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MADE IN THE USA

Meet Team Me

)

elcome to the second issue of
MegaFan, the sister publica-
tion of GameFan. A lot of
changes have occurred since the mag-
azine’s inception as a whole new team
of staff toiled ceaselessly to provide
the video game player with the very
best strategy, tricks, codes and
secrets for the latest video games.
You'll instantly spot that MegaFan is
n;w full-sized, with sections that are
easy to access, but the main differ-
ence between MegaFan and, er, other
video game strategy publications is

the very best
gamers in the business. This assem-
bled team of video-game junkies and
freaks comprises Téam MegaFan;
whose mutated visages are displayed
along the bottom of this page. Also,
as you'd expect for a magazine that
shares office space with GameFan, the
screenshots that accompany our
guides are simply .{second-to-none.
Our main objective is ito show precise
shots at the very best screen resolu-
tion (something GameFan has always
prided itself in); checﬁ( this issue and

the fanatical care
and attention to
dttail taken to
ensure your utmost
a'nd continued
enjoyment of video
ames.

“a video game magazine
made by gamers for
gamers with the most
detailed strategies and
help you’ll ever see.”

you’ll see what |
mean. The result?
Great gaming value,
and | more strategy
for yI ur money.
Finally, I'd like to
finish my hard-sell

ll-'irst of all, you won’t find reviews or
reviews placed in MegaFan to fill up
t&e pages. This is the job of GameFan;
egaFan simply picks the cream of
the current crop of video games
(meaning every game featured in this
Esue is an essential purchase), and
elves into the title to uncover every-
thing the title has to offer. There’s no
searching the internet for FAQs to
copy word for word either; every guide
is created wholly by the staff for your
ersonal enjoyment. And of course,
e‘verything is double-checked to
ensure the strategies presented are
[ctually correct...
atn order for this to happen, MegaFan
relies on the talents of a core team of

by stating our mission objective:
MegaFan is here to provide you with
strategy guides to the games you
play. So e-mail or write to us; tell us
what you think and inform us to con-
struct strategy for your favorite
games; after all, the magazine is for
‘you. This is a video game magazine

- most detailed strategies and help

‘you’ll ever see. We hope you enjoy the
issue, and we’ll see you next time.

MegaFan: The gagfe

 made by gamers for ?mers with the

has only just
begun...
David S ] Hod
{ (Editor-in-Chief
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Dark Rift brings out the best in people. Eve works her butt off to turn Gore into a meaty pin cushion. Gore busts his gut to
move Eve into the path of his axe. And you'll need your best, because Dark Rift gives it up. Dark Rift delivers more fight, more
often with more speed than you have ever seen before. Check out Dark Rift for Né4 or Win 95 and get flesh scorching
projectiles, hyper quick ten hit combos, blazing frame rates and some very unpleasant surprises for the competition.
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Tekkgn 3

Namco come out fighting with the £
best Tekken ever! Even more Rave E

War with a full moves list for five
characters and in-depth
training! Learn you
fighting arts before the

PlayStation version hits!
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FEATURE

Code
Zone

|
i | You want the most up-to-
T~ date codes anywhere?
=/ Check these out!

==

: Street
Fishter 111
I

i The greatest 2D fighter on
’i the planet gets the strategy
it deserves! Hadooooken!

All 108 characters are
revealed in an epic guide

Dark
Savior

in a guide to this superb
role-playing adventure!

Super

his stinking lair with one

spanning the entire game!

All five parallels are shown

Mario Kart

MegaFan goes all Retro and
visits the king of Old School |
racing! It’s all about coins!

Chief Hambleton awaits in

Square’s masterpiece of
honorable fighting receives

Fishters
Mesamix

acter gets their own strategy
and moves list!

L g
e : . The first part of a huge
: = walkthrough, MegaFan

shows you every secret!
werSlave
An exclusive announcement

from Lobotomy which you
must read, and all 23 dolls!

tarfox

No “Zabz Zaba, Udulabua”
here unfortunately. Instead,
a galactic guide awaits!

| To round this issue off, the
| mighty 2¢Skoopz™ informs

thought... reading your mail!\ ' : PP you of a new alien life form...



Sweet Dreams.

In the nightmarish world of‘
the Swagman, members of
the Dreamflight are being
held captive. The twins
Zack and Hannah need
your help to make the
night safe again for

happy dreams.

Explore the eerie house

of the real world and
learn the bizarre secrets
of the dream world with
Zack and Hannah in 6

massive levels of adventur ' A “Swagman’s dream-like
with 16 graphically intense " A /N graphics and involving
3-D seftings. - “ " gameplay will capture the
player’s imagination!”
-PS Extreme

"Swagman is
eye-popping!"

-GameFan

€1DOS
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www.eidosinteractive.com

SWAGMAN, CORE and Eidos Inler.:tcuve are trademarks of EIDOS, PLC. © 1997 EIDOS. The ratings icon is a trademark of the Interactive Digital Software Eidos , 303 o St., San.- ran , CA 94111
For Swagman hints and tips: CALL 1-900-77EIDOS $.95 per minute / must have touchtone phone. If under 18, must have parent's permission.
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Address

Gity.

AVKSI|

State Zip

Make checks (US funds) payable to: GameFan.
5137 Clareton Drive, Suite 210, Agoura Hills, CA 91301.

Night Warriors........cuee
Darkstalkers......cousussseess
Super Mario 64...............
MK TrilOgY...comeseessmenusnnnnas

Persona....

Die Hard Trilogy...
Independance Day............
Turok: Dinosaur Hunter..
Shipping & Handling..

(Foreign add $3ea) TOTAL

@ $8.99......... $___
@ $8.95.......... $___
@ $9.95.......... §__
@ $§9.95..
@ $9.95..
@ $9.95..........

$
$
@ $9.95.. $
$
$

@ $9.95..

@ $9.95.. S
@ $1.50 ea..... $




CODE ZONE - PLAYSTATION

To enter: Just send your

codes to the address listed

below to enter in the MegaFan’s
Code Zone Giveaway!

NMeyakangs
Code Lone Biveaay

5137 Clareton Drive Suite 210
Agoura Hills, California 91301

8 Extra Players

Well, it looks like these
wrestlers are following
the Tekken trend of

revealing more characters
after beating the game. Leave all options default,
except the second option from the top (press left
twice). Now choose one of the characters listed and
finish the Burning Spirits (fight all 18 wrestlers) to
receive hidden character. - Derrick Kotel, Ml

Cheat Menu

At the Options Screen,
press and hold L1, L2, R1,
R2, and press X. A full
cheat menu will appear altering gravity, monster
size, Toon size, and court size. - Robert Garcia, TX

e place for all the Btest video game
cheats! Just send fn your (atest tricks

- Emﬁ@w Megafans Code Zone Giveaways

ane codes for any video game, ane Who

< knows? Maybe you could be stylin® one of

ihese awesome GXTVS in your house Seoner
than you think!

At the very start of the
game, go out of the house
before meeting Ted, buy
supplies, and save. Go out of the town and fight
enemies. Gain enough experience (at least level
10). Visit villages to buy armor and sharpen your
weapons. Then head to Mt. Tigerwolf. Go through
Mt. Tigerwolf until you find the village past it and
talk to the villagers. One of the villagers will give
you the fortune rune. To get the prosperity rune, do
the same as above, but take Ted (make sure you
don’t go into your room). You can get only one or
the other (you cannot get both prosperity and for-
tune rune). - Chad Oh, British Columbia, Canada




BATTLE A/E/IWQ TOSHINDEN 3
(IMPORT)
Random Select

At the player select
screen, hold R1, R2, L1,
and L2 and press any
button. - Edward Chow,
British Columbia, Canada

NEED FOR SPEED 2

Track Codes
Secret cars

Track Codes:

LDKMDT - Proving Grounds,
GRDWPG - Outback,
HTYSBG - North Country,
WGVLQG - Pacific Spirit,
BRQQQG - Mediterranean,
LILZIP - Mystic Peaks, .
SHOTM - Monolithic Studios
Secret Car: Beating tourna-
ment mode earns you the Ford
Indigo Proto.

- Craig Iseman,

U.S. Army, Germany

RALLY CROSS

Codes

Having trouble flipping your car
over fast enough? Feels like your
car weighs like nothing? Entera - wmingiae ot saason
new season, and type the following: weaoo..

banzai - invincible to CPU cars

feather- light cars

fat tires - wider tires

float - low gravity

no wheels - wheels disappear

~ spinner - lowers tire friction
wheels - no chassis

vet me- rookie season complete

stone- heavy cars

im a pro - veteran season complete

weeoo - all seasons complete
Game Shark Code; unlocks all cars

and tracks - 800564560106 - Chris Simpkins, Wi

MACHINE HEAD
Codes iy

Enter the following codes at the main menu screen:

Level Select: L1, O, L1, L1, L1, O, O, O, O, L1, L1, 0, O,
L1, O, L1, 0, O, O, O.

Infinite ammunition: O, O, O, O, L1, O, L1, L1, O, L1,
0, L1, L1, O, L1, O, La, L1, O, L1, O, L1, L1, L1, L1.

Infinite energy: O, L1, L1, L1, 0, L1, 0, O, L1, 0, 0, O,

kg b e . La.
Ending Sequence code: 6H9DAQQJ2F
- Derek Obi, KY

DESTRUCTION DERBY 2
Codes

Type MACSrPOO then immediatély start a new
practice. All tracks should be accessible.
Game Shark Codes:

Always finish first - 8009568E 0001
Always have 500 race points - 80095692 01F4
No damage- 8008A344 0000
8008A34C 0000

8008A368 0000

8008A354 0000

“ 8008A360 0000
8008A358 0000

Unlock seven tracks - 80079758 0007
Unlock the derby bowls - 8007975C 0004

- Ryan Dilingham - ME

FINAL FANTASY Vi (IMPORT)

Chocobo Breeding

To get a Mountain/Shore Chocobo, go to the
Golden Saucer Area and feed the Chocobo a Yarabu
Seed (phonetically spelled). To get the Super
Chocobo, you must breed a Mountain Chocbo with a
Mountain or Shore Chocobo at the stables. To get
the Ultra Chocobo, you have a choice of either;

1) Feeding a Chocobo from the Icicle Area a Zeio
Seed (phonetically spelled) or, 2) Breeding a Super
Chocobo with a Chocobo from the Icicle Area.

- Nathan Flood, WY
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FINAL FANT/

- Super 777 Fever

SY Vil (IMPORT)

JET MIOTO
Open all tracks

g This strange code only occurs after a character
<% reaches a maximum of 7777 hit points. The character
IREBE  will be in a “beserk” type mode during which the

character will attack continuously until all enemies

NINTENDOS*

the character’s hit points will be at 1/7777, so cure
him/her and you will have the fever for the next
match. Of course, this “Super 7 fever” lasts as long
as the character has a max of 7777 hit points.

- Paul Hawxhurst, WA

L FANTASY VIl (IMPORT)
Game Shark Codes

Infinite Cure 100 HP - 8009B378 9000
Infinite Money - 8009B9F8 FFFF
Infinite HP Hero - 800F84A4 7000
Infinite MP Hero - 800F84A0 O3E7

- Carlos Wilson, KY

VANDAL HEARTS

Special class for Ash

There is one Toroah key in every act, and for some
there are special items you will ned to get to acquire
them. Each Toroah Key is linked to a prism, and if
you get all six prisms, Ash can be advanced to
Vandalier. - Mike Gneene, Ml :

Secret Options

ALLENGE

These codes are to be
done on the screen that
shows the options and
number of players:
Long tracks - select + up, select + down, start, select
Car jumps - square, circle, square ,
Invisible Car - square+circle, L2+Rz2, square+urcle,
L1+R1, square+circle ,
Mad Race - up, up+select, left, left+select, right,
right+select (note: make sure that player 1 is high-
lighted blue)
- Johannes Hekkannen, Haukipudas, Finland
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At the title screen, go to Options and set diffculty
to AMATEUR and the trophy presenter to Male. Now
go back to the title screen and press Up, Right,

~ Down, Left, Up, Right, Down, Left. Now go to the
are killed, each of his hits will take more than 9999 opt

hit points of damage and no other character willbe
able to attack before he/she does. After the battle,

options screen again and put the difficulty to PRO-
FESSIONAL and the trophy presenter to RIDER’S
CHOICE. Go to the title screen again and this time
press Up, Left, Down, Right, Up, Left, Down Right on
the D-Pad. You should hear a “chick-ching” if done
correctly. - Marcus Bynum, MD

S8 VIEGA IVi/

k Extra Lives

To get extra lives, simply go to Clown Man’s Stage.
Once there, you will see a clown statue with it’s
mouth open. Use your Mega Ball (you get this in the
beginning of the game) and kick it in the mouth of

the clown. You should hear a sound and a 1-UP
-should appear. You can do this up to 9 times once
~ you get the Exit Part from the lab (4 bolts) and after

you defeat Clown Man.
- Reyner Wycoco, Ontario, Canada




Secret cars & more

Entering these passwords will allow.you to auto-
' matically use some secret and very weird vehicles
" (and er, items) to race:

CITME - Citroen SEMIME - Semi truck
JEPME - Jeep Truck ARMYME - Army APV U ‘-‘, U UT
VOVME - Volvo wagon BEETME - old Saab
LIMOME - limo SNOWME -Snow truck
VANME - Volkswagen Van QUATME - American car
- WAGOME - Covered wagon MAZME - mazda miata
CRATME - crate LOGME - Log
OUTHME - outhouse TREXME - T-rex
LCME - Land Cruiser (Sport Utility) Enter this code at the password
BNZME - Mercedes screen to have a quicker accelera-
BUSME - bus tion:
TRAMME - Tram car POWRUP - Pioneer engine type

BUGME - VW Bug ~ - Paul Schultz, Wi

Big Heads
Special Teams

Big Heads: At the title screen, press C-Up, C-Up, C-Dwon, C-Down, C-
Left, C-Right, C-Left, C-Right, B, A then hold Z and press Start

Extra Teams: at the title screen, press Up, L, Up, L, Down, L, Down, L,
Left, R, Right, R, Left, R, Right, R, B, A, then hold Z and press Start.
- Zach Good, OH .
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DOOWI 64

BLAST CORPS

Extra Courses
Ghost Car
Turbo Start

- Cheat Menu
.. Death Messages

£ [ Staie Extra Courses: Complete

every mission successfully,
and find all six scientists.
Cheat Menu: Enter the password “?TJL BDFW BFGV Ghost Car: On any racing level, finish the race, then

]WB” Start up game, and select “Features”. You re-enter the level with a different vehicle and you will
can now choose from a list of cheats. race against your previous car.

Weird Death Messages: After you die, don’t press Turbo Start: On any racing level, press the accelerate
any buttons. Messages will subsequently appear button as soon as the last light turns green for a turbo

stating utter nonsense. start. - Zach Good, OH
Here’s the password for the final stage, “The .

Absolution”: “WogN DNQJ ZBNO WWLB”
- Zach Good

| WAVE RACE 64
Extra Stunt Points

Hidden Game

While in stunt mode, perform any stunt and press
pause. While paused, the announcer should state
one of his sayings. Then, when you unpause the
game, your stunt points should not appear on the
screens; if this happens, you did the trick correctly. Remember that big box-like shape in the middle of
When you finish the race, you are awarded in excess one of the rooms in the ship? Start game in Parallel
amount of points. - David Schiffer, NY - 3 (look in our Dark Savior section on how to get to
Parallel 3) and go back to the room with a game
machine. :

‘You can now play the game called Love-Love Mini
Racer. - Anderson Cook, MS

CODE ZONE - NINTENDO 64/SEGA SATURN
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Having a hard time beating Bilan? Having a hard time getting behind him?
Why bother, just turn yourself around. When Bilan approaches, give him a

good back kick. A back kick will dramatically drain Bilan, just as much as if 1
you were to hit him from behind. - DanGOhead l l
Fee | | e
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PTETHER

oints galore

Here’s a code to get so many bounty points that you’ll never be able to use
them in a whole lifetime. For this trick to work, you need to be slightly dam-
aged, and have between 16 and 19 bounty points. This requires you to fall
off areas so that you spend bounty points having Jack rescue you and having
enough bounty points by defeating enemies. Now, when you have 16
through 19 bounty points and your health meter is not full, go to your bounty ‘
handbook and heal yourself. Despite the fact that it requires you to have 20
bounty points to have Jack heal you, Jack will still heal you. If you return
back to the bounty handbook, you have an insane number of bounty points
that you can use. - DanGohead
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SONIC 3D BLAST
+ . Ultimate Code

If you need help with
this rather elementary
game, at the title NIC: GOT i aci2
screen press and hold, | TWEQ:04 SCORE °
Up, Left, A, and C and

press Start. Starta
game normally and,
while paused, press
one of the buttons to
get the following:

A - skip to next act

C - Go to last level

Y - Sonic Medal

B- skip to next level
X - extra life

Z - all chaos emeralds
- Vi Reale, NY

MEGA MAN 8

See all animatio

Feel like watching an anime? At the title screen,
push cursor on Bonus Mode. Hold buttons L and R
and press Start. Now at the bottom of the screen
there is an animation mode where you can see all
the anime in the game. - Nathan Breaux

BUG TOO!

Invulnerability

Having problems with this insectoid platformer?
Then try inputting R, right, A, L, Right, A, down, Y
once you’ve started and paused the game.

= Michael Novick, NY

COMMAND & CONQUER

Mission Passwords

Nuclear Missile, lon Cannon, or Air Strike: At any
time during the game, de-select your troops then
press: A, B, C, L,D, R, U, L, D, R, U, then press A for
the Nuke, B for the lon Cannon, or C for the Air
Strike.

Reveal Map: While playing, press U, D, R, L, A, U,
D, R, L, A. All of the map should now be revealed.

Money Code: Press the following for a $5,000
increase; R, L,A,B,C,Z, Y, X, R, L.

