SUPER NES » QENESIS SEGACD SATUF&N"\?NEO GEO‘JAGUAR SUO PLAYSTATION » PCFX%

DIEHARD

NEXT
VOLUME 3 * ISSUE 3

MUB L NUMBAL

e, 32)(

KNUGKLES
GHAUTIX

. PLAYSTATION

.95 US © §5.95 CANADA  /

(T




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

THE ULTIMATE POWER PLAY.

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

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

Game Gear= fealures
moy vory fom Genesis™. * Geyggom
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Reggie Miller will be raining 8'st  Robinson takes his slams to a new level! Rookie sensation Grant Hill

explodes to the hole!

RISE ABOVE THE REST!

Real NBA stars including Patrick Ewing, Hakeem Olajuwon, Tim Hardaway, Jason Kidd,
Shawn Kemp and Larry Johnson take fight with our “All-New Fast Breaking View.” Choose
from 27 NBA Teams, fo battle through League, Playoffs and the NBA Finals. Trade players
to build a dynasty, then immertalize the glory with your own personalized cart! Create
your own players, put yourself in the game, and see how you measure up fo NBA stars
or play with 30 Hall of Famers. Large Battery tracks sfats in 19 different categories.

Marv Albert calls all the action. NBA Action ‘95 starring David Robinson is fan-fastic!
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Wow, it's been non-stop mayhem since we returned
from the Winter CES. We had only 13 days to put this
issue together, so there wasn't much sleeping at
GameFan this month. On top of that, product is slow in
coming as many companies make ready their plans
for the upcoming 64-hit system roll-outs. While mak-
ing the rounds at the CES, | was quite surprised by the
amount of developers who have already taken the 64-
hit plunge. After talking with many a frustrated devel-
oper, | can understand why. One of the main attrac-
tions to the Playstation and Saturn is the CD format
itself. Being able to go from development system to
finished product in just two weeks, rather than the
90-+days required for car, really helps the publisher
place an accurate order. If you've got orders for
_ 50,000 pieces, you can press exactly that amount,
_ thus avoiding costly inventory. Since re-orders are
swiit in coming, if a game sells through, the publisher
can act quickly and get more on the shelves hefore
the game dies. LE. they can run lean and mean.

This explains why so many predominantly console

’ oriented companies have PC CD Rom fitles in devel-

opment. Why start now on a 16-hit product that
wouldn’t make it out until early ‘96 and land in a
potentially depreciated 16-bit market, when you can
develop a PC product, with little to no risk, and then,
when the new systems hit, simply port it quickly to
either the Saturn or Playstation. Although these PG
ports won't tax the new platforms at all, at least there
will be some games to play early on.

As soon as the Saturn and Playstation hit, develop-
ers will begin to develop frue next generation games.
Games that only the next generation consoles can
handle, like Toh shin den and Clockwork Knight. You
will never see games like these on PC, and they are
first generation. Which leads me to my next point.
Many people have asked me why GameFan has never
covered PC games, here’s why;

I think that Tom Kalinske summed it up nicely dur-
ing a recent press conference when he stated that
PCs are still too complex for the enthusiast gamer.
Until it's as simple as “plug n’ play,” the PC game
market will remain rather small in the scope of
things. Tom also stated that Sega’s top engineers can
still not get Sonic 1 to run on a Pentium... Sonic 1!,
look at Clockwork Knight, or Shinobi on the Saturm,

blissful platformers such as these will never see the
light of day on PC. And Daytona, or Ridge Racer, forget
it.

Also, in order to play the very best games out there,
you're looking at a sizable investment ($3000+). Why
would anyone, who wants to play video games, spend
six times as much money for a heavy, non-portable,
and inferior machine? If you happen to have a beefed
up PC in the house, or you purchase one for business
reasons, | can see playing games during down time,
but the true video game player who demands the best
that gaming has to offer, will find his home on one of
the big threes’ new platforms. That is why | have cho-
sen not to cover this genre. Also, if you are going to
cover a genre, | believe you have to cover the whole
spectrum, and when it comes to PC that means
“interactive multimedia”, “edutainment” and other
hyper horing types of software... nuff said.

And finally, | would like to address some mail that
| have received recently regarding Viewpoint. Many
of you are wondering how our system works since
the overall scores do not match the cumulative num-
hers. We use the breakdowns; graphics, control, play
mechanics, originality, and sound, so that you can
see where a game’s sirengths and weaknesses lie.
The overall score, however, reflects how the review-
er felt personally about the game. For instance, the
numbers could add up fo 90, but the overall score
could be lower. If a game is outstanding in every
category, but the reviewer simply did not like the
overall feel or character in it, for example, that is
reflected in his overall score. That way it's kind of
like two reviews in one. Simply adding up the num-
bers takes the personality out of the review. Since
everyone is different, being able to go by either the
hreakdown or the personal opinion allows you a
broader outlook. Also, within the issue you'll find an
in depth review, not the hack of the hox, on every
game in Viewpoint. That review is written by some-
one who likes that category. We take our editorial
very seriously here at GF, and as you know, we listen
when our readers talk.

And finally, | would like to send my condolences to all
of those affected by the recent tragedy in Kobe. | was
there a year ago, and | know how shocking a jolt that
size can be. | wish you the hest of luck in your recovery.
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GAMESMASTER’S
LEGACY”
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rint
it of dly surprises for Rogue -
and hidden power-ups as wel!

Gamb:f 's staff allows him to fight at
any distance. Play your cards carefully,
especally with Fabian Cortez in fown.

X-MEN°: CLONE WARS
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Whether the FDA approves or not, your eating habits are
about to change. Meet (JIGA " your tongue- snarmmtg,
SmMart-ass alter ego. With this § ecko’s gravity
defying grip ana thrashing tail, you'll prowl
a twisted world of TV- villains and B-movie
scoundrels, hurling W’lC ed one —111’161‘*&3
and fireballs. It's one brain-frying, TV-land trip,
where dining out means CTUNICLYY dragonflies, juicy
grasshoppers, tasty fleas and caterpillars.
Not exactly the colonel's snack'n pak, but
lin smac kin’ good, just the same. Without these
V nuggets o'bug %u b to munch for power,
you're J.O&d ill, vevy. Oh, you'll DUST a few
of Miss Mammers' rules in
this 3»2 bit battle. But hey,
only WilSsies

worry about good taste,

right?

3D gecko action, 450 frames of GEX animation,
hand-rendered backgrounds and CD-qualiry
sound boost realism to eye-popping proportions.

Each world inspired by cither Kung Foo, Shmuck
Rogers, that Indiana dude, Boris Carloff, and
Rojer Rabbit. (Legal weasels reuire we be vague)

Call 1-900-737-4767 sse/nin. 18 or older touch-tone thone only to hear CRNrSTDAL
Dana Gould's hilarious GEX routines. Yeah, it'll cost you a little, but you'll cough up a lung
as he sends you reeling with side-sclitting laughter like only a guy who OD'd on 70's TV can. DYNAM.CS“

Crystal Dynamics and GEX are trademarks of Crystal Dynamics Inc. 3DO, the 3DO logos and Interactive Multiplayer are trademarks of The 3DO Company. ©1994 Crystal Dynamics Inc. All rights reserved.
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UNLEASH JOHNNY CAGE'S™
SHADOW KICK!

ALL THE ACTION OF THE
ARCADE SMASH!

SHANG TSUNG WINS

rn»zuasm
ﬁ

FLAMING SKULLS SCREAW
PAST YOU IN STERED!

MORTAL KOMBAT™

Rip into the real arcade action that 32 megs of high-speed, 32 bit ‘
processing can deliver! Trade-up to faster game play, realistic character g
animation, state-of-the-art graphics and the bone-crunching music and .
sound f/x of the arcade smash—from “Finish Him" to “Flawless Victory.”
You might have played it before but... Nothing, NOTHING can prepare you !
for MKII on 32X!

N

NG

MORTAL KOMBAL

NOW ON

al((lalm

anerlc\nmen’ inc
i , nc.

MIDWAY

MORTAL
®8© 1994 Acclaim Entertaiiment, Inc. Al rights reserved.

Sega & 32X aro trademarks of Sega Enterprises, LId.
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Nothing's worse than a mean dose of Vertigo
—except maybe a crushed kidney. 'Cause in
Off-world Interceptor™,

Crystal Dynamic's™ vicious 4x4 off-road
kill-fest, .r;rabbin.rg air is just another
perk. (Check out the extreme, 32-bit
texture mapped, DULT~DOXIE smashing
terrain!) As a bounty hunter, your job's
to scrape up the bcabb that

society's picked off and flicked your way.
Crush'em veneath ten tons of

‘ screaming steel, cremate 'em with
Whatever it takes—

blazing napalm cannons.
cause given half a chance, they'll be

thrilled to deep-fjfy your customized
Monster Stomper into a CI1SDY mess you wouldn't
serve in Hell's Kitchen. one 1ast thing —

buckle up. Because coming down's a 1t

':‘-.ny closer Dog Breath, and I can
braid those nostril hairs. Get this

man some clippers and a mint.

On the way up, you gotta whup a couple’a fough mo'fo’s.
This game's no exception. They're colled Bosses. But don't
bother ass-kissing ‘cause you'lllose more than your face.

Ditch the KC lights, cause this aint no sausage-on-a-stick
stadium show. Beef up your 4x4 with trick engines, air
‘grabbing jump jets and carcass-carving pulse lasers.

Exorcise oll that repressed juvenile behavior with our
heod-o-heod, “waste-yer-buddy” 2 player mode. Freud'd
be emborrassed. But Genghis Khon would totally approve.

Sick of pointless full-motion video? Well, bite us, we're doin’ it anyway.
We've dropped in some smart-assed punks sitfin’ up front talking smack.

CysolDynamics ond Off-vor nerceplorar rodomarks o Crystl Dynmis
(hls) K. 300, h 300 logsand nterciv
300 Company. ©1994 Cysol ynomics (Aniles) K1 All rightsreservd.

Por Infocmetion o8 this peoduct'y
please call 1-800-771-3772

CRS1ZAL
DYNAMICS
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1. Donkey Kong Count r
2. Final Fantasy 11l (SNES)
3. Mortal Kombat 11 (SNES).
4. Doom (Jaguar)
5
6
¥

7

. Earthworm Jim (Genesis)
. Super SF 2 Turbo (3D0)
. Sonic & Knuckles (Genesis)

Ultra Vorteu aguar)

. i ~ ‘,
8. Super SF 2 (SNES) T : , Rage (43 guar)
9. Super Metroid (SNES)
.~ 10.Road Rash (3D0)

GENESIS. or GAME GEAR

]
o
-
-
<
=
Y
[-J
Y
K

v lGenes,s,

o'\ es Keaton of Evanst%
h" * Jeff Jensen of Hawarden, IA™-.

iphia, PA »

Q Jay Turner of Philad

All you have to do to enter the drawing is write down a list of your top 10 favorite games and the 10 games you want the most that aren't out yet, on a piece of paper or a postcard then send ther to:
GAME

FAN TOP TEN 5137 Clareton Dr., Suite 210 Agoura Hills,CA 91301
Drawing is limited to One (1) entry per person per month. Hope to hear from you soon.
Drawings will be held on the 21st of each month. The three (3) winners will be notified by mail and listed on this page.



THE ODDS ARE AGAINST YOU.
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LEAPING LIZARDS! SPIDEY'S FLAME ON! THE HUMAN TORCH™ SPIDEY GETS THE FEATURING THE FANTASTIC FOUR™
CLEANING UP THE SEWER. HEATS UP THE BEETLE™! “JUMP KICK” ON VENOM ™
o A
%“ - ’ﬁ‘ es 3:’ /,5 i
)’%_ < ":\\ .‘2 I

Wﬂ'!#a‘ %*
BOFURRY ‘

ssed with permission. © 1094

of Nintendo of America, Inc.
egistered trademark of Acclaim

enferfainment inc



BATTLEMORPH™ This much-anticipated
3-D sequel to Cybermorph has a killer
new twist. You can seek out new
worlds underwater and underground.
Available 1st quarter.

BRETT HuLL HockeY™ With awesome
digitized graphics and a realtime 3-D
rink, you'll feel every slapshot, save
and humiliating slam into the boards.
Available 2nd quarter.

DRAGON'S LAIR® Dirk’s back,
only this time he'll be fighting
dragons in your home. It'll
take the Jaguar's raw 64-bit
power to the max. Available
1st quarter.

HIGHLANDER™ Based on the hit movies
and TV series, Highlander will take
your swordsmanship to the 64-bit
level. Available 1st quarter.

B/ oGP s ap
A, 1®° D
ROBINSON'S REQUIEM™ Imprisoned
on an alien planet, you either
escape or die. You'll cover 3 miles
of 3-D terrain as you fight off star-
vation, predators and insanity.
Available 2nd quarter.

CREATURE SHOCK™  You're on a mission to find
the remains of a lost ship on the near-dead
BLUE LIGHTNING™  You're in an F-18 battling Planet Earth. 3-D graphics and eerie special
arenegade general. Can you handle precision effects add to the chills. Available 2nd quarter.
flying and stomach-wrenching dogfights or do
you need your mother? Available 1st quarter.

Game tips and hints: 1-900-73-ATARL. 95¢ per minute. ff you are under 18, be sure to get a parent’s permission before calling. A touch-tone telephone is requited. USA only. Atari Jaguar infofnation
s avalable i the Atari Gaming Forum on CompuServe. Type GO JAGUAR to access this area 24 hours a day. Alari Jaguar information is avaiiable in the Atari Roundtable Forum on GEnie. Type
JAGUAR to atcess this area 24 hours a day. ATARI, the Atari logo, Jaguar, the Jaguar logo, Jaguar CD, VLM, Virtual Light Machine, Battlemorph are trademmarks or registered trademarks of Atari Corporation.
1994, Atari Corporation, Sunnyvale, CA 94089-1302. Made in the U.S. of domest i right ved. Al other radermark their respective owners. “Dragon’s




How can we possibly make the 64-bit Jaguar more powerful? Attach an Atari

double-speed CD player. It’s a lot like attaching an atom bomb to an F-14. We're
talking explosive power that no other CD-ROM combination can match. Just

piggyback this 790-meg monster onto your Jaguar and watch your TV come alive m

with insane true color, movie-like images and CD-quality stereo sound.

[

DemoLITIoN MAN™ Get ready for

- )
E- — N . an interactive adventure with live
e/ % m 0% action footage of Stallone and
15 D |

VIRTUAL LIGHT MACHINE™
Watch the beats of your
CD's come to life in a pul-
sating collage of 65,000
mind-blowing colors. Or
create your own cosmic
light show at the touch of

a button.

Snipes. Now your sappy dreams
of movie stardom can be a reality.
Available 1st quarter.

If our Interactive CD games don’t rearrange your brain cells, the
built-in Virtual Light Machine will. Throw on your favorite CD, and

% watch the music morph, contort, and pulsate in a psychedelic light
show your ex-hippie parents may even appreciate. So check out the new CD play-
er for the Jaguar. It'll crank the torque up to nuclear proportions.

DO+THE
- IMATH

L0

MULTIMEDIA PLAYER

- -/




\ Land Where Cheaters Prosper.

KILLER INSTINCT - AFICADE
SPEED-UP CODE!

Begin a 2-player game. during the FMV
intro before the match, have both players
press Right and all Punch buttons.
Prepare for some TRUE hyper fighting!
Dan Granett, Shin New Ground.

Begin a 1-player game as Spinal, and be sure to
have two credits in the machine. Get to Eyedol
and absorb four of his special moves. Now per-
form Spinal's Morph move while doing a combo
on the computer Eyedol. Spinal will morph into
Eyedol for a split second. While Spinal is mor-
phed into Eyedol, press the 2P Start button. (You
~ have to be very fast!) Now you can use Eyedol!
Erik Bianchi, Los Angeles, CA.

DEMON’S CREST - SNES
ULTIMATE GARGOYLE-

PASSWORD!

This password allows you to

transform into the Ultimate

Gargoyle, who has the
trengths of all the other

argoyles.
s QFFF  KNRR
DDLR  XGTQ

J. Bart, Tuscon, AZ, Jason Kopp,
Troy, MD & Willie Malibiran, San

UNIRACERS - SNES
ANTI-SEGA PROP.

AGANDA
Enter your name as “SEGA” or
“SONIC” and you'll get to read
some anti-Sega propaganda.
Nate Sestrich, Johnstown, PA.

