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For a game with
so many brilliant colors,
it also looks good n
black and white.

Electronic Gaming Monthly

They said it all! Other shooter games may claim they’re the best. But Axelay reveals
its true colors on the high speed, Super NES' ride of your life through untold eons of
spectrum shattering special 3-D effects.

TR Scream through the stratosphere horizontally

@l Or tear up the extraterrestrials in head-on vertical

B style. You're flying the prototype tactical fighter

== ship, Axelay, with the most sophisticated

B weaponry ever invented, like the deadly Round
S Vulcan with its full 360° range.

7 Aty In 6 shocking stages of horrific floating fortresses,
Gauge enemy fire power multi-legged mobile forts, robot cities, volcanos and
and attack patterns or the City of Darkpess you may be tempted to stop and see
yoreth e commcidis: the sights. Not a good idea, even for a glance, unless you

gEmeE—re———eal want an asteroid up your nose. Just see for yourself what

4 the critics are raving about. ’E 75 : . 3 '
: S I{ONA MI ® ¥ :
Konami Game Hint ;i g

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

¢ per minute charge
Minors myust have :.u}nnl-;a'im bwfore n:;ll]i.ng.
Touchtone phone required.

e
Axelay's arsenal is pumped
and primed for confronting

the huge intimidating honchos
at the end of each stage.

o

EMTFRTAINMENT SYSTEMN

Konami® is a registered trademark of Konami Co.. Ltd. Axelay™ is a trademark of Konami, Inc. NINTENDO ®, SUPER NINTENDO ENTERTAINMENT SYSTEM®, AND SUPER NES™ ARE TRADEMARKS OF NINTENDO OF AMERICA INC. © 1982 Konami. All Rights Resenved



S0 now you
fieed anothep

super NES Gontrollep
and there is
a e of options.
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Only one's

SLEEK. EFFICIENT. EVEN FEARED. INDEPENDENT TURBO CONTROL gives you the most

ONLY ONE CONTROLLER STRIKES powerful bite. Twenty shots per second will break

WITH THIS KIND OF POWER. ONLY ONE e v~ your opponents down In no time.
CONTROLLER CAN INSPIRE TERROR IN THE HEART OF \ AuTO TURBO. It's like a continuous feeding frenzy.
YOUR OPPOSITION, OR GIVE YOU THE EDGE AGAINST THE M\ Seal of Quality Hands-free, and fully-automatic, too. And, like Turbo
TOUGHEST SUPER NES GAMES. WE CALL IT THE ASCIIPAD. pog@’e  Control, you get to pick which buttons to power up.

© 1992 ASCIl Entertainment Software, Inc., P.O. Box 6639, San Mateo CA 94403, Telephone: 415/570 7005. asciiPad and Asciiware are trademarks of ASCIl Entertainment Software, Inc. All nghts reserved.




a Killer

SLOW-MOTION means you'll never rush through a meal.

Get the time you need to master the newest and toughest
games. After all, they're not getting any easier:

ADVANCED DESIGN AND A COMPETITIVE PRICE. When you're
hungry to win, reach for the controller with some bite.
THE ASCIPAD, FOR THE SUPER NES. USE IT OR LOSE IT.

Mintendo Entertainrment System, Super NESand the official Nintendo seak are trademarks of Nintendo of Amernica Inc
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Virtual reality becomes the stuff of legends in Legend Quest.
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What does it take to beat Street Fighter II? Maybe Mortal Kombat.

22 Special Feature: Fantasy Gaming
These video games make your wildest fantasies a reality.
Look for this icon to identify all the Fantasy Gaming carts
reviewed in this issue!
25 Dark Sun: Shattered Lands
What does it take to make a fantasy board game a fantasy viaeo
game? Go On Location with SSI to find out.
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do it again with Dangerous Joumeys.
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OFF THIS
FACE!

Here’s your chance to wipe the smiles off those
annoying happy faces once and for all! In FaceBall
2000, “Have a Nice Day” takes on a whole new
meaning— in first-person perspective, with 3D
graphics and 360° maneuvering!

GET INTO YOUR GAME BOY...
And we mean into! FaceBall 2000 is a new
virtual reality game for 1 to 4 players. You
don’t ]llSt see your character, you are your
character! You'll feel
like you're actually
inside your Game Boy

as you move through
CyberScape’s more than
70 treacherous mazes —
or the Arena, in fast-paced
rounds of high-tech combat.

PUSH SUPER NES TO THE LIMIT?

Come face-to-face with a super-mess of enemies
— in full color with amazing 3D graphics! Enter
the CyberZone where you’ll be surrounded by
evil Smiloids lurking in an endless series of
mazes. Defeat the Master Smiloid... or have a
very bad day! Two-player split-screen action lets - Swe——— |
you battle it out in the Arena against a friend, or I o (oL SO |
team up and face the evil Smiloids together. e | b
FaceBall 2000 for the Super NES. Don’t miss it!

------

Team up or play
one-on-one in the Arena.

Face evil Smiloids in

I i ] !Tzr f iT!I—! — CyberZone's endless mazes.

.IIT1Il i |

N FACEBALL2000...
2 AWHOLE NEW WAY TO GET INTO VIDEO GAMES.

THE BEST GAMES IN THE WORLD™

Tvuliet ~ Voo ®

NSt edre’

Bullet-Proof Software, Inc. » 8337 154th Ave. N.E. ®* Redmond, WA 98052  (206) 861-9200

— Copyright ©1991, 1992 Xanth Software F/X, Inc. All rights reserved. Original game and design ©1987. Distributed under license

from Xanth Software F/X, Inc. FaceBall 2000 is a trademark of Bullet-Proof Software, Inc. Nintendo, Super Nintendo Entertainment
System, Super NES and Game Boy are trademarks of Nintendo of America Inc. ©1991 Nintendo of America [nc. Bullet-Proof Software
is a registered trademark of Bullet-Proof Software, Inc. ©1%91 Bullet-Proof Software, Inc.



132 Overseas ProSpects
Japanese gamers have their fantasies, too! Check out Lunar, Exile, Aisle
Lord, and a special look at fantasy RPGs in Japan.

142 The Sports Pages
Get your kicks with Goal! (SNES), Super Soccer (SNES), Super Soccer
Champ (SNES), and World Trophy Soccer (Genesis). Then high stick it with
NHLPA ‘93 (Genesis) and the Sports Insider Video Puck-Off.

166 Reader’s Choice Awards Ballot
Here’s your chance to vote for the best video games of 1992/

168 Short ProShots
Quick hits on the hottest new carts!

174 S.W.A.T. (Secret Weapons and Tactics)
The hottest tips and tactics from GamePros everywhere.

182 GameBusters: The Legend of Zelda: A Link to the Past (SNES)
188 GameBusters: Phaniasy Star lll (Genesis)

192 ProNews
All the video game news that's fit to print.

198 Advertiser Index

Special Feature: Street Fighter I

ES Strategy Guide
ﬁfﬂ 3: Ryu, E. Honda, and Sagat

make their mOVes. Check out our super
| :"ﬂfeyrywde for Street

hter Il for the SNES
| beginning on page 81,

FREE Bonus Section!
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FEEL THE
HEAT!

Three-time Cy Young Award winner
Roger “The Rocket” Clemens blazes
home the best in baseball action! League
play, realistic fielding, instant replay for
the great plays...even strategy tips from
Clemens himself! PLAY BALL! The
Rocket’s on the mound...and you’re up!!
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Roger Clemens’ MVP Baseball™ is a trademark of LJN, Lid. © 1992 LJN, Ltd. All rights reserved. Super Nintendo Entertainment System®, Nintendo Entertainment System®, Game Boy* Game Link™ and the official seals are
trademarks of Nintendo of America Inc. Sega™ and Genesis™ are trademarks of Sega Enterprises Lid. LJN* is a registered trademark of LJN, Lid. © 1992 LJN, Lid. All rights reserved. Play with Pros™ & Flying Edge™ are
trademarks of Acclaim Entertainment, Inc. © 1992 Acclaim Entertainment, Inc. All rights reserved



By The GamePros

This year, the Atari Corporation quietly celebrates its 20th anniversary. We hope that
unheralded bit of news reminds GamePros everywhere that it was Atar’s arcade

game, Pong, that started it all.

That simple, yet elegant, piece of hardware was little more than a glorified,
monochrome TV set. But, its little bouncing ball and dual direction paddies planted a
seed which grew into an entire industry and sent us all on the exciting path of video

gaming. Where it leads, we know not where.

For you see, Pong led to Pac-Man, which eventually led to the NES, which led to
the Genesis and the Super NES. Now, 16-bit gaming is the de facto standard by

which we all punch our control pads.

You don’t have to look far to see the results of that evolution. Simply turn a few
pages. Mega Man V and Dragon Warrior IV carry on the tradition of solid 8-bit gaming
for the NES. Sonic The Hedgehog 2, Dolphin, and Out of this World are outrageous
16-bit Genesis representatives. Road Runners: Death Valley Ralley, Super Star Wars,
and, of course, Street Fighter Il are all state-of-the-art SNES games.

Now the video game world is poised on the brink of new discovery. The TTI Tur-
boDuo CD and the Sega CD are about to make a disc-tinct impact on the way we
play video games. As the Sega CD special feature in this issue illustrates, compact
disc systems may well be a new video game standard waiting to happen. Check out
the previews of compact disc games like Joe Montana’s NFL Football, Wonder Dog,
and Sewer Shark — all of which break new ground for games.

Not to be outdone, Nintendo has pushed the technology envelope further out
without even showing a piece of hardware. Even before players have had the oppor-
tunity to experience the full impact of compact disc gaming, the Big N dropped the
Big One. The new SFX cartridge format will likely add a new dimension to 16-bit
graphics. See the ProNews Report for more info. But, don’t forget to check out the
SNES CD Report for a real eye-opener! Nintendo’s said the magic words - “32-bit.”
The SNES CD-ROM system will use a 32-bit processor that will supposedly take

game play where no system has gone before.

As we all know, the proof’s in the playing. But, Nintendo’s announcement fore-
casts an unbound future for video games. Before we sign off, a final word from the
folks that brought you video gaming: Atari makes a splash in the ProNews Report by
reporting that its semi-mysterious Jaguar video game unit is alive and growling.

Guess what? It’s reportedly a 32-bit system!

GamePro's Game Rating System

1.5 2.0

4.0 4.5 9.0

GamePro’s Game Rating System

Challenge

BEG. Beginner
INT. Intermediate
HD‘-’ Ad'.ranr:ed

Mll Ad]ustahle

Graphics: Judges the overall artistic quality of sprites, animation, and background scenery. Sound:
Critiques music and sound effects. Control: Rates how smoothly the control pad commands and
the game’s interface turn you on to the on-screen action and fun. FunFactor: Are you gonna have a
good time? Challenge: This is the average skill level necessary to play the game. When you can
pick skill levels, we label Challenge “Adjustable.” GamePro’s Game Rating System: 5.0=Outstand-
ing! 4.0=Great job! 3.0=Good job! 2.0=0.K. but could be better. 1.0=Wake me up when it's over!
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THE ONLY GAME IN TOWN.
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@© 1988 COOB'92,S.A. Allrights reserved TM

Official Licensed Product of the 1992 Barcelona
Olympic Summer Games.

Available for

SIET

B

GENESIS

COLOR PORTABLE VIDED GAME SYSTEM

Official Licensed product of the 1992 Barcelona Olympic Summer Games. With kind permission of COOB '92, 5.A. ©1988 COOB "92™. Approved for U.S. distribution by the United States
Olympic Committee. 36 USC 380. SEGA, GENESIS and Game Gear are trademarks of Sega Enterprises LTD. ©1992 U.S. Gold, Inc., San Francisco, CA. 94105



HE GOLD...

' 7 Olympic Games Events

Barcelona, 1992. It's the Olympic Summer Games, and your once in a lifetime chance to prove
yourself in a world arena. You'll hear the crowd, feel the heat and experience the total rush
of the ultimate competition. Break a world record. Smash an Olympic Games record.

Trajectory, speed, angle of
descent, you get the idea.
Don't you wish you paid
attention in physics?

The hardest event. Plant the
pole and time your release to
clear record heights.

You'll need a fast start and

warp speed to have a shot
at the gold.

Or beat a friend. Here's the rundown:

r———

T =T -

B

The farther you pull the bow,
the h"‘arid;;‘; Eﬂld Four required dives and one
LAY you improvise. Scores based

on difficulty, execution and

entry into water.
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|

i [

200 Meter Freestyle
Swimming

Bang those turns but conserve

your strength to sprint
for the gold.

Timing your jumps is every-
thing in this event.

>
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Opening and Closing
Ceremonies

Light the torch and let the
Games begin . . . Fireworks will
bring them to a close.
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FOR THE LATEST APVENTURES OF

MY CREATION 16
ALMOST COMPLETE.
WITH THIS MACHINE

NOT EVEN THE

GLOBAL GLAFIATORS
CAN STOP ME FROM
SLIMING THE

ENTIRE WORLD.

ELL PUPE, LOOKS LIKE YEAH MAN, IF WE CAN'T
IT'6e UP T2 UuS 10 PEAL STOP THESE SLUGSTERS
WITH THOGE OVERGROWN FROM ASSEMBLING THAT
BLOBS O'O0ZE ONCE SLIME MACHINE IN TIME
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-T0 BE A TOTAL
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SEE MICK AND MACK SPRING, DASH
ANDBLAST THROUGH OVER 1250
FRAMES OF CHARACTER ANIMATIONS -
MWE'RE TALKIN' 10 TIMES MORE THAN
YOU'VE EVER SEEN BEFORE! ADD MICK
c AND MACK'S HI-TECH ¢OO-SHOOTERS
CAND YOU'WE GOT A GLOBAL PATROIL
b READY TO TAKE ON THE WORLDH

EYE-POPPING BACKGROUND GRAPHICS '55‘"
AND SCENERY LIKE NEVER BEFORE 4 :
SEEN ON YOUR GENESIS™,

- U/ AWESOME MUSIC AND SOUND EFFECTS
/2l GUARANTEED TO MAKE YOUR PARENTS
(B SHOUT "TURN THAT DOWN!"

THIS OFFICIAL SEAL 15

YOUR ASSURANCE THAT LICENSED BY SEGA ENTERPRISES LTD. FOR PLAY ON THE SEGA™GEMNESIS™ SYSTEM. SEGA AND
THIS PRODUCT MEETS GENESIS ARE TRADEMARKS OF SECA ENTERPRISES LTD. & 1992 MCDONALD'S CORPORATION.,
}Efdggﬁ;gﬁ&iﬁ THE FOLLOWING ARE TRADEMARKS OF MCDONALD'S CORPORATION: THE GOLDEN ARCH,
BUY GAMES AND ACCES- RONALD MCDONALD, GLOBAL GLADIATORS AND MICK AND MACK. 1992 VIRGIN GAMES,
SORIES WITH THIS SEAL INC. ALL RIGHTS RESERVED. VIRGIN 15 A REGISTERED TRADEMARK OF VIRGIN ENTERPRISES,
TO BE SURE THAT THEY LTD. FOR MORE INFORMATION, PRICING AND ORDERS PLEASE CALL BOO-VRG-INDT. VISA,
ARE COMPATIBLE WITH MASTERCARD, AMERICAN EXPRESS AND CHECKS ACCEPTED.

THE SECA™CENESIS™SYSTEM.



Breaking All the Hyrules

My name is Link and | live in the land of
Hyrule. With regards to your Super Sum-
mer Giveaway, | am greatly displeased
with the rules governing the contest. The
rules state that the contest is only valid in
the U.S.A. How can you do this? | call
your Hot Tips Hot Line every week with-
out fail. My phone bill is monstrous
because the long-distance charges from
Hyrule are outrageous. | feel that all
countries and “worlds” should be includ-
ed in your contests. My two brothers
agree with me on this matter. Well, I've
gotta go. My girlfriend, Zelda, is calling
me. Thanks for hearing me out.

Link, Hyrule Castle, HY

(Well, “Link,” it’s certainly an honor to
have a hero of your stature correspond
with us. As for your suggestion, allowing
readers outside of the U.S. may present

some sticky legal issues, but we’ll consider
it for future contests. - Ed)

A 2-Bit Explanation

As the proud owner of a NES and a Super
NES, I'm confused. Are all NES games 8-
bit, and are all Super NES games 16-bit?
While I'm asking, do bits have any relation
to megs in your magazine?

Nelson Whipple, Berkeley, CA

(Good question, Nelson. First, the 8-bit and
16-bit ratings refer to your system’s pro-
cessing capability. An 8-bit machine can
process eight bits of information in a
specific time period, while a 16-bit
machine can process twice as much in the
same time period. There are other factors
that effect the end result of what you see

and play, like the graphics chip and other
processing chips.

Secondly, “megs” is an abbreviation
for megabits (1024 bits). We use it to
describe the size of games. You may have
heard computer buffs use “megs” fo
describe the storage capacity of their hard
drives. In this case, they are referring to
megabytes, a unit of storage that is eight
times larger than a megabit. — Ed)

14

CD-Interchangeable?

In your July issue of GamePro, | read
that the Super NES CD games will be
able to play on the Phillips CD-Interac-
tive System because of the games’ use
of something called the CD-ROM XA
format that’s licensed by Phillips.
Because of this format, is it possible to
play the CD-Interactive games on the

Super NES CD System?

Michael Hrusecky, Emmaus, PA

(Wouldn’t that be great, Michael? Well, it
would also be unfortunate for the folks
who shelled out mega-bucks for the
Phillips CD-1 System. The official word from
Nintendo is that they are working towards
this inter-operability. At present, however,
Super NES CDs will be able to work on CD-1
systems, but Phillips CDs may not work on
your Super NES CD System. - Ed)

Sneeze-Knees

Is Nintendo ever going to come out with
a converter that will allow SNES owners
to play NES games on their SNESes?
Keith Hays, Killeen, TX

(Well, Keith, we’ve got some good news
and some bad news for ya. First, the bad
news: Nintendo hasn’t and doesn’t ever
plan to develop such a converter. Now, the
good news: The friendly folks at Innovation
are fast at work developing just such a
converter. Although they’re not 100% sure
that it’s possible to create, it is quite prob-
able that we may see this type of converter
on the market in time for the ‘92 Holiday
Season, or some time in 1993. Innovation
may also revive the Game Action Replay for
the Genesis, with similar products for both
the SNES and the Game Boy. It looks like
they’ve got our wish list covered . - Ed)

Double Your Pleasure

| own a Sega Master System and | might
get a Super NES sometime soon. | want
to know if you can hook them both up to
one television set. If so, how do | do it?

Chris Babineaux, League City, TX
(Here’s a cool trick for you, Chris. When

you buy a game system, it comes with
something called an RF Converter that
allows you fo hook your game up to your
TV. First hook your game systems into their
RF Converters. Then hook the output of one
Converter into the input of a second. Final-
ly, hook the output of the second RF into
the TV. So, hypothetically, if you were to
get a SNES, you’d be able to use both sys-
tems on the same TV. - Ed)

GAMEPRD +» November 1982

Sonic Beaum

Rumor has it that Street Fighter lll is
already on the streets in France. Is this
true? | would like to see any information
you might have on this, especially any
pictures. Also, when can we expect it

in America?

Gabe Hart, Newport, AZ

(Aithough it sounds sweet, Street Fighter
il is nothing to write home from France
about. In fact, it’s actually the Champion
Edition renamed for the European
arcades. Rest assured that if a Street
Fighter lll ever does come out, we’ll give it
in-depth coverage. - Ed)

NESer, and Proud of !

I’'m writing in response to Mark Zelinka’s
letter in your July issue. | never had a
video game system until last Christmas
when my brother received an 8-bit NES.
Now we own five games, plus the free
one that came with the system. We play
them often.

Just because our system has 8-bit
graphics doesn’t mean that the games
aren't as fun. They are fun! As for beefing
up the ProReview section for 16-bit sys-
tems, go for it. But, do the same for the
8-bit section.

Kevin Connell, Rockford, IL

Send your ,
GAMEPRO Magazin®

pear Editor
Box 3329

P wood Oty, GA 94064

Thanks for your inputt




NES™ WARFARE REACHES

' ITS THUNDEROUS FINALE AS

. CONTRA FORCE;" THE THIRD AND FINAL 8-BIT
CONTRA BATTLE, STORMS ACROSS THEiEﬂTH
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Jogend Auest

By the Whizz

Fantasy role-playing gamers can right-
fully argue with virtual reality program-
mers that they've been adventuring in
VR for years. But now;, virtual reality fan-
tasy role-playing games (FRPGs) are,
well...a reality! Legend Quest by W
Industries in Leiceister, England, is the
first virtual reality FRPG ever. Its out
“over there” on Spectrum Holobyte’s
Virtuality, their virtual reality arcade sys-
tem (see The Cutting Edge, GamePro,
March 92), and it may soon make its
debut somewhere over here.

L aachdit B

Legend Quest plunges you into the vir-
tual fantasy world of Kehlda-Roth. You
don Virtuality’s Visette head-mounted
display (HMD), grab the hand con-
troller, and you're gone.

Your quest is to pursue Nar-Gadrin,
the God of Chaos. Nar-Gadrin is hiding
in the Dungeons of Kehlda-Roth, and he’s
protected himself by entering the bodies
of 10 dreadful creatures. Before you can
fight Nars 10 forms, you must prove
yourself worthy of the challenge by suc-
cessfully negotiating a sort of screening
dungeon called the “Test of Men.”

Before you take on the “Test] you
choose among three races: Human, Elf,
or Dwarf. Then you can choose to
become a Warrior, a Wizard, or a Thief.