Laser Code: For this code to work, you mush have
the Orca. Instead of shooting missiles, it will shoot
two red lasers. The codeis X,Y,Z,R,D,L, U,R, D, L,
U, X.

Build Up code: For this code to work, you must have
a Power Plant and Barracks/Hand of NOD built. The
codeisY,A,B,B,A, D,A,B,B,A,D,U.

Visceroid Code: PushC,R, A, ZY, B, U, B, B, A. This
will let you build toxic labs so you can build the

* Visceroid.

CGI Level Passwords: NOD Level Passwords:

2) WW45744GD 2) K8SYVSWJK
3) OYHYSIUYL 3) 0GKU3ZLOB
4) 17DKOR825 4) CNZMEVFV1
5)WWz4HWIA3 5) K8SYEVZDH
6) WWPFOWS8VP 6) KQ278650l

7) WWMVVNVXP 7) QT9EBG2MB
8) 6JGTNXNL2 8) KQWQ2EFDG
9) 33SLFSUO2 9) UVA3FWGEX
10) H75)2SVTK 10) WW43E37YN
11) ENXDYDIFP 11) 0GERC3AN]
12) 84ZWOTZ27 12) WWDU3KJNG
13) WWOHHS3BO 13) 61A7BI2DW
14) 4L29BWIDO :

15) KBAPUGMOX - Alex Otmakhov, MA




Thixd $ime’s 2 charm
14 yom considex deoth charming

* 10 all new arenas, and this time they’re enclosed.
* 30 characters. 12 completely new, each armed with their own deadly weapon.
* Select from an unbelievable 30 frames per second or an even faster 60 frames per second.
* Unique save/ranking feature holds your place between matches. ¢ 2 player mode.
* Dozens of brand new fighting combos. * Improved game and control dynamics.

http://www.playmatestoys.com
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'\, PIE™ is a trademark of Playmates Interactive Entertainment. Battle Arena Toshinden 3 and its characters are trademarks of e
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™ : game console. PlayStation and PlayStation logos are trademarks of Sony Computer Entertainment, Inc. Az
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DAYTONA CCE

+  Hidden Cars/Animals

Ever wish you could climb into the Daytona car
from the first Daytona? Better yet, how bout show-
ing some real horse power? At the Main Menu
(Arcade/Time-Attack), press and hold the following
buttons, in the following order to get the secret...
vehicles.

X+Y+Z+R - select with A-button for the original
Daytona Car.

X+Z+L - select with A-button to get the horse
named Uma.

X+Z+L+R - select A-button to get the horse known
as Umaa.

*Note: codes must be done in this order for them to
work. - Alex Otmalchov, MA

BUG TOO!
Cheat Menu

Laziness can get you somewhere sometimes...
Start a game with any character and during the
game, pause, and enter the following code for the
cheat menu which enables level select, character
select, sound test, and flying option: L, A, Z, Y, left,
right, A, down, right. To access the flying option
without going to the cheat menu, enter the following
code while the game is paused: L, A, left, L, right,
down, down. Now, unpause the game and press the
X button to fly. - DanGOhead

FIGHTERS MEGAMIX
Hidden characters

and More!

Play as the Palm Tree: Either of the following
reveals the Palm Tree:

1) Play the game for 84 hours, then go to Kumachan
and press Z. OR

2) Clear all the courses with five different charac-
ters. Play 1000 games, then play course “I”.
Kumachan turns into the palm tree.

Play as Niku (Meatloaf): To play as Niku, turn the
Saturn on (with Megamix loaded) 30 times. This
only needs to be done once. Now select Kumachan
and press X.

Virtua Fighter 1 Shiba: Press X or Z when choosing
Shiba to use a VF1-like version.

School Girl Honey: Beat down the school girl
Honey. Then at the character select screen, move to
Honey and press X or Z (X is red, and Z is blue). _

Training Characters: Increase the number of “OK”
counts for all characters in training mode (the total

~ number should exceed 600).

More Options: Play more than 500 times for three
more options in the “Options Plus” (Stage type,
1P/2P energy, and no damage).

Hyper Mode: Two ways to get Hyper Mode:

1) Choose Survival Mode, and finish the three differ-
ence time limit mode: 3 mins (with 2 wins), 7 mins
(with 6 wins), and 15 mins (11 wins). OR

2) Defeat the computer with the default setting in
team battle. Hyper mode will appear in Options
Plus.

F-14 Fly-By: In 2P mode at BM stage, when the
match starts and the round number appears, both
players must press the X button at the same time for
the F-14 to fly-by. - Alex Otmakhov, MA




- now impossible
Ma Black Queen features
: s, additional musical scores, and we have even
yells to look even better than the original version!
vour army through the Zenobian Empire and reclaim the
Along the way, recruit additional characters to join your
| ce in control, will you hand over power to the rightful ruler
r I e continent for yourself?

Only you can decide!
A proven hit! The name says it all!

¢

COMMAND 75 DIFFERENT TYPES OF CHARACTERS!
13 POSSIBLE ENDINGS ENHANCE REPLAY VALUE.

NON-LINEAR GAMEPLAY. ~
HAVE THE OPPORTUNITY TO BE EITHER GOOD, NEUTRAL OR
THIS LIMITED EDITION TAKES OGRE BATTLE TO A WHOLE NE
LEVEL OF 32 BIT GAMEPLAY!

- G-S”
- at Stategy/RP
“One of the All-ime o (PSExtreme)

“...0gre Battle has Solid Sell‘ei*emblazoned on it.”
(Video Game Adwis T/ri—April, 1997)

]
P

€ -
PlayStation

RPG/SIM
E 5 '

CONTENT RATED 87
ESRB

ATllE
Come visit us on the world wide web at www.atlus.com

@ Allus Corp., LTD. Ogre Battle™ Episode 5 March of the Black Queen is a Trademark of Quest © 1993, Artdink © 1996, Published by Atius® Corp., LTD. 1997. PlayStation and yStation logos are
trademarks of Sony Computer Entertainment, Inc. The ratings icon is a trademark of the Interactive Digital Software Association. Call 1-800-771-3772 for Game Rating Information.



MEGA MAN 8
Boss Order

VIRTUAL ON

Rescue Endi g'

Here is the best order of defeating the bosses:
First Boss - Mega Ball
Tengu Man - Mega Buster (Charged)
Clown Man - Tornado Hand
Grenade Man - Thunder Claw

Lost in space after the ending? Need a ride? When
the ending credits play and when you first see Earth,
continuously ‘roll’ your D-pad with your thumb until
you see a tiny shooting star-like object fly by Earth
(should be when the U.S. SEGA credits roll by). A

“MISCELLANEOUS «
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Frost Man - Flash Bomb

Astro Man - Homing Shields
Search Man - Flame Sword

Aqua Man - Astro Crush

Sword Man- Water Balloon

Green Bubble Man - Thunder Claw
Duo - Flash Bomb

Bass and Treble - Tornado Hold

st Dr. Wily - Water Balloon

2nd Dr Wily - Mega Buster (Charged)
- Jimmy Gray, WV

MANX TT
Superbikes!

Want to ride on the Super Sega Suzuki bike? Or
perhaps a ride that’s a bit more lively? When asked
to select transmission AT/MT, press Up, Up, Down,
Down, Left, Right, Z, Y and you’ll be racing sheep.
In Saturn mode, at the mode select screen press:
Left flap + Right flap button +X + Y + Z at the same
time to obtain all the super bikes.

- Mark Paoletti, WA

TRANSMISSION SELECT 5

wT|

AUTOMATIC

spaceship will pick you up and send you back to

Earth. - DanGOhead

SEGA U.S.Credits

Producer

Steve Hutchins|

S0J Liaison -

Product Manager

Game Shark Codes

INFINITE GILL
8009B9F8:EoFF
8009B9gFA:05F5

EXPERIENCE MAX
C01B1302:1040
801B1302:0000

AP MAX

Do1Bo6D8:1021
801B0o6D8:FFFF
Co1Bo6DA:0043
801Bo6DA:3442

MAX HP
Co1B178A:1440
801B178A:0000

Ryoichi Hasegawa

YLUR VLol vicuains
Producer |
Steve Hutchins;
S0J Liaison :'
Ryoichi Hasegawa!

Product Manager

ITASY VII

A e e

MAX MP

' Co1B1882:1440

801B1882:0000

TIME GAUGE SPEED UP
Coo0A3C52:1040
800A3(C52:0000

LIMIT GAUGE POWER UP
DooADDA4:0005
800A1474:00FF
DooADDA4:0005
800A1476:3442

SAVE ANYWHERE
800239AA:3Co4

STOP TIME
80011634:0000



Wargods® $1996 Midway Games Inc. All rights reserved. Wargods. Midway® and all
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TOBAL 2

Game Shark Code

LIFE GAUGE MAX
80123E70:0100(1P)
801260B4:0100(2P)

ALL 185 CHARACTERS

80100D60:FFFF
80100D62:FFFF
80100D64:FFFF
80100D66:FFFF
80100D68:FFFF
80100D6A:FFFF
80100D6C:FFFF
80100D6E:FFFF
80100D70:FFFF
80100D72:FFFF
80100D74:FFFF
80100D76:FFFF
80100D78:FFFF
80100D7A:FFFF
80100D7C:FFFF
80100D7E:FFFF
80100D80:FFFF
80100D82:FFFF
80100D84:FFFF
80100D86:FFFF
80100D88:FFFF
80100D8A:FFFF
80100D8C:FFFF
80100D8E:0003

Semndiyourtriclks in

QUEST MODE:
NO FATIGUE
80038804:0000

HP. GAUGE MAX
80123E70:0100

MAX MONEY
8012575C:869F
8012575E:0001

LEVEL MAX

801256D4:6363
801256D6:6363
801256D8:6363
801256DA:6363

MUTEKI
8012576C:0100

TETSUJIN

80125774:0100

- Waka

V LEMMINGLAND

Game Shark|Codes

INFINITE LIVES
8006B854:0003

Game Shark Codes

ALWAYS HAVE HELMET
8006B714:FFF

INFINITE MISSILES
8005FCF0:0064

INFINITE NAPALM
8005FCF4:03E7

DISRUPTOR

Game Shark Codes

INVINCIBLE
80077660:007D

UNLIMITED PSIONIC

INFINITE ROCKETS
8005FCF2:0064

INFINITE TAC
8005FCF6:03E7

AM BLASTER GUN
8007710C:0001

CYCLONE GUN

80077668:0064

UNLIMITED 18MM
80056A94:0014

UNLIMITED PHASE GUN

80056A98:001/

UNLIMITED HIFREQ
80056A9C:0014

UNLIMITED AM BLASTER

80077110:0001

LOCK-ON CANNON
80077108:0001

. PHASE RIFLE

80077100:0001

PHASE REPEATER
80077104:0001

PLASMA LANCE

80056AA8:0014

UNLIMITED LOCK-ON

80077118:0001

ZODIAC

80056AA0:0014

18MM AUTO GUN

800770FE:0001

80077114:0001

ENABLE RAPID FIRE

80077680:0000

am}@] il ﬁ@]@”’y@@
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| A NINTENDO 64! s
I WA

COMPLETE THE SURVEY BELOW AND YOU COULD WIN A NINTENDO 64!

We need to know who you are and what you’re playing so we can hetter serve your specific
needs. We’ll enter each entry in to a drawing and give away a Nintendo64 with Super Mario

64 to the lucky winner. The winner’s name will be published in a future issue of MegaFan.
Xerox copies are of course welcome (to save the page).

(our Name ' S Age ~Address
,Itv - 4 ‘State Zip.. Male—____ Female
wmcn sysiem(s) do you l:urrenllv own? | 10. Where do you buy most of your games? \ |
> Nintendo 64 Saturn______ Dept. Store | E. Boutigue | Babbages
PlayStation e Sumer NES Software Elc.;_ Toys R Us » Sears
Genesis_____ - U GameBoy Toy Store___ Mail Order" =" Other
GameGear Other
. Do you have regular access 1o-a personal computer? 11. Where do'you-buy-most of your- magazines? k
Yes__ No Software Store Grocery/Drug Store
. Approximately how many hours a week do youplay? . BookStore Mini Mart
Home Video Games_—._ T T Tewsmhy, Subscription
_Arcade Video Games = ! Other : =
| Computer (PC) Games
. Have vou ever.visited a vuleo gammg wehbsite? : 12. How much time o you spend’ with each issue? __——___Hrs.
e : L No SR 13: How manv nmes per month do you reler m the lssue"
. Have you ever visited M@géﬁiglah.com? = J S 14. Do you nlan y"‘the;next issue? - 'eg_f_ N
Yes > — N i 15, How many people Took at your issue” No._
. How many games do you buv per year? - --16. Which-other- vuleo game nuhlmalmns do- u,read"
Video Games ‘ Computer Games" “Name: _—_——— iR

Y HIIW manv games do you rent per year?
17. My household income: (check closest answer/optional)

Video Games Computer Games e
. Approximately how much do you spend on-electronic - SR B0 430,000 SH000- 34800
entertainment each year? $ —— B ' $40,000-$50,000 $50.000-860.000
What are your favorite types of games? $50.000-570.000 S ot B I T
(10=favorite, 1=least favorite) 18. What other activities do you enjoy? |
— Action/RPG Adventure____  Driving. ~ Music——
ghting____| Plation._——|  Puzzle Simulation ___  Movies
| Sports | Stralesy——  RPR Other

SBIIII completed Survey to: Reader Survey 5137 clareton Drive, Suite 210, Agoura Hills, CA 91301 all entries must be recewed hy August 31,1997. For
] nomnlele list of rules and details send self addressed envelope to me address almve Void where prnhlhned by law. ~



STORYLINE

The King of Iron Fist Tournament 2 w,

«ARCADE-

g, and a bat-
towards
emonic incursions

tle-scarred Jun commenced her fin

Kazuya, now the known source o
that had swept through the competiti
drawn to Kazuya, fell at his feet and cked into a bond-
ing union with him. A number of da T, Heihachi strode
rushed hisson in a

retired to the remote Yakushlma mountams
child. , '
Meanwhile, a newly empowered Heihachi became th

Trusted by men of extreme power and wealth, the
zaibatsu once again flourished, thanks
“Tekken Force”, Heihachi’s private ar
impoverished countries throughout §
war and feed the hungry. A new p
parts of the world.

Fifteen years passed, and then, durmg an excavatlon ina
particularly remote Central American valley, Heihachi’s
“Tekken Force” discovered strangely carved ruins after a tor-
rential flood ripped apart a hillside. The leader of the
“Tekken Force” radioed to Heihachi, stating that a mysteri-
ous figure had been seen in the darkened labyrinths
beneath the ruins, and Heihachi ordered the capture of the
creature. Moments later, a garbled radlo message shocked
Heihachi; ¥...the corps are completely destroyed...! He is
after me...! Is he the God of Fight?! Arrrgghh!!”

“Just who is this mysterious entity?” thought Heihachi.

Ordering his private helicopter, Heihachi personally
embarked on a mission to the ruins to locate his missing
troops. Upon touching down, he was surprised at the large
number of corpses, and this turned to sorrow when he real-
ized his “Tekken Force” had been ruthlessly murdered by
unknown hands. Snapping out of his misery, Heihachi -
instantly thought of his gain; “If I could control such a
destructive entity, my childhood dream of conquering the
world could come true! | must face this creature!” Taking a
few moments to adjust his fighting pantaloons, Heihachi
stepped forward into the darkness...

Weeks later (and with no word of Heihachi’s whereabouts),
a strange pattern of disappearance began throughout the
world. The finest fighters of the strongest soul vanished
i from their dojos without a trace. High in the mountains,
| Jun’s psychic abilities warned her of a creeping menace
B approaching. Sitting a 15 year old Jin down beside her, she
told him that “a tremendous power is seeking us and our
souls. We must prepare for the day of judgment. Go to your
Grandfather Heihachi should anything happen to me.”

Thick storm clouds welcomed in newly disturbed and pow-
erful spirit, and this creature stalked through the mountains

envelbped many

TEKKEN 3 - STORYLINE

COVER FEATURE

All Artwork ©Namco Ltd. 1997. AlLRights Reserved




until it spied Jun’s dwelling. Through the howling wind,
Jin battled his way outside to face a giant human,
silhouetted against the deep blue sky.
Raising his fist to fight, Jin heard his
mother scream “run away!” and at
that moment, he lost consciousness.

7 When he woke, his mother was dead, and

e homestead was burned to the ground. Jin fled to the
lshlma estate and pleaded with Heihachi to train him in

o B e ey

et

Jinis ready to engage all in com|
LEFT PUNCH o9 RIGHT PUNCH S¢ LEFTKICK *$ RIGHTKICK

‘ FistTournament3startssoon."
TRAINING
a1 | JJ I.EGEND rp JOYSTICK > ; HOLD Jovsick JOYSTICK NEUTRAL *

No longer are Tekken warriors constrained to a “flat” fight' with 13-D characters set in
a tri-dimensional environment. With a simple (but quick) tap of the joystick (either up
or down) you can now run or.scoot circles around your brutish adversary. Ah...If it were
only that easy! Sidestepping effectively requires skill and consideration of a couple of
factors that will help you avoid an extended stay at medical facility. The first factor is

timing. Precise last second timing is required, or your opponent will redirect in mid ’
attack/combo; thereby defeating the purpose of the sidestep (and possibly beating you |
in the process). Factor number two is the direction of the dodge. The collision detec-
tion works in all three dimensions; so if you slip S|deways into the path of an attack
(eg. a sweep) it W|ll still connect even though it mav a\ ,only just begun it’s mot'

Namco programmers must have been up late concocting thls
elegant conceptual addition to Tekken’s proven fighting
7 engine The Rave Warriors have learned to

= which stream behind each attack
. lasts; thus increasing t
landed (even blocked
injury). Use this power
nity presents itself (whe
tim is near death for exampl
gift of the Supercharge is th
be an automatic counter hi ,

| use a juggle move first as a high juggle result
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TRAINING
REVERSAL COUNTERS

The evolution of techniques continues! First, all a defending
fighter could do was block an oncoming assault Then, some
perceptive gladiators thought up ways to “reverse” an attack
by negating it’s destructive power; followed by the handing out
of some payback.” Now we have reversal caunters' Some of the combatants didn’t
appreciate their moves being used agamst tthem and have developed counter...er,
counters. The skill and timing involved in performlng this should be vein-popping-
ly insane and itiis. You must PREDICT the counter (or always do the reversal
counter after every move which is extreme in the same way as alligator thumb-
wrestling would be) and enter the same command your opponent entered to
reverse you (except you press the joystick forward instead of back [F+LP+LK
reverse counters a B+LP+LK reversal]).

