Graham’s entire
castle! Needless to say, the king is not

J put a spelf on you....

amused. Graham’s duty to his kingdom
IS to subdue Mordack before he hooks
up with Manannan.

Return of the King

The King's Quest games are legendary
sagas for the PC, and this NES version
maintains their same top-quality story-
telling. Also like the personal computer
version, King’s Quest V (originally by Sier-
ra On-Line and reprogrammed by Kona-
mi for the NES) requires you to think on
your feet and direct the hero in the cor-
rect course of action. Hack-n-bash and
experience-point gathering are out. Sto-
rytelling and plot complexity are in.
Gameplay is totally three-dimension-
al. You can walk in any direction, or exit
into the next area by leaving the top,
bottom, left side, or right side of the cur-

Anfnterfamﬂtfarakfng

rent screen. The interface is a snap to
learn and implement. You select an icon
— the Eye to view, the Mouth to talk, or
the Legs to walk — then click on the ob-
ject for the appropriate interaction.

Owis and Senile Magicians
Now that you know the basics, here’s
what’s goin’ down. As we pick up the
tale, you (as Graham) are staring vacantly
at a gaping hole in the side of Daventry,
which used to be your palace. They say
royalty hath its privileges, but there are
downsides too. The silence is broken
when a friendly talking owl explains that
all is not lost.
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I know Hhat harpaned to
O Wy caﬁtd I saw 1t all.

At Iast, we have an eyewmless'

Graham’s newfound feathered
friend, Cedric, airlifts you to the land of
Serenia. There you meet the kindly but
slightly befuddled wizard, Crispin. Crispin
gives you a few words of encourage-
ment, but then dumps you on his front
lawn with only Cedric as a guide. Oh
well, looks like Graham must take mat-
ters into his own hands, as usuall

During your travels, you'll encounter
people and creatures, many of whom will
need your assistance. You begin with no
money, no food, no supplies, and little

Hnu‘ﬂ hett
hnu. No t

s o o
r WAAT that
onfounde

¥ could

Duty calls!

hope. Best head to town and see what's
to see. Along the way, you'll notice a bear
nosing around a beehive. If you could get

S.W.A.TLPRO e+ March 1993
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rid of this nuisance, might the bees be
grateful? Then there’s a fair maiden who's
been turned into a tree. She needs her

heart back, but a nasty witch has locked it
away in a dark forest. What would protect
you from the witch’s magic?

afrald ?hig
luagﬁ giving

an HEI 1, I"
. old wagon’s
-wme trouble,

PROTIP: Talk to the fellow in town with the

broken wagon. When he leaves, pocket the
silver coin he drops. Also, check the barrel
and grab the smelly fish.

PRU'HP Use ﬂ’le f' sh to d:s!ract the bear and
Queen Beetrice will reward you with a
hone yr.:omb

ﬁ& } “?fﬁaﬁ%%-%% %&a

ﬂh! The ﬂuul Hater felf
wonderful on Graham’'s
varched lips and his body
now feels reJuvenated.

PROTIP: Make a map when you brave the
desert heat, and be sure to quench your
thirst at the oases along the way. When
you’re wamned of a parched throat, you’ll
be vulture lunch in a few more screens!
Look for three imporiant locations here: a
cormpse with an old shoe, a temple, and a
bandits’ camp.

You'll encounter many such situa-
tions as you journey through town, the
surrounding countryside, a mountain
range, a coastal region, and of course,
Mordack’s island stronghold. Konami es-
timates gameplay at 50 plus hours, so

S.W.A.TPRO = March 1993

save, save, save. Also, make sure to
record your password before you clock
out for the day.

PROTIP: Don’t worry if your inventory is
loaded with items which seem worthless.
You’'ll use them all, eventually. The honey-
comb will come in handy when you’re try-
ing to escape from the dark forest. The
old shoe will help you save a rat from a
cat. Finally, the custard pie will help in-
side the ice cave.

King Questing, Step by Step
As you've probably discerned, King’s
Quest games are object and puzzle ori-
ented. You'll find an item, then use that
item to deal with a problem. You may al-
SO trade In that item for a better one you
can use elsewhere, and so on and so
forth. Occasionally, you'll get hung up on
a puzzle and not be able to progress un-
il you figure out how to complete ft,
which can be quite frustrating. On the
other hand, your sense of accomplish-
ment when you unravel a particularly un-
nerving dilemma is indescribable!

Graham Rules

King’s Quest V breathes new life into 8-
bit, or for that matter, any-bit adventure
games. The scenery paints a pretty por-
trait, despite the limitations of the NES
machine. You'll be impressed with the
olden-times music, too. The only short-
coming observed in KQ V is that small
items are sometimes indistinguishable
against the bright backgrounds.

All too often, video RPGs are com-
bat-heavy clones of one another. Sure,
monster-crunching can be a blast now
and then, but King’s Quest Vs creativity
makes it one of Konami's crowning
achievements.

GamePro's Game Rating System

Gamelay FunFactor Challenge

King’s Quest V: Absence Makes the
Heart Go Yonder by Konami
Available late Spring ‘92
Price not available

Graphics  Sound
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When you plck up the Stlck (walk south
of the anthill to find it), return to the anthill
and use it on the dog. The ants are very
grateful and will be of great assistance to
you when you need to find small objects,
particularly hay-bound ones.

Sheiks ‘n’ Violence ‘n’ Rock
‘n’ Roll

Fyom acyoss the desert
' sands, Graham can heax the
' sound of apyproaching
' hoofheats.

:ﬁ%ﬁ%*ﬂ~¢%w i

When you reach the Ternple hide behlnd
the rock and watch the bandlits closely.
They’ll use a Staff and some magic
words to open the Temple door. Later,
return to the bandit camp and find the

Staff that’s guarded by a sleeping sheik.
Use it to gain entrance to the Temple.
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in a Gypsy Rose Leaque of
Her Own

To Graham’'s graat relief,
i€ a pears that the
wit s magic has been
stnpped by the amulet he
rs. Just as Madame
kKa C©

laimed it would,.

Visit the fortune teller and Bring her the
Gold Coin you found in the Temple. The
Gypsy will give you a magic Amulet that
will ward off the Witch's Froggy Freeze in
the Forest. Give the Witch the Brass Bot-
tle as consolation.

Witch Warehouse

#"""

Thn s e

is a leather Pﬂl.lﬂ']
de the drawenr., T-
| three beautifu
emeralds from 1 ¢.

In the Witch’s house, check the Chest in
the corner, the Lamp above it, and the
Drawer on the lefft,

m::ky Sticky

the drawer.
hree beautiful
eralds from 1t

.
i
u
1
%
+
& |
%
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To leave the forest, you need to catch an
elf. To catch an elf, you need to find their
glowing little eyes in the forest. To hold
him in place (elves are fast little critters),
you need some Honey and some bait.
Jewels make nice bait.
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All Inn Good Time
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Graham sees a large, Jutitc

leg of 1amb

l Inside the cuphoard,

When you go to the Inn, the owner is
pretty hostile. If he locks you up in the
basement, a rat who owes you a favor
will come to your aid. Take the Rope you
find there and use the Hammer to break

the Lock. Also, take the Leg of Lamb in
the adjoining room...there may be a hun-

gry bird later on.

"le Snaked Truth
'Qé &ﬁ ,r :]

[

H tambourine lies on the
P gyound nearxr the abandoned
guﬂpsu EnNcCaMmpement.,

Whattsa matter? Scared of the Snake?
Well, the Snake is scared of loud sounds,
such as those made by a Tambourine.

Who would have a Tambourine, though?
Maybe a Gypsy? Check where their
wagon was.

How to Stop Bemg Sea faod

Look Graham! An island!?
P'?rhaps we should expl ore
i

Don’t wander amlessly around the
ocean. You'll be easy bait for sea mon-
sters. When you're at the beach where
the boat is docked, go four screens to
the right and one screen down. Retrace
your steps when you'’re done doin’ your
business on Harpy Island.



Gonch Artist | Ring-a-Dink Singin’ the Blues

_Graham bends ovexy and
ricks up the beautifully
colored shell.

The old man is nearly deaf, so you'll Dink (the monster in the dungeon under-  The blue monster inside Mordrack’s cas-
need to speak through something that neath Mordrack’s castle) loves loud nois-  tle has to catch you at least once (and
will amplify your voice. Hmmm...now es. The Tambourine makes Dink so only once). Talk to Cassima before the
about a Seashell by the seashore of happy, he jumps for joy...and loses his monster catches you, and she’ll let you
Harpy Island? Hairpin. You'll need it to open the doorto  out of the dungeon after you're caught.
the castle. Check the mouse hole in the dungeon
Ice Ice Baby for some Cheese, which is vital for the
o AT e [T < T
s -, = - end of the game.

Sns aTtiouissie alinipes Good Night! Sleep Tight! |
attention among all the

i the catss  TY SRR Hope the Bedbugs Bite.

When you're done smackin’ the
Yeti with the Custard Pie, check out
the Ice Crystal in the middle of the
cave. You can't break it with your

bare hands, though. Try the Wait in this doorway for Mordrack to
Cobbler's Hammer. gl L1 fall asleep. It takes forever for evil
“ . knuckleheads to go to bed (you'd

My Kingdom for A Door

- .

T I T rTr T ™"
- e 3

--------

think they would be tired from all that
spellcasting). If it takes too long, go
though this checklist: Did you wrap
the cat in the Bag? Use the Dried
Peas on the blue monster? Get the
Cheese from the dungeon cell?
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Finding the upstairs hallway in
Mordrack’s castle can be a royal
pain. Try this lower left-hand corner
for the path of least resistance.
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By The Unknown Gamer

) Now that Sega’s official
A/ sultan of speed, Sonic The

Hedgehog, has officially
Zipped onto retail shelves across the
country, it’s time to see just what makes
the speedmeister tick in this sizzling
sequel.

Better the Second Time

Around

Everything gets better with practice, and
Sega’s proving that with a more than
suitable sequel to 1991’s Game of the
Year. Sonic The Hedgehog 2 is every-
thing you loved about Sonic The Hedge-
hog, plus more — more Zones, more
enemies, more companions, more play
modes, and more players.

Sonic was set for early retirement,
ready to rest on the laurels of his ‘91
achievements. Unfortunately, Dr. Robot-
nik (Sonic’s arch-enemy) decided to play
it fast and loose with the forest creatures
one more time. This time, the bad doc-
tor's hatched a new sinister weapon, the
Death Egg. Sonic’s got to scramble the
Doc’s cracked plot, or the forest and its
creatures are cooked.

Tough luck for Sonic, but great news
for Sonic lovers everywhere. Fans of the
personable homehog will be delighted to
discover that Sonic isn’t gonna battle the
Doc solo. Enter Tails. This perky two-
tailed creature of the fox persuasion is
about the cutest companion that any
Sonic fan could ask for. In the one-player
mode, Tails tags along and does his best
to help Sonic by grabbing rings and
whomping bad guys. In the innovative
two-player mode, Tails and Sonic work
cooperatively or go head-to-head com-
petitively in a unigue split-screen format.
Although the split-screen’s tough to fol-
low due to its small size and the super
speed of the characters, it's an interest-
ing change of pace.
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Sonic 2’s game play mechanics are
the same as Sonic 1’s with a few cool
exceptions. The dude with a ‘tude still
skims, jumps, grabs rings and power-
ups, and races across the screen. Only
this time around, if you can believe it,

he’s even faster! When you hit the Chem-
ical Zone, Sonic streaks across the

screen at speeds never-before-seen in a
video game. The mighty hedgehog also
has a new secret weapon - the Spin-
Dash. Just push Down and hit Button C
to make Sonic rev up for super dashes
that’ll take him where no hedgehog has
gone before.

Sonic and Taﬂs go head -head in ﬂus twn-
player split-screen mode.

LRI TS
LT

”*'”’"’n

PRO TIP Make Taﬂs help you in one p!a yer
mode. Jump towards an enemy, and
then leap back. Tails will usually leap
forward and do the dirly work.

Some Things Change,

Others Remain the Same

Experienced players will recognize some
of the locales from the first game,

like the Emerald Hill Zone.
However, Sonic 2's eight
Zones (with two stages
apiece) are packed with
Imaginative and original,
new scenery. If you thought you saw it
all in Sonic The Hedgehog, “you ain’t
seen nothing yet.” For example, Sonic
rides through vacuum tubes in a Chemi-
cal Plant, zips across corkscrew speed-
ways in the Emerald Hill Zone, frolics
through giant pinball and slot g
machines in the Casino Zone, & i
and swings from vines in the

Mystic Cave Zone.
_SCORE ‘125268
“TIME 0:40
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PRU TIP In Sﬂmc The Hedgehog it was
always a good idea to carry at least one

ring. This advice is twice as good in Sonic
The Hedgehog 2!

What goes around comes amund in me
Metropolis Zone.
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Sonic 2’s graphics are actually bet-
ter than the original’s. The rich variety of
scenery, slightly larger sprites, and extra-
added attitude help the spunky hedge-
hog paint video game magic. Sonic’s
music isn’t quite as impressive through.
The tunes have a slightly tinny quality at
times, but there’s a new and improved
theme song for each of the Zones

SCOEE ‘-‘1}506 ; b ‘ sr
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PROTIP: Every time the cracked Doctor
appears, Sonic has to figure out how to bonk
him eight times to send him packing. In the
Hill Top Zone, jump, curl into a super Sonic
bullet, and bonk him ‘til he’s done for.