So Real, It Hurts

Because the adventure takes place in a
virtual world, the Legend Quest charac-
ters have virtually real characteristics. For
example, if you're a wizened Wizard and
you pick up an axe during a battle, you
can use it. However, you wont score as
many hit points as a buffed-up Warrior,
because you're not as strong. Thieves

16

have more of a searching eye than nor-
mal folks do, so they can “see” things
that might otherwise be overlooked.
Moreover, you have to do more
than press buttons and toggle a joystick
to make things happen. You carry
weapons on various points on your
body. When you want to use them, you
have to reach around to grab them.

The Key to Success

It this adventure sounds massive, you're
right! W Industries figures it should
take an ace FRPG gamer at least five
hours to complete Legend Quest. That’s
a lot of quarters! At least at the arcade
you can purchase a Membership Key,
which enables you to save your
progress (or lack thereof). The Key
contains a microchip that stores your
character’s position, your Spellbook
Scrolls (if you're a Wizard), your expe-
rience, and any remaining credits. An
Amiga computer stores the info in a
proprietary database manager.

Players can return to a game at any
time. They can team up with friends in

GAMEPRO e+ November 1882

groups of up to four. Eventually, W
Industries plans to enable up to eight
adventurers to team up in one game. If
you start out solo, you can still link up
with another player.

You Walk, It Talks

For an added bit of realism, arcade
operators can add the Vocalizer to their
Virtuality systems. This is a sound effect
processing system that produces all the
audio characteristics of the virtual
world. Visettes come equipped with
microphones and earphones. For
example, if you come across a closed
door, you can hear people talking
behind it. As in real life, they sound like
a murmur until you open the door.

The Vocalizer also endows each
character with a unique voice. More-
over, the voices will be unique from
system-to-system and arcade-to-arcade!

Legends in the Making

Legend Quest materialized this year in
Nottingham and Birmingham, Eng-
land. Keep an eye open for the game on
a Virtuality System near you. Looks like
virtual reality is about to become the
stuff of legends.

For more info about Legend Quest,
contact W Industries (011-44-533-542-
127, yup, its a long distance call).
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‘One look down, and you’ll never know. After all, when you're rdcing -
along narrow catwalks, searching frantically for energy crystals,
there’s no time to dwell on a fear of heights. Especially since the
ci‘ack keeps ticking, and you haven’t even
begun to explore this intergalactic
maze. -Maybe... over there!
Another quick turn, and you're
racing down a ramp so steep,
you want to shut your eyes.
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: catch some major—and
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58 This issue's Hot at the

> Arcades is entirely devoted
' to the baddest new fighting
game to hit the arcades since Street
Fighter 1. Mortal Kombat's loaded with
state-of-the-art graphics, sound effects,
and innovative fight moves. Chun Li and
the gang best keep an eye out for this
formidable contender.

o el

of your opponent's blood.
ps an oppo-
y — spinal col-

copious amounts
One player's secret move i
nent's head right off its bod

umn and all!
One-or two-players choose between
Mortal Kombat (Midway) seven Kombat warriors: Johnny Cage -
The latest addition to the booming fight- Hollywood martial arts star; Kano — merce- Mortal Kombat is taking arcades Dy
ing-game genre is Mortal Kombat by Mid- nary thief; Raiden — mythical thunder god; storm, commanding lines even larger than
way, maker of recent arcade hits Smash Liu Kang — Shaolin warrior; Scorpion — those for Street Fighter ll. With its beautiful
T\ and Terminator 2 Mortal Kombat takes ninja warrior; Sub Zero - ninja assasin; graphics and gut-wrenr:hing game play,
the standard martial arts combat scenario and Sonya Blade — U.S. Special Forces SO Mortal Kombat is clearly making a bid to be
and cranks it up several notches with awe- dier. Every character has unique attacks THE fight game champ. Check it out to see
some digitized graphics and sound, grue- and defenses, tNTOWS a projectile, and has  ifyou think it's worthy of the title.
some action, mesmerizing characters,and @ secret death blow. e
scores of unique attacks, combos, and An eight-direction joystick, plus five eSS
secret moves. huttons control every move, including BT
Eye-pnppin& digitized graphics of real- Blocks and High and Low Punches and
Kicks. Game play features best two-out-of-

med martial arts masters; fully
tidimensional backgrounds; three matches. In two-player games, the
winner stays while the loser pays 10 play

an ear-splitting, heavy-metal soundtrack;
and a wealth of digitized VOICES andsound  again. Single-player games pityou against
offects lend a stunning sense Of realism t0 all the other combatants. For the ultimate

challenge, defeat them all and take On both

the on-screen action. The fluidly animated
characters are extremely responsive t0 play- Goro, the four-armed man-dragon, and
Shang Tsung, the evil wizard. Rapid button

life and costu
rendered, mu

er controls as they execute a variety of

hone-crushing, blood-spurting attacks. punching is a must for “Test Your Might”

Please note: if you're squeamish or have a intermissions, where you smash various
of the objects for bonus points.

faint heart, this game features some
goriest violence ever 10 flicker across an
arcade screen. High damage blows yield

- g

ir 139
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NOTICE

Contraryto published reports,
Death Duelhasbeenbanned
only in certain European
countries; however, it is still
legal in all 50 states as of the
date of this notice. Any re-
ports indicating otherwise are
unfounded.
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Cadash (Genesis)

Yet another
princess has
been
snatched. This
time, the
princess nap-
: A per is the
demon wmard Balrog, number one citizen
of the underground world. One or two
fighters or mages can team up to rescue
her highness by battling through five side-
view stages of fantasy role-play. Along the
way, you’ll vanquish demons, earn booty,
buy cool weapons, cast spells, and gener-
ally have such a good time that you might
not want to bother with the princess at all!
(By Taito, available now)

Daemonsgate (Lynx)
ST This RPG is

IR — i o] 0 the
PR el brim with
S el magic spells
and mystical
=4 creatures.

=iy e Barring an
unfﬁrseen catastrnphe you've got to find
the key to unlock the hidden treasures of
the demon world. (ByAtan available
Winter ‘92)

Defenders of Dasis (Game Gear)
The evil
demon, Ali-

1 man, threat-
ens to destroy
;{ your peaceful
¥~ world of
e reeted  Oasis. As the
herﬂ, ynu have to becnme the leader of an
expedition to slay the demon. This classic
- 4 meg one-player RPG features an over-
head view of the fast-moving action. Save
the palm trees, or go coconuts trying.

~ (By Sega, Available Winter ‘92)

Dominus (SNES)

You're in
g command of a
¥ mighty army
B in a kingdom
B under siege.
1 This game
84 combines fan-
Iasy role- -playing, action, and war strategy

22

genres. It’s up 0 you to D s
make the decisions to @ - R
avoid bloody mas- ¢ M=

sacres and mayhem. $ S B Y\

Build your army from {4 W

the ground up and R W

devise a strategy that'll %
save your kingdom from
savage butchery by the
enemy. Sounds like a great
way to relax! (By Asciiware,
available November)

nmmam)

[ tEt:h-
niques %
for the
Lynx
allow you,
Jonathan Harker, to walk 360 degrees in
search of clues that’ll help you fly the coop
of Castle Dracula. Beware! That blood
sucking Prince of Darkness is all vamped =
up with nowhere to go. (By Atari, availablgi

Winter '92) L NG
Hrhv i mrlPtjmréff " | As Prince e e e e
3 l e Logan, you
s = have waited
for 10 long
years to claim

your rightful

| % plac& as King
of Isr&nasa But nuw that yuu re of age to
rule, it isn’t going to be easy. You'll have to
use all of your spells, armor, and weapons
to make It through this adventure and
claim your throne. (By TTI, available

Fall ‘92)

ﬂungeon Masfer {SHES}
=l = The PC ver-
== sion won
= many awards,
=# and the SNES
B transiation
Rere  promises to
y take advan-
tage of the hardware’s alrnnst magical
sound and graphics capabilities. In this
RPG, you play four champions on a quest
to defeat the dark Lord of Chaos.
(By JVC, Winter ‘93)
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Eye of the Beholder
; {SHES, Ganesis, l.m)

adventure is
setin TSR’s
L] popular role-
This PC Screen should whet playing game
your adventurer's appetite.  \yor|d, Forgot-
ten Realms. Your party must search
beneath the city to uncover clues that will
lead you to a criminal mastermind. Find
your way past monsters while solving puz-
Zles and negotiating with the
various inhabitants of
the underground
area of Water-
deep. (Lynx ver-
sion by Afari,
others by SS|,
available 93)

I it swells terrlble hl'l"l

Fables & Fiends: The Legend
of Kyrandia (SNES)

If you loved
the Eye of the
Beholder
series, you
might want to
keep one (eye,
- that is) on Vir-
gin’s new F&bies & Fiends series. Devel-
oped by Westwood Studios (creators of
Eye of the Beholder), The Legend of Kyran-
dia is the first in a series of role-playing
adventures. Join Brandon as he searches
for Malcolm, happy court jester turned evil
villain. To stop this evil clown-prince, Mal-

colm must master four disciplines and sur-

vive 25 quests. And that’s no joke!
(By Virgin Games, available April 93)

The Guardians: Storm Over Doria

(Lynx)

At last, a kidnapped Prince! You and up to
three com-lynxed friends must rescue him
by becoming the legendary roving heroes
called the Guardians. Journey across the
Land of Doria and through its dungeons in
this 2 meg traditional role-playing adven-
ture with a 3/4 view perspective.

(By Telegames, available December)

Hook {Eermis Sega CD, Game Gear)
- me| You can fly,
o you can fly,
i you can fly.
&% You don’t even
B need any pixie
dust, but a

happy thought

T ——— wouldn’t hurt.
SNES version into a sea of other Thoqe titles are

ohy i based on last

year's movie, Hook, and feature
action/adventure game play that'll ensure
you never want to grow up. Join Hook,
Pan, Tink, the Lost Boys, and the rest of
the gang in a magical romp through Never-
land. (By Sony Imagesoft, available 93)

Indiana Jones and the Last
Crusade (Genesis, Game Gear)

Whip into
action with
this role-play-
Ing adventure
based on the
movie of the
same name.
Indy’s father
IS imprisoned

Indy goes Mini on the
Game Gear.

GAMEPRD < November 1992

s egeaea| DY the Nazis,
= | who're after
the Holy Grail.

_ Search the

g | Caves of Utah,

il i the Cata-

=+ combs of
Venice, the
Castle Brun-

wald, and more in search of the different

treasures you'll need to thwart the Nazis

evil plot. (By US Gold, Game Gear version

available October, Genesis version avail-

able November)

King Arthur’s World (SNES)
o M s - & In this Lem-
S T — mings-esque
& romp through
- i a medieval
| fantasy world,
S action and
B strategy are
i combined to
M create 30 lev-
1 els of fun.
el Overcome
e 0bstacles,
PRI EPEPEI including cal-
e f_’_E_Z_’ &4y drons of boil-
mg cul castle ramparts, pits of spikes, and
trap doors. Choose between seven differ-
ent troop types to forge ahead and defeat
enemies. (By Jaleco, available Winter ‘93)

King’s Quest V (Sega CD)

In this courtly adventure, an evil wizard
seeks revenge by magically uprooting your
castle and transporting it and your family
to a faraway place. You've got to search
the deserts and the icy mountains to find
your missing family and defeat the wizard.
(By Sierra On-Line, available 93)

Knight Quest (Game Boy)

Wanted: eager young gamer. Must be
ready to learn the how’s and why’s of
becoming a good knight. No experience
necessary. Game will teach you the four
necessary attacks, and experience will
teach you the rest! Wise elders and other
experts available for consultation. Vicious
clashes with evil foes are a reqular part of
the job. Only the brave need apply!

(By Taito, available now)

Continued p.24
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Continued from p.23
Musya (SNES)

In ancient
Japan, feuaqal
wars ravaged
the landscape.
You play a
wounded sol-
dier who's
been nursed back to health by a hidden
Japanese village. In the name of honor,
you must save the village from evil and
rescue a young maiden. Japanese Film
Noir-style graphics highlight this cart.

(By Seta, available December)

Pirates Gold! (Genesis)

In this action/
adventure,
you become a
swashbuck-
ling pirate and
lead a blood-
thirsty crew in
search of fame and fortune on the Spanish
Main. This game is based on the award-
winning game Pirate!, one of the most
popular computer games of all time.

(By MicroProse, available ‘93)

Prince of Persia (Game Gear)

Everyone’s
favorite Prince
IS ready to
make all of his
gorgeously
animated

| moves on yet
another video game format. The name of
the game’s the same, and so’s the plot. In
search of his Princess, the Prince must
escape from a dungeon in the depths of a
castle’s dungeon and work his way
through myriad mysterious and dangerous
palace passages. (By Tengen/Domark,
available November)

The Secret of Monkey Island
(Sega CD)

Yo-Ho-Ho,
Matey! This
RPG offers
real-time
interaction
with your
character’s

environment. Utilizing the award-winning
SCUM interface, you get clues that lead to
hidden treasures. Uncovering the pirates’
secrets and meeting the local personalities
IS more fun than a barrel of monkeys.

(By JVC, available "93)

SpellCraft (SNES)
= == Whataday!

S  Or some
< s unknown rea-
X son, you find
yourself
drawn to

— e . Stonehenge.

Next thlng ynu knnw you're catapulted
into the middle of a massive war between
jealous warring Wizards in their Magical
World. In this role-playing adventure,
there’s nothing to do except learn enough
magic to save both the Magical and Mod-
ern worlds from catastrophe. Experiment
with over 56 ingredients to create over 100
different spells. Psst...be careful! The
wrong spell could mean an instant trip to
the Death Domain...for you! (By Asciiware,
available Spring '93)

iiiiiii

Sword of Hope Il (Game Boy)
Five years
THE SWORD after the

2 OF HOPE Sword of

?**"' I1 -i“'h Hope van-
h w

- PUSH STARD - quished and

®1992 KEMCD sealed off the
L ICENSED BY NINTENDO Dmgﬂn of

Darkness, the Kingdom of Riccar is once
again in turmoil. As Prince Theo, you must
seek out the evil force that has stolen the
precious sword. A motley crew of new
characters will join you in this RPG sequel.
(By Kemco, available Fall ‘92 )

Uﬂlma. me False Frophet (SNES)

_ - : - At last, fans of
the ultimate
role-playing
R series, Ultima,

are gonna get
an SNES fix!

Dupre asdis 2 paints od 4

e __ ] In this latest

sequel based on the PC t:tle Lord British
has been restored to his rightful place on
the throne of Britannia, and the Under-
world collapses. This spawns an invasion
of nasty gargoyles who threaten Britannia’s

GAMEPRD + Novemher 1982

peace once again. In this massive quest,

it's up to you to drive the gargoyles from

the land and then figure out why the heck
they were there in the first place.

(By FCI, available December)

Ultima: Warriors of Destiny (NES)

A ST Return to Bri-
tannia in this
third NES Ulti-

o
_ ma quest
from FCI. As
mm- Avatar, hero
of Britannia,
you must search the treacherous Under-
world for the missing Lord British. Along
the way, you'll meet up with a few familiar
faces — some you'’ll be glad to see and
some you'd hoped never to see again.
Based on the best-selling PC titles, the Ulti-

ma games are role-playing classics.
(By FCI, available November)

Woﬂ' Ghﬂd feenas:s, Sega CD)
e As the son of a
L 8 genetic scien-
tist, you follow
v 3 in your father’s
AR B footsteps and
: become a
walking experi-
ment. As a
part wolf/part
man being, you must howl through many
action-packed levels of side-scrolling fun.
The Sega CD version will include incredible
cinema sequences and enhanced game
play. (By JVC, Genesis version available
Fall ‘92, CD version available Winter ‘93)

Young Indiana Jones Chronicles
(NES)

Wl As Young
= |ndy, you
"1 encounter
—~_ | Pancho Villa,
survive the
trench warfare
bty o d ] of the first
wnfld war ﬂy wr[h famnus ace Billy Bish-
op, and attempt to destroy a German poi-
son gas factory. Based on the television
show of the same name, this cart will keep
you tuned in. (By Jaleco, available
Winter ‘93)

L S Y S A



pecial
By Monty Haul

<\ Sword & sorcery swash-
.} ¥ bucklers are familiar with
WY the typical fantasy role-play-
ing game (FRPG) scenarios, such as
storming castles, slaying dragons, or res-
cuing beautiful damsels in distress. Dispel
your heroic notions and prepare to con-
centrate on simply surviving, because
TSR, Inc. and Strategic Simulations, Inc.
(SSI) are teaming up to bring you Dark
Sun, their hottest, harshest fantasy world
gone video game from board game.

New Frontiers
With the original Dungeons & Dragons,
Advanced Dungeons & Dragons (AD&D),
and AD&D’s 2nd Edition to its credit,
TSR’s an industry-leading publisher of
pen and paper FRPGs. Many gaming
worlds exist within the AD&D universe,
including the heroic Dragonlance saga,
the gothic horror Ravenloft realm, and
the Spelljammer space fantasy setting.
Each world contains its own adventure
scenarios (called “modules”), maps,
planets, and inhabitants.

TSR considers Dark Sun: Shattered
Lands the greatest challenge role-gamers
have ever faced. On the planet Athas, evil
wizards (known as Defilers) suck energy
from the plant life to forge magical

spells. After thousands of years of <K
mystic environrmental abuse, \i
the planet is @ wind-swept s \| /4

desert devoid of
organic material.
Water is

ealure |

almost nonexistent, the deserts stretch for
miles, and sandstorms scrape across the
terrain. The only havens from the waste-
lands are oases controlled by powerful
sorcerer-Kings.

As the name implies, a burgundy-
red star beats down on the world’s
inhabitants, driving temperatures to 150
degrees dalily. This Dark Sun controls the
evolution of Athas’ living beings, and
now all creatures great and small are
endowed with mental powers called
Psionics. Psionic abilities can be used to
blast victims’ brains and completely
incapacitate them.

Now with its natural resources nearly
depleted, the Dark Sun world’s last chance
of salvation lies with the Veiled Alliance.
This rebellious group of magicians prac-
tices “safe sorcery” - spells which suck

' rsnlshasﬂlﬂl
Dark Sun world |
boxed set for l

| geons & Dragons

_'_“_._-n—l-'

| I

| enthusiasts. |

energy from their own bodies as opposed
to snatching it from the planet. '

New Under the Dark Sun
As it converts the Dark Sun world for

computer and video game screens, SSI
seeks to replicate the feel and the high-
level challenge of the pen and paper

FRPG. The Super NES cartridge, which
Is scheduled for release in February ‘93,
IS based on an adventure packed-in the
AD&D Dark Sun boxed set. You are

e awes |
55I's quest is to develop Dark Sun: Shattered
Lands for personal computers, the Super NES,
and the Genesis.

thrust into action as a gladiator who's
sentenced to fight for a local overlord’s
pleasure. You escape the arena only to
wander into the unforgiving expanses of
the desert. You must gather three com-
panions for your crusade, amass an
army of warriors, and topple the evil ruler.

o =
]

The Dark Sun rises nra desolate canyon
(IBM PC version)

=0 il
H

SMmm= o

| sargonns |

! 1nnmu§n=.f
wro=obro |
vy

m

~ Continued on page 26.
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Continued from page 25.

Like in the pen & paper FRPG, Dark
Sun the video game will enable you to
create and play as new races, such as
the hulking insect-men mantis warriors
known as the Thri-kreen. You can also
create new professions, including Pre-
servers (the antithesis of Defilers) and
Psionicists. A bank of facial images
enables you to select your character’s
portrait and on-screen icon.

Point, click, and kill combat. (SNES version)

Dark Sun’s combat
merges a fast-action inter-
face with actual AD&D
rules. You control one of

strategies, such as Run,
Attack, or Defend. With a button-activat-
ed “rack” feature, you can cycle through
physical strikes, magical spells, and
Psionics. Similar to AD&D’s dice-rolling
and ability system, your chances for suc-
cess are computed by your strength,
speed, weapon power, and the oppo-
nent’s defense rating, which combines
with a random factor.

a grim story. (IBM PC version)
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As you explore Athas, not all of your
encounters will be hostile. You choose
your words from several dialogue
options. Well-phrased conversations are
rewarded with clues and vital informa-
tion. Full-screen, cinematic interludes
advance the story line.

Harsh Game, Gool World

SSI has a dozen computerized AD&D
games to its credit, and Dark Sun marks
its first game system designed exclusive-
ly for 16-bit machines. The game’s free-
floating, overhead-view camera shifts
and pans to follow your party’s move-
ments. You can even peek ahead at
upcoming areas with a Wizard's Eye. The
sands swirl with the wind, and rivers of
lava and silt are animated to enhance the
terrain. When you cast spells, graphic
effects display the impact. Runic, color-
coded icons represent your abilities on a
status screen.

— &
Survey the terrain with the Wizard’s Eye.
(SNES version)

The sounds and music should com-
plement the visuals. A dramatic area song
will fluctuate and change with the appear-
ance of monsters. Sound effects signify
attacks, spells, and creature-summoning.

Desert Storm

Drawn directly from an actual AD&D
world, Dark Sun: Shattered Lands is first
in a planned series of cartridge and CD-
ROM adventures. It could be a video
role-player’s fantasy-come-true. The
SNES version’s under development in
SSI's forging fires, and a Genesis transla-
tion will follow in May, 1993. Keep your
Wizard’s Eye focused squarely on
GamePro for a full review of the Super
NES edition early next spring.

Dark Sun: Shattered Lands by SSI
Super NES available February ‘93;
Genesis available May ‘93;
Price unavailable, 12 megs




A Dangerous

’ Journeys
Gary Gygax's Dangerous
hewglded a new type of pen and paper
RPG. Now, Dangerous Journeys 1S

making a journey of its own — from

noard to several video game formats.

Here's what the acknowledged fe:.:tit}[er
of fantasy role-playing games had 10

d other subjects.

say apout this, an |

b

GamePro: What is your history with fan-
tasy role-playing Games?

Gary Gygax: Prior to 1974, there were no
role-playing games whatsoever. | founded
the company and wrote the game which
introduced the world to role-playing per
se, and fantasy role-playing specifically.
The company s name was Tactical Stud-
ies Rules, and the name of the game was
Dungeons and Dragons. So, | began role-
playing by beginning role-playing. I stayed
with TSR, Inc. until early ‘86.

GP: After you left TSR, what direction did

you decide to take?

GG: | really wanted to do nothing else,
except be a writer and creator. So |
began writing, and I've continued to do
that ever since. For my first book during
that time, | created Dangerous Jour-
neys, a world that’s the basis for a multi-
genre role-playing game system.

GP: What's a “multi-genre” role-playing
game?

GG: There are genre-specific games out
there. For example, Dungeons and Dragons
Is Specific to the Fantasy genre. D&D's rules
are designed to enable participants to play
in a fantasy milleu. The multi-genre game
system has a core system of rules, which
enable participants to play in virtually any
genre. So, if you want to go into a Fantasy
milieu, a Science Fiction milieu, or a Horror
milieu, a multi-genre system, theoretically,
presents all genres possible for gaming.

The object of creating a multi-genre
game like Dangerous Journeys is to pro-
vide fun role-playing every time. If you’re
not having fun, then there is no sense in
playing it at all!

GP: What other projects are you working
on?
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GG: For the Mythus genre, there’s a
series of novels released by Penguin
Books called The Anubis Murders. Our
game’s publishing company, GDW, is also
publishing a new magazine called Jour-
neys that's dedicated to multidimensional
role-playing. We are also planning to
release a set of metal figurines.

GP: What about the video games based
on Dangerous Journeys that are in
development?

GG: We were originally approached by
NEC to make a version of Dangerous
Journeys for the TurboGrafx-16. As time
progressed, JVC also became interested
in publishing various electronic versions,
including a Super NES version of the
game and, most recently, EA announced
their version for the IBM PC.

GP: What has been your involvement
with these games?

GG: Unfortunately, I'm not able to actual-
ly sit down and program the games
myself, but | have certainly had some
creative input in these games. They are
all based on my books and games for the
Dangerous Journeys system. All of the
games are based on a particular scenario
within Mythus called Necropolis. | feel
that | did a good job with Necropolis, but
I don't like to tell an artist in another field
how to do their work. As far as what
needs to be stressed and included in the
video game, | let the programmers
decide what is best for their medium. The
intro of the game presents a cartoon par-

GAMEPRD < Novembher 1992

ody of me as a character called the Gate
Keeper. It's absolutely hilarious.

GP: When will these be released?

GG: The IBM version will be out in Janu-
ary. The Super NES and the TurboGrafx-
16 versions will probably be out in “93.
From what I've seen, the art is absolutely
incredible. If there were only more pixels, |
think we might have another Rembranat.

GP: How much of the original Dangerous
Journeys system is translated to the
video game incarnations?

GG: You can’t have the whole milieu, but
hopefully someday we’ll be able to do
that. From what I've seen, they've taken
the most important rules and preserved
them for the electronic versions of the
game. Before all is said and done, there
will definitely be at least one or two more
video games based on Mythus.

GP: What parts of the game have been
preserved?

GG: The most important aspect of the
pen and paper game is that it’s a role-
playing game and not a tactical simula-
tion, so the rules should be treated as an
encyclopedia - for light reading. If you
want to clear up a fact, you can consult
the book. Another important aspect
that’s been preserved is that you'll be
able to choose from a broad range of
Knowleage/skill areas to shape your char-
acters. Lastly, the video game versions of
Dangerous Journeys will allow players to
make more choices than your average
RPG and to create a more complete
role-playing environment.

GP: As research for your fantasy games,
have you ever actually been in a sword
fight?

GG: | have fought with a bamboo sword.
In fact, | have nasty varicose veins on my
thigh from where ['ve been smitten more
than once by a sword. It’s a lot of fun, but
don't let anyone tell you that wielding a
five-pound sword isn't a lot of work. You
definitely need to be an athlete to get out
there in armor, carry a shield, and smite
your opponent as hard as you can.
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By Monty Haul

3\ In Japan you can forget

.. AN ®3 Street Fighter, Sonic, and
_ Super Mario. Dragon Quest
role-playing games are responsible for
kids skipping school and breaking into
stores just to get their hands on the latest
DQ cart. A new law forbids Enix of Japan
from selling Dragon Quest carts on any
day but Sunday!

The role-playing craze hasn't reached
full bloom Stateside, but the American
versions (renamed Dragon Warriors I-lll)
are still among the chart-topping fantasy
adventures ‘round these parts. Enix’s
Dragon Warrior IV is a great, if predictable,
sequel in the U.S. NES series. It has
definitely taken a few lessons in self-
improvement over its forebearers, but it
also goes nowhere new in other areas.

Formula IV?

Yes and no. Right off, you'll notice Drag-
on Warrior IV looks and sounds like its
progenitors, which isn’t saying much.
The overhead-view graphics and charac-
ter pix are functional, but blocky, blase,
and balloony. The combat scenes are
first-person perspective looks at still
enemy shots against black, nondescript
backgrounds. All in all, these are average
visuals for an RPG. The upbeat, Romper
Roomish music during the Walkabout
mode, and the slightly scary battle songs
are equally underwhelming. Some of the
tracks are lifted directly from previous
Dragon Warriors!
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Look familiar?

On the game play side of the equa-
tion, there’s better news. Like most good
RPGs, the cart still emphasizes item-
gathering, monster-stomping, and level-
building. Now, the game also offers more
complex character development and a
deeper story line. Your four-person party
can include yourself, people you meet,
and even friendly monsters. You control
some of the characters in the party. Other
characters have minds of their own!

Party on - even with bad guys on your side.

New Chapters, Old Enemy

A unique, compelling aspect about DW
IV’s plot is the five-chapter breakdown.
The first four chapters are individual tales
of folks in peril. In each tale, you com-
mand a different cast of characters and
solve a quest. In the meantime, the vil-
lainous Necro-saro boss monster is
watching, waiting, and licking his many
demenre teeth.

Lomneg thas wavy.. .’

PRUTIP: ignore the voices you nea: at ine
bottom of the weil in Chapte: i. instead,
search everywhere to uncover 500 gold
pieces. Find and talk to the slime creature
and he’ll join your team!

The Chapter stories are straightfor-
ward, but interesting. You must rescue kid-
napped children in Chapter 1, guide a
young Princess to freedom from an over-
bearing father in Chapter 2, bring fame
and fortune to an Arms Merchant in Chap-
ter 3, and avenge a loved father’s death in
Chapter 4. In Chapter 5, all of your charac-
ters assemble into one massive fighting
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force to slay the hated demon! Once you
reach Chapter 5, you haul this massive
ten-person team in a wagon and choose
four of the active characters.

COMMAND
o P TN SPE1Ll

rouYP TNCTICS 1B
SEACH |

e

PROTIF: Talk v the kids i izii. They kn_w
something aoou: Aie,.. rneu, .efu. 1 Alex’s
wite {0 him. In gradivde, h.'ll . cveal the
location of tne “secrei playground.”

,ﬂm mﬁwﬂﬁ ‘

+ Y SRR 2 T Y3 51
Pﬂﬂ TFP ilrrry use the riying Shoes wiiie
you’re outdoors.

PROTIP: To escape, take a leap of taith off
the top of Loch Tower.

Don’t expect plot connections to the
previous Dragon Warrior games. New-
comers can jump right in without hesita-
tion, but old-timers might be
disappointed that there’s no continuity of
story from one cart to the next. The
game’s challenging and quite long. For-
tunately it’s also battery backed.

PROTIP: Never, ever, press Reset while
entering your name. You’ll risk erasing a

previous Log Entry.

Controlled Interfaced

Interfacing with the game is less painful
than a sword in the gut. In fact, it's quite
easy. An options screen enables you to
alter the game’s message speed to suit
your tastes. The dialogue, combat, and
spell-casting systems move along with-
out breakdowns. You can swap items
among characters rearrange the narch
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Tactical Triumph
Combat’s definitely not a joy to behold,
and it’s repeated over and over through-
out the game. However, a great nonstan-
dard feature found only in Chapter 5 is
player-selectable battle tactics. You
choose from six different strategies to
arm your warriors. Here’s where this
game’s Artificial Intelligence (Al) does its
duty. Your team’s Al automatically learns
from its mistakes and remembers its

lessons in the next round! .
Ragn—Heal DA N\ IENER s ‘¢ 4 /
H 41 H 35 o YN AN e /i
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Healzse casts Heal ”
Raoganar's oounds Bweal.”

PROTIP: Don’t waste Medical Herbs wihilg
Healie’s on your team, He’ll cast healing |
spells after major hits.

A Dragon Delight
It's no surprise to hard-core Dragon \Wa
riors that number IV looks and sount
like lizard stew. On the plus side, thd
exciting story line, new cast of charac-
ters, battle tactics feature, and massive
length make it an excellent concoction
experienced NES role-gamers. Definitel
aigest Dragon Warrior IV and look for- | R - N
ward to its forthcoming 16-bit sequel. (8 | (7 o AR o

[Iragnn Warrior IV by Enix America
Graphics Sound  Control

2.0 4.0 Advanced

$59-64 price range Role-playing
4 megs One Player
Battery backup
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)
cheer. So, they’re going to pull Nova

(our terminator-looking, Ninja motorcy-

cle-riding, boomerang-
throwing hero) from his
candy cane dreams and
send him back out on the
streets in Taito’s Power
Blade 2. It’'s not much of a
Christmas for Nova, but it
is for NES players.

Mechanical Trouble
The Delta Force has created a
cyborg army of powerful fighting
‘bots. If the Government decides
not to buy them, they’re going to
sell them to enemy countries.

As Nova, you must destroy this
robot army by slicing them down.
Yuur ‘I:Jot hunt takes you thrﬂugh

Force’s Headquarters You begin
your mission armed with deadly
boomerangs. These serve you well,
but the enemies you destroy will
cough up bigger and better

weapons, like the Boomer 2 and the £&8

Multi 1. To get the armament you

need to defeat the end level bosses, (m | | T

though, you must defeat mid-level
bosses. They leave behind a Newt
Suit, a Wet Suit, a Rocket Suit, and a
Patriot Suit in just your size.
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PROTIP: Watch for ‘bot meanies with guns.

They shoot a couple of rounds and then
raise their guns, making them vulnerable
to your Power Blades.

32

Nova Can

Luckily, you're not counting on just your
straight aim and fancy attire to make it
through the Delta Headquarters. You've
also got three lives, unlimited continues,
and passwords. When you die, howev-
er, you return to the beginning of the
stage you're playing.
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PROTIP: In Staye 2 dnn’t even ﬂnnk abnuf
jumping unless the moveable ceiling plat-
forms are completely raised. You’ll die
every time.

Power Blade 2’s run, jump, slide,
and shoot action isn’t ground-breaking.
You've seen it before in other
action/adventures, but that doesn’t make
it dull. An intermediate or even an
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advanced gamer will be challenged to
make it to the secret Stage 5. Even
though our hero is a small sprite, the
graphics are 8-bit good with colorful
backgrounds and great-looking mechan-
ical menaces. The music, although
unubtmswe keeps you going.
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B cally-moving platform up. Don’t fry

N fo fight, just take the hits. When

A you reach the top, jump right. The

88 door will open, and you'll

WA advance to the next level. You’ll

2 miss a few power-ups, but

A you’ll only be a few hits down.
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PHﬂHP ﬂﬂn’i‘ waste your

P\ scal of Quality

energy and power throwing

B boomerangs at this rolled up

B metal meanie. You can’t dam-
age him until he opens up and
shows his scowling face.

Blade Runner

In a year of the underrated NES, Power
Blade 2 makes us take another look. So,
blow off the dust and power up with
Power Blade 2.

Power Blade 2 by Taito
FunFactor Challenge

Graphics ~ Sound Control

ADV.

Advanced

3.0 45 40

Price unavailable Action
3 megs One Player
Available Now Continues, Passwords




If this Olympic year has given you a mega-dose
of competitive spirit, then put your track shoes on
and bring a few weapons. In American Technos’
Crash ‘'n’ the Boys: Street Challenge, you compete against the
tough kids on the Southside, and they don’t play fair.

Be True o Your School

For years, the Southsiders have
soundly beaten three snobbish

high schools at all sporting

events. Finally, the “hillers™ got
tired of losing and ﬂhallenged

restrictions, and no rules.

In this one- or two-player
game, you can choose your team
from one of four, and then

PROTIP: You don’t have fo
finish the race to win. If your
opponent is low on energy,
concentrate on kicking him
choose the individual sportster and throwing hurdles at him.

you want to compete. As manag- Eventually, he'll go down.
er, make sure the guy you choose is built for the job. You con-
trol the athlete and must
compete in either a short meet
of three events or a full-scale,
five-event competition. In the
short meet, choose between the
400-M Hurtles, Hammer
Throw Golf, Skyline Scramble,
Judo, and Water Slaughter. In
PROTIP: It's definitely the long meet, you have to suf-

worth the money to purchase i :
mall to insure the Gold in painstaking rounds.
Skyline Scramble.

GCash ‘n’ the Boys

If you are low on strength, you
may have to trade in your
medals to revive yourself. Before
each event, our quincatholoners
hit the shops to stock up on
health, handy competitive items,
items for the upcoming event, or
info on the opposing team.

The Finish Line

Though playing against the computer is fairly challenging
(without rapid fire), competing against a friend adds some
“intense” rivalry to the game. Though the graphics are not
spectacular, this game is fun. However, if you want to stay in
the race, it’s best to turn off the distracting music.

Crash ‘0’ the Boys: Street Challenge by You may not be official-

American Technos inc. ly sponsored in these
Graphics Sound  Control  FunFaclr Challenge

games, but you will gain
.... INT some streets smarts. Step
25 Intermediate up to the Gha"EﬂgE In

$44.95 FightSports Street Challenge.

2 Megs 4 Players
Available October

Scale o the heights of
superheroes.
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} Mega Man V2! That%
¥/ right, Capcnmssendl_f_
breaking seventh video game rmssaun
The name of this game’s almostthe
same, and Capcom’s planning c:nstick- e e 0l i o3
ing with their program for success. They - G By N N
promise the most challenging Mega Man - ../
adventure to date. Here's a preview.

- Mega-nificent

For those of you who've never seen
‘Mega Man (and if not, just what solar
system have you inhabited for the past
five years?), Mega Man V’s game play
will be similar to his prior adventures.
This means that there’s plenty of vertical-
ly- and horizontally-scrolling, one-player
action and adventure of the distinctly
Mega Man variety. Everyone’s favorite
space guy has torun, jump, dodge,

shoot, and strategize his way pasta e
series of weird high-tech obstacles (and < £ I} ' i S
equally odd enemies) in search of his Ol ) e TR

_arch-nemesis, Doc Wily.

- Yup, Doc Wily’s back with an all-
‘new sinister plot. Mega Man's got to
defeat the Doc’s latest army of sci-fi
robots. It seems the good doctor’s been
working overtime and has invented an
entire new generation of super robots,
including Star Man, Charge Man, Gravity

EILH TR ST

Man, and Crystal Man. P D
Each of the new ‘bots will, of V', SR B+ g e 2 e e 1
course, tote a unique trademark i o} ' {» oy i FESER PR 0SS0
: 3 R R é i"*hr
weapon. The weapons are Mega Man's e e ) _ S A #r,.en ¢
forthe taking, if he can short-circuitthe ~ Fe=e=e= IESIEECHERHSEE = | OI=HE i &,
super robots. Per usual, the challenge - 8/ *‘___" jj u} ;‘@,_,, X N T oo

‘\.ﬁ‘hﬂ'ﬁ.

lies in deciphering the best order in
which to take on the ‘bots in order to
snag the right weapon to use against the
right mechanical menace.

In a year when we're seeing fewer
and fewer NES games, it's nice to see
an old familiar face like Mega Man’s.
Long may he fire! Look for a full review
- of MegaMan Vin an upcummg 1ssue |
L o GamePro.

' Moyaﬂlaﬂ Vbrwm
Available Winter ‘92

rhe Megsrer prEpﬂrES to make his move on
one of Wily’s crafty creations.

R T
5
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e e e Lo el ]

B e L e i e

What goes up, must come down - except when :

Mega Man’s conducting gravily experiments. Although Mega Man prefers to keep his feet on
the ground, he’s perfectly capable of flying

_ | | through the air with the greatest of ease.
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You're in total control of all

the fast and furious soccer

"% action you can handle with

" = World Trophy Soccer. Play the

% ultimate championship game by
yourself or with a friend as you pass,

dribble, tackle and shoot your way through

the qualifying rounds with national dream

teams from all over the world. The only

thing you can't control is the other team’s

N Packed fu'l'l. of

ruthless players. As long as the ref’s not
looking, they'll try every underhanded ; |
strategy imaginable to win the Cup! 2 Ell‘:ltlllg game Plﬂv-
‘impressive graphics ¢ -aml o
- ‘intense soccer action, this _

Adjustable difficulty levels and match
lengths

« Complete directional control allows for
perfectly-placed free kicks, goal kicks,
corner kicks, throw-ins and penalty kicks.

* Fast, smooth, multi-directional scrolling. .'\
* Ability to save your game after each round. |
« Single or two player simultaneous action.
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For more information, pricing and orders,
please call BBB-VRG-INGT. Visa, Mastercard,
American Express and checks ﬂ[:[:l‘.'ptﬂd.
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SEGA Pasg

MULTIMEDIA ENTERTAINMENT SYSTEM FOR GENESIS

THE SEGH CD:
STHART THE

REVOLUTION!
P e e L

If you haven’t seen a Sega CD in your
local video game store, you will soon
because...it’s heeeeere! Sega’s heavy-
hitting compact disc game machine is
set to open up a brand new style of
gaming. The Sega CD package rings up
at $299, and you get approximately $300
worth of software, too.

Under the Hood

The Sega CD packs an MC68000
processor, but this CPU runs at a speedy
12.5 MHz compared to its game sys-
tem’s 7.5 MHz. This virtually eliminates
mid-game access blues (access time
ranges from approximately .8 to 1.5 sec-
onds), and the 6 megs (768K) of buffer
RAM help considerably, too.

Nestled with the 68000 are two cus-
tom graphics chips, that enable the CD
to simultaneously paint more color and
sprites on-screen than the Genesis. It
also produces scaling and rotation. The
final noteworthy piece of silicon is 8K of

backup RAM, which you'll be able to use
to save game locations.

The laser drive is by Sony, and it’s
no baloney. In fact, it’s equivalent to top
end drives in standard audio CD units.
Consequently, the sound quality will
make the Sega CD suitable for double
duty as a music machine. The unit plays
music CDs in 3-inch and 5-inch formats
and CD+G discs, too. To keep the tunes
movin,” an 8-channel PCM sound gener-
ator supplements the Genesis Z80-dri-
ven sound processor.

Well-Connected Gaming
The CD unit piggybacks on top of the

Genesis and connects to it through the
port on the side of the game system.
Connected, the two systems look like
they’ve always been together. The CD
requires its own AC adapter, which
plugs into the back of the unit. You'll
also find in the back left and right chan-
nel audio outlets that run CD music
through your stereo and a plug to run
them through earphones. All the video
interfacing is handled by the Genesis’s
RF and AV outs.

The front of the unit is spartan. There
are no external controls. All play func-
tions are handled via the on-screen dis-
play and the CD’s operating system. Two
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lights — green for Play and red for Access
— are the only external indicators that the
unit’s operating.

Control Your Own

Once you switch on the system, it imme-
diately struts its stuff. The Sega CD logo
spins into view to show off the machine’s
scaling and rotation capabilities.

Next, the system menu interface
appears on-screen. You use the direc-
tional keys to move a cursor to the
appropriate on-screen button and then
press the control pad buttons to activate
the function.

To continue to play later on, gamers
will be able to save game locations on a
special cartridge or in the 8K backup
RAM. The cartridge will enable you to
play a saved game on another Sega CD.
However, there’s no word yet as to when
that RAM cart will be available in the U.S.

But Can It Play?

Okay, it’s play time! Four CDs will come
bundled with the unit - two music CDs
and two CD games. The two music CDs
are a CD+G (compact disc with graph-
ics) and a regular music CD. At press
time, Sega could only say that they’ve
lined up some “major recording artists™
for the endeavor.



Sega CD gamers will also get two
bundled game CDs. Sherlock Holmes
Consulting Detective is ICOM Simula-
tions’ electrifying sleuthing game, which
made its debut on the TurboGrafx-16 CD
(see GamePro, May ‘91). In three cases,
you try to match your deductive
sleuthing skills against Sherlock. The
eye-catching graphics consist of video
footage of live actors playing out the
roles of Holmes, Watson, Lestrade, and a
host of other characters.

The other game disc is a collector’s
CD containing five classic Sega cartridge
games: Columns, Golden Axe, Revenge
of Shinobi, Streets of Rage, and Super
Monaco GP 1. They’re all woven togeth-
er with a nifty interface.

Sega Beyond CD

Even as the Sega CD ushers in a new
era of video gaming for Sega gamers
(and game developers), it harbors pre-
cursors of things to come. With the prop-
er programming, Sega says the two
separate 68000 processors can operate
two independent programs simultane-
ously to produce a slick computer hard-
ware trick called parallel processing.
What this means to gamers is too far
down the line to speculate about, but
know that Sega has research in progress
on parallel processing and games.

SEGACD GAMES

If you shell out for the Sega CD, here’s
how you're going to begin to get your
money’s worth. Take a look at this
diverse pack of CD games due out when
the Sega CD arrives in your town.

Batman Returns

Evil lurks everywhere, even in your Sega
CD. So, switch on the Bat Signal,
because Batman Returns is coming to
CD. The CD will stick close to the
movie’s story line. You battle the Pen-
guin, the Catwoman, the Red Triangle
Circus Gang, and the Penguin Army
across seven monsterous acts with 20
plus levels. The CD will blend three
games into one. The arcade-style, side-
view fighting sequences will pit you in a
fierce hand-to-hand battle against the
Catwoman and the Penguin. In between
the kick-A fighting acts, you’ll see vehi-
cle shoot-em-ups featuring the Batmo-
bile and the BatSki boat. You'll play
these via a behind-the-Bat-vehicle view.
However, be prepared to scope out the
slick scaling graphics as they shoot past
you. Batman Returns returns! (Did it ever

really leave?)
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Black Hole Assault

It's metal mania as you gear up for hard-
hitting, robot-fighting action. Black Hole
Assault features 10 stages of rabid
robot-fu for one or two players. First, you
fight eight different nuts and bolts




adversaries through two spaceships and
the moonbase. Then, you blast off for
fighting action across four planets
(Venus, Mars, Jupiter, and Saturn), three
moons, and an asteroid. You'll also have
to keep a hard-wired eye out for field
traps, such as magnetic storms on Mars,
acid rain on Veenus, and crushing gravity
on Jupiter.

Joe Montana’s NFL Football

Joe’s back...on CD, at least. Now you

can go all the way in one play with any of

the 28 NFL teams. You get the real pro
teams, the real stadiums, the real play-
ers, the real players’ numbers, the real
team colors, and the real team logos.
You can play a single game, a full sea-
son, and play-offs for the Super Bowl.
The players play according to their ‘91-
'92 seasons stats. During your game,
Joe Montana will tell you his winning tips
in full-motion video with a digitized voice.

If you win the Super Bowl, your prize

IS an armchair quarterback’s dream
come true: you can play with or against
some of the NFL’s all-time great NFL
teams! The game houses the ‘67-'68
Packers, the ‘69 Jets, the 72 Dolphins,
the ‘78 Steelers, the ‘84 Niners (of
course), and...well, you can finish the list.

Laptured 54
Possible

Vanishing co-eds...trap doors...hidden

surveillance cameras...sounds like a wild
party, but it isn’t. It's a life or death strug-
gle to keep eerie invaders from vamping

38

a bevy of babe-ilicious co-eds who are
trapped in the sinister Martins’ place. But
the real game is to uncover the power
behind the goons.

Night Trap comes packed on two
CDs. You are a member of S.C.AT. -the
Sega Control Attack Team. Using a
voyeuristic third-person view, you try to

Laptored
Possible

set traps to snare the sinister beings. The|
game features 104 minutes of live action
and interactive video. All the nonstop
action takes place simultaneously in
eight rooms. You switch camera views
from room-to-room to save your friends
and uncover clues to the mystery.

* Loy SRl ERE FERGGE g el
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Thunder Storm with
Sol Feace

TPy rr e FararFidlnr

Here’s a 2-in-1 shnut—em-up CD deal. If
you think the streets of New York City are
bad, wait until you see its futuristic skies
in Thunder Storm. Is the urban warfare
intense? Well, you pilot an armored heli-
copter. Full-voice audio commands help

you survive stomach-wrenching turns
and aerobatic maneuvers. If this game
looks like Cobra Command from the

arcades...itis.

Sol Feace is a direct port over from
the cartridge version with enhanced
sound and graphics. You pilot a space
fighter with collapsible wings that house
powerful atom-smashing weapons. Your
adversaries are a horde of mutant
mechanical monsters. The odds are not
on your side.

The Adventures of Willie

Beamish
Sierra On-Line plans to convert several of
its PC games to Sega CD format. Willie

Beamish is the first one out of the stamper.

Willie’s a kid who's just trying to deal
with life as he finds it. His best pal is his
pet frog, Homy. The situations confronting
him concern his tagalong kid sister, his
neurotic yuppie parents, an assortment of
neighborhood geeks, and even the ghost
of his grandfather. This ain’t your typical

GAMEPRD < November 1882

wden game fare, but ynu call aII the shr:-ts
in this CD. It's almost like directing a car-
toon show. In fact, this game comes from
the minds of those who created Johnny
Quest and the Little Mermaid.

WONDER
DOG

IR g it/

By Slasher Quan

It’s no wonder that U.S. gamers are
hyped up by JVC's strong stance in the
overseas CD market. First, the company
taught us a lesson in slick hardware
manufacturing with the Wondermega,
the $600 super Sega system with a
MegaDrive and MegaCD all in one (see
GamePro, July ‘92, page 21). Software
runs hardware, and JVC’s Wonder Dog
could make it fly!

A Boy’s Best Friend

Wonder Dog'’s a spaced-out pooch, who
cruises past Earth aboard a funky space-
ship after his home planet, K-9inus, was
invaded by evil forces. He slips his paws
on the steering wheel and crashes
smack into Earch. Bummer! Where have
we heard this one before?




A young, blonde kid finds our In Wonder Dog, Earth is transformed ﬂog Bynamife

marooned hound. So Wonder Dog into a tripped-out cartoon land that’s like Wil Wonder Dog displace Sonic as the
decides to adopt a “pet.” The boy’'sdad, = Roger Rabbit on hallucinogens. Each premiere Sega-system mascot? Or is this
however, rules against letting alien dog-  side-view world, with several zones game really just a dog? The game’s due for
gies anywhere near the furniture. Bad apiece, sports misshapen terrain and a U.S. release in the dog days of Novem-
news! The dynamic dog pulls on his multi-scrolling backgrounds. In Dogsville,  per, and we're growling for the answers!
goofy yellow gloves, dons his floppy- the twisted buildings scrape the sky. The Wonder Dog by JVC

eared hat, becomes the fearless Wonder ~ Scrapyard is a polluted dump filled with $49.95, Available November

Dog, and sets off in pursuit of his friend.  bikers, spikes, chickens, and run-down Action, One Player, Passwords

cars. The character animations are cute,
and the jazzy music’s as bizarre as the
visuals!

By Captain Meat Cleaver

Peace doesn'’t prevail in Sony Image-
soft’s Sega CD vision of a post-holo-
caust Earth. Life’s a cesspool for the few
survivors of the nuclear strikes. Humans
and animals retreat to the sewers and try
in Dogsville. Watch closely - he drops to eke out a living by scraping together
T p—— food. But, there’s not enough grub to go
~ Our gt;ﬂcsT ;ﬂ ﬂ;: Eﬂfe can r:tﬂ fast, around. That's where you, the Sewer

o gy : Jump, ana DUSL DIOCKS DY 10SSINg Stars Shark, get called in for duty.
X bt R with varying degrees of strength. The ! 3
i ' 3 R 2k 3 | dog'sears droop each time he's hit. He On a Wing and a Sewer

To continue at the midway point in the level,
pause for this paws sign.

S B0 Git Bl ny can also turn into a spinning, woofing Commissioner Stenchler of Mission Con-
e g e i ;'E" i i ot i o {  whirlwind to burrow through solid rock ~ trol recruits you to command a Sewer
. x sk &« G34 and uncover scores of secret areas. Craft and run supplies to the network of
This bone-us level has Wonder Dog ¥ 7 underground cities. With veteran copilot
seeing stars! COCT6420
“WGOCFLOED
TS W e .
S W g
N *- ,..-‘ ’14# *‘1
2ok Heo v ntntipls Qs
Danger rides on the Scrapyard side of
the fence. Sewer Shark by Sony Imagesoft.
This snake’s bite is worse than your bark. Continued on page 42.
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THE ARCADE MEGA-HIT COMBAT FLIGHT SIMULATOR

MOST ADVANCED ATTACK
HELICOPTER ON COMBAT MISSIONS
e -WITHO'U"I‘ ENLISTING! you zoom in and lock on hostile tar-

gets, and your palms sweat as you fire
Strap on your flight harness and prepare to your missiles and guns to blast away enemy
fly in STEEL TALONS! This high-tech flight aircraft and tanks! STEEL TALONS. To get
simulator with 360° polygon graphics gives more real, you’d have to join the Army!
you total control of the most advanced attack . .
helicopter. Carry the awesome firepower ﬁ‘l.l}-' HIH:I EJ*"!.I H‘\.H em’[l‘ other hot l"{';ngnfrn ]'u'LE_ at
needed to complete 12 dangerous missions. N s e e
Feel your stomach drop as 'jf.:';l'}Ll jerk the stick Boutique, Software Etc. and other fine retailers!

to avoid anti-aircraft fire, your heart race as Or call 1'800'2'TG to order.

STEEL TALONS: TM & 1991 Atari Corp.; licensed to Tengen, Inc. ©1992 Tengen, Inc. All rights reserved, Seqa and Genesis are trademarks of Sega Enterprises, Lid.

AN ATARI GAMES COMPANY
675 Sycamore Drive, Milpitas, CA 95035




Continued from page 40.

Ghost close at hand to provide moral
support, you blast off to save what’s left
of the world from starvation.

In the first mission, your code name
is Dog Meat, but you can advance
through the Sewer Shark ranks by suc-
cessfully negotiating the first-person tun-
nels. To guide you, a Directional Droid
flies in advance of your ship. You control
the ship’s movement and laser cannons
with a cross-hair. Tunnels twist and turn

: i i

up, down, left, and right. Keep to the cor-
rect path to reach your destination.

The sewer dwellers in this game
aren’t pizza-eaters. They prefer the taste
of Sewer Shark skin. Bats, scorpions,
mechanical maintenance moles, ratiga-
tors, and other mutants chomp down on
the Sewer Craft. Worse yet, your laser
guns can ignite built-up sewer gases,
which will incinerate you and everything
else that moves!

VIDEO

TOP $
PAID

TO YOU

FOR YOUR
USED

GAME
CARTRIDGES

SNES

TG-16

A BETTER GAME STORE WITH BETTER IDEAS!

42

VIDEO GAME NETWORK
BUYS, SELLS, & RENTS*
THE BEST SYSTEMS &
CARTRIDGES AVAILABLE!

NEO-GEO

GENESIS

NINTENDO

To make the sewers seem nasty and
real, Sony ran a camera along a track
through miniature tunnels. Then, they
digitized the video and added computer-
generated flashing lights and hazard
signs. As you cruise through the game,
the effect is similar to riding a dark sub-
way that’s travelling 90 miles per hour.
Sony also filmed live actors and actress-
es for cinematic cutaway scenes. If your
craft’s hit, the view flashes to Ghost, who
reports on the damage.

Copilot Ghost tells you're Sewer
Shark toast.

- i,
e \

Your Sewer Craft cruises through the dimly-lit

sewers in breathtaking cutaway scenes.

During game play, you view the on-rushing tun-
nels from a first-person cockpit perspective.

Make a Run for the Sewers
Helping humanity’s no day at the beach,
but your reward’s retirement at Solar City,
the last place on Earth where the sun still
shines. Sewer Shark should take its Sega
CD mega-bite this December. It could be

the toughest job you'll ever love.

Sewer Shark by Sony Imagesoft
Price unavailable, Available December
Shoot-Em-Up, One Player

Solar City awaits ace fiyboys.

Advertisement

GAME NETWORK

SOME OF THE
LOWEST SALE PRICES

ANYWHERE!

90-DAY TO ONE YEAR WARRANTY
ON ALL GAME CARTRIDGES

CALL THE GAME GODS AT

VIDEO GAME NETWORK
1232 COON RAPIDS BLVD.
COON RAPIDS, MN 55433

W' r P | DEALER INQUIRIES WELCOME
T

SEGA MASTER

ATARI LYNX TEL (612) 757-5509

GAME GEAR FAX (612) 757-5236

GAME BOY

ATARI

* Rental for Local Customers only
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TEN

Enter the ]ennifer Capriati
Tennis Champions '93

Contest and See

Olympic gold medal winner Jennifer Capriati
brings together some of the best players in the
world to challenge you with power serves,
baseline thunder, net volleys and exciting

from the skid of a backhand shot past your
opponent to the overhead smash for the
match. Even create your own players for the &8
circuit tournaments or just a quick exhibition o MRS u
match to build up your skills. And don’t forget -
doubles because teamwork is always
important in professional sports. Looking for a
great match of tennis? It’s right here in Jennifer
Capriati Tennis, from Renovation Products for
the Sega Genesis system.

- Vi male N
= V/ W1 S
PRODUCTS

Renovation and Jennifer Capriati Tennis are trademarks of Renovation
Products, Inc. Sega and Genesis are trademarks of Sega Enterprises, Ld.
Endorsement used with permission. © 1992, All rights reserved.

point rallies. All the realism of tennis is here, MatCh

What Gamers May Win:

GRAND PRIZE — One (1) all expense paid trip for two (2) to see
Jennifer Capriati play in a tournament to be determined by Jennifer
Capriati. Also included in the prize is a special meeting and
autograph session with Jennifer, plus two (2) Renovation Products
T-shirts.

FIRST PRIZE — One (1) free game cartridge from Renovation
Products to fifty (50 ) lucky entrants in the Jennifer Capriati Tennis
Champions '93 Contest.

SECOND PRIZE — One (1) free Renovation Products 100%
cotton T-shirt to five-hundred (500) lucky entrants.

How 10 Enter:

To qualify for the Champions '93 Contest, participants must win all
four tournaments in Jennifer Capriati Tennis, When a player has
won the complete circuit, a champions screen will be displayed
with the statement “Congratulations on your great victory!”
followed by the closing credits listing the creative designers
behind Jennifer Capriati Tennis, plus a special option password. A
photo of any of these screens will be accepted as proof of winning
the circuits.

To enter, fill in the form or print your name, address, phone
number, age and the words “Jennifer Capriati Tennis Champions
'93 Contest” on 2 3" x 5" card. Then mail your entry form along
with a photo of your winning TV screen to: Renovation Products,
PO. Box 641357, San Jose, CA 95164-1357. All prizes will be
awarded to qualifying entries in the order they are chosen.

Contest Rules:

This contest is sponsored by Renovation Products and National
Mailing Service. Only one entry per person. No purchase
necessary to enter. Winners will be notified by mail. Chances of
winning are determined by the total number of entries received.
Contest ends January 31, 1993. All entries must be postmarked by
this date. Only valid in US.A. Void where prohibited. Employees
of National Mailing Service, Renovation and their families are
ineligible to enter. National Mailing Service and Renovation
reserve the right to cancel this promotion at any time with
appropriate notice. Winners' names and prize information may be
used by National Mailing Service and Renovation for promotional
or advertising purposes without further compensation.

You can buy your RENOVATION games at Toys ‘R’ Us,
Babbage's, Electronics Boutique, Software Etc. and other
fine retailers. RENOVATION games are also distributed
by Ingram/Commtron. Order games direct by calling
1-800-677-4336.

Fill out coupon and mail to: Renovation Products
Jennifer Capriati Tennis Champions '93 Contest
PO. Box 641357 * San Jose, CA 95164-1357

Name Age
Address

City State

Zip Phone

Did You Remember @ i N
Your TV. Screen Photo? 255718
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New and Improved

What'’s new with Sonic? Well, at first
glance you'll notice the game’s graphics
By The Unknown Gamer are more colorful and have more of a 3-D
| He’s back...! Yup, Sega’s quality to them. Next, you’re gonna

/' super speedy video game notice that the tunes, although done by
o9 wonderhog, Sonic,isrewing  the same gang that did the original, are
up for a return to the small screeninanoth- - More varied and much cooler!

er supersonic adventure. This time around,

o

ALY

T SR Pt y e e g R oo 1 4 & #H. LA 1 r I.i.
His Hedgehog- I T el Y 1
ness has a LU T AALL L LT
buddy in tow for i TR R & W

ra"fs hmm e A M ] ¥
Mmaﬂmumm

two-player fun. His - i
foxy.companion Is o o endoftheling, 0K’ waiting at the
Tails, a creature of the fox persuasion. P e

A Bad Eqg

Doctor Robotnik’s making waves one
more time. Although Sonic thought he’d
put the doctor out of practice for good, it
seems the evil doc has secretly manu-
factured an altogether new and deadly
weapon - the Death Egg. Robotnik plans
to use his sinister Egg to scramble the
forest and its creatures once and for all. If
Sonic and Tails don’t break the Egg, f

they’re cooked. AW .H, '
That’s bad news for Sonic, but - %@/
great news for fans of the speedy hog.

It's gonna take you gamers 10 levels,
with over 20 stages, of action-packed
game play to hard-boil the Death Egg.
What’s more, Sonic 2 has all of the great
features you loved in Sonic The Hedge-
hog, plus about a dozen more.
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Sonic 2’s game play mechanics are
the same, with a few cool exceptions.
The dude with a ‘tude still skims, jumps,
grabs rings and power-ups, and races
across the screen. Only this time around,
if you can believe it, he’s even faster.
When you hit the Chemical Factory,
Sonic streaks across your screen at
speeds never-before-seen in a video
game. The mighty hedgehog also has a
new secret weapon - the Spin-Dash.
Simply push Down on your control pad
and hit any button to cause Sonic to rev
up for dashes that’ll take him where no
hedgehog has gone before.

.......
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Sonic for Two

The biggest change you’re gonna see in
Sonic 2 is not one, not two, but three dif-
ferent game play options. In the one-
player mode, you play Sonic and take on
the Doc accompanied by a CPU-con-
trolled Tails. In the cooperative two-play-
er mode, one player is Sonic and the
other is Tails. Sonic’s still the speediest
hog in town, but Tails is magically tele-
ported to Sonic whenever he needs to
catch up. In the competitive two-player

mode, Sonic and Tails take off in a split-
screen race competing for the best time
and the most rings.

Fans of the most famous hedgehog
in the world have been waiting a long time
for a sequel to one of the most popular
T games to date. From what we've seen so
W, [ far, it's been worth the wait. Stay tuned to

At s - ‘GamePro for more info!

> T T
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The Doctor’s squad of mechaniCar T et g L™ =, -
creatures has expanded along with his ‘
repertoire of sinister vehicles. In Sonic 2,
you'll find more enemies on-screen, and
these enemies are more dangerous than
in the original. In fact, most of the beasties

are armed with mechanical devices, such 5‘;‘;“’5;{? ;WW 2
as long arms that reach out to grab you. Availabi “""“’Iﬁ
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By Speedy Buns

&5¥| Ever had a craving for
power, a yen for omnipo-
tence, a need to control vast
armies of human beings? If so, read on.

In the tradition of Populous and similar
simulation strategy games, Tyrants allows
you to direct the evolution and progress of
your own little horde of humans as they
attempt to conquer the world.

Survival of the Fittest
Tyrants is a port over from an Amiga

game that puts you in the shoes of one
of four would-be demigods who are out
to evolve their race of human creatures
faster than their three competitors. The
game stretches over nine Epochs, begin-
ning in 9500 B.C. and ending in the dis-
tant future with the Mother of All Battles.
Your view of the action is from a 3/4
overhead perspective (where else would
a god sit but on high). The point and click
interface features nice graphics. Digitized
moans, groans, and very British voices
highlight important happenings and add
a combative atmosphere to the game.

Choose a god, any god.

In each Epoch, your task is to con-
quer three different islands. Each island is
composed of a varying number of squares
or sectors. You stake out your sector, and
then try to wipe out settlements of enemy
populations in the other sectors. The last
remaining survivor wins. If it's you, you
become King or Queen of the Epoch and
advance to the next set of temitories.

PROTIP: You can continue endlessly from
wherever you leave off in the game. No
passwords, though!

Go Forth and Conquer
W Sounds simple, right? NOT! The game’s
. complex, and it's detailed strategy
~ requires an almost intuitive style of game
— play. Reading the lengthy manual is a




Your little bands of humans do not
come pre-equipped for fighting and con-
quering enemy populations. You must
direct their evolution by helping them
develop new weapons, telling them when
to mine for natural resources, showing
them where to search in other sectors for
further resources, telling them when to
build mines and laboratories, tell them
when to attack...and the list goes on and
on. In other words, these demigods know
nothing about the concept of free will. So,
as the all-powerful being, success or fail-
ure is completely up to you!

In each Epoch, you're allocated 100
human beings. Your first decision will be
how many humans to use to defeat each
Island. Once you and your happy little
band are settled into a sector, you've got
to immediately begin working towards
progress. In Tyrants, progress equals
more men, better weapons, and better
fortifications. Without these, you cannot
destroy your fellow human beings before
they destroy you.

PROTIP: Try to use only 20 men fo wipe out
the islands in the first Epoch.

(84752 VEREE 92, 05
PROTIP: Remember that any men left over
from conguering an Epoch are passed on
to the next Epoch. Use your human
resources appropriately.

In order to build better weapons, you
must first design them. Depending on the
natural resources in your sector, you have
access to different blueprints that you
can command designers to use to devel-
op offensive or defensive weapons.

Whenever you allocate humans to work
on any project, a clock indicates how
long it will take them to accomplish their
task. When your humans have finished
with their designs, you decide how many
humans you need to arm as soldiers to
guard your tower with defensive
weapons, to send out to the mines, or to
do any number of other tasks.

need to build a weapon.

3 _l;u#’.-‘-;;:iiuiiﬂgiugkggi FiN :

PROTIP: The more humans you allocate
to a task, the quicker they accomplish it.
However, you’ll have fewer humans for
other tasks.

PROTIP: If the natural resources in your
sector are limited, send a small band of
lightly armed soldiers into an adjacent sec-
tor to establish an additional stronghold.
Your soldiers are safest if you send them fo
a sector that is not bordered by an enemy
sector. Scan the sectors first to seek one
with abundant resources.

The strategy element in Tyrants lies in
two areas: the sectors you choose, and
your use of the existing resources to
develop your army quickly enough to
defeat your opponents before they defeat

GAMEPRO e« November 1882

you. The initial weaponry is simple -
rocks, sticks, and spears. As your civiliza-
tion grows and advances to different tech
levels, the weapons become more and
more sophisticated. The game’s culminat-
ing battle reaches a frightening level of
sophistication, complete with nuclear
weapons and Star Wars defense systems.

Buzz enemy settlements with your planes, and
then bomb the heck out of them.

Use space-age weaponry to obliterate your
opponents.

A Big Game for Big Heads

Tyrants is an absorbing and complex
game. It's definitely not for gamers who
want their games down and dirty, or for
those who have a thing about not read-
ing game manuals. Renegade Tyrants
will find this cart exciting, challenging,
and thought provoking, as well as frus-
trating, aggravating, and annoying! How-
ever, if you enjoyed Populous and you’ve
got another couple of eons to spend
conquering new worlds, Tyrants might
just be your kind of ego trip.

Tyrants by Virgin Games

Graphics  Sound Control

FunFactor  Challenge

4.0 Advanced

$59.99 Strategy
8 megs One Player
Available early "93 Continues
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By Brother Buzz

|

‘@ 4 | Koei's carved out a video
—=""\}/ game niche for itself by
(A inundating our collective
brains with massive reality-based RPG
carts based in exotic foreign locales and
historical time periods. Now, they’re into
something we can all understand - a
good fantasy!

Stone Warriors

In Gemfire, the kingdom of Ishmeria is all
fouled up, and you're a loyal Lord or Lady
who's fighting for truth, justice, and the
Ishmerian way. Once upon a time, the vile
Fire Dragon blew its bad breath across
the land. Six wizards of Ishmeria used
seven magic gems to vanquish the drag-
on. To further protect the land, they bound
the Gems into a powerful magic crown.

-
n

"1, Esely@d,sshall icld fl
Fire Dragonh fe pecapture
the lost zems of Genfire!

There’s trouble in Ishmeria.

Then, a king dissed the crown,
mucked around with the Gems, and got
palsy-walsy with the dragon. A heroic
princess cast the precious stones across
the land to keep their power in check.
Now, you must find the Gems and re-
unite the 30 provinces of Ishmeria.

A Hard-core RPG

As with most Koei games, you're in this
quest for the long haul. If you can stick it
out and have a mind for multi-character
RPGs, you'll have a good time. You can
play Gemfire solo, or you can recruit a
pack of pals to take turns playing Ish-
merian homeboys. The cart features four
extremely lengthy scenarios. You can
play any leader of the six noble families
and manage a motley cast of royals.

Gemfire looks great. In keeping with
Koei’s style, though, it's no animation
tour-de-force. Still, it's one of the best-
looking Koei games yet. The music and
50

T Vel e PROTIP: One month before attacking, Sabo-
tage and Plunder any province you plan fo
attack. Assault them with as many of your

provinces as you can.
You use Military to invade and con-
quer territory, recruit troops, hire monster
mercenaries (nine types), and buy skilled
fighters (six types). To win, though, you
must also use Domestic to cultivate
crops, protect the fields, and feed the
masses. Diplomacy enables you to spy,
make alliances, and negotiate surren-
ders. Use Vassal to help keep your Lords
and Ladies in line.
PROTIP: Always save for a rainy day. For
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This RPG definitely looks the role.

sound are okay, but you won’t miss any-
thing if you fire up your own tunes.
When you make a decision,
Gemfire’s brain does a great job of
orchestrating all the action and quickly
calculating the appropriate conse-
quences throughout every province of
Ishmeria. This feels like the fastest 4
a2

thinking Koei cart so far, which
helps make this long
game more enjoyable.

In Your Interface

The interface is effi-
cient and a snap to
master. To stay in tune
with the political in-
trigue in Ishmeria’s 30
states, you use a typical
Koei, province-by-the-
numbers, map screen.
Adjacent windows
enable you to issue four
types of commands (Mili-
tary, Domestic, Diplomacy,
and Vassal) that put 16
other subcommands at
your disposal.
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Seth

Adrvl
Wolfen
Raith
» Walther 48
Elias 54
Andres  T0
Kevla 69 ¢
Anise o 21
Lyle family: 14 people

PROTIP: View often to check your

status, as well as your competi-
tor’s. Ii’s free.

PROTIP: Use View to send out
Searchers. Then write down what
they find so you won’t have to pay
them again if you forget, Searchers
i.d. enemy monster units, and some-
times they snatch a Gem for you!
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tivation and Protection. Also, stockpile
cash and crops in a few provinces far
within your borders by buying few soldiers
and spending freely on Cultivation and Pro-
tection. You will then be able fo transport

riches to needy provinces.

Gemfire features a simple, easy-to-
use, engaging battle system that enables
you to orchestrate the strategy and tac-
tics for your armies. On a battlefield, you
and your opponent position icons repre-

senting five types of fighting units —
Horsemen, Archers, Soldiers, Mercenar-
ies or Monsters (called Fifth Units), and
Wizards. Then you take turns moving
them like chess pieces.
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strategic advantage. Flanking and Rear
Assaults are the most effective. Ganging up
on a single enemy unit is devastating.

PROTIP: When victory is imminent, keep
damage to your forces at a minimum. This
saves cash and troop-rebuilding time
later. Don’t iry to wipe out enemy units
that have no chance of preventing you
from taking the Flag.

PROTIP: ALWAYS save your game
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PROTIP: Try to hire strong
Fifth Units, such as the
Fachan, Gunners,

Lizards, or Wyvemn.
To save Gold, dismiss
other Fifth Units if
you don’t need them.
You recruit men for
your army as a whole
p and the computer
b allocates them to
the units. Every
unit has different
attack ranges,
movement pat-
terns, and maxi-
mum strength
points. The
actual fight-
ing is typical-
ly RPG-ish.

Declining strength points indicate the
damage occuring in a battle, and the
CPU does all the fighting calculation.
Slick graphics and animation help illus-
trate the actlon
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ﬂneplcbal‘ﬂe ofmen, monsters, and magic.
Unnatural Disasters

The game spices up the scenarios with
wicked wildcard events. Your provinces
suffer indiscriminate natural disasters,
such as Wildfire, Snowstorms, and
Plague. But, Gemfire tosses 13 unnatural
disasters at you, too. For example, Pixies
trash your crops, and Banshees freak out
your people. Sometimes even your own
Bugbe&r parties too hearty.

'-‘r.ﬁ" 28: Celsea
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man

lf'_lague is sweeping through
It’s an Ishmerian disaster area!

Precious Gemfire

Few RPG games meld your mind with
video game programming as well as
Gemfire does. If you've never taken on
Koei's unique RPG style, this is a good
introduction that doesn’t pull any punch-
es. It's an epic RPG that takes an epic
amount of time to play, but the journey’s
worth your efforts. Gemfire’s a nice gem
in Koei's RPG crown.

Graphics  Sound Control

FunFactor Challenge

Price not available
8 megs
Available November

Role-playing
Multi-Player
Battery backup
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Third Prize:

Three Winners

o Alien 3 for Super NES or
Genesis

¥ One Winner

find you first!

* Actual Uniform Top worn
by Ripley in the Alien 3
(Framed)

* Star Pics Alien 3 collector
card one sheet (Framed)

* Alien 3 for All Systems

Fourth Prize:
Six Winners
| * Alien 3 for NES

Fifth Prize:

Twelve Winners

o Alien 3 for Game Boy or
Game Gear

Sixth Prize:
Twenty-Five Winners
o Alien 3 Home Video

L

Each winner will receive an auto-
graphed three book Alien 3 adaptation §
and poster from Dark Horse GComics

They’re fast, spit acid and are right behind YOU!
The motion tracker is your only warning. No time
to think, no time to catch your breath . . . RUN!
You must find the Queen Alien. The closer you get
the more Aliens you find . . . hetter not have them

Second Prize:

One Winner

o Star Pics Alien 3 collector
card one sheet (Framed)

o Alien 3 for Genesis

o Alien 3 for Super NES

e Alien 3 for NES
» Alien 3 for Game Gear

« Aien 3 for Game Boy

" To win entries must be received by November 30, 1992. Winners will be chosen on or around

. December 15, 1992. Winners will be announced in the February 93 Issue of GamePro Magazine.

. Please mail your entries on a 3 x 5 card to:

GamePro
Alien 3 Sweepstakes
P.0. Box 3749

Redwood City, CA 94064-3749

Entries must be postmarked by
November 30, 1992. Winners
will be determined on or about
December 15, 1992. Winners
will be notified by telephone
andfor mail. Total value of
prizes awarded IS under
$5,000. This contest is spon-

RULES

sored by Acclaim and GamePro
magazine. No purchase
required. One entry per person.
Only valid in the U.S.A. Void
where prohibited. Employees of
GamePro, Acclaim and their
affiliates are ineligible to enter.

GamePro and Acclaim reserve

the right to cancel this promo-
tion at any time with appropri-
ate notice. Winners names and
prize information may be used
by GamePro and Acclaim for
promotional or advertising pur-
poses without further compen-
sation.
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Al EORCE with the EA Air Force.

e S

En Achieve Total Air Superiority

.'.iir | | B P i r ' , g ;
o . | - FIEy
PILOT REALISTIC VERSIONS OF FLY HUNDREDS OF UNIQUE EXPERIENCE THE ACTION o |
THE LHX AND AH-64 APACHE. COMBAT MISSIONS IN LIBYA, FROM 11 DIFFERENT VIEWS. |
EUROPE, AND VIETNAM.
95¢ for the first minute, 75¢ for each additional minute. If you are under 18, be sure to get o parent”s permission before calling. —— —— %
e Hotline requires a Touch-Tone telephane . Sega and Genesis are trademarks of Sega Enterprises Ltd. LHX Attack Chopper and EA Air force are _

GENESIS trademarks of Electronic Arts. Visit your retailer or call 1-800-245-4525 anytime ELECTRONIC ARTS®
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By Captain Controller

‘ ni I;'h Yer a rude boy surfer dude
‘ 'j 743y named Greendog just out
” catching some surf. Then, a
totally radlc:al wave dumped you into the
sand. Gnarly! Now you've got this totally
excellent gold pendant hanging around
your neck. Bummer, it won’t come off!
Babelicious Bambi, your bikini clad
buddy, tells you that the pendant’s there
to stay until you find the lost Aztec trea-
sure. What's more, dude, no more riding
the waves until the treasure’s found.

Surf’s Up

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

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

pedal-copter.

fo0t1700

! &
-

PROTIP: Sometimes your path is blocked by
a stone wall that’s guarded by a monster-
head statue. Toss your frishee into the
monster’s mouth and the path will open.
Watch for decoys.

Beached

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

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

PROTIP: To beat the wall of rotating stone
heads at the end of the first island, use

o ) your flying disc and fire rapidly at the

head shooting at you. Dodge their fire

P { and knock them off one by one.

PR
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Jah Be Wit You, Mon!

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

&enN e

challenges, some stages in Greendog
are easy and seem more fun and comi-
cal than challenging. Other stages (like
the Aquarium) present some unique situ-
ations, such as scuba diving, that give
Greendog a cool twist.

.-1!*“'.“.’-: ﬂ"‘"‘::--:."f" ,.r.' - g
PROTIP: In the Aquarium; rf you get sucked
up into a vacuum pile, yow’ll find yourself
back at the beginning of the stage. Wait
until the vacuum tums off, then jump and
shoot your flying disc at the same time.
(Perfect timing is critical.) You can tell
when the vacuum is switched off by
watching the seaweed under the pipe.

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

Greendog by Sega

Control

Challenge

INT.

Intermediate

Action/Adventure
One Player

FunFactor

e e8e

$49.99
4 megs

Graphics  Sound

Available now Continues




N FORA SHOCK?

THEN STEP INTO DYNAMOR,) ; -CRAFTED SUIT OF DYNAMIC ARMOR.

BUT MOVE QUICKLY, Yﬂuﬁ-"‘ _ HEAD COMPETITION IS ABOUT TO SMACK YOUR JAW
WITH A NASTY LITTLE LASER

OLT. ANL‘: THAT'S JUST THE WARMUP. WHEN THE ACTION
REALLY HEATS UP, THE MECHANI ED SHOCKTROOPERS FROM IMPERIUM WILL BE TRYING TO
TURN THAT DYNAMOR OF YOURS INTO NOTHING MORE THAN A COOKIE SHEET.

IMPERIUM. REAL HEAVY METAL FUN.

MADE [N JAPAN

HINTEMDO. SUPER MINTEMDO

ENTERTAINMENT SYSTEM AND

THE OFFICIAL SEALS ARE

REGISTERED TRADEMARKS OF THIS OFFICLAL SEAL 15 YOUR
NINTENDO OF AMERICA INC. ASSURANCE THAT MINTEMDO

HAS APPROVED THE QUALITY
OF THIS PRODUCT. ALWAYS
L0 FOR THIS SEAL WHEN
BLIMING GAMES AND
ACCESSORIES TO EMSURE
COMPLETE COMPATIBILITY
WITH ¥OUR SUPER
MINTENMDO ENTERTAINMEMNT
SYSTEM.

L1591 NINTENDO OF AMERICA INC

1882 WVIC TOKA, INC
VIC TOKAL Vo Tonn na T oeMARCoF

SUPER NINTENDD ==

ENTERTAINMENT SYSTEM

gmLad] Prodfuct




THE ULTIMATE CHALLANGE FOR NINTENDO NUTS!

CARTRIDGE?

Jakk S

GE
£ QLTIMATE CH ALLEND 95
! 5
GAME:
N D?ﬁ_ CARTRIDGE! —

PLUS $5.00 SHIPPING
AND HANDLING

Less than

$2.00
per game!

Order Today and
get a Cheetahmen
Comic Book FREE!

As seen in
GamePro and
Video Insider.

Great Gift!
, | Order by
Sugdelly Becember 15th
#199°% for Christmas

n.s. 9

: _llelwary_._

Achmﬂismedmﬁ'lﬁfull-

length original games you can'tfind ~® Super Sound Effects

else. They'resomeofthe ~ ® 3-20 Stage Games
m@mwu’ilmfam,wuhupm * 1 0r 2 players
20 stages of non-stop challenges.
You'll never get tired of playing
with this much action. Action 52is
not found in all stores, so order
yours today.

1-800-876-3715

ALL MAJOR CREDIT CARDS HONORED

GEWESIS
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Side Pocket

Qe Hey, hustlers, Data East is bringing a smoky billiard
S room 1o your Genesis. If you like to shoot pool, cue
up for Side Pocket.

Stick It

Using an overhead-view, you
can rack up a solid game of
pool. In Side Pocket, you choose
your game, the angle of your
shot, and the strength of your
stroke. Play against the comput-

er or place your bets with anoth- ~ PROTIP: When you set your cue
er pool sharkin’ buddy. mﬂ; E’ﬂh’gm"";"’mw:
In the one-player Pocket ;

game, you play five stages in five cities. To advance to the next
city, you must meet or surpass a preset Target Score. For
example, Los Angeles has a 3,000-point Target Score.
You must also maintain
i Stock, which is represented by
white dots under your score.
Every time you miss two shots,
you lose a Stock dot. You also
lose a dot if you sink the cue ball.
Lose all your Stock, and your
game is over.

Single players can practice

don’t set ﬂ?’ uj:" pgf:rk' fo  fancy shots in the Trick Shot
the Max. Set it at % power. mode, which has 19 different
setups (like strategically placed glass bottles). The object is to
clear the table with one shot.

On the Felt
Two players can choose between a Pocket game and the Nine
Ball game. The two-player Pocket game is just like the one-
player version, except you don't have Stock. In five games, you
play till the tables are cleared. In the Nine Ball Game, you must
clear all nine balls off the table in numerical order. Sink the Nine
ball and you're the champ.

The graphics are simple, but
effective. Even though you have
a variety of tunes to choose
from, it’s still wise to tum up
your own stereo.

Call the Shots

If you can call ‘em in real life, v et
you'll slam ‘em in Side Pocket. If Stick this trick shot!
you're a novice, however, you may have trouble sinking ‘em. If
you can't stand the pressure, or the smoke of a pool hall, chalk
up with Side Pocket and have a ball.

Side Pocket by Data East

Graphics  Sound Control  FunFactor  Challenge

{].Q[] BEG.

40 Beginner
$49.95 Sports
8 megs Two Players
Available now
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Flack around a dirt track with Super Off-F{oad'
Roll with the villains' punches in Double Dragon! You'll find all the action you can

handle when you bring these two Arcade

Blockbusters home to play on your

Sega® Genesis®.

e A o e R e R A B T A T S PR T i
Super Off-Road™ separates the men from the boys.
And the boys from their lunch. These babies burn
nitro. And rubber. And other computer off-roaders,
If you're good enough. This blockbuster game has
32 course configurations. Plus big-time obstacles
like oll pits, sand hills, pot holes and rock pillars.

Arcade Blockbusters.
They're the only way to Rock 'n Roll.

To order, visit your favorite 7
retailer or call 1-800-245-7744. ﬁ%-'sm"c

Double Dragon™ is a chilling challenge. Rat in-
fested slums. Your girl kKidnapped. And that's not
Mom heading your way. Meet the Shadow Boss.
Evil. Tough. Hangs around with a gang of Ninja
warriors. They've got a hobby. Terminating you.
To survive you must master special Ninja fighting
techniques. Like four types of kicks and three types
of punches.

Ballistic is a trademark of Accolade, Inc. Double Dragon is a licensed trademark of
Technos, Japan Corporation, licensed exclusively to Tradewest, Inc. Super Off-
Road is a trademark of Tradewest, Inc. Sega and Genesis are trademarks owned by
Sega Enterprises, Ltd. All other product and corporate names are trademarks and
registered trademarks of their respective owners. ©1992 Accolade, Inc. Al rights
reserved. Accolade is not associated with Sega Enterprises, Ltd.

BY ACCOLADE




GENESIS
PREVIEW

For months rumors have
. |/ floated through the industry

¥ in regards to a mysterious
Genesis game called Dolphin. It’s official
- Dolphin’s breaking the surface and
Sega’s set to make quite a splash with
this innovative product!

Oceans of Fun

In this highly original game, you play Echo,
a young Bottlenose Dolphin. In what
begins as a normal day, you're frolicking in
the ocean with a school of your family and
friends. Suddenly, a tremendous storm
whips the waves into a froth. Echo resur-
faces to discover his family missing.

Since dolphins are mammals, Echo must
search for air pockets when he’s deep under
walter.

By swimming rapidly, Echo can jump over
small islands. He can also do some pretly
fancy midair flips.

Dolphin takes you on a 29-level
adventure quest that spans oceans past
and present, frozen seas beneath the
Artic circle, a mythical ocean, and even
one on another planet. As Echo, you
must swim to search for your missing
family. Along the way, you'll encounter a
myriad of sea creatures, some friendly
and some not.

Moving rocks can sometimes help Echo alter
strong currents.

L" - = 2 i
e .ir'”l-:‘-"":- _ﬁ:‘ :

Echo swims the seven seas in the company of
good friends.

Using his Head Charge, Echo makes short work
of pesky undersea creatures like these jellyfish.

Go Fish
Uﬁmg UIdEﬂ: tap? ol red dﬂlpr]lns 2 Echo can use his sonar to view the area in
ming, Sega’s animated Echo in a way front of him.

that’s very realistic. Echo can swim, leap

out of the water, flip in the air, catch fishto Wit and Sea

eat, fight unfriendly creatures witha Head  If you think Dolphin sounds highly origi-
Charge, and use Echo Location, also nal and like nothing you've ever seen on
known as sonar. Echo’s sonar plays a a video game screen before, you're right.
major role in the game. He can use it to This game, developed by Sega in the
increase the strength of his Head Charge,  U.S., takes gamers where no man, or

talk to other dolphins or sea creatures, dolphin, has gone before. This is one
see a map of the area surrounding him, or  game that will be quite a catch.

read strange crystal-like glyphs for clues Dolphin by Sega of America

to his family’s whereabouts. Availability TBA

GAMEPRO < November 1882
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¥ & ith the most advanced graphics ever created for boxing, the 'sweet science' has
never been so incredibly real.

Check out the action: you've won your first bout, but it was tough! 8 gruelling
rounds, and now you're dog tired. So it's back to the gym to work on your stamina. Next
bout: you're up against this guy who's REALLY FAST! He's not hurting you, but he's
building up points with pitty-pat combinations, and you're getting mad! Between rounds,

K N O c K your corner tells you how to get even! They've seen he drops his left guard, so he's open
for the right hook. Next round: BAM!! Right hook! HE'S OUTTA HERE!!!

[

This is TKO SUPER WIPIONSHIP BOXING. Non-stop Smashin' Bashin
Knuckle-Krunchin' Action!

Either go one-on-one with a buddy; pick a fight with one of eight powerhouse
opponents; or go for the whole enchilada - beat 'em all and become WORLD CHAMP!
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SUPER CHAMPIONSHIP BOXING"

LICENSED BY : | - i MIIRFEN AIIRITFRIPDN o= . SEERaEEE TM
; ; i | 5 . 1" | N . 1 f | & I B _-.- | :. ‘- .__-, :.- e I '_., :,-_-- -:: Tyt
Ninfendo) | §i/ & el bl @
NINTENDO, SUPER NINTENDO ENTERTAINM _ STEM A 4
ENTERTAINMENT SYSTEM AND FEL AND TKO - S SOFEL CORP.
THE OFFICIAL SEALS ARE SO - SUPER 437 MADISON AVE. 32ND FLOOR
REGISTERED TRADEMARKS OF CHAMPIONSHIP BOXING ARE NEW YORK, NY 10022-7001
NINTENDO OF AMERICA INC. TRADEMARKS OF PHONE: (212) 980-8150
- ©1992 NINTENDO OF AMERICA INC. SOFEL CORPORATION. FAX: (212) 980-5492
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are back to help Konami initiate its foray
into the Sega seas in Teenage Mutant
Ninja Turtles: The Hyperstone Heist.
Here’s a preview of the Genesis cart
that’s due out in December.

The Turtles Tale

The evil Uroku Saki (a.k.a. the Shredder)

has captured the mystic Hyperstone, an

ancient orb that gives him the power to

shrink New York City and everything else

on Earth. This Genesis game will focus
‘most of its action in New York. There will = SRETY L g
be five stages with up to three substages nm 02 uupnny 1|
each. One player can be a solo Turtle on e T ——
the hunt, or two players can team up for
simultaneous amphibian ninja action.
Player Two can join in anytime.

You'll slice and dice your way
through familiar territory that looks Gene-
sis great. The quartet starts their search
in the famous sewers of New York. Then,
they’re off to sea for a battle on an eerie
wraith-like ship. Next, they must sneak
into Shredder’s hideout, which features a
danger-filled Japanese garden. Then the
guys get wet and wild as they fight
across treacherous waterfalls. Finally, it's |
time to get down in the ‘Drome, the '
Technodrome that is.

Your crummy competition features
the usual suspects and some brand new
foes that even Turtles comic book fans
have never seen. Some of the villainous
favorites are back to help Shredder shred
you — Krang, Bebop, Rocksteady,
| eatherhead, the Stone Warriors, and the

Foot Clan. Don’t worry you'll get help | s
from Master Splinter. e

Hyped on the Hyperstone

With the Teenage Mutant Ninja Turtles

and Konami set to jump into the Gene-

sis, there’s no telling how far out The

Hyperstone Heist will get. It ought to be a R

shelluva game! N R A
Teenage Mutant Ninja Turtles: atello’s Bo stick s still the moct p-.

The Hyperstone Heist by Konami tile weapon. You'll need it versa
Available December here n the Tochnodromg, | T S5,
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~ LONGER PLAY
YOUR MONEY BACK

e Longer Play
¢ Higher Levels
* Quicker Response

* Faster Motion For use with Sega Genesis® .
i
* No more Sore Thumbs and Master System®
e Better Control
Control directional movement e Hi
with just a touch of your finger ngher SCPI‘ES
(no need to push). e Turbo Action

Get the touch, get Turbo Touch 360-the breakthrough, high-tech
video game controller that is so easy to use that it lets you play as
long as you want. Just pass your finger or thumb over the sensor
plate—no need to push—and you have total control of your game.
3 2 For use with Super Nintendo
Now, make moves like you've never made before and really get into Entertainment System®
the game. Turbo Touch 360 adds up to quicker response, faster
motion, no more sore thumbs, better control, higher scores, more
~ fun, higher levels and longer play. Triax is so sure that you will enjoy
extra hours of effortless play that if you don’t, we’ll refund your
purchase price. Get in touch with the next generation of controllers. PSR
Get the Turbo Touch 360 and enjoy extra hours of exciting play. Nintendo Entertainment System®

TURBO TOUCH 360 sy TRIAX"

Call 1-800-858-7429 for the name of your nearest Turbo Touch 360 retailer

Patent Pending. Sega, Genesis, and Master System are registered trademarks of Sega of America, Inc. Nintendo, Nintendo Entertainment System (NES) and Super Nintendo Entertainment
system (Super NES) are registered trademarks of Nintendo of America, Inc. Turbo Touch 360 and Triax are trademarks of Triax Controls. Inc. ©@1992, Triax Controls, Inc.




<J TRADEWEST

TeHQ. Inc. SUNSOFT  TAITO

TUR S TWARE TILWIIERS,

HXTHR T SINAENT

1 i b Cpd Pl T " ]
. E 581 1 § O O i F el

ek bkl Kol o b

|

s i e B B |
| -1)L"

ol |

it

B

LS O =N
(1]
=
r]

ArchRivals Bases Loaded 3

—_—

i
I-
o
N oAl

Suddenly
everyone wan
15 dears.

(60 Tigure,

ija Turtles 11

=iy W A
TR ririrvndaaasfRie e -

-

L HENAIE
M el ll'lI: L |

W Ha ek iy

. a1
e I 1ﬁ H =
WL T

O LI

A | iy

e e T P —-

NHL Hockey 93

conTINUE

.ll'l FHF=SLCOHAL
BFfH On
FLAYER i

o T

Darius Twin

Qut Of This World Rival Turf

Batman Returns

©1992 Sears, Roebuck and Co. FunTronics in most larger Sears stores.
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Ferrari Grand Prix

Krusty's Fun House

ELECTRONIC ARTSY
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a place for video games like no other. It’s called FunTronics,
the new game department at Sears.
. FunTronics is designed to have all the games youre
looking for in stock. Incredible 16-bit games. By the dozens.
[thas both Sega Genesis and Super Nintendo Entertain-
ment Systems. Along with Game Boy, Game Gear and every

accessoryyou could imagine, @2

Not to mention the game stations where you're invited to
get the feel of the hottest games available.

50 come to FunTronics. The one place you can figure on

having exactly what you're looking for.

. . . — —e— — — e T e e e e s S— .‘_

Save §5 on Super Mario
Kart or Taz-Mania

Limit one coupon per customer and per purchase. Coupon not transferable, and may not
be used withother coupons. May not be used as payment on SearsCharge or Discover
Card account. Retail purchases only Void where prohibited. Cash value 1/20 cent. Good
through December 31, 1992 Salesperson instruction: use bar code to enter coupon,
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B \Who's the fastest video
¥ game critter on two legs? If

x$" you said Sonic, it just might
be time to trade in your tennis shoes for a
pair of bird’s feet! The original highway
hopper himself, the Road Runner, is mak-
ing tracks in a fast, fun, and ultra-chal-
Ienglng SNES cart L:u.::ururtes:s»F of Sunsoft.

Fast Bird, Fast Food?

Per usual, RR’s got a monkey on his

e N e
back, a pain in the rear, a carivore Ot tor = —— \

cook up Road Runner stew — Wile E.
Coyote! Wile E.’s starving for baked
birdie, so he’s outfitted himself with the
finest bird-catching ACME gadgetry a
pile of tumbleweeds can buy. Rocket-
powered roller skates, an out-of-control
jackhammer, a giant wrecking ball, and
other mechanical wonders are at the
Cnyote s disposal.

mﬁmmmmmmm

This proliferation of ACME inven-
tions adds up to big trouble for our fleet-
footed hero. You, as the Road Runner,
scamper through 20 humongous side-
view levels in a most dangerous game of
capture the flag. In each area, you snag

multi-colored flags on a deadly desert
obstacle course and touch the coveted
checkered flag to complete the “rally.”
Cross the finish line, and the Coyote’s
latest gadget will backfire and slam him
into the side of a mountain, charbroil him
alive, shatter him into a thousand pieces,

or drop him off the edge of a cliff!
PROTIP: If you’re low on energy, listen for

PROTIP: Ride to new heights on the magne-
Intersiate Antics tized steel girders in Level 2-2.

Road Runner moves like greased lighting
in this cart. He can build up a head of
steam just by pumping his legs, but a
Turbo burst turns him into a scarlet
streak as he zooms by anything in his
path. Piles of birdseed, which he can
munch by pecking with his beak, charge
up his Turbo meter. While buzzed on
birdseed, Road Runner can run straight

Road Runn

up sheer cliffs! If anything, Road Run-
ner’s too fast for his own good. He often
skims unpredictably into the stratosphere
with no turning back.

PROTIP: Use long vertical runways to rock-
et up to high-up platforms.

Death Valley Rally’s five major levels
(with four scenes apiece) are as twisted
as the Coyote himself. Zippity Splat is a
sprint across the desert. Rock ‘n’ Rivet is
a rollicking romp through an unstable
construction site. In Train Runnery, you
try not to get derailed when hopping
across a locomotive in motion that’s
loaded with circus animals. Hopalong
Casualty is an underground excursion
into a mine shaft. Quantum Beep moves
at Warp Factor Nine.

Pﬂﬂm’- rakﬂmehighmadmﬂlegnaﬁas
necks in Level 3-2. It’s safer than car-
jumping on ground level.

Scorpions sting you, cacti poke you,
and Marvin the Martian zaps you, but
your main opposition is still the Coyote
aboard an ACME gadget. In the “boss”
sequence, the Coyote hauls out an over-
size machine that you can peck apart if

you find the weak spots!

GAMEPRO = November 1982
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PROTIP: Study the ACME blueprints to
a Coyote coniraption’s weaknesses.

er’s ™

Jill

find

Road Ravaged

Outwitting the Coyote is a blast, but
Death Valley Rally’s limited continue fea-
ture is fatal for Road Runner rookies.
You're required to capture 20 colored
flags to earn continues, which is no bird-

on capturing flags. Youw’ll never complete the
cart without bagging a few continues.

brained task. Expect to see the “That’s all
folks!” game over screen often. Obnox-
ious? Unfortunately, yes.

Ecstasy for Eyes & Ears

Death Valley Rally is an animation extrav-
aganza that captures the appeal of the
Warner Bros. cartoon classics. The Road
Runner’s feet disappear into a blue blur
when he speeds down the highway. He
also screeches and stops with authority.
The Coyote even looks into the camera
on cue when he plunges to a possible
demise. The backdrops are lavish, color-
ful, and very, very steep.

The audio tracks are almost immacu-
late. Sampled directly from Looney Tunes
footage, the sound effects squeak, bonk,
and blow up in time with the action. You
can even interject a “beep, beep” or

GAMEPRO <« November 1992

LOONEY TUNES, characters, names and all related indicia are trademards

of Warner Bros. Inc. © 1992

Un of, did ?

“thup, thup” (tongue sound) with the L
and R buttons! The music’s excellent, but
it could drive you just as “loopy” as the
weird cliffs and winding tracks. The songs
tend to repeat themselves often during
game play. If you don’t know the Looney
Tunes theme music by heart, you will after
playing this game!

Fun on the Freeway

So, just who is the fastest dude around?
The Sonic vs. Road Runner race is too
close to call, but the decision on Death
Valley Rally’s place in your game library is
easy. If you don’t mind re-racing the Rally
from the very beginning when you lose,
by all means risk life, limb, and tail feath-
ers to grab a copy while it’s hot. See you
at the finish line!

Road Runner’s Death Valley Rally

Graphics  Sound  Confrol  FunFactor Challenge
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Action
One Player

Price unavailable
8 megs
Available Now




< ... By Bubonic the Blowirog
- A3l | Along, long time ago
;-" (about 15 years), Luke Sky-
walker and company made

movie history and catapuited science
fiction into the mainstream of American
culture. It seems that Star Wars is cele-
brating its “sweet 16" a year early this fall
with the release of Super Star Wars, the
first game from JVC/LucasArts for the
SNES. Super Star Wars is a stellar game,
even if you're part of that two percent of
the world’s population who have never
seen the movie.

Better Than the Movie?

The game follows the plot of the movie
for the most part, but some creatures
and situations have been added or
changed for the fun of it. For example, at
the end of Stage Eight’s Cantina Fight,
you battle one of the creatures from the
movie’s holographic chess game. Super
Star Wars takes scenes from the movie
and expands them to create an action-
packed game interwoven with a classic
good versus evil story line.
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ons that appear in the very first screen and
you’ll receive a second blaster power-up!

-. |':.':'.a '-':".-
e __l.'.'_:.l-,':}p:ll
A ;

Full Force

Super Star Wars has 14 stages of incred-
ible interaction, including three different
perspectives and three types of play.
There are captivating side-scrolling
action sequences, thrilling behind-the-
vehicle shooting stages, and one white-
knuckled in-the-cockpit stage.

The majority of the stages are of the
side-scrolling run-and-shoot variety. But
they’re not your typical shoot ‘n’ scoot
fare. Your surroundings are rich 3-D
worlds with graphically detailed sprites of

a quality that is usually reserved for
backgrounds only. In these cosmic
microcosms, you control Luke with light-
ning fast responses. You can run, jump,
somersault, and execute a slide to get
through small openings. You can also
use the L and R levers to survey the
action above or below you. With each
new character you meet (Chewbacca
and Han Solo), you’ll be able to assume
their role and give Luke a break.

In Stage Two’s Tatooine | and Stage
Six’s Tatooine Il, you're at the wheel of
Luke’s Landspeeder in a breathtaking
Mode 7 extravaganza a la F-Zero. Full 3-
D rotation and near-photographic quality
landscapes highlight these levels.

Stage 13’s Death Star Attack fea-
tures a similar perspective and game
play, but this time you're in an X-Wing
fighter shooting up a wave of TIE
fighters. Here again, the detailed graph-
ics are beyond belief, right down to the
jets on the X-Wing and the nooks and
crannies of the Death Star.

i
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PROTIP: The Jawas are sneaky little en
mies. To avoid getting tail-gunned on
Stages Two and Six, keep your Landspeed-
er in one spot and shoot the Jawas as they
zoom towards you until the message
“Head Towards Sandecrawler” or “Head
Towards Mos Eisley” appears on the
screen. Then, to avoid the remaining
Jawas, point your ‘Speeder toward your
destination and floor it. Keep your ‘Speeder
at the top of the screen by pushing Down.
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PROTIP: When you’re at the top of the
Sandcrawler, don’t waste your time shoot-
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The famous Death Star trench battle
sets the scene for the third type of exhili-
rating game play. In Stage 14’s Trench
Battle, you're in the cockpit of your X-
Wing fighter, complete with a cleverly
detailed dashboard and a first-person
perspective. You can use the L and R
levers to shoot Proton Torpedoes, but
some of the controls are a bit ambigu-
ous. Pushing your directional pad moves
the gun sights around the screen, but it
also slightly moves your ship around
within the Death Star’s trench. However,
cool scaling graphics of the TIE fighters
doing 360’s in your face and the
crescendoing sound more than make up
for this control oversight.
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PROTIP: To kill the Banthas, use the Force and
your Lightsaber to fry ‘em with a few swings!

Cinema Verite

Impressive visual effects don’t stop at the
game play level. Star Wars has many
eye-popping, between-stage scenes that
incorporate letter-boxed, movie-like
graphics and sound, along with dialogue
that scrolls across the bottom of the
screen. Although most of these pictorials
aren’t animated, the “camera” scrolls left
and right to include the character who is
currently talking. These scenes add depth
and help explain any discrepancies
between the game’s plot and the movie.
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PROTIP: fﬂ defeatmeﬂlutanf Wmmt,
jump and swing Luke’s Lightsaber.
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PROTIP: On Stages with lots of Stormiroop-
ers or Sandpeople, shoot the enemies and
collect Health Swords and hearts until your

Health Bar is maxed out!
Did You Hear Something?

Super Star Wars has the best sound
effects of any SNES game to date. Digi-
tized voices add realism. You even get to
hear Obi Wan murmur “Use the Force,
Luke.” The sound effects of the shots
and explosions will send your neighbors
running for cover. The musical score

~ takes full advantage of the crisp stereo

capabilities by pounding out Kettle
Drums and blasting a flourish of heroic
wind instruments. Although the music
loops, It takes quite a while and it
changes from stage to stage.

PROTIP: in Stage Five’s Land of the Sand-
people, have faith in yourself and the Force.
You just might FALL into some extra lives.

The Circle Is Now Complete

Stunningly impressive cinematic scenes,
equally incredible action sequences, and
three skill levels make this game the one
to.own if you only own one. Rumor has it
that work has already begun on The
Empire Strikes Back for the SNES. But,
as we all know, it takes patience to
pecome a Jed..

Super Star Wars by JUC/LucasArts
Graphics

Control  FunFactor Challenge

Sound
5.0 5.0 5.0  Adjustable
Action/Adventure

One Player
Continues

2.0

$54.95
8 megs
Available November
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life in LUN's Spider-Man and X-Men:
Arcade’s Revenge for the SNES. Featur-
ing everyone’s favorite Webhead and
four members of the “Uncanny” X-Men,
this game looks, plays, and sounds like a
real-life comic book. Jam-packed with
nonstop challenging action and loads of
graphic and audio special effects, this
cart’s a knockout!

Spidey to the Rescue

Four members of the X-Men have myste-
riously disappeared, and it’s up to Spider-
Man to find them. Swinging across the
city using his unique Spider-Sense to
home in on the missing mutant heroes,
Spidey has followed the trail all the way
to an abandoned amusement park. The
sinister villain, Arcade, has refitted the
park with all-new deadly games and rides
purely for his own warped enjoyment.
The main attraction tonight is the final
destruction of his arch foes, the X-Men,
and their would-be rescuer, Spider-Man!

Lookin’ sharp on the SNES!

Eleven extremely challenging levels
await you in this multi-scrolling, one-
player, arcade-style game. You begin as
Spider-Man. You try to worm your way
into Arcade’s underground hideout by
turning off a network of sensors in a
specific sequence. If you make it inside,
you can choose to play one of five
heroes: Spider-Man, Cyclops, Wolverine,
Storm, and Gambit.

Each hero must complete two
specific events tailored to test their
specific strengths and weaknesses. The
only way to escape Arcade’s deadly

realm is to complete all events for every
hero. To make things more difficult, you
begin play with only four lives total for all
the heroes, and there are no continues!
At least bonus lives, special items, and
power-ups specific to each hero’s abili-
ties are scattered throughout each level.
Top priority is finding those 1-ups, or
you'll soon be starting over from scratch.
Who says superheroin’ is easy?

PROTIP: Map the sequence to furm off the
sensors. They never change. Since there
are no continues, you must trudge through
this ritual every time you restart the game.

PROTIP: Use your Spider-Sense to help
locate the next sensor to fum off.

So Many Heroes,
So Little Time

Comic fans will go nuts over this cart.
The heroes are large, clearly rendered,
well animated, and extremely responsive
to controls. The superheroes and the
supervillains all look and move exactly
like their four-color, newsprint counter-
parts. It's evident that the programmers
and Marvel Comics worked closely
together to assure that the characters are
true to their origins. Since there’s no time
limit, familiarize yourself with each hero’s
unique powers and moves at the start of
a level before the “fun” begins.

Cyclops fires powerful optic laser
beams as he traverses a treacherous
underground mine, complete with a roller
coaster mine cart ride, electrified rails,
and a five-story tall mutant-hunting robot
called Master Mold.

Using her power over elemental
forces, Storm is able to fire lightning bolts
and whirl up underwater whirlwinds to
keep enemies at bay. She’s trapped in an
underwater maze and must swim her way
to safety while avoiding sea mines, under-
water monsters, and enemy scuba divers.
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PROTIP: Shoot enemies from the safely of a
mine cart.
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PROTIP: Storm escapes by blasting all the
water release valves and floating up o an
escape hatch. Always keep a supply of at
least three air bubbles.

Gambit, the Cajun mutant, only has
his natural agility and a deck of exploding
playing cards. He goes up against a
gigantic, rolling, steel-spiked ball, mali-
cious, animated chess pieces, and the
evil Black Queen, who seeks to suck out
his life force!

.

PROTIP: Don’t waste time or exploding
cards on the unstoppable and indestruc-
tible exploding ball!

PROTIP: All-powerful Joker cards only
destroy items in your immediate vicinity.

Wolverine, armed with razor-sharp
Admantium claws, faces a bizarre world
of vicious gun-toting circus clowns, evil
toy soldiers, and exploding building
blocks. Awaiting him at the end of his
ordeal are the evil mutants, Apocalypse
and Juggernaut, who have prepared a
vicious one-two knockout!




PROTIP: quembh your life bar by
unsheathing your claws.

Spider-Man must run, jump, and
swing his way through a massive “de-
construction” site. Aim your Web Shoot-
ers at a quartet of Spidey’s greatest
foes, including Shocker, N’Astirah,
Rhino, and Carnage.

Complete all levels for each hero, then
choose your favorte hero to face off against
Arcade for the ultimate showdown!
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PROTIP: Spidey can’t shoot webs while
jumping or swinging.

Make Mine Marvel!

A great gang of popular comic book
heroes, excellent graphics, great game
play, a nice mix of challenges, fully digi-
tized sound effects, and a radical heavy-
metal soundtrack make Spider-Man and
X-Men: Arcade’s Revenge a unique and
entertaining video game experience. Just
like the early issues of Spider-Man and
X-Men comics, this cart’s going to be a
collector’s item. Get yours today!

Spider-Man and X-Men:
Arcade’s Revenge by LJN

Grauhms Sound Control  FunFactor Challenge

ﬂ‘

¥ One Flayer
Available November
Action/Adventure

SPIDER-MAN®, X-Men® and all other Marvel characters and the dis-
tinctive likenesses thereof are trademarks of Marvel Entertainment
Group, Inc. and are used with permission. ©1992 Marvel Entertain-
ment Group, Inc. All rights reserved. Nintendo,® Super Nintendo Enter-
tainment System® and the official seals are registered trademarks of
Nintendo of America Inc. LIN® is a registered trademark of LJN, Ltd.
All rights reserved.




Okay, swashbucklers,
here’s your chance to grab
your swords and storm
through Westica as a gum-chewing hero,
Storm. American Softworks wants to
sink their new hack ‘n’ slash adventure
cart, Skuiljagger: The Revolt of the Westi-
cans, into your SNES.
Skiiljagger Comics
Captain Skuljagger and his evil Kiltish
army have ruled the island of Westica for
10 years. Storm Jaxon has had enough,
so he steals Skiiljagger’s powerful sword.
You’ll get to read all about Storm
and his trials fighting Skljagger in an 80-
page color comic book/manual. As a
new twist to the gaming industry, the
manual’s comic style makes it as much
fun to read as the game is to play. Don't
skim it, however. It's loaded with tips that
help you master the cart.

PROTIP: You may find that the letters in the
top left-hand corner on each page of the
manual spell out a way to beat the cart.

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

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

b

FLATER T x */

Hop into your own bubbles to become i
ble and dangerous to your foes.

70

object at the right time, and you'’re sucked
Into secret alternate endings. With your
lightning fast sword, you'll have lots of fun
uncovering all the secrets in this game.
No matter how many times you play,
you'll probably never find them all.

PLAYVER T X 5
BX J WX I

PROTIP: In Chapter 1, you’ll find a secret
warp after you leap to the second dock.
Head right until you reach the third small
barrel. Don’t jump on the platform with the
small brown barrel. Instead, push Y and

you’ll warp underground.

Yo, Ho, Ho, and a Bottle
of Gum
The weapons in this game are a bit
unusual. You start out in possession of
Skilliagger’s stolen sword. Use it to slash
your way through any object you run
across. Some will open up to reveal
Jemeralds. Red Jemeralds transform
your sword into a long range weapon.
Storm Jaxon’s also known for his
homegrown gum. Each flavor (Cherry,
Grape, Apple, Orange) has different func-
tions. For example, when you blow bub-
bles with the Cherry flavor, you can float
to previously unreachable heights. When
you chomp on the Grape and Apple
flavor, you blow an invincible bubble
around yourself.

PLAYER ¥ X =
X 2 X &

‘ .

PROTIP: Chapter 4, the second part of Part
1: Strike the first pillar and you get a Gher-
ry bubble gum icon. Blow a bubble and
float up fo the top pillar. You’ll find a
plethora of Jemeralds.
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PROTIP: Rearrange this sentence - A MEAN
BIRD CLAW IS NEAR THE BiG DOCK! - and
you might find a code that’ll catapuft you
to Chapter 3: Part 1.

B3 % S ¥
Watch Out! These birds lay more than eggs.

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

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

45  Intermediale

Price unavailable Action/Role-playing
8 megs One Player
Available now Battery backup




THIS GUY'S BREATH
COULD KILL YOuU!

GOOD THING HE'S ON YOUR SIDE!

Forget the mouthwash! Firebrand, the last remaining guardian of the Ghoul Realm, must
use his sizzling breath to save the empire. An unknown army has swept across the realm,
smothering it in darkness. As Firebrand, you must incinerate your enemies as you find
your way through the darkened realm. Ghouls everywhere will be counting on you!
For once, bad breath issomething to be proud of!

Fly through the realm R
: = J { 7 L
and fry your enemies! * O el
‘h;-'l .J__ rl_ ‘.-'__ n._:. ',_E‘:l'r;; J.
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Search through the village LEATET AT
for critical clues. b e 1

Sink your claws into walls
and ceilings as you go.
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If the title of this game
sends you into a Final Fan-
tasy frenzy, sit on your con-
trol pads for a sec. Before you whip out
your mapping paper, know that this isn’t
the Final Fantasy that hard-core role-
players know and love. Final Fantasy
Mystic Quest by Square Soft is a well-
crafted and very easy-to-play fantasy
RPG that was intentionally designed for
first-timers or hard-core gamers who
think role-playing eats up too much
game time.

I T EM
SPELL
ARHOR
WEAPONS
STATLIS
SUSTOMIZE
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but Mystic Quest isn*t a full-
fledged Final Fantasy.

Over and Under

This world has no connection to any
other Final Fantasy world. Moreover, this
game’s only ties to the FF series are the
four Crystals that you have to retrieve
from four terrible monsters.

Even though this isn't a full-blown FF,
you'll have a good time making this
lengthy tour. The game features the Over-
world, where you journey to the different
area lcons, and the “underworld” inside
the Icons were all the action takes place.

PROTIP: If you're stuck in shifting sands,
press B repeatedly. Eventually, youw’ll wade
through the stuff,

As in most RPGs, the more beasts
you beat and the more territory you tra-
verse, the more Points you rack up.
Points build up your abilities in seven
categories: Experience, Attack, Defense,
Speed, Magic, Accuracy, and Evade.
You also collect Gold in chests and find
useful gear: 20 ltems, 12 Magics, 16
Weapons, and 16 types of Armor.
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PROTIP: You can stockpile items from Trea-
sure Ghests, such as Cure potions. Just
exit the location and refumn. The Ghest will
be full again.

PROTIP: Always keep a few Bombs in
reserve to blow open doors.

Ease on down the Road
Mystic Quest’s user-friendly RPG design
becomes apparent at the start: you don't
build characters. Although you team up
with several different characters, there are
only two people in a party at a time. The
game is set up to make fulfilling your
mystic quest as painless as possible. For
example, in the Overworld a single press
of the directional controller slides you
directly to another location. The Battle
system is a breeze, and you automatically
consume healing potions during a fight.
The easy-to-follow manual even details in
27 stages how to find the first Crystal.
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PROTIP: If you encounter a monster gang
that seems too formidable, escape by seleci-
ing Run, but immediately re-engage them.
You may face a weaker monster lineup.

This is the easiest RPG to get into
ever. However, that doesn’t mean it's a
pushover. After you find the first Crystal,
the manual abandons you, the mazes get
tougher, and the monsters get stronger.
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Looks Good, Sounds Good
The game’s graphics are pretty good. You
play via a familiar, RPG-style, three-quar-
ter, overhead view that features some
nifty, multi-scrolling backgrounds. In Bat-
tle screens, the monsters feature great
detail, and for an RPG,

there’s a fair amount of (e nEin )
animated fighting. }AD

g,
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The sound effects are minimal but
nicely done. The melodic music sets the
appropriate moods and even rocks when
It should.

PROTIP: Altogether now...“Save often!”
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B At last T've found o true Kright! I

.......
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A quest worth taking.
Not the Final Final Fantasy
If you usually say “back off, dude, 'm
just a button puncher” when someone
offers you an RPG, you ought to check
this game out. Persevere and your
reward will be a good time and maybe
the desire to take on other FRPGs. If
you're a Final Fantasy fanatic, this ver-

sion will just whet your appetite for the
next full-bore installment.

Final Fantasy Mystic Quest
by Square Soft

Graphics

Sound

Control  FunFactor Challenge

' Intermediate

$39.99 RPG
4 megs One Player
Available now Battery backup




Dinning, fri ing with fluid »
_ spinning, firing and flying wi
3:[][5-3 nimation. Over EDD way cool combat
locales keeps the fighting fresh. -

Nintendo.
WarpSpeed for the Super
Guafanteed to rearrange your face.

To order, visit your favorite videore tailer .
or call 1-800-245-7744.
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By the Unknown Gamer

| Bubbles are bouncing all
AF/ over the world, and that
Qg9 bad boy, the Super Buster
Brother, has to bust those babies before
they bash somebody. What??? No seri-
ously, the world is under attack by bright-
ly colored bouncing bubbles. As a Super
Buster Brother, it’s your job to burst the
bubbles and clean up this slippery mess.

Around the World or Bust

In the style of classic games, like Bubble
Bobble and Rainbow Island, Super
Buster Brothers features level after level
of one-player, bubble-bursting action. To
understand how this game works, just
follow the bouncing ball.

Super Buster Brothers (we're not
sure what happened to the other brother)
has two different modes of play. In the
Tour Mode, your Buster Brother
advances from country to country. In
each country (a single screen with a nice-
ly detailed scene from that country is the
background), bubbles of different sizes
fall from the top of the screen, bounce
when they hit the ground, and then rico-
chet around the screen. If a bubble
touches you, you're history. Your task is
simple — pop all of the bubbles with your
Harpoon Gun before time runs out. The
problem is, each time you blast a bubble,
it splits in two. To finally burst a bubble,
you've got to blast it when it reaches its
smallest size.
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PHOHP Don’t b.'mdfy blow up bubbles. The
more bubbles bouncing on-screen, the
harder it is to dodge. Focus on destroying
one completely, and then atfack the next.
In the Panic Mode, you face 99 lev-
els of nonstop popping action. In each
level, you've got to pop bubbles until
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your Pop Meter is
full. Only then can
you move on to the
next level.

Bubble-icious

In both modes, your
Buster Brother can run

left and right, climb up
and down ladders, jump
off platforms, and fire his
gun. Fortunately for

Super Bro,” power-ups
and other helpful items
abound. Sometimes
when bubbles burst or
highlighted platforms

are blown up, power-ups
appear. In Tour mode,
these include the Double
Harpoon Gun, a Grap-
pling Hook, a Clock
(freezes bubbles for a set
amount of time), Dynamite
(blows all bubbles to their smallest size),
and more. The Panic Mode features dif-
ferent, but equally helpful, power-ups.

€5 8ensn [ | IR werin 1B
PROTIP: Don’t just fire at bubbles from
underneath them. Stand to the side of an
advancing bubble and fire your Harpoon or
Grappling Gun so that the bubble bounces
into the line of your gun and bursts.
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PROTIP: Smneﬁmes pnwer-ups will appﬂr
out of nowhere when you simply fire at the
ceiling or underneath a platform.

GAMEPRO e November 1882

Super

Buster
Brothers

-
b

B T Am

;.,' 1) r'”:j,[_:;' 1 nnfnﬁﬂ UORL D H.‘l
PROTIP: Fire at flying creatures for power-
ups. If you nail the Gapcom horse, you’ll
get a 1-up.

Bust a Move

Fans of Bubble Bobble and similar titles
will find Buster Brothers has the same
addictive quality. Pumped up 16-bit
graphics, smooth tunes, and the game’s
two different modes combine with
adjustable challenge settings to create a
well-rounded package. If you're looking
for a relaxing game that requires little
brainpower, you just might want to bust a
move with Super Buster Brothers.

Super Buster Brothers by Gapcom

Graphics  Sound FunFactor Challenge
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One Player
Continues

Control

Available October "92
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RIS’ WAS FUN,

LOOK WHAT WE DID TO WORDTRIS.

ACID. BOMBS. DYNAMITE. OUR SCIENTISTS
MADE IT HARD TO GET A WORD IN EDGEWISE.

This mind-boggling, falling-block Soviet game will
burn you up, blow you away, blast your socks off.
This time the falling pieces are letter blocks. Instead of
forming lines, you form words. Horizontally. Vertically.
They clear. You score. The pace quickens. Where’s that

Magic Word? A Wild Card Block appears. The challenge

builds as the levels go higher and the blocks fall faster
and faster. You find our 50,000 word dictionary knows
all. You’re in the mood for 2-player mode so you take
on a friend. So much to do, so little time. More
challenging than Tetris? You have our word on it.

Spectrum HoloByte.

Spectrum HoloByte, Inc. 2490 Mariner Square Loop, Alameda, CA 94501

THE WORD'S OUT.
WORDTRIS IS AVAILABLE FOR
GAME BOY™ AND SUPER NES*

e ™ For Visa/MasterCard orders call 24 hours a

a day, 7 days a week: 1-800-695-GAME (Orders
Only). For product questions and availability
call: 1-510-522-1164 (M-F: 9am-5pm PST)
t=a | Tetris is a registered trademark and Wordtris is a

trademark of Elorg. Licensed to Sphere, Inc., Spectrum
HoloByte is a registered trademark of Sphere, Inc.



T to understand is that the growth of life

were turned on to a totally new category
of exciting gaming called “Software
Toys.” Sure, all video games are toys. By
definition though, a Software Toy has no
winner or loser and the rules are less
defined than in regular video games.
These games encourage players to use
their imaginations to create, instead of
their thumbs to destroy.

it’s Alive

FCl is bringing another top-selling com-
puter Software Toy, SimEarth, to the
SNES. SimEarth is a complex, but
impressive, planet simulator. With a little
help from this toy, and a lot of help from
your own brain cells, you can create and
manage your own world by manipulating
its environment.

Thée

Ad.% 110N Pgears ago,
Nnewly borm Earth was much

smak fer fhham i1 1= Today.
Many meteor crashes inmncreased
8§ the Carth's temperatore.

Create your very own world.
SimEarth is based upon the Gaia

~ Theory. Proponents of the theory believe

~that the various components of the

Earth’s environment interact like those of -
~ aliving breathing organism. Youdont
~ needtounderstand Gaia, however,to
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forms change a planet’s environment. A
planet’s life forms, atmosphere,
geosphere, and biosphere are interrelat-
ed. Naturally, the life forms on your plan-
et are called SimEarthlings.

A Whole World in Your Hands
SimEarth is sort of a sequel to SImCity,
but this game is much more complex
and less intuitive than that city-building
cart. In fact, you'll need to spend a con-
siderable amount of time learning how
this “toy” operates before you can truly
explore the wonders of developing your
own living, breathing planet.

If you're looking for mindless fun,
look elsewhere. SimEarth requires seri-
ous thought of the scientific bent. You
control every imaginable aspect of the
environment, and a few you'd never
imagine. For example, you set atmos-
phere, determine rainfall, create land
masses, control erosion, regulate the
internal temperature of the planet, and
even set the carbon dioxide absorption
rate of plants. A surprisingly easy to read
manual succinctly explains all the termi-
nology you'll need to know.

r

You're in control.

Creating life is what this cart’s all
about. There are 15 classes of life in the
game, each with 16 species. Life forms
range from Bacteria to Mammals. You can
even have Dinosaurs walk your planet. In
general, your goal is to create a favorable
environment that over time enables your
chosen life form to advance up the evolu-
tionary scale, develop a civilization, and
survive without polluting the planet to
death or destroying it with a nuclear war.
PROTIP: If water-based life forms stop
evolving, you need to create more shallow
water areas. Land-based life forms need
enough carbon dioxide, and the right bai-
ance of oxygen and air pressure.

GAMEPRO < November 1882

Star¥icsh 2 e
has been born. el s

our world
and small.

PROTIP: To reduce the number of randonuy
occuring wars, allocate energy to Philoso-
phy. To prevent Plagues, invest energy in
Medicine.

PROTIP: Once your planet enters the Infor-
mation Age, raise Science and Medicine on
the Energy Allocation menu to their maxi-
mum levels.

There are several different world-
building options in SimEarth. The First
Scenario features eight planets for you to
experiment on! Random Planet enables
you to work on Earth in four of its different
developmental time periods. Daisy World
enables you to test the Gaia Theory.

5
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Pick a world, any world.

Worlds Without End

Like any detailed RPG, each simulation
within SimEarth is designed to take
many hours to complete. If you're look-
ing for an extremely in-depth, scientific,
environmentally-conscious game that’ll
capture your imagination, check out
SimEarth. You might just become an
almighty force in the video game galaxy.

SimEarth by FCI

Graphics  Sound Control  FunFactor Challenge

3.9 2.0 4.5

Price not available One Player
Available Nov ‘92 Battery backup
Simulation

Adjustable




changing 16-bit characters
and enough heady combat to
scramble your synapses.

And a free strategy book
offer comes in every box.

All this for just%]39.99.

Hey, you don’t need to be
a brain specialist to see what
a smart deal that is.

Here’s a brainy idea: Pick
up Mystic Quest,” the world’s

first role-playing game espe- ViU € [EC
ciall des?gnse’d agr the enFry- Z 1) SH( L(J [
level player. B
Easy-to-read icons put your eSSy, "
head in the game immediately. = ' &

Skull-tingling action keeps it
there. Then there’s constantly [

Nintendo? Super NES ™ and the official seals are j{szstered trademarks of Nintendo of America. ©1992 Nintendo of America Inc. SQUARESOFT™is a
trademark G{PSQUARE CO., Ltd. Final Fantasy Mystic Quest™ is a trademark of SQUARE CO., Ltd. ©1992 SQUARE CO., Ltd. All Rights Reserved.
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A force of mysterious, ram-
paging commandos are

> attacking the Earth. The
planet’s only hope for salvation is Gun-
Force, a multinational army that’s armed
with the latest in technology and military
strategies. Strap on your weapons, climb
into your commando boots, and prepare
to defend your planet.

Fire at Will

It's nice to know that some things never
change...well aimost. GunForce, (and
yes, it is the GunForce of arcade fame)
looks and plays pretty much like its
famous predecessor. This means you get
five vertically- and horizontally-scrolling
stages of run ‘n’ gun arcade-style action.

In this one- or simultaneous two-
player shooter, you walk, run, or ride
across hostile terrains that have been
infiltrated by enemy soldiers. The object
is simple — survive to the end of the level
and defeat the not-so-tough bosses that
await you. By the way, fans of the Contra
series will note a distinct similarity
between GunForce’s bosses and those
of Contra.

PROTIP: Blow away the final boss in sec-
onds with this easy maneuver. First,
destroy the boss’ System Area Box. Next,

hop inside the box ’cuz you’re safe from
enemy fire there. Finally, fire up towards
the boss’ head and he’s done for.
Obliterated enemy commandos fre-
quently drop power-ups that increase
your chance for survival. These weapon
enhancements range from rapid fire on
'your normal gun to different types of

weapons, such as a flame thrower.
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PROTIP: Sometimes, less is more. The most
useful weapon in GunForce is the Normal
Gun in combo with an SNES controller or

joystick that has Turbo Fire. Turbo is better
than the game’s Auto Fire because it fires
much more rapidly.

Ticket 1o Ride

Your soldier is relatively fast on his feet.
He can climb and leap to points of safe-
ty. He can also climb aboard empty veni-
cles, such as tanks, jeeps, and
helicopters, to take a ride.
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PROTIP: Your mercenary can run faster
than the screen can scroll. Stay to the
right-hand edge of the screen and fire con-
tinually. You’ll blow away enemy troops
before they even appear on-screen.

T

PROTIP: Hitch a ride on enemy vehicles

whenever possible. Not only can you use
their weaponry to blow away enemy sol-
diers, but you're also safe from damage.

GAMEPRD +» Novemhber 1992

R e L S T e
PROTIP: Use the old Two-Player trick to add
extra continues to your game. Begin a reg-
ular game. When Player One is about to die,
bring in Player Two and continue with 12
more lives.

You live or die based on the amount
of damage you take from enemy troop-
ers and fire. You've got three lives per
game and four continues - 12 in all.

Force the Issue

GunForce is a more than passable trans-
lation of the coin op classic, despite
some slowdown and game play that
doesn’t match up to the arcade version.

nal comes across with style. If you're a
fan of GunForce/Contra style games,
GunForce just might blow you away!

Sound Control

30 - 30 4.0

Graphics FunFactor Challenge

Adjustable

4 meqs
Available November

Two Player
Continues




AMERICAS
GETTINGANEWGRIP

Introducing the Game Boy® Bodyguard™
Sure*Grip Protective Cover. The cool
new way to get a better grip on
everyone’s favorite hand-held
electronic game.
The Bodyguard is a smart looking,
stretch rubber shell that fits over
your Nintendo® Game Boy, while allowing
total access to controls, screen and cartridge.
It improves player “hand-feel” and protects your
Game Boy against bumps, drops, dust and scratches...
both in-play and in
backpacks. It’s the one
accessory a Game Boy should
never be without.
The Bodyguard is available in
three Game Boy coordinated colors...
black, grey and fuchsia. Look for it
in the Nintendo section in stores
everywhere.
And enjoy a new grip on Game Boy, today.

Available at

TOYSA'US,

TM and © Nintendao. All rights reserved.
& 1991 Wittenberg
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Mickey remembers S play-
4% ing ball in the park with
Goofy and Pluto. Wham, he got bonked
on the noggin! Next thing he knows, a
mysterious gent in a flowing robe tells
him that Pluto’s been dog-napped by
Emperor Pete.

Make Beautiful
Magic Together

In this tail-twitching adventure starring
Disney’s favorite star, you’ve got to guide
Mickey through seven different areas,
(each with two to three sub-stages), as he
searches for his missing canine compan-
ion. Whether Mlekey S eeerehing the Tree-
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Mickey’e ready to put eut any fire.

82

tops, a Dark Forest, or a Cavern, the
game’s vertically- and horizontally-
scrolling, alternating two-player action

features oh-so-gorgeous Disney graphics.

Mickey’s not just another pretty
face, though. Magical Quest’s graphics
are backed up by a tough game with a

Mickey dene a Tuman and gets fo make his
own special kind of magic.

ﬂnee he s gemered me d:ﬁerhnt ensh:mes,

Mickey turns into 3 qmg# Wﬂ.

SN . J-l-;},- i
"I’*ﬁ*

Bosses, like this one in the Treetops, drive
Mickey batly.

GAMEPRO + November 1882

Marioesque style of hop ‘n’ bop play. The
plot’s magical twist is Mickey’s ability to
swap personas and powers by changing
costume. As he battles through the dif-
ferent areas, he earns three different cos-
tumes: a Fireman suit, a Magician suit,
and Mountain Climber garb.

When he dons any of these differ-
ent outfits (which he does by popping
behind a little curtain), he has moves
and abilities that help him-through a
specific area. For example, when Mick-
ey slips on the Magician suit and his
magical Turban, he can take aim and
fire a blast of magic at passing foes. In
his fire suit, Mickey wields a fire hose
that douses fiery foes with a ferocious
blast of water. And wait’ll you see Mick-
ey rappel up a mountainside!

Hﬂflmg, rnlfmg, mﬂmg keep thnee
tomatoes rolling.

We'll have a full review on The Magi-
cal Quest Starring Mickey Mouse in an
upcoming issue of GamePro. In the
meantime, sneak a peek at these
screens, and you'll see that Capcom and
Disney are busy making magic!

The Magical Quest Starring Mickey Mouse
By Capcom, Available November



CHIPS & BITS

SEGA & SNES BUY 4 GET 1 FREE*

802-767-3033

SEGA HARDWARE
GENESIS Systm $125
GENESIS Mo Cart $99
GENESIS CD Plyr$289
AC Adapter $ 9
Arcade Power Stck $39
Control Pad $19

Explorer Joystick $19
Game Genie $54
Genistick $19

Happ Control F‘ad $19

BATMAN.

RETURNS

Menacer

$59
Power Clutch $34
Power Pad $14

Triton Control Pad $26
Wireless Control #1$34
Wireless Control #2%22

SEGA ADVENTURE
Adventrs Syd Valis $42

Alien vs Predator $39
Aliens 3 $43
Alisia Dragoon $43

Ariel Little Mermaid $36
Bart Space Mutants$43
Batman $42
Batman Jokers Rtn $43
Batman Returns $49
Bio Hazard Battle $44

Cadash $44
Captain America $46
Chester Cheetah $55
Chuck Rock $49
Crackdown $42
Crossfire* $29
Dark Castle* $24
El Viento $49
Ernest Evans $49
Ex Mutants $49
Fantasia $42
Flintstones $44
Furry Friends $36
Gadget Twins $56
Global Gladiators $49
GODS $44
Golden Axe 2 $39
Green Dog $39
Home Alone $39
Hook $49
Indiana Jones LC $49
James Pond 2 $42
Jewel Master $16

Keepr of the Gates $52
$46

Kid Chameleon

$49
$42
Mickey & Donald $44
Out of this Wrld CD$54
Qcksht Donld Duck $42
Rolling Thunder 2 $49

Marvel Land
Mickey Mouse

Saint Sword* $29
Shadow of Beast 2 $52

Simpson KrustyFH $42
Slime World $43
Sonic Hedgehog 2 $49
Spiderman $45

SEGA ADVENTURE
Splatterhouse 2 $47
Stormlord1or2 349
Strider 2 $49
Sunset Riders $54
Superman 543
Sylvester & Tweety 549
Talespin $39
Tazmania 544

Technocop:Final M $52
TMNT Hyperstone $54

'‘BATMAN RE-
TURNS' hurls
you into action
against the
death-dealing
Penguin.
Swing from
grappling
hooks, leapfrom
ledges and
counter with
shields, smoke
bombs and
batarangs.
One player ac-
tion through 7
levels. $49

349
$43

Terminator

Terminator 2
Tiny Toon $49
Toedam & Earl $42
Toki:Going Ape Spt$43

TOYS 549
Turrican* $19
Vallis* $39
Vallis 3 356
Where Time CSD $49
Wolf Child $45

Wonder Boy MonsL$46

Amen
Young Galahad
Young Indy Jones $39

$42

Zombie High $34
SEGA KICK & PUNCH
Beast Wrestler $56

Chakan Forevr Mn $44
Deadly Moves $52
Double Dragon 3 $44
Fatal Fury $52
Grow[* $29
King of Monsters $52

..

In 'TALESPIN'
you must help
Baloo & Kit win
an incredible
‘roundthe world
flying contestin
the trusty Sea
Duck. Don
Karnage and
his Air Pirates
will try to thwart
your progress
asyoutravel by
land & air. Fea-
tures 1 or 2
players simul-

taneous. $39
Mystical Fighter  $43
Panza Kickboxing $49
Pit Fighter $45
Slaughter Sport  $49
Streets of Rage  $45
Streets of Rage 2 $56
Street Smart $39
Two Crude Dudes $43
SEGA ROLE PLAYING
Arcus Odyessy  $56
Battle Master $43
Black Crypt $59

SEGA ROLE PLAYING

Buck Rogers 1 $54
Cybercop $49
Gemfire $56

Lord of the Rings $59
Might & Magic 3  $49
Outlander 544
Phantasy Star 20r3 $59
PStar 3 Hint Book $14

Phantasy Star 4 $64
Firates 349
Rings of Power  $55

Romance 3 Kingd 2$59
Shining Darkness $45

Shining Force $54
Sorcerers Kingdom $52
Star Oyssey $59
Traysia $54

Uncharted Waters $59
Vampire Killer $52
Warriors Etrnal Sun$56

Y's 3 $44
SEGA STRATEGY
Breach 2 $49
Chessmaster $42
Clue $46
Crue Ball $36
Dragon's Fury $42
HUMANS $56
Jeopardy $49
Lemmings $43
Master of Monsters $54
Metal Fang $43
Monopoly $46
Powermonger $43
Rampart $42
7 Cities of Gold  $49
Shanghaii 2 $39
Star Control $52
Super Conflict $49
Warrior Rome 1o0r2 $54
'CHAKAN THE
FOREVER
MAN' is a war-

rior priest who
cannot die and
must battle the
forces of evil.
Features 8 lev-
els, 2 handed
combat with 8
directions,
magic door-
ways to move
through space
& time, and an

arsenal . of

weapons. $44
Warsong $49
Wheel of Fortune $49
Where World CSD $49
Where's Waldo? $49

SEGA SHOOTERS

Afterburner 2 P42
Atomic Runner 542
B Bomb $36
Death Duel $49
Galaxy Force 2  $32
Hellfire $39
James Bond 007 $49
Predator 2 $46
Raiden $49
Ready-Aim-Tomato$49
Road Blasters $39
Smash TV $43
Soldeace %54
Space Invaders 91 $38
Steel Empire $42
Steel Talons $49

Task Force Harrier $39
Thunder Force 2 $37

ThunderFox* $29

Troubl $27

Twin Cobra* $29
SEGA SPORTS

American Gladiatrs $56
Andre Agassi Tenn $49

Aguatic Games  $36
Arch Rivals $48
Bowling $46
Bulls vs Lakers  $49

C Ripken Baseball $46
D Robinson Bsktbll $46
Evndr Holyfield Bxg$44
G Forman Boxing $43
Hardball $36
Hit the Ice $44
J Connors Tennis $54
Jen Capriati Tennis$43
Joe Montana 2 $49

SEGA SPORTS

J Madden Football*529
J Madden "92 542
J Madden '93 349
Jordan vs Bird $39
King Salmon $42

Lakers vs Celtics $42
M Lemieux Hockey $45
Mike Ditka Footbll $29
MLBPA Spris Talk $52
Mohammed Ali Bxg$54

SNES ADVENTURE

Actraiser $44
Aliens 3 $49
Alien vs Predator %$42
Arcus Spirits $49

Batman:Joker's Rtn$54
Battle Clash $49
Battle Toads $59
Blues Brothers $49

Chester Chestah $54
Claymates 54

'SONIC THE
HEDGEHOG2'
is back with
twice the speed,
twice as many
options and
many more lev-
gls. New fea-

tures include
time travel and
a new friend,
tails. Zipthrough
prehistoric
swamplands
and future cit-
ies filled with
pollution. $49
NBA Super Allstar $43 Cool World $54
NFL Sports Talk Fb$46 Death Valley Rally $52
NHLPA Hockey "93%49 Dream TV $49
Nolan Ryan $49 Family Dog $49
Olympic Gold $45 The Flash $49
PGA Tour Golf $49 GODS 354
PGA Tour Golf2 $49 Great Battle $54
Pigskin $49 Harley's Hum Advtr$54
Powerball $45 Hook $49
RBI 3 $39 James Bond Jr  $49
RBI 4 $46 Joe & Mac $47
Rgr Clemens MVP $43 Joe vs the Wall $54
Side Pocket $44 King Arthur's World $54

Summer Challenge $49
Supr High Impact F$43
Team USA Basktbli$43
Tony LaRussa Bbll $54
World Class Ldrbrd 542
World Trophy Socc $49
WWF Superwrestig$43
SEGA SIMULATION
Abrahms Bttle Tnk $48
Chase HQ 2 344
Desert Strike $42
Devilish 334
F15 Strike Eagle 2 $54
F19 Stealth Fightr $59
F22 Interceptor  $42
Ferrari Grand Prix $42
LHX Attack Choppr $42

Lotus Turbo Challn $42
Maverick $59
Mig 29 $49
Paperboy $29
Quad Challenge %45
Race Drivin' 545
Road Rash 2 S44
Road Riot 4WD 546
Stunts 343

Super Battle Tank $49
Supr Monaco GP 2 $44
$49

Test Drive 2

SNES HARDWARE

SNES System $145
SNES no cartridge $97
AC Adapter $9
Ascii Pad $24

Champnshp Jystick$62
Competition Jystick$69
Game Genie $54
Happ Control Pad $21
J B King Joystick $59
Super Scope $54
Triton Control Pad $26

Lgnd Mysticl Ninja $54
Lethal Weapon 3 $54

Mickey Mystl Quest$s4 |

Musya $54
Nosferatu $54
Qut of this World $54
Prince of Persia $54
Radio Flyer $54
Rebel 549
Ren & Stimpy $49
Robocop 3 $52
Robomech $54
Rocky & Bullwinkle $49
Roller Blades $49
Search Ultra Force $54
Simpsons 54
Simpsns Krusty FH$49

Skuljagger $49
Solstice 2 549
Soulblazer $54
Spanky's Quest  $54
Star Trek $59
Superman $52
Supr Shadow Beast$49
Super Star Wars 354
Super Valis 4 %49
Swamp Thing $49
Tazmania 54
Teen Mtnt Nnj Trtls $59

'SUPER MO-

NACO GP 2'

updates the

premiere rac-

ing simulation.

Features 16
additional race
tracks, battery
back up to re-
place the pass-
word feature, 6
save positions,
and 15 rivals to

battle as you

take on courses

all over the

world. $44
Terminator 2 $54
Time Slip 346
Tiny Toon Adventrs$54
Tom & Jerry $49
Toxic Crusader $54
TOYS $49
Ultraman 539
Universal Soldier $45
Video Kid $49
Vikings $49

X-Men & Spidrman $54
Zelda 3 $49

unique powers
and special
moves. Play 1
hero through-
out or switch

during the
game. 1 or 2
player simulta-
neous. $46
Super Combatribes$54 Super F1 $49
Super Ninja Boys $54 Super Stirke Eagle $59
Supr Sonic Blastmn$49 Test Drive 2 $49
SNES SHOOTERS Top Gear $49
Axelay $54 Warp Speed $49
Biohazard $44 Wing Commander $54
Blaze On $54 Wings 2:Aces High $49
Contra 3 $49 SNES SPORTS
Cybernator $54 American Gladiatrs $56
D-Force $39 Baseball $49
Earth Defnc Force $39 Baseball Stars 2 $54
Genocide $54 Bill Laimbr Bskbll* $24
Guerilla Warfare  $54 o
Gun Force $49
Hyper Zone™ $29
Metal Jack $54
Metal Masters $54
Phalanx $54
Raiden Trad $46
Rap Attack $54
Smash TV $49
Space Mission $49
Strike Gunner $54
Supr Mario Kart  $49
Supr Mega Force $54
Supr R Type $39
Thunder Spirits* $44
Xardion $54
X Zone %39
SNES ROLE PLAYING
Arcana $59 Black Bass $49
Drakkhen $49 Bulls vs Blazers $54
Dungeon Master $59 California Games 2 $49
Equinox $49 Championship Bxg $49
Fables & Fiends $59 David Crane Tennis$49

Final Fantsy Lgnd 2$59 Football Fury $46
Final Fantsy Myst Q$39 G Foreman Boxing $49
Gemfire $59 Hit the Ice $54
Golden Empire $59 Hole in One Golf* $39
Inindo $59 J Connors Tennis $54
Lagoon $54 Jck Nicklaus Golf* $46
Lenus $59 Madden Footbll '93 $54

SNES STRATEGY  SNES ROLE PLAYING SNES SPORTS
Aero Biz $59 Lord of the Rings $64 MVP Football $49
Casino Kid 2 $49 Magic Sword $54 NBA Supr Allstar C $49
Castles $54 Might & Magic 2 $54 NCAA Basketball $49
Chessmaster $49 Might & Magic 3 $59 NFL Football $54
Clue $46 Outlander $49 NHL Hockey $54
Faceball 2000 $54 Shadow Run $54 NHLP Hockey 93 $49
HUMANS $56 Spelicastr Aspct VIrg54 MNolan Ryan Basbll $49
Imperium $43 Ultima False Prpht $64 Pebble Beach Golf $49
Jeopardy $49 Wanders from Y's $54 PGA Tour Golf $49
Mario Paint $59 Wizardry 5 $64 Pigskin $54
Monopoly $46 SPORTS-
On the Ball $49 Hmﬂ'mm
Populous* $34
= S STieFeiG e
Railroad Tycoon $59

12 Meg football
Aampart $49 game with a
Romnce 3 Kgdm 2 $59 4
: play-by-play
Shanghaii 2 $46
Sial 8 anouncer & all
Silmggrth E‘;E 28teams. Play
Spindizzy Worlds  $49 Bl S
Spoiz o S e, oot
Supr Buster Brothrs$54 Has rﬁﬂtipl E'f
i A - e T field views with
Whool of Fortun 45 *ﬂ mgTBﬂ,[,
Where's Waldo $49 nnuuu jEE ManTANA rEE[EII:;;rFsDr;fEr
Wordtris $43 S ‘
SNES KICK & PUNCH SNES SIMULATION Pro Quarterback  $54
Battle Blaze $46 Cyberspin $46 Rogr ClemensMVP $49
Deadly Moves $49 Desert Strike $54 Skins Game $49
Double Dragon $59 F29 Retaliator $59 Space Football $49
Final Fight $49 Hunt for Red Octbr $54 Special Tee Shot $54
Golden Fighter  $49 Kawasaki Carrb Ch$56 SuprBatterUp  $49
King of Monsters $49 Mechwarrior $42 Supr Bowling $49
Panza Kickboxing $54 Race Drivin $49 Supr Dble Dribble $54
Pitfighter* $46 Foad Riot4WD  $49 Supr Goal $49
Rap Quest $49 Robosaurus $49 Supr High Impact F $49
Rival Turf $54 RPM Racing $49 Supr NBA Baskibll $54
.Street Fighter 2 $84 Supr Battle Tank $54 Supr Off Road $49
P "%-MEN' allows Supr Play Actn Fib $49
1 upr Power Punc
W you to control | SuPr P Punch $54
like Wolverine, SUF:II' S|ﬁp3hﬂt $49
Cyclops, Gam- Supr Soccer Chmp $54
bit, and Colos- | SuPr Tennis $49
sus. Each | Supr Wrestlemania $54
character has | KO $49
Weaver Baseball $52

World Leag Soccer $49

CHIPS & BITS

PO Box 234
Rochester VT 05767
802 767 3033
Fax 802 767 3382
GEnie Keyword CHIPS

*BUY 4 IN STOCK GAMES
AND GET 1 MARKED

GAME* FREE
WHILE SUPPLIES LAST

We accept Visa, MC, & Money

Orders. COD add $5. Checks
Held 4 Weeks.Most ltems

shipped same day. Shipping
rates are per order not per item.
UPS $4: 2 Day Air $6: Mail $5:

In'TAZMANIA'
you control
TAZ in a hunt
for the lost gi-
antseabird egg
to make the
world's largest
omelet. TAZ
growls &fusses
past 17 levels
as herides wa-
terspouts,
skids on ice,
and whizzes
through mine
shafts in a run-
away cart. $44

Air Mail Canada $6: HI, AK,
PR, 2 Day $12. Advertised
prices are fornew games. Used
carts traded at $25 fo $40 less
than new and sold at $10t0 $25
less than new. Store credit only.

All sales final. Shipping
times not guaranteed.
Defectives replaced with
same product. Price, avail-
ability &offer subjecttochange.



CRASH::BOYS

SIREEt CHALENGE

“Crash” Cooney and his posse from Southside High
own every sports record in Spring Hill history.
Legends? Heroes? Not in this town—where Todd
Thornley and all the rich snobs up on the Hill think
Southsiders are low-lifes.

So Todd and the silver-spoon mama’s boys at the three

“Hiller” schools have issued a desperate challenge to
save their fading reps: Let’s take it to the streets in the
Southside...no rules...no refs...no penalties—and we’ll
see who comes out in one piece.

And just in case the Hillers can’t handle Crash ‘N’ The
Boys, Todd’s rich daddy has fielded Team Thornley—a

ringer group of super-athletes from Thornley Industries.

Five radical events. Five motivated teams.
Five members per team. Only one winner.
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amERICan T1ECHNOS INC.™

Take If To
The Stree ts. .

~ "Spreck” Spreckles, Jefferson High's

Hot Sports
Action For 1-4

Southside’s Crash Cooney sets another
400M Hurt-les course record. CGrash and the
Southside Boys—Cheese, Noise, Dragon and
Sting-Ray—put the Hillers to shame.

Todd Thornley forgets fo let go and takes a
ride in Hammer Throw Golf. His Washington
High team has been humiliated by Crash
once too often. This time il's personal.

captain shows his lethal moves in the
Water Slaughter. He thinks Lincoln and

Washington are almost as bad as
Southside. Almost.

Artig Van Smythe vaulits from mnﬂnp fo

towering rooftop in the Skyline Scramble.
Lincoln High'’s team captain despises the
Southsiders—especially Crash.

_ Rocky Rockowitz makes use of the
Licensed by devastating super kick in the Judo event.

= . The elite, computer-controlled Team Thornley
N infen d 1} is out to crush Hillers and Southsiders alike.

Crash ‘N’ The Boys TM and
©1992 American Technos, Inc.
All rights reserved. American
Technos and its logo are trade-

marks of American Technos, Inc.,

19200 Stevens Creek Bivd.,
Suite 120, Cupertino, CA 95014.

Nintendo, Nintendo Entertainment

System and the Nintendo Seal of
Quality are registered trademarks
of Nintendo of America Inc.

©1991 Nintendo of America Inc.
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Vital Statistic %

Date of Bi
: irth;
Height: 5 ft. 1{_;j ::y 21,1964

Weight: 150 Ibs
Blood Type: O :

Home Lang: Japan

Martial A
I‘;i-ke?: Cufﬂpeﬁﬁanakaﬂ Karate
islikes; Spiders

Like Ken, Ryu studied to
master the Shotokan mari-
tal art at an early age.
Before entering the Street
Fighter | tournament, he and
Ken fought together under
the guidance of grand mas-
ter Sheng Long. However,
they parted ways after the
last fight, and Ryu toured
the world in search of worthy
opponents. He was never
truly challenged until now,
the Street Fighter Il epic
event. Ryu has honed his
Dragon Punch, Fireball, and
Hurricane Kick to keep pace

with the Gompetitiun. He
improve his tech-

a&pir&s‘: to
d his friend and

niques beyon

rival Ken's abilities.

Quote

Pu
nch to stand a chancel”

HY
Ou must defeat my Dragon

Ryu Ryu

— o




Key to Commands:

Towards: Push the joystick
horizontally in the direction
of the nppunent.

Back: Push the joystick hori-
zontally in the opposite dir-
ection of the opponent.

Charge: Hold the joystick in
the direction indicated for
two seconds.

Percentage indicates amount

of damage to the opponent's lifebar.
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P“ress Sown, Down-Towards, 1) Press Down, Down-Back
o e DU“C",‘ bLft" Back, and any kick button
o o throw Ryu's mystic Fire- to fly forward with a deadly
ball. Use it to trap the enermy Spln’-krck.muve_
e edqe of the screen “ 2) You'll cruise over projectile
| 2 counter aerial attacks. attacks, such as Guile’s
| Sonic Boom,

r

| 25% Damage Standing Close

Dragon Punch
13% Damage Standing

opponent on the ground,

B e press Strong Of Fierce ]'.

| H| < abody toss. Tomake |

| Bl ihis attack easy, duck and |

\ press Jab. When the oppo- |
Q== SR ent blocks, quickly use the \
i.ﬂ. S :“ : e ::: mmw! j

Move close to the oppo-
& nent, then press Back or
Towards, Plus Forward or
§ Roundhouse, toroll him |
Into the dust. Upon com- |
ek p!eﬁon, ycu'll be a safe
& distance away from the |

1) Press Towards, Down,
Down-Towards, and any'l
punch button to use Ryu's
qwesome uppercut, also
known as the Sheng Long.

2) The Dragon Punch is your

ticket to temporary invincl-

bility.

. : 4
feet with a ducking Roun
house. Thisis a great counter

to missed special techniques.

e

—

Eﬂdiﬂ ”q _1
20% Dmﬁgge ppercut

Fierce
ﬂ}ffng bﬂdy out of the ajr

F-‘:h:‘.‘.i IFI e

and press
. You'll uppercut the




Double-Hit i e
ireball -,
30% Damage Strong 34% Damz;e Fi

1) Jump Towa Tt

}  ivinaRercePUC | | s st o S SR L EE LM
# ;) Landend e ducking attack m}};pﬁﬂ"g‘ dz‘fﬂ”;f 2) t\f;‘:::r a double-hit, ref
; .- . = ward Kick. 2 il bUﬁﬂﬂ as you use a F]'r‘ebaﬂ‘ e bu{tﬂﬂ FBS YOuU com-
4 2 Now finish the mo plete the Fireba)
{ 4 Fierce Fireball
Double-Hit Dragon Punch 42% Damage Jab B T

EOERN Al R = 3
= _r } -.J_:.. ﬁ i . ..-_--_.-. o " [—— 1
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1) Begin your muun fora | } Compl
the Dragon
Dragon Punch. In the mid- press Jab. You'll :‘:‘.?::u::rtezmd
dle, press Fierce punch. two huge hits!

mage Triple-Hit Combo

: - -' 1) Jump Towards an oppo-
nent with your Fierce

2 M Punch.

<Ml 2) Land and use a standing

| Fierce.

W= 3) Simultaneously execute a

&8  Fierce Dragon Punch.

1) Jump and smack the oppo-
nent with a Short Knee.
2) Land, duck, and tap Short
| formultiple hits.
3) Dizzy the opponent, then
execute the combo again for
a second deadly Dizzy!

o e e e s 1) Jump Towards an enemy
) -PuEmEEE \\ith a Fierce Punch.
ey | 2) Land and use a standing

4
ol I8 Jab. o “ =
e *@i e 3) Simultaneously execute 1) Jump Towards the oppo-
: & a Helicopter Kick for nent and throw a Fierce
three hits in sequence. Punch,
2) Now use 3 standing-close
Fierce Punch,
3) Complete the combo with g
Fierce Firahalll
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E. Hone? 'E. Honda

|

As Japan's premiere Sumo
Wrestler, Edmond Honda
fights hard in the ring. After
winning the “Yokozuna™ title,
he decided to enter the
Street Fighter Il tournament
to demonstrate his abilities
to the world. When the other
contestants laughed and
challenged the validity of s
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