B OPTIONSEY
< fLR—= 1

CHECKERED FLAG - JAGUAR
T-TIME DRIVING-

= e E‘me‘r the Option Screen and

.,‘m: T — highlight Weather. Press 8, 4, 7,
3 on the keypad.

Christopher G. Morin, Chicopee,

MA.

IRON SOLDIER - JAGUAR

ULTRA-CHEAT CODE!

At the Option Screen, enter 37668242 on the keypad. The screen will

flash if the code was entered correctly. Now you can select your

stage and get all the weapons!

James Wright, Memphis, TN.

INSANE MODE!

At the Option Screen, enter 6824 on the
keypad. The screen will flash if the code
was entered correctly. You'll now take
much more damage than usual.

Jon Lenaway, New Baltimore, MI.

JOHN MADDEN NFL FOORBALL ‘95 - GENESIS

PLAY AS THE NORTH CAROLINA PANTHERS AND JACK-
SONVILLE JAGUARS!

At the Setup Screen, press “B, A, C, A, C.” You'll hear Madden yell
“POW!” The two new teams will appear after the All-Madden Team in
Team Select.

James R. Geiger, Shelisburg, IA & Adam Spero, So. Euclid, OH.

16

WAY OF THE WARRIOR - 3D0
~MORE SECRET STAGES-

Enter the follwing codes in the
Name Entry screen:

A new way to fight - TUGAWAR,
APRIL 16, 1964

81980

JANUARY 1, 1901
Mike Brennan, Wilkes-Barre, PA.

us First Pricef
The winner will
> receive a free
console of his or her
That’s '
game console; 3DO,
Jaguar, Sega CD,
e Genesis, CDX, SNES,
Second prize will or Neo Geo.
win a free GameFan
fﬁb‘,m.u;"d " -
choice a Third prize
one year subscrip- ..,.._:..
tion to GameFan. Fan T Shirt, and
a one year sub-

You want a bigger Hocus Pocus? We want a bigger Hocus Pocus.
Announcing the biggest Tricks & Tips contest ever; The Super
Hocus Pocus Giveaway: Send in your codes, good bad or ugly.
We will choose one grand prize winner each month.
(Current subscribers will receive a one year extension.)
Codes cannot come from a previously published US
magazine. Winners will be drawn each month and
displayed here in Hocus Pocus, a place
where cheaters can prosper now like
never before.

Prize: James R.
Gelger Shellsbulg, IA
Nate

Sestrich, Johnstown, PA.
James Wright,
Memphis, TN.

SEND YOUR CARDS
AND LETTERS TO:
Hocus Pocus
5137 Clareton Dr. Suite 210
Agoura Hills Ca. 91301

WOTW’ Turbo - SPEED, AUGUST
Gulab Jamun’s BG - TAJ MAHAL,



Three Characters.
Two Outlaws.
One Serious Mess.

Action/Role-Playing!
CD Animation!

THIS OFFICIAL SEAL 1S YOUR AS

SURANCE THAT THIS PRODUCT

MEETS THE HIGHEST o
GA

KIE
THISSEAL TOBES SURETIALTHEY

A \\\\1”\\\\1\\\\\1”” SEC AGES 3 0”}“(&?/0 b 77/w

SEGAANDSEGA CDARE TRADEMARKS OF SEG A ENTERPRISES.LTDALLRIGHTS RESERY ED, Origi (C) 191 FALCOM, ) 194 SEGA.
Mail” i a trademark of Falcom. Twice the fun and half the fat of the feading brand! Licensed from Sesza Eaterprises. 1. by Working Designs. 18138 Clear Creck Road. Redding,



IN CASE YOU ARE NEW TO THE PAGES OF GAMEFAN, YOU SHOULD KNOW THAT WE REVIEW GAMES IN
COMPARISON T0 OTHER GAMES ON THEIR RESPECTIVE PLATFORMS. ALSO, EACH GAME SHOWN IS
e  “~ REVIEWED IN DEPTH WITHIN THE ISSUE. SO YOU GET FOUR POINTS OF VIEW.

Y
v i
® J /]
s Tt
Nick Rox
SKELETON KREW - GENESIS -

EVDND OASIS -

BC RACERS - SEGA CD - CORE DESIGN - CD-ROM - COMBAT/RACING *

CORE DESIGN - I6MEG
Finally!, an isometric action
K game that | can sink my teeth into.

the result of many months of
intense programming. The art is
S L amazing with hyper detailed char-
“ | acters (Joint is the coolest!) aml

% backgrounds, perfect control,
an excellent surreal suumllm:l
The music in this game is much

.
U3

can do now is hope for a sequel.
Core does it again!

other does the mn . And,
three viewpoints

on the fly! It's VR chm:kl

- SEGA - IGMEG - ACTION PLATFORM -

Take X-Men 1, intensity it by
about 5 times, and you've got
sequel power: X-Men-2, The
Clone Wars. The game still
doesn’t have the greatest ani-
mation or music (although it is
much improved), but it does
have more special effects, great
artwork, huge levels, and some
truly fierce bosses. If you liked
the first one, you should be
more than happy with this next |
generation sequel.

- BMEG - CARTOON/ACTION -

Wow!, this is 8-megs? These
guys know how to program.
Easily the best Warner Bros.
cartoon game to date, this game
reflects the cartoon perfectly,
from the animation, to the
sound, to most importantly, the
sight gags! It's an Acme fest as
Wile E.Coyote, and a cat &
mouse caper as the Roadrunnes
Two games in one... 8-meg, lots
o fun. It’s also very

+ ISOMETRIC ACTION - I-2 PLAYER

Core’s Skeleton Krew is obviously [T ]

better than Doom (a game with
similar overtones) on the 32X! All |

190

Nick Rox

- AVAILABLE NOW
GRAPHCS -9

Now here’s an un-explored | GRIPHCS

genre! Core comes through big |

conmro,. 10
European stuff, | have to make
w9 | an exception when it comes to
Core’s Skeleton Krew. . This
ain't James Pond! Mega detail,
interesting characters and a

ooy 10 10

97

realm of the un-dead.

SEGA - 24MEG - ACTION/RPG - | PLAYER - AVAILABLE NOW
Beyond Oasis is long overdue on | gapwcs 9| | A true adventure game masterniece
the Genesis. Action and Role s g| | !n the same vein as Zeida and
Playing fans alike will love this LandStalker. Everything... well,
game. It has fully animated, | oL~ 8| | nearly everything (the music was
huge characters, a user friendly | g| | actually just good.. Yuzo must be
interface, great control, and going deaf) was handled perfectly,
music by Yuzo Koshiro. Yuzo | 06N 9| | o e intricate puzzles to the fan-
actually designed Oasis, and | tastic artwork and special effects.
must say, for the first time out, 9 :2 An absolute must-buy for any RPG or

he has done an amazing job! adventure game fan.

1-2 PLAYER - AVAILABLE NOW
| | Sega CD owners get yet another | capHcs 9 My Sega CD has been a lonely lit-
great Core game. BC Racers tle box lately. | guess that's
main attraction is its oreat scal- | WSC 8 | | because | only fire it up when Core
ing, but that is not where the fun g | stuff comes out! BC was worth the
stops. BC has a great cast of | cOMTAOL wait. Just like | thought it would
characters (including some pre- BC scales as well as the Sega CD
historic beauties), cool bongo | Rty 8 o

music, and it's just plain fun to D
play. Hook up a second pad, and | OGkwTY 9| | justa fun game. Bonus time, when
one guy can drive while the | ———— | you beat BC, no cheapy, cheapy,

the tracks change with the difficul-
ty levels. You have CD, you buy
game, uga, buga.

I-2 PLAYER + AVAILABLE NOW

GRuPcs 8| | X- Men 2 features some eye-
usie 7 poppin’ special effects, big

characters, and keen bosses.
cow. 9| | X-Men fans will jump for joy

over this one, but not being a
AV 9 big X-Men fan | can't get that
umunm excited. | must admit however

that this is an impressively
designed and executed game.
It you liked the first one, this is
your game.

IPLAYER - AVAILABLE NOW

{chushics 9 | | 1 don’t shop at the Warner
Bros. store and | don't play

e o Warner Bros. games... but |
commo. 8 | played this one and hey!, it's
w8 | alrioht! | guess it was just a
matter of time hefore some

[ ——_"n_< 91| compitent programmers got a

you can wake up on Saturday
_ mornings and play it!
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time with a unique isometric | WSC
gaming experience. Although |
I'm not a big fan of the | coNROL

ORIGINALITY

very good soundtrack ad joy to|
this adventure through the |

PLAYNEH

Jouemes 9

]
courro. 10
s 9
oncrrd O

nusic
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hold of this mega license. Now |

1
|

GRAPHICS.
nusic
CONTROL.
PLAY NECK
ORIGINALITY

90

PUAYNEH
ORIGINALITY

® ®® o o

U'I

CONTROL.
LAY NECH
ORIGINALITY

© ® ® ® ©

(2))

What can | say? Skeleton Krew
is indeed impressive! The
music fits the dark theme per-
fectly, the graphics and charac-
ters are totally original, and best
of all it's 3/4 view. Games like
this when done correctly, are
among the most fun to play of
any genre. In two player mode
with tons of sprites on screen...
no flicker! With games like this
the Genesis will never die!

GRAPHICS
nusic

CONTROL.
PLAY NECK

o

Ancient has gone above and | GuPHCS O
beyond in the Action/RPG category! 7
Beyond Oasis is by far, the most | "5

intense Action/RPG that I've ever | sy 9
played! The game excels in

almast every category. The music | AW 10
gets a tad repetitious, but it's high | o v @

quality, as Yuzo redeems himsell

97

me the 32X version.

01 all the X-Men games out | GRuPHes 9
(hen this ls "l l'"lll "I!
ealur c hook |msc 7
qullllv m Ilnc nnallenulr:ll
evels, and allows you to
e o
usic and animation
could have been tetter,but hey, | "' 9
for 16-bit, this is an Impressive | ... g

game, especially when you | "7 7|
take in to ai

gEERE Q)

game. A very worthy sequel.

Wile E. Coyote and the Road
Runner are at it again! Excep! this
time, you l;an ither one!
Ch: artoon
qualit uunmcs, sound, :mi
humor. Ever | finished
game nﬂm quickly, | found Inal
playing again, after memorizing
some of the terrain, was even
more fun the first time around.
Blue Sky has done wonders with
gs. Finally, a Warner Bros.
game worth owning.




|||de

What's the result when Game Boy® and & Game Boy. Instant color conversion!

Super NES® have a head-on collision? And it’s not just for new Game Boy

Super Game Boy®. This high-impact games. ANY Game Boy game can

unit transforms your favorite portable take advantage of Super Game Boy’s
games into full-screen, multi-colored powers of color transformation.
masterpieces! Super Game Boy packs That’s a lot of games, too-well over
a lot of technology into a tiny Pak, but 350 titles! And once you’re all set up,
you don’t have to be a brain surgeon you'll play your Game Boy games

using Super NES controllers.

. *\ You’ll hear the stereo Game

to figure out how to use it. It's a
simple piggy-back job. Just

slide the Super Game Boy Boy music through TV
into your Super NES, as or stereo speakers.
you would any other You'll play it in
Super NES living color on
game, then pop any your TV screen.

Game Boy game into the Super Get the big picture?

ADVERTISEMENT



i With Game Boy, you have the ability to

“take it with you,” but Super Game Boy lets you
show off your favorite Game Boy games in an all-new way.
Your Game Boy games will look better, play easier and take on
a whole new level of graphic detail. In this case, bigger is definitely
better. Instantly mutate Metroids to 10 times their original size! If a
picture is worth a thousand words, the “before and after” shots

here are saying a lot of good things about Super Game Boy!

ADVERTISEMENT



If you have a Super NES
but not a Game Boy, you can
access a whole new world of games
once you have a Super Game Boy. Exclusive
Game Boy titles like Donkey Kong Land, Metroid II:

Return of Samus and the entire Super Mario Land
series can now be played on your Super NES! Paks like
the Legend of Zelda®: Link’s Awakening™ and the Final
Fantasy Legend™ series take on a whole new level

of excitement with Super Game Boy.



When you plug a game into Super Game
Boy—POW-—instant color. Some color
combinations look better than others,
and some might be fitting for one

game but not another. It all depends

on what looks good to you. If the
default color palette isn’t to your As you can see,
liking, that’s not a problem. Super games like Link’s
Game Boy has lots of palettes Awakening look
to choose from, 32, great in almost any

to be exact. color palette. When

customizing the game
you're playing, you'll find
that contrasting colors

often work best.

There is a secret about the
border. If you pause your
game and let it set long
enough. the border
image changes and/or
sets itself in motion.
It's like a Super NES
screen saver

Try it!



If you really want to go crazy with your borders
we suggest hooking up the Super NES
Mouse to port |1 on your Super NES
It will work kind of like Mario Paint”
Just select a color from the

color palette, click and
hold the buttons, and
paint away!

Another custom
feature that will help you
create stand-out screens is

Super Game Boy's border

option. It has nine pre-
programmed borders, but your
choices are almost endless
because you can also design your
own borders. Be creative. Select
the Custom Border Icon and paint

your own masterpiece

Using a border that complements

your game screen can certainly
Super

enhance your gaming
Game Boy also

experience. For example,
allows you to edit the

set the scene for
various colors of any given

Link’s Awakening by

painting a border that g

features Koholint

palette by increasing or decreasing
the brightness of each color. If you

come up with an unbeatable combination

and Egg Mountain,
of colors, write down the password that

or build an arena
you're given, and then enter it any

around your
: time you want to use that palette again.
NBA Jam™ court.
It's versatile. It’s comprehensive. It's cool

|
ISEMENT




Programmers  Wild Snake,™ £
can now pre-assign  Bonk’s Revenge,™

colors to provide optimal Mega Man V, Donkey Kong

detail with Super Game Boy the happy face icon on the box. It
Enhanced Mode. lets you know that the Super Game

Different levels of a game

Boy Enhanced Mode is
can access different color palettes, % ready to roll!
as well. And customized borders that surround
the playfield can be built-in to create an exciting
frame that complements the game. Check out
games like Donkey Kong, Space Invaders,™
Mighty Morphin

Select any
Power Ranger and the
Enhanced Mode outfits
them in the right color.

amart of N, TV L 6 b g s Charicirs e e y T mparnes s ekl b Se (4%
LR L R

\
|
contrast, vibrancy and Land and more! Keep an eye out for

HEy! RIP OUT THIS COUPON AND SCORE $5
OFF YOUR PURCHASE OF SUPER GAME Boy!

When you purchase
a v e 5 O 0 one Super Game Boy
®

CONSMER. Congon & oty S Game By Congn
o -

o v

45406782178 1| eoneras s o s s oy 2ty f e gt e o NTENGS

Manufacturer's Coupon Offer expires December 31, 1995
e L L L L L L L L L L

ADVERTISEMENT .
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SUPER TURRICAN 2 - SNES - OCEAN - IGMEG - ACTION PLATFORM - IPLAYER - AVAILABLE NOW
Super Turrican 2 reminds me | cames 9 | | Euro madness is invading My s 9 [ 121 an explosive cart hat shows
Super Famicom games wse Q| | sequel io the sieeper hit Super| e the SNES’s true colors, if you know
The SNES hardware is | | Turrican packs about as much | | what | mean. From start 1o finish
10 its knees in this came 9| |in 10 16-megs as humaniy pos- 8! s Is non-stop blistering action
ith speci s | | sible. These guys must have CONTROL | | with special effects that truly
i The | |really studied the SNES hand-| py 10 | | Imoress. A vast amount of Mode-7
| | book. Great tunes and mucho is used throughout, the music is the
| | mode-7, along with some very| ey 9 | | best I've heard in 2 SNES action
fess control, and | sofid ing action (
music. First Mega Turrican, | ipl e with the ever popular
and now this! I'm really start- [E]armiing sem) ke e ong
ing 10 like this guy! | S o pov see

MR. TUFF '75015 * OCEAN

Little Mr. Tuft is a pretty cool | ciwmcs 8 Hyper cute, James Pondish
new , but besides the robo-platforming can be
wse 6 | yours! Mr. Tuff (or Oceans

7 answer to Megaman) is

| CONTROL | | headed your way. This is a

| |pretty quality little plat-

o 8\ | former. It didn’t knock my

wgaun 8| | socks off but | found it very

grammed very wel
screams Euro. | have mi;
feefings on this one. It is

most but with the happy,
happy soundtrack | don’t
| know if it's for me.

- I2MEG - ACTION PLATFORM 'VIPLQVQ 2

| |playable. It's better than |

|79

D ® ®» © ©

MOTOCROSS CHAMPIONSHIP - 32X - SEGA - IGMEG - RACING - I-2 PLAYER -
| Super Motocross, OK here goes. | raced Motocross for seven years, and | cusmes 8| | Remember how exciting
| I ride a Ninja to GF every day, I'm takin’ two spots, 's 5 lue 4| | EXCHONAD was? | Woll The 22X
Ununmumnus_nmuﬂuwmmmm. s here and now you can do it
l c’mon!"Also, you hit people?...NO! That ain't right. And what is with the | e 10| | 2! 0¥Er 20ain, except with
| wiles of goo in the middle of the turns (which have o berms)... on a hot potasemrsadappslociins
| day? They groom WX tracks. Also, what is with the massive collisions | ses 6| | 9186t 1eXIHe Fapiing: The
at the start? This NEVER happens. 0K, now the good stuff, This is an waun 8 game is very addicting, espe-
’ excellent two player game, it has impressive texture mapping, and it clally in two player mode. | |
| controls extremely well. Even with all the inaccuracies, it's still really know
| fun to play. So turn off the music, grab a friend, and you will have fun. 7 but | love it. 1 just
| But Stadium Cross (where is it!?), it ain't. wanna haul ass !
MORTAL KOMBAT §l - 32X - ACCLAIM - 32MEG - FIGHTING - I-2 PLAYER - AVAILABLE NOW
| Finally, a worthy version of | Gawacs 9| | Unlike the whole of [eauwmts 8| | Ir's wass 10 seueve muar nms vea-
MKI that can hold its own vs. 9 America, | am not an MK g | om0 MAKIN s comms oot o youm
the coin-op. Many thousands | ™ fan. | will however admit | %% s i e
of anxious MK fans will 80} soey 8| | that this is as close to the | s O | jorsssng sorce ans summs sos,
coin-op as you can get at f
9| | this time. 'm sure that all of [nunm 9 | | AT} WATE CONE TO Ko D Love
g | you MK fans (who probably 8 00005 TS B COco S
swat think I'm just a swell guy) | 28 Y TV, Fom ke oY svexs!
will jump for joy when you Comi-0p CONTROL, AWESOME SOUND,
90 2es ihis version Meybs 8
as good as it looks! MK will be my game.
METALHEAD - 32X - SEGA - 24MEG - ACTION ADVENTURE - | PLAYER
Wetal Head is an excellent first | cawmes 9 | | Wow, the 32X can do some
generation 32x game. It has nifty 3D! Like the Genesis, |
multiple viewpoints, texture [#5¢ 8| | think that as time goes on
music, and this little system that can,
addicting gameplay, | @7 10| | will intensity steadily. MH
The frame rate is surprisingly s 9 is twice as good as any-
fast, and your enemies get right thing I've played so far. |
in your face with minimal pix- | sgry 9 | | Still crave that CD quality

elization. The

er
d the game is

sound but never the-less
this is an adventure well

%85

against a friend it's the
Street Fighter Two of war
games! Pretty darn cool!

et b
l'.“ an Ilenging enough 90 worth taking. Easily the 9
for the seasoned pro. Nice! best game of e kind) 1i95? 0n yes, s inthere.
RETURN FIRE - 300 - SILENT SOFTWARE - ACTION/STRATEGY - -2 PLAYER - AVAILABLE NOW

At first | found Return Fire | cawwmes 9 | | Drive (or fly) around and |cames 9 | | BF is 2 very original concet in the

nlu-::y fun as | zipped 9 blast the crud out of any- o8 wake of an over srategized genre.
lowing up everything thing that moves, while don't you just wanna

in sight to perfectly -m.l:‘l' 8| | blaring classical music 8 mr"u:nummz'l:

doing this for an extended whales in the bsckground. o m-mn-u

amount of time, against the | %42 7| | What a great release Return wen 8| | Sl o st 2 et s paiat 5

same backgroul ecame g| | Fire is. Strategy... minimal, ol pssigta

weary and wanted more! | F6L carnage... abundant, and in the 2ir and or the ground! | just

love the smell of my 300 in the
morning! Two player mode, forgel
it, 1 always win... any takers?

.
82




Street Fighter II... a modern legend. With billions of dollars in prof-
it and thousands of teenage fans, it was only a matter of time
before Hollywood stepped in and destroyed it for us. Have you
seen the Van Damme flick-0'-pain? Don't. For any Street Fighter
fan, it's pure torture... Dhalsim’s a scientist with hair, Chun-Li's a
reporter, Cammy is hyper-thighs Locomotion chick and Blanka is
a 12-year-old boy.

The film you see Here, Street Fighter II: The Animated Movie,
however, is every SFll fan’s dream: True Japanese hyperkinetic-
joy action scenes, characters that actually look like their game
counterparts, 30-frame-per-second animation and even a Chun-Li
shower scene! The only problem: It's available exclusively in

L 7



Japan. Luckily, you can easily buy an imported laserdisc or video version, but the video is 16,000 Yen X
($160) and the LD is 7800 Yen ($80.) The video is double the price of the disc because it's priced for

rental, so unless you have an LD player you may be out of luck! Even if you wind up paying $160 for it it'l
be worth every cent: Nothing beats watching your favorite world warriors pounding each other in beautiful
Japanese animation bliss.

The story’s relatively simple: Vega (M.Bison in the US) is a big bad guy and Chun-Li, Guile, Ken and Ryu
must stop him. There are various plot-twists along the way, but for the most part it's all action.
Unfortunately, most characters screen-time was cut extremely short: T.Hawk, Zangief, Blanka, Cammy,
Dee Jay, M.Bison, (Balrog in the US) Dhalsim, and E.Honda’s screen time were around five minutes
each! My only other complaint is the fact that none of the actual game’s music was used in the film.

If you can find this amazing movie, by all means buy it. If you're a Street Fighter fan, it's worth
whatever price you pay for it. Sadly, no US release is planned, although | have heard that an
American film and TV company has bought its rights... - Nick Rox
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| _AND 50 THE TRIO MARCHES ON.. |
CHD

_— = )
) - vz SOME KINDA
’, . A WEIRD ICON. 4
- Tt + 7/ : =
19 \ ﬂ Imany ¥ |-\
RN \ e w A Ta -

WED BETTER y BU
kee? MoVING SR HM.P LOOKS JUST GET

OUT OF HERE!
LIKE A HUBCA®/ 5\ G T

| MEAN | GOT A BREEZE?! THAT'S ATF(; f: ‘:(Tu/:&ﬁ
WET HAIR, IT'S GREAT! THAT MEANS . D ME OUT
ALL BREEZY THERE'S A WAY OUT 0 F THE SHOWER
DOWN HERE, LET'S FIND OUT .
AND | DONT WHERE IT'S COMING
WANT TO GET

O K. THINK

WE SHOULD
GO THIS WAY
AND WHAT TH.Z

THES L OF
A SUDDEN?

HUH, ANOTHER
ONE SOME ONE'S
-

NOV HOW
DID THAT

THREE CONTINUE ONWARD, BUT ONL! &
GROW MORE CONFUSED AS THEY DO.. KEEP FOLLOVING
' THIS "BREEZE’




COME ON NOW, WE'LL
SOLVE THIS MYSTERY.

MAN, THIS IS JUST
TOO WEIRD! WHERE
THE **£ | ARE

WEP! | GIVE UP! (

MAN, VE'VE
BEEN WANDERING
AROUND THIS
CATACOMB FOR
HOURS! HOW'D

} CATACOMBP1
THIS IS THE
PARKING GARAGE,

PARKING GARAGEP! (SIS
WHEN DID WE GET
&» THAT PUT INPY_ 0/ .§

VWEVE ALW\YS
HADIT. IT'S
WHERE ALL US

A MAGAZINE PEOPLE
PARK.
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BrainDead 13 starring Fritz.. a bizarre comedy horror action-adventure
IBM PC CD-ROM ¢« 3D0O - MAC CD-ROM - SEGA €D - MPEG CD-ROM

Markham, Ontario Canada L3R OH2 BrainDead 13 is a trademark of ReadySoft Incorporated.
Tel.r(ggg‘) 475-4501 Fax: (905) 475-4802 _ ©1995 ReadySoft Incorporated. ALL RIGHTS RESERVED.
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LOADSTAR
)

GAMES AVAILABLE ON SEGA-CD AND PC CD-ROM

MAKE-CONTACT

caLL: 1-800-98-ROCKET ext 40
OR GO ONLINE www.rocketsci.com
TO ORDER YOUR GAME OR DEMO VIDEO

THIS IS ROCKET SCIENCE
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it B S5 3 e s el =2 | already know what you're thinking... “this is Core,

) B ] i [} eOPSTROGITY ) wayers of such happy fun as Chuck Rock and Son of

N ; g ﬂ . J q s ... Chuck?” Like any good developer, Core Design is not sat-
) R ] ,%* i . )  istied standing still. They constantly break new ground in
&‘ ‘:* = ] i : oy ) Bk f new !IO:INS. the best part being that every time they do...
‘ ) N 5 o || we win!

| nanstRacTTY J L J ﬂ : " /" Core’s first isometric action game for the Genesis (first
R TTVY BN S | + ever for period actually) is nothing short of brilliant! The
‘ )

ST el |
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il e Y 5
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S 3 S Pows L el : : # 7
e WELCOMETOTHE  game is programmed and drawn so well that it is hard to describe, and the gameplay is per-
{ ‘ { SHAFT, WHERE FLY-  fect. |'ve never played an IS0 game with such superh collision detection. SK really ives you
[’\ feasc ¢ p, ING CORPSES TRY T0 . the feeling that your looking into their world.
] A BLOW OFF YOUR Who are ‘they’ you ask? They are Joint, Rib, and Spine... the Skeleton Krew. Mission; kill
. LS /¥ MEAD WHILENASTY - agaver (a wickedly evil foe) dead, so he don’t come back no mo’. Along the hubbling, slime
| B sty REASTS SHAR (NYER Tatlen way, you'll blow apart countless creatures, take out chunks of the backaround, battle
\  ECEUATOR SHOFT | RIE.. Seg Youar g€ bosses, traverse slime filled elevators, and even get in some jumping. The adventure is
g e THegorom, | 'otally non-linear and the action never stops! This is the stuff! Play on the more difficult set-
oEEY ™ % & - START L] = 0EMD - 2 ) - STARY
y E000E % ¢

oM ‘_7!'.??
=

R
4 e
<
“\
Foc TN
t 3

NOTHING LIKE A
tings and witness hordes of ene-

%ﬁ%"ﬁ'{ mies on screen with no flick! SK is
mﬁnv"nllrvm 16-bit at its very best. The control
9 JUSTMAKE I 10 THE mlml'lmm;:;surumrm \
™ PLATFORMS WHERE
| sumy Goons awarr body, lock in place, or just go free

THE VERY SIGHT OF  and get in the enemy’s face. Each
'“'M“F'E!‘;"-m Krew member has a pounding




WELCOME T MARS. pulse gun and can hurl forth pow-
:Lu'szu';’s'o:" PLVET erful little I=I|.||Il$ to mua out
- cruslys on the ground. Oh, by the
ING RIVERS AND w3y, the music and sound effects...
e Srivtey Uuality. Eerie, moody tunes set the
[5G ’ tone on gruesome.
“my FOR SCORCHING HOT 4 really like to see these char-

STEAM.
BONES BURN!

CONGRATULATIONS, it Thi

YOU'VE MADE IT T0 -u::;u:azl:&muswm
e InrIv< - Personally, I've grown quite attached
NATELY, TWICE AS 2 \
MANY CREATURES 10 Joint. He may be an ugly sucker, | -\"
WANT YOU TWICE  but he can dish out major carnage and ',

| AS DEAD. BLOW UP take tons of punishment. | wonder if k

F
2

THE FESTERING ;
PODS AND pRay 6 even cares? After all, he's already

FINALLY,
KADAVER'S

eugs S s LAIR. IF YOU
b ‘!‘4 CANGETTO -
e /7% HIM, LET ALONE

j\‘ KILL HIM, THE
KADAVERS BASE { m" ls J“s"
— YN EGINNING...



BEYOND
OASIS

o ..SEGA * 24-MEG

/ld » AVAIL. NOWf\\ 1’

7N REVl

5 & 3X -

Can you believe it?! Sega of America is releasing an ai
ture/RPG! This is a pretty startling decision from a
that had zero RPGs (besides this, of course) in the
set for release, as witnessed at the recent WCES:
according to a "friend" at SOA back at the SCES, “1‘
either Ragnacenty or Story of Thor - we think we're goin
go with Thor." Ragnacenty became Crusader of Centy fr . -
Atlus, while Story of Thor became this 24-Meg SOA wond,r,‘ X ¢ A A ‘
Beyond Oasis! - 3 \

And a wise decision it was on Sega's part to release this
game instead - while Centy was a rather short, cartoony romp
through a less-than-challenging world, Oasis is a true gem!

Since the story was pretty much thoroughly explained in
last month's preview, I'll just briefly summarize it: You take
the role of Ali, a prince who, one day while searching a cave, Q\
stumbles across a chest which contained an artifact that told
him the story of the Golden and Silver Armlets. These arti-
facts possess great power, havmg belonged, at one time, to
two omnip ; , the Silver Armlet has
recently been unearthed and is belng used for wicked pur-
poses by a villain with the monicker of, aptly enough,
"Silver Armlet.” Obviously, Ali's got to stop Silver Armlet
at all costs and, with the power of several magical, ele-
mental helpers that Ali finds throughout his travels in  ,
the Kingdom of Oasis, recover the golden armlet's
sister artifact!

However, the task of finding this "Silver Armlet" |snt \\,
easy. Ali has to travel from one end of the kingdom to

DEFEAT THE FIRE DRAKE AND ACQUIRE SHADE!



‘ DEFEAT HIM AND ACQUIRE BAU!

amother, visiting dank temples and fighting off hordes of monsters. Along the way, you'll be witness to an incredible country-
side where you can walk under bridges to discover hidden secrets, visit a beautiful and ornate castle, and traipse through
e windy reaches of a continent high in the clouds. But Ali's wandering needn't be clueless, as with the touch of a button a
map of Oasis can be brought up on-screen, displaying a marker on the location that Ali is to go next. The Kingdom can seem
guite daunting in its size; however, the bulk of the quest lies not in wandering through towns (There are less towns in the
game than there are toes on my left foot: Which is to say, less than six.), but in fighting through the subterranean passage-
ways of temples and the heights of castles.



2
Sy
Z s
G

7,

. - e arecy P - < o 2
And it's in these parts that the game truly shines through:
Whereas Crusader of Centy contained some puzzles that in
fact did stump my dog for a few minutes, Beyond Oasis rocks
by providing extremely well thought-out dungeon design, an
aspect of adventure games that requires a certain finesse
that, previously, only Zelda lll and LandStalker have truly pos-
sessed. Switches, buttons and locked doors constitute the
obstacles you'll encounter in the dungeons, but waterfalls,
bottomless pits, giant boulders, jabbing spikes and firetraps
are also worked throughout. This may seem like the normal
“good" adventure game fare until you see how effectively
meshed-in with the dungeons' environments they are.

And of course, there are plenty of monsters to fight. And |
don't mean the basic rabid elves or growth-stunted orcs - the
enemies in BO are truly bad-ass! You'll face menacing,
Climax-style armored guards equipped to the teeth with
weapons. Zombies whose torsos continue to attack even after
they've been cut in half, and ogres that seem to spaz out in a
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horrendous 'roid rage; not to ion the b -Ohtheb ! What Thrill! (The Fire Drake, one of the early bosses in the
game totally the final dragon in LandStalker!) All of these creatures have been given truly challenging Al; you'll
be grabbed, combed, slashed and |f you're not careful, you'll be given a little of the ogre love that no one wants to face! So,
in order to pi this you'd best make use of the plethora of attack moves that Ali can use! Besides
the typical slash dash, and ji ]ump, you've got the ability to do a 360-slash with a twirl of the control pad, a rapid kick by going
all-out on the attack button, and a super-cool flip-slash by pressing forward, back, forward, attack, all of which are animated
in an incredibly smooth fashion, especially with a 6-button pad. But when super moves just can't finish the job, Ali can use,
in place of his standard "ALT KNIFE" one of several fab weapons that can be picked up along the way, like "ATM BOW" and
the nasty bomb "HYPER"; the only problem is that each special weapon has a limited number of uses before it's kaput.