Gamers who salil straight through all
of the zones have another surprise in
store for them. You'll only see the game’s
true ending if you snag all the Chaos
Emeralds from Bonus Rounds that are
scattered along the way. Sonic and Tails
enter Bonus Rounds by tagging special

PROTIP To beat Dr. Robotnik in the Chemi-
cal Zone, position Sonic on the yellow plat-
form in the middle of the screen. When
Robotnik appears on either side of the
screen, bounce and bash him two times.
Then duck and cover. If Sonic’s ducking,
Robotnik’s evil chemicals won’t hurt him.

=
=
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Aquatic Ruin Zone.
SCOFE. /5580

I'tHE 5:19 -"..._*_

ﬂ'{

$onfc and Taﬂs get more man a little
impatient if you keep them waiting.

Simple Sonic signposts scattered throughout each
If there’s a downside to Zone. Then they take off in a tunnel race,
Sonic The Hedgehog 2, it's  where they try to snatch a specific num-
that the game’s justnot  ber of rings. You view the 3-D action from

tough enough. Players of
all levels will be able to
work their way

behind the speedy duo, as you try to grab
rings and dodge what look like bowling
balls. Theoretically, the Genesis isn’t
capable of scaling, but Sonic’s Bonus
Rounds are gonna make you wonder!

Suupit :i:lg
TIME. :
ng

PROTIP Destm y Rnbomfk in the Aquatic
Zone by jumping on the amrows that lodge
in the pillars. From there, it’s an easy jump
fo hit Robotnik. Don’t forget to dodge the
next flying arrow.

4 (¥ More of a Good Thing
s R _'_; "} PR [t’s tough to follow a classic, but Sonic
The Hedgehog 2 earns top honors.
!!Hiii‘iilimﬂm mml ‘ There’s enough stuff that’s new and dif-
. ferent in Sonic 2 to make it a must-have
¢ - e f L EE ™ cart for fans of the original. Probably the
best thing about Sonic 2 is that it’s just
plain fun. Beginning and hardcore
gamers alike will enjoy this fast-paced
romp with His Hedgehogness and Talils.
We can’t wait to see what Sonic’s gonna
do on CD. In the meantime, Sonic 2
gives ya plenty of fabulous gaming to
pass the time.

Sonic The Hedgehog 2
by Sega of America

Sound FunFactor Challenge

“ﬂ INT.

intermediate

PBOHP When you enrer a Bonus Raund
you lose all your rings. If you’re close to
100 rings, which eams a 1-up, you might
want to skip the Bonus Round - unless
you’re hunting for Chaos Emeralds!

through most of the game in relatively
short order. Although Dr. Robotnik’s
mechanical animals are abundant in
some levels, other levels, like the Casino
Zone, are sparsely populated. Per usual,
Dr. Robotnik’s bad boss incarnations at
the end of each level are imaginative but
relatively easy to beat.

Fortunately, each level is large and
features many different paths and many
delightful surprises. It’s easy to whiz

NEs 104 [729]  RINES 25
' -.nlm [
R

-'}"'}

Graphics Control

through a Zone. The challenge and the PROTIP: Don't forggt to iﬂﬁ‘-'ﬂ-. You can grab $54.99 Action
S : , , i o : 8 megs Two Player
fun lies in uncovering all of the Zone's high-flying rings and dodge the bowling ;T Coliides

hidden secrets.

ball-like obstacles.
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Emerald Hill Zone — 1-Up

P R e

aan o~ 25t IS
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e Emerald Hil Zone, Act 1, have Soric run, not ol

down the loop-to-loop that has the yellow button at its

' ‘ ' d of the
nic soars up into the air at the en
ot ¢ 3 secret passage that

loop, veer right and you'll ente
has Rings and a 1-up.

In the Mystic Cave Zone, Act
i use this yellow button to
sail through the ajr and grab
the vine. This opens a log

drawpﬁdge, and then you’re
really in business

:
Aquatic Ruin Zope — Deae

X - -
. iy i = s SR y
: !'-5 ﬁrf" I_' _|‘_r 5 = ¥
|
u

| ' desa - .When you reach th
This nasty chemical sea hides a 1-up
the blocks float across the chemical sea, drop under water and leap 1o the
right onto the underwater platforms. You'll reach a submerged 1-up.
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In the Meropo’tis Zone, make the' gian’:]
bolts move up the screw by running O

them in the right direction.
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vl UCcean Lone - Jump!
- O N | 41 5

3 el

The oiI:s pretty gooey on the Q|
Ocean’s surface. When Sonic falls into

it, keep jumping and you might be able
to leap to a safe ledge.




Mystic Cave Zone - Beat
- Robotnik

The fans in the Ol Ocean can make you
blow where you don't want to go...and
also where you do want to go! Use
them to your advantage.
— o Oil Ocean zope - Invincibility
feat Dr. Robotnik in the Mystic Cave | Ve d. il TR
Zene by dodging the falling stalagtlteS) -~ e
do '+ worry — the rocks won't hurt you).
o il him twice each time he lowers
Metropolis Zone - E:;egp?sels.
Spring to Safety

cmmnr

ey B

se yellow springboard areas In

Metropolis Zone 10 leap up ZSOH"letfmes yOU Can use the green buttons in the Qi Ogean
the Me mingly impossi- One 1o vault to powe "UPS and other platforms, (Jse this series
and out qf See Of buttons in the O Ocean Zone, Act 2, to snag a Ring Monitor
ble situations. and an Invincibility Monitor

L
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Mystic Cave Zone - 1-U
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e o fodh LA~ i L= Hill Top Zone
To find a 1-up in the second Mystic Gave 7one, head for the lowes 10 New ﬁ&@;@m@
part of the level. Drop down the breaking platforms in the chasm that i e TS
is just past the spike chasm with no way out. The 1-Up is to the right Yl aml e e
and on top of a red button that you'll use to escape once you've

. grabbed the 1-up.
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Ir; {he second Casino, there’s a 1-up down and to the right. Drop to
the bottom level and head right until you reach a series of blue
blocks. The 1-up is to the far right of the blocks.
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Prince of Persia
Radio Flyer
Valis IV

Utopia

Cool World

Sim Earth
Bebe’s Kids
Tiny Toons
Harley’s Adventure
Revenge of the Joker
Kawasaki Challenge
Uncharted Waters
Batman Returns
Dragon’s Lair

King Arthur

Death Valley Rally
On the Ball

NHLPA Hockey
Tom & Jerry
Chester Cheetah
Super Strike Eagle
Gunforce

Spindizzy

Firepower 2000
Wing Commander
Cal Ripken
Pushover

GODS

Spiderman & X-Men
Pro Quarterback
Chuck Rock
Equinox

Super Star Wars
Super Goal

NBA Allstars
Cybernator

Out of this World
Super High Impact

SUPER FAMIGOM

Elfaria
Elnard
Fatal Fury
Gunforce
SD Battle Soccer
Ranma 1/2 part 2
Exhaust Heat 2
Combatribes
Rushing Beat Ran

ENTERTAINMENT SYSTE

.S' UPER NINTEN

- . L
| T SR

i

stones
_;'_-'_nghtﬁi“ﬂﬂ“an -
Toxic Crusaders

SUFER FaIMICOm

Final Fantasy V.= —

GENESIS

Tyrants
Dolphin
PGA 2
Breech
Chakan
Tailspin
Road Riot
Strider 2
Outlander

’-mtudﬁiﬁ..w THE ST VIOE0 REVOLLITION.
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SEEA. |
GE NESIS

Double Dragon Iil
Roger Clemens

T2 Judgement I;‘rgy
Sorcer Kingdom
Power Monger
Chest Cheetah

Bio Hazzard Battle
Captain America
World of lllusion
Metal Fangs

Super Battletank
Super WWF
Shadow of the Beast2
Global Gladiators
Ali Boxing

Risky Woods

Lotus Turbo Chal.
Ind-Jones Lst. Crsd
Batman Returns
Road Rash Il
EX-Mutants
Hit the Ice
Turtles
Sunset Riders
Humans

MEGA BEWE

G-Loc
GODS i
Shinobi 2 .-'?lEEh.nl'thJE
Metal Fang

Majin Saga

Power Athlete
Junker’s High

GAME GEAR

Double Dragon

Shinobi 2
Shtntng Force

~ Willy Beamish

SEGA GD

Batman Returns
Montana NFL
Night Trap
Hook
Terminator
Wonderdog
Rise of the Dragon
Chuck Rock
Monkey Island

~ Wolfchild
Dun'génn Master
- Sewer Shark

- MEGACD

Annette Again
Road Blasters
Final Fight
Afterburner 3 E
Time Gal

Nobunaga & His Ninja Force

LYNX

Dirty Larry
Steel Talons
Pit Fighter
Raiden 4
Rolling Thunder §
Cabal |
Dracula

Ninja Gaiden 3 |
Eye of the Beholder
Full Court Press

T Sha
.:Camp Gaiifurniﬂ
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TURBO GRAFX

Shock Man
Hit the Ice
Air Zonk
Dead Moon
Samurai Ghos
Soldier Blade

TURBG DUOD

Forgotten Wartds
peshifter

Prince of Parala

HMAZINGER - 2 BUSTER CLAN
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Check Out All
h The Great PC
DUO Games!
You Can Play

‘Em! \

PG DUD

Ranma 1/2 >

Gain Grnundﬁ "2¢)
Snatcher 11

.
Cocoron jﬁjf)
Image Fight 2
Gradius 2

anow Brothers
wionster Maker
Super Darius 2
Dragon Slayer 2
Moto Rotor MC
Bonanza Brothers
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By Gaptain Gontroller

& 2) EJ;% Yer a rude boy surfer dude
named Greendog just out
Gatching some surf. Then, a
totally radical wave dumped you into the
sand. Gnarly! Now you’ve got this totally
excellent gold pendant hanging around
your neck. Bummer, it won’t come off!
Babelicious Bambi, your bikini clad
buddy, tells you that the pendant’s there
to stay until you find the lost Aztec trea-
sure. What's more, dude, no more riding

the waves until the treasure’s found.

Surf’s Up
Ya, mon! In this one-player, side-scrolling
action/adventure game, you’re gonna
have to search six Carribean islands
(each with two areas) to find the six
pieces of the missing Aztec treasure.
Cool, cool, cool graphics and a hint of a
Rastafari beat in the tunes give this game
an island feeling. Jolly, mon!

Everyting es copasetic with game
play that’s kind of hop ‘n’ bop, but
Greendog doesn’t do the bop. On the
different islands, you’ll have to swing
from vines, hop across rivers, explore
caverns, skateboard around dangerous
obstacles, and scuba dive in an aquari-
um. To travel between islands, you fly a
pedal-copter.

P — A r:ﬁ‘r‘"nq:.-‘?‘! i :,i’
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PROTIP: Sometimes your path is blocked by
a stone wall that’s guarded by a monster-
head siatue. Toss your frishee into the
monster’s mouth and the path will open.
Watch for decoys.

Beached

Much respect, mon! All you've got to protect
you is your flying disk. The pendant tells you
where to go, but it also drives other living
creatures bezerk-0 when you go near ‘em.
On every island there’s a hungry hoard of
wacked-out creatures, like piranhas, crabs,
starfish, and voodoo witch doctors.

But hey, dude, the gods are smiling
on you. You’ll uncover power-ups when
you peg stone idols with your flying disk.
For example, an Umbrella Cap gives you
invincibility for a short time while you
wear it. A Golden Frisbee spins into
autopilot and automatically hits enemy
characters. Even better, chow down on
food power-ups, such as soft drinks and
burgers to restore your health

UﬂEEBDE

PROTIP: To beat the wall of rotating stone
neads at the end of the first island, use
your flying disc and fire rapidly at the

-'."" =
'

J S8 §f head shooting at you. Dodge their fire

R and knock them off one by one.

Jah Be Wit You, Mon!

Although each radical island’s gorgeous
and offers a mondo number of different

challenges, some stages in Greendog
are easy and seem more fun and comi-
cal than challenging. Other stages (like
the Aquarium) present some unique situ-
ations, such as scuba diving, that give
Greendog a cool twist.
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PROTIP: In the Aquariumy; n“ you gei‘ sucked
up into a vacuum pile, you’ll find yourself
back at the beginning of the stage. Wait
until the vacuum turns off, then jump and
shoot your flying disc at the same time.
(Perfect timing is critical.) You can tell
when the vacuum is switched off by
watching the seaweed under the pipe.

What this light-hearted action/
adventure game has are superior graph-
Ics, cool character animation, original
game play, and upbeat music that keeps
you rockin.” Beginning and intermediate
gamers will find enough challenge to
keep them entertained. Advanced
gamers will find the game’s graphic and
humor elements more entertaining than
the obstacles. Check it out! You just
might find yourself feelin’ irie in a
skankin’ style!

Greendog by Sega

Sound

Graphics FunFal:tur challenge

@ NT

2.0 Intermedlate

Action/Adventure
One Player
Continues

* Control

4 megs
Available now
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When you reach a waterfall on the island
of Grenada, jump up and grab hold of
the blue Parrot. The friendly bird will give
you a first-class flight to a floating log at
the bottom of the treacherous falls. Press
C to release your grip and fall safely to
the log.

Surfer by Day, Archeologist
by Hight

To make your way through the Ancient
Aztec Crypts, first jump on this floating
brick and ride it out until it stops. Make
sure you jump over the block that stands
in your way, or you'll have to walk back to
where you first caught the floating brick
and begin again. Bummer-drag, dude.

When you see this ferocious dog-
head statue, you'll notice what nice teeth
it has. “All the better to chomp your flying
disc with m’dear,” would be the statue’s
reply if it could speak. Jump up and
throw your flying disc into the statue’s
mouth. The wall behind it will collapse
and enable you to walk to the next part
of the level.