<ARCADE =

Getting smacked to the ground is
always embarrassing, but now
even the most red-headed
stepchild has a chance to re-enter
the fray of fireworks and pound
flesh with the new Instant
Recovery ability bestowed upon
the active Rave Warriors. Now
when you’re mailed to the ground,
in a flurry of fists and sparkling
splintered bursts of radiant energy,
you can instantly “return to
sender” on your (soon to be
painfully surprised) enemy. Simply
slam spastically on any button as
your bumpy cranium indents the
ground, and pop up like nothing
emasculating or ego deflating has
just occurred. Lest you begin plan-
ning the total destruction of all
that oppose you because of this
new found agility; you can still get hammered if you
rise as your antagonizer attacks. However, it can
save you from combos that have moves designed to
hit you after you’ve crash landed from a juggle combo
(and would have been unavoidable in previous incar-
nations of the Iron Fist competition).

5 (=)

TH ERING

Throw countering has been changed in Tekken 3 for the better. The buttons
required have been reduced and every throw can be countered. The basic formula
for most throws is to press the punch button(s) on the same side as the buttons your
opponent had to press to perform the throw. In other words, a basic right throw
(RP+RK) is broken by pressing right punch, and a throw that uses both punches or
buttons from both sides (e.g. RP+LK) is usually escaped by pressing both punches
at the same time. You have only one chance to reverse the toss; you cannot press LP
then RP to reverse either basic throws. Also, for those opposing the King of beasts, you have a chance to
reduce the damage of his Giant Swing as you crash land by doing an Instant Recovery!

The “kensei” or
pick-off kick is
another anti-jani-
torial technique;
it’s anti-janitorial &
in the sense that it
prohibits the use
of your bruised
butt to mop the
pavement. First
off let me mention that it can only be used in the
“funeral position” (face up & feet towards) and that
it is performed by pressing down on the joystick
and the right kick button at the same time. This
diminutive jabbing kick will not create any sense of
awe in your opponent or the crowd watching your
heated fist-fest, but it will quickly bring you to bat-
tle readiness while giving a teensy stinging pre-
sent to your aggressor. The range is short so it
seems most useful against close range ducking left
kicks, or attacks used to beat your normal ‘getting
up desperation strikes’, but if you whiff with it
you’ll be just as vulnerable and lame-looking any
other time you miss with an attack.

90 000000000000000000000000000000000000000000

COVER FEATURE: TEKKEN 3 - TRAINING
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prlstlne
f-upon your

and itis succeeded bya d|V|i‘i%
bombardment of fleshy attitu
opposition’s physique. Othe
new side throws,the only of
in options are the “wh
ping” moves. These moves
cuted, as their name describ
movement of a sidestep. If you're
at the new Tekken, you haye to ad:

concepts it includes; so work sidestepping, side
throws, and sidestep moves into your fightmg art
sooner rather than later. .

UPPER/LOWE

In addition to (or instead of) reversals, some ch

direction. The opening is small, but with a min
of experimentation you’ll be able to find effective
ups with the character you love. Prediction (in other words,
‘skill’) is required in order to choose the correct Dodge for

the height of your opponent’s move, but the rewards are

more than worth it in a close or high level fight. This is an
inconceivably sweet addition to the Tekken engine.

command and then just add whatever button(s) is/are
out like normal. | know an explanation is needed; so, a:
RP) to throw a jab and then press LK (or RK) while still
ly afterwards (normally LP+LK or RP+RK). This'is extremet iul when trying to perform sorme of the multi

part throws some characters have. For Paul’s neck breaker ar tackle RP, hold down+LP, LP, neutral+RK, LP,
LP+RP) you can hold the last LP after pressmg it, and then |ust add RP it will count as LP+RP King and Nina

COVER FEATURE: TEKKEN 3 - TRAINING



demned to a hellish existence among the deadliest scum of all.

years until the power of Capoeira was in his
grasp.

Eddy turned this art into a deadly weapon,
driven by an all-consuming hate for the nar-
cotics Barons. Once released from prison,
Eddy heard about the “King of the Iron Fist
competition”, and made inquiries about the
Mishima empire. With the Mishima troops
under his control, Eddy thought, an exacting
plan of bloodthirsty revenge could commence...

| That spinning Tasmanian freak from

&l Saturday morning cartoons has noth-
| ing on our deadly dancer Eddy! The
| key to the effectiveness of Eddy’s art
| depends upon several elements:
| epileptic confusion, movement from
| technique to technique (like streams to
and from a river), and good old intu-
itive psychology... plus mashing on the buttons sometimes has
pleasant results.

First things first. Learn how to link Eddy’s moves together.
Many of Eddy’s techniques give you the option of coming out of
the move in a position which sets you up for other moves. These
positions include sitting, lying down, or in a handstand, and each
of these positions have insanely acrobatic moves linked to them.
This attrlbute makes Eddy the attacking pattern master. As you

= el play, memorize the series of moves
| (attacking patterns) that give you good
| results. As a general rule of dance,
| these patterns will involve changes in
3| move heights, combinations of moves

TEKKEN 3 - EDDY GORDO

COVER FEATURE

about becoming a Monarch from a very young age, thanks to his unsway-
ing diligence and gentle demeanor. He would soon succeed his father’s
position and become extremely rich... or so he thought. When he was 19, Eddy
returned from schooling to find his beloved father lying in a pool of his own
blood, gasping his last breath. Eddy already knew his father was involved in
ridding the country of drug Barons; his months of tireless research and con-
tacts with the criminal underworld had resulted in a detailed file of evi-
dence. But now, all was lost. Eddy’s father was dead, and the young
Gordo immediately vowed to bring his father’s killers to justice. “No!”
spluttered his father with his last dying breath, “Now is not the time to
fight back! Take the blame for my death and hide yourself in jail.”

This excellent student fell from grace and landed in prison; con-

Born to one of the wealthiest families in Brazil, Eddy began to learn all

Eddy often wept at his hopeless situation, and this moping turned
into anger and hate for the murders of his father. Then during a riot
at the jail, Eddy witnessed an extraordinary incident; a mysterious
old man with stunning fighting skill. Thrilled by the style of this man’s
arts, he asked him what techniques he employed. Capoeira was the
answer. He then began a harsh daily training session which lasted for eight

PROFILE

REVENGERIINIRRISON]

“You may think you can fight...
but can you dance? Your blood
shall spill and | shall win. Let
the slaughter commence and my
power amaze you! Those filthy
drug barons will be crushed! |
will avenge you, father!”

Nationality:
Brazilian
Fighting Style:
) S Capoeira
Age: 27
l m Height: 188cm

Occupation:
Wanderer
Hobby: Intent
onaMonarehy
Likes: Power
Dislikes:
Powerlessness

2 Weight: 75Ky
Blood Type: B

wait, unusual and unexpected actions
that are effective at beating retaliations,
and invincibility (not really, but if your
opponent can’t catch the beat then he’ll
get banged and bashed all over the
dance floor).

Good moves are many, good uses are
endless. His DF+LP is quick and safe
even if done in a row. Breakdancing is coming back with Eddy’s
Slippery Kick (standing, sitting, or in a handstand) RK, (quickly)
LK. Done correctly, your opponent’s cranium will wish it had
stayed in it’s fat shoelace-covered closet. His incredible double
leg kicks (the moves that use LK+RK) are good when mixed in
your strategy but not when used repeatedly. The Kneecap Crusher
has good range and can be used after a (very close) DF +LP, B+LK
pattern (a Knee Thruster pattern). Use
DF+LK to get into the handstand posi-
tion instead of the “Hit me please, my
last name’s Dullard!” move F+LP+RP.
Finally, get the rhythm of Eddy’s Rodeo
Spin throw; it breaks the most bones of
all of his throws and Eddy finishes with
a lot of room to GET BUSY...




MOVE LIST

b E e " { : = g
Name Command
Lunging Brush Fire == &8 ¥
to Laydown

Rio Deal close to opponent &3
Rio Special close to opponent
Missile Launcher close to opponent left side Lunging Brush Fire >3 & €

gsor B with Fade Away
Shadow Dancer close to opponent right side | |Iliusion with Spin Kick | 38 & + &8

SorR |Freak Show N
Air Mail close to opponent’s back |Freak Show to Crouch N

&or B Toe Tap e
Reverse Throw show your back to opponent ||Toe Tap to Laydown Y BV ore

&sor B |Circle Kick while standing up &3
Rodeo Spin &2 d N> 88 |Face Jammer while standinalm &
1-2 Elliows fookes) \Fruit Picker “ 88
Barbed Wire [Rainmaker] | < 38 Supercharger B :
Barlied Wire [Rainmaker] | 2 88 < Hammerhead while crouching &8 __@‘
to Handstand Tuck N’ Roll while crouching_> &3
Slipmery Kick ke’ Crying Needle while crouching 88
(Leg Circle] |Front Stinger while crouching or
Slippery Kick (leg Circlel BB € standingup &
to Handstand Front Stinger while crouchil €« or
Slippery Kick [Leg Circlel |33 S8 during &3 33 with Retreat standing up @
to Side Flop mesrinyer while crou imar
Boomerany = & with Roll Out standing i
Satellite Moon BB |Knee Slicer during lh.':i)l X S8
Samba > 38 \Low Header during Relax =3
Head Banger-B > R € |Panama Wings during Refax 53 &3
Samba to Slippery Kick <> 88 &8 Low Front Stinger during Relax &3
Bushwacker z 8 &8 Low Front Stinger during Relax & &3
Shin Cutier 2 &8 B Cancel Kick
Cut Crosser 2 &8 8 B \low Front Stinger Combo
Cut Cross Header v 8 BB [Reverse Scoop Un Kick W
Cutting Leg Whipper 2 8~ B Slinpery Kick Combo llurmynelax BE S
Bushwacker 2z & w &8 |Rio Delight during Relax & ~ %
to Hot Plate Special ;
Roundhouse @ or 2 B
Leg Whip & 3
Thong Bikini & &8 B
Mars Attack e B BB
Shin Cutter Combo > RBE B
Kneecap Crusher N
Back Handspring &3
Fire Kick o lor» 188
Fire Kick & Relax @ lor»18xz lord ]
Brush Fire <> &8
Knee Thruster & &
Back Summy 2> &8
Back Summy 2> 38 &8
with Scoot Kick
Back Summy = 38 &
with Fire Kick
Back Summy Crouch =>> B ¥
Elhow Uppercut v B
Lunging Brush Fire =3 &

“/AIRCAIDIE~
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Name |
Handstand

Command
> &8

Rewinder

Command

[Low Kick)

or v &

Handstand Backward during Handstand < Rewinder v 8

Handstand Forward during Handstand Jumping Jacks Sitlestep or Rewinder + $3
Handstand Walking during Handstand = [Right Step Piston Kick]

Handstand to Armadillo during Handstand - &3 Jumping Jacks to Laydown |Sidesten or Rewinder © &3 V
Handstand Perch during Handstand Jumping Jacks to Back Kick |Sidestep or Rewinder ©» &5 33
(Handstand Tilt Right (F) during Handstand % Jumping Jacks Sidestep or Rewinder

| Handstand Tilt Right (B] during Handstand - 1o Evil Stinger P BV B

Handstand Tilt Right during Handstand © &3 Hot Plate Special Sitlestep or Rewinder 33

Hot Plate Special to Handstand | Sidestep or Rewinder 83 <

Handstand to Helicopter

during Handstand 53

Twister Scoop to Back Plant

Sitlesten or Rewinder 33

Handstand to Circle Sit during Handstand 53 3 Twister Swirl Kick Sidesten or Rewinder &3 <
Handstand to Circle Stand _|during Handstand 83 83 Twister Swirl io Back Plant _|Sidestep or Rewinder Ss &3 <
Handstand to Scoot Kick _|during Handstand &3 58 < || Twisters Sidestep or Rewinder 53 -« &3
Handstand to Giant Step | during Handstand &3 Twister Combo Sidestep or Rewinder &3 83
Handstand to Combo during Handstand &5 < Jumping Jacks-Hand Staps _|Sidestep or Rewinder 83 Y

Handstand to Flop Kick during Handstand ¢ &3 Jumping Jacks-Mirage Sitlestep or Rewinder 88 &3
Handstand to Flop Right ___|during Handstand &3 Jumping Jacks-Island Mirage|Sidestep or Rewinder &8 frﬂ
Handstand to Flop Left turing Handstand 83 Jumping Jacks-Wheel Kicks |Sidestep or Rewinder 3
Handstand to Circus during Handstand 83 S8 < || Jumping Jacks to ducking _|Sidestep or Rewinder 8 4
Handstand to Carnival during Handstand 8 8 & || Jumping Jacks- Sidestep or Rewinder

Handstand to Super Carnival|during Handstand &8 83 83< || Sao Paulo Special
Handstand to Calypso during Handstand 83 &3 &5 || Jumping Jacks-Dos Sole Siﬂesteu or Rewinder 33 83
Handstand to Dive during Handstand =-> 88 Jumping Jacks-Cruncher __|Sidestep or Rewinder 3

Handstand to Straight Flop

during Handstand © &3

Handstand to Rotator

during Handstand % B v




NSE 10

contained wit
est deep in the Ya
upbringing becam
by Jin’s past tormen
his inner Chi into
tors), Jin became fa
passed down from
After the great “Go

tual fulfillm
%s self-defen

| bea considerably talente
Four years later, a 19 year:
mastered both the Judo art:

AR GHTNING

“The forces of nature shall
prevail! Take heed, o hated
God of Fight; my electrical
storms will surround and
strike you down! I shall not
fail you, mother dear!”

STRATEGIES

The benefits of excellent lineage have never been more lucidly proven
than in the Mishima/Kazama combination of uncontrollable electromag-
netic power and incomprehensible dancing combinations present in this
Iron Fist Tournament. He has head-ringing power at every attacking
height, an ominous tackle, bone-crushing move counters, and even an
impervious electro-forcefield!! A lack of sidestepping versatility may be
a weakness, but Jin really has no need for fancy footwork.

From his mother’s side he has dance-like moves that, while not per-
formed with the sublime elegance of Jun, are highly effective additions
to the Mishima “More power!” camp. The Three-Ring Circus is an old —
typically vorite of Jun players because of the hit heights,
potency of the selectable last strike, and sureness in juggles. Jin is the
middle level master; so sometimes mix this combo in after a blocked
Twin Lancer (or just DF+LP). This will often catch opponents off-guard
who are expecting follow-ups (after the Twin Lancer) such as; an LP
combo, move counter, throw, Lazer combo, heel drop, et cetera. Another
use of the Three-Ring Circus is to lift a pummeled and juggled opponent
off the ground for more abuse; even after the
Left Splits Kick or the first kick of the
| Spinning Demon you can sometimes tag this
| combo on afterwards. Other maternally
inherited moves are the Double Lift Kick and
8 Tooth fairy. The Double Lift Kick is very short
| range so use it after the Twin Lancer, crouch

grandfather s estate. Training hard every day under
il the supervision of Heihachi, Jin’s goal was to become
| a master of advanced Mishima karate, and then to

begms to take action as
a deadly martial artist...

PROFILE

the Mishima
karate of his father

Blood Type: AB
Occupation;
Martial Artist
Hobhy: Forest
Bathing
Likes: Mother’s
principles
Dislikes: Decelving
others

Nationality:
Japanese
Fighting Style:
Advanced Mishima
karate, Kazama
self-defense
Age; 19
Height: 188cm
Weight: 75kg

dash (et cetera), but the Tooth Fairy has nice reach, power, and launch-
ing capabilities (as long as the shards of your adversary’s teeth don’t
shoot into your eyes as he “lifts off”). And finally... those counters; you
know about these by now, use and abuse!

From Kazuya’s dysfunctional and confused (not to mention demonic)
side are the usual F, neutral, D, DF type moves (Rising Uppercut and
Spinning Demon being best), axe kicks (DF+RK,RK is useful), Round
House to Triple Spin Kick (Evil. Just plain evil), Flash Punch Combo
(more useful than the Demon Slayer,; plus the third hit can be
delayed), and the Demon Scissors (can you say “combo finisher?” |
knew you could). The pleasures of powerful and perpetually perplex
pensive people...

And finally from the Jinster, we have an excellent selection of bone-
breaking attacks... let us begin. First off are the Lazer combos; which
are delayable, powerful, and long range (the whole combo moves you
forward quite a bit). With a counter hit, all three strikes of either combo
is a ‘true’ combo (unless your opponent blocks the last hit by pressing F
instead of B), but even if the last hit is blocked, you're not left that vul-
nerable. His main harassment attacks (along with the common low
punch or kick) are his Twin Lancer (GOOD... ’nuff said), 893P (stuns
opponent, and creates an opening when it connects), and the Demon’s
paw (pulverizing hitting power and pretty good recovery). Last is the
Force... a repelling atomic aura charge that makes an attack bounce off
Jin like a hot air balloon in an Autumn breeze. Boing...