But don't think the gameplay technique ends with simply pushing buttons in a cave or kicking around some undead car-
casses. Those magical helpers | talked about sure come in handy; alot more than POCHI did, that's for sure! By blasting a
specific surface or magical obelisk with power from the Golden Armlet, Ali can summon up one of four spirits that, besides
basic attack abilities, have unique powers: Dytto, the water sprite, can extinguish fires; Efreet, the fire djinni, will destroy
blocks of ice and light campfires and torches; Shade, the shadow ghost, can reach out and grab items that seemed unob-
tainable, and let Ali enter transcendental meditation; Bow, (rhymes with 'Wao!') the Audrey Il lookalike, can crash through
barred doors and burrow under the earth!

Of course, the graphics are outstanding (even though the colors can i be a little hed out), as you can tell from
these pictures. And as for the sound well... 'tis the flaw of this dusky jewel: What I've feared is true - Yuzo Koshiro has
attained the rank of "nothil I..." The F ge of Shinobi and ActRaiser days are but a memory. Although the sound

quality is good for the Genesus the composition is schrecklich; except for one song that's reminiscent of the Taxi Driver
theme, it seems like the notes are scattered about at random: No arranged CD soundtrack will help this score.

But, where Mr.Koshiro is beginning to lack in composition, he makes up for tenfold in game design! Yep, game design: This
first-time effort at design by Yuzo is, as this review plainly shows, awesome! Perhaps a new horizon beckons? | hope so -
Beyond Oasis is definitely one of the best adventure games ever! -EvilLights
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this be? Can we finally go out and purchase this pre-
loric game of joy, complete with BC brawlers and hooters
plenty? Why yes, we can. Core’s BC Racers is available
now, and it's the pinnacle of racing games for the Sega CD.

The game starts out with a great Core-toon, as the partici-
Ppants head for the race. From there it's on to the character
select screen where you'll rotate the players in search of the
perfect racing/brawling team (I found Cliff and Roxy the
most balanced).

Now it’s time to hit the dirt, and snow, and swamps and so
on... BC Racers takes place on six times three (the tracks
change as the difficulty level increases) of the coolest
tracks this side of Jurassic Park. From start to finish they're
loaded with gobs of track side fun, from gas stations and
used car dealers, to animated fire pits and raging tornadoes.
There's even crowds of scantily clothed cave babes waiting
for a glimpse of your shining machine. | know this sounds
mean but... hit them at least once! In the midst of all this
fun is smooth scaling and ultra fun gameplay. You can even
switch views on the fly! Don't fart around too much though-
you've got o keep an eye on the competition... if they get .
nealr ya', they're almost certainly gonna’ crack a knot on yer'
melon.

In the event that this happens frequently (i.e. you suck)
make sure to pass through the giant sized chicken legs
located at the left of each starting line. You'll also collect
one turbo blast each time you pass here. If you feel the need,
you can even play BC Racers with a friend, one drives, and
one fights off the compelition. | wouldn't know how fun this
is because | hogged this game the whole issue.
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s = jig. So there you have it. Once again Core has maxed out the Sega CD's potential and come up
Z TIUTE™X with a first class game. But if you think this is good stuff, wait until you
LHERE T INE see the 32X version! It is completely off-the-scales amazing! So we'll
have more BC Racers (32X) in the months to come. -E. Storm
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very so often, a Genesls game pops out that makes us stand back and ask ourselves- ks
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latest milestone features the amazing vertical sequence
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| really didn't find the first X-Men game that exciting. The detail was there, but the gameplay seemed a tad, well, stiff.
Nevertheless, the thing was a blockbuster. Many thousands of people really like the X-Men. | am slowly becoming one of
those people. Not only is there a phenomenal new coin-op out there, but now there is a truly ‘next generation’ Genesis game
as well. This sequel goes where a surprising amount of Genesis games have recently visited, a realm where the Genesis

hardware is once again taxed with brilliant results. The 68000 has certainly provided many years of joy.
The game starts out movie style, drop-

ping you right in to the action, similar to
a Bond film. That's right, no messy title
screen to block your joy, not at first.
X-Men 2-The Clone Wars, puts you in
control of either The Beast, Psylocke,
Cyclops, Wolverine, Night Crawler, or
Gambit. Die, and you can retry with any
one. Of course, each character has his
or her own unique abilities, which you
will have to match to the ever changing
field of play. That is the essence of the
game, finding the character that best
suits your style of play, in the level that
you are playing. To say the least, the
game is overflowing with diversity and
play mechanics. Fortunately, it is also
loaded with hyper detailed scrolling
backgrounds, flawless art, and eye pop-
ping effects, guests that didn’t show up
for the first party. Even after dialing in
your cast of mutants, get ready for a
monumental challenge. If there is one
thing this game is not, it's easy. It's not
insanely difficult in execution, it's simply
a matter of learning enemies attack pat-
terns and the fastest way to the exit, like
any good platformer. The music in
Clone Wars is only average to my ears,
having experienced the recent blissful-
ness of CV Bloodlines and EWJ, but
those who actually like those
Trademark SOA tunes will probably find
it really good. This is without a doubt a
B quality title in every way and further
reason to pursue the 16-bit market vig-
orously in the month’s to come.
Takahara
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1 PLAYER PROF ILE

2 PLAYER PROFILE

sty NICK FURY
NAME: FRANK CASTLE
Former U.5. Marine NAME: NICK FURY

an AGENT tor
SRR LD,

captain.

Tire for justice!

o

One of my favorite arcade action fighting games is coming to the Sega Genesis. It all started
with Final Fight. FF was a game that (like Street Fighter Il) reinvented its genre. Based on
Capcom's (at that time, brand new) CPS | hardware, Final Fight inspired many other side-
scrolling action/fighting games, from Sega’s exceptional Streets of Rage, to Capcom’s own
award winning Captain Commando. Flash forward to 1993-Capcom introduces its second gen-
eration 16-bit arcade hardware, CPS Il. In preparation for its (at that time) upcoming Super
Street Fighter Il, Capcom introduces 2 new CPS l games: Dynasty wars ll in Japan (to be later
released as Warriors of Fate in America) and The Punisher here in the U.S. The arcade
Punisher proved to be everything | dreamed of in a traditional Final Fight-style game.

Now, it's 1995 and Capcom has transiated the game over to the Genesis. This version has
almost all the features of its coin-op sibling, two players simultaneously, all the levels of the
arcade game, cool hosses, and unusual enemies. Although the Genesis version of Punisher has
some of the violence and carnage of the arcade game, there are a few unusual omissions. For
one, there is no spurting blood anywhere to be found, and after you defeat the boss in level 1
and question him (at gunpoint) about the whereabouts of the other bad guys, you no longer
Dblow him away. You instead throw him off the screen. After seeing the blood and fatalities in

MK and the vomit and electrocutions in Capcom’s own SF2 for
" the Genesis, the clean cut approach to Punisher (Capcom's
most violent game) caught me off guard. There is also a notice-
able lack of animation, color and detail in this obvious U.S. pro-
grammed port of the game. Why Capcom decided to make this
one here, | do not know. However, If you are like me, and want
to play this game at home, without spending all your arcade
tokens, then this is the only game in town.-K.LEE

The Punisher has caused me enough ]
darage! A LE M/ B it R TN
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Hey, isn t that the guy who put the
girl in the box? That ain’t right. One of
Acclaim’s most recent forays into the
cinema genre is Trimark’s ‘destined for
cable’ cult thriller, Warlock. It’s the
Warlock’s job to collect six ancient druid
runestones scattered throughout time and several continents. If he
succeeds, he will have the ultimate power to destroy everything that is.
That would suck. It's your job (as the guy with the controller) to stop him.
Honestly, Warlock is quite good, in fact, all of Acclaim’s new movie titles really
impressed me at the recent Las Vegas CES. Besides having llent gr
smooth animation, the game is loaded with strategy. There are switches to throw, puzzies
»’;‘ to solve, and a wide variety of nicely animated spells to use. It's quite the non-linear
= action fest. The soundtrack is also quite good and features very clear sampling. A
password feature is also on tap. We’'ll review Warlock next month along with the
Genesis versions of True Lies and Stargate. Acclaim is making the games as
good as the movies! -Takahara
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lay as Wile E. and chase down the ultimate shack, the Roadrunner Use those hlgh quality Acme gadgets, and

{

you just might survive the chase!

I'm the first one to shudder at the mention of a Warner Bros. game. So many of them have had floaty con-
trol and poor gameplay that | have become just a little gun shy. Enter Blue Sky, makers of such bliss as: Ren
& Stimpy, Stimpy's Invention, and Ecco the Dolphin. They have managed to create a truly original and
authentic reproduction of the greatest chase in the history of cartoons, the Roadrunner vs. Wile E. Coyote.
Became the hunted or the hunter andjust have a blast. The ammatmn sound effects. and music

50 | /
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such a good _boy.

Kirby's back.with
a couple of reat

brutes: for >
Super NES?

Sad.. One'day

you're cute
cuddly.  The- next,
you're burying-:

your opponents and

S spitting LTy

btame? Bad parént—' i = MET
POLICE DEPT

~ing? One too many

M tecoms? Either K8746094
way, the CIETH
[narshnal Low B

- qura)

énemies. Who's to

now on 16=bit in two games. So prepare to‘

toasted. [SEPACNYEIELLEM The chain- ;
reaction puzzle-game where saving your skin

oo - ¥ -

means burying your

0 the business=—Llike Waddle Dee and Squishy.
(0K, 'so "'The. Mangler” and "“Scarface”.they ain't.)

1995, Nirtendoof Ameica Inc
s Avalanotie-and Kitby8 Drear Gairse are trademarks of Nintendo, of America Inc.



Kirby's Dream
Coursc™: RISTIRE

a whole 'nother
dimension. Is it

miniature golf? Is "

cle course? Yes! Add

'METRO
POLICE DEPT
K8746094

mayhem

and,
‘“VOHS!"

Hey Loak, 3-D w1 thout the gl &
stupidglasses. R

3-D Landscapes with
eight courses each to bop.around in. There's even a hidden
bonus Llevel (if you're really good).

Yes, LEEBNAELILRUEERY is back in two new games for: SNES.

And this time he's here to separate the men from the

crean pUFs. o uufory 7
' .S'lIP[H NINTENDD. - - »- :f}/_ .

L
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oil(:k with the Flame Shot,
it can't be fired rapidly.

Climbing and swingi #I €s is executed

by using the grappl n%' lay mechanic

# eminiscent of “Bionic Commando but it
works even better here, as much of the game

relies on proper execution of this play mechan-

ic. Rather than providing Turrican with the

standard horizontal shooting, the designers

have outfitted him with an ultra cool, rotating
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g[mmﬁl evil force bas anxakened, a feeling of impenbing doom bas entered the cold night air. Once evem 73
1,000 pears, an ominous being called $he Eoil One, sends to earth bis son (the Warlodk) to gather up e e
the six “Druid Rumestones” with the sole purpose of using them o call forth the porwer of evil. 3t is now up

10 pou, a modem druid nxarrior, to defeat the 2Rarlodk, repo pour ancestors” gems .

and restore peace and tranquilliny to all of mankind’........no womies.......
Welcome to the wordd of Wardock, & I Acckaim’s katest offering.
Programmed by Realtime Associates, Warock on the CNECS represents
our standard action/platform fare. The main chagacter bas the abilit to cast
arious magic gpells ranging from smart bombs which can destron evemthing
on screen, to the tremor spell which shakes loose hidden objects and pathivans.
Wiy foworite featusre in thiss game is pour orb companion. 3f there is an enenn
Dot want to bit, or an item nou mant o collect that is too far above or belon
nou, presto-chango, nou G lef pour tmusm magic orb do
the deed. Vou also have the ability to theow a projectile
borizontalln and diagonally. Througbout cach of the 7
fevels, nou will encounter a vast asgortment of bighin
annoning bats, birds, abouts, ghosts, garaonles, bell
hounds and jombies placed in pour ran, to make
pour quest all the more difficult. Soon, we will

Ddefve further into Warkock, until then, bere’s a ferw
&reen shots to fide nou over. RLEE
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You undoubtedly saw the flick, now it’s time to play the game. Yes, the bliss of playing
a game as Arnold S., with T. Arnold as your side kick, is now right at your finger tips,
, One word of warning though, if you don’t like the red stuff, you need not apply.

! Nintendo said "play it loud” and Acclaim said, alrighty then! This game spurts and
squirts as enemies buckle and ¢roak at your feet, it’s just the coolest.

i SNES « ACCLAIM P
ACTION/ADY. » 16 MEG £
4 AVAILABLE MARCH i P A




The g play is pure,
overhead mayhem, but it is both non-
repetitive and non-linear. You don’t
just defeat the enemies in each level,
you have to find your way out! This is
often times extremely difficult, as a
varied assortment of enemies, using
several different types of weapons, are
closing in at all times. You won't rush
through this one, angling your shots
and maneuvering perfectly are a must
for survival. On the bright side, once
you roast an enemy, he stays dead!
Sprites do not reappear... bravo! The

Harry takes to horseback....

Sad

graphics in TL are extremely det
the brawny little Arnold character is
drawn and animated very nicely, and

{ Tom is along for the whole ride. In other
words, True Lies lives up to'its license.

“ We’ll have a review (like we just didn’t)
3 next month. ' -Mr. Goo .

narrs battles to stop del-oer!
Hajor arws shipHent
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.. - Time Cop, Jean Claude Van-Damme’s *

big budget action thriller, is making |t (L ¥

motlon pldufe to video garne transition, cowtesy of-JVC.
The evil Professor Hans Kleindast is again.attempting to har-
-~ ness the power of time trdvelthrough techhology. Naturafly, -
it’s up 1o Max Walker (that's you) to put-an end to Kieindast
ambitious plans and make certain the power of time travej
wifl never be misused again Jean Claude and co. are com-
pletely digitized, which adds-to the overall-realism’of the *. -
dame. Besides this main feature; Time Cop is-your basic
side- sorolling, kick and punch action game, Where you run-
through each level'annihilating everythmg and everyone_ *

standing in your way. The main objecuve seems to'be: kick .

bad guys, grab all icons, race against the clock and find the
exit. The main character also has the abllny to shoot'His pis-

“tol arfd use his super bomb, which cémes jri handy anyume o

the action-gets a little oo hot and heavy. The'music js’

. derived from the movie but has unfortunatply been video

" _game-ized, and the results aré not all that |mpresswe Time
Cop is/an unfinished.game as we go td press,'so-a full blown

K.LEE

“réview will have to.wait until next ume ’ e

'
3CORE 109580 LIFE Q2 01:63
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Mmrdmmw.lmmahnhﬂme
games. In fact, | think that the only puzzle game I've ever

Machine... until now. The perfect
finally amived, one that even non-puzzie freaks

- lightning

? mnﬂuummlmmﬁ iﬂuﬂ.
and water bubbles that react in much the same way but
fall from top to bottom. Another major strategic factor in

7 Bust-A-Move is the banking of your bubbles off the wall

¢ 1o achieve the perfect angle needed for that multi-bub-
hie-burstin’ combo.

If you're a puzzie fan, by all means pick this one up
- immediately - it's one of the best games the genre’s ever
7 had. To use the cliched puzzie game word “addictive”
. would be 2 major understatement. Even if you're not 2
: puzzle fan, you'll probably really enjoy Bust-A-Move,
in the 2P motle... it’s fike a think-
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WHAT A SHOCK! SPLIT
PERSONALITY?!!

ONE SHISH KAB
COMIN’ UP!

They fight, and bite, they fight and bite and fight!

Get ready as Itchy & Scratchy slice, dice, crash and bash their

way into your home. This cat’s gonna need more than nine lives

to survive bazookas, grenades, chain saws and flame throwers.
There’s more than one way to skin a cat...

So, are you mouse enough!!!???

i} GENESIS

The Simpsons & Characters TM & © 1994 Twentieth Century Fox Film Gorporation. Nintendo, Super Nintendo
Entertainment Systom. Game Boy and the official seals are regisiered trademarks of Niniendo of America Inc. © 1991
Nintondo of America Inc, Sega, Genesrs & Game Geat radamarks of Sega Enlerpises. Li. Accam s & ivsion of

Aol Entoranment, nc & & 6 1564 Acclam Enteranment,Inc ARG fesonved Tntertalnment Tnc



One game
will not be
enough!

/ Are you up to the challenge? Turn

your Jaguar into the ultimate amusement
arcade with Pinball Fantasies - the greatest
pinball simulator ever. Play any of the four mind
numbing tables and experience the most realistic ball
movement you’ll ever see in a video game. If you’re looking
for instant playability, speed and excitement, Pinball Fantasies
is the game for you.

sezodezoer ﬂ Zﬁ@'yfﬁ?ﬂ DOTHE

Dot b, Computr We 854036 ‘000000 MAH

ATARI, the Atari 10go, J and Jaguar logo egiste
Copyright 1994 Atari corpora n ” Al ights reserved. INTERACTIVE MULTIMEDIA SYSTEM
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In my opinion, specs matter little... remember, my favorite system is the
PC-Engine! But, as the specmeister here at GF, it is my duty to inform you
of the and of the next-gen systems
that will soon be (or already have been) released. The machines I'll be
concentrating on are the Sega Saturn, Sony PlayStation, NEC PC-FX and
Nintendo’s Ultra-64.

Let’s begin with processing speed. If Nintendo's claims hold true, then
their Ultra-64 is without a doubt the fastest, clocking in at 100MHz... the
speed of a $2500 Pentium PC. Next up is Sony’s PlayStation, with a pro-
cessing speed of 33.8 MHz, followed by Saturn at 27.5 (Although the sys-
tem does contain two SH2 RISC CPU’s, running separately) and the FX at
21.5 MHz. To contrast, the SNES runs at 3.58 MHz and the Genesis at 7.14.

Now for everyone’s favorite spec: polygons. The leader of the pack in this
area is the PlayStation, capable of 1.5 million flat-shaded (one color) poly-
gons and 360,000 texture-mapped, light-sourced, Gouraud-shaded, and
depth-queued polygons. Based on preliminary specs, the Ultra-64 is capa-
ble of 100,000 texture-mapped polygons, but a number of other technigues

Next up are the sound capabilities of each system. The Ultra, once again,
reigns supreme in this category if Nintendo's claims are true: 64 sound
channels with a sampling rate of 44.1KHz. Personally, | can’t imagine this -
32-channel DSP synthesizers with the main sound chip of the Saturn, the
Yamaha 68EC000, cost hundreds of dollars. The PlayStation has 24 sound
channels with a 16-Bit DSP and the FX has 2 ADPCM channels with six

_Channels available for playing samples - similar to the SNES” 8-channel

sound chip.

Last but not least is each system’s amount of RAM and specialized hard-
ware that doesn’t seem to fit into any one area. Let’s begin with the Saturn.
Here we have a total of 36 Megabits of RAM, as well as hardware line and

1} The P has 28 of RAM, JPEG image com-
pression as well as full . full-color video
tiled) with a total of 74 mlnmzs of video on one CD... but that's one WHOLE
CD, without any game program. The PC-FX, which has 26 Megabits of RAM,
features three expansion ports: One for RAM, one for S-RAM, and one direct
hardware upgrade port. All three ports are housed within the system, so
any upgrades will fit snugly into the machine, out of sight. Also available is

are employed 1o make these appear much such as ray 9,

“tri-linear mit-mapped interpolation” and anti-aliasing. Sega is silent on
the Saturn’s polygon capabilities, but we can hazard an educated guess: It
is a fact that Daytona USA on the Saturn displays 2,000 polygons per frame.
There are thirty frames per second for this particular game, so the number
may be somewhere around 60,000, texture-mapped. The FX has no hard-
ware for the of but NEC has assured us
that the FX's seftware polygon enough
1o produce impressive 3-D... we shall see.

Now for 2-D capabilities. The Saturn and FX are arguably the leaders in
this arena, with the Ultra, of course, far on top, if Nintendo’s claims prove
true. Saturn’s 2-D hardware consists of 5 hardware paraliax backgrounds,
4 X/Y scrolls (diagonal) and 2 “rotary scrolis.” The PC-FX has a total of
nine parallax scrolls as well as cellophane and priority effects. The

PlayStation is the only system brave enough to come right out and say how

many sprites it's capable of: 4,000, ranging anywhere from 8x8 1o 64x64
dots. A direct guote from Sony Computer Entertainment of Japan, as report-
ed in PlayStation Magazine, is “In a shooting game, we could have 200 to
300 ge-sized enemies with or flicker.” The
amount of parallax scrolls available on the PS, unfortunately, is not known.
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JPEG and full , full-color, 30 f) o d (the
same as a television broadcast) video. The FX can also read Kodak Photo
CD’s. The Ultra’s custor hardware is unknown at this point.

So there you have it. What have we learned? The Saturn and FX are the 2-
D systems, the PlayStation is the 3-D system and the Ultra is the everything
system if the advance specs we've received stay as they are. My only Ultra
concern is this: CARTRIDGES? Why? They're WAAAAAY more expensive to
produce, take ten times longer than €D’s 1o manufacture, store far less
information than CD's, and third parties hate ‘em. Nintendo DOES claim,
however, a 100:1 compression rate which would result in 800 Megabytes
being crammed onto a 64-Megabit cartridge. This is utterly impossible,
though... that's like taking the entire text of this article and reducing it to
the size of this sentence. It just ain’t gonna happen. What are you going to
do with 100,000 polygons per second and 64 sound channels if you don’t
have anywhere 1o store enough information to utilize them? At any rate,
thanks for sitting through all this, and hopefully my ranting will help you in
making your decisions. Remember, though, specs mean little - it all comes
down to excellent programming, game design, and artistry. Now returning
1o your regularly scheduled magazine...

-Nick Rox
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Mortal Kombat Il is going 32-bit on stuffed in all the fatalities,

Sega's , courtesy of Acclaim and friendships in the SN ver
Entertainment, Inc. I'll get right to sion.....Sales skyrocketed: Round 2
the point: In one comer, you have Nintendo

‘s coin-op software, and in the it is now the final round. Sega got

other, you've got the jump on Nintendo by releasing
ware. Combine: their firet 32-bit eystem
riage made in heaven? Christmas 94’. The U

Answer...absolutely, positively, yes
Overall, MKIl on the 22X ie the best
home version of the arcade smash
hit yet.

Back when Mortal Kombat was

had the better version on S
the 16-bit Genesis. That

game had all the coin-

op's blood and fatalities

which were deleted from

the SNES, plus it had

better and more instinc-

tive player control. The

Genesis version outsold the ’ indeed. | popped in the
SNES version 3 to1: Round 1 and surprisel, all the mie
Segal In 1994, Acclaim released the
newer Mortal Kombat Il for all the
systems, but this time, things were
different. Nintendo's renewed game
content policy meant that all the

the game is quite pe

blood and gore from the arcade game freakin’ game during play?

could be (and was) included in both What it all boils down to, ie thatif
the SNES and Genesie games this you are one of the many Mortal

time around. Being now that aste, or ju

Nintendo was on even ground with gamer that doeon't set

Sega, Acclaim caw fit 1o tighten up thing but the best (

the player control, program the game of Game Fan), MK Il, alone, warrants
in 256 colors, include all the sound a purchase of the 32X. Way to go
samples from the arcade title, and Acclaim! -K.L




Grarurcs Ony ON The 32x System!!
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4 shaded and works in tandem with one of at least five mascots. Mulﬂ.
mascots! Robotic Sonic shows up and gives a whole new meaning to the

‘mulor mega scrolls, phenemenal scaling sprites (wait ‘til you
mm mmﬁu*"'l‘nwm“mm!m“
:"AVAILABLE APRL | Sheer Sega brilliance! 'l ave so... 50 much more in many issues to

un.huml-o MImll -E.Slnrm

JOU— L
32X+ SEGA ¢ situations ever in a platformer. And then there’s the graphics. Chaotix has
32MEG




Tempo’s in the house tonight- you know '
he’s gonna’ move your mind- the groove
is outta’ sight- funky as you wanna’ be.

' First of all, | didn’t write that. If | did, you’d
probably think | was some sort of bone-
head. You actually hear these fine lyrics,
complete with a “I can’t believe what I'm
hearing” rap sample when you fire up
Tempo, a plaﬁonn game with musical overtones slarring El
nicely d bug. My g ion is, why not techno, or

rock? Has Sega taken the whole hip-hop thing too seriously

., or what? They can’t actually think that action gamers listen

| to rap/disco... or can they? To say the least, this sample

' frightened me. Thankfully, the game itself quickly eased

the pain.

The development of the first solid platformer for the 32X is
coming along very nicely. Besides an impressive Z80 sound-
track, huge CG bosses are being added as well as even more |
amazing new backgrounds courtesy of the SH2's ]
(Sega/Hitachi RISC chips) housed inside. We'll have a review
on Tempo, next issue. -Mr. Goo

&

32X * SEGA
24-MEG
£ ACTION/PLATFORM
% AVAILABLE MARCH



XBAND IS LIKE

COMPUTER DATING.

WE AUTOMATICALLY

CONNECT YOU WITH

SOMEONE WHO WANTS

TO TAKE YOU OUT.

CALL 1-800-X4-XBAND AND GET ON THE

XBAND is a trademark of Catapult Entertainment, Inc. Sega and Genesis are trademarks of Sega Enterprises, Lid. All rights reserve
NBA is a registered trademark of WBA Properties, Inc. NHL is a registered trademark of the National Hockey League. Sup



RIGHT NOW, AS YOU'RE READING THIS
THOUSANDS OF HARDCORE GAMERS
ARE BATTLING IT OUT ON THE XBAND
NETWORK. DO YOU HAVE WHAT IT TAKES
TO BEAT EM IN A VICIOUS GAME OF

MADDEN NFL™ 'S5, NBA® !‘El

JAM, NHL® 85, OR MORTAL

KOMBAT® I? FIND OUT :
{

JUST STICK OUR XBAND
-~ Axr

VIDEO GAME MODEM INTO
YOUR GENESIS™ PLUG IN :
YOUR PHONE LINE. AND '

IN JUST MINUTES WE'LL

AUTOMATICALLY CONNECT SEa ey
YOU TO SOME SERIOUS ASS WHUPPIN:
SO GIVE US A CALL AND SIGN UP YOU'VE
GOT NOTHING TO LOSE. EXCEPT YOUR

EGO. (COMING SOON FOR SUPER NES®)

BYND
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SATURN ;| s ! £
SEGA ;A ‘ ¥
H SOCCER : S‘TURN (5 34
“ AVAIL, NOW JLEEView (B 122 cRa

. Let's see, Victory Goal in 2 word... unbeliev- |
able! Every time | play a Saturn game it’s a lit-
tle more refined than the last. And this game is | 7 %4
polished! Believe me when | tell you, FIFA ain’t zr
< | the stuff, and the 3D0, although a great
" machine, ain’t the Saturn. This is the stuff that .
- not just Sports fans, but all fans of gaming
ZZ- | dream of. Once you get past the amazing intro,
s ' complete with a rocking un-sports like sound-
track (thank you, thank you!), you will embark
© on a game that scales and rotates so smoothly
and so fast that you won't believe your eyes.
On top of that, the amazing 3D polygon players
move with smooth animations and incredible




i o e T i R
XD vicverv oom [TTTYseas EIZET

7

)
iz - | realism. Commit a foul and they hang their heads, score a goal and waich
B e 24| ﬁ as the camera zooms while the entire play field rotates to display the
: ~ " | awesome, and again, realistic animated score hoard. Then, sit back and

w» Wwaich the goal from every camera angle during the replay. The music

during the game is great as well, as are the cheers of the crowd. There is
nothing like Saturn sound! The options in the game include: Exhibition,
Tournament, J-league, S-league, Cup, and Super Star play. Of course, all =
the player stats and profiles are here as well. | would have fo say that not
only is this the best Soccer game that | have ever played but the best
sports game period. When the Saturn comes home to the US this
September, go for Victory Goal! -Takahara




E STORM'S
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| m:hm-mnmuhummumm Pmcrmmmmmhhﬂmnmul
scanned like a maniac to get -Il.l--umnwllmenmhm along with Daylona. I'm gonna’ need a vacation.

Virtua Racing, from Time Wamer Interactive? Hey, this may prove 1o be a BIG positive I’smnuu-diu--luhmnﬂh
be a rockin’ version. No word yet on how many tracks or types of cars, lﬁnlmyuhuluuthﬂlnﬂﬁun..
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GRAB A TAS
M

Meet GEX™ the to
3D gecko lizard.
dragonflie
lip,

Fi- "

2. THAT AEROSMITH GUY '

3. YOUR FAVORITE “TONSIL *
HOCKEY” PARTNER ' A
4. GENE SIMMONS OF KISS ;
5. SHAQ’'S SIZE 22 HI-TOP - Al U
: VAT : LY
4 - :Fo- / = 45
P e | THE PRIZES!
55, OR PF AND GRAND PRIZE! |
HAND . DUF - 1 PANASONIC REAL™
RED ARD READ 3DO INTERACTIVE
DU PLA . F MULTIPLAYER.
) DUR #1 TG X | 10 FIRST PRIZES!

ALL OF FAME A R G 9 YOUR VERY OWN
POSTCARD. PLE/ . COPY OF GEX ON 300"
st 2 50 THIRD PRIZE

DDRES: g WINNERS GET A GEX T- '
: SHIRT! I

4ARD GAMEFAN
T’ﬁ‘BLARETON DRIVE, SUITE 210

COi
HILLS, CA 91301 MEELE

(R BUNCH OF lt‘ll STUFF)

CONTEST RULES: ALL ENTRIES MUST BE RECEIVED BY APRIL 30, 1995. DIEHARD GAMEFAN OR CRYSTAL DYNAMICS ARE NOT LIABLE FOR LOST OR MISDIRECTED MAIL. ONE ENTRY PER PER-
SON. NO PURCHASE NECESSARY TO ENTER. A RANDOM DRAWING OF ALL ELIGIBLE ENTRIES WILL BE CONDUCTED TO AWARD THE PRIZES. AND THE WINNERS WILL BE NOTIFIED BY MAY 31,
1995 PRIZES ARE NOT TRANSFERABLE. ILLEGIBLE OR INCOMPLETE ENTRIES ARE INELIGIBLE. ALL STATE, FEDERAL TAXES, IF ANY, ARE THE RESPONSIBILITY OF THE INDIVIDUAL WIN-
NER(S) ALL JUDGES DECISIONS ARE FINAL ALL PRIZES WILL BE AWARDED. VOID WHERE PROHIBITED OR RESTRICTED BY AW, ALL FEDERAL STATE, AND LOCAL LAWS AND REGULATIONS
APPLY. EMPLOYEES OF DIEHARD GAMEFAN OR CRYSTAL DYNAMICS AND THEIR AFFILIATES ARE INELIGIBLE TO ENTER. CRYSTAL DYNAMICS AND DIEHARD GAMEFAN RESERVE THE RIGHT
T0 CANCEL THIS PROMOTION AT ANY TIME WITH APPROPRIATE NOTICE. FOR A LIST OF MAJOR PRIZE WINNERS, AVAILABLE AFTER APRIL 36, 1995. SEND A SELF-ADDRESSED, STAMPED
ENVELOPE TO TONGUE CONTEST WINNERS, 5137 CLARETON DRIVE, SUITE 210, AGOURA HILLS, CA 91301 WINNERS NAMES, LIKENESS, AND PRIZE INFORMATION MAY BE USED BY CRYSTAL
DYNAMICS OR DIEHARD GAMEFAN FOR ANY PROMOTIONAL OR ADVERTISING PURPOSES WITHOUT FURTHER COMPENSATION. CRYSTAL DYNAMICS AND GEX ARE TRADEMARKS OF CRYSTAL
DYNAMICS. 3D0, THE 3D0 LOGOS, AND INTERACTIVE MULTIPLAYER ARE TRADEMARKS OF THE 3D0 COMPANY. ©1994 CRYSTAL DYNAMICS (ANTILLES) XY, ALL RIGHTS RESERVED. PANASON-
ICREAL IS A TRADEMARK OF MATSUSHITA. ALL RIGHTS RESERVED.
— —

CRYSTAL DYNAMICS 3D0
INTERACTIVE SAWLER MSC
—
f
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the best part of Tohshinden... the visuals. You simply have never seen anything like Tohshinden's
their faces RIGHT IN THE CAMERA without displaying as much as a single pixel. This would be a given if they were flat-shaded ala VF., but they re entirely texture-mapped.
polygons... she wears transparent silken clothes. Even VF2 can't match that, with it's lack

2 godiike manner. bul they move 21 2 30-frame-per-second hyperactive joy-speed. There's virtually no slowdown present in Tohshinden,
et T o I‘Ilﬂlh‘ﬂﬂﬂ&
s

ne... irue bliss!
The music would have 1o be Tohshinden's weakest point, but don't let that worry you - CD game soundtrack. Some of the tunes, like
B . and s u i are excellent. and there’s TONS of voice, not




F9BL
.,‘NATIONAIJTY JAPANESE
g “\,/ WEAI’ON WHITE TIGER FANG

SUPERMOVEL,. " sanreminis
HYARKIMOSHUKEN HYPER MOVE! i
'WHILE ENERGY BAR IS RED AT ANY TIME o P, ,i
skl + PIPLIEer€ 4 10 i
R1 + R2) 3

HEU.’S INFF.RNO
WHILE ENERGY DAR IS RED



: g 0

- MONDO
HEIGHT: 179cm
WEIGHT: soks
AGE: 42
BLOOD TYPE: AB
NATIONALITY: JAPANESE "
WEAPON: HOLY DRAGON SPEAR .

SUPER MOVE! _ - '
cHoRIK: DAIBUTSUMETSY  HYPER MOVE!
WHILE ENERGY DAR IS RED AT ANY TIME
VNP NS + SATREINL + @

(or R1 + R2) L

-

— =
cﬁk’i’ﬂ‘ %'N . HYPfL{V Movg","\

TIME o
wWelvsesr3l 4+ o

WHILE EN DAR IS RED




"HYPER MOVE!
AT ANY TIME
wedwledr + o 0

HYPER MOVE! | &
WHILE ENERGY DAR IS RED AT ANY TIME »
“duINde e + AMREI€d + 0

?Rl »_ru)

SUPER MOVE!
DAICHI HYAKUSAI




FO FAIl

HEIGHT: 154cm

SVUPER MOVE!
DODODONPAPPA
WHILE ENERGY DAR IS RED

DELLNNIE 4+ o
(or Ry + R2)

SVUPER MOVE!
FRENCH KISS
WHILE ENERGY BAR IS RED
2€2€ + SLASH
(or R1 + R2]

HYPER MOVE!
AT ANY TIME
wedvesrd + o0




PLAY AS SHO?
THE CODE TO PLAY AS SHO IS SIMILAR TO THE GAIA
CODE BUT UNFORTUNATELY CAN'T BE RELEASED UNTIL
OVUR NEXT ISSVE, SO STAY TUNED!




PLAY~
TIC

STATION
REVIEW




¢ e

-h SPEEBB

-l




S VaR #HOUS

L&
T ME:04:00.3%
SPEED:278 K/, &

B <

TiMEO2:14.62 | 5 = 00y o, ; mp 01:0:
SPEED 278 Kapr” 150 :0e/08 = 4 EFD 278 w01,
s

= JERT g’l ﬂ
- T.LME l:ljls £

,,_

ALSE Ed“zsam up-m




PRINCEES JEFN

TIME-00:02.65 oo (4
SPEED GaSkam w01




A
5 AIMI.AI[E lmt JAPAN

January 27th is to be a day of jubilation for PlayStation owners - five fantastic
games in one day! Among the that'll be released on this joy day
ject, CyberSi
- Kileak, the Blood. Kileak is Sony Music
Entertainment’s first PlayStation effort, and what a way
7/ 1o start off right! The design team of computer mulm:
experts behind the game, Genki, were muusllla for u|
_excellent 300 CG point-and-clicker Burning Soldier. This game is

ically diff , however: it's a Doom-style 3-D shooter with &
-more ' of movement.. you can look and shoot up and °\
down, and there are role-playing elements throughout the game. The shots

/ ywnclmmv#tanlythelnmammmﬂllwume 0 stay
7' tuned... next month we’ll have a full review of this sure-to-be-hit! -Nick Rox




1L is2100% 1 of W8 6003 |
""ﬁlhl.ﬂw next

Hamlet) is an ultra-smooth 3-D ‘which you cg
IIMMS nmnw cmw.lm

Mnsmmmu-w Inmsmlcmmuclnmhmm uum—mu-uummm
* munhdllanlvn. hnmmumwm. lnuiumlﬂuﬂlanlqtbﬂ

m:mmn“mmwvmwumnﬂma“nm-umnua
100°% exact arcade port! Joy!

- - - - 91




.ﬁ-ﬂln&‘unnyhuu.. | can remember back to a
$ time when Y's, Atomic Robo Kid, Power Drift, Batman, and
\‘ Super Star Soldier were all | played, that is, when | wasn't

‘A\\Q\Q'Q,“ NEC has released a powerful 32-Bit CD-ROM game system.
A% 4t the same time, imagine how depressed | am that there are
T e

my Supergrafx. $o you can imagine how elated | am that




)

b2~ reproduce, love, or lead a normal life, she is
- overcome by her anger and ... you can guess

o=
The story here is a deep one... The saga unravels as Professor Chronos Enhancer creates —
~ three perfect children using bio technology. He is soon found out (dabbling in bio technology is i/“:
~ illegal) and arrested by the GCOP. The three little giris are adopted by the GCOP and trained as a
special task force team... Team innocent. You come in when the giris (now obviously grown up)
are on a routine mission which coincidentally leads them back to where they were created. Up
to this point the giris believed there father to be dead, but as the story unravels they discover

‘/’.




™, -

B

Games like this will never be made, or come out, here in the land of the big license, and that makes them all the more appealing to me. | don’t understand a
word of Japanese but somehow | knew exactly what | was doing (the adventure is very visual) and thoroughly enjoyed this entire game. Now | hear that a
sequel is in the works. | will be waiting... patiently. E. Storm
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round breaking first person driving and sho’gs—s 3
grim future. You are Drake Edgewater, a2
r desperate to escape from the quarantined
You are driving a modified ‘52 Checker “hover-
ittheadlight mounted machine guns. Wi

your windshield!) A lightning fast new 3D
engine and spectacular dark and moody
graphics bring this this cool futuristic city to life
(and death). It's ROADWARRIOR
meets BLADERUNNER (with a taste
of ESCAPE FROM NEW
YORK)...It's QUARANTINE!

98



KK AWRIEND!
P ETR 2!
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AL‘T 10N/STRATEG Y
: AVAILABLE now

It never céases to amaze me, hwn\anygemgamessoemlommnomowime Unlike the Zelda’s, Sonic’s, andMalaqutrbafw Lo

there,(all of which boast, big time ¢ 1g budgets) these gar ) originate from small, obscure software groups. ‘
Developed by aoompanymal(norwy)gonbymanamesmwmamlm Return Fire for the 3DO has the polish and quality dagmne i
made by the big boys. Yeah right, what's so great about Return Fire?, you ask. WenhangonSargewe“lgmwmatpmlate; ...... -
define the game to you. As | would soon find out, axplammgmgsnredttusgamwouldprovetobedﬂmu,asnwasntttmcasytopi’m I
finger on what type of game it was. At first, RF (with its military theme, individual missions and the viewpoint of the overall playfield) seemedto
resemble the Desert/Urban/Jungle Strike series, but upon closer investigation, | found Retum Fire contained much more depth than any of EA's |
search and destroy games. The main objective is very simple; youmuﬂsettonhtromywbaseoﬁoemmylemory ﬂndaga’lﬁqm ‘
7 within your (well

Mryoonwtdmrewmmﬁagtoywbase without getting yourself killed in the process. Easy in theory, difficult in execution. ot X
Your armament consists of: one 4-wheel drive, ATV/missile launcher, one high speed attack chopper, one armored tank and ’ ey
one jeep. The ATV is the slowest but can do the most destruction and has the strongest armor. mmm(mq)mm i

faster and more effectively than the others. The tank has a nice of speed, rability, and mmapq)shemm :
enemy fire, but is the only vehicie that can capture the flag. {
Playing Return Fire is a trip in itself. The music is a compiation of mmmmawnm Sound.
When you use the chopper, you will hear Flight of the Valkaries-ala Apocalypse Now. When you're running away from fire, youhear
Fwnofmeﬁumbiebeos Whenymavoswoeuﬁlm mission, you will be greeted with a ticker tape with Hallelua!
Hallelua! blaring in the backg mmmwmlmmmlm‘n&‘m ing. The graphics are (again) remi-
niscedeA’s ........... Strike games, except with befter detail and a cool auto-scale i -3 %

The overall presentation of Retum Fire will draw you in, but its the unique diversity, mind mwmegymredwmmmrpeﬁ "
semeommMM’IMeywbeggnglmmeaMsﬂwwedRPsmhpevMy youMReluanesMefmp
the one player mode, uypiayingwnhaﬁendammwcrmanwmpmmmmdnppermuamgawa/asywm
away, flag in hand. It just doesn’t get any better than that. -K.LEE [ 4.,
{
1

VICTORY IS MINE! i ik
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 license. Yu Yu Hakusho aiso utilizes the |

Small side, |

|
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1ray with it and saw the ultra tile laiden FIMV, choppy animation,

‘super lame point and click interface, we knew a shiny new
was born. Sure MJ has some side scroll between its hor-

pible digital comic sequences, bul they look and feef like games for

the ultea tank-CDI. You know, I's the flat back-

ground with the figating speite on it

that jumps a second afier you press

the button. About all | can say about

| this game is thal If it comes out here

) (and | pray it doesn't) avoid it ike the

plague. Mr. Goo
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nother Winter CES has come and gone

and the image that | am left with is of

an industry in transition. 16-bit is defi-
nitely slowing down, and the next generation
stufl won’t be seen for another nine months. On
the sport software side of things, it was pretty
quiet. EA was not on the floor of the show,
although they had Coach ‘K’ College
Basketball on display at their party on the eve
of the show. Sega Sports was present with two
new games; NBA Action *95 and World Series
Baseball *95-both previewed in this edition of
GameFan Sports. Other than those titles, there
was nothing that | would classify as “blow you
away” kind of stufl. There were no new 32X
sports titles, La Russa and NHL were strictly
AWOL on 3DO and Crystal Dynamics was
showing their new sports titles to buyers only at
BMG’s booth. The good news is that, even
though the quantity of product being delivered
1o the consumers is slowing down, the quality is
on the rise. And, in judging the early software
for both the Play Station and Saturn in Japan,
we can expect that the attention to detail and
quality that has come to characterize latter day
16-bit sports software will carry over into the
new generation...In other news...the Super Bowl
will be history by the time you read this, and I
can only hope and pray that my ‘Niners® will be
in possession of the Lombardi Trophy. In spite
of a year that featured strikes in both profes-
sional baseball and hockey, the strength of the
foothall season made it a banner year for me.
The NFC featured two dynasty teams battling it
out as they seem to do every year, and the AFC
offered parity and excitement that kept most
teams in the running until the final week of the
season. The best news is that, even if there is no
“95 baseball season, or if hockey never comes
back, I can play football all year around and
enjoy the highest quality interactive baseball
and hockey games from the comfort of my own
living room. I hope you enjoy this edition of
GameFan Sports; turn the pages and revel in
the last great year of 16-bit!
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Wow! Coach ‘K’ College Basketball takes the Genesis ver-

GENESIS sion of NBA Live ‘95 and tweaks it just enough to make
€A SPORTS it a better, more complete simulation than the original.

The first thing that strikes you about the game is the

4 PLAYER fact that the designers have adjusted the speed in the

16 MEG game to a point that makgs more sense. Coach ‘K’

. becomes much more of a defénsive game this way, and a

. much better simulation in the process. All of the fea-
tures that made NBA Live ‘95 such a great game are
here in Coach ‘K’; the game's isometric vi int, large well-animated charac-
ters that do not'crowd the
paint, graphic cand*.uch as
statistics that pop-up on the'
fly during play, adjustable ref-
eree levels, ‘turbo’ feature, and
user-adjustable. play features
that control everything from
the length of the game to
fatigue factors,
What's different is the nature
of the college game itself.
Season play is accomplished
through 8, 12, 16, 24 or 32,
game tourname that lead
to the championship bracket.
You can choose to play every
game, or simulate things
when you're pressed for time.
You can play anything from 2
to 20 minute half(s), save
player statistics in thirteen
different offensive and defen-
sive categories, and team
statistics in 17 different cate-
gories. There are 32 different
college teams to choose from;
including Duke (no brainer
there), Arkansas, UCLA and
Alabama.
The ‘bottom line’ in Coach ‘K’
College Basketball is that the
game is pure fun to play.
Bringing defense into the
game has really heightened
the level of realism, and slow-
ing the game down has
allowed for more realistic
scoring, more blocked shots
and steal, and, overall, a more
balanced game. Add to all of
this a very cool free throw
eécreen and you have a feast
for college hoops fans.
As to whether or not owners
of NBA Live ‘95 need to pur-
chase this game; well, | defi-
nitely prefer Coach ‘K’ over its

TR R - STt

COLLEGE
PACKETPZIT:

B 1995 FLECT|
ALL RIGHTS Rfﬁim

!
LICENSED I
SEGA ERTERPRIGES, (1 A
~

e »a =




pro-cousin. If you already own NBA,
wou've got a solid game of basketball
and need not go for Coach ‘K, unless
you're a big college hoop fan. If you
haven't purchased either, go for ‘K...you
won't be disappointed. - Talko ¢

in Coach ‘K’
College
Basketball s
that the gamele  _. . o o
pure fun to play. A 4 44

The Genesis version of Tecmo Super Bowl 2 is equal toite SNES counterpart in every way. The
graphice and sound show tr dous impr over lous Tecmo product 21, as
always, Tecmo has provided the player with a well presented, detailed NFL simblation thathas
been written specifically for the toughest football critic and fan.

Since the advent of 16-bit gaming and the rise of Madden and Montana, Tzcmou arcade
aspects have always seemed a little on the light side. Although | would-like to say that this
has changed with the new title, | can’t. But, Tecmo fans don't really buy the game purely for
the arcade elements. What has always separat-

ed Tecmo football games from the rest was the
depth of the simulation, and Tecmo delivers the
goods. You can compete in a mdu—nma! for-
mat, against 3 lled off
aefmsesMn‘ﬂdoWuﬁmlmfov
your offensive and defensive attack, keep
detailed statistics over moltiple seasons with
League Leaders, and even post your name in the
“Hall of Fame” if you should better the record of

an all-time great.

| am not going to tell you to sell-off your new
NFL ‘95 (I've been playing it for five months-still
the best!) or Madden ‘95, but football fans |
should take a serious look at Tecmo Super Bowl
2.1t is a great game, a ‘
limited edition, and an
experience that no true 1
gridiron freak should be TECMO SPORTS
without. Besides, in this 2 PLAYER
league, Kansas City still 16 MEG

has a chance to win it

alll  Talko Now

.r;tt game, a
limited edition,
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Another CES has come and gone. ltmumusmumme In
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ments floating around was abundant. Sega threw a really cool party, and |
had fun playing Virtual Boy... those were the high points for me. The E3,
which will be held in Los Angeles this coming May, is being touted as the
show of shows. This is where Sega, Sony, and Nintendo will all unveil their
64 bit hardware. We already have Saturns and Playstations, so for us, the
E3 will boil down 1o one thing, the Ultra 64, which will be hands on
playable for the first time. What you'll find on the following pages is a
breakdown of some of the best new games for each platform. Bare in mind,
many of the games are covered in this very issue. We work fast.

- - - . .

Fu:llnmdavln-ludﬂualm,:mﬁn.hl
ence at Sega’s adopted Vegas home, the Alexis Park, lhllbhﬂh i
mﬁumﬂmnﬂﬂwlnmkvhhmdml to
the conference Tom touched upon Sega’s winning year with a blistering 60% market share, plnshblnh the Neptune 32X/Genesis
amazing price of 149.99 (he held it up), the September release of the Saturn at a price between three and five hundred dollars (he held that up to), and
introduced Sega’s latest ace in the hole, Deion Sanders. Everyone had happy Sega hankies , and the whole thing came off ultra positive. One interest-
* ing remark Inu:bmmnlhuﬂmnmmwmm1lamrmuPmln'rbbm-mmul/aynlwm:mlmm:
pamnum bu/snlnmfmmmmmammmlmmmvmﬂ. the perfect place for it! Tom also danced around
the imminent release of the 16-bit Venus handheld. Right now the price (it would be around 199.99) is just too high for Sega’s blood.
Sega’s plan is simple... it's called the triple play. You've got the Genesis (which Sega will continue to support vigorously in *95) at 99.99 for the
casual user/K-Mart shopper, the new 32X (which will be Sega’s main focus for years to come) for the mass market, and the Sega Saturn for the hard
core gamer who demands the best and has the money to buy it. This makes a lot of sense, but two things need to happen to make it work. Number one,
S0A has to make the Saturn compatible or bring out imports SIMULTANEOUSLY to keep that hard core gamer happy (he’s miserable right now with all of
mﬂulm-ymhulln.ui.ambmh’s.y-dnm,nﬂnmmmtmmnmn Number two, the Ultra has to
either go away or come in over the announced price of 249.99 with a pack in. The 32X is a great system but it has limited sound and texture mapping

-

capabilities. The Neptune (with a game) will cost you in the neighborhood of 220.00. If you can buy a 64-bit power house with a Miyamoto pack in for
thirty bucks more, this may throw a major wrench in Sega’s plans. 0f course Sega has Daytona, Sonic, Shinobi, Knuckles, intense marketing, and mil-
lions of dedicated users. Nintendo has to overcome years of fibbing, we could go back and forth all day, but you see what I'm saying... There’s also a
little company called SONY on the launching pad.

Hot at the show for Sega was Comix Zone (a fully interactive comic that is just too cool), X-Men 2-Clone Wars (see page 62), and Batman and Robin
(hely special effects!), for the Genesis, Eternal CD, Dungeon Explorer, and Lords of Thunder for the CD, and Tempe (pg. 73), Metal Head (pg. 70), and
the AMAZING Chaotix (pg. 72), for the 32X.




It was an interesting time over at the massive Nintendo area. | crossed
the land of DKC to be dazzled by Starfox 2, Commanche, and FX
Fighter. Starfox 2 looked great, but I've been down that road,
Commanche is ultra pixelized (but plays very well) and FX Fighter, well,
let’s just say it needs work. To my surprise what really impressed me at
the Nintendo booth was the Virtual Boy! What a cool device

this is! At first you think black and red, big deal. But once /- 3
you are immersed in a true 3D, bitmapped world of it, it ,S !Em

a very Xp The black and red
creates a unique atmosphere unlike anything | have ever
experienced in gaming. Hey, | love gadgets, and this is the ultimate gad-
get! It looks and feels totally new. | played Telero Boxer first and was
mildly amused, then | moved to Pinball and started to really get into it.
But then... | saw Mario! He's walking along side scroll and then all of a
sudden, he turns and walks into the background... way into the back-

S

VIRTUAL BOY
TECHNICAL SPECIFICATIONS
32-BIT RISC PROCESSOR RUNNING

SPEAKER SYSTEM
MEASUREMENTS: 8.5"Hx 10"W x 4.3"D
SOFTWARE: ROM CARTRIDGE
WEIGHT: 760 grams (HEAD UNIT ONLY)

Vi e

COME ON IN...

ground! You play VR Mario on two plains! The graphics look great and
the depth is hard to describe. There was also an F-1 demo that blew me
away. Again | can’t describe it, but take my word for it, you've never
played a REAL 3D game. A Starfox type shooter, and an overhead shooter
where you fly BETWEEN the scrolls was also present. The Virtual Boy

was, for me at least, the high point of the CES.
.. Nintendo will debut the Ultra-64 at the upcoming E3 in
May. Did you see the Mask? Remember at the end
when Ipkiss (the Mask) pulls out the mega cannons at
the end of the movie... that’s kind of what Nintendo is
doing at E3. The Ultra is a BIG GUN!

The best looking SNES stuff at the show was Squares animation/SGI-
Mana style-made in the USA-RPG, The Secret of Evermore, Titus'’s
amazing Prehistoric Man, Konami’s Metal Madness, Capcom’s return
to the original Megaman, Megaman 7, and Nintendo’s own Starfox 2.

TN Y
o QLY

" TUROK THE DINOSAUR
HUNTER - ULTRA 64

NINTENDO ACCEPTS THEIR
AWARDS FOR GAIA & METROID



PC/pocket protector sect
linteractive PC products (that’s how slow this show was). | think it’s ti
/ be extracted from 300 rep’s, but no demo unit was present, only a short
be out late this year. Goldstar announced the MPEG pack which will come packaged

with the Goldstar unit ONLY. Goldstar also announced two new pack-ins for their 300
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bit of new software on display, as well as the new Jag CD. Mm
for the CD was the amazing opening CG demo for Battlemorph. The FMV

looked a bit tiley ltl-llu to the FMV on 3D0), but the game graphics
-3 great. Blue Lightning, and Varuna’s Forces both looked very promis-
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had at the show was with Core Design’s
‘ Jeremy Smith and Susan Lusty. Not only did Jeremy have buckets of amazing
- software to show me, but he’s just the coolest guy I've ever met. You don’t get l’
to laugh too much at these things, so sitting down in the Core booth is always
a kicker. Pictured below are: Swagman (Core’s Nightmare Adventure game for ll

"~ . > .  from Shellshock for the Saturn, and the amazing BC Racers for the 32X. BC on
32X is just the coolest racer I've ever seen. Core’s Golf game, The Scottish
Open-Virtual Golf for the 32X, was also at the show (I'll have pic’s for ya’ next month) and is so good, that after you play it, you’ll hit the
can with all your old Golf carts! In the months to come, we’ll have special features on all of Core’s exciting new games. In the mean-
time, give “The Swagman Cometh” a read and then go out and pick up Skeleton Krew. That oughta’ keep ya’ busy!




1G D
PRIZE

* Trip for Two to a '95
NBA Finals Game

* Be a secret character
in an Acclainy
video game

* $500 in cash

YOU'RE ON FIRE!

Check Out The ABA® JAM ™ T~ Hot Spot Sweepstakes
Win the Urtmate NBA Prizes

"LE. OFFICIAL ENTRY FORM _

MORE NBA STARS
MORE SECRET PLAYERS
MORE SUPER JAMS

§ SPRANRD SSIEES ﬂmy AGlaim gxamras

GAME GEAR

mars




P ' ' '

JNN SPECIAL FEATURE!




*ci
] =

L R

.




It's been a year since the Northndge Quake, and

SPECIAL K's GRERSR I
= | 417 [ "’"
/ ‘/ /| before I'd totally forgotten the chill from our experi-
/- / ence here in LA, Japan was hit with a 7.2,
-
&

Unfortunately, Nintendo, Capcom and Konami are
located near the epicenter at Kobe, in southern
Japan, with Konami being the _closest. | hope none of

/ / / / these game companies were hit too badly!
/ / / y Well, the tragedy has officially begun in Japan as the
~— 32-Bit system wars commence in earnest. There's no

clear winner yet, but I'll keep you posted!

SNK
Let me start you off with some SNK news. Since Matsushita is releasing the Power-PC upgrade for the 3DO,
SNK thought it best to introduce a for their Neo*Geo CD. Apparently, this powerful upgrade will

cost no more than 5,000 Yen, ($50) but you'll have to send your Neo CD in to SNK to get the upgrade. SNK will
omaally announce this upgrade in Spring. The first game programmed for the 32-Bit Neo, the 266-Meg

: Road to the Final Victory, will be out in arcades in March and for the home in April. | probably shouldn't

memuon this right after the 32-Bit CD announcement, but seems that SNK is planning to announce a brand new

home system late ‘95. I'll keep you informed about these two systems in the months to come. And finally,

some big news for Neo*Geo RPG fans. A game that's in development right now, exclusively for the Neo*CD, is

Early rumors report that the battle scenes in the RPG will be regular fighting-game

slyle'
NINTENDO.

On December 21st, 1994, Nintendo, along with the television service company St. Giga,
announced its new project. To be released on April 1st, 1995 for a price of

14000 Yen, or about $150, Satellaview is very similar to the Sega Channel in that you'll be
able to download games from a remote cable service for home play. To access the system,
all you need is a Super Famicom, the BS Antenna and Tuner, and of course the
Satellaview system. With the Satellaview, games such as RPGs can be downloaded, beat,
and when completed, simply download new dungeons, scenarios or quests for the same
RPG. Likewise. new tracks for driving games can be added. No information is available yet
on whether this service will be released in America.  The networking business is getting pretty popular now, and
I'm sure this will open up many new possibilities in the video game industry!

Usually our coverage is in Other Stuff, bul lve gol some hot Ultra game info from Japan, so here we
go: Nintendo is domg Mario vs. Wario, Tetris 3 and Iv 12. Capcoms domg a MegalMan game, Konami is
doing a Castley 1, Seta’s domg Twin Eagle Il and Square is doing Final Im not totally sure yet,
but | heard that Nintendo’s going to be showing the Ultra-64 in March at an as-yet-unnamed Japanese conven-
tion... before E3! This is possible becuase it's unlikely Nintendo would debut a new home system in America
before Japan. If this rumor is true, I'll have a full report on this convention next month!

Special K’s last-minute info

Sega will be releasing Outrun for the . Since Space Harrier and After Burner have been released, it

seems pretty obvious that Outrun would be next... but aren’t we forgetting something? Power Drift! Dempa

| Shimbun has had the license to release the game for years now on Mega-CD, but it's finally expired and

| Sega’s getting right to work on the 32X version... finally! In other Sega news, Yuiji Naka, the creator of Sonic the

| Hedgehog (Whose name was misspelled “Yuju Naka” in the American Sonic & Knuckles manual) is currently

| - working on a 2-D Sonic game for the Saturn! I've heard rumors of a 3-D Sonic game being developed in the
i U.S, but this seems to point to the contrary. The Saturn Sonic game should be out

| before the end of the year. Also, Taito will be releasmg on the

im0, too. Well, please keep you

Saturn. Namco is releasing on S
eyes on JN! and GF32 for the latest hardware info! et
is currently developing Final Fantasy Vi for the Super Famicom, utilizing /g-/

' /

Donkey Kong Country-style SGI graphlcs Funhermore the game is 64-Meg!
Hopefully it won't be that expensive... Also, Legend of the Sacred Sword 3 (Secret

of Mana 2) is currently in development. g J

Other arcade news is that ( ) from Super SFIlI Turbo is in Capcom’s
Men as a hidden character. Check it out as soon as X-Men hits the US!

14



ANNC JAPAN NOW! Daytona USA Upoate

This month's JN! pick is Daytona USA for the Sega Satum... | have the latest pics for you! Compare these beautiful new shots
with the ones we ran just last month... the difference is amazing! Can you believe it's only 50% complete? All of the Saturn
teams at Sega of Japan are working on Daytona and Virtua Fighter 2 simultaneously. Daytona will be done in March and VF2's
supposed to be shown at the Tokyo Toy Show in June!

[ 572 60
7020

ERHRHS

S

And Now!!

6 Months Ago...

Compare these two screen shots. Most people seem
to think that the Saturn can't do a perfect version of
Daytona, but | don't think so. | bet that many of you
have seen Flid?e Racer for the PlayStation and were
shocked, but | guarantee Daytona will shock you
more! Just hang on!
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DIE HARD IS NOW
TAKING SPECIAL
ORDERS FOR
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AVAILABLE NOW...
SEGA'S

For Fast Overnight Delivery Call

81 8-865-2599 WE WANT

OR FAX YOUR ORDER: (818) 865-2595 YOUR USED
PLEASE INCLUDE YOUR PHONE NUMBER! GAMES AND
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VISIT THE
DIE HARD
STORE NEAR
YOU!

(Mail order service not
available at the
following locations)

948 W. Dundee Rd.
Arlington Hts., IL 60004
(708) 253-GAME

343 Coliseum Ave.
Nashua, NH 03063
(603) 881-8884

3035 Walton Blvd.
Auburn Hills, MI 48326
(810) 340-8808

8356 Mills Dr.

Town & Country Center
Miami, FL 33183

(305) 271-7197

9105 No. Division
Spokane, WA 99218
(509) 468-4246

Ventura Mall
Perryville Rd. &
Walton Dr.
Rockford, IL
(815) 395-1123

1508 Northern Blvd.
Manhasset, NY
(516) 627-6200

721 Central Expresswoy
Plano, TX 75075

INDEPENDENTLY OWNED
AND OPERATED.

COMING
SOON:
Washington D.C.
El Paso, TX
St. Louis, MO
New Orleans, LA
Chattanooga, TN
Springfield, MO
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| have been reading your magarine since day 1 and have
been writing once a month for the past 2 years. | finally

would print my letier

companies hased in Japan, and do they have 1o wail for
Atari system? Ae there plans for any RPG'S for the

also has the Midway's and Rare’s 10o. Does this mean
the Uitra 64(Jaguar in particutar)? Also, is the Uitra 64

of licensing will it have?
Sincerely, Josh Cordasco

Dear Josh,
Ves my friend, the Jaguar did come oul in Japan.
Unfortunately, it was one of the most dismal launches in

Ihat one lairly large distributor in Tokyo who supplies a
chain of game stores sold a whopping twenty his first

Famicom, PC Engine, and Mega Drive are stil big there;
although they are buying lots of Saturns and Playstations.

other platform. Nintendo has many such exclusive con-
Iracts in place for their power house Uitra-64.
Licensing?... everyone who wants lo ride the wave. All |
can say is wait ‘il September. What we are about lo

« gling! | wish | could say mere.

funny, I've read about five press peleases ust in the last
week... maybe they should check the Fax, or should | say
lacts. O by the way, you were right!

Dear Post Toastie;

Love your mag. Greal screen shots - greal reviews and
previews. If's also nice to read 2 mag printed on paper
instead of Charmin’ Uitra!!

’ 1 do have a bone 1o pick with you, howeve. (By the way,
- toyouittie guys who ride around in 4 buys have any
. » Sheieton? You need a Hummer, baby!!) Final Fantasy Il -

-

——

thought 1'd write about Something current and maybe you

| was wondering if the Jaguar was in circulation in Japan
and weather or not it was very popular? Does it kave any

‘games like we have 107 Also, did the Japanese like the old

Jaguar?

| know that Killer Instinct has Nintendo's name on i, bt it

Killer Instinct could be coming out on other systems besides
going 1o be a CD or cartridge based system, and what kind

history. | had Yagi do some checking, and he reported back

week. The retailer we buy our games from sold wo. Wiy,
you ask? Euro games do ot go over well in the land of the
‘Pising sun, nor do platiorms with limited software. And the
whole "84-bit” thing... they ai't buyin’ it. Japanese gamers
are extremely picky when it comes lo upgrading. The Super

There are currently no 3pd parties or RPE'S in the works
overseas. As lor Killer Instinct, it will never appear on any

receive for under three hundred bucks, Is utterly mind bog-
P.5. The other guys say the Ultra isi't coming out... that's

- - ——
RPG of the year? Come on Meister Man, you must have

heen in too many crashes lately. Why RPG of the year? -

For story? No way!!! | can watch "Days of our Lives” if |
what 1o cry, or | can listen o Kathie Lee Gifford sing and
really wail. But, | want and RPG that challenges me, not one
that requires a lot of Kieenex. (A lot of free plugs here -
huh?)

In my opinion, Final Fantasy Il is really a 30-40 hour RPG

dravm out for another 20 hours by the way it plays. For
these that kaven't played it (this may get boring for you,
since you aiready played the game, 5o oil that Jeep it must
have at least 3000 miles on i), ail the characters have to
learn magic. But, only these in your fighting party are
leapning it 2s the story progresses. There are usually 4
people in your arty - 14 characters overall - about 26
espers (the items that contain the magic). Want everyone
10 learn all the magic? - Add at least 10 hours.

In addition, only your fighting party powers up. Guess
what sports fans? Al the end of the game you use 12 char-
acters 1o fight the last battie. Power up time - add another
10 hours.

One more thing, Posty Watch out for that cliff!! You can
only change your party when you're on the airship. Then
you have to restructure the whele party. You can't just
change one characler.

The challenge in an RPG should be the batties, the purries,
and the quest itself. Not powering up and learning magic.
And, the storyline should help it along. FF 11l was 2 good
game, but not the best in a very lean year of RPE's.

My nomination - How about Breath of Fire?

Yours in Gaming, Reely piay Goodgames

Dear Reely,

Clever... not! It sounds lo me like you may want 1o lake 1y
puzzie games or maybe bass fishing. When an RPG is long
and has a massive interface, that makes it a better ROLE
PLAYING GAME. No two people will play this game exactly
alike, that’s cool! If it was linear and easy, it surely would
ot have won. Photo real backgrounds, a greal story, fan-
lastic music, and phenomenal special effects, and not RPG of
the year?, 'mon man! | liked BOF too, but better than FF37
Mo way. Ob, by the way, whal are you doing watching Days
of Our Lives and listening o Kathie Lee Gifford? These are
bad things that can seriously wary one’s mind. Al least you
have good taste in 444's...a Hummer, hmmm...

Dear Postmeister,

Fve been a fan of the big “N” despite their ups and downs.
But, | can't befieve they ACTUALLY think that 3 million people
are going 10 9o, “You mean that for a mere $200.00 | can
have not only RED graphics; but BLACK backgrounds as
well? WOW!!"

= = Yoo ank . Bl et gl

sew

u-umtnu--um;---u 1

us 1o shell out AN ADDITIONAL FIFTY DOLLARS for 2 measly
64-Bit system? The nerve!

Are they trying to cover lowered profit expectations on
hardware production for U-64 by relying on ONE generation
of "gotta have its” for their Virtual Boy?

“Something in the water does not compute”—Prince

1989
Eartiworm Jim is stil £1,
Marquis 0/

W. SL Paud, MN

Dear Marquis,

Have you played 2 Virtual Boy? Obvisusly not. Il tel you
one thing: | have, and I'd pay MORE than two hundred for
one! The red and black Is 000 cool! There are 32-bit bit-
mapped graphics in there, my Iriend, and deeeeep 30. Don't
Judge until you've plunged. And are you actually complaining
about the mest powerful game system on Earth casting
248.997 Dude, you need help. On lop of that, you listen ls
Prince, Eceewww. Al least you like Jim... there’s hope!!

Dear Postmeister,

| think your magazine is great. | would like to thank you
for putting Gamefan 32 in GameFan instead of making people
Who buy your magazine pay twice the money. Your maga-
tine is worth the 5 dollaps 2 month that | pay for it.

Now, let's get down to why I'm writing this letter: Trying to
decide which system 1o buy. The systems 'm trying to
decide on are Nintendo's Ultra-84, Sega’s Saturn, and
Sony's PlayStation. Will Square make RPG's for the Ultra-
847 Will there be a sequel to Donkey Kong Country? |
Dbought DKC when f first came out. | think it's one of the best
games ever made.

Nows on 1o the Saturn. Will there be RPG's? Will Daylona
be close lo the arcade version? If it is, | might buy 2 Saturn
just for that game. In your December issue you lalked about
a game called Bug! What ill it be like? When will Virtua
Racing Saturn come out? Will there be a Sonic game on
Saturn?

Will there be 2 game like Sonic or Mario on the
PlayStation? Do you know what game Capcom is working
on for the PtayStation? Can you tell me some of the other
‘good games that are coming out for the PlayStation?

My last question is when are these systems coming out in
America?

| have a lot of questions but | don't want 10 spend my
‘money on a game system that | will not like.

Keith Lang
Oakdale, CA
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From a deep cave somewhere in Agoura, it’s...
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Dear Keith,

The answer 1o your (many) questions s complex, but |
will Iry. Many pesple wrote similar letters, so here goes...
Lei me look into my crystal dirt clod... The Ultra is POWER!
PilotWings Z, Mario Five, and Ghouls and Ghosts are reason
enough o harness that power. Al 249.99, | can't imagine
anyone passing the U-84 u, 50 let's Lalk about the other
guys. If you're into platformers, and RPGs alike, the Saturn
may be your tickel. Clockwork 2 is done (bliss), Shinobi
(shwing!) is nearly done, and Sonic is now in development.
| actually saw Daylona and was floored by how close it was
a1 50%. The redrav needs a little work, but when it's done
(apound March), I'm sure it will deliver big time/ There
are already three Saturn RPES close to completion: Ray
[Earth, an action RPE similar lo Mana, Ryglord Saga, a
Shining Force type Strategy PG, and Blue Seed, a Fhey
Area type RPE. As you know, Sega RPGs are plentifl in
Japan and, according to Tom Kalinske, the President of S04,
import games will be swift in coming. Vietua is being devel-
aped by TWI, and 1t looks pretty cool. | haven't heard much
more on Bug, but you can bel as soon as any info. is avail-
ablg, Other St or Saturn Previews will have the scoop.
The Saturn will surely be 2 aging system.

Now lor the awesome Playstation (1 love mine). The PS is
the system of choice if you like the 30 stuff, It can do the
mos! polygons and is developer Iriendly with these types of
yames. However, many  fine programmer hias 1oid me that
it does not like o side scroll. So you will probably not see a
20 mascot lor the PS like Sonic or Maris. | think captain
Rock (see Motor Toon 6P) may be the guy (e Is in Jagan).

Ady. Batman & Robia
Rkirs
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Sony has ported Mickey Mania over, but it's the same game
as the 16-bit Mickey with more color and better 30. So the
PS can side scroll, but can it line scroll like Clockwork?
Time will ted, There are only two side scrollers slated for
release in Japan lor the entire year of ‘95, That has lo
mean something. There are, however, plenty of amazing 30
‘games, shooters and RPES planned. One thing about the
Playstation that | REALLY like is the fact that /'ve had mine
lor only two months, and | aiready have 18 incredible
yames compared 1o my 7 for my Saturn. PS has many a litle
ready 10 go al launch, and remember, this isn't Imagesoft...
this Is Sony Cory... a 37 billion doliar company. That is
power. Lapcom is releasing their first PS litle,
DarkStalkers, this March in Japan.
The 64-mey Donkey Kong Country sequel will appear on
SNES in late '95. | hear it anniilates par! 1, can you imag-
ine? 16-bit s stil alive and kickin', but that is another
story. The Playstation, Saturn, and Ultra-84 are ALL slated
lor a September release in the 0.5, but the £3 show will be
the true lest. That Is where everyone will unveil their offi-
cial plans. It will aiso be our first opportunity o put our
‘hands ON an Uitra-64. Nintendo is delermined o be mumber
one, and the hardware thal they are offering is almes! oo
yood lo be true. | know If's a cart system, but f they can
compress like they say they can, we are all in for 2 shock.
Have you seen the SEI DKC graphics raw, before they were
converted 1o the SNES, ike the box art, or our November
‘94 cover? Well, that is how Uitra games will look. Need |
say more? h-niluildl,lwmlrlnw
wrony with any of these new systems. They all have

v

- Sl

MAJOR support and power hardware. Good Luck!

1'd like lo thank allof you for the amazing response lo my
lttle area in GF. I'm working on some clever ideas lo get o
more of your incredible mai. Thanks a ton!

P.5. Bleep, | got your letter and found it mos! interesting.
I'm actually yoing lo do some research, and /'l get hack ls
you next month. Alss, | will be going ON LINE on Prodigy,
and America Online, in February, o be on the look out. This
could be dangerous...Cuz I'm Crazy!

Waoite to e off V1l fun 708 Alekidentt
s PoliffleMtef]

7
5137 Clareton Dr. Suite 210
Agoura Hills, Ca. 91301
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What do you want from your
game dealer? You want o
wide selection. You want fost
delivery. And you want
friendly people who know
games. That's why
Gomeware Expressiis here.

Wecan shlp overnight for ||m
$6. No hldden o5t
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Nintendo 64-Megabit
piled for the release of the first Ultra games. At E3 Nintendo will have about ten to fifleen games showing, including third party titles. | also have some
new, hardware. The final specs are:

games like Donkey

huﬁmmthMEMBnumml‘
Williams also has a 3-D fighting game for the Ultra-64 arcade hardware. This game is still far from being finished since the creator of MK, Ed Boon,

still working on and will be for another three months. Expect a March ‘96 release for this one. Acclaim’s
est stages of development, but expect a Christmas ‘95 release for this 64-Meg action game. Spectrum the manufacturer
responsible for the famed PC flight simulator Falcon, will exclusively be making an Ultra-64 game. The name of the cart is , based on the boxof-
fice smash of the late 80’s. Capcom has Ultra-64 games in development, and one of these is a new | adventure. Another rumored
Capcom title is , the sequel to SSF2T. Konami has a new 2 adventure in the works for the Ultra and a rumored
Teenage Mutant Ninja Turtles fighter. Shiny Entertainment is rumored to be making an exclusive version for the Ultra-64, more news in
Sega’s Next Level

The -in will be Other Saturn games in

is Blackhawk by Novalogic. This CD is the same type of game as Comanche the SNES, only much better. Blackhawk will also be shown at E3
and has a December ‘95 . Sources inside Sega have told me that , the new AM3 Model 2 arcade game is also being worked on for the
Saturn and should be finished by January ‘96, with a March ‘96 release date. has unofficially confirmed, sorry Laurie, in
“-m::m-“mmv:n and . Rumors of a new game are also floating around but you'll have to read

Sources at SNK have confirmed that the new will be released in the 4th quarter of this year for arcade and home. The specs are
undetermined right now, but next month | will have the specs and the official name for the Neo*Geo CD II!

~ “ d
& ; ”\& .
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32X Sonic?... No! o o st s }l
Recently, al the Winter CES in Las Vegas, Primal |15, 4emo0 crealed by the CG stafl  ighting sysiem. itimate is wtized or com- ]
Rage was announced for every platform. The e e B T # )~
Genesis, SNES, Gameboy and Game Gear versions  "ee s 4ot s qocry amy” 5689 Saturs, and Wintendo 6. Tiies ~r . Y
will be out in September followed by the Saturn, . - expected lo use the new lechnology include:
- more. Confucius say; translate Batman Forever for the Saturn, Alien T
324, and Jaguas vorsions in November. before you scan. for e 22X and Tark Dlassaus Wunterfor he
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HEY, Welcome to the wall. It's just waiting to be splattered with your art.
That's right kids, no longer are you restricted to just plain old envelopes
10 use as your canvas. If you're more comfortable drawing on paper or
cardboard or rice paper, or WVHATEVER... Just go nuts (as long as you
keep it around 8 1/2”x11”). So keep that original artwork coming in, and
maybe you too can win an original ink board from “THE ADVENTURES OF
MONITAUR” Comic book signed by yours truly. Let's show those other
mags who the real artists are.

WLy

out?And where did he get
those nifty purple pants?

The cold fury of D. B. Z. comes
10 us from David Buchanan of
L. | F1. Hood,TX. Feel the power!

from the “Cricket”
man. Yo, Edgar, keep
wmmwnu

Daniel F. Bolbolan of Travelersrest,

g SC sends us this pencil sketch of the
Monitaur’s earfier capeer choices .. v .
. ot ot ‘Wﬂmlhmdm

And the winning envelope comes 1o us from none other than...JOHN
BROBST JR. all the way from Columbus, Ohio. Your use of colors is
excefient and your line work is immacutate!! One thing though... |
thought the littie white puft ball was suppesed to be a bad ass.
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GAME PRICES
. In The

- UNIVERSE

Super Nintendo

attle Clask

ports Editior

EA
Gametek
Konami
EA
Acclaim
Acclaim
EA

EA

Turbo Grafx Games From $6.88
All New « Not Used

Order Now!
1-800-262-7462
A By ; CAPTRON

9 (5

Hundreds
More!




nIEHARD

rCall the Multiuser %1
Game Domain ”, 4 r l E F l "
BBS  2400Boud 4 %

! (209) 432-9619 %, rion

Send us your old cartridges SUBSCRIBE TO
Receive a check back or purchase other titles of your choice GAMEFAN FOR JUST:

Prices in this ad are good thru 3/31/95 s 2
=8 .:’ L 4 2 i (12 ISSUES)

AGOURA HILLS, CA. 91301
OR CALL:

1-800-454-

PLEASE HAVE YOUR VISA OR MASTERCARD READY
Canada and Mexico orders add $10.00 + Al other foreign orders add $20.00 US funds.
Allow 6 to 8 weeks for your first issue. Califomia residents add 8.25% sales tax.
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WINTER 1994 TO SPRING 1995 MAIL ORDER CATALOG
FOR DEALER & WHOLESALE INQUIRES ONLY
TEL: 213-680-8880 FAX:213-621:2177

MAIL ORDER CALL 1-213-346-8286
OR 71-213-6289202
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6 Bumn Arcade Stk $39
Aora interactor 79
Compettn Joystck 52 $50
F-16 Wieotess Conteol  $39

Oragons Law 2Tm Wip  $52

Eawitionn S CO 852
Eceo DophinTides Tn  $62
Eflacer CO 52
Farverhet CO $52
Flashback CO 46

Motant 50
Myst L

o EscpeCitangs CO $52
Penn & Tefier CO o
Puist CO 348
Power Rangers CO 6
Rt of e Apes $56
Rovoustion X 59
Scooby Doo 62
Shectn 3 $42
Snatcher CO s
Sonic e Hedgehog 4 $59
Space Ace CO 852
S& VMaxen Camage  $54
Sprseaman TV 56
Splatiermouse 3 39
Star Trek Doop Space 9 $56
Star Trok TNG o
Star TrcStartt Acadmy 346
Sywestor & Twesty  $54
The $56
The Tuck $54
The X-Fies $56
Wartook 52
Wiayra's Word 3

$52
X MEN 2Cione Wars  $52
orts S

Pophu Mad C 49
T, &
Ko oo
=

S B
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e E
B, &

Goubde Oragon &
Etomal Champions CD $46
5
Finst Fight CO $4s
usice League Tk Frce  $58
King of e Morsters 2 $49
Kung Futogend Cont  $68
Mazn Saga $28

Totsd Carmage CO $62
Urban Strike $52
Zeeo Toterarce 52

GEN SIMULATION
44

Batie Conps CO
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GEN STRATEGY

Aseo Biz Supersors:

Star Wars Choss CO

Troy Aeman F oot
Unnecessary Roughnss
ur Raw

o Seres Baseth 95

GA MARS 32X

62
$52

$56
$56
$54
49
$54
$58
$58
58
$54
56
$56

66
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Batter Up

Game Gene 49
Lomal Enforcers Gun 2 $18
Power Pug 34
Pro Acton Reglay 4

Mustsap $32
Nterco Systm $149
Spr Nin Sys No Shwre  $100

SNES ADVENTURE

Addams Famdy Vakes  $56
Ad of Batman & R $59

Boavis & BuiHoad  $54
Bkor Mice from Mars 352
BackTrome 52
Boogerman 58
Bubsy 2 54
Captan o 859

Eactition 6
Fursstores 9
Ghou Patwol 52
increditie Mk 58
iniana Jons Grest Adv  $62
ety & Scrstchy $52
Juassic Park 2 556
Lion King 6t
Moga Man 7 850
Mogs Man X 2 50
Michae! JordenCWC  $64
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e 51

5
Ron & Stmpy Show 2 $56
SeaGuest DSV s
4 V Maximum Camgs  $62
Star Trek Doep Space 9 $56

Super Return of Jed 63
S
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o
Fiee Power 2000 Ll
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L R
Super R-Type 3
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B 12
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W3 Guns. $64
X Zone Scope $19

“MEGA MAN X 2 With Sigrma destioyed X leams hat
il tho Maverck Repkos haven't been Gestoyed.

rique

s
Roro Frgprars

UniRacers
WG Trax (Stur Racer)
Workd Champ Ratly

SNES STRATEGY

ACME Anmaton Facey
Aevo Bz Supersorsc.
Arwnanacs

64

8%

GAME GEAR

GOSywLonking  $129
s Paiace $29

accepted. Checks held
4 weeks. Money orders
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THIS IS THE PRICE OF FAILURE.

»

The stakes are high.
And your crew is one bunch of

hard-core head cases.
Altogether, the odds stink.
ire to consider the alternatives?

16 megs of rugold odves
adtion with smeoth onmat
o movie sequenes,

nd full screen

ody count: in the radicols’ maze-Fke bunker
i's muzzle-to-murzle

rofating 3-D world, animated ot
nes per second. Two above and
ground environments,
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