Then, jump on the next set of dog-
head statues to avoid their fireballs. Use
the springboards (bricks that are
marked with a skull) to boing, boing,
BOING your way up to the top. Along
the way, you'll have to dodge the magi-
cal levitating knives. To do this, walk
towards them, and then duck when
they fly towards you.

After you’ve sprung yourself to the
top, head left. To avoid getting thrust
Into the celling spikes, jump over the
springboards. Try to use the last spring-
poard on the left to rocket yourself into a
secret room full of goodies, including a
Super Disc.
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Then, head back to the left and slap the
flying disc into the statue’s mouth to dis-
integrate a wall and reveal the level’s Tiki-
Head Boss.

The quickest way to destroy the
Tiki-Head boss is to select your Super
Disc. The heads of the boss are only vul-
nerable while they’re facing you. The
super disc will automatically attack each
head as it faces you. To defeat the boss
quickly, use your regular disc at the same
time the super disc is doing its work.
You'll see some rad results.
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In the second area of the island of Mus-
tique, you get to grab your board and
skate through an eerie landscape of
tombs. To avoid hitting the first spring-
poard and getting sent back to the
beginning of the level, press left

after you hit the jump. Greendog will
slow down to a stop. Then, carefully
jump over the rest of the springboards
on the level.

Dog’s Best Fnend

To make your mutt work for you, look for
his bone after he appears. If you can get
to his bone before he does, he'll help you
by attacking the bad guys. If your canine
cohort fetches the bone first, he'll lag
behind to gnaw on it, dog-gonnit.
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P By Boogie Man

P | Lester Knight Chaykin is
=) about to go where no one
$ S>> has gone before. If you're

smart, you’ll go along too. Out of This
World by Interplay is an awesome SNES
cart, where a wacked-out experiment
with anti-matter zaps Lester to a weird
parallel universe. He wants to get back

home, and you can help him.

Out of This World Graphics
Out of This World sports a totally unique
look among SNES games. The sideview
graphics aren’t bit-mapped like those in
most carts, so you don't get the depth of
detalil, the vibrant colors, or the Mode 7
spins and twists most players associate
with SNES video games. However, what
- this cart lacks in graphics glitz and glam-
or, it makes up for with intricate anima-
tion and impressive cinematic scenes,

which are nicely tied to the game action.

A fantastic expeﬁmentgoesawry’

Get ready to visit strange places.

Out of This World uses a polygon
graphics system similar to many personal
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computer games. This enables the cart
to flash some outrageous, rotoscoped,
real-time animation that makes it seem
like you're directing a movie rather than
playing a video game. There are some
neat close-up shots, slick pans and
zooms, and superbly animated action
scenes. The sounds are some of the
best around, and the music rocks.

The close-ups will really grab you!
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nating adventure in a far out land. Your
lengthy trek covers 12 areas in this
strange, new world. Much of your quest
occurs in labyrinthine, underground cav-
ems. The place is literally crawling with
tenacious, camivorous creatures, such as
venomous slugs, tentacled aquatic night-

mares, and savage feline beasts. But your
real challenge comes when you encounter
the brutish race of beings who populate
the world. Then you become embroiled in
an struggle of slaves versus slave owners,
although you'll be hard-pressed to tell the

difference just by looking at them.

PROTIP: Take the time to squash every Slug
before you advance. You’ll find out why.

The chase is on!

You'll make a new friend, who has a
mind of his...em, her...uhh, its own. Your
buddy provides critical help early on, but
then you get separated. Your paths cross
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several times throughout the cart. Be a
helpful friend. Without your newfound

partner, you won't survive, let alone finish
the cart.

PROTIP: Try to stick close to your friend.
Il get you out of jams.

Make a new friend. You need its help.

Think and Survive

The challenge is a real mind blower at
times. You have to be fast on your feet
and fast on the draw. Survival really de-

pends on your brains, not your brawn.

Problems range from the simple (how
and where to recharge your weapon) to
the complex (how to make a waterfall dry
up) and several variations in between.
Luckily, you get passwords and unlimited
continues.

PROTIP: To advance beyond the elevators
after you escape from the cage, remember
that energy circuits have to be complete to
power things such as doors.

PROTIP: After you escape, go to the bottom
floor in the elevator:

PROTIP: There’s a place to recharge your
weapon after you leave the elevator shaft.

GControl This

Gameplay in this cart is outstanding, but
you speed freaks will have to gear down.
The action’s fast when it should be, but it
isn’t as frantic as in other SNES action
carts. You basically run, jump, kick, and




shoot. But many critical spots call for
split-second timing. Expect to max out
on video death scenes.

PROTIP: It’s critical to practice leaping as
you run! Hold down Y and L or R (for direc-
tion) to run, then press B to leap.

PROTIP: A run/leap (simultaneously hold
down Y, B, and L or R for direction) covers
more territory than just plain running.

PROTIP: You can draw and shoot faster
than any guard.

Another interesting gameplay plus is
that the controls change depending on
the situation confronting you. For exam-
ple, 10 escape a certain beast, you must
run for your life and then swing on a
vine. To break out of a hanging cage,
you must make it rock back and forth.
You even have to swim. When you find a
gun, you must leam to use its firepower
for more than just shooting bad guys. It
can create an impenetrable shield and
blast escape routes through walls, too.

PROTIP: Your weapon can create a shield
and blast through walls.

PROTIP: You can rock this cage.

PROTIP: You must figure out how fo drain  with the same look and feel as Contra Il
water from the falls. There's a place inthe  ActRaiser, or Super Mario World. The title

caverns where you can blast a drain hole, says it all. This cart is Out of This World!
but be prepared to RUN!

GamePro's Game Rating System

World Glass Gaming _ _

If you take on Out of This World, get 7 - 25 - -

ready to play something completely differ- !
ent. The animation moves are so real, Graphics  Sound  Gameplay FunFaclor Challenge
you'll genuinely fret about the fate of your

other worldly, video friend. The action’s Out of This World by Interplay

hot, but don't expect video gymnastics Price not available, & megs

Available May
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NOTE: The 15 areas of Out of This World
aren’t labelled as stages. In fact, you
won’t know you’ve completed an area
until you get a password, and you don’t
get a password until AFTER YOU'RE
ZAPPED! Stages are numbered here to
make the ProTips easier to follow.

Have a Blast with a Shield

To protect yourself and still shoot a
Mega-blast, hold down A and release it
to make a Shield. Don’t move. If your
gun’s in the same position as it was
when you made the Shield, you can hold
down A again and fire a Mega-blast
without destroying your Shield.

Going Down

When you find the elevator in the prison
on Stage 2, you must ride all the way to
the bottom floor. Walk left and start
shooting rapidly the instant you enter the
next screen. After you waste the guard,
shoot the flashing light on the wall. Now
ride the elevator up one floor.
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First Floor: Underground

On the first floor of the elevator shaft in
Stage 2, keep your friend with you as you
work your way across the floor. Eventual-
ly, he opens up a hatch to an under-
ground passage but he gets captured as
well. Don’t worry, you'll find him later.

Here’s how to get through the Stage
3 “body roll” puzzle. Roll slowly to the
first air blast on your left. Wait until it
stops, then quickly roll past it. Drop down
and roll right to reach another air blast.
Wait for it to stop and quickly roll past it.
Drop down and you'll land between two
air blasts. Roll right. Drop down, go left,
then go right. Finally, drop down out of
the stage and into the caverns.

Dry Up the Falls

To “shut off” the waterfall in Stage 7,
drop into the first hole at the beginning of
the cavern stage. Then, drop into the first
hole you see. Walk right until you see
water above you. Move to the left edge
of the screen, Mega-blast the wall, and
water will gush out. Quickly turn left and
run/leap over the holes by holding down
Left and A to run, plus simultaneously
pressing B when you want to leap over
the holes. When you reach a rock slab,
the rushing water lifts it and you to safety.
Timing is everything.
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Kick ‘em Where It Hurts

In Stage 8, one mean guard may knock
you down and lift you off the floor. You
must get mean, too. Press Down and hit
Y to kick him between the legs. Now run
left. When you’re over your gun, press
Down to grab it. Then turn and hit A to
shoot the guard.

Swimming Lesson

When you reach the water in Stage 9,
you must swim down and disable the
power line. Swim down and through the
passage on the left. Then, go up into the
second passage. Watch out for the Jaws
creature in the floor, and be sure to swim
up and grab some air. Now swim straight
down. Climb out of the water. Jump over
the Jaws creatures and shoot the power
lines. Dive back into the water, swim to
the air passage again, and swim back to
dry land.
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To get past the guard behind the triple-
layered wall in Stage 10, place a Shield
up against the wall. Now creep right until
the doors open. The Shield protects you
from the guard’s shots. When he tosses
the glowing grenades, step back to make
the door close. The grenades bounce off
the door and back at the guard.

Grown the Guard

After getting past the triple-layered wall
guard in Stage 10, you must bash a
tough guard on a level below you. Run
right, Mega-blast the wall, and recharge
your weapon. Keep going right till you
see three hanging spheres. You can see
the reflection of the guard below as he
walks under the spheres. Shoot the large
sphere when the reflection is exactly on
its bottom. You'll hear a groan if you're
successful.

A Little Help from a Friend

LS

then turn left and create a Shield. Now
step forward and Mega-blast the wall.
Let the guard roll at least five grenades
down the stairs, then nail him. Run down
the stairs and jump into the hole.

The Great Escape

we 'E‘:h

You need your pal’s help to cross a
rooftop gap in Stage 12. Back up, run
towards him, and leap into his arms! He'll
toss you across the gap.

,
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You're inside a tank in Stage 14, and you
must immediately find the Escape Pods.
Press the lowest button on the control
panel first. More buttons will appear.
Now, press the lowest left button. The
keypad will appear. Then press the button
on the right side of the green light. Now
press the four buttons (in two rows of
two) on the upper left side of the control
panel in any order. Finally, hit the flashing
white button to jettison the Pods.

In Stage 12, your friend won’t make it
across the gap and you’ll have to save
him. It’s a long process. To start, turn left
and take a leap of faith off the building.

Close the Door

- Passwords

Here are passwords through Stage
13. Stages 14 and 15? Ya gotta have

~ some fun on your own!
' Stage2: HTDC
Stage3: CLLD
Stage4: LBKG
Stage5:  XDD]
| Stage6:  FXLC |
' Stage7:  KRFK
Stage 13 i; g nightma’re. You'll never Stage8:  KLFB
complete it if you t;lon t make the gugrd Stage9:  DDRX
at the very beginning of the stage raise |
his arms and hit the button that closesa | Stage 10:  HRTB
sliding door. At the beginning of the ~Stage 11: BRTD
stage, run left after the guards. Stop - Stage 12:  TFBB
directly in front of the sliding door. Then | Stage 13: TXHF

point your gun at the guard.

= e S

Make a Hole

In Stage 13, after you get the guard to
close the door, you must make another
guard blast a hole in the floor. Run right
from the sliding door and climb the
stairs. At the top, you'll see a guard
behind a wall. Jump right, over the stairs,
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By Rampant Saxon

Okay, swashbucklers,

here’s your chance to grab
your swords and storm
through Westica as a gum-chewing hero,
Storm. American Softworks wants to
sink their new hack ‘n’ slash adventure
cart, Skiljagger: The Revolt of the Westi-
cans, into your SNES.

Skiiljagger Comics
Captain Skuljagger and his evil Kiltish
army have ruled the island of Westica for
10 years. Storm Jaxon has had enough,
so he steals Skljagger’s powerful sword.
You'll get to read all about Storm
and his trials fighting Skuljagger in an 80-
page color comic book/manual. As a
new twist to the gaming industry, the
manual’s comic style makes it as much
fun to read as the game is to play. Don't
skim it, however. It’s loaded with tips that
help you master the cart.

PROTIP: You may find that the letters in the
top left-hand comer on each page of the

manual spell out a way to heat the cart.

Fighting Action, Chapter
by Ghapter
Swelling music accompanies the side-
view, multi-scrolling game play. It helps
to keep you running, jumping, climbing,
slashing, and blowing gum bubbles
through seven gorgeous and colorful
Chapters. Each lengthy Chapter consists
of three parts, with a game total of 21
main terrains and over 50 hidden areas
to explore, including boat docks, ships,
and cliffs.

The Chapter endings vary depend-
iNng on your actions during the game.
Pick up the right box or slash the right

e
PLAYER 7 3 .1

T T Ox Z

ble and dangerous to your foes.
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object at the right time, and you'’re sucked
into secret alternate endings. With your
lightning fast sword, you’ll have lots of fun
uncovering all the secrets in this game.
No matter how many times you play,
you'll probably never find them all.
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PROTIP: In Chapter 1, you’ll find a secret
warp after you leap to the second dock.
Head right until you reach the third small
barrel. Don’t jump on the platform with the
small brown barrel. Instead, push Y and
you’ll warp underground.

Yo, Ho, Ho, and a Bottle

of Gum

The weapons in this game are a bit
unusual. You start out in possession of
Skuljagger’s stolen sword. Use it to slash
your way through any object you run
across. Some will open up to reveal

Jemeralds. Red Jemeralds transform
your sword into a long range weapon.
Storm Jaxon’s also known for his
homegrown gum. Each flavor (Cherry,
Grape, Apple, Orange) has different func-
tions. For example, when you blow bub-
bles with the Cherry flavor, you can float
to previously unreachable heights. When
you chomp on the Grape and Apple
flavor, you blow an invincible bubble
around yourself.
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PROTIP: Chapter 4, the second part of Part
1: Strike the first pillar and you get a Cher-
ry bubble gum icon. Blow a bubble and
float up to the top pillar. You’ll find a
plethora of Jemeralds.
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PROTIP: Rearrange this sentence - A MEAN
BIRD CLAW IS NEAR THE BIG DOCK! - and
you might find a code that’ll catapult you

to Chapter 3: Part 1.
e B

Aye, Aye; Owww, Owww
Don’t let those skirts fool ya. Capt. Skul-
jagger is not an easy one-eyed creep to
fight. You'll die often! Luckily, you have
five lives and one continue.

This is an innovative action/adven-
ture that almost sails the SNES to its lim-
its. The clever comic book manual adds
a fun extra dimension to the game. If
you’re looking for action, land on Skil-
jagger and play up a storm.



SUPER NES

Skiiljagger: the Revolt of the Westicans
by American Softworks

Graphics  Sound Control  FunFactor Challenge
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Advanced

$59.95 Action/Adventure
4 megs Two Player
Available November Continues, Passcodes
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' .Pursued by Captain Skilliagger -
- and his evil henchmen, Storm

Jaxon discovers that hes run to a
dead end at the end of the dock...
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In Chapter 4, Part 1, you can climb the

poles on the sides of houses to reach
Jemeralds up on the roof.

Danger
When you're in the secret alternative

. K & gl Y PO Sre Al =ty | | | ending of Chapter 1, Part 1, look for the
=— & e LN UM B GRS | stone bridge that has a sign saying

PR - — . “Danger” in front of it. You'll find a brown
Keg next to the sign. Pass by the Keg
and kill the bug that will attack you. Then,
go back, pick up the Keg, and jump onto
the stone bridge. A Black-Mask will
come at you. Hit the Black-Mask with
the brown Keg. You'll be sucked down
Into a secret Fantasy Zone.

Fantasy Island

#

—

At the very start of a Fantasy Zone, while
you're falling, press Down on the direc-
tional pad and then on the top of the
controller. You'll hear a sound effect.
After you hear the sound effect, you'll get
two Jemeralds for every one you touch.
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To beat Skiljagger at the end of Chapter
3, don't try to fight him on the main pier.
Instead, climb onto the stack of barrels.
Whenever Skuljagger comes at you,
crouch and swipe at his head. He’'ll stop
a moment, strike a blow, and then rush
on. Make sure you jump over his head
after you swipe.

Kiltish Pranks

. PLAYE

Top-Secret
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There’s a secret ending to Chapter 2,
Part 2. When you reach the big blue
Jemerald at the end of the level, go
down the ladder just to the left, then
down the green rope. Jump down the
first hole in the floor (the one with a cov-
ered-up port hole). You'll fall a long way
down, but land safely in a secret room.
To enter the secret ending, stand in front
of the large port hole and push Y.

The Encounters of Skiiljagger

In Chapter 1, Part 1, you'll find the first
Cherry power-up of the game in a brown
box about four screens from the start.
When you get the Cherries, float up until
you come to the clouds. Don’t touch the
cumulus billows, or they’ll pop your bub-
ble. Follow the clouds to the right. Watch
out for the Kiltish warrior below you.
Beyond the Kiltish warrior, follow the
clouds up and to the left. You'll find a 1-
up floating in the air just above you.
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More Fantasies
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In Chapter 3, Part 3, find the big yellow
parrel with the Coconut on it. If you stand
just to the right of it and push Up-Up, a
tube will suck you down into a secret
Fantasy Zone.

Comical
Use the comic book manual! If you read
carefully, you'’ll find tons of clues.
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When you see an
opening island
seqguence, press
Right, Left, and on
the top of your
controller. You'l
get extra text that
contains clues to
that particular
i level.
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NEOD-GED

By Doctor Dave
(N & Yet another evil-minded
doctor is using his talents
ﬁ” for malicious purposes. This
time around, the sinister doc’s assem-
bled eight of history’s toughest fighters.
His nefarious plot is to pit them one
against the other in fights to the death,
as he searches for the greatest warrior of
all time.

No Unnecessary Heroics

Sure, this concept sounds vaguely famil-
lar. It's yet another fighting game vying
with Street Fighter Il for the championship
title. How does it stand up blow-by-blow?
Well, good multi-scrolling and nicely ani-
mated backgrounds, put the game’s

graphics are on par with Street Fighter II’s.
The sounds are better.

Game play wise, World Heroes is
cool against the computer, but problem-
atic against human foes. Although the
game is faster than Street Fighter |l and
has plenty of combos, it contains one
major flaw. Many of the characters, for
example Brocken, have a move that can
be used to annihilate their opponents in
several seconds by using jabs! This is
definitely a Doctor Dave no-no.

Overall, World Heroes is worth fight-
ing for SF |l afficionados and other fight-
iIng masters. Check out our blow-by-
blow of each of the fighter’s special
moves, as well as what we consider to
be each master’s best combo. Stay
tuned to an upcoming issue of SWATPro
for a blow-by-blow on how to do these
MOVES.

World Heroes by SNK

Graphics  Sound Control  FunFactor Challenge

5 (33 D).

4.5 4.5 Adjustable

Price unavailable Action
81 megs Two Player
Available now

Hanzo and

ruma

These two ninja
assassins from
Japan think and
fight alike. Their
special moves
have different
names, but the
moves are the
same. Use the
same best combo
for them both.

. .
Special Moves: "

Dragon Uppercut
Shuriken Throw
Spinning Blade

Best Combo: |
| T S __1“ HHL u‘a

Dragon
He doesn’t breathe
fire, but this Kung Fu
master from mainland
China’s got some
moves that’ll singe his
opponents.

Special Move:

e
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Best Combo:

Dragon Kick
Air Throw
Rapid Fist

Come at your opponent

with a jumping Heavy Kick.
After landing, use your duck-
ing Light Kick. End with a
Heavy Shuriken.
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nit them with a Heavy Standing
Punch. End with a forward
Heavy Punch.

J. Khan

This mongol warrior tries his
favorite barbaric fighting tech-
niques against any warrior

brave enough to challenge him.

Special Moves:

Mongolian Dynamite
Shoulder Thrust

Best Gombo:

'ﬁl.:'- = - e e
Come in with a jumping Heavy
Kick. Follow up with a ducking
Light Punch. End with a duck-

ing Heavy Kick.

Heavy Punch and then instantly

Muscle Power

A.k.a. Luke Hogan, this Ameri-
can is a wrestler type who's
ready to pin any takers to the
ground.

Special Moves:

| G AT

Spinning Knee Th
Dashing Elbow

Best GCombo:

® A

crouching Light Punch. Finish
off with a crouching Light Kick.
Repeat the whole combo again
for maximum damage.

What can we say about this
German Cyborg, except that he
has a sneaky move that makes
him our least favorite fighter.

S.W.A.TPRO

a Dashing Elbow and then do a

rocken can take out any
opponent in five seconds with
any jab move repeated over

and over.

Rasputin

This wizard hails from, you
guessed it, Russia. Watch .
closely while he casts a deadly
spell on his opponents with his
dangerous moves.

Special Moves:

Magic Hand Crush
Firepall
Spinning Robe

Jump above your opponent

March 1993

and toss a diagonal Fireball at
him. Land with a Light Punch
and end with a Heavy Punch.

Janne
Trained in France as a sword
master, Janne has a certain

deadly charm.

Special Moves:
T Jﬂ"' T_.' .

Best Combo:

Come at your opponent with a
Heavy Kick. Next, do a ducking
Light Kick (charging for Flash
Sword). Do a standing Light
Kick, and finally finish by push-
Ing Up into a Flash Sword.

a1



Killer Combo, the
Sequel

Hanzou and Fuuma can both
pull off this killer combo. Use
It to pulverize pesky foes.

1) Jump in with a Heavy
Punch.

2) When you land, nail your
attacker with a Ducking
Right Punch.

3) Continue to duck and use a
Light Kick.

4) End the mayhem with a
Heavy Ducking Kick.

42

Double Play

Dragon wreaks havoc with
this deadly double punch
combo.
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1) Jump Towards your oppo-
nent with a Heavy Punch.

& DOl LRy l:
R

2) When you land, finish the
combo with a standing
Heavy Punch.

Four-Hit Frenzy!
Lovely Janne is a fearsome

foe when she unleashes her
Four-Hit Frenzy!

S.W.A.T.PRO o

Three-Hit Carn-Age!
J. Carn makes mincemeat

out of unsuspecting victims
with his deadly Three-Hit
Carn-age combo.

1) While charging the Ohra
Bird, jump Towards your
foe wﬂzh a Heavy K|ck

1) Jump Towards your enemy
with a Light Punch.

2) While still charging, hit the
opponent with a standing
Heavy Punch

2) When you land, push
Towards and hit with a
Heavy Punch to do the
double headbutt.

Slammin’ Face

Jammer
Muscle Power’s in yer face
with this slam-bam combo

e s e
u.-'.l-.'-'-l'a-- sk B, Sty o 4

4) As the Ohra Bird hits, use a
ducking Heavy Kick. Good-
night!

1) Jump Towards your oppo-
nent. While you're in the atr,

March 1993
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pull Down on the joystick and
press A for the Heavy Chest
attack.
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4) Release this elbow-smash-  2) Land and do a standing
iIng Muscle Bomb. Light Punch.

j
2) When you land, use a Brocken Breaks Ya!
ducking Light Punch and Bad boy Brocken bashes the
immediately charge Back bad guys with this bodacious
1
for the Muscle Bomb. move:
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3) While hitting the punch but-
ton, jump up and pull away

L from the opponent.
e Mee DN | Whack Attack
3) Use the ducking Light Kick. ) ©Ome In with a jumping - Rasputin lands a mighty blow
) _ _Heavy Punch. | with this handy combo.

|I 1) Jl:lmp Towards your enemy
- With a Heavy Kick.

| —

g i
e e B R

| 2)When you land, duck e
| {oss aLight Punch:

a Heavy Punch. |
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By Bone Head

“Meet George Jetson and
Jane, his wife...” You not
only get to meet the Jetsons,
you get to play them in Taito’s Jetsons for
the Game Boy. The action is like gravity-

weightless, but fun to play around with.

Don’t Space Out
The Robots have gone berserk, and the
Jetson family has been recruited to save
their spacey hometown. You must help
all four members of our moon-trooping
family find the exits to their various
locations. To keep the pace lively,

PROTIP: When you enter Judy’s second
stage, pick up the first block you reach and
~ you won't hit the spikes when you jump on
the next blocks.
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each Jetson member has theirown £

special tools and music.

A Family Affair
Armed only with baseballs,
Elroy must hurl strikers and
scroll through three rooms to
escape the Space Bowl Sta-
dium. This side-scrolling level
keeps moving, so Elroy
has to be quick in his
space boots.

mom'- Keep throwing baseballs ahead of
you. You can sometimes bean unseen ene-
mies. However, not all enemies can be
blasted with baseballs.

Juady is trapped at a rock concert in
Concert Hall. She has four rooms to scroll
across, but she won't get very far in the

third and fourth levels without her Magnet-
ic Boots. Judy can also travel on her Jet

Skateboard, bashing enemies on the way.
PROTIP: Make sure Judy always has a

block in her hands. They come in handy
against the mechanical meanies.
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PROTIP: In Judy’s third stage, you’ll find an

Energy Capsule under the second block
located right before the Exit door.

Jane must find her way out of the
Shopping Mall stores. Zooming vertically
upwards, she won'’t get past the first
level without her Jetpack. Shop ‘til you
drop is right, and she drops frequently.

PROTIP: If Jane’s out of energy, rest on a
safe platform until she is recharged.

S.W.A.T.PRDO e March 1993

PROTIP: In Stage 2, Jane comes across a
Space Car. Make use of it by hopping in

and advancing up the platform. While you’re
in the Car, you’re impervious to enemies.

You must save all the other Jetsons
before you can help George
save the day. Luckily, you
have three lives and
three continues. Leave
your space goggles at
home, though, ‘cuz these
‘toons are big and easy
t0 maneuver.

CE b E
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 STASE
CLEARR!!

Zoom to higher planets with our hero-
George Jetson.

Out of This World

Fans of this planet-soaring family will feel
at home with these Hanna Babarians.
So, if you're in the mood for some relax-
iIng weightless game play, put your
spacesuit on and launch into orbit with
the Jetsons.

= =

The Jetsons: Robot Panic by Taito
Graphics  Sound  Control

FunFactor Challenge

4.5 4.0 4.5

Price unavailable
1 meg
Available November ‘92

Beginner

Action
One Player
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ln Elroy s Stage Three don tjump off the
moving platform until you can see the
entire picture. The ledges you jump on
descend very quickly and you'll need to
Know where you're leaping.

Don’t Follow the
Bouncing Ball
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Watch out for the bouncing ball just

before Elroy’s final exit. It can make you
miss your ride with George.

*‘gf of Judy’s Stage Three, you'll see a

Stackables

In Judy’s Stage One, the first stack of
blocks that you come to hide an energy
capsule. Look under the fifth block on
the bottom row. You'll have to clear out
the top row before you can begin to con-
quer the bottom.

Behind Door Number Three

B

If you keep walking on the top level

door to your right that looks like an
entrance to a safe. Enter and you’ll find
an energy capsule.
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Point Me in the Right
Direction

0 make it to the platfrom above and to
the right of the three arrows, stand under
the middle arrow and launch yourself
upwards. You won't get hit by the spikes
that hang overhead.
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When you reach the crossroads in
Jane’s Stage Two, jump to the platform

on your right. You'll find the exit up and
to your left.