TEKKEN 3 - JIN KAZAMA
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MOVE LIST

Name

Double High Sweep®

Over the shoulderRel
Shoulder Fiip® _

Over the Limit “ :
i
e
4

gon Uppercut
to Spinning Low Nick

Lightning Uppercut &%

Sninning High Kick 3 ,
Back Spin Kick ,‘ , T

Lightning Screw Uppercut
Tooth Fairy : o
Doulble Lift Kick | Heavy Body Blow

:
Left Right Comio 893P )

Twin Lancer Demon's Paw

|

TEKKEN 3 - JIN KAZAMA
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ANGERICRTHEBEAS]]

“Where is the God of Fight,
the murderer of my master?!
Fear not, small children, for
the new King is here! Quake
with terror, the anger of the
beast is upon you!”

hands. Seeing that the orphanage would crﬁm'
from King’s wrestling matches was the only fun

find out |f rumors of ng s successor were true.’

old King’s death lay heavy on his shoulders, and training this n§

take King’s throne was a way of showing respect.

For four years the two of them trained, and the new King learned gt
maturing into a forceful wrestler with extreme power; known as King the
Second. Told by Armor King that the “God of Fight” killed King the First, this
new player’s rage became unstoppable. “My master died at his hands?”
roared King the Second, “He shall pay with his miserable life!” King’s trem-
bling fists became wet with the tears of Armor King. With a nod of his
head, King shook Armor King by the hand... an old friendship had been
restored, and a grim secret would never be revealed. Now the new King

must prove himself in the ring.

H’_IEJ'—!
LUILY

This new King may not truly be the
king of the beasts, but he may well be
the monarch of this tournament! No
3 character, in any game, has as many
throws as our fair furry friend. Ducking
or standing, sideways or turned around,
laying face up or face down; in no posi-

= tion is your opponent safe from the
throw-happy paws of our favorite Iron Fister. Mastery of King’s
~ throws is of the utmost priority, but setting up his gruesome grap-
ples and just general scrapping is also part of the day’s events.

As even the most nearsighted of players can see, the new King is
a big boy. His moves are slow so restrain your arsenal to a few
strong moves until your opponent is primed for a big move or throw.
f close, DF+RK (Down-

eful in breaking your
ng tendencies. DF+RP

ries to counter. At middle
ch up between F, F+RP and F,
& F, neutral, RP (remembering to Jaguar

KING

mtroducmg himself as an old friend. This fellow was Armor K :

-ARCADE -

Occupation:
Professional
wrestler, Ornhanage
manager
Likes:
Drinking bieerin
victory with
Armor King
DisliKes:
Tears of children

Nationality:
Mexican
Fighting Style:
‘Wrestling
Age: 28
Height: 200cm
Weight: 90kg
Blood Type: A
Hobhy: Pleasing
children

Driver any victim stunned by this).
Similarly, use his Stagger Kick and the
Stagger Kick into Spinning uppercut;
mixing these up into a deadly, savage
brew.

After breaking in your quarry, these
moves will put them in their rightful
place... as your dogs. Unblockables like - o
LP+RK, F+LP+RP, (if close) F, F+LP+RP, and (turned around) LP+
are good if your prey begins to hesitate, think, or block too mu
If your target starts to guess and attack, use moves like (sides!
LK+RK, UF+RK, or F, neutral, D, DF+LP+RP.

Throw at any opportunity. Notice when your oppone

TEKKEN 3 - KING

stepping timing, and side throws will come asa matte -
Ground throws (the fear bringer without ‘
equal) are set up by good techniqt

COVER FEATURE



Palm Attack 888 Cross Arm Lock to Arm Twist | during cross arm lock 88
Palm Attack to Attack B8 & Leg Cross Hold after tackle 28
Exploder Bor>=> Stretch Combo during leg cross hold 88
Running Exploder > 8B Shoulder Cracker close to opponent's upper half
Convict Kick > while lying on back « &3 or < 58
Canital Punishment Vilkeol Swing Away close to opponent’s lower half
Stagger Kick O S8BEB or ¥ v BB/ : wihile lying on hack - §3
Stagger Kick G S83B3BEBIB Ord NBIBRBIBSS| | Head Bomber close to opponent’s lower half
Elbow Drop D (ors or?) 38 while Iying on back - 38
K’s Flicker > > 88 Figure Four Leg Llock close to opponent’s lower half
Stomach Smash > > %38 wiile lving on back « 38
|Crouching Uppercut v a3 Over Turning close to opponent's left or right side
Head First lunge > %8 Wwhile Iying on back 2 &3 or < 58
FrankenSteiner R Wing Tearer close to opponent's upper half
Jah Uppercut s while lving on face < & or 2 &8
Jalh Uppercut while crouching & 88 Half Boston Grah close to opponent’s lower half
Moonsault Body Press | while Iving on back 2 & or 2 38
Jaguar Lariat > 88 Camel Clutch close to opponent’s lefi sitde
Elliow Drop o 8 wiile lving on face 2 &3 or 2 &8
Spinning Uppercut after first hit of stagger kick 38 | | Bow and Arrow Stretch Hold |close to opponent's right side
Disgraceful Kick &3 wiile lying on face 2 83 or 2 &3
'ﬁtl Sninner foolted] Throw Away close to opponent < 88
Atomic Blaster turn back 88 Throw Away Feint close to opponent < &8 &
Deadly Boomerang during side step $ Throw Away Knock Down |close to opponent < 88 S8
Lay Off close to opponent > > 88 Throw and Destroy close to opponent < 88 &8
(Black Bomb >4 W88 Turn Around close to opponent < &8 88 . |
Leg Breaker V8 Pile Driver close to opponent < ~ = &8
Knockout Punch during side step 38 Boston Crah Wait 10 frames during piledriver
Shoulder Tackle = 88 ool ste: foo] '
Supercharger 8 Double Arm Face Buster _|during pile driver &3
Ultimate Tackle V8Bore Bor=> v 2B Hi-Jack Backbreaker at stomach smash counter hit
|Ultimate Punch after tackle 883388338 oo
|Cross Arm Lock after tackle 88 Jaguar Driver at stomach smash counter hit
N 488 ;
Standing Heel Hold close to opponent = > N &8
Indian Death Lock during standing heel hold
es 88838388
= King's Bridge during indian death lock
—_ LB
: Single Toed Foothold [S.T.F] |during standing heel hoid
: =y 83388388
] Scorpion Death Lock during standing heel hold
— FoeloS, 3 ST
- Arm Breaker |close to opponent LM
T Triple Arm Breaker during arm breaker %
a= Arm Breaker to Head Jammer|during arm breaker
— | |Struggle Combination during arm breaker
= __ |ilammer $3835363%
= Chicken Face Wing lock __\|during arm breaker 53 2383
es il |Dragon Sleeper Finie clligggl ace wing lock
g 2 |Rolling Cradle Finish




Command

ame Command

Reverse Arm Slam _|elose to opponent > » & Muscle Buster during victory homb 8383333388
Reverse Arm Siam _|close toopponent > ~ 8 | |Winding Nut close to opponent &
Back Drop |during reverse arm slam 338383/ |Suplex close to opponent 58
German Suplex during back drop &8 &8 rl'_:,!:mlna Backbreaker _\from opponent’s lefi side & or 53
Power Bomb _|during german suplex 83583 e Crusher from opponent’s right side83orc8
Giant Swing " |during power homb 33835353 _| |Walf Boston Crab close to opponent's back &
| Muscle Buster |during power bomb 8383533388| |Cobra Twist close to opponent's back 58

close to opponent > 83 |Stretch Buster lclose to opponent’s back < 58

s

Giant Swing

during victory homb 53838353

nm:semmnwm close to opponent > B everse Throw show back to opponent 83 or 3
Cannonball Buster " |during reverse stretch snecial ﬂfallMeaﬂlnck close to opponent Vv ¢ &8
lhomb 888888 \Tombstone Piledriver  |close to opponent < - S8
Manhattan Drop during ca \namlallhustemaa& Spinning Throw close to opponent =< & »>&3
Victory Bomb during manhattan drop23533%3 [Framkensteiner 83
Giant Swing lluriny victory omb B8 Fylra Four Leg Lock close to opponent « &8
Muscle Buster duﬂnymmhaml:%&%wu Knee Bash close to opponent » &8
Cannonball Buster tlurmysiﬂasmn 8 {Muscle Buster bz e®
- | when gralibing opponent’s lumping Power Bomb ___|opponent crouching < 83 or & 38

o back, left or right side) |la|verllnllye v (orv)8ore (or ) &8
Manhattan Drop _|during ¢annonball busterss8888 l:Tc_m Screw correspondent to attack < 83 or < 8
Victory Bomb |during manhatian drop oullle Heel Hold |correspondent to attack < & or < 58

COVER FEATURE: TEKKEN 3 - KING



FOREST LI

REENTERTHA
GUANINGIDRAGON|

“Your honorable
defeat will show my
father that his son is
fit to rule the Law

dojo! Thank you

Paul... now pre-
pare to be
crushed!”

he son of Marshall
TLaw, Forest has

trained long and hard
at his father’s dojo (he
will eventually own this
school of excellence), and & : o]
while his skill in the ‘Marshall’ Arts has been
honed, past atrocities have made Marshall very
wary of his son’s safety; to such an extent that he
has forbidden Forest to enter any contents with
martial artists outside Marshall’s group. In fact,
the only fighter other than Marshall’s pupils that Forest sees is
Marshall’s old friend, Paul Phoenix, who visits every three months to spar
with Marshall.

One month however, Marshall was absent (building a new dojo),
and Paul arrived to ask Forest to join him in his style of training.
Stoutly refusing this offer, Paul coaxed him again; “Are you
fraid?” he asked. “No!” answered Forest, before they both clam-
onto Paul’s bike for a joy-ride. After the race, an unsteady
estidismounted and told Paul he was forbidden to fight with
nd the third King of Iron Fist Tournament wasn’t for him.
ied Paul, “you have a better talent than your
orest wondered if this was true. Eventually,
enter the competition (and Forest used his
e both of them); this was the perfect event
test whether Forest was skilled enough
inherit his father’s dojo.
inally, Forest left the dojo, and
de off to the competition
gainst his father’s wishes. An === ‘ Nationality:

American Occupation:
enraged Marshall returned later to e The future second
. . 3 & & Fighting Style:
discover his dojo empty and a note left behind writ- Marshall” Arts Jigalar ol

ten in Paul’s script; “Your son is stolen!”. Nye: 25 L

Height: 1776m Likes: Credit Cards
m E

: el Dislikes: Riding
J & ! Ll ﬁﬁ',‘g tanden on a bike
j‘ i S with Paul Phoenix

J J ] Holiby: Shopping

Marshall’s boy, Forest, is up to no Of the old punch techniques, his
good with eraser-head Paul; lucky for Machine Gun Arrow into the Rave War
him he has some ‘god-Lee’ skills to Combo (F+RP, RP, RP) is still sound
protect him from the less enlightened and worth trying, but cut the Rave War
‘disbe-Lee-vers’. The cool new stance, Combo at the second hit if you don’t
duds, and movement immediately slap  get a counter-hit.
you with the realization that this isn’t With Forest, it is definitely time to try
the same Law you’ve been playing for his unique techniques. Forest stayed
years, but 5|m|lar|t|es abound What you can be sure of are the up many late nights creating two use-
poor, unfortunate, and hurtin’ victims of his fantastic flipping feet.  ful rushing additions to his father’s style. The Junkyard Kick is
Let the Dragon re-enter his domain... good to use since it requires skilled blocking to defend (stop at the
Forest has inherited most of his father’s infamous flip kick com- second hit and follow with a low move or throw to set up the punt
bos. His Front Kick, or Low Kick (or the similar Rampage), or kick) and the final blow catapults the victim skyward in a most
Double Impact to Somersault combos are usually the most rav- jugglicious fashion. This can also be said about the Dragon Storm;
aging. This is due to the fact that they are true combos; ifthe first  other than looking divinely devastating, Forest can delay the sec-
hit counters an opposmg fighter’s strike, juggles can follow with ond or third strikes slightly; psychology and (martial) art as one!
_ innate ease. The Triple Head Kick to ~ Mix delayed hits with stopping, fol- >
Somersault can also catch arival mar-  lowed by the Dragon Tailora hoppmg
tial artist off guard with fluid-losing

RK. The Dragon Whip can be ski ly
results. Other kicks worth mentioning  used to bring homicidal results.
(and using, upon your rigidly styled Randomly or insightfully mix up what
opponent) are the Dragon’s Tail and follows between the; Elbow Spring Kick, g
Slide Kick. Make high blockers pay Dragon Back Blow, low kick, or a hop-
i dearly. ping kick. Whip ’em good, baby!

COVER FEATURE: TEKKEN 3 - FOREST LAW



MOVE LIST

ame Command
Hopping Frog close to opponent 53 Left Right Comlio 8B

Dragon’s Fire

close to opponent &

Mid Kick

N

Headlock Kick close to opponents lefi side || Catapult Kick High Vo lors or 7] %
& or 8 Catapult Kick Low rlorsor”]Ss
Ballbreaker close to opponent's right side || Shaolin Spin Kick B 8B 3B
Lor B Machine Gun Arrow LR B
Dragon Bites close to annanem’sllacll | Rave War Combo - - BB
S or B || Rave War Combo BB
Reverse Throw show your back to nmmnem Rainhow Kick 2 lorsor”] S
&gor 8 Dragon Low Kick while crouching 83
Headlock Punch close to opponent » &8 Triple Head Kick B BB
Headlock Drop close to opponent Mid Kick Combo perform during Triple Head Kick
N 88888 =
Knee Lift close to opponent =~ 83 Slide Kick while crouching ~ s &
Run Up To Drop > 8 Crescent Kick B P B
Unper Dodge & gor < 3 Running Side Kick S5 8
lower Dodge  for Y18 or < lor V158 ||Charge Power Punch Zz 88 [4 1 tocancel]
Fake Step % Doulile Impact while crouching 3 &3
Junkyard Kick & BB B Low Kick to Somersault U3 83
Supercharger 88 Front Kick to Somersault  |while standingup 8 &
Blackout after Supercharger &3 High Kick to Right Somersault| 85 53
Mugging after Supercharger &3 &3 Body Blow to Somersault b lor) 8 &
Frogman 88 Triple Head Kick 0 98 98 B 8B
fragon Whip 2 &8 to Somersault
Elhow Spring Kick Zz B Jumping Kick to Somersault | ©* larl?% or 7] &8 &8
Poison Arrow > 88 Quick Somersault % .
Somersault Fake Vo lors or 71 + 3 Back Flipper S Bor v BB
Dragon Storm c8BE Dragon’s Tail “ B -
Fake Sten Rampage while crouching 53 &
Fake Step Blow Sitle Kick to Somersault while standingup 83 &3
Tricky Trap Double Dragon show your back to olmnnem
Tricky Fist 3.0r B
Tricky Low Kick after Fake Step S5 Fake Vo lors or»1
Tricky Mid Kick after Fake Step &5 :
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cuit, and a newly mechanized Yoshimitsu

roared into life. Now, not only had the doc-
tor refitted Yoshimitsu, but had also previously
saved his life. Fully fitted with bio-mechanical
parts, this creature was capable of crushing
human skulls with his mere hands, but
Yoshimitsu was a reasonable fellow. He and his
organization (the ‘Maniji’) spent their days help-
ing the poor and needy at the expense of rich
traveling merchants. Over time, the ‘Maniji’
transformed from a band of roving ninja bandits
to a fully fledged political party.

Yoshimitsu’s scientist meanwhile, had his own |
agenda. Boskonovitch started to restore his own
daughter from the cold sleep machine he had
previously developed, and commenced in-depth
research and experiments on eternal youth and
life; an ambition he could hope to realize now
that his safety was assured. Of course, the mas-

Doctor Boskonovitch completed the final cir-

ing and raising funds for Boskonovitch’s study.

WIECHANIZEGIVINI

“Yoshimitsu hungers for
blood! The pain of the God
of Fight’s death will be
agonizing... The blade
thirsts for you, mighty
warrior. Face me and be
cut down!”

Wl The spinning cyborg is back and better
than ever with new ways to slice apart or
il magically mend his increasingly mecha-
nized body. Speed is usually a given for
ninjas in fighting games, but this one is
lacking in this area compared to the
fleshy combatants he faces. His unusual
moves are what save him from the use-
less bin... that and his excellent uppercut, a couple of good RK
moves, and his new UF+LK+RK combos.

First, you need to use DF+RP and DF+RK to harass your target
and force them to give you enough time to execute a sword move, a
spinning move, or a throw. Ifthe DF+RP connects, follow-up with a
juggle combo of your choosing, and/or his UF+LK+RK, B+LP,
U+LK+RK (or RK, DB+LP) combo (this can hit grounded oppo-
nents). If the DF+RK hits, repeat, come in for a throw, or prepare
_ your mind (and hands) te reverse
(B+LP+RK) or Dodge (D+LP+LK or
&l D+RP+RK) any oncoming retaliation.
Another good move to sometimes throw
out is Yoshi’s Hopping RK. It has a high
priority, and can stop most simultaneous
attacks by your adversary. Another move
that is supreme versus simultaneous

TEKKEN 3 - YOSHIMITSU
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sive expense of such a project meant that the ‘Manji’ were out in force collect-

In recent times, Yoshimitsu heard through his underworld contacts that pro-
fessional martial artists were disappearing . Unmoved by such fanciful talk,
he continued his deeds and visited Boskonovitch’s research center as usual.
To Yoshimitsu’s surprise (and bemusement), the good doctor was acting in an
extremely unusual manner. Visibly shaking, the doctor stammered to
Yoshimitsu that an accident had left him infected with a mysterious patho-
genic organism. A glazed expression transformed the doctor’s face, and he
told a shocked Yoshimitsu that research on his daughter had revealed the
existence of the “God of Fight”. Further tests had lead him to the conclu-
sion that the blood of the “God of Fight” contained the only known cure
~ for the doctor’s ill-

{ ness. Yoshimitsu

| knew his next mis-

| sion; to enter the

third Iron Fist tourna-
ment, obtain the crea-
ture’s blood, and save
the doctor’s life.

YOSHIMITSU

Hohby: Watching
Sumo Matches, Net
Suriing
Likes: Video game
arcarles lespecially
in Shinluku)
Dislikes: Villains,
Video Gamers with
an attitude

None (Ex-Japanese]
Fighting Style:
‘Manji’ Ninja Arts
Height: 178cm
Weight: 63kg
Age: Unknown
Blood Type: 0
Occupation:
Learder of the
‘Maniji’ party

attacks is the Yoshimitsu Blade!

Once an excitable enemy has calmed
down, you can use some of your slow,
but tricky moves like his Solar Kick (fol-
lowed by D+LP+RK or a basic throw
[you’ll automatically turn around]),
Shark Attack Blow, Door Knocker To Back!
Knuckle, Deathcopter Trick, Moonsault
Slayer, Sweep (D, DF+RK), and Spinning Sweeps into Falling Tree
(DB+LK,LK,LK,LK, neutral+RK).

His new techniques have interesting properties and uses.
B+LP+RP (setting up for Poison Breath) puts Yoshi in a position
where he is too low to be hit by high level attacks or throws (a
ninja move for sure!), and, if the breath hits its mark, you can get a
small combo if you’re speedy. Fancy Flea (U+LP+RP) frolicking
includes; avoiding throws, countering low attacks (like getting up
kicks), and giving your opponent an awk-_
ward challenge to deal with (especially
if you get off line with them). Finally, the
Hara-kiri Dance is only to be used when
you’re completely butt spanking your
opponent (in other words, you have a full
bar and they’re wheezing their last
breath with nearly no energy at all).

WINS 3




MOVE LIST

COMBO

Tekken 3 ends. loin‘i‘us‘: next time for the re -
ing characters and some interesting surprises!

Jumping Body Slam close 1o opponent &3 Fubuki-Storm >=>8
Sword Hit to Face close to opponent &8 eg Felling Kick during Ninja Arts Manji Swap = 53
Wheels 0f Hell close to opponents left side z &
Lor3 perate Scream Fist &8
Spiritual Division close to opponent’s right side 888
LorB $ N ES
Tornado Drop close to opponent's back BB
BorB B Y
Reverse Throw show liack to opponent lanji-Agura Crouch X
| LorB | Thousand Sensations energy recovery during Manji-
Rainbow Drop bz« 88 Agura Crouch
Lower Dodge 2 (or )8 orz (or) " 8 || Hyuuga Cannon during Manji-Agura Crouch 83 &3
Samurai Cutier crouching < = & Flying Air-Attack Fist during Death Copter \»
Shark Attack Blow >>88e Windmill B+
Back Blow =>88 Slap-U-Silly 2 E8E88888 5888
Back Flipper show hack to oppone, Madoi-Nashi-No Confusion | > - 83
Slap-U-Silly turing Manji-Agura Cro __||Madoi Confiision = = & hold =
Destroying Thunder >BedB | Urei-Nashi-No Grief V8
Wood Chopper == 88 Hyuuga Cannon 888
Door Knocker SWBBEE Karin-Flower Wheel & 33838353 58 &8
Door Knocker to Back Knickle| ~ &3 58 ( move depletes life gauge )
Flea 9 88 to cancel Sengaku-Bukuuba during Thousand Sensations<
Avoiding the Puddle pors or? )8 Continuous Hell Fist « 83 «_release joystick to cut
Solar Kick >>% Yoshimitsu Flash &%
Lifesucker during Solar Kick %3 Yoshimitsu Blade = > 88
or during Energy Charge Energy Charge during side siep $3
Energy Drain during Solar Kick > 8& Energy Field during Energy Charge->
or during Energy Charge - & || Ants in Your Pants to during Flea $3
Running Flea during Flea == or <€ Kangaroo Kick \
Jumping Flea during Flea = or %> or 7 Bronze Fist during Paison Wind < &3
Slap-U-Crazy VBB BBBB Steel Fist during Bronze Fist &3
Deathcopter Trick 28 & Gold Fist 'f during Silver Fist « &3
Moonsault Siayer Yy S 8 Silver Fist during Steel Fist S8
Bad Stomach €« Death Copter koo
Poison Breath any hutton during Bad Stomach)| Stone fist NPV
Harakiri Dance U8BV Ninja Arts Manji Swap Z &8 B8 L &
Poison Wind 7 & Triple Scattered Flower BBB
Flash Slice © &3 ¢ after seven hops -

COVER FEATURE: TEKKEN 3 - YOSHIMITSU
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~Sowhatif you'renotinto ReSpect? Well, for

This.game.is-all.about Respect. It gz
is the way of Bushido. To the right, |
you'll find some of the most com- |
mon ways to lose Respect with your {8}
opponents. Guess which screenshot |
is the most obvious no no.

“When yoti're playing a one playe
game and want to see an ending,
you must obey the following: Do}
not strike an.opponent who-is talk-|
ing, climbing, or who has fallen.
Don’t throw sand in your oppo-
nent’s eyes. And most importantly, P
hit your opponent from the front, never

from behind. To.make things just a hair |
harder, you cannot get hit.  That literally [
means your-character shouldn’t acquire any £
bandages throughout the game.

starters, Kiss those second endings good-bye
(wheniin one player mode), but most impor-
tantly, you're not playing the game correctly. |
Sure you can speed finger the Triangle but-
ton, but honestly, how long is that going to |
hold your attention?

To keep this game fun, both players must
obey the rules of Bushido Blade (Slightly
modified from one player rules): Only strike
an opponent from the front, never from
behind, and don’t strike an opponent who ™
has.fallen;~or-who_is climbing a _ :
wall. Once you getusedito it, you'll M e
find that the matches last much @ L ' b '
longer, with much less ‘one hitter :
quitters” going around. Not only|
this, but you’ll see just how strategic ||
this game can be when two seasoned
players take the controls.

ake'some time out, and study the |
following.pages« if you're not to ||
familiar with Bushido Blade. And if 88
you're a veteran, it’s never too late f#58
to brush up on a few moves!

All artwork ©Square/Sony Ltd. 1997. All Rights Reserved.



Beca Buslqzdo Blade is based on
actua techniques,“and.--not super
hyper| fla and_spirit-

: | move }%\1{1: : ~familiar
= “'h‘—':“" . % ¥ with ifferent method for-deal-

ou IS muc § e e .
he A e ing healthy chunks of damage on
hit, it will allot a

= definite kill.

but only
wKkill; the
A swift

MiD SECTiON NeCk

A much easier tar- | | ; plel‘
get to hit, howev- | B thesq sections will do-the-job, but
er only a direct hit ol make'sure ydu hit well inside your
will win you the § | ; oppone\t’/Most attacks which hit
myately. ‘ % at the appropriate heights have
e . _ 4| some~ 50 seriou lay  after-
- ' ' : wards| 1 a/%j you open, so it’s
g 1mper tiwe that these strikes to the

]obo the\fir ttry'

Incorrect!

Where's my guard button? The
Guard or Parry move'is accomplished
with the Square button. And as no
surprise, it’s. quite difficult’to master.
The purpese for the guard or parry is
to deflect your opponent’s attack, and
counter-strike:while they are stuck in
their| r?coﬂ ammatlon JIf you proper-
ly tlme pressing the Square ‘button to
the exact moment you are about to be
hit, youll see aGreen hit spark signi- g
fying a_clean Parry, giving your the -
upperhand.’ Bé careful; it is much more difficult to parry a heavier weapon than yours, and in most cases this
will actually not work inyour favor. Try to anticipate or dodge such attacks.

PE—— If by chance youlose your legs in combat,
DESCRiPTiON don’t give up! There’s still plenty, ope
to come out on top. G
Move Back and Forth
~ Move Up and Down g Feigning vulnerability is a good tacti
; h N really. Now your opponent is obligate
come to you for the kill. This leave ;pl
ty of opportunities for a perfect par
can also'combo an approac
by throwmg sand in fhelr e

fa11s, Iay on your bagk and spnny up/at
them with your sword this has proven to

Teftis the
in a
fix, and the followmg P ges c in a

B complete moves list. En garde!
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BUSHIDO BLADE - BLACK LOTUS/MIKADO

Makigiri

Suriashikahotsuki
X
Sumenagashi
«+0
Shizumiashiharai

«+X
Hidarifumikomimakigiri

Migifumikomimakigiri

Okinatsu

Mayoiganmentsuki

Tobikomimusugi

Tateharaichushintsuki Tsukisanren Sumimatoi

Chushintsukiniren Sanzugoe Fumikomimakigiri

A%, A, O, O

Fumikomiurauchi Hosojanome Kazarisumimatoi

Mosojanome NarukagamiryuhikeneJanome Ganmentsukikasane

s Ireland : | =
Age: 36 | E = NarukagamiryuhikeneOsoreokina EEseT e
Height:186 cm i =B 2

? Weight: 81 kg L0 JE 2 Muraigure

‘o

Hosujanome

NarukagamiryuhikensJanome

=>+R2R1IX

Weapon of
Choice:
Rapier

Nanameuchi Douuchi |

Suneuchi |

>+ +
Shirizokikozugi Urauchi
<40

Hidarikawashidouuchi Shirizokiyukatsuki |
1T+0

Migikawashidouuchi Migikawashidouuchi Hidarikawashidouuchi |

m Tsuki Migikawashidouuchi

>+0

Shiranui Ganmenuchi |

~ Oroshiuchi Chihoutsuki

Okaneshiten

Benishiten

£ . Height: 166.-8cm
§ Weight: 59 kg

Weapon of
Choice:
Naginata

22kg
& 181.0cm

|




T+33
Migisuberikaitengiri

Fomikominodoki
Hososuriage

Hashirikonomitsuki Futosuriage

| [P men e | e eio ]

Shinchokutatakigiri Jumoniji

nchokugyakudo arai Kawasemissen

miryuhikeneJanome

=+R2RIX

HiGH POSITION MEDIUM POSITION LOW POSITION
: ® ]

Tatakitsuke Shinchokugiri Shincokugiri

Wakiharai

Hizakud v

= Shirizokitatakitsuke Sui cuts suke Shirizokihizauchi

Furiage

Sunefuiuchi
S>+%
Hidarikawashidouchi
¥ +0
Fumikomiyosegiri
Fumikomihizauchi
- ymishinchokugiri
€I+0
QOomawashigiri
RA
]xchbkummkigiri < >, hi . Jumonii
28
'Nnrukagamirfﬁu eneKabutowari ; iryuhikenekabutowari
e Oborozuki o

" Orochi

Weapons of
Chaoice:
Katana
Nodachi

‘H

BUSHIDO BLADE - UTSUZEMI




PlayStation

BUSHIDO BLADE - KANNUKI

g
He-ght. 191.5 c©
Weight: 90 kg

Weapons of
Choice:
Hammer
Broad Sword

| —TE—

|

HiGH POSITION
[ ]

Tatenaguri

Kesanaguri

Kaitenashinaguri

Tohll\omulounwun

ﬂ "Lt{“tl'lﬂ“lll’l

AA, A, A

Kundoundgun

‘Kabutowari

]u_,'ﬂmchl

HiGH POSITION

Noutenkudaki

A+0
awashinagiharai

Fumiknomihizakudaki

| Tobiknominoutenkudaki |

~ Shirahae

Suiheimorohagiri

MEDIUM POSITION

Kesanaguri

Shirizokiyokoharai

Hidarikawashikesanaguri
1+0
Migikawashikesanaguri

Fumikomitatenaguri
Fumikomikesanaguri
| Kaitentobikomitatenaguri |
Mawashinaguri
S t.m.n’wun
OA

azutsumi

| Kabutéwari |

Jigahachi

f\shmdyun

>+R2A

LOW POSITION

Zenshintatenaguri

Kaitendounaguri

Ashikudaki

Shirizokiashiharai

Hidarikawashikaitendounaguri

Migikawashikaitendounaguri

¥ +0
Yokonaguri

Ashikudakitatenaguri ~
XA

Zensintatenagurifutae

Kabutowari

Jigahachi

Tatsumakikuzure

Mawarinoshishi

MEDIUM POSITION

Hidarikawashisakotsukudaki
Migikawashisakotsukudaki
¥ +D
Fumikominoutenkudaki
S+A
Fumikomisakotsukudaki
>+0
Fumikomisusoharai

Mawaridou

Sakotsukudakinagiharai

Yakiroyuohi

NarukagamiryuhikeneKabutowari

mlnuhlkun-llusl kieJikakeshi

LOW POSITION

Zugaiwari
Senpugiri

Sukuiage
X

Shirizokihizakudaki
€©+X
Hidarikawashisenpugiri
+0
Migikawashisenpugiri
¥ +0
Katatenfurioroshi
>>+0
Tobikominoutenkudaki

|

Mawarisune

Sugaiwariniren

Usaharainoutenkudaki

:

N'lrukaQ'\mxryuhil\en-k'inutowan

'

NarukagamiryahikeneHeishikisjigawachi




HiGH rosmou MEDIUM POSITION  LOW POSITION B Playstation

Guuhn okugiri Ganmer < Suichokugiri
Katatekechigiri

Katatesusoharai
X
Shirizokitataki
€«+0
atekechigiri

Kannongiri Homurs lr) u

Nz agamiryuhikeneKannong:
n-ukug;!mir\juhikcn-,\'olmmr'riz;i’ Bochit lgll’i’

w0 |
& niryuhikeneSenbontoishi NarukagamiryuhikeneNoborimai

::

afureguruki e 7 ibiuc " t-(a-—‘y}[ﬁ-'

¥1 12k
& 7n00m

‘Weapon of
(Ohoice:
Saber

HiGH POSITION MEDIUM POSITION LOW POSITION
[ ] ®

Suixhokugiri Suichokugiri Ganmenuchi
Tsuranuki " (atd PO Knrik:n_nikni!cngui;i

loTﬂ*;ugiri

(-+A
W xshlsun.hokunlrl

Tobikomikatatemen
Tobikomikatatetsuki
=>+0
I n;nrckccl\ig'irimic

Sensugaeshi
irukagamiryuhikeneJanome
= -+R2R1%
Tobikomiyokoharai

>+R2RIX

L 4

. Height: 179.5 ecm
Weight: 69 kg

Weapon of
Choice:
Long Sword

BUSHIDO BLADE - TATSUMI/HOTRRUBI




STREET FIGHTER Il - OPENING

Slap down cheese merchants with MF's two-part mini-guide

to Capcom’s most beautifully animated fighter yet!




yL\

~/AIRCADIE~

Welcome, one and all, to MegaFan’s coverage of the arcade legend, Street Fighter 3. In it,
you’ll find the very best strategy for using the latest world warriors, along with hints on :
their trademark super moves and their most effective combo. In order to distance our- -

selves from other ‘guides’ to this title, we’ve employed the services of two tournament _~Z
players who actually know the game, provided the very best screenshots imaginable ,
(no blurred photographs here!), and checked and double-tested every single move. The result?

Unmatched coverage of the best 2D fighter on the planet! And to kick-start this phenomenal
fight-fest, here’s a quick run-down of helpful hints that every character can use. Off to the Street Fighter dojo we go...

You can choose one of three Super Arts... it can greatly effect the outcome of the fight. Some charac-
ters can store more than one Super, and some characters power up their Super Bar faster than others. Certain
Supers are better than others for different situations. They are relatively easy to perform, usually two half cir-
cles with punch or kick (€¥ VN> €« VN> +PorkK)

Each super gauge has a different length, which is the
reason why some power up faster than others.

}Q/LLJM/
After a knockdown, rolling is a good way to throw off your opponent
from setting up an attack. When you are knocked to the ground, tap down

and you will roll backwards. With the exception of Sean, this is the
only moment you can roll.

High jumping is also very important for throwing off
your opponent’s timing. It is performed by tapping
offensive crouch to forward flip (¢ 7). This is a very
good move for setting up neck kicks.

Long gone are the days of being forced to block annoying attacks. Now, with the addition of the new
“parrying” technique, every move you or your opponent makes could easily backfire. At the moment of
impact, “tap” forward for high attacks or attacks that hit over a ducking block, or down for any attacks that
you can block while ducking. At this moment, your character will flash a bluish tint. You will have a spllt
second to react with any move, combo or super of your choice. When parrying in the air, tapping for- 7]
ward will enable you to land directly next to the opponent, while parrying down will enable you to
bound off of their attack and possibly land behind them! While parrying is most difficult technique to
accomplish in the heat of battle, the patience and persistence put forth to master this technique will
definitely increase your chance of victory. Real experts can even parry every hit of some Super Arts!

These are a sure-fire way to sneak in a hit in is with a leap attack ( ¥ ¥ + any punch or kick ). Leap attacks
are good for numerous reasons; they must be blocked and parried high, and they are very fast, makmg them extremely
hard to react to. Use leap attacks to set up :
your character’s overhead attack, after an S
overhead, a throw, or you can super imme- §

diately after you hit them with it.

Below the energy bar you will see a smaller red/pink bar.
Every character has one, some have a longer bar than others,
thus making those characters harder to stun. For example, =
Alex’s stun meter is the largest in the game, whereas Elena’s bar is
slightly smaller. Each time you are hit, your stun meter fills with a frac-
tion of this bar. Once it is maxed out, you will become stunned.
However, there are ways of avoiding this; such as “kicking back” and
relaxing until your stun meter resumes a semi-normal position.
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S ARCADE >

New York. A troubled youth,
. S { s only mentor is Tom (his_ /|
ihe war veteran, runs the gymthat Alex attends, ' |
ar 3s to/instruct soldiers in close range com-
) get along, indeed\the twa of them live togeth-\
Alex’s 14 year old dauéﬁter). {Alex’s surface y
sitive, and his strni‘gl;t-talléhg has leadhim into
ifhis inner softness and love to{ his daughter'shine
through to those who'really get to know him. However, once angered,
Alex is quick“-and\poWe\rfylge_‘éﬁfé his _’“ﬁild, using throws and punches to

take an oppoﬂf 'down>y:

O CHIIT ES e

\ N
Stun-GumHead Butt

Despite this Super inflicting/only low'dam-
age, it can be useful simply because it
charging up. 'As soona takes so little time to chargelup and can
per Bomb, start looking . easily be comboed. Try using this one for i
[ reversals as well. n

When used in combos, the Stun Gun d-
Butt can inflict damage comparable to the'
Hyper Bomb. Otherwise it is useful as an

you charge the! anticipation tactic against slow recovering | |

mething siich as fireballs and low sweeps. )

fors ’( parry and bombs awaylt .

:is Alex’s standard combo. Beginby
iumpi’n}tpwa‘rds your opponent witha~
\ oundhouse, then follow with a standing 4 g 2
g\\l-'o Y. =_3 ; ¥ -
\ Anytimelyour foe tries to jump towards

eavy Flash Chop, the L you, hit them out of the aijr with a low ;
{a second, enabling you to combo v 2 4 Fierte. If you-end‘up trading hits, you can //

Power Bomb dr a";sileeger Choke.\ " \| i : b & | ) e Flying Knee Eatch.

RN

nemy wi
ey will be stunned for

TN> + ANY PUNCH W
¥, FLYING KNEE CATCH

¥ &4
« . &

 This is one of the mq;g’, : SUN + KICK

powerful strategies for Alex. il

PRI DIVING CROSS-CHOP |
| ¥ + FIERCE (IN THE AIR)

anytime you feel the oppo-
nent will not be expecting

an.immediate Power pomfr
should set them up for th‘e‘t\

“it. Once near the opponent,

. POWER BOMB
YZe + GNY PUNCH

next opportunity, at which
time you should attempt'a
low parry and then follow
with a Power Bomb. Another
astanding short kick and then

Fterthe: ‘ SNV ER (360° NY PUNCH [
_eftdf‘t;b dash is wig\ C (360°) +ANY %
7

W (HOLD ¥) T + GNY KICK
[ Fveermows |

'm'a Power Bom or o Vc'é‘ag;n, guéi{s a low parry and then execute BOOMERANG RAID
rBomb. After a few successfut Power Bombs;your opponent LG L N->0 N> + GNY PUNCH |
o-recognize t t\and-attemptto jump backwards. In STUN-GUN HEAGD BATT
YN0 N-> + ANY PUNCH

T B —
7 \ t
— \

T mstampEbE |
H

N

STREET FIGHTER Il - ALEX

Ny




a technique sﬂch as lowr gd
cel mto HadoiBurs“t) It is

Sean was born to a middle income family in BrazIL One quarter Japanese, Sean’s
instincts lead him to become fasci nated by Ken’s ﬂghting Style. Following him from
one international tournament; to another, Sean’s quest was to become Ken’s student.
His unwavering attitude and competitivq splrit meant that he never gave up, and he
gained a competent but unperfecied fightlrig gtyle, wishing one day to unleash his
own original combination attack. Finally, Ken agrees to tea h Sean, and they set
off on a spiritual j |oumey. “Even if I lose today, I can still w ﬁ {tomorrow!”
explams Sean to thﬁse questronmg his dedication. This training, finally pays

omu Caan n'can be used a
nst ]%mpy’ opponen ) mbos.
b | sré , and from parnes

Begm by crosSmg {p with a Forward hit low Flerce. ‘
and then Supt7r Cancel a Dragon Smash into a

YN-> + ANY PUNCH

Use Sean’s rolla agalnst the slower characters like Dudley and ex to get :
close. From there, you: caﬁ eltherthrow or par Anto a/co po / Zilal (Lo L E

When fighting at medium range, use standmg foMard to ‘keep
the opponent back. Any time this move ¢onnects, try to two-in-
one into a medium Sean Tackle to qlose the dlstance for a throw.

DRAGON SMﬁSH
>¢N + @NY PUN(H
TORNADO
Jee + @NY KICK

HADO BURST
IN5>0UN5 + GNY PUNCH
SHORYU CANNON
B SoUNS 4 GNY PUNCH

Another ood mid-range trick is to use standing Forward and Roun [ HYPER TORNGDO \
keep the enemy away. Ifthey’re impatient, they may try to dash iry‘% / NS Tus NY PANC \
after you miss. If you think they’re about to flinch, let ’em have alHa : : +ANY {

- ARCADE -

STREET FIGHTER 11l - SEAN
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STREET FIGHTER III - ELENA

The only daughter of an African tribal chief, Elena’s childhood embraced the stun-
ning and spiritual atmosphere of the Savanna. Elena’s father obtained a doctorate
from a French University, and Elena’s dre to study abroad like her father.
Elena is an emotional woman, ever th ure, e uses Capoeira to

take advantage of nature’s gift, her ¢ 3 3
technique employs dancing and legwork; perfe
opponents off guard. In a crescendo of rhyth
Elena strikes without warning and rains kicks
is eaten by the strong and cunning, and the
Elena is a spiritual soldier for her people, with a wil
Awaken the beast within however,

— /44 )=
-Spinning Beat Brave Pance
(S { B EE| | N, Y - ) ! "7'"»”"7"""‘ T

H g | s
}
¥

N Wity
This super is great for grounding jumpy ene-  The Brave Dance Supe| n be two-in-oned
mies. It can also be employed into a two-in-  with the uppercut, just like the spinning beat
one with her uppercut. This makes Elenaa  and deals respectab
combo machine and gives her some much-  starts the Super, her.
needed offense, especially after parries. fast. Employ t

Prime times to heal are after a thro
ip with either low roundhouse or round-

“house slide. You can also stop H

any time by pressing the butto

~ opponent ‘turtles’, just charge

p

For an easy five hits, perform a Mallet Smash and then follow up Intermediate players should try ¢
with a Roundhouse Scratch Wheel. Though not very practical, . Forward, followed by standing Sh

it is good practice for novice players.

il g

two-in-one into a Scratch Wheel.

Begin his combo with ir-Chainiﬁg an ea Forward. Onéé on the groun&,

two-in-one standing Short into a Forward S¢ Yheel and Super
Spinning Beat. Note the Air-Chain

S

Elena’s most precious Try to use a lot of standing roundhous-  Standing Strong is a supe-
attack for keeping foes es at close range. Each hit bringsup  rior Anti-Air move. Use this
away is low strong the dizzy gauge by one quarter.  in place of the Rising Beat.

6 sneak in a quick hga, doashort caﬁ almost always exp,ezt a count;.r
Rhino Horn and thy ur oppo- tk immediately after an overhead. Take
nent if they try to go for a reversal. advantage of this with standing Roundhouse

cancel into a

PTG ——



The Tenshin-Senkyutai can be comboed after
landing the Dim Mak in a combo, as an air >
juggle (after the kick throw/after senkyutai, except for;
standing strong/after aerial jab, short, itdeals is
standing fierce), and reversing fireballs.

This is one version of Yu’n\andYa,ng’s monster. 20+ hit co
High Jump towards them with the Jab, Short
bit and quickly perform the Genei-Jin Supér.

he\ é?§/ -Jin ends,&:grf

Chain and tbén fo(l
¢ d into £ =,

up )
Punches) against aﬁ%{;o short Toe Dive to land in front of them.
They should be startled long enough to land a grab. From there, flip over and super them.

e. In such a business,
e criminal under-

leaders in the City, being taught Chinese
rtial arts by their grandfather. Their fighting
is to avoid a foe’s attack by a quicker

i attack. before employing Hakkei to crush them

ina sin§|g blow. Yun's techniques are a sequence
of lighting-fast attacks, while Yang beats down ene-
: mies with wave-like

S ENTaSE:

TENSHIN-SENKYdTAI
Ya>4y-> +ANY KICK

Ya->9N-> + GNY PUNCH
Ya->4 N> + ANY PUNCH

==

2 short Senkyutai if
‘or going over the
ndhouse Senkyutai.

%’ L the ormal openings, if
: ou can start the

STREET FIGHTER 111 - YUN & YANG




Ken was born in Japan, 10w lives in the USA with hi 'f\e Eliza and son, Mel.

R With his wife’s persission, Ken caﬁl\enl\r martial arts competitions, but choos-

; es only those where Ryuralso eRfe as%y\have shared a great deal together.

¥ Such is Ken’;»s‘ﬁﬁ[,e that some gbsekvers have noticed rising flames in his ruth-
less attacks. Ryu an &{st of‘frie\nds but sworh rivals, and despite

S\till with Ryu.™Ken prac ,i\ces every day
. ntilfinally:the'two.meet in Japan.

her.. Without

\‘b. = . ‘Lh 2
‘ in combe with fireb
/tan also b "l_'l_g“p. If youhave
S for reversals, | mn sito parry your fire
om jumps, /,a‘ as n length’s distance. If y6 - w a fireball a
T P neﬁtjrgmps, do the su

— 2

Begin by crossing the opponent up with a forward. Next, b :
two-in-one into a jab Hadou-ken. Experts can add to this b i yaku

T HADORRENT

Instead of a performing a low attack after your opponent blocks 4 c ’éss
them with a Leap Attack, and then go into a series of quick keep/away o
low Short, then low Forward two-in-oned into a Ha

SHIN-RYU-KEN

Ya->9N-> + A@NY PUNCH
SHIPPU-JINRAI-KYAKU
Ya->4N-> + NY PUNCH

_ early so it whiffs over their head. If they are waiting for the overhead,
- you can take a step forward for a free throw.
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FIGHTERS MEGAMIX - INTRODUCTION - AKIRA/JACKY

S

f the mos

t popular figh

the rest of the mix. Ihow get into the combat arena and prepare for battle!!

ters inthe world combined into one steaming red
hot cauldron of pounded flesh, desperate shrieks of pain and effort, and bone-shattering techniques thrown around in a
reckless fury. Well, to aid your quest to wrestle this beastie of a fighter, we’ve selected the cream of the crop from the hun-
dreds of mutilating moves compounded into this compendium of video brutality, Strategies have been scientifically
devised and religiously refined and tested, into brief and concise leads through the thorny FMM maze of tactics. No char-
acter was left untouched. Within you will find moves and strategies for every WFer and FVer, plus any “others” making up

Just

Lance in Training Mode.

like in VF3, Aﬂira’s main
objective in battle is to juggle
the opponent into the air at which
time he can perform the Dragon
Lance. The stumble throw, fol-
lowed by a single jump kick
| opens up a great juggle oppor-
tunity as does the surprise
exchange followed by a super
dashing elbow. New Akira play-
ers should practice the Dragon

DASHING ELBOW >3 p i ';au BRSfIL : X
 SUPER DASHING ELBOW | .7 35 p | MID LEVEL REVERSAL ¢ P+K
LUNGING LOW BACKFIST N P+K . LOW REVERSAL " ' ¥ P+K
. SHOULDER RAM S>PHK DOUBLE JUMP KICK - KK
DRAGON LANCE | v K+G, >R ¢ p+k| [ FIREMANS CARRY - |* N p+@G
LOW/GUARD BREAK % 4 p#G." | | STUMBLE THROW ¥ P+G
SIDE BODYCHECK > P+K+G [ |SURPRISE EXCHANGE ¢ P4+G

Jacky’s multiple hit pressure
combos are ideal for pecking
away at your opponent’s life
bar. Elbow, backfist, sweep,
the beat knuckle, sweep
combo and the double: low
kick are among Jacky’s most
useful moves in this category.
As long as you attack with
combos that vary the ﬁeight,
you’ll be keeping your oppo-
nent worried about how to
block, not how to attacki

All Artwork © Sega Ltd. 1997. A

vl
38 Rt
o
3
QE. » » 2 | o 223
USE THE SHOULDER RAM TO NOW BEGIN THE INPUT THE SECOND COM- | AS SOON AS YOU FINISH THE |
KNOCK YOUR OPPONENT INTO DRAGON LANCE... MAND AFTER THE LOW KICK | SECOND INPUT, START THE
THEAIR (4 => P+K) (N K+6) CONNECTS (> P) FINAL ONE (€= P+K)
A\ RN B
\\-/~7 i '\\ > I \
- BN “J\_‘z [/J_ i
PUNT KICK > K DOUBLE JAB, KNEE BLAST|  « BRSK .
ELBOW, HEELKICK |7 > K DOUBLE JAB, LOW KICK PP LK
BEAT KNUCKLE, SWEEP COMBO|  P+K.RYK [ DOOBLE LOWKICK KK
ELBOW, BACKFIST, SWEEP| S PRVUK' *| BACKBREAKER KNEE NN P+G
LIGHTNING STORM ¢ PHICIGICK | TRIP-AND HAMMER [¥ ¢ P4G
'DOUBLE MIDDLE KICK:: K | BRAIN BUSTER P+G
SPINNING HEEL SWORD “K+G .. BULLDOG: P+G -
g et by ) A S e
a1 % o ;Q))-‘" ‘
gy ( A | -;
it \ »
oz
z=x
x
THE KNEE BLAST WILL GET | WHILE THEY ARE FALLING, DO ||
YOUR OPPONENT AIRBORNE | THE BEAT KNUCKLE, SWEEP CONTINUED CONTINUED
> K COMBO (P-+K.P, LK)
Rights Reserved




oRen RN

| TOEKICK, JACKKNIFE v P+IK “ELBOW, KNEE |
. DRAGON CANNON |70 v K KICKFLIP R K
LEG SWEEP N K+G ALLUSION KICK. - KK
. DOUBLE HIT HIGH KICK K FRONT SUPLEX P+G
RISING KNEE COMBO > K.K " _CLOTHESLINE 35 P4G
'SPINNING HEEL SWORDA[ - < & K-G. " RISING KNEE SMASH €P+G
MOONSAULT 2P - LEG HOLD THROW €3 P46
T T TN e e L ik i
e a3
R - @ ‘ ) T £ o :
g
ATTACK WITH THE TOEKICK, ONGE THEY BEGIN T0 FALL, | ONGE THEY HAUE FALLEN,TAG
JACKKNIFE FOR THE JUGGLE CONTINUED EXECUTE THE DRAGON | THEN WITH THE KNEE POUNCE
(4 P+KK) CANNON (¢ K) (P
i
SWALLOW PUNCH R L
“BELT STAB . er HIGH FRONT KICK K
LOW JAB, PALM LIFT COMBO[ N PRSP ¢ NEXEKICK < KK
1B, JAB; STRAIGHT, FLIPKICK| - RRRRK " HIGH REVERSAL < P+K
SWING SWEEP ¢ K+G T STUMBLE THROW €l P4G
)6BS GND SWEEP |« pRRTIC WRIST TOSS > P+G
LOW KICK, SWEEP K.K .. FLI2 OVER N PEG

6 HIT CRANE
KICK JUGGLE

USE THE FLIPOVER THROW TO
GET BEHIND YOUR OPPONENT
(N P+6)

NOW THE LOW JAB, PALM LIFT
COMBO TO SEND THEM FLYING
(¢ PP, €P)

CONTINUE THE JUGGLE WITH A
HIGH FRONT KICK
K)

FINISH THEM OFF WITH THE
LIFTING PALMS, CRANE KICK
(€€ PK

4| nent to stand, at which time they

Unlike her brother Jacky, Sarah’s
objective is to continually knock
down ducking opponents with sin-
gle attacks and quick combos such
as the elbow, knee and the illusion
kick. This should force the oppo-

are prone to throws. The rising
knee smash and the leg hold throw
are some of Sarah’s more stylish
throwing attacks

attacking range is a must. Use
side kicks ( K) and swallow
punches to antagonize the oppo-
nent and then back up or escape
with the (E) button and then
attack. Whenever the challenger
misses an attack, you can throw
them or trip them with a swing
sweep.

To be effective with Pai, weaving
in and out of the opponent’s

ek
==

WO @U@@D@ﬂ@@@ =
3 | —=—z]

GRIZZLY LARIAT N P+K . CaTCH : LB P+G E
DRAGONFISH BLOW | .7 > PP | CHANGE (AFTER CATCH) > P+G —
TOMAHAWK CHOP 2P _PUSHGFTER CHANGE)' | > P+G E

... “KNEE BLGST | "> K <" | GERMAN SUPLEX (AFTER CHANGE) P+G g
SHORT SHOULDER RAM € P+K TUGIANT SWING - | «e o PG 7.)
w DROPIICK . S - A Kes PILEDRIVER N P+K+G ='=
LOW DROP KICK SV K " SIDE SUPLEX . VP+K+G. =
L ' - When playing Wolf, the main focus —

P should be landing the Giant Swing =L
5T on the opponent. Blocking your (1
§§ opponent’s attacks and then counter- o]
ol ing with the swmg is the most com- =
=§‘ mon, however, it becomes impossible (7
@3 against the more experienced player. a=
Az Instead try escaping your opponent’s =X
. : = attacks and then swinging them
WOLF'S SHORT SHOULDER | TAP PUNCH AND THEN GUARD | ANOTHER SHORT SHOULDER | POUNCE WITH THE SUNSET ; : sing 5=

RAM WILL SEND THE CHAL- | IMMEDIATELY TO REDUGE THE | BEFORE THEY HIT THE GROUND| FLIP ONGE THEY HAVE FaLLEN | | While they are still stunned. es
LENGER FLYING (€-> P+K) | RECOVERY TIME OF THE JAB (P,G) (€= P+K) K —

=
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FIGHTERS MEGAMIX - JEFFRY/KAGE/LION

D@CEiTﬁfﬁﬂ6§ﬂp

effective on the defensive end.
|| The tornado hammer and

knee, hammer are extremely
useful against restless oppo-
nents. However, his new
moves such as the Middle Hell
Stab and the Kenka Upper
serve as great tools to power
an aggressive offense. Try
antagonizing your opponent

| | with these moves.

:

Since Kage was one of the
most powerful characters in
VF2, he has been toned down
severely. Now using Kage
effectively is a difficult task.
Try to stay outside the enemy’s
attack range and hit them with
twisting flash blades, heel
sweeps and helixes. | Any time
your opponent misses a move,
go for the Rising Dragon juggle
or a Ten Foot Toss.

Being the weakest character
in the VF series, Llon must
make use of his many quick
poking attacks while carefully
weaving in and out of the
enemy’s attacking range.
Although this finesse style of
play very precise and skillful,
it is quite difficult to achieve
and can seem somewhat futile
against certain power charac-
ters like Akira and Wblf

: KNEE, HAMMER “KENK@A HOOK
Bl WiDLEHELLSTAR. | P+K,; KNEE BLAST > K
TRIPLE UPPERCUT PP | FIREMAN'S CARRY 1]° . PGl o
KICK, TOEKICK. HAMMER] " K.KP ©" | | HEADBUTT.KNEE € P+G,€ P+G
KENKA UPPER v P " BACK THROW: ¢ PiG
'LUNGING FRONT KICK| - S CRUCIFIX PILEDRIVER NN P+G
Jeffry is a character most|| TORNADO HAMMER S>ep ' - POWERBOMB' . N P+KG

TRIPLE\UPPERC_(JT,
~ JUGGLE-

USE THE KNEE BLAST T0
FLOAT YOUR OPPONENT
=Y

AND THEN JUGGLE THEM WITH
THE TRIPLE UPPERCUT
(> PP

CONTINUED

CONTINUED

KRGE M

Al

REVERSE KICKFLIP N K+G SWAY HOOK, ROUND KICK| " RK.
. HELDG SPINKICK |0 e B QUICK SWEEP ¢ K
HEEL SWEEP €€ K+G - SPINNING BACK KICK ] " "V K+G.
(. FRONT FLIPKICK [0 g BLACK HOLE €y P+G
RISING DRAGON FIST R CUTENFOOTTOSS [ epiG
TWISTING FLaSH BLADEL] - -~ p-aici | 1ZUNG DROP (AFTER T.ET.) 1 P+G
SPINNING CORKSCREW > K+G o .. FLIPOVER .. PG

095}

gg S —
o5l
\to
GH > -
EU ¢ é‘fﬂ" a A | (S o
7] & | : - 5
- , L P
GET ON THE OTHER SIDE OF | INWEDIATELY EXEGUTE A RIS- | _HIT THEN WITH THE HELIX | HEEL STONP THE FALLEN FOE
YOUR OPPONENT WITH THE ING DRAGON FIST WHILE THEY ARE FALLING FOR THE FINAL HIT
FLIP OUER THROW. (=> P+G) (evep P K
UWON RAFALE
LOW MANTIS STRIKE COMBO PP LP " DUAL AXE-BLADE - 2 KK
| LOW MANTIS STRIKE | 7 NPk MANTIS UPPER >p
SWEEPING HAND J P+K . TURN GROUND: HEEL * e e
SPINNING MANTIS:SMASH| "€ RPK. " | ELBOW, LUNGING POKE > PP
DOUBLE LOW FINGER J6B VN PP LOW SPIN SWEEP - | K+G
" LONG FINGERJABS w| -« wep i LEG SLIDER N P4+G
THIGH KICK v K " . BODY.CLIMB . €3 PAG

eol i
m »jks o i A o -
29 : e T iy
Sy 1 . [ "
s % o
T & { - ~ 7~ = :
S B S Y 5%
FLOAT YOUR OPPONENT WITH | WHILE THE ENENY IS FALLING, | FOLLOW UP WiTH AN FINISH THEM WITH A
THE TURN AROUND HEEL | TURN AROUND WITH THE ELBOW STRIKE LIGHT POUNCE
(e€ K REVERSE SWIPE (P+K) =P P




D'(INK

B U

J P+K+G < LAY DOWN -
HIP'ATTACK COMBO |/ "> RBRK DRUNKEN FOOL { LYING) K.PK
LOW KICK LK . HaNDsTaND - T U peaK. .
RISING UPPER,BACKIFST | &> REP ™ | LEG THROW (FROM HANDSTAND) P+G 1
LOW ELBOW, SPIN SWEEP PK ROLL (FROM HGNDSTAND) | Pk,
'DOUBLE KICK, BACKHANDS] - K KP DRUNKEN ELBOWS P+G EEE
CARTWHEEL KICK \ .. ROLL OVER 3P+G . J| Shun’s power lies in the bottle. |

Since his most powerful moves {=
require him to drink. at the
] beginning of each fight, you
{l should make it your goal to |
| power him up by using the |
|| drunken elbows or by drinking |
| voluntarily(¥ P+K+G). Drinking |
| voluntarily also serves as excel-
| lent bait for the opponent. Lure |
them in and then tag them with
| the rlsmg uppercut }

R R

2

BACKFIST JUGGLE

5 HIT RISING UPPER,

L
A e
POUNGCE ON THEM WITH
THE FORWARD FLIP
tpP

ANrn THEN ANOTHER RISING
UPPER, BACKHAND
(Y N> pep)

GET BEHIND YOUR OPPONENT
WITH THE ROLL OVER
(¢ P+G)

FLOAT THEM WITH THE RISING
UPPER, BACKHAND
(YN pep)

_ SPINNING BACK KICK J K+G ELBOW, FLIPKICK coMBO|  ZR=>RRK . '} \ ]
BLBOW, KNEE: T LT o BT HELL STAB U P+K pbY
RISING UPPER N SAEGsweee: - LT UG o) 5
. TRIPLE JuMp KIEK | " 55> K3G" | MANTIS SPIN SWEEP N K+G
IR LT R S AT : TR G
SWALLOW KICK 7KK  DRUNKEN EEBOWS . "} P46, 1.
JARB. )68, HOOK | BRP TEN FOOT TOSS_ € P+G e
: i s T 0 T To effectively use Dural, you
ELBOW, FLIPKICK > PRK - GIANT sme . LR PYGC] | oiict make use of all of her

T , greatest techniques. The ris-
w [ B ; i : ing upper and the leg sweep
o P ) g 1 ?
Eg = ;&"‘? g s ; S i1]can be used repeatedly to
23 O o B ¥ .7 | antagonize the foe and the
el ] L8 e " i i
e ! A s elbow, knee is great for retali
ol P T e ) /% ||ating after blocking moves. Go
+5 3 ¥ £ <& s /4 "5 ||for the giant swing anytime a
= ; * _|lthrow opportunity arises.
FLOAT THE ENEMY WITH A | TAKE A STEP FORWARD AND | FINISH THEM OFF WITH THE Though the motion is awkward,
RISING UPPER PERFORM A QUICK JAB ELBOW, FLIPKICK CONTINUED : ffort.
b u> p) > E PG > PRK) the damage is worth the effort
cHan
y |
DAIMON TRAP UNUS PRYNYN PR.. DRﬁGon TORNADO | ¥ KKV KK+G
PHOENIX LANCE FIST £« 5 RESP. "DOUBLE PALM STRIKE e3P
FLYING SWALLOW COMBO [ €« RIPRR VK| - SHOULDER CARRY Tf 7. P+G ..
... GROUND SWEEP SUK. BACK DROP € P+G
SIDEKICK, PUNCH, PALM | S K> € P FLIPOVERTOSS ' . € P+G
L OAIRTIGER TWIRL - 2R STUMBLE THROW <l P+G
LOW KNIFE, FLIPKICK COMBO N PRRRK ;Dgﬁﬁou;,m!(gbown NN P+G | [ Lau’s strategy revolves around
the DaiMon Trap which forces
L any blocking opponent to
A, stand up. Opponents familiar
CARR b with this trap know that any-
ot D . time they try to attack during
== 4 e this pattern, they will be float-
~ . ? TEE # | led, so they tend to exercise
g < & - P ‘f’ S X e caution. Ground Sweeps and
= : Elbow Strikes mixed up with
IF YOUR OPPONENT ATTACKS DUR-|  AS THEY ARE FALLING, FOL-
ING THE DAIMON TRAP, THEY'LL | LOW UP WITH THE FLYING (€€P,LPPP VK CONTINUED the DaiMon Trap serve as a
BE FLOATED (N4 NPP,.) SWALLOW COMBO fierce offense.

FIGHTERS MEGAMIX - SHUN/DURAL/LAU



FIGHTERS MEGAMIK - RAKEL/TOKIO/GRACE

Raxel’s blggest asset is his
ability to fight in close as well
as from a distance. Fbr close
range combat, try using the
Light Hand combo and Double
Upper. From far away, the
Death Spin Thrust and the
sliding kick are ideal for keep-

ing your opponent guessing.

Varying between these two
styles can be extremely dev-
astating if used correctly.

4

P

DEATH SPIN THRUST

!

o

24N P2SOP

“DEATH SPIN.COMBO

N K,P2K+G

‘LIGHT HAND -/

S PRP

SLIDING KICK

Vv K+G

GUITAR THRUST

TGP

| .WALL SQUASH

P1G

_ DEATH SPIN SLASH

> K+G, 4 NoK

*| WALL THROW (REAR THROW)

P+G

DOUBLE UPPER

N PP

" 'DEATH CANNON

2= P4+G

FLYING SCREW

[DANGEROUS NOISE

€ P+G

MOTOR CREW

DETROIT LOCKDOWN

1 G, 4P+G

s . D, )

Tokio style is loaded with
rapid pressure combos that
are ideal for keeping the
enemy at bay. The catapult
middle, lightning arrow and
the reactor combo should be
constantly mixed up to keep
the pressure on. ]ust keep
moving around and dbn’t let
your opponent rest. The
fastest way to lose with Tokio
is to stand still. ‘

cZ|
- O o -4
L4 y . e
z= E 3t
cur SN
gu e
2 5 A
=2 x
BLOCK AN OPPONENT'S THEN JUGGLE WITH A DEATH FINISH WITH A
ATTAGK AND GOUNTER WITH A SPIN THRUST CONTINUED LIGHT POUNGE
STRETCH KICK (€ K+G) 2VNpP>>P) (6 )
Bl TR
£ Al Wl 6~
OKIC
STARLIGHT DANCER ¥ K+G, 9K | " ' HEEL DROP LGV K
OPEN ELBOW S TRIPLE LOW SPIN ¥ K+G, VKK
BELLY FLOP >4 P+K+G " REACTOR COMBO K.2PP UK
CATAPULT MIDDLE NK+GNKC BACK WALL RUSH P+G
LIGHTNING ARROW > PR-P SHOULDER THROW 3¢ P46
DOUBLE CROUCHING KICK| - - N KK, > K B €35 P+G
ROCKET KICK T K NECK SLASHING (REAR THROW] P+G

5 HIT.REACTOR
JUGGLE COMBO

L

KNOCK THE OPPONENT INTO

Similar to Tokio, Grace can be
a difficult character to beat
when used correctly. | Using
the Crossstep Launch, Battan
Leg, and the Short Spin is a
must. The Deep Slap and
Blockbuster are also useful,
but should mainly be saved
for defensive sntuatioqs ‘Be
tricky. Vary your attack levels
SO your opponent doesn’t
catch on.

NOW JUGGLE WITH A
THE AIR WITH AN UPPERCUT REACTOR COMBO CONTINUED CONTINUED
(N P) (KPPP,LK)
( /\S 5 4]
SHOULDER TACKLE (RUNNING) P+G | LEG LAUNCH NN K
BLOCKBUSTER. <K BREADSLASHER * G, VK
CROSSBREAD LAUNCH K+G,oKK | GUARD GND ATTACK '| € K.k
- BATTAN LEG PIGK DEEP SLAP >
CROSSSTEP LAUNCH K+G,K.K " WALL THROW P+G,
CROSSBREAD. LAUNCH 25| - K+G, VKK | | SHOULDER TOSS V€ P+G
SHORT SPIN 5 N K+G, KKK |BACK SUPLEX [REAR THROW) P+G
v ' = - ' :
za | ik # ) z A
TE =gl N ST < o ST :
o T e : AT YA
i : Vg b s gt -~
Sp q— ;
USE THE CROSSSTEP LAUNCH | BEFORE THEY LAND, HIT THEM
FOR AN EASY JUGGLE (Hil WITH A DOUBLE ROLLER CONTINUED
(K+G.K.K) SLASH (= K+6,K)
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WﬁLL SC'{&'TCH (NEﬁ'( ﬁ Wﬁll-)

PPP

“MIDDLE SPIN KICK

‘N K5

RAID KNEE COMBO :

2PoK

UPPERCUT

NP

POWER SMASH 5P  KNEE LAUNGHER '] . 4=k
LOW TORNADO PANCH |~ 34N P " *| LOW KNUCKLE, SPIN KICK v PK
TWO HAND BASH > P " BRAIN BUSTER >0 P46
TORNADO. PUNCH cevN» P | KNEE LAUNCH (THROW) |€vd v K+G,iK
DOUBLE LOW SPIN KICK J K+G,VK | NECK DROP [REAR THROW) P+G

3 HIT:DASHING
KNEE JUGGLE

THE AIR WITH A

[ KNOCK YOUR ENENY INTO
[N P+K)

HEAUY UPPER

SANMI

THEN TAG THEM WITH A
RUNNING KNEE STRIKE

(= EK) (1P

“FINISH THE COMBO WITH &
LIGHT POUNCE

sive character. Even though you

and countering your opponent’s
attacks is more reliable. Try

spin kicks to get your opponent
to guard the legs and then

cuts and knee launches.

Jane is best played as adefen-|
can create a good guessing|

game with the high and low|
Tornado Hammers, sitting back |

using the low knuckle and low|

attack them high with upper-|

GXIMUM OVERDRIVE

BOOST KICK SNV € PAG,...
POWER KNOCK P 2. (MULTI PART THROW)|5€ p4G, € P+G,...
FISSION GENERATOR >PPPRP | 3. (CONTINUED) '| €451 P+G
DOUBLE PEACH BUMP | P+K+G,PHK+G"| BIG SWING (THROW) cviNP
ELBOW SMASH > P BIG SWING ZONAFALLENFOR)| -~ €y N> P
DOUBLE UPPER, PEACH: N BRI JACKKNIFE N P+G
LEG THROW (THROW) J K+G TWOLION HUG S€ PG, ¢ P+G

3E S el Ff.‘f‘:ﬁﬁ‘:‘.ﬂ?“ [
) g R “ pakd g %
ZEI iy & SRy S T TR e 7 T
E% A‘c" | -,'t;n."\. ¥ i ;AL] i A ; e | o
gg SR , Fy oot h ya 4 ¥ ”’;
2 7 ot “ ’ “ % P
o
COUNTER YOUR OPPONENTS WHEN THEY HIT THE GROUND,
ATTACK WITH A DOUBLE CONTINUED CONTINUED GO FOR A BIG SHING
UPPER, PEACH (N P.PK) (e 4N P)
PIGKY
KICKFLIP COMBO (RUNNING)|  P+K+G, VK UPPERCUT, HIGH SPIN N PK
SKIPPING KNEE ~ | .7 4> K+G OVERHEAD BASH R G, P
SPINNING KNEE COMBO PPKK . TOE 'AND HIGH KICK | VKK
TAIL KICK COMBO 2UK ¥ LEG SLIDE, MULE KICK | ¢ P+K+G,€ K
HOPPING KNEE K+G OVERHEAD. CANNON «> P46
HIGH SPIN KICK. % LN | PICKY GERIAL (AIR THROW)| € P+K+G
BOARD SLAP e3> p BACK sumx (REGRTHROW)| ©  P+G o,

6 HIT SPINNING
"KNEE JUGGLE

A —— e

AFTER BI.U[V:KINI-SVVAN ATTACK,
RETALIATE WITH A SPINNING
KNEE COMBO (P,P,>K.K)

CONTINUED

WHILE THEY ARE FAI.UNG
GATCH THEM WITH AN UPPER-
GUT, HIGH SPIN (™~ PK]

CONTINUED

Sanman’s power lies in his

throws. Particularly, the
Maximum Overdrive and the
ground version of the big swing
are necessary for victory. His
Boost Kick, Elbow Smash and
Fission Generator are simply
there to camoflage throw
attempts. A good technique is
to develop a simple pattern of
attacks that forces your enemy
to block. Once they get used to

blocking, sneak in your throws.

- w" g
%
i
0¥

For picky, distance is the key.
You should practice staying
outside your opponent’s range

4  and attack constantly with Tail

Kick combos until your oppo-
nent becomes frustrated. This
bait serves as a useful setup
for Board Slaps and Spinning
Knee combos. If the opponent
gets too close at any time, the
Uppercut, High Spin is good
for backing them off.

FIGHTERS MEGAMIX - JANE/SANMAN/PICKY
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FIGHTERS MEGAMIX - HONEY/MAHLER/BIG MAHLER

Honey’s strategy is centered
around low kick combos, sur-
prise honey tackles and Cat
Blows. Once the opponent is
in fear of these  moves,
chances are they will be duck-
mg more, allowing you to rush
in with Cat Stabs, Cat Slaps
and peach attacks. Whenever
you block a series of attacks,

JUGGLE COMBO

5 HIT LEG SLIDE

LY )"“"'s(

| aedl
RISING CAT UPPER SUN P cuem Reemon x.,wpak.
Coseatsiar o ot | CAT UPPER N
CAT STAB P+K LMiGHKIEK: ~ T T KeGe D
_HoMEY TRCKLE [T HONEY DDT >V P+G
DOUBLE LOW KICK, TACKLE KK P " GO'TO HEAVEN |- S psa
wocarBlow Wl bikee | | swaLLow TwisT > P+G
DOUBLE PEACH ATTACK | P+K+G,P+K+G [HONEY.AERIAL (AIR THROW] | (JUMP)< P+ K+G

AND THEN JUGGLE THEM WITH

e s K sef"e s “NENTS LEGS WITH THECAT | WITH A GAT UPPER | R REUERSE ToBKck CONGD GONTINUED
guaranteed float. | SLIDE (& P+K+8) (NP (PP.PK)
MAKLE
ULTIMATE GRAVE DIGGER| PRKR-RE V->P ‘~Huammns;uucu EeYNIP
| GRAVE DIGGER ' | .PPOK,P5P>P |  GUST OF RAGE > p
DOUBLE HIGH KICK COMBO PPoKK | loNGHIGHINEK T TS KD
B qgmpgmp‘gi L KGKPP | | BRAIN BUSTER U P+G
Il mip DOUBLE aXE N KoK | BLACK RAINBOW. © |+ ese pig
_— : — | HIGH-DOUBLE REVOLUTION] - K+Gpe. | BODY LIFT €ClN- PG
: eT:r\:‘w:lrvln‘t'I; :)A;';lsifrﬁgl:‘";:; LOW DOUBLE REVOLUTION K+G, VK 'BI.;E{@[( HOLE (6IR THROW]| JUMP € P+K+G.

and attack with them con-
stantly. This gives the oppo-
nent very little time to think
and becomes rather tdlff cult
to block. The most important
rule to remember wh¢n play-
ing Mabhler is never to stand
still. Assoon as you stop mov-
ing around, Mahler becomes
an easy target. |

.qn

,ﬁﬂa g//

Just like Mahler, B.M. must
utilize all of his combos and
constantly be on the attack.
Really, the only dlfference
between Mahler and iB M. is
how to execute some of the
mobves and the amdunt of
damage between ; their
attacks. |

- BASIC 7 HIT
JUGGLE COMBO

MALHER'S UPPERCUT COMBO
WILL SEND THE ENEMY FLYING
(P.P.P)

CONTINUED

WHILE THEY ARE STILL
[FALLING, EXECUTE HIS DOU-
BLE KICK CONBO (P.P,2K K}

CONTINUED

B [ \
|
i o ;
-
=

g

ULTIMATE GRAVE DIGGER | RR-K,R>PeV->P| " "aNKLE cROss - . | vr*a,w;'x
GRAVE DIGGER | PR>K.25P>p | C(ROSS DESTRUCTION | 1 G, VKK.K.P
DOUBLE HIGH KICK COMBO|  PR>K.K | "GUSTOFRAGE™ 7] " e5>p
- DARKPARADE. | v KGKRP Y| | waALL THROW P+G
MID DOUBLE AXE N KK UBRAIN BOUSTER [ 4piG
HIGHDOUBLE REVOLUTION] - - "k+aae || | BLACK RAINBOW

LOW DOUBLE REVOLUTION

K+G, VK

. GERMAN SOPLEX (REAR THROW]

|
|
|
|
|
|
|
|
|

DRAGON LANCE
JUGGLE COMBO

START THE COMBO WITH AN
ANKLE CROSS NEAR A WALL
(1 64K

GONTINUED

THEN JUGGLE THEM AGAINST
THE WALL WITH A HIGH KICK,
| UPPER COMBO (K.P,P,P)

GONTINUED

l




DASHING ELBOW =P

. UPPERCUT -

M W P-,

DOUBLE DASHING ELBOW

a2 B

.| DOUBLE DRAGON PUNCH

SN P2UNP

BODYCHECK 35 P+K (ROUND KIEK = 1] " 7 55K
{_DEEP ELBOW:SMASH |~ e3P " QuIck ROUND KICK K
ELBOW, BODYCHECK | >->pe>pik | 7 HEADBATT 3 PLK+G

Ts

UPER BODY SMASH[ - - wuwpl

WALL THROW

LOW BACKHAND

NP

o . HEmDSM@sH'. .|

Air juggle combos »n;akés

=] Therefore, whenever playing
{1 him, you should make it your

it] flying with uppercuts and nail
I5if] them with a bodychecks.
|| Once the opponent is in fear of
being floated by an uppercut,
| they’ll leave their legs open

Bahn a fearsome character.

goal to send your opponent

for low backhands.

cial s >
Ea‘ FIS e g » ;
(=) |7 oo A { il E
k3 ”i‘_‘}’ * afiiF | T sowinur=-ai ik
B'Q“W“ !“—“ : l A ilﬂ*.',’—'!'?f Jm!‘ii L L
ST Eer il ¢ O B
TR R e w0 1 o M -
| UPPERCUT YOUR OPPONENT | THEN TAG THEM WITH A AND FINISH WITH THE
INTO THE AIR TO BEGIN THE QUICK JAB ELBOW, BODYGHECK GONTINUED
COMBO (% P) (P,6) (2= P& P+)
'J e / { [ ? /s “ ' |
=l E | ) s ‘:
JANCTTINARSHAL
UPPERCUT NP ‘LOW SWEEP,COMBO. . PRR K
CUELBOW.SMASH T fL N PEK HIGH COUNTERSTRIKE € P+K
SLAP, SPINNING ELBOW > P+K,> P | LOW COUNTERSTRIKE v P+K
ELEOW, SPINNING ELBOW] =~ S RSP "~ RIDGE HAND P+G
LOW SPIN SWEEP L K+G U ROLLOVER - |: < pig
e AXEKICKT ol oK | WRIST MANIPULATION N P+G
LUNGING KNEE COMBO PRPK L GONBLAST. .| (€3 P+K) X 3.

Janet plays almost like Aoi
from VF3 minus a few moves and
guard cancelling. Despite these
minor drawbacks, Janet still can

BASIC 5 HIT JUG-
 GEE COMBO'

YOUR FOE (™ P)

COMBO (=~ P+K,P,P.K)

NS \\ ok ¢ :
DEFENJOH GRADIUS IS SIBA'S| AND THEN JUGGLE WITH THE
UPPERCUT. USE IT TO FLOAT | PUGIRA T0ZZ SPIN KICK GONTINUED GONTINUED

7| to the legs which is very fast and
i | knocks down if hits. And his

Eu o = ARl E0E i N 3 be considered one of the most
28 © Kt sie' e e el 7" 2 « | | powerful in the Megamix due to
E'i & 5" ™ L N 4 ||the severe damage inflicted by
a5 i &§ Pyt i o % .[|her gun. Try not to overuse the
gg ;- ; : {1gun blast, but instead, fire wr}en
7% | SEND THE OPPONENT FLYING | UNLOAD A CLIP ON YOUR you feel the opponent is getting
—1  WITHAN UPPERCUT VICTIM WITH HER LUNGING GONTINUED CONTINUED impatient and will make a
(] KNEE COMBO (P,P,P.K) Hfoolish move.
=
TR
MEDIAM ROUX TG P+K | DEGUREXUXA: N e
| KELTAMEN SHILGRGRE | 26.4p+K,>9R<>P| DEFENJOH GRADIUS N F = i
COKSA FEEMUR VK | QOSAH KAPTEEZ '] T PrK+G
[ PUGIRATOZZ | SSPKRPK ANSEL Vh K
ALUS GRADEE 5> p . RUKTAATEOR [ P46 1
"WSANKU'TEEOH % - &«>P .. | PREHENDREE (SIDE THROW) P+G e
o oy - e . T SN B, SR Siba has four extremely impor-
CUBITOHM adLis SUPING. DROSH (REAR THROW]} P+G - ||tant moves. Coksa Feemur, a kick

three sword slashes which can-
not be blocked (Mediam Roux,
Alus Gradee and Sanku Teeoh).
Incorporating these moves into
your game is vital. Be aggres-
sive, but don’t be foolish. Siba’s
sword will break if he gets hit
too many times.

FIGHTERS MEGAMIX - BAHN/JANET/SIBA
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FIGHTERS MEGAMIX - HORNET/RENT A HERO/ BEAN

armor for an instant move list
increase. This will allow you to
use the other moves we’ve listed.
Sega takes care of their own, and
accordingly have given Hornet an
excellent selection of moves from
the two main characters: Akira
and Bahn. He can be played in a
similar way...aggressive power
move patterns.

: SUPER IGNITION < P+K " LEG SKID
U SWHEELLIGK T s P | IRON MOUNTAIN €35 PK
-4 FIRE UPPERCUT NG | RIGHT BREAK DOWN | 3P
= . ELBOW.COMBO. S PR DEMON BANE ¢ (HOLD) NK
An instantly recognizable ||F| 3OW IRON MOUNTAIN|  >-pe>p+K " SLOW DOWN: € P+G
c(h)aracter with an odd style and | |— - e - - =
selection of moves (Akira’s Iron v SPIRIT ELBOW . 5 LS PN ] TUTAL POWER DESTRACTION ¥ P+G
Mountain !?). First things first, TEk Tsa TRIPLE BLADE g
bust off Hormet's (Supbr Ignition) DOUBLE DRAGON UPPERCUT| V¥ N‘P Jap 3‘Sui&ER RIPLE BLA > P+K+G

e g —

)

95,

N
SHOW OFF YOUR SKILLS AND | | RUB ‘EIIVI INTO THE GROUND

%’Hﬁ' gg,?gﬁgﬂ‘#w#}'"‘:?mg SKIDS WITH THE DRAGON CONTINUED WITH:HIS FINAL THRUST

UPPERCUT (N P) DOUBLE UPPERGUT (ENEMY DOWN, \ P,P)

f

A rental hero? Anyway, all heroes|
have a great mental dilemma

weighing upon their shoulders as

they battle supervillians. His is to
beat his opponent quickly (before

his suit’s batteries die) or be
abused like the devoid of skill child

accomplish the task with moves
borrowed from Tokio and his
Dragon Thunder move. Knock the|
ruffian down; then Dragon Thunder
‘em until death! 2

REAT A HE
P.P. UPPERCUT THUNDER PPPL NP ﬁgmm‘ THUNDER KICKT nGUKISSP.
U BELYFLOP PUNCH . | /54 p+K+GP | Low KICK THUNDER coMBO|  PPAKL NP
skt e e N P+K LOW THUNDER ° VKU NP
ENERGY UPPERCUT THUNDER| > PPUNOP | | RENT @ SWEEP VK+G
DRAGON THUNDER YN P - BACK WALL THROW <pig
wpaijoveomso sl . ppKe [ | @STRO THROW >€ P+G
MAZINDA'S Z COMBO KK "HEGA TOW THROW. | | 5 € prkaG

he is. The RAH suit allows him to| i

S e
- iy T x.

Cute, hyper, and a pyrotechnical
prodigy, our pointy beaked friend

Bean is a frantic and explosively

hazardous fighter added to the
(Mega)mix. Remain a blur. Set of
some fireworks...this is Bean’s
strategy in brief. His (her?) main
attack is the Beak Straight or Beak
Attack (PPPPP). At farther range,
his bomb toss technigues are
effective at spoiling your enemy’s
plans. Since his throws only work
against Sonic characters concen-
trate on using d/f+P and b+P+K to
initiate juggle combos.

-

GET ‘EM FLYING WITH BEAN'S PRIGHTLY DASH FORWARD

ROLLING UPPERCUT (N P)

AND NICK HIM WITH THE
HYPER START (€ P-+K)

EFFECTS AS YOU CONNECT WITH|DOWN WITH HIS BOMB
A HORSE KICK (=>-> K)

4 & {
gty i
ROCKET YOUR OPPONENT | NOW SAVE THE GITIZENS WITH | |
INTO ORBIT WITH THE ENERGY | THE GLORIOUS GALACTIC CONTINUED CONTINUED
UPPERCUT (N P) ELBOW GANNON THUNDER
WOODPECKER PRRRP "\ HIGH REVERSAL & P+K
" WOODPECKER PUNCH | . PRRPP. MID LEVEL REVERSAL ¢ P+K
WIND UP PUNCH, BOMB > PP LOW-REVERSAL™ 1| .1 P+K
. BOMB 70SS " . e DOUBLE JUMP KICK > K.K
UPPERCUT, BOMB N PP CFIREMAN'S CARRY N PG
~JUMPING PUNCH % TP | STUMBLE THROW <V P+G
NOSE DIVE s P46

BIAT SOUND |BLAST THEM WHEN THEY'RE

THROW (ENEMY DOWN) ¥ P)




i

0, Ck

POKA POKA DON

PP

SR

< PUNCH 2001

Sepi

" HAPPY BARREL

S PAPOPIG |

KICK 2001

€K

DEATH AND Dﬁ'(T

SPPPPRPPP

. YAMAGOYA THROW 1]

PG

S>3l rePt+Q

JUMP+P

KUM@a CHAN MULTI
PART THROW

=Nl e p+B)

START THE MULTI PART
THROW WITH THIS INPUT

AS SOON AS YOU GRAB THE WAIT DNE SEGUND AND THEN
OPPONENT, INPUT THE SEC-
OND PART (€-> P+6)

INPUT THE FINAL COMMAND
(€ P+6)

GROOOO!!

OX ATTACK ' S5 i Y|  WAY OF THE BEAST
"~ SALMON HUNTING V P+K+G,P+G | BEARHUGPTY ~ | Sepyq i
“YANYANYAN %]  e>PBR . |PT.2 (AFTER BEAR HUG)| << p+g R
GOODNIGHT " WILD aNiMaL " Ve p+G . || KumaChan is easily the most

his multi-part throw.

annoying character to play
against. His obscure attacks|
are difficult to guard against
and his size and movement fre-
quently confuse the enemy ‘s|
perception of range. Use this
knowledge to your advantage|
and try to be annoying as pos-
sible. Whenever you can, go for

Some people take the Mardi | |

Gras a tad too seriously. Deku
may care more about being the
life of the party more than fight-
ing; since his goofy moves are a
tad sad. His juggling tech-
niques are nonexistent, and
best fighting moves are funnier
than they are effective. Use
throws when you have the
chance. Otherwise, in a random
fashion, use his Deku Uppercut
Uppercut, Deku the Violence, or
Deku splits (and hope for a
quick beating so you can
change characters!)

DEKU PUNCH. P < DEKU FALL Alhold) P
DEKGELBOW . [ s P DEKU MIDDLEKICK NK
DEKU UPPERCUT N P . DEKWKNEE: = 1] 7. 5K
bgna .u?pzncgj'ggmicur : NPP DE‘K(I SPLITS- VK
DEKU HAMMER Y P+K+G "DEKU.JUMP HAMMER |« )
DENU THE VIOLENCE .| €« L v PeK+G| DEKU ROLLING SOBAT 1K
DEKU LOW PUNCH VP . DEKU'BEAR HUG. . S PG
(S . s o— - —
% (== ¥ =Ekte W
= 3 ’ E250 ;oo
& ; PN =5 g5 Foih
FIRST, KNOGK YOUR OPPONENT |GIVE THE SPECTATORS A SHOW | NOW, BEFORE YOUR DANCE
OFF HIS HEAVY FEET WITH A |AND YOUR OPPONENT SOME PAIN|PRRTNER AWAKES, BEGIN A BIG SPLAT!
STANDING KIiCK (K) WITH THE DEKU SPLITS (4 K)  |pouNGE (1)
LR
ONE-TWO GUN! PPLP . TORNGDO.SPIN. .| - 1. P+KT.
| TRIPLE CANADIAN KISS | 7 > PP TIMBER SPIN > P+K
LOW HOOK N P+K SHYPERSTART = 7| T €P+K
. “GUARD & ATTACK | > (HOLD) PP *| BEAR TOUCHDOWN > P+K+G
DOUBLE POWER PUNCH e TaKE THAT & THAT. | €5 P46
< SHOTPUNGH™ s - L upp BACK STRIKE NV P4+G
BARK ELBOW COMBO > PP L GIANTSWING | eciNoPiG.
4 e—0 0 — = =99, 9, — o /g9 =
ek f g ‘ \ ’y g

WITH THE POWER OF AN ABON-
INABLE SNOWHAN, BARK
UPPERGUT (" P) YOUR OPPONENT

FOLLOW THAT UP WITH HIS

DOUBLE POWER PUNCH [ ¥ PP}

NOW SQUASH YOUR ENEMY

CONTINUED

INTO TASTY FROZEN MORSELS
WITH HIS POUNGE (1)

Big, bad, Bark. Well, all Bark
and no bite would be a more
accurate description of our
slow footed friend. Bark is a
power character, but he doesn’t
get much chance to use it due
to his tree like speed, or lack
thereof. He is especially weak
against non-Sonic characters,
which he is unable to throw.
His strengths are his hook
combos, spinning clothesline
moves, Shot Punch, and
Canadian Kiss. Use these
moves with good judgment.

Fighters Megamix ends.

(61)

FIGHTERS MEGAMIX - KUMA/DEKU/BARK
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elcome to the character gmbe for what may be the best
‘ i Itnabxtlonal RPG of dll time - Konami’s Suikoden. Rather

than 0oing a generic strategy guide (dungeon maps and
such) we 0ecideo to reveadl the location of eacg ano every of
the game’s 108 characters; a much more important aspect of.
the game. Howeuver, it must be mentioneo that the characters
are listed in the oroer you meet them in the game - not neces-
sarily the order you can actually ]?, et them in your party. The
‘LV.” in the upper-right corner of the info boxes represents the
level of your castle, which increases depending on how many
members you have. Certain characters can onliy be gameb
when your castle reaches a certain level. Enjoy!

lnF@'q:

4. The Main Ch izacfen very
“ well may be the e051q5t

— = I character 1?&4 he’gama to
get. Wh;yz Because you don’t have to
get him! That’s rightll He'’s there
from the very
beginning 9} the
game!l Why, you
ask? Because he's
the Main -
Characterl!

Cascle Levels

WI-1
V9 - 95
V3 - 4
V4 - 90

Thesé numbens {

d_gpnesent noJof |
rmy members -

<z
PlayStation

=11 - Character Portrait
9 - Character Name
5 - Character Level

4 - Character
Description Text

5:- Character Location
gcreenshof(s)

06 - Character Location

SUIKODEN - INTRODUCTION
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108 Stdrs fo

well, you 0 nf

]om Your p l;;f,(b;f R the
a A by the
9‘? hbue rqass

ill- {gfeb‘Teb) near the beginning of . | anytbmg to get her
the game in Gregminster. He has to eno of the game sh
be in‘your ventur- magic points, ano.
ing party. til ah... Cleo!

Magles nn, leave, wal
talk to him. He’s a vg
member who
should stay in-

mh unb J
aBle team

|/ mio-way through s 1 | her a bandl AlL your venturing «
the game. W = o (1] right! ; party right

o

hardbