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The book that you are
now holding in your hands
is a concept book. It is an
experiment of sorts, and
you just happen to be the
guinea pig. For all intents
and purposes, you shall
be the final judge as to
whether or not this little
“experiment” is a success
or an abysmal failure.
However, we think you’ll
like it. No, let me rephrase
that, we think you'll be
tickled pink!

First off, let me immedi-
ately clarify that the magic

" of this 3-D Book
VerulREaleY is not in
W ////// the
7

z

like a plan to me.
Essentially, what we

have tried to give you is a

collection of specially

© Use your 3-D glasses with your old
EEGIMs and you'll look like this guy!

designed spreads cover-
ing some of the hottest
titles in the world of video
gaming today. Our editors
have hand-picked these
games as their personal

favorites, and hopefully,
they’ll be yours too. We
think that you’ll be quite
entertained when you see
your favorite vids popping
off of the page at you.
When people ask me
why we would want to try
to do a 3-D book of video
games, my response is
always, “Because no one
has ever done anything
like this before.” We obvi-
ously love to try new
things. As | said before,
you are our guinea pigs.
We encountered many
problems with the produc-
tion of this book. Will the
glasses work? Will the
games lend themselves to

“ee the Iw:;/lgy of this is that you can go info
your closet .. and dig through all of these old
EGMs and cffectively blow half of yoor
brain cells\\ilenr through the roof!”

/ \\\\ pages
A e
selves. Rather,
the magic that will be per-
formed is the result of the
exclusive Chromatek
glasses that are packaged
with this book. Now, the
beauty of this is that you
can go into your closet
(now there’s an adventure

the 3-D glasses? Are the
color combinations right?
If the effect does work, will
people lose their lunches

o Chieck out the latest installment in the Mega
Man saga in 3-D!

looking at it? I’'m sure you
get the point. Well, after
months of careful delibera-
tion, we took the prover-
bial plunge. It was worth it.
Some of us remember
watching movies in 3-D. |
remember going to the
midnight show about 10
years back for a showing
of the old Vincent Price
flick about a wax museum.
| remember the audience’s
reaction when something
would jump off of the
screen, right at your face.
The whole thing was a lot
of fun. | also saw Jaws
3-D, and even though |
thought the movie was
rather lame, there was
something hilarious about
watching 50 or so water-
skiers getting chomped by
a 30-foot 3-D great white
shark. Another movie that
appeared about 10



nience store (To get the
glasses, of course, you
had to buy 30 or so

playing with one of those
paddle-ball thingies and
doing it right at the cam-

you want to go. A sense of
nostalgia is a terrible thing
to waste.

Slushies—and when all era. Oooh, that was

that sugar kicked in, effective!
everything looked 3-D | guess that it was these \\\\\ L /////
anyway!) You then would fond memories that helped \\\ 4
© Namco's awesome Ridge Racer puts you sit in a dark room hoping in my decision to tackle \\\
in the virtual driver's seat. &

“To gef the glasses, of course, yng\ had to I
30 or so Sloshies-and when all that svgar
kicked in, everything looked 3- anyway!”

wich or whatever. |
remember jumping out of
my seat when he shot a
spear at an unsuspecting
young girl. Caught her

right in the eye, too. Yuck! =
Many of you may also to get some of the 3-D ///
remember a popular cable ~ effect. The glasses that Back off, man! No one 7y

you wore were those
weird two-colored things
that gave you eye strain
after about 20 minutes.

screws around with my
EGM 3-D glasses!

TV network that aired
BT the 3-D
\\\\ ////// version

7 > of
“,.. even thongh I thewght the movie (Jaws 3-B) was
rather lame, there was something hilariovs about
watching 50 or so waterskiers gefting chomped by
a 30-foot 3\@7 great white shark.”

S
/ \\\
L a\N\N - The
Creature from
the Black Lagoon. You
had to get the special
glasses from a conve-

this project. In many ways,
this book is like going to
one of those movies;
you just sit back and
let the medium take
you wherever it is that

The funny thing about
these movies was that
there was always some
lame attempt to heighten
the 3-D effect. Someone
in the movie was always

Stuff to make our lawyers happy:

A) NO LIABILITY FOR CONSEQUENTIAL DAMAGES. To the maximum extent permitted by applicable law, in no event shall Sendai Book
Factory, Inc. or its affiliates be liable for any damages whatsoever (including without limitation, direct or indirect damages for personal injury or
any other pecuniary loss) arising out of the product(s) herein including the use or inability to use the product(s), even if Sendai Book Factory,
Inc. or its affiliates exceed the amounts received by same for the 3-D book in which the product is contained. All remedies and warranties set
forth herein and on the sealed envelope containing the 3-D glasses are exclusive and in lieu of all others, oral or written, express or implied.
This Agreement and the terms contained herein shall be governed by the laws of the State of lllinois, U.S.A.

B) IMPORTANT—READ CAREFULLY BEFORE OPENING. By opening, you indicate your acceptance to the following terms and conditions:
The product contained herein is subject to the remedies and warranties provided by the manufacturer. You agree that you shall have no reme-
dy against Sendai Book Factory, Inc. or its affiliates, officers, employees or agents. Sendai Book Factory, Inc. and its affiliates makes no war-
ranty or representation, express or implied, regarding the product contained herein, including their quality, performance, merchantability or fit-
ness for a particular purpose.

C) Manufacturer’s Warranty: The 3-D Glasses packaged with this book shall be of merchantable quality and perform as set forth in the licensed
patents. In the event of defects in manufacture discovered within ten (10) days of purchase, you may return 3-D Glasses post-marked within
the prescribed period, together with a self-addressed stamped envelope and proof of purchase, and receive replacement glasses. Please mail
defective glasses to:

American Paper Optics, Inc.
2005 Nonconnah Boulevard e




MEGA MAN 7
by Gapcom

He'’s back in yet another
game of cyborg action.

! Wily’s up to a whole world of
more trouble (he’s good at it,
after all) for the robotic hero ~ |
and his dog. It's difficult to 1

! really say anything about

“what's new” in this game. i

We've all seen it about six | :f :

. times already, but something | %. A

|~ keeps bringing us back. i !

New Bosses and some real- '
!~ ly great stage music add the

" crucial ingredients required
| for a good Mega Man game.
1.~ Avid fans of the blue hero

 should really get a kick out

. of this version.

Restores power Restore power
to the X-Buster to special
and your life weapons
& collected.

You may go to the SHOP

% and acquire more equip-

17 ment, using bolts.

Bolts allow you i
to purchase

items at the
“Store.”

| comPaNy  THEME
|L_Capcom _[_Action |
/| MEGABITS # PLAYERS
# LEVELS DIFFICULTY

L__o- | WModerate ]
ENEMY MINE

Bassand Treble are Mega

Man’s nemeses throtighout "
the game. ﬁ. :
e | [

L

. He's back In the sevemh

| “incarnation of Mega Cyborg
action. Wily is'at it again, and Dr.
i nght must rely upon Mega Man (thusly,

you)to help him thwart the evil plans of his s
| “most evil nemesis: ‘Som of the greatest Mega 2
Man acnoh sifice the “X” series of games:and much T -
i more awalt you'in thls title. i =
L)

Once more, the trusty pup.

FRLIS 8

uldl Mega Man ugulnst Wily.

Rush wnl be your trusty sidekick throughout the .

. game, provndmg a variety of services to Mega Man,
“You ‘begin with only the Coil power of Rush, and as |
you progress further in the game, more abilities will be
come available. Eventually, you will gain the Adgpt Suit! |




Timing and coordination
are paramount near the
environmental bombs.

As explosive as his
stage, this Boss means
to undo the adventure
of Mega Man for good.
Stay on your toes!

A few nasty weather
conditions develop to
slow you down. Also,
try different weapons.

Slippery grounds and invis-
ible steps are but a few of
the pitfalls on this stage.

Cloud Man will try to
blow you off the edges
of his battlecloud using
strong wind currents
he summons.

ME T v - 3 'S
s

Polar bears act as gate-
keepers to more progress
in the Freeze Stage.

Things get “slippery”
during your final fight of
this stage. Stay on your _-

toes, and use the Junk
Shield to slow him.

Dangerous terrain
awaits you among the
complexities of Burst
Man’s stage.

NUW LSHnN

The walls and floors are
slippery;, so it's best not
to maintain extended

: %‘

(Lo —
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Animated garbage'
impedes your path to
| the Junkster himself.
* Makes sense.

' He is definitely one of the
most size-impressive Boss
| characters. |

(- =
Flinging globs of trash f "_'
at people seems to be
. his practiced profession.
That's alright, you're
faster than him, right?

Hmm .;; Large robot-like
vehicles.’Almost

reminds me of Mega:~
Man X or X2!

(g

| N 7 A AN
It seems this stage was
inspired by the film

Jurassic Park.. .

F # The Slash-boy needs to
be chilled out a little, so

;! slap him with some of
the Freeze Cracker

weapon for the win.

. J%-!{ Penetrate the inner
g @i~ sanctum of Shade
IL 2 J, Man’s gloomy castle, -

if you can.

i—

This whole stage reminds
me of a bad vampire movie.
Really bad. |

Springs will defeat this
nasty bloodsucker. |
don’t know why, but the [
Wild Coil weapon takes

this guy out cold.

i
8 EGM 3-D
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At times the scenery
will no longer be fun,
but dangerous. Stay on
your toes.

Emmﬂ;ﬂg"“ﬂﬂ -
5

sl o
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The entertaining motif used
throughout this stage is
springs. Hmm.

Nubile and quick, defeat-
ing Spring Man will
deplete all but the most l
experienced player’s
resources.

Wheels, construction
cones and other road-
way horrors come to life
against you.

Be sure to time jumps
wisely when crossing the
first area, or else.

Almost transformer-like,
: his tactics can be easily

# g—a countered using the
% # Noise weapon from
#2 Shade Man.

= _FIGHT HIS WARY TOR CDNFHDNTHTIDN WITH

After the defeat of each of the eight

.. robot guardians, Mega Man must delve
* into the g lair of the

e Dr. Wily. There many challenges and

- g G@=== even more enemies await

him. Be sure to power-

up all of your weapon-

ry, and charge head-




Mortal Kombat 3
by Midway

The new and exciting 21 Y
PlayStation will be adding All the fatali-
to its fledgling library Mortal ties, animali-
Kombat 3, maybe as a pack- ties, friend-
in game. We can only hope. ships and

This is the closest conver- ~ babalities are
sion from the arcade to here. The only
home system that will be difference is
available short of buying the ~ the amount of
arcade game itself. The load time
graphics are great and the required.
sound is tremendous. The

winso

EINICH THEMI

56 WiNs:8

T SHANG TSUNG
SHANG TSUNG WINS S8

BEnEEEEE z

3

L KOHBAT AND

SCh F THE
7O THE FUTURE. HE BEGINS TRAINING fi NEW
KNG LAO.
[BOT NOTHING COULD PREPARE THEM FOR THE
UNEXPECTED OUTWORLD INVASION.

wins: 1 59 WINS:9
o8 Pote—

load time can get annoying

but you get used to it. Any
way you look at it, the game
is good. Way to go Sony!

STUFF YOU
SHOULD KNOW!

COMPANY  THEME
|_Midway __Fighting |
MEGABITS # PLAYERS
e
# LEVELS DIFFICULTY | |

LA Variable [}

e

FOR CENTURIES, ERRTH HAS USED MORTAL KOMBAT
TO DEFEND ITSELF AGRINST THE OUTWORLD'S
EMPEROR SHAO KGHN. BUT, KAHN BECOMES
FROSTRATED BY FRILED ATTEMPTS AT TAKING
EARTH THROUGH TOURNGMENT BATILE. HE ENACTS
A PLAN WHICH BEGAN 10,000 YEARS AGO.

- NIGHTWOLF -

HE WORKS #S £ HISTORIAN AND
PRESERVER OF HIS PEOPLE'S
CGLTURE. WHEN KAHN'S
PORTAL OPENS OVER NORTH
AMERICH, NIGHTWOLF USES
THE MAGICS OF HIS SHAMEN
TO PROTECT HIS TRIBE'S
SACRED LAND. THIS AREA
BECOMES £ VITAL THREAT TO
KAHN'S OCCOPATION OF THE
EARTH.

10 EGM 3-D



4 TS
25% DANAGE}
£

With all the outstanding graphics
~and sound. it will seem like you have
’ just d the arcade
instead of your living
room. The only differ-
ence is not having to
| worry about trying to
reserve a game by
putting a quarter on
the glass of the

EGM 3-D 7



Mortal Kombat 3
by Midway

Mortal Mania is upon us!
The Super NES is a pretty
darn good conversion from
the arcade smash. Although
we previewed an incomplete
version, from what was
seen, this is pretty close
to the arcade.

The only really tricky part
is getting used to losing a
Block button and gaining a
Run button. Not too compli-
cated, it just takes a little
getting used to. The graph-
ics are good and the sound
is average, but all things
accounted for, it's a great
game!

COMPANY THEME
MEGABITS # PLAYERS
# LEVELS DIFFICULTY |

This version will definitely rip its way onto the
Super NES. Will it have more popularity than
MK II? Let the Kombat begin!

12 EGM 3-D




CHQOSE YOUR DESTINY

Adaduagn

i

37

Bl
= 2

This version is
an amazing step for the
Genesis. The graphics are good and the
sound is imp ive. This will defini

The Kombat continues!

Watch as your character takes on
unbeatable odds and leaves the
arena victorious.

make a great addition to any hardcore
Mortal Kombat fan and Genesis owner.

e T

by Midway

Mortal Kombat for the
Genesis is coming! Yes,
Mortal Kombat 3 will be hit-
ting all the major home sys-
tems soon and the Genesis
is among them. Although the
graphics are a little grainy,
the sound is quite impres-
sive, which is a definite plus.

One snag is the fact that
you have to have a six-
button controller in order to
use all the moves available.
Better call your friend and
get your controller back!

COMPANY THEME
MEGABITS # PLAYERS
- T
# LEVELS DIFFICULTY

N/A




Final Fantasy Ill
by Squaresoft

Well, this is one of the
coolest RPGs around if not
the absolute coolest. We
have a game here that has
set industry standards;
anything less plain simply
stinks. | have yet to find one |
of my friends or even just
someone I've met who
thinks this game stinks. If
you are unsure about
RPGs, give this one a whirl
and | would bet big bucks
that you'll get hooked. Also,
keep a lookout for the
awesome Chrono Trigger,
coming in September!

COMPANY THEME

RPG

MEGABITS # PLAYERS | . .- 5*\( '——' e
- cave. You will run into

= Whelk. Onlyhithishead,andwh

# LEVELS DIFFICULTY| | '

FNa Toderate |8

MAN: Easyf This is a Slave
Crown. The others had
complete control over you
while you were wearing it.

\ A very cool i;ﬁd will start you . *
| into this game properly. Sit Terra awakens. to fmd that the Empire has been controlling her with a slave crown. /AS Soo;

| back and be blown away! she finds this out, the Empire comes after her. In order to avoid being enslaved, she takes off
through the back door and runs through a cave, only to fall down, knocked unconscious:




KEFKA: Son of @ subn
They’ll pay for this...

Locke is sent to
| the rescue and
with the help of oy
some friendly T lnhavs wrong with father
and oh-so-cute :l::;:esszu this talk of his
moogles, he
¥ manages to res-
cue Terra. They
can’t go back to
Narshe, so they both run cff to Figaro where
Locke seems to know the king. Remember the
Iocatmn of the secret door because it will be
needed in the future.

MAN: How rude of me to turn
my back to a lady!

South Figaro. There,
you meetup witha
shady-looking charac-

ter named Shadow.
From here it is on to

Mt. Kolts to get to the
hidden Returner base.

Once through Mt. Kolts, you will find the
Returner’s hideout and meet up with the leader

B e e e -l Because of
Magitek? Terra’s spe-
cial gift of
magic, the
Returners
need her S
badly. She is undecnded and you must

make the decision for her to join or not.

If you say no three times, you will receive

a Genji Glove.

brolher shows up to save everyone’s butt.

~ Sabin joins the party.



~ e
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powerful sword in the game. It !
will do 9,999 points of damage
in your stronger characters’

This is a wonderful trick | learned a while back
that is really good in trouble spots. Getting hands. Get it by letting the old
Economizers is one of the toughest things to doin  man in Narshe make a sword
the game. My favorite (and | think the easiest way) instead of taking the stone. Go
is to kill Brachosaurs in the dinosaur forest. Killing |58 s -
them is really hard unless you are in a really high
level like 90. All you need to do is cast Vanish on
any enemy and most Bosses. As long as the spell
. works (the enemy will turn invisible), you can cast
any spell on them. Vanish brings magic defense
down to zero. Therefore, cast Vanish and then

| X-Zone to kill them. You can even turn them into
imps and laugh at them.

to the coliseum and wager i
Extra Exp. E%s J B You will ight Didalos and

when you beat him, the

lllumina sword is yours. You
Get these by can learn the Ultima spell
betting Tintinabars  through the Hero shield, which
at the coliseum. can be received by breaking
In order to get the curse on the cursed shield.
£ more Tintinabars,  Break the curse by equipping
you must getthem  he cursed shield and a ribbon
through the colise-
§ um. Basically, go
to the dinosaur
forest and fight a
whole bunch of
Tyrannosauruses.
They give you Imp
Halberds, which are the starter for all of this. Bet the Halberd
and you will get a Cat Hood. Keep betting whatever you get until
you get a Tintinabar and the Exp. Egg.
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When you find
Mog in the town |
| of Narshe, walk |
\ directly behind |
| him and touch
| the wall. You'll
| get the Moogle
Charm that will

an use the Ragnarok
s and change
em into items. The higher
el enemies will give you

iering and gem box. You
‘must keep trying to change,
or the harder enemies rarely [
change into items for you.
Check out Kefka’s tower.




NBA JAM: TE
by Acclaim

Are you good enough to
take on all 27 NBA teams?
Get ready to be amazed by
all-new rim-breaking jams.
This new version has more
action than the last and also
has several option modes.
Try the power-up icons to
enhance a player’s ability
and even slam from any-
where on the court. There is
also a'Hot Spot feature that
will allow you to make bas-
kets worth up to nine points.
If you've got the skill, then
step on up and give it a try!

TOURNAMENT EDITION v
= P

COMPANY THEME
MEGABITS # PLAYERS

# LEVELS DIFFICULTY

up your outside
oters for the three.

POWERUP ICONS @

Put everyone on their Get ready for an extra
H butts with this bomb. ﬁ boost of power.

This will increase your 7= - = | This will give you tem-
i ability to shoot the three | porary unlimited turbo.

Puts you on fire. Time to = Increase your player’s e e
practice some slams! H speed for fast breaks. ’ SIam' P|ck up the Dunk icon and you will be able to
e perform Jams from anywhere on the court.

18 EGM 3-D




dly\ Let's get jamming!

Hit the Turbo
button and the
Shoot button
to dunk from
inside the lane.

See if you can o his
n ¢ ; :
‘ L) highfiying Bl

i ce consecutive b
on fire. Once on fire, he

G S = & o
‘R B QI? ST T
!P.’zﬁf"}? -ﬁ g p b aRER Ty

With the new Hot Spot
option, players can put
in baskets worth any-
where from four to nine
points. Just make the
shot from the mark.

im with heart- |

Work on free-
ing your team-
mate to set

him up for the

: | Monster Jam.

e

*| Check out these jams
- while your player is

on fire. Even your big
centers can make three

| pointers when they are

in this mode.

EGM 3-D 19



7 R 4
by Sega

Taken right from the popu-
lar animated series, The
Adventures of Batman &
Robin is a dynamite addition |
to the Genesis arsenal.
Although a little too cheap
with the hits, the rest of this
game deserves applause as
one of the most visually
impressive 16-Bit Sega
games to come across my
eyes in some time. It rocks
your world!

Plug in a controller and
give this one a try, you might
just like it!

COMPANY  THEME
L_Seda L _Action j
MEGABITS # PLAYERS
s e s |
# LEVELS DIFFICULTY

— v - 1 -

e ADVENTURES 1)

S The developers of
’ P this game deserve
o~ the hats-off. The
[E graphics of this title
c are sure to knock

your socks off.

w CYEEHEROES NEIDHCSIRS T S
SKuL = -

DATRAG Fax DO LFE A 4 parallax can
P 2 i ) sometimes make a
Tlggivles # iv-olfr :gz;ca' oL Killslevery- - G game too graphical-
b B o thing on the - U8 1y distracting. Not G
exactly what G DT found in every screen, t‘,’,is e X R
i en. BN :
:essl::nl’eszug- This large ;:;l‘eemn;: i SMﬂ.[ ﬂfoIS Particularly Walk over Animations are
these.to heart restores  since the ¥ Pousyere il any of these A great, although A
o e small portions some sticky . " small, and work well
se jor por-  Geneva : s icons, and, R smal, P
atiack ) tion ofyour Gonventi of your life situations that | with the theme. 1
Rowet life guage_ Heon: guage. For develop. If for nothing else, H
Useful to maximum life this game deserves

a good hour’s play
in appreciation of
the visual quality. s

remain alive . nsb :,haec :(s;r'::: i~ 3
duri l*—, -
uring attacks. f hearts.

20 EGM 3-D




And now, the little people. Sure, Batman and Robin may be
big-time caped crusaders, but enough of these little nasties
are bound to clog up anyone’s way. Coming at you with
guns, bombs, teacups(?) and who knows what else, the
baddies strive for victory against your N

crusading justice. - RS

Joker’s Stages are perhaps
the most challenging of the
'game. Oddly, they are the.
introductory levels. In al
case, the action starts fi
and abundant, so stay




Travel through what looks like an
endless Hollywood set.

Mad Hatter’s Stage enjoys most of the great graphic effects this
game has to offer. On this stage you will travel across a 3-D din-
ner table, navigate the interior of what looks like an overgrown

Lego block, and finally square off against the Mad One in space.

iy O
ﬁg 4
T e———

of 1 AWESOME
: GRAPHICS!
In these later levels you
will be exposed to the
kind of graphics that will
make you think twice
about the limitations of
your Genesis system.
Large, three-quarter
screen rotating cat
things, full-screen per-
spective city streets and
much, much more!

Fer




ink i i i has
| didn’t think it was possible, but this g?m_e
done it. The programmers enabled this title to
rotate large-scale graphics to some degree.
Check it out!

Onward to the final and
most difficult Boss of the
game, the evil and cold
(of course) Mr.Freeze!

The background of
this stage is subtly
impressive. Watch
the support struc-
tures in the back,
and how they scroll
past as you
progress. They will
bend an

Could this be where
Mr. Freeze himself
hides? In what
appears to be a
rocket bay, you
await imminent
challenge at the
hands of his das-

tardly minions or
perhaps the big
man himself!

23




COMIX ZONE
by Sega

Nothing could be worse
than being dragged into your
own comic book. The evil
Mortus has warped you into
the mutant-filled world that
you created. Now you must
fight your way through these
familiar worlds and some
new ones. With only your
fists, a pet rat and your wits L u’'ve burst
to get you through, escaping 2 nto your own
this strange nightmare : comic book!
seems hopeless. Now you 2 | | It is not going
wish you hadn’t drawn these [l o | ; g to be easy
creatures so big. Well, with A . to make it
a little luck you'll survive the s ) through the

battle inside the Comix . | 4 = > » | wicked world
Zone. € 7 z you have

STUFF YOU
SHOULD KNOW!

COMPANY THEME
MEGABITS # PLAYERS
# LEVELS DIFFICULTY b

L6 | Average : £ 2 ) : Become a superhero for a short p

time and kick some Strigil butt!

nking a bottle of this health potion
| restore some of your life meter.

“A pack of t! c!yném e is just what

you need to break through barriers.
= - e

" Use knives to get the enemy before

they get too close. -

T T R R

Roadkill is your pet rat who comes.in

handy to help fight your way to victory.

This fist wiIHti_ n you into a superhero
and give the enemy a superpunch




LOOK AT 1E, SKETGH — PIT JUST A DRAWING?
5

7 CANNGT KILL YOU HERE: BUT-.-
UT 1L BE FREE SOON ENOUGH...

<.u! KNOW OF A PERFECT PLAGE TO DO IT!

& Why did | draw
= these guys so h
£, big? Well, it’s you've got.
time to erase his Combinations of
ugly mug from punches and kicks
this page forever. are your best bet.

SKETCH 15 BLOCKED!
i

ROADKILL 1S TRAPPED! [P

Ji
L2

«fzf;y

Take on the scum in the
sewer system.

Use pipes to give
you an added edge.

U

1] | Get p;éﬁi{e guard to go
to the next page.
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These creatures
seem to be hatch-
' ing from tubes
attached to the ceil-
ing. Take them out!

Watch out for these
nasties’ whirling
attacks. If you ¥
aren’t careful, they’ll
cut you to ribbol

You seem to b some
sort of storage facility.

Look out! These things
are hatching.

i

It’s time you take out the
source of the problem.
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Attack this guard These flying freaks
quickly or you’ll have will pack quite a
to deal with his staff. sting. Knock them 1§
out of the sky before
they take you out.

These fireballs ought to
warm you up quickly.

Use your wits to get past
tough obstacles.

S

Fight it out against the
enemy in this arena.
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Ristar is a Sonic-like
adventure game with all the
extras to separate it from the
rest. You play as a ... well, it
looks like a bowling ball that
ran over a starfish and
sprouted arms and legs. The
graphics are superb and the
sound is very well done.

Ristar is animated very real- |

istically. The levels are of
average size and laid out in
a Sonic-like fashion. The
Bosses are not only big bad
guys, but they are also
puzzles that you must solve.
If you're an action fan, pick

COMPANY THEME
[“Sega [ Action |
MEGABITS # PLAYERS

# LEVELS DIFFICULTY | ‘

s he
] fine art of
grabbing
dible arms.
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EARTHWORM
JIM SPECIAL
EDITION
by Interplay

The world’s favorite worm
is back, this time on the
Sega CD. In this new
Earthworm Jim adventure
Interplay has added new
levels, a new gun and a lot
of other features that make
this already great game
even better. In addition,
some of the levels have
expanded sections and new
places to hide icons and
other surprises. Even if you
have played the other EWJ
titles, this one is sure to
keep you playing.

STUFF YOU
SHOULD KNOW!
COMPANY THEME
_Interplay_L Action

MEGABITS # PLAYERS
-W\
# LEVELS DIFFICULT

E T

NEW GUN!

Intr Jim’s new , the

heat-seeking gun! This baby packs

quite a wallop.
E 5

When you pick up the icon for the new gun, you get
three shots. Each shot is really powerful and will stop
just about anything. These missiles work best if you
shoot your from a di b they are
heat seekers, and take time to find their targets.




“NEW JUNK CITY

New Junk City is a world made of garbage. In this version, there
is a whole new section where you play as Jim without his suit.
Without his suit, Jim has no attacks and can only jump from
platform to platform. At the end of that section, you find your
suit and fight to the end of this level.

In your natural state
you have no attacks so
be very careful.

Once you
find your
suit, you
can fight
the Boss!

L —"‘ '
Here is where you will
have to decide to go the
easy way or the hard way.

Whipping
the box on
the spring

will hit the
Boss to kill
him.




In this level you must fight your way through the depths
of hell in order to reach the ruler of this land,

Evil the Cat. Once you defeat him :
you're off to face Big M g @

Try to time your jumps so that Use your head to whip the
you will stay away from the fire. wheel that will open the gate.

Almost all the icons in this
game are in plain sight. It's
getting to them that’s the
problem. Usually a hidden
ledge or hook is the way in to
the secret room.

p and then shoot the
evil lawyers.




This is a new level that features a new cast of characters
and a lot of new challenges. The main ob|ec1|ve

is to find the way past Bruty and =

get to the end of the

level.

o5

There are a lot of hidden Find a way to get through
icons in this level. this wall of junk.

This guy has some really big
jaws! Don’t try to jump over
him because he’ll snatch you
right out of the air. The only
| way around him is to trick him
into running past you.

= N

sy

This guy shows
no mercy!

If you pull yourself up, Bruty will run
right by you.

3

.
oo 3
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CHAMPIONS:
CHALLENGE
FROM THE DARK
SIDE
by Sega
This is a worthy sequel to
a decent fighting game. Now

on the Sega CD, more
graphics and sound burst

forth from this refurbished
. title.

not be disappointed by this
title, as there are more than
enough moves and secrets
to be found through its

| stages.

COMPANY  THEME
L_Sega | Fighting |
MEGABITS # PLAYERS
# LEVELS DIFFICULTY |,

_

Fighting game fans should g,i ;

Be!rayed bv her seafarm

\ j‘ brawl thr
P i
é{ The Dark :
. ampion has ..
_decidedto |

an evil
3 _bad look and
- , some even

worse moves.

The Etel e is back and he’s
not ab let any “losers” into his
wmn  circle.

rades, her life is now a wandermgi*\

the tournament. g :S




A gold- dlggk‘gmght:;4 w@ a
joins the Eternal C

A mad doctor with a mean
streak ... that is—a vampir-
ic mean streak. Command
he undead and bust out
with some killer combina-
Son moves with this guy.

RAVEN
o (— )

18

arerroE =
EIEERE ey

st in search of mol

ry of trouble. Near@ged he n%
g o e

An awesome combination
of size and strength, Blade
is definitely a fighter to be
reckoned with. His stun
beam and tracking blade
are killer!

Blindingly fast and accu-
rate, Jetta is seemingly the
of the fig| Her

ungodly combos make up
for her lack of physical
power.




yed by hisown ,‘ " amses Ill wish-
es to exact re?enge on those r sible.

True to his origins, RAX
combines speed and ‘
strength into a blistering
array of punches and kicks. |
Very fun to play as, but dif- |/
ficult to defeat. 1

Capable of pulling
objects and spells from
out of thin air, Xavier is
one of the most chal-
lenging characters to
play as or against.

!

SINGLE PLa
YER
INGLE EHMHHTIQN

" Reminds me of Chun Li,
but with an attitude. She’s
fast, full of combos, and
definitely not weak! An
excellent character for the
novice players.

fomhﬁﬁ T my
%ﬁ”@%
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A mystic priestess with contre time itself.
She wields very odd and spect: r powers.

Combining an odd array of

'/l weaponry and a keen abili-
ty to fight, Larcen provides
excellent challenge to this
tournament. Rather versa-
tile and easy to use.

The towering titan from
Atlantis brings home a few
mew moves! He’s remark-
ably fast for his size, and
can break-out the combos
wery quickly.

er is king of the one-hit-
kills-you-quick style of com- |
bat. Entertaining and dead-

ly, he is yet another of EC:




SCORE 346000 Sl
TIME 2749”40
RINGS 107

COMPANY  THEME
|_Sega__|_Action |
MEGABITS # PLAYERS
e wm——— ——
#LEVELS DIFFICULTY

A .
muuuununmmummnummmnnn | | The Coming
"

L
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KNUCKLES’
CHAOTIX
by Sega

Knuckles’ Chaotix is the
latest side-scrolling action
title from Sega. While he
follows in the footsteps
(running shoes?) of his pre-
decessor, Sonic, Knuckles
does break new ground in
the direction of game play
and some truly colorful
graphics. Basically you and
your partner race around
attached by a magic ele-
ment connected to two
rings each of you have. The
result is a rubber band-type
effect that takes some get-
ting used to. 32X owners
should give it a try!

Attractions Screen

i | will gi
liiiitihg | will give you a

Pick your
hero from
five
characters.

ATTRACTION 25
ever] INFORMATION revecq]

tever]

I quick preview of
what levels are to

come later in the
game.

MEET THE CAST!

KNUCKLES

ESPIO

~MIGHTY




Throw your partner at him when
you see an openmg

Swing
like a |}

pendu- =
lum
from |=

your
partner
and smack this boss in the head!




[cErTE——— . R L SCORE 52700
7161 TIME 2°48°06
(TRTHESEE ST RINES D

here in an awkward, crystal-
looking machine to attack you.




lei:_g- 28
IMITS 2/ o
B .

e

teaming him with your partner
and he’ll soon fall.

Just Ilke in the previous
Sonic games, if you collect enough rings you’ll find a
giant one at the end of the level that will warp you into different bonus rounds!

3
LEARN THE ROPES!




Here is one of the most
fun two-player games
around. What more could
you want than to sit around
the house, blowing each
other apart, then grabbing
your opponent’s flag, win-
ning the game and moving
on to the next land? To top
it all off, very famous pieces
of classical music are
played in the background.
This game is also one play-
er, but it isn’'t quite as much
fun. If you have access to a
3DO and haven't yet played
this one, you are missing
out on a finer side of life.

STUFF YOU
SHOULD KNOW!

COMPANY  THEME

Prolific

MEGABITS # PLAYERS
VELS DIFFICULTY

w»

Your jeeps are equipped with
a flotation device to get
across water. In order to acti-
vate it, go into the shallow
water. Press the B button and
the tires on the jeep should
inflate. allowing you slow
movement over the water.

a2 EGM 3-D
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You have four different types of army-issued vehicles at your disposal to kill and maim the
enemy. There is the Helicopter that is used for quick flybys and are not real good in close combat
with anything. Next are your tanks: They are fairly quick with an average firepower—good if you
need to get somewhere quick to blow up your enemy. Next are the APCs. Kill everything in sight
with the powerful missiles that are at its disposal. The mines really help in two-player games.
There are the tanks that are not really powerful but are much quicker than the APCs. Finally, there
are the jeeps. They are not very good except that you must use them to get the flag once it is

Throughout the land-
scapes, you will find
B many fuel and ammuni-
ion dumps. In the early
levels, they are not real-
ly important. In the larg-
er and longer levels,
you will find yourself
running out of gas and
ammo. Use the dumps by simply putting your vehicle on
the striped line and watch your supplies fill. You can use
the enemies’ dumps too and this really helps when you are deep in enemy territory.




Use your tanks and APCs to
take out the enemy missile sen-
tries, for your helicopters and
jeeps are not very powerful.

What Is With This Awesome

Game Anyway? Invincibility
Code!

War. War is a

¥ part of every-

-| one’s life. You

| are now sitting
~| where you are
because of war.
LEGRGT

Thm mcradlble

Revolutionary 4
War not taken this code to
place, we would work, first start
all be British. a game an_d go
With war being to the Vehicle
so important in :z::zt’:or;mm
i i A ;
our history, simulated war can be fun! Which is exactly what st U &

this game is. Good, clean, destructive and violent fun. There is
nothing better then releasing all
of your frustrations out on a
couple of enemies. If you are
into classical music, then you
will definitely recognize some of
the music in this game. | per-
sonally got goosebumps during
some of the more climactic
parts in the music and found a:?ﬁ:::ou
myself screaming to my foes. Before | realized it, the round was Vehicle
over and | had won. | looked up trom my private little world only & lestion sound
Bl to discover my boss twice if it
and just about everyone Workad You
else in the office staring L do this
at me like | was a freak.
My whole point i
game is ful
form. Throw in
7= and you will botl

I coming back for

the vehicle you

want to make
invincible and press C to get to the screen that shows your
number of vehicles and ammunition. Now, press and hold the
top L and R buttons, then hold B and C. While holding all of
these, press X (Stop button) to get to the Leave Game Option.

~ While the Don’t Leave box is lit, keep holding the L, R, B and C
buttons and also hold Down on the control pad and then press

EGM 3-D a3




Take out your helicopter and go searching
for the flag. The helicopter is pretty tricky
to learn to handle efficiently. Once you've
learned how to fly it, the best way to
destroy the flaghouse is to do quick flybys
while shooting. The sentry towers will
obviously try to stop you from doing that
so get even with the flag using your radar.
Fly straight in and let the flaghouse have it
with a barrage of missiles. Once you fly
over the flaghouse, keep going and then

| turn your helicopter back around. Do yet another

flyby and nail that flaghouse. After two or three

] times of doing this, it should blow up and reveal

The next step is to take out your
tanks and/or APCs to wreak
havoc on the opposing forces.
You must make a path to the
flag with these vehicles.

Destroy every sentry gun, build-
ing or any other obstacle that
would hinder the jeep from
reaching the magic flag.

T

whether the flag is inside or not. You’ll know
because
if the flag
is there,
you hear
praises

of Hallelujah and it will zoom

on the

flag. Fly your helicopter back to your
bunker and land it. Watch your heli-
copter’s fuel because it depletes rapidly
and you can easily run out of gas and

Remember not to stay in one place for too long because little

helicopters are deployed to come in and kill you. They are really

rs%

¥ often, making

N

nasty and can
be shot down,
but they come

must make sure
that all of the
sentry guns
have been total-
ly destroyed.
These are just
the basics to
the game Now
go forth and do
your Uncle Sam
proud!

you use your
precious ammu-
nition. The
mines from the
APC are use-
less in a one-
player game so
don’t even
bother wasting
your time.

The last step in the game
is to take the jeep and
grab that flag from the
clutches of your enemies

8l and bring it back to your

bunker. Sounds pretty

= easy? Nope! Not only is

the jeep a pain to con-
trol, but it also takes one
hit before it is destroyed.

That gives you absolutely no margin for error. You are given
grenades, but they are practically worthless. This is why you




Wfufufufufufufe)

-

|
BTG

Remember that in a two-player game, your enemy is trying to do the same thing
that you are, get the flag. While you are searching for his flag, remember that pro-

tecting your own is essential. Should your enemy
discover your flag, take a jeep out and retrieve

. | your own flag.

This way you can

il place it by your

bunker in a last-
ditch effort to
keep it away from
him.

This is when the mines can

become really handy. If your
buddy’s base is on an island,
lay mines on his bridge. Or lay

If you find yourself having problems with your
friend, try this strategy. Kill all of his vehicles. If
he is in his APC, pull your tank out and get right

on him. The APCs will shoot over the tanks. This
only works if you are practically on top of the
APC so make sure you keep with him.

Remember, it is never over. My friend had one

APC left while | had about six jeeps. | tried my
luck. | ran my jeep right on his APC and blasted

him with my grenades and he couldn’t kill me.

That was probably my sweetest victory.

mines all over the place and
hope that he/she is stupid
enough to run over them.
Mines can be a riot; however,
be careful yourself!
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GEX
by Crystal
Dynamics

Gex was kidnapped by
Rez of the Media Dimension
to become the network mas-
cot. To escape, Gex must
use his lizard-like abilities to
get through each world.
Encounter weird enemies
that are bad takeoffs from
old 1970s and ‘80s televi-
sion shows! Gex can climb,
use his tongue, stick to
walls, hop on his tail and
whip to defeat each stage of
every world. Collect power-
up icons to increase your
chances of survival.

COMPANY THEME
Crystal Dynamics]__Action |
MEGABITS # PLAYERS
# LEVELS DIFFICULTY Sme warps will bring yu to hidden bonus roos

5 Worlds where you must complete a task to gain extra lives.

Perfect scores may get you access to a secret world!

e 5 1 ;
BLUE FIREFLY CATERPILLAR

O R0 -

GRASSHOPPER LADYBUG
46 EGM 3-D

BUTTERFLY




Hurtling back in

time, Gex finds him-

self in the Graveyard

World. This set of

spooky stages is the

beginning of a long

journey for Gex to

get back home.

Use your tail as a

whip and a spring to

defeat all of the

spooky enemies in

these levels. Look -
for hidden warps for the bonus game,
extra power-ups and more! You can
even fall through one of the slime pits and
gain extra lives.

Start your game in the Frankie & Heli stage. Here you will face crazy-looking, gecko Frankensteins and helicopter TV sets sent wi
hate from Rez himself! Next, you'll travel to Grave Danger where everything is dangerous including masked weirdos with chain
saws, spikes, slime and more! In Tomato Soup, you'll face (you guessed it) killer tomatoes! Disco Inferno is the last stage in this
world, and it’s also the longest. Here, you must find the remote to the Boss, plus the next world’s remote. Face off against torches
that come to life and flying gargoyles that spit fire. Helpful power items that Gex can use in these stages are the fire and ice balls.

Spin ‘N Puke is the first Boss you'll face in the game. She starts
out as a pretty little female ghost that has skulls around to protect
ner. As you whip these skulls with your tail, she isn’t so pretty
anymore! Her true evil side is revealed as her face turns into that
of a demonic being! The dangers Gex faces in this stage are the
Boss itself (obviously), the puke she spits and the scrolling level.
Be sure to jump over the land barriers or you will be
@z smashed against the side of the screen. To help you
along, there are Paw icons that you can pick up
in case you get hit. Once you whip this Boss
enough, she’ll be defeated. The remote for the

. next stages will appear and Gex can further 3
his journey with the Cartoon World! ﬁ




Cartoon World is your next step to getting home. Stages such
as Twin Towers, Pow!, Rock It and Knock! Knock! will have you
thinking you died and went to
cartoon heaven. But these
cartoons are out to get you!
Superhero lizards, teddy bears,
aliens, rockets and more are
out to give Gex a whack to the
noggin! Secret warps and door-
ways will lead you to the next
parts of the level ... or doom.
Figure it out!

138250, Px17 193

This Boss ate one too many
burritos, and he’s taking his
frustrations out on Gex! Jump
over the Flatulator as he farts
his way across the screen. As
soon as he starts flying in the
air, climb the wall and go on the
ceiling. There you will find anvils
to drop on him. Aim carefully!
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This set of stages is very challenging. Hop on a raft and float into the piranha-filled waters of
Feeding Frenzy. Your life is at stake with every movement as hidden spikes jut out around your
power-ups, giant spiders are ready to bite and gorillas just wait to pound you into the ground! In
Congo Chaos, you will trip a switch in the beginning of the level that will make the level move.
(This is similar to the Boss stage in the Graveyard world.) Gex must constantly travel to the right
/ and avoid any obstacles in his way. Climb up walls with masked voodoo men waiting at the top,

~ ready to spear you! Break walls with your tail and you might reveal geckos with a hat and a whip.

4 (Remind you of any movie?)
2. It has great music!

D

This Boss goes in and out of its
holes in the wall. Jump up the
platform and avoid the Boss at
all costs. There is nothing you
can do with your tail to it. Once
you make it to the top, there
will be a pile of rocks. A gorilla
will come out and pound the

Kung Fu World is the last world before Rez’s Nerve Center. Travel through
Sumo City where the wrestlers are big and the magicians are nasty! In
Fish Bait, you're food for some hungry electric eels and squids if you
don’t swim fast. In Chop Chop, lava and samurai geckos mean death.

Is this a scene out of a mon-
ster movie or what? The Toxic
Turtle will fly along the ground
and then it will fly up, drop
bombs and shoot a three-way
energy bolt at you. When it is
flying along the ground, try to
time it so you can whip it with
your tail. The turtle will grow
bigger until it explodes! Are
you ready for Rez’s lair?
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Star Control 11
by Crystal
Dynamics

Star Control Il for the
3DO is the best computer-
to-game system translation
that | have ever seen, and
in most respects, the 3DO
version even surpasses the
computer version. All of the
aliens now have their own
voices instead of text. The

. graphics are improved and
the sound effects are great.
The RPG portion is very
nteresting and at times
mind-boggling, while the
super melee allows you to
hone your skills as a com-

| COMPANY  THEME

Crystal Dynamics | RPG/Shoot

- | MEGABITS # PLAYERS
# LEVELS DIFFICULTY

: ‘Earthling cruiser is
slow but can maneuver

- quickly. It fires a long-

;. homing nuclear
‘missile. It also has a

ort-range point defense

laser system.

50 EGM 3-D

The Mycon want to
cleanse the universe of all
beings. They use a hom-
ing plasma torpedo that
will weaken the farther it
travels and a crew regen-
eration system.

hips with it




The Androsyn’s ship has two fo
first is a slow but maneuveral
shoots a field of acidic bubbl
ond is a comet-like speed
moves like a Mack truck.
ramming into other ships

tures should be d
Their ship fires a star:
also doubles as a mine.




 a very strange race. Their
ucer shaped and very fast.

for tha main mapon But the
is very similar to the
n the Thraddash ship,
rm.




The Supox ship is very [~
maneuverable. It can fly |
forward, backward and

to either side all while
firing its rapid-fire,
organic-based cannon.

oned with. It can fi
will scramble your

main weapon with a v
r or charge.




When Doom hit the PC
market in 1994, it created
quite a stir. Word spread
quickly about the violent,
first-person perspective
action game with its sinister
themes and dark atmos-
phere. Jaguar owners now
have the privilege of playing
this addictive bloodfest. In
the pages that follow, you
will see the evil that you
face, the weapons you use,
the artifacts that help you
on your journey and a map
of the secret level, the
Military Base. So dim the
lights and get your shotgun
ready, it's time to go meet
your Doom!

MEGABITS # PLAYERS

T

# LEVELS DIFFICULTY

can-
non-fodder creatures should
present you with mild annoy-
ance at worst. Two pistol
shots or one shotgun blast
will rid you of these pests.
Weak, even in groups.
54 EGM 3-D

They’re
ugly,
thorny
ELCE
over
the
place.
The
fire-
balls
they
throw are fairly weak, as is
their scratch. They can be a
problem in groups, however,
as you might find yourself try-
ing to dodge four or five fire-
balls at once!

The
| Lost
Soul
looks
more
fright-
ening
than it
really
" is—
even in
groups they’re not too terrible.
A well-aimed shotgun blast
can rid you of this pest; any-
thing stronger is probably a
waste of ammo.

than his

the bad
guys get to you! Armed with a
shotgun, this fellow fires early
and often. At close range, he
can be a serious threat.
Fortunately, he can’t take it
like he dishes it out.

The
spine-
numb-
ing
screech
ofa
Caco-
demon
spot-
ting its
prey
can indeed be cause for con-
cern, especially if its prey is
you! The lightning balls it
spits are dangerous, and it
can stand plenty of punish-
ment. Watch out!

| Tougher>

Plenty
ugly
and
with
way too
many
teeth,
| this
hellish
| cre-
ation
thinks of nothing but running
and rending. Should you hap-
pen to be its target, keep it at
a distance and plug away with
the weapon of your choice.
The chain saw is good, too.
| j oF Hal RUINIS
basical-
ly your
worst
night-
mare.
| The
Baron
has
more
mus-
cles than Schwarzenegger,
and is twice as rough in hand-
to-hand combat. Avoid his
green fireballs at all costs—
eat a few and your game will
be over very quickly.
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Rocket
~  Launcher
~ packs
a serious
punch.
Don’t
~+ shoot it
at nearby
targets,
though,
oryou'll
- be sorry!

Aaah ...
the all-
- time

king of
weapon-
ry. Just
.+~ pull the
' trigger
. and



The Spiritual Armor increases
your armor by 2 percent at a

time. The most it will raise you
to is 200 percent. Found: fairly’

frequently.

This important artifact is
found only when it’s really
needed. It gives you tempo-
rary invulnerability. Expect
trouble when you find it.

Berserk Packs are a mixed
blessing. While they do
increase your strength enor-
mously, it’ll make you fight
with your fists! Found:

uncommon.

The Backpacks are a god-
send. Not only do they give
you extra ammo for all your
weapons, they double your
ammo capacity (once)!

Found: rare.
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The Soul Sphere is quite a

help. It'll increase your health
100 percent, up to the 200 per-
cent mark. They are generally

hard to find.

The Key Cards allow you to
enter color-coded rooms. Just

match the key to the door

frame, and you’re in! They are

on every level.

The blue armor is the best
available, raising your armor
to 200 percent automatically.
They are relatively rare, and
often signal danger.

- The green armor will increase

your armor to 100 percent if
you are below that. Above 100
percent, it does nothing.
Found: uncommon.

ARMOR | AaMS
273

The Computer Map automati-
cally fills out your map,
including all secret areas! For
this reason, it is very rare.

' The Skull Keyis basically the
“same as the Key Card. Match

it to the door frame of the

“same color, and you may

‘enter.




The “Star S

However, \ ) you step on | 7
middle of the room, a secret door epans,
allowing hordes of demons to attack you.
Shred ‘em!

Holding 4 and B on your controller while
unpausing brings you to this secret level.
The a boxed-in area full
of imps. Just blast the barrels within and
the imps will be destroyed.

Use the barrels in this r to destro
your foes. Exploding thém at the righ
time will save you 0 and

headaches.

e W

Don’t miss the semi-conoealed alcove in

_ this room. It contains a switch that will
raise a wall in another room, allowing you
1o get a crucial Key Card. First, take out
those Imps and Shotgun Guys!

The platform in this room will lower
and present you with an outdoor area.
Imps are poised on towering plat-
~ forms. Nuke ‘em!
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ALIEN vs.
PREDATOR
by Atari

Alien vs. Predator is yet
another addition to the
Wolfenstein and Doom
genre of video games. The
graphics aren’t too shabby,
but | expected the scrolling
to be smoother. The sound
is pretty good; | actually got
the feeling | was in a space
station overrun by xenomor-
phic creatures. Overall, |
found the game to be quite
enjoyable, mainly because
I'm a die-hard Alien and
Predator fan! If you're like
me, try this one out! You
won't regret it!

COMPANY  THEME
MEGABITS # PLAYERS
et i s
# LEVELS DIFFICULTY

Lo ] Medium |

THE ALIEN:

Your objective is to find your
missing queen so the rest of
the species will survive.
Destroy any life forms intent
on harming her. Cocoon all
intruders. The hive must con-
tinue ...

COLONIAL MARINE:

You wake up from your 90-day
cryo-sleep only to find that
your fellow Jarheads have all
been slain. What has hap-
pened? Can you fight your
way out? Pray that you can, or
this will be your last mission!

THE PREDATOR:

This is it ... the hunt of your
life! Your objective is to fight
through the epemy ship and
to bag the biggest prize of all
time: the Alien Queen! Use
your sophisticated weaponry
to wipe out any opposition.

s

SEMPER: Fl, AMIGO!

The Marine's mission is easier at first, mainly becaus
you get'a long-range weapon right from‘the start—th
hoti

gun. However; if you run out of ammo, you're as

good asidead.. The shotgun is only’so powerful (I! s useless agamst 15 charging aliens!)

Z,

The airducts will get you into areas that were previously inaccessible. (One of the airducts will
lead you to the pulse rifle.)-However; don’t for a minute think that you're safe inside them. Aliens

will be found lurking around. corners. ...

There are no open-spacesto run to in here!

Whenever-you'engage the enemy, 'try to-lure'them out into the
open. When you.kill ther,-you won'thave:to walk over their
acidic blaood;Wwhich will-damage you. *-

EGM 3-D

Marines are the only characters in the game who can access the
computer terminals. Once in, you can access an area map and
read any mission briefs.

AL|EN< PREDATOR




se Golgotha,'Use this map if you play/as the Marine~You start

Area One, the Brig. Grab the dead jafhead’s.shotgun;

cause for the dongest time, it's your,only weapon.in between
a One and Two, you éan find the Se€urity Card; Clearance

el 1. It’s located on a dead Maring‘officer. With this card, you
enter new areas not normally accessible by adew-level

unt. Use it to enter Armories and other fun places:

‘ |

"

| ,,‘ | Your original weapon, the shotgun, becoimes obsolete.
8 } g rather"quickly. Luckily, the taxpayers“money cofes to the
| | 2 fescue in the form of some very-high-tech weaponry. All of
the weapons (and body armor)'cansbe-found hidden in the
Armories scattered among-the-different-levels: It's up to
you to find the proper levels(and obtain proper security
clearance) to enter the Armories: *

Your weapons will.run
‘ out ofzammao: Your char-
| SHCRE acter will run out.of

energy. What to do?
Never-fear! To take eare
of your depleted amimo.

|
IR | 3 WHAT MAI(E

LEeEGEND

r BRIG

2: BRIEFING ROOM
: PO AREA ammo and the officers
i AIRLLOCK : _will-give,you pulse rifle
=: BARRACKS 3 ; i TR
&: LIBRARY - :
2: CANTEEN

status, look fora dead
Mariné:(There.are plenty
of them.) Regular grunts
will-give you'shotgun

they’'re gonna use it!)
Medkits take care of

8: KITCHEN Yol wotlis Of
course, the'Medkits:are
S: MEETING ROOM mate diffigE (o ¥inds

. ELEVATORS but when you find'thiem,
you can-usually find i
mote close.y.




‘The alien doesn't'getito use
any fancy weaponry-itonly.

powerful jéwanack; a weak,
, but quick claw stash'and.a " .

Lasckily, to

“The human mtestanon

< is relatively edsy to get

rid 6f. However;your

biggest'threat comes

from the testosterone-
e

<

§

filied Predators. The”
most effective attack
for these guys is two
jaw attacks. Works. hke
a charm

The alien understands »
airducts-... :




The Predator has some very high-tech equipment,ncluding some souped-up Vision goggiés, Novitan turn invisible. While
invisible;you <an also switeh to infrared, ultraviolet or thermal imaging. If' you attackwhie. nvisible, you lose ppints.

ET MORE POINTS T0 GET BE'ITEH WEAPIJNHY'

artiyour hunt with your basic ¢law attachment. This makes the game rather interesting,"because you haveto chooseyour. _

.. for now: The relative weakness“of thisweapon {two hits:to Killia smelly humapi) makes itimpracticaltosattack a roomsfull.of
emies. While invisible, sneak'up'on your target, uncloak (that way you don’t lose points'ar: kmmg withoutthonor) and-slash the
man or alien to, shreds. Then eloak-and stalk your next target. When.you hit 150,000 poeinis..you getithe'more powerful Combi
ck (one hit to killhumans and theialien prey), and at 350,000 voinget the powerfuldongsrange Smart Disk:{By the way,‘depending
,/h|ch weapon you:lise;you; ¢ah get varying points for kilking youriprey.) There is.still'another weapom, your shoulder»mounted-
r blaster kill-'em=dead guf;; but:that baby needs some seribus points

s

ry time you pick up aMedkit or food; youll “First-Aid Kit’
yer-meter goesiup: Now, whenever you nee&isome energy\%
enished, hit button five on the control pad “"; %




SAMURAI |
SHODOWN 2
by SNK

Samurai Shodown 2 for
the Neo*Geo is one of the
best fighters out for any
system. SS2 is a big
improvement over SS. Its L TN
graphics are better than the
last version, there are four
new characters and the

‘ sound effects are incredible.
Al of the characters have
new moves and even hidden
ones. If you are a fan of
fighting games and own a

Neo*Geo or a Neo*Geo CD,

v then this is a definite must-

have. Look over the next
four pages for a sample.

cossee cocense ceveoe i e of the new figh
COMPANY THEME i sister and replac

T T iy eeomatie
i ainly become a
MEGABITS # PLAYERS feran SS fans
202
# LEVELS DIFFICULTY [1f
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man is
back, and | think he gained
more weight. Earthquake now
relies less on brule strength

is back with a
vengeance. His
‘| magic move ren-
ders him invisible
until hit. Hanzo,
also has his g
| cal doll mo
hanges hi
doll-sized on
d of himselfgAlso,
his dra fire
ove is no longer a
arge move.

stage is beautifully done
an amazing painting on the
back wall.




ord
s back with his trust-
= ed companion, Poppy the
(1 ninja dog. They both have
§| new moves that will devastate

e e game is
‘ee new moves: a
yclone slash, a jumping The natugeifover is back with a |
0-handed overhead strike move that ean send projectiles |
d a two-hit bash with his back at t w r

sake jug. Now in his stage, his She
‘ m 1 girlfriend is cheering him on in
B -




C[ITITTETTITTITTT .1

One of my
favorite charac-
ters, Genjuro could be
described @6 Haohmaru’sig
est'rival. He hags@
bo that takes
power b

oldest of all the
fighters, Caffeine Nig
packs quite a pun

his head into the rock until
his power bar is maxxed out.




by SNK

: Fatal Fury is back, and
has some new features that
separate it from its previous
incarnations. First, you have
the ability to sidestep most
attacks, avoiding those
cheap hits. Also, combos
have now been included, in
keeping with the current

rcade trend. Finally, you

;can knock your opponent
clear off the screen!

Five new fighters join five
returning characters in a
battle to be the best. Two

: mysterious Bosses, as well

: as a new scoring system,
round out this hot game!

S

character. His Lightning
Cage Fatal Move rules!

COMPANY THEME

MEGABITS # PLAYERS
# LEVELS DIFFICULTY

1ior12

S £
Yamakazi is the first Boss
you face. He’s E 2 one bad lady! You only
very strong, . ¥ 2 get to face Jin if you
andcan | ST 7 have a very good

punchyou - == 5 - A 3 record throughout the
from across ; = game. Jin has several j
the screen! g 3 5

5% powerful moves, including a
% Phantom Punch and a Rising
Dragon Spin. She is also ver:

quick and will dodge most of ¢




Terry is still one of the most powerful
characters in the game. His Power
Geyser is wicked!

* his Fatal
Move.
It's

s e B
oe’s Golden Heel Blast and
urricane Punch pack quite
wallop.

The Tiger Kick and Slash Kick
spell trouble for his foes!




* his nunchukasfnt ils, All hie od, perhaps hi
most fearful isTHis] of Flrs (lower rlght) 5o Al
Knogie

lng

ot ;
Sokaku has more

4 moves than anybody
Watch for his staff

Sokaku is a Demon
Conjurer with many
magical moves.




She has
a lot of
grabs
and take-
b 5 downs
the Fatal = - 2 " ~ = but no
“ Fury projec-
tiles.

i aaih e bahad gt Ll Ll

el St _ach A

T T ORI~

Bob Wilson relies on kicks X 2 B 2 S Bob’s attacks may seem limit-
to get his point across. He's [ P 3 ed, but he has a lot of power.
got very fast feet! i q ¢ Don’t underestimate him.

:
l
:
f




~—] The Saturn translation retains the attack from above
maneuver that can surprise new comers to the game
as well as be used as an additional hit in combos!

AMDiedboutas |
nt fighting gets.
lls, dragon punch-
sycho crushers that
% lish your oppo-

Virtua Fighter 3
by Sega

ut—with real tour-
r and fighting rings you can get
ust to name a few.

The well-known arcade
game is now available for

C BEEEE

your Sega Saturn and as a
pack-in, too! While I'm utter-

ly sick of fighting games
(and their sequels), VF, as it
stands, is a good freebie.
As translations go, VF is
awesome, with only minor
character break-up that
appears in the Replay
Mode. The action and game
play is just about identical
to that of its big brother
coin-op. The sound effects
and background music are
exact reproductions as well,
with all the moans and
grunts from each character
fully intact.

Push ‘em out of the ring! Draws end in sudden death.

Y —r"N
Pummel your enemy silly.

(4
=

The most energy left wins!

T - b 4
Sel éurcharacter

i sim

2 i
5 Goion
LIFE GAUGE 1o LARGEST 2o LARGEST
MRTCH POINT 3points
TIME LIMIT no LIMIT
ENEMY LEVEL EASY
CONTINVE on

SOUND TEST e gy
VOICE TEST e
MUSIE TEST D

RECORD
PAD CONTROL
EXIT

STUFF YOU
e

COMPANY THEME

L_Sega | Fighting |

MEGABITS # PLAYERS

# LEVELS  DIFFICULTY



Akira is a
balanced
fighter,
having ~
both speed and power in his
arsenal. The martial arts
instructor and master of |
Hakkyokuken, Akira special-
izes in close-range fighting
techniques. Mastering him
is both challenging and
rewarding due to his some- |
what complex moves.

indeed. The
| disciple of
| an ancient Greek form of
| Olympic wrestling, Jeffry

i knocks all your strength
away before you know what
hit you!

Trained in the ways of an
ancient Japanese assassin
martial art called
Yoinryujujitsu, his speed is
blinding and unmatched by
all who oppose him. Use his |
stomp to get behind your
opponent when he/she is on




DL I e A

use. He has
high points in speed, agility
and power to boot. Like his
sister Sarah, Jacky uses the
martial art form of Saikendo,
although he tends to prefer
mauling his opponents with
his fists rather than with his
feet. Try his backfist punch
and roundhouse together for
a devastating combo!

ter of Lau
Chan, Pai
has excel-
lent speed
and agility with her wicked |
four-hit combos. The famous
movie star is also a master of
Enseiken. Pai can really rack |
up the hit on her opponents
before they know what hit
| them! Her throws are nothing
to laugh at either, as they can
leave you on the floor!

Lau has

a strong
following as
| the “cheap-
est” charac-
ter in the game. He is the mas- 9
ter of Koenken, a style that 2 e
can be traced back to the - :
motions of the praying mantis.
Lau is equally as fast as his
daughter Pai, and his foot
l| stomp can hit his enemy on
H| the floor twice before they can
| recover from it!

B




=
Wolf is the
pure pow-
erhouse
of the

group. A

!]Bsg e N — Canadian fighter trained in
= o e the ways of American Pro

Wrestling, Wolf Hawkfield
may not be the most grace-
ful fighter in the world, but
g his work does get results. |
| | Let’s just say if this guy gets |
s a hold of you, you’ll wish
that you had stayed home!

Although
she may
not be as
powerful as |#%
her brother, |
Jacky, Sarah Bryant makes
up for it with her unbeliev-
able speed and killer four-
i | hit combos that can knock
an opponent senseless!
Sarah tends to favor kick
attacks over punches unlike
her brother. Watch out for
her flying knee thrust!

Perhaps
forever
shrouded
in secrecy,
Dural is
one of the toughest end
Bosses you will meet! She
has the combined attacks of |
the rest of the cast and can |
-{ use them at her will! Dural in §
| not as indestructible as she |
seems however, as strategy
and patience will pay off in
the end.

‘ i , % : 7 E EGM 3-D 73



sv[a(n oNAURAL

i Daytona USA
- by AM RGD2
Sega’s Arcade

Wheel! \ Daytona USA is Sega’s

answer to Ridge Racer for
the PSX and Cruising USA
for the Ultra 64. Although
Cruising remains to be
seen, Ridge wins hands
down.

While both Daytona’s
graphics and sound FX are
superb on the Sega Saturn,
the scrolling is very choppy
and it gets to the point
where the background
appears (and sometimes
| disappears) before your i
eyes. None of this detracts | °
| from the game play—it just

makes it pale in comparison .
to its competition. 5

J — g &

~

STUFF YOU
_SHOULD KNOW!

COMPANY THEME
Aliz R&D | _Driting |8

MEGABITS # PLAYERS

FIRCFIDE NUDE
SATURN MODE

HFINKINE
BT

# LEVELS DIFFICULTY
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2= 40/40

The Super Speedway is a good place to test the
strengths and weaknesses of each car and to prac-
fice with both automatic and manual transmissions.

e




The Grand Prix course pits you against 19 other competitors in a five-lap race along the
coast-line. Keep your eyes on the road—you’ll have time to watch the scenery on the replay!




]’he inner
o c\txcourse

 J
The (rafflc becomes intense on this - *
. Your opponents will stop at
to move ahead of you!

Er Y

R 30730
r A

This will test your driving skills to the max as you weave in and
out of traffic, crossing beautiful bridges and running under the
heart of the city. Just watch out for the wildlife!




Ridge Racer
== by Namce

N One of the best racing

| games out, Ridge Racer for

| the PlayStation has a
realistic feeling of what
racing is like. The graphics
are superb, the sound
effects are top-notch and
the cars are almost realistic.
The computer-controlled
cars will almost always out
accelerate, no matter what
the graph says. Cars don’t
crash, they just bounce off
walls and other cars. When
you hit another car or get
hit, your car will always slow
down.

e hL 2% o i) ; ’ 2 ‘

SHOULD KNow! oL ! | 5 e |
COMPANY THEME The FIA Racing car is The RT Ryukyu is the
m ‘m' i your average car. Average best car in the game. It
MEGABITS # PLAYERS ele L. ling, which means
m m B you won't have to slow

- J your no-frills racing

down rounding the cor-
# LEVELS DIFFICULTY | miichine:

ners.
— ——— 7 - o .

caR #2 © il COR #12 R ‘
R1 VELLOW SOLYALOU A ! )| K7 BLUE soLvaLay b

The RT Blue Solvaluu is
almost identical to the
a a P, yellow one. Just switch
and its handling charac- the acceleration with the

teristics are horrendous. maximum speed and
It also has an average top there you go. Fast but
speed. out-classed in corner:
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BEY & RHYTHN SHIFT

Here are the first and sec-
ond tracks. The only differ-
ence between them is that
the second track has a high-
er top speed and one more
lap. These are, of course,
the easiest tracks, but d

~ be fooled—some of the cor-

ners can be tricky, especial-
ly the fifth turn. Try driving
the green and red RT
Ryukyu. You'll be able to
corner at top speed.




e
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These are the third and

fourth tracks. Once again,

the top speed increases from
third to fourth, but on the
fourth track, you only race
against one car instead of 11.
All of the early turns are just |
like tracks one-and two, but
you have another section you
must navigate through. Turn
three is the most difficult of
this section. It starts out as
lazy right that gets much
sharper. Try starting in the

the middle, count to three or
four, then turn hard.

- i

a3

RN
0912 w.2zx8

100 The
07537500
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The fifth and sixth tracks
are run in reverse. So
everything you did for the
first four tracks must be
reversed also. Some of
the turns will become
more difficult while others
will be simpler. The only
difference between the
fifth and sixth track is that
on the sixth you have one
more lap and a higher top
speed.




Toh Shin Ilnn
by Takara

This is one of the hottest
fighters out for Sony’s won-
der machine, the Play-
Station. If you don’t already
know, Toh Shin Den is a
3-D polygon fighter. The
graphics are totally intense
and the music is awesome.
Choose from eight fighters
and two Boss characters,
all with their special
attacks. Also choose
multiple views to fight from.
Of all the fighting games
out, Toh Shin Den is the
only one that gives you the
feeling of fighting in three
dimensions.

There are a lot of secrets in Toh Shin Den. The'pictures on this
page demonstrate one of them. Pause the game, go to the
Option Screen, change to controller type 32, go to camera
action and change it to yourself, then go back up to controller
type. You should have eight more types to choose from. Now
you can move the camera around in every direction.

COMPANY  THEME
MEGABITS # PLAYERS
# LEVELS DIFFICULTY
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She started out as a
dancer whose parents
passed away when she
was a baby. But there are
rumors about her father
still being alive. =

Eiji is an adventurer who
-learned swordplay from
his older brother and his
good friend Kayin. He car-
ries a samurai sword.

The descendant ofa #
French nobleman, Duke
lost to Eiji in a past tour-
nament. Now he fights to
regain his lost honor.

Ellis is very fast, especially
with her twin blades but

i relatively weak. She has a

diving-knife attack. She also
has a dragon punch-type
move and a flash kick-type
move.

Eiji is a fast and strong
warrior. He uses his sword

| like a true master. He has a

fireball attack, a flaming foot
dive and a slide tackle. Even
Eiji’s non-special attacks can
be devastating.

Duke doesn’t have much in

| the way of ranged attacks,
. but does display incredible

dexterity with his two-hand-

| ed sword. Most attacks will

cover sections of his body
and his rush attack will hurt
everyone.

EGM 3-D




Fo Fai portrays himself as
a magician, which hides
the fact that he is an
assassin who has pulled
off thousands of hits.

Eiji’s longtime friend,
Kayin is a Scot born with
Japanese blood. He is.a
bounty hunter who is
searching for the person
who murdered his father.,

This beautiful Russian
was once a top KGB agent
who had her memory
erased. Now she is on a
quest to find out about
her past.

84 ECM 3-D

Most of Fo Fai’s attacks
come in the form of a bluish
sphere of energy that does
more hits and damage the
closer you are to your oppo-
nent. Fo’s claws also are
very dangerous in close
combat.

Kayin’s attacks are similar to
Eiji’s. He has a fireball and a
rising uppercut just like Eiji.
His best move is the flaming
|| split kick that he unleashes
from long range. Some say
that Kayin is a master
swordsman.

Sophia is deadly with her
whip. She also has a fireball-
type move, a multiple hit
whip lash and a ballerina-
type spinning attack. She is

S -l very fast and relatively pow-

erful, with her whip doing
multiple hits.




A descendant of a ninja
clan that conducted
assassinations for many
hundreds of years, Mondo
fights for a mysterious
client. 50

After his discovery of a
precious urahium deposit,
Run-Go has been forced
to fight to obtain the
release of his kidnapped
wife and kids. =

Gaia is the first Boss that
you will have the pleasure
of fighting. With a secret
code, you can also play as
him, but I'm not going to
tell it to you. .

Range is no problem for this
Killer. His spear gives you
the range to hit someone

| halfway across the screen.

Many of his moves consist
of spinning attacks in the air,
but he also has some multi-
ple-hit spear combos.

Run-Go carries a granite
club that he can move with
surprising speed. Most of his

moves involve him slamming
his club into the ground to
knock down his opponent.
He also has a rising shoulder
tackle.

W
.

il

| tacles on his back give him

Gaia’s moves are devastat-
ing. He has multiple fireball-

type moves that will take you
down for the count. The ten-

incredible range, and his
sword is almost as large as
he is.




KILLER
INSTINCT
by RARE

Killer Instinct was a
tremendous smash in the
~ arcade and has recently

- been announced for release
into the home system world.
The great features of the
arcade version, like the
Humiliations and No Mercies
keep the players coming
back for more. The
announcer has also kept the

~ people coming with his
renowned King Combo and
the much-anticipated Ultra
Combo! The game is defi-
nitely a record breaker! S

Is it the specialties that made

this game the arcade smash

that it is? Specials like stage

and music select

helped, but the Ultra col b
‘COMPANY  THEME | Padtotopit °': B I'IUH".IA'"QN.

L_Rare__|_Fighting |
MEGABITS # PLAYERS
1 w— o T -

# LEVELS DIFFICULTY
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NAME:  FULGORE (5~
HEIGHT:  6' 5" 8

WEIGHT: 560 LBS.

HGE: 1

A PROTOTYPE CYBERNETIC,@‘
SOLDIER DEVELOPED BY o ‘
ULTRATECH; ENTERED INTO-~ - po e iy
THE CONTEST AS A FINAL TEST & g
OF ITS CAPABILITIES BEFORE
' MASS PRODUCTION CAN BEGIN.

i .

H: CB, F + ANY LOW
ATTACK

ATTACK
C: F, D, DF, F + ANY HIGH
ATTACK

86 EGM 3-D



NAME:  ORCHID

HEIGHT: 5" 6" -8

WEIGHT: 125 LBS. !

AGE: 23 2
A SECRET AGENT SENT TO
INVESTIGATE THE MYSTERIOUS DIS-
APPEARANCES THAT SURROUND .
THE ULTRATECH CONTEST. HER
TRUE IDENTITY AND ABILITIES

ARE SHROUDED IN SECRECY. ’

H: CB, F + ANY HIGH
ATTACK

B: CB, F + HNY LOW
ATTACK

| €: D, DF, F + ANY HIGH

NAME: GO
HEIGHT: 5" 6"
WEIGHT: 190 LBS.

HGE: 21

A TIBETAN WARRIOR MONK WHO
CALLS ON THE POWER OF THE
TIGER TO DISCOVER HIS DESTINY.

OVERSEEN BY THE TIGER SPIRIT, -
JAGO MUST ENTER THE CONTEST &

AND DESTROY THE EVIL WITHIN.

)

¥

'S

/‘l

| H: D, DF, F + ANY HIGH

€ ATTACK
3 B: F, D, DF, F + ANY HIGH |
X ! ATTACK
' : F, DF, D, DB + ANY LOW
%]
ol

NAME: GLACIUS
HEIGHT: 6" 3"
WEIGHT: 300 LBS. ©.
HGE: UNKNOWN

AN ALIEN BEING FROM A DISTANT (%

PLANET. CRASH LANDING ON EARTH,
HE WAS CAPTURED BY ULTRATECH.
HOPING TO PROVE THE ALIENS INFE-
RIOR, THEY FORCE GLACIUS TO
FIGHT FOR HIS LIFE.

H: D, DF, F + ANY HIGH
ATTACK
B: D, DF, F + ANY LOW
ATTACK
C: CB, F + ANY HIGH
ATTACK

4 | ‘

il T R i
UPPERCUT
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NAME:  CHIEF THUNDER®™® & e

A ,
HEIGHT: ' 2" % e —~- t,J
WEIGHT: 280 LBS. 9\\ A \\_.¥¥r\}\
HGE: n2 '; \ @ FLYING MOHAWK PHOENIX THROW
MYSTICAL DEFENDER OF NATIVE - ‘ - 1: D, DB, B + ANY HIGH
AMERICANS, THUNDER ENTERS THE/ ,:a = HTTHCR
CONTEST IN ORDER TO UNCOVER* | Lol B: D, DF, F + ANY LOW
THE MYSTERY SURROUNDING HIS vt ATTACK
BROTHER’S DISAPPEARANCE IN THE 108 A €: CB, F + ANY HIGH
PREVIOUS YEAR'S TOURNAMENT. ML L R RN nTTACK

“oe - ;PIHHING TOMAHAWK
NAME: CINDER r
HEIGHT: 6' 2" @Ey
WEIGHT: 195 LBS. Jf’ A
I'GE: g, % &5% FLAMING TORPEDO FLIP KICK
A CONVICT EXPERIMENTED ON BY ” = H: B, F + ANY HIGH
ULTRATECH. A FAILED CHEMICAL A aTTACK
WEAPON TEST MUTATED HIS BODY B: F, D, OF, F + ANY LOW
TURNING HIM INTO LIVING FLAME. {w’ ATTACK
PROMISED FREEDOM IF HE DEFEATS L% GEF+ANYHIGH
GLACIUS, HE ENTERS THE FRAY. - ATTACK
Ne FLAME STREAM

NAME:  pipTOR | e B
HEIGHT: 7' 0" / 2, i < 4
WEIGHT: 700 LBS. = "§ ¢ . ™%
HGE: n '-“ : FIREBAI.: ‘ SHOULDER CHARGE

A PRODUCT OF ULTRATECH’S! o
g B

DNA MANIPULATION PROJECT. BY,
MIXING HUMAN AND REPTILIAN .

GENES, THEY HOPE TO CROSS ji"

INTELLIGENCE AND FEROCITY IN A
LETHAL FIGHTING MACHINE.

88 EGM 3-D
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H: D, DB, B + ANY HIGH
ATTACK
B: CB, F + ANY HIGH
HATTHCK
C¢: CB, F + ANY LOW
HATTACK

O
:

A X
5
+ /' LEAPING KICK



RIIMILIATFIORT
5\\ i

P . AVBSOMEJICTORS

l# " PERFECT
NAME: 7). ComR0 1~ qﬁv, T i
. _" ‘. '/.: -,,‘ 8 - i »..r g =
R - TPy d I
WEIGHT: 220 LBS. o 5 r ;17 2 } .

;. e o
nGE: 25 ! ! *HARGE PUNCH SPINNING BACKFIST
THE UNDISPUTED HEAVYWEIGHT ‘\ H: €, F + FIERCE HIGH
CHAMPION FOR FIVE YEARS; : g ATTACK
STRIPPED OF HIS TITLE WHEN FOUND 2 g~ ®  B:CB.F o OUICK OR
USING CYBERNETICALLY ENHANCED =2 ‘ ,‘ EYELHI VIGHINUE
ARMS. NOW BROKE, HE ENTERS THE — :;;::-:l; ﬂ;‘; ::
CONTEST FOR THE LOVE OF MONEY. T
NAME: SPINAL o 3& TS
HEIGHT:  5' 5 et %3*‘@*‘

; o~
WEIGHT: 110 LBS. ~ e
'\‘j o Ko @ & -«

HGE: 2650 :/“\SWORD SLASH SHIELD CHARGE

AN UNPRECEDENTED DISCOVERY IN H: CB, F + ANY HIGH
CELL REGENERATION, ULTRATECH

&
/ ' ,"2 "g ATTACK
HAS RE-CREATED AN ANCIENT WAR- - : B: F, F + ANY HIGH
RIOR FROM THE PAST. HAVING NO ; 1 HTTHCH
MEMORY AND LACKING PURPOSE, / 2 (T +e (n(m;n ’;l)mu
- ATTACK (HOL
HE A OaNn! E55. Aksom:ﬂou SHIELD
NAME:  SHRREWULF ‘\. 0 B
HEIGHT: 5' 11" ,’ A | = - g .
WEIGHT: B0O LBS. } !
HGE: ns (¢ V§ 4 \Fpmumc CLAW  FLAMING BAT
AFFLICTED WITH THE DIS- “ £ TN V) : ' n: CB, F + ANY HIGH
EASE LYCANTHROPY. SPEND- ¥ D | ( s nTTmeR
ING MOST OF HIS LIFE AS A ~ 4‘, L} B 2: D, DB, B + ANV HIGH
~ RECLUSE, SABREWULF ENTERS THE - ¢ d ATTHCK
TOURNAMENT ON THE PROMISE OF avicdl - 4 | €GB, F+ MEDIUM LOW
A CURE IF VICTORIOUS. X, M 7 ATTACK
WY % CLAW UPPERCUT
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s = Sk hmmmm 39
‘nuBA' 3 o Thi de all \S ke to b layable ch: te
is code allows Smoke to be a playable character.
hy ulnw" 5 It can be done once on the screel:) tzat asks for the
o | Ultimate Kombat Code. The first set of numbers cor-
The wait is over. After a b=’ responds to player one’s buttons and the second set
lot of anticipation and spec- 3 to player two. Therefore, PLAYER 1-10902 (HP-1, =
ulation, Mortal Kombat 3 - BLK-9, HK-2) and PLAYER 2-22234 (HP-2, LP-2, LK-2,
has finally hit arcades. w HK-4, LK-3).
Some of the characters | 0

you’ve come to know and p—
love from the first two ver- {
sions of this mega-hit series
didn’t make the jump to the
third installment.

There’s more speed,
more action, more graphics,
more characters, more
sound, more everything!

Fighting game fanatics,
we present nirvana-in-a-
box: Mortal Kombat 3!

d oid bt
Eﬁgmmbeagam'

GOMPANY TH EME

MEGABITS # PLAYERS
# LEVELS DIFFICULTY

EVEN MEANER ...
If you thought Goro or
Kintaro were bad, think
again! Motaro rips into the
fray with some seriously
mean maneuvers. A cen-
taur takes no prisoners as
Shao Khan’s bodyguard.

90 EGCM 3-D



Gotcha Grab: F, F, LP
aker: BLK (in air)
DX R XX

° eeoe

~ FINISHING MO
Grow and Stomp: (|
T2 Arm Slice: (clos
Frlendshlp LI R

ECM 3-D



iﬁ o
2 Stage it BLK, BLK, HK
u Wans: 18 ;00

CYRAX WiKS

ay to fin
s . T‘Y
@ )

oo o og

: Hatchet Uppercut: D, F, HP

ol
Babality: F, B,
Stage “pit”: R,
el

EGM 3-D



% Anil

Babality: D, D, D, HK
Stage “pit’. B, BLK, BLK, LK

Fﬂmwh' thiseit.thatwaylth o'vwhere) LK.

® 0.0 GOERS-* QO @O © 000000000000

Top Spin: B F ALK Ground Saw: B, B, B, R
3 HP

Babality: R R, LK
Stage “pit”: BLK BLK, HK

EGM 3-



®9®OOOOOOPOOVOOOE
High Grenade: D, B, HP :

Friendship:
Animality:
Babality: D, F,
Stage * plt’

ate at fatalif
It's t

Lo v © GRURE “©
Baton Trip: F, B, LP o

t s: F, F, HK

ee'e o




¢ P )‘Knife Throw: D, B, HP
= ¢ ® Knife Uppercidi hake: D, F, LP
‘\ﬂ jo ® .pg ® ) @,

J ecocoe
£ (FINISHING

e Red Eye: (s
LV' Friendship:
]  Animality:

: (cl
ity

er i Withehi st. ee now
il lan puff! oke, Kai terates f: ppone
K, )
© 0.0 egogpu-o g o e cocooe
) Fireball: F, F, LP » Fly: B, B, F, H
p Firebalisfimeai F, E K
° °'e

@
K
P
[ ]




Fﬂ’fﬂ T

L BN BN BN BN BN BN BN BN BN BN BN BN BN BN J
i One Flreball B B, HP % ThreeFlrebaIIs BiBVE R EP
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Virtual Boy
by Nintendeo

Welcome to the world of
virtual reality brought to you
by those inventive people at
Nintendo. The Virtual Boy
promises to be unlike any

| video game system on the
market. The VB gives you a

totally unique 3-D gaming
experience through the use
of dual mirror-scan, high-
resolution, LED displays.
Although it is only a two-
color system, bright red and
a deep black, you will be
impressed by how 3-D it
really looks. The audio is
stereo sound with self-con-
tained dual speakers. The

controller is a double grip

with two key buttons. It runs
off a 32-Bit RISC processor
running at 20 mHz and

l uses ROM-based software. ©

= 52

N

|2

PUSH START BUTTON

action/adventure that
was designed in the typical Mario fashion. It will feature
all of the familiar characters from the previous games.

.. | The VB gives you a real three-dimensional
_| feeling. Mario Clash is a one-player

LRDY VIRTUALBOY-VIRTUALBOY-Y

Another Mario game is going to be
released for the Virtual Boy.

Ll




VIRTUALBOY VIRTUALBOY VIRTUALE

ST’D‘GE \,",.h‘,"e{ ‘M uu.aaz,unu -0
SEEECT ; S J e, T

a
N

1 \"%
£ I % 7oA LOCKON
f

feature five
different
pinball
tables and
multiple hid-
den bumpers.
| You can also
pu:k up Mario’s
7] Dream Tennis.
It's a one-player
sports game that
will feature a
familiar cast of
like
Mario, Yoshi and

| Donkey Kong Jr.
You will get a
unique 3-D play-
ing perspective.
Characters move
forward, back-
ward, left and
right to serve, vol-
ley, lob and rally.

UALBOY VIRTUALBOY VIRTUALBDY. V




“"susscmss TO ECM

AND RECEIIIE 12 INCREDIBLE ISSUES & O-LETTER' v

Each big full-color issue of EGM is
‘_; OF NG HOVE L ! packed Wif.h In-Your-Face information
i VERSIONS B> . and exclusive coverage of the hottest

- i ‘ ;

= . video game action you can find,\ 4 ki‘f
'I'RONIC v

"i"i EL Ec ' " . EGM is the only mag loaded with

GUPETE G A . special pull-out strategy guides, Killer
e

HRST SEREENS

- maps, and super secrets that will send
\ _ your scores soaring!

You'll find all this and more only in the f’

FIRST PIX OF
NINTEND!I S
ULTRA- 54' y

INSI E EG

EQM.. | &
comxzoNE + VECTORMAN

LA - X ¢ DE!
P'I:IAMC:I. AGE + DI (OUIgRV 2
CASPER * KILLER |N5!é?vl
NINJA GAIDEN TRILO
BUG*  EARTHBOUND"

Wi, S, S
OME A VIDEO GE : mewg:eeog

ever for}v’sww_
und-in wij

r—; L]
! ‘ 0 p 0 p e ol ap 0 GM!
1 do 0 0.Bo d Oak, IA 0
Add “ SSip—Q ttermann-at no
O adlditional charge! As a

subscriber yol/ll have access
to ikformation so provocativéit

Sl i canif even get ibﬁo EGM! Only
A Qualfermann camdeliver this
dlni kind ©f info. Don't miss out!
UE-LIKEAPRO!—
SUBSCRIBE TO EGM'

1y s i P A Cory M= Al lghta ResarvediigM nd Elscronic
aming demrks. ing Gro