Because the Lynx’s
superb graphics and scal-
~ ing capabilities have already
distinguished themselves in flight games
(Blue Lightning and Warbirds), expecta-
tions were high when Atari announced
that Steel Talons, the arcade meganhit,
was about to fly onto the Lynx. Good

news! All expectations were not only
met, but surpassed! Both an excellent
flight simulator and a top gun arcade
shooter, this cart is hot!

A Whirlybird of Prey
Steel Talons displays a great-looking,
third-person, behind-the-helicopter per-
spective and polygon-filled graphics that
are similar to its arcade predecessor’s.
Naturally, the arcade machine’s complex
foot, joystick, and handle controls have
been nicely streamlined for the Lynx. At
your fingertips are the controls for speed
and altitude, plus an impressive arsenal
of machine guns, auto-locking missiles,
and auto-locking rockets.

A feature new In the Lynx version is
an invaluable overhead map and radar
that can be instantly displayed. The
map identifies enemies and tracks your
position in relation to all your targets.
Counters indicate how many enemy tar-
gets must be eliminated to complete the
mission, your supply of ammunition,
and the number of rockets and missiles
onboard. The map will become your
most valuable “weapon,” and you’ll find
yourself referring to it more often than
the main screen!

PROTIP: Save time by planning your attack
in either a clockwise or a counterclockwise
pattemrn.

PROTIP: You can save time by flying off-
screen to the right, which makes you reap- S i
pear on the left of the screen. This also
applies to the top and the bottom of the it il
screen.
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PROTIP: Slow down to make extremely
sharp tums.

An assortment of enemies and tar-
gets pepper each playing field. Enemy
camps, supply depots, and slow moving
g5 jeeps and cargo trucks are sitting ducks.
: O A i Heavily armored tanks, antiaircraft strong-
nolds, fighter jets, and enemy choppers
are much more deadly. Fortunately, you
have an enemy radar alarm, and your
chopper can sustain a load of hits. You
can also reload and receive repairs if you
make it back to your home base.
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PROTIP: To keep on course, use your on-
screen compass and landmarks, such as
roads, mountains, and buildings.

On Target!

The only “drawback” to this otherwise
excellent game is that it’s a one-player
cart. A multi-player version would be the
ultimate. (Are you listening, Atari?) The
graphics are clearly rendered, and the
animation and scaling effects are impres-
sive. Added touches, such as flying
through cloud banks and enemy chop-
pers zipping past your face, add to the
effectiveness of the simulation. The
sound effects are kept to a minimum
with no music soundtrack, which is
appropriate since this game emphasizes
flight simulation more than standard
shooters. The best news is that Steel
Talons is extremely challenging. You get
to keep flying until you get it right!

Steel Talons presents 12 increasing-
ly difficult missions, which take place on
terrains ranging from deserts to dense
forests. Each mission differs in the num-
ber and types of targets and enemies,
the ceiling limit, the time of day, and the
mission time limit. Neutralize all the tar-

gets within the time limit, and you
advance to the next mission. Take too
long, and you must re-fly the mission
until you get it right!

Steel Talons by Atari

FunFactor Challenge

PROTIP: Don’t fire missiles until the taet

flashes red. * Advanced

PROTIP: Glear away all enemies near your $39.99 Simulator/shooter
home base before you land. 2 megs One Player
Available August ‘92
S.W.A.TPRO o March 1993




Night Strategy Groundmg Yourself

can-ography

IVMISSION of

Steel Talons ﬂles you on mlssmns with When things get really hairy and your air-
varying degrees of available light. Mis- ship’s damage is maxxed out, find a flat
sion 4 is a night run full of heavily armed  place, turn the acceleration to neutral,
enemy targets. To best destroy these tar-  and slowly decrease your altitude until
gets and avoid the dark mountains, keep  you land. The easiest landings are on a
¢ a high altitude and constantly check your  helipad marked by an “H.”

- = radar to prepare yourself for what lies in

.... your path. When you use your radar, the

TR action of the game pauses, so take your

Study the map at the beginning of each ~ time and survey the land.

mission to carefully plan your path of

destruction. Note where roads lie in rela-

tion to enemies, and use them as a refer-

ence point.
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Shooting and Dodging
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In Mission 3, your instructions from your
commander are to stay low and follow
the river. However, as a renegade pilot,
you may want to do things your own
way. To avoid the trees and jutting rocks
of the canyon, fly at a fairly high altitude,
but remain low enough to see the river.
Since there are no enemies to shoot, fly
as fast as you can in this mission.

'Ihe smgle most important instrument on
your control panel is the time clock. Keep
In mind that each mission is arace
against time and that clearing all of the
enemy targets in the time allotted is no

To avoid getting shot while raiding an
enemy target, you’ll want to quickly
move your copter from side to side while
holding down B to fire your machine
guns. You may get airsick, but at least easy task. Good Luck!
you'll evade the enemy shells.
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TAF&; u_vho takes on Death Duel by
' Razorsoft (see ProReview, GamePro,
. October ‘92) and thinks it's a shooter

' willfind out in short order why the

|
|

Warning: This game gets messy! Each
duel allows you the opportunity to dis-
member your hapless opponent. Preci-
sion blows delivered by your vast arsenal
will result in a gruesome exhibition of
severed limbs. Some opponents re-
attach their now lifeless limb while others

use it as a very effective weapon.

Here’s the lowdown on your extraterres-
trial competition through Level 4.
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dealer’s got the hardware you need.

The
Spend your Pheelae wisely, and think twice
about his “bargain basement” items.
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. | | eitd:
ias have sent one elite warrior ed |

rﬁ.é’s céﬂled «Death Duel.” Ten galax-

claim control of the galactic space-
ways. You have been selected 0

defend the Federation.

The Cyborg Graveyard is full of foolhardy
fighters.
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Shanox the Krag has the unique ability
to regurgitate his own intestinal fluids.
Although this is extremely distasteful
and disgusting, almost any substance
will slowly disintegrate when it comes in
contact with this acid drool. Needless to
say, his weapon is NOT very accurate.
Use this handicap against him by mov-
Ing constantly.
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UITensive 1ecnmiques:
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Detensive Techniques:

[~

'ww 1|6 L3 * 3B
Shanox’s defense Is simple but effective.
Flying from one end of the dueling
grounds to the other is Shanox’s
unimaginative defensive philosophy.
However, only the most skilled warrior
can blast him in midair. So, it’s probably

best if you clip his wings before he takes
to the sky.

e ane

Shoot fast. Shanox regenerates limbs quickly!

Shanox isn’t too bright, but even he
realizes the advantages of hiding behind
blast barriers. It's wise to immobilize him
with a shot to the legs. Beware! Shanox
regenerates his limbs and he can restore
his fighting capability nearly 100 per cent.

Special Techniques:

el
by ST L

Unfortunately, even two heads aren’t neces-
sarily better than one.

Krags possess two brains. Even a well-
placed missile to the head won'’t stop
him. Also, he can regenerate amputat-
ed limbs almost as fast as they hit the

ground.
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Watch out for the Pod Launchers.

Offensive Techniaues.
& L LrE s

e Y
Forsal’s fast, very fast!
Forsal is no insignificant mutant insect.
He’s wasted 26 opponents in only two
years on the Death Duel circuit. Killing is
his profession, and nature’s equipped
him with the right tools for the job. Four
chemical pod launchers reside in his
scorpion-like tail. Two or three hits by
these babies and you're bug food.

1.4 |G
Keep shooting until you’re sure he’s done.

Like most of the Lairdin race, Forsal is
very agile. Speed and agility are his first
line of defense as he scurries from wall to
wall avoiding attacks. You may find using
an Energy Ring to target your other
weapons against Forsal’s vulnerable
parts is the fastest way to dust him.

Jpecial lechniques:

Forsal is a tough bug to squash. He
takes a lickin” and keeps on clickin’. His
tenacity will sap your ammo, so shoot
straight or you're fly food.

PROTIP: Forsal must open his tail casing to
release his chemical pods. Time your shots
to strike the open casing before it closes.

PROTIP: If you begin to run high on dam-
age, run from Forsal and use your armor
regeneration capabilities. This defensive
tactic is useful against any opponent, but
you must balance regeneration with the
loss of time-bonus Pheelae.

Krax Xarkion (Level 3)
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Offensive Techniques:

Krax looks formidable.

Krax attacks with a combination of four
electroplasmic field launchers. That may

sound impressive, but their bark is worse
than their bite.

Defensive Techniques:
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Defense is where Krax reigns supreme.
What Krax lacks in offensive firepower,
he makes up for in strateqgy. He prefers to
retreat into his indestructible Pruchonian
shell rather than fight a well-armed
enemy like you. Krax tries to win by
exhausting your supply of time and
ammo. Don't let him frustrate you. Be

patient and precise, and victory will be
right around the corner.



Darrius packs the fastest guns west of
the Milky Way. His twin RotoBore proton
rockets provide him with the ultimate

combination of targeting and terminating.
In @ matter of seconds, he can lock onto
your cyborg and blast away with uncan-
ny accuracy.
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Darrius is fast on his feet, too.

Extensive geographic programming
enables Darrius to motor around the
dueling grounds like no other Class 6

Cyborg. His vapor-laced carbonic armor
renders your weapon system’s locking

=110 71 I}
..until you zap body parts in the right order.
PROTIP: Xenian Ogres, like Krax, have inter-
locked back up systems that make certain
body parts invulnerable unless they’re

destroyed in the proper order.

«.ecause he’s got a spare.

If his legs get zapped during combat,
Krax can use internal stabilizers to con-
tinue moving. Aim for the unarmored part
of his limbs with a high-power weapon.
When you destroy the outer casing of his
head, a new stronger head takes its
place. The new head is small and hard to
hit, so aim carefully.

Don’t let bizarre looks mesmerize you.

Darrius’ most interesting defense is the
use of “morphing” to modify his appear-
ance. When he’s critically damaged, Dar-
rius may turn into any number of bizarre

'E— | 07 . creations, but he’s still the only target in
Darrius is fast on the draw. the duel.

el
0 "'.ul"i'

Xerian Ogres can appear to be invulnerable...
50 S.W.A.T.PRO e March 1993
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Special Techniques:
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Different shapes have different weapons.

When Damus alters his metallic skeleton,
his weapons also change. Be on guard
against some hefty artillery.

1 | 1]

S

Sometimes a shape is totally defensive.

S.W.A.TPRO e+ March 1393

Get off a shot as soon as possible!

PROTIP: Attack Darrius immediately. You
must shoot him while he’s unprepared. You
may not get a second chance.

PROTIP: Try Skimmers or Rockets against
Darrius. Skilled shooters can rely on
grenades for a more cost-effective solution.

PROTIP: Sensors planted in Darrius are
capable of locking onto targets behind
walls. Don’t think that taking cover will
offer you complete protection.
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Slates are related to the
Krags (Level 1), but they’re
gifted with more powerful
fighting characteristics than
their distant cousins.
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Be quick, ‘cuz Borb is.

Borb is quick and exceptionally talented
at avoiding your gun sights.

Welcome back to the ultimate duel in
space —Death Duel! You have to shoot
alot in this game, but it’s not a shooter. To
help you figure that one out, here’s a
ProStrategy guide.

If you want to survive the Duel,
you’d better wear your thinking cap as
well as your weapons. Last issue, we laid
out the bad guys in the first four levels
(see GamePro, Dec. ‘92). Here’s the low-
down on your extraterrestrial competition

from Level 5 through Level 9. Borb is a champion Dueler from the
planet Slateiv, and he’s proud of his
world’s heritage in mortal combat. Slates ~ Defensive Technigues:
have been credited with some of the -

most gruesome fighting tactics known to 1l , s
the galaxy, and they use only the toxic
weapons that nature has endowed them
with. They’re really a gas—literally! Aged
700 Earth years, Borb is truly the fiercest
of the Slates. With 121 confirmed Kills,

Guess who’s looking forward to meet ing you Eorb IS an lnfamous legend in the Duel-
in Death Duel? INg community.

Warning: This game gets messy! Offensive Techniques: A disqusting attack!
Each duel allows you the opportunity .

to dismember your hapless opponent.
Precision blows delivered by your

vast arsenal will result in a gruesome
exhibition of severed limbs. Some
opponents re-attach their lifeless limbs,
while others may use them as very
effective weapons.

Borb gets it back together quickly.

Your first objective should be to disable
Borb as early in the match as possible.
Warning: Keep an eye on his limbs after
you shoot them. Borb regenerates living
tissue about as fast as it’s mangled.

Borb is a living Arc Flame thrower. He
ignites his own stomach gas and sprays
it at unfortunate victims. The flame can
melt the armor of your A-7 Cyborg with
only a few direct hits. Borb’s flames are
extremely dangerous. However, he can't
disguise the fact that he’s about to shoot.

: - - Remember, Borb can fly. If you don't clip
] eessssll. 0N NN O his wings, he willl

Slates look like Krags.
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He filies, you die.
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Once Borb gets airborne, he can make
your life (or death) miserable.
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Shoot those limbs!
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A good strategy against Borb is quick
and relentless immobilization. Aim a Mis-
sile or Skimmers at Borb’s legs and keep
him still long enough to take accurate
shots at his head. But, just because you
take off his legs, doesn’t mean Borb
can't fly. It's a REAL problem if you let
him get airborne long enough to regener-
ate his limbs and get back to fighting
condition. The object is to slow Borb
down long enough to nail him. Keep
moving around to make yourself a

difficult target, and look for clues from
this disgusting opponent
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PROTIP: Sio Mo CGlouds don’t slow Borb
down long enougn to be very useful.
Ihey’re a waste of Pheelae (money), except
for w‘ﬂfaﬂf,—. piayers. Moreover, he’s too
guick to hit with grenades. The best
weapons aqgainst Borb are a combination
of Skimmers and Missiles.

PROTIP:

You won’t be able to finish the
game with this tip. However, for a little
gruesome fun, hit Borb with a couple of
rnomin’ Rockets.
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Karl is the finest cyborg pilot in the
galaxy. His fighting style and strategies
are required reading at the Interstellar
Cyborg School. This Antillian cyborg is a
hybrid of three early Trinity models.
Because his machine is customized,
there are no technical spec printouts to
Indicate any vulnerabilities. Karl’s fighting
personality is what drives him to win. He
fights down to the last drop of blood.

,L ;’I-r ‘o (“’f /e &Qﬁ' 1 s‘ﬁﬁ”&iﬁ&ﬁ S:

Cyborg firepower!

Karl is equipped with Twin Claymore
Cannons on his cyborg left arm and a
Taurus Tracking Missile Launcher on his
shoulder mount. These weapons are
capable of wasting you with just a few
direct hits.

Karl’s double trouble.

Both sets of weapons can fire at once,
which places your Trinity Rote Cyborg at
a distinct firepower disadvantage.

Defensive Techniques:

Karl is equipped with an antigravity
thruster, which can propel him in short
thrusts from point to point. This move-
ment makes it hard for you to lock your
weapons onto him. Karl also features
modular engineering in his cyborg. If you
blow away his double-barreled cannons,
he picks up the severed limb and reat-
taches it.
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Special Techniques:

Watch out! He flies, too!

Karl’s cyborg has only one mechanical
hand. Without that hand, Karl cannot
pick up his severed gun arm. Your best

pet is to target Karl’s right arm with a
Missile, and then move on to disconnect
his left arm.

PROTIP: Karl is a good opponent on which
fo practice using Grenades. Your Grenades
are very powerful, and necessary against
some of your remaining opponents. How-
ever, they are difficult to use at first.

Kuros Tizrak (Level 7)

Kuros is the result of a genetic experi-
ment gone horribly wrong on the planet
Ovinia. Beneath her centipede-like exteri-
or lies a tormented creature with high
Intelligence and an unparalleled destruc-
tive capability. Years ago, Kuros went
Insane and destroyed an entire city on
her planet. So, the Ovinians exiled her to
fight in the Duels until her death. As a
result, Kuros tends to develop a twisted
romantic bond with her opponent, and
will savagely attack what she perceives
as a fleeing lover.

Offensive Techniques:

' I— | 20
We don’t know what they are, but they hurt.

Kuros’ genetic mutations feature two of
the most deadly organic weapons ever
used in mortal combat. It has never
been determined what she fires as pro-
jectiles, but a volley carries a force
equivalent to a .7 megaton strategic
nuclear explosion. In addition to
destructive weaponry, Kuros has the
most accurate organic targeting abilities
in the known universe. If Kuros fires,
Kuros hits! Call it mutant’s intuition.

Defensive Techniques:

, J S— L L
It’s fused lithion anti-blast armor!

Kuros Is endowed with fused lithion anti-
blast armor, which can minimize almost
any kind of impact from conventional
weapons. Go ahead, take a few shots at
her head and watch her armor activate.

Kuros’ armor is impregnable.

Target Kuros’ claws and arms first. Don’t
waste ammo on her torso because her
armor is impregnable, which is illegal in

S.W.A.TPRO e March 1993

Duels. But who's willing to reason with
this crazed mutation?

ORI | [ (0 K.
Don’t let her think you love her.
PROTIP: You want to.try a Lob Grenade to
stop her from firing, but you have to weigh
this against its cost. Whatever you do,
don’t let this sick creature think you're

leaving her, and don’t listen to her tortured
screams of agony.

| 2l

Yorgik is the last of the pre-Federation
ogre hybrids. He’s a Silenian hybrid with
no perceivable line between robot and
living tissue. Long ago, the original race
of beings who created the Silenian Ogres
as-artificially intelligent slave labor was
destroyed by their own creations. As a
result, Yorgik outlived his extinct masters
by offering his services as a Dueler for
the Paterians. The Paterians are a weak
species that require a strong “soldier of

fortune” to represent their interests on
the Dueling fields. In return for Yorgik’s
service, the Paterians supply him with
life-supplies and necessary mainte-

nance. Yorgik literally fights for his life.

Yorgik packs a shipload of weapons.
Using a Paterian-installed Hertz Dynam-
ics Plasma Projector, Yorgik can end
your life quickly and easily. No mess, no
regrets. You simply dissolve. It's not a

pretty way to go!



fast. It’s a good idea to repair your Simas’ cannons means that you are 85

cyborg completely before you go into percent closer to death.
combat with Yorgik. e _
I — Defensive Techniques:

Use Homin’ Rockets.

el T Y
...that’s sure to do you harm.

Simas Julius (Level 9)

Yorgik’s tank-like tracks offer him quick
and vigorous mobility. His fusion engine
generates 40,000 gigajoules of power, so
he has plenty of speed and energy in
reserve. Shielding is where Yorgik
expends most of his energy. It takes
more than a few shots to find a chink in
his armor.

«.NOW you don’t.

The Treesians have mastered the ulti-
mate defense technology—sub-tonal
cloaking. It produces complete invisibility
to both the sensors and the visual spec-

trum. As you may guess, targeting Simas
IS not easy. It takes intuition to mark

Simas and hit him while he’s visible. In
fact, it takes great skill to hit him at all.

-
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Nobody knows who or what the
Treesians are, and there are no records

kept on their cyborg technology. Unfortu- Special TGGhﬂiﬂHES.'

nately, no opponent has lived long Face it. You ARE outgunned. You have to
enough to reveal what he knows about use real strategy to beat Simas Julius.

Treesian battle strategy. You may be in Take note that it takes a lot of energy to

Dig trouble. cloak. You can hear the energy crackle
Offenswe Techmques. the air as Simas begins to cloak and de-
— cloak. Use the sound as a cue for firing.

It N IR .w

Yorgik is fast on his tracks. Tho sllsoall cries sadeer:
There’s no telling what kind of weapons doak e Inaieal i E ” #“ gy

Move your cyborg butt! Don’t let him lock  this ultimate grim reaper uses. It's obvi- ood. direcd I8 & Elinae? Facia Dkatae

on with his weapons. Remember, the ous, however, that the Treesian weapons  (located in the legs) would reverse his abil-

policy Is “stick and move.” Stay still long  are immeasurably powerful. One hit from 1y [0 cloak. Unce yourve stunned Simas,

enough to get a shot in, and then move ave at it But beware! This messenger of

S.W.A.TLPRO o March 1993 = o 55
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When Shredder sends the
Turtles back in time, it
looks like our half-shelled
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heroes are finally history. Never fear, Tur-
tle power is here! If you manage to cow-
abunga your way to the end of this cart
on the Hard difficulty setting, you’ll give
‘em shell with a special ending.
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1) Pnonp Lie low when Krang’s bmm
swoops at you. Then leap and nail his back
with your float/swing maneuver.

4) PROTIP: If Shredder puts up a wall of 5) PRO TIP: To toppfe Shredder, use

blue flame, he’s firing up his mutant pow- continuous jump kicks and super moves
ers to transform you into a normal pet tur-  In-between his heat wave attacks. Two
tle. Dodge under the blue shots, then trap players working together can outlast him!

him in the comer and wail away.

TJJ LT H ' 33-.-“1!' 0

| 7he Toorase
MUt I DT PiDIR
 Turcles,
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2) In the ﬂnal shell shock, Level 10, you run J
into Shredder and he’s ready to dine on Turtie
soup. He’s swallowed a tube of mutant goo,
and now there’s no turning back!

'

A

J) PROTIP: When Shredder surrounds him- : -
self with a yellow wall of flame, step lively.  6) After smng the Big Apple, the Turtles kick back and watch as the Statue of Liberty’s
He’s about to toast your toes! Jump up and  restored to her rightful place on Manhattan island. Then, they catch an airlift aboard

over the flames just as he pitches his arm.  the Turtle Blimp with their favorite female reporter, April 0’Neil.
56 S.W.A.T.PRD e March 1983



Once you were the “learn-
er,” but now you can be
> the master. By the time you
reach the end of Super Star Wars, you'l
probably have begun playing the game
“along, long time ago.” The final two lev-
els are fast-paced shooters that give the
game’s conclusion a decisively frantic
edge. To beat these fast flyers, you've
gotta use a lot of dexterity, and of
course, the Force.

Mission Impossible

Just like in the movie, your final mission
- is to fly your X-Wing fighter into one of
the trenches of the Death Star. There,
you'’ll fire your Proton Torpedoes into an
air-conditioning shaft that sets off an
explosive chain reaction that will ulti-
mately destroy the Death Star.

e e e s B B T e TR e s TS e A, L B .

A PRECISE HIT WITH YOUR PROTON
IORPLODOLS INTO @ SMRLL EXHAUSI
PORT AT THE END OF THE TRENCH
HILL START A CHAIN REACTION
AN DESTROY THE DEATH STAR.

IJMMQWEWMJW
-mission.

RED~—S STCORE T LE x =
-ty i IR < F SRR .

z;mmm.evms mmﬂeeﬂm

your ship will stop turning after a certain
point if you push and hold down right or
left. You should try to keep your ship in the
middle of this range. This will give you
plenty of room to evade obstacles by mov-
ing right or left. To stay alive in this level,

e m&mmwmns:mwmm
a tower will cost you a lfe.

3) PROTIP: Once you’ve shot your quota of
towers and TIEs, it’s time for a little trench
warfare. The secret to staying alive in the
trenches is to shoot the TIE fighters before
they have time to fly towards you and turn
around. If you let the TIES turm around,

they’ll fire at you, but you can shoot the

shots down before they reach your ship. If

you have a controller with slow motion, it’ll

come in handy on this level.

GREAT SHOT KID.
THAT WOS OME
I & ML N
.

N

\
T
I

5) Two torpedoes seal your enemy’s fate!

. 4)mmmmmm Vader’s

ship appear, shoot a load of shofs at him.
He’ll quickly fly out of your way.

S.W.A.T.PRO < March 19393

CIIHFHHTU[ AT IEHH

YOU HAVYE DESTROYED THE DEATH
STARH AND HON ANODTHER VYICTORY
RGARINST THE EVIL GALACTIC

6) The awards ceremony is a great reward for

completing the game.
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When the evil Dark Queen kidnaps both your best buddy and the best-looking
girl this side of the Mazallion Star Cluster, what're you gonna do about it? Cry?
Hide? Call the Starcops? No way — 'cause you're a BATTLETOAD! So strap on your
blaster, fire up the Toadster, and get on down to the Dark Queen’s planet — and
don’t forget to take along the Jet Turbo, the Space Board and the Speed Bike.

«a & Because you'll need em all if you're gonna rescue your friends and get the frog
5% L outa there with your green skin intact!
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TOUCHDORN SAN ERANRCI SCU

Lace up your cleats and get ready to play the most realistic football
game ever produced! All the hard-hitting action of football comes
through in living color, using the digitized images of real players. Every
detail of football is right here — from the opening kickoff to the post-

. game stats. You call the shots, you call the plays... After all, you're a pro
now — a PRO QUARTERBACK!

ﬂl‘.'.)
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PRO-AM RACE

LEVEL 7 3 LAPS
TRACK CONDITIONS........

AP RECORD.... ....1:37.08 S

SUPER STICKY TIRES e S —
TURBO RCCELERATION I E o e --\
f- 1o T e

HIGHER TOP SPEED
E LB

ot Bl
B -
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Flip the switch and get ready to have a blast! Here's a fast and furious racing

game with a difference: avoid the road hazards... pick up the performance goodies...

and wield an arsenal of wicked weapons to slow down or destroy your competition!
Roar through 24 levels of CHAMPIONSHIP PRO-AM racing on 8 different tracks...
but watch your tailpipes, or you'll be scrap metal!

BATTLETOADS and CHAMPIONSHIP PRO-AM
TM & © 1992 Rore Lid. Al Rights Reserved.
Licensed to Trodewest, Inc. by Rore Coin-It, Inc.
PRO QUARTERBACK © 1992 Trodewest, Inc.;
licensed to Trode-west by the Lelond Corporation. (&
PRO QUARTERBACK & o trodemark of P & P

of Sega Enterprises Lid. 16-BIT CARTRIDGE ‘ZTJ

J TRADEWEST

Tradewest, Inc. 2400 South Highway 75, Corsicana, TX 75110

Marketing Inc. Sega and Genesis ore trodemarks
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Challenﬁe the ProScores!

When you achieve your best score on any Nintendo,
SNES, Sega, Genesis, TurboGrafx-16, Atari (7800 or
XE), Game Boy, or Lynx game, you may submit your
score by sending us a photo of the screen. If you
have the highest score, your name will appear in our
next issue of SWAT. Also, in each issue of SWAT a
drawing will be held from all high scorer’s entries,

one in each area. The winners will receive a T-shirt.
For best photo results, turn out the lights in
the room, use a 35mm camera, a flash, and

stand at least three to four feet from the screen.
You can also use a video recorder/camcorder

and submit your score on video tape. (Photos
and tapes cannot be returned.)

The following rules apply:

1) Players must play the game continuously. For
example, finding a safe corner, setting your joy-
stick on auto fire to rack up points, and going on
vacation is a no-no. Scores achieved through
these kinds of tricks, or scores which are impossi-
ble to achieve in normal play, will be disqualified.

2) Secret power-ups are allowed.

3) Slow motion is discouraged, but will be
allowed on certain games where our panel of
judges feel slo-mo is necessary.

4) Non-scoring games that you win by “finishing”
require the same proof as scoring games.
“Finish” scores will only appear once in our mag-

azine’s Pro Scores.

Please mail in your super score proof, and

print on a piece of paper your name, address,
phone number, name of game, game system,

score achieved, and mail to:

GAMEPRO Magazine
ProScores

P.O. Box 3329

Redwood City, CA 94064

: S T g

NINTENDO
Game Player Score  Game Player Score  Game Player Score
720 Degrees Conrad D. Cheslock 365,400 Ice Climber Steven Faust 428,980  Robo Warrior Stephen Drogman 9,999,900
1942 Jason Wu 138,400  Iron Tank Ed Van-Tilburg 1,180,900  Rock 'n’ Ball R. Wayne Nitta 99,252,030
1943 Donald E. Vasquez 2,621,400  Jackal Cory Lewis 999,670 Rollerball Fred Stallis 9,809,230
Abadox Jason Turka 377,790 John Elway’s Nicholas Malandrakis 109-0 Rollergames Peter Boardry 64,500
A Boy and His Blob  Jason Turka 157,015 Quarterback Rolling Thunder E. Charbonneau 179,350
Addams Family Stephen Krogman 1,034,200 Joust Tony Grouzis 124,880 Rush 'n’ Attack John Orr 1,182,600
Adventure Island Steve Pavlina 613,320 Karate Champ Adam Albert 999900  SectionZ John J. Whittington 440,580
Alien Syndrome Jason Bleistein 204500  Karate Kid Peter Boadry 557,200  Shinobi Justin Lee 800,300
Alpha Mission Michael Suggs 425,000  Kickle Cubicle Stephen Krogman 11,111,100  Shooting Range Ray Venosdale 99,990
Arkanoid Stephen Krogman 999,990  Kid Icarus Mason Sheffield 9,999,999 Party Game
Balloon Fight Tony Shivley 991,250  Kid Niki Sam Wu 557,700  The Simpsons: Christopher Wall 97,350
Battletoads Chris Mamitag 099999  Klax James Kalyn 3,435,800 Bart vs. The Space Mutants
Black Bass Fishing ~ Darren Wilkes 25.51bs.  Kung Fu Heroes Devon Daschko 11,029,700  Sky Kid Todd A.Barber 367,500
Bowling Cary Bell 240 pts  Kung Fu Master E. Charbonneau 580,210  Sky Shark Bob Ostrovecky 874,700
Bubble Bobble Gerard Agbulos 2,071,390 Last Battle James O'Brien 133,000 Snow Brothers Stephen Krogman 1,331,100
Bugs Bunny Michael Gaddis 132,500  Legend of Kage Marques Olivera 7,136,940  Solomon’s Key Jeff Adkins 17,095,550
Bump 'n Jump Greg Shill 126,840  Legendary Wings Conrad Cheslock 2,568,600  Spelunker Jeff Adkins 9,999,820
California Games/  Matt McGrath 24,445  Life Force Blair Vanstone 1,216,240  Squoon Glen Stockwell 12,012,210

Half Pipe Little Mermaid Misty Kazimer Finished  Star Force Jonathan Henry 6,443,900
Castlevania Il Mason Sheffield Finished ~ Mach Riders Steve Menton 448,860  Star Soldier Keyy McKenzie 6,090,000
Chiller Alex Childress 1,307,100  Marble Madness James Chisholm 153,600  Stinger John Whittington 3,318,800
Contra Dan Kennedy 6,553,500  Mega Man 3 Zack Hair Finished  Super Pitfall Glenn Stockwell 9,999,500
Cybernoid Brian Davis 61,220 Patrick McCarren Finished  Skate or Die Teddy Meadows 127,300
Dig Dug Stephen Krogman 250,000 Mighty BombJack  The Game Freak 13,008,920  Super Sprint Matthew Rutter 276,550
Dig Dug 2 Charlie Kimble 415,100  Millipede Stephen Krogman 663,339  Tetris Chad Okuno 599,023
Donkey Kong Stephen Krogman 185,000  Monster Party Nicholas Rohrbaugh 209,600  Teenage Mutant Peter Boardry 198,200
Donkey KongJr. ~ Michael LeJuez 438,400  Ms. Pac Man Mark Carlston 228,150 Ninja Turtles II
Donkey Kong 3 Buzz Morgan 744,000  NARC Darrin Blazak 1,236,000  TMNT: Charles Hart 1,457
Double Dragon Miles Hardison 527,760  Operation Wolf Chris Spencer 1,172,800 The Arcade Game
Double Dragon Il David Wright 650,000  Pac-Man Joel Eades 341,320  Tiger Hell - Blair Tuck 381,310
Dr. Mario Stephen Krogman 9,999,8000  Palamedes Stephen Krogman 719,900  Toobin’ John.Cicpiela 1,586,350
Duck Hunt Dwayne Julius 4,516,800 Paperboy Glenn Stockwell 191,300  Top Gun Wayne James 91,600
Duck Tales Jeff Adkins 30,962,00 Pinball Melissa Finch 047720  Total Recall Brain Stark 999,810
Final Fantasy Mason Sheffield Finished  Pinbot Mike Camber 47,297,990  Town & Country Ricardo Rodrigues 309,390
Fist of the Northstar  Jake McKee 1,581,400  Pipe Dream Dan Schillinger 1,986,650 Surf Design
Flying Dragon Bobby Miller 77,748  Popeye Peter Boardry 74,060  Track and Field Miles Hardison 1,193,099
(Galaga Michael Valenzuela 999,300 P.OW. Robert Orapallo 339,600  Trojan Rex Cottingham 456,150
Gauntlet Paul M. Davis 3,999 R.C.ProAm Ricardo Rodrigues 323,393  Twin Cobra Ryan Culton 581,000
Godzilla Paulo Wageck 10,256,680 Rad Racer Glenn Stockwell 61,296  Werewolf Edouard Charbonneau 999,900
Golf Stephen Dent 18 under par Rampage Stephen Krogman 42999963  Wings Conrad D. Cheslock 1,016,000
Gradius Scott Lindsey 3,652,000  Renegade Jason Turka 276,550  Wizards & Warriors [I - Stephen Krogman 11,000,394
Gyromite Steve Menton 727240  Roadblasters Shawn McTaggart 093,727 Ironsword
Hogan’s Alley Steven Faust 983,500  RoboCop Mark Buchholz 277,340  World Runner Adam Kline 669,650
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| Game Player Score
Wrecking Crew Jason T. 999,900
B Zanac Dave Hanych 36,783,810
SEGA MASTER SYSTEM
Game Player Score
| Action Fighter David Rapport 1,163,550
| After Burner C. Long 18,362,060
- | Alex Kidd/Lost Stars  Derek Bolinger 201,500
| Alien Syndrome Gram Crowe 804,500
Altered Beast Peter Maksym 472,000
| Astro Warrior Gerald E. Shepard Jr. 655,900
| Aztec Adventure DeAngelo Price 87,100
- | Black Belt John Polizzi 9,971,700
| Bomber Raid Daniel Montiero 1,198,900
| California Games/  Julien Carrasco 181,000
| BMX
| California Games/  Jonathon Mason 120,550
Foot Bag
California Games/  Phillipe Takla 33,480
Half Pipe
California Games/  Julian Carrasco 1,910
Skating
California Games/  Roger Moorefield 8.6
Surfing
Captain Silver Jacoby Lucien 1,280,000
Choplifter Wayne Frick 3,327,200
Cloud Master Tim Price 502,700
Dead Angle David Rapport 259,300
Double Dragon Reginald Stewart 3,456,930
Enduro Racer Brian Dear 558'18
Fantasy Zone || Jacoby Lucien 8,973,500
GangsterTown Andrew Frick 194,720
| Ghost House Chris Janik 304,400
| Global Defense Peter Maksym 63,230
| Hang On Nathan Klaneski 4,346,400
Kenseiden Mike Jankuski 999,900
Kung Fu Kid John Polizzi 5,117,800
Maze Hunter 3-D Jacoby Lucien 302,500
Missile Defense 3-D  Jacoby Lucien 555,800
My Hero André St. Laurent 586,590
OutRun Michael J. Andrus 48,442 140
Parlor Games D. Sonnenberg score 200-83
Poseidon Wars Michael J. Andrus 165,852
Power Strike Thomas Dreiss 4,657,250
Pro Wrestling Jacoby Lucien 704,000
Quartet Jacoby Lucien 246,600
R-Type Michael Andrus 1,159,300
Rambo Ovidiu Marina 1,445,900
Rambo |11 Jacoby Lucien 81,900
Rampage Vijay Parthban 942,735
Rastan Brian Gaudreault 2,081,990
Rescue Mission Andrew Frick 568,600
Safari Hunt Ric Elias 1,533,500
Shinobi Michael Andrus 1,568,450
Shooting Gallery Jacoby Lucien 333,900
| Space Harrier David Travers 36,035,860

Space Harrier 3-D  DeAngelo Price 18,517,740
Super Monaco GP C. Lewellyn W. C. 58 pts.
The Ninja Jacoby Lucien 2,408,500
Thunder Blade T. Alexandre 2,701,000
Time Soldiers Robbie Siegmann 7.437.700
Transbot Alex Kidd 66,666,660
Vigilante David Rapport 70,200
Wanted Jacoby Lucien 180,700
Wonder Boy Dominic Gagnon 2,304,500
in Monster Land
Zaxon Angus Kendziora 109, 400
Zillion 11 Andreé St. Laurent 411,000
GENESIS
Game Player Score
Air Diver J. Zaremba 93,352,000
After Burner 2 Tony Costantini 4,316,640
Altered Beast Ken Pescatore 11,655,100
Arnold Palmer Golf  E. Holowachuk 37 under Par
Arrow Flash James Geiger 854,520
Batman David Bates Finished
Buster Douglas Shea Lamb 22,250,080
Knockout Boxing
Columns Heath Dalton 99,999,999
Desert Strike James Geiger 3,216,400
Dick Tracy Amy Vandale 144,090
DJ Boy Carlo Hizon 1,836,100
Gaiares James Geiger 1,441,975
Ghostbusters Parrish Spinoso 12,371,000
Hard Drivin’ Richard Defino 1:14:80
Klax Matt Garland 1,811,154
Mercs James Geiger 1,944,800
Mickey Mouse: Brian Schulze 136,300
Castle of Illusion
Moonwalker The Nintendo Hater 569,400
OutRun James Geiger 6,027,990
Phelios S. Krogman 99,999,990
Pit-Fighter Brian DoBauki 1,827,380
Revenge of Shinobi  Carl Rizzo 8,285,900
Shadow Dancer Stephen Krogman 99,999,990
Sonic The Hedgehog  Jason McCarty 1,202,170
Space Harrier Il Nils Thingvall 31,756,300
Strider Teddy Meadows 327,650
Super Hang On André St. Laurent 75,386,620
Super Thunder Blade Brian Young 11,789,400
Techno Cop Parrish Spinosa 756,000
Thunder Force I Kellin Winslow 5,088,210
Thunder Force |1 Kellin Winslow 6,706,050
Truxton Zubair Nadem 2,255,330
Whip Rush Parrish Spinosa 348,500
Wings of Wor Stephen Krogman 752,970
TURBOGRAFX-16
Game Player Score
Alien Crush Barry Bowman 999,999,900
Blazing Lasers Mashall Kwok 99,999,999
Bloody Wolf Ken Shulin 2,348,300

Bonk's Revenge Randy Green 217,350
Cybercore Terry & Ken Chu 9,999,900
Devil's Crush William Bowen 999,999,990
Fantasy Zone Jonathon Hall 25,813,800
Fighting Street Michael Campana 264,400
J.J. & Jeft C. Camera 10,175,650
KLAX Randy Green 3,203,720
Legendary Axe Sir Game Master 1,067,400
Monster Lair Michael Campana 128,130
Ninja Spirit Jason Wong 64,617,300
Pac Land Barry Sikora 1,051,740
Side Arms Chris Nygaard 867,000
Splatterhouse Rick Salverson 228,600
Veigues: Michael Campana 9,788,300
Tactical Gladiator
Game Player Score
ActRaiser Scott Hurst 6,840
Castlevania IV Mason Sheffield Finished
Tim Sommer Finished
Joey Light Finished
Darius Twin Edouard Charbonneau 4,303,300
Final Fight Edouard Charbonneau 3,538,643
Krusty's Fun House  Alfred Rasmussen Finished
The Legend of Zelda Mason Sheffield Finished
Darren Wilkes Finished
The Legend of the  Alfred Rasmussen . Finished
Mystical Ninja
Pit-Fighter Carlton Barnes 1,777,510
Street Fighter || Justin Sellers Finished
Super Mario World  Eric McClelland Finished
Edward Roberts Finished
Super Smash T.V.  Rick Weis 79,896,440
Thunder Spirits Alfred Rasmussen 777,350
LYNX
Game Player Score
California Games/  Clint Harvey 802
BMX
California Games/  Clint Harvey 6,018
Footbag
California Games/  Travis Hawthorne 4,900
Surfing Clint Harvey 8,965
California Games/  Clint Harvey 27,986
Half Pipe
Gates of Zendocon  Darren Krolewski 5,154,900
GAME BOY
Game Player Score
Alleyway Darsi Rash 10,322
Revenge of the Gator R. Middleton 4,491,960
Paperboy Kevin Adams 28,450
Tetris Brad Davenport 461,427




Back Issues of GamePro! The First Issue of GamePro!

Don’t Miss Any of the Action! Only a few copies remain of GamePro’s Premiere issue. This
, . _ is the original and will not be reprintea! Complete your

ﬁg g:ﬁ , 933) Soﬂgg}:azrggf}man 1] collection. Get ‘em while they last.

#7 (Feb "90) Insane Sports Issue e Eaen

#8 (Mar °90) Phantasy Star Il, SuperGraix Sneak Peek
#9 (Aor "90) Joysticks Review
#10 (May "90) Bonk’s Adventure
#11 (Jun "90) NES Baseball
Games, Dick Tracy Exclusive
#12 (Jul "90) Teenage
Mutant Nirya Turtles
#13 (Aug "90) Michael
Jackson’s Moonwalker

L

g .
#15 (Oct "90) Halloween Games, Castlevania lll famep’m 5 spec ’al
#16 (Nov '90) Gremlins 2, Mega Man 3 ssues:
#17 (Dec "90) The Simpsons, Hanaheld Buyer’s Guide not 1ips, Iactics and
#18 (Jan '91) Annual Superstar Sports Issue Passwords!
#19 (Feb "91) CD-ROM Games, Game Boy's Mega Man - __
#20 (Mar "91) Comic Strip Games, Mickey Mouse nananeid Viadeo Games
#21 (Apr '91) Super NES Preview, Double Dragon |l Power-packed ProViews and
#22 (May "91) Battletoads, Game Gear Preview scintillating SWATS covering all
#23 (Jun "91) Sonic the Hedgehog, 16-Bit Buyer's Guide handheld game systems! WP NG
#24 (Jul '91) Baseball Review;, TurboGrafx-16 Buyer’s Guide Handheld Video Games #1 (Spring '97) i oy,
§§5 Fgug ’9913) SSUP% NESS BuyegshGu;'de;\;Sgger-Man Complete Handheld Buyer’s Guide | N
/ (Oct '91) Star Wars, Super Ghouls "N Ghosts ,
iﬁS (Nov g ; ) ;__he Ad?fa:?ms_ Family, E?asﬂe;anfa 1% H%ﬂi;ﬁ%ﬁiﬁ? fgo(g oy
#33 5:;? 9 2)) 5 gﬁgﬂ szg " ﬁ;?ac Video Game Greatest Hits
#31 (Feb '92) TMINT Ill, Genesis Buyer’s Guide A collection of GamePro's ProViews
#33 (Apr '92) 16-Bit Games for ’92, Basketball Blowout and ProTips Hits!
#34 (May "92) Splatterhouse 2 for the Genesis Video Games Greatest Hits (Summer "91) Teenage Mutant Ninja Turtle
#35 (Jun "92) TAZ-MANIA, Beat-em Up Special Feature 16-Bit Video Gamina

#36 (Jul °92) Alien 3, Sega CD-ROM

#36 (July '92) Sega CD; Exclusive Alien 3 Sneak Peek

#37 (Aug "92) Universal Soldier for the SNES

#38 (Sept. '92) Special Streetfighter Il Strateqy Guide Insert, Part 1

Jam-packed with the latest 16-bit news, reviews & strategles!

16-Bit Video Gaming (February "92)
Super Tips & Tactics plus Buyer’s Guide

#39 (Oct.'92) Streetfighter Il Strategy Guidle Insert, Part 2 16-Bit Video Gaming (May 92) |
#40 (Nov '92) Streetfighter Il Strateqy Guide Insert, Part 3 Buyers Guide, The Best New Genesis Games
#41 (Dec. '92) Streetfighter Il Strategy Guide Insert, Part 4 16 Bit Viaeo Gaming (Jan. "93)

Year End Special Best Games of '92
$4.95 Each Indicate issue number on order $4.95 Each Indiicate issue number on order.



Cool GamePro Products!

NEW! GamePro Flying Disk

This sleek black flyer is perfect for outdoor fun. $5.95

NEW! GamePro Sunglasses

Quality UV lenses. With imprinted case. While supplies last! $9.95

SWA I.PRO!

Mm" Weapons and Tactics!

+/  One of our bestselling proaucts! Tons
-/ of killer secret codes, passwords, and
~/ winning strategies for all game systems!
/ SWAT #1 (Fall 90

Packed with awesome tips and tactics!

SWAT #2 (June 97
Special feature on Mega Man 3

/ SWAT#3 Sep 91)
" Special feature on Battletoads

r - SWATPRO (March "92)
i ”“. Special Feature on Castlevania |V

SWAT' #4 (Feb.Mar. '92)
Special feature on TMNT IV

SWAT #5 (Apr./May "92)
Spec:al Feature on Batman

SWAT #6 (June/duly '92)
Special Feature on Street Fighter Il

SWAT #7 (Aug./Sept. '92)
Special Feature on TMNT IV

SWAT #8 (Oct./Nov. '92)
Special Feature on Super Double Dragon

$4.95 Each Indicate issue number on order.

i Products!

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

NEW! GamePro Croakies
Keep your glasses where you can find them! Use them with your

GamePro sunglasses. While supplies last! $7.95

NEW! GamePro Watch
Sleek black desfgn will tell you when it's time to hit the controller! $14.95

NEW! GamePro Gift Certificates
Surpnse friendls and family with video gaming fun!

#001—%5 Certificate, $5.00 #002—$10 Certificate, $10.00
#003—$15 Certificate, $15.00

Please fill out the attached card and mail with your check or money
order to:
1 Broadway, Suite 200, Redwood City, GA 94063

-415-330-4PRO

(NoMeogm:ea*WpﬁmanaMavaﬂaﬂeatﬂﬁsmm)

Fax Orders To: 415-493-6054
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The GamePro Video Game Library!
gaer;tehé ﬁ?oggfﬁgggtry ese books cover it all

GamePro’s Streetfighter Il Strategy Guide The Editors of GamePro

Over 160 full-color pages of in-depth Street Fi h;f ter Il tips and tactics for both the
Street Fighter arcade game and Street Fighter Il for the Super NES. $9.95

GamePro Hot Tips: Sports Games The Ediitors of GamePro
Over 750 tips for 75 incredible sports titles for Nintendo, Genesis and
TurboGrafx-16 systems. 200 pages; full-color screen shots. $9.95

GamePro Hot Tips: Adventure Games The Editors of GamePro
Over 940 tips for 120 fantastic action titles for Nintendo, Genesis and

t
er yours today!

TurboGrafx-16 systems. 205 pages; full-color screen shots. $9.95
Nintendo Games Secrets Greatest Tips The Editors of GamePro
Over 1,000 tips & strategies for over 200 Nintendo games. 205 pages.  59.95
Super Mario World Secrets DelMaria and Meston
Comprehensive guide to Super Mario World for the Super NES. $12.99
Nintendo Games Secrets DeMaria
The original hint book for Nintendo games.

Special controller section including U-Force and Power Glove.348 pages.  59.95

Nintendo Games Secrets, Vol. 2 DeMaria and Meston
326 pages. $9.95
Nintendo Games Secrets, Vol. 3 DeMaria and Meston
320 pages. $9.95
Nintendo Game Boy Secrets DeMaria and Meston

Simply the best secrets to the most popular Game Boy titles. 263 pages. 59.95

Nintendo Game Boy Secrets, Vol. 2 DelMaria and Meston
300 pages. $9.95
Sega Genesis Secrets DeMarna
290 pages. $9.95
Sega Genesis Secrets, Vol. 2 Rusel DeMana
290 pages. $9.95
Sega Genesis Secrets, Vol. 3 DeMaria and Meston
250 pages. $9.99
Sega Genesis Game Secrets Greatest Tips The Editors of GamePro
256 pages. $9.99
Super Nintendo Entertainment System Games Secrets Eday
Detailed strategy guide for the Super NES! 300 pages. $9.99
Super Nintendo Entertainment System Games Secrets, Vol. 2 DeMaria and Meston
350 pages. $9.99
TurboGrafx-16 and TurboExpress Secrets DeMaria and Eddy
Instant mastery of the most popular games for beginning and advanced players
270 pages. $9.95
TurboGrafx-16 and TurboExpress Secrets, Vol. 2 Nauert and Eaay
250 pages. $9.95
The Official Guide to Mega Man (R) Schwartz

The complete playing guide to the three Mega Man games 125 pages.  5/.95

with these in-aepth strgr?y books from the top
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COMPUTE's Conquering Zelda ™The Unauthorized Guide. lcCrary
Your guide to conquering The Legend of Zelda ® and The Adventure of Link (TM)
115 pages. $7.95

COMPUTE’s Conquering Super Mario Brothers® Schwartz
Sizzling tips for defeating Super Mario Brothers 1,2 and 3.
136 pages. $7.95
Castlevania® The Official Hint Book McCrary
Hints, tips and solutions for all the Castlevania games. 199 pages. $9.95
COMPUTE'’s Guide to Nintendo®Adventure Games Schwartz
Clues for seven of the most popular Nintendo role-playing games.
119 pages. $7.95
COMPUTE’s Guide to Super NES Games Schwartz and Lesser
277 pages $12.95
Official Sega Genesis and Game Gear Strategies Sandler and Badgett

The indispensable encyclopedia for Genesis and Game Gear games.

352 pages. $11.95
Official TurboGrafx-16™ Game Encyclopedia Sandler and Badgett

Strategies for many of the hottest TurboGrafx-16 games. 288 pages. $9.95
Ultimate Unauthonzed Nintendo Classic Game Strategies Sandler & Badgett

The definitive hint and reference book for 98 Nintendo classics.

288 pages. $9.95
Ultimate Unauthonized Nintendo Game Boy Strategies Sandler and Badgett

The essential Game Boy reference, covering over 60 all-time classic adventures.

288 pages $9.95
Ultimate Unauthorized Nintendo | Fill out the product
sl CC S  order card from the previous
Sandler and Badigett :
T?}'edefl"fnfmfgﬁiebqokfor page and mail to:
b e MGAMERARLOdUCES
Also Available: 2421 Broadway, Suite 200

Uttimate Unauthorized Nintendo (8 {= 1|} /(11 [T {1/ H é
(Game Strategies, Vol. 1

Sandller and Badgett ~ $9.95

415-330-4PR0O
Vi (No video game or subscription

Game Strategies, Vol. 2
Sandller and Badgett ~ $9.95

Ultimate Unauthonzed Nintendo
Game Strategies, Vol. 3
Sandler and Badgett ~ 59.95

information available at this
mumber)
415-493-6054




WHEN YOU RACE WITH “THE DUEL}
T’S ADVISABLE TO CARRY A SPARE.

The knuckles turn white. The sweat turns cold. The heart turns cartwheels. That’s what
you can expect behind the wheel of the #1 racing title in history, The Duel/Test Drive 11"
now for Sega’ Genesis:

Squeeze into the cockpit of the hyper-fast Ferran F40°—a twin turbo V8 with 478 horses
ready to snap your neck. Boil asphalt in the Porsche 959°—the legendary road rocket
that’ll do 0-60 in a stunning 3.6
seconds. Leave the launching padin ¥ W Wwaawmn |
the Lamborghini Diablo*—an 7/ 74, R
awesome exotic with a mind-boggling top (e '{
speed of 202 mph. i

Race head-to-head against the computer
or the clock. Blast through tight tunnels,

% | bone-dry deserts and twisting mountain
__..._ roads. Streak past confused cops and scenic
1 cities. Jam down the highway to hot

'ERSICHN

ST music tracks.

I sl The Duel/Test Drive II™ from Ballistic.
o =Saead [f you're scared, take the bus.

10 order, visit your favorite retailer or call 1-800-245-7744.

SEGA= GEMNESIS= V

BY ACCOLADE

e A Ty |



OUR NEW BATMAN" GAME
IS ANYTHING BUT TAME.

BATMAN RETURNS FOR YOUR NES™ BRINGS WITH IT THE MISERY OF A CITY THAT HAS FALLEN

PREY TO CATWOMAN, THE PENGUIN AND THE RED TRIANGLE CIRCUS GANG. NOW, AS

THESE MANIACAL FREAKS TEAR AT THE HEART OF GOTHAM CITY IN A SIX LEVEL JAW

BREAKING SPECTACULAR, YOU MUST ONCE AGAIN VENTURE INTO THE DARK NIGHT AS
BATMAN. BUT YOU'LL NEED MORE THAN THE BATMOBILE, BATSKIBOAT AND BATARANG TO BA M A i

TAME THEIR FIENDISH FRENZY. YOU'LL NEED ALL YOUR FIGHTING SKILLS AND THE DEADLY [ LA i |

KONAMII

Konami Game Hint and Tip Line:1-900-896-HINT(4468).

70¢ per minute charge. Minors must have parental permission before calling. Touch-tone phone required.

KONAMIE IS5 A HEGISTERED TRADEMARK OF KOMAMI GO, LTD. BATMAMN AND ALL RELATED ELEMENTS ARE THE PROFERTY OF DO COMICS INC. TM & © 1993 ALL RIGHTS RESERVED. NINTENDO, MINTENDD ENTERTAINMENT SYSTEM AND NES ARE
TRADEMARKS OF NINTENDO OF AMERICA INC. © 1993 KONAMI. ALL RIGHTS RESERVED

SPIN ATTACK TO THRASH HUNDREDS OF ARCH ENEMIES

WHO ARE LOOKING TO DESTROY YOU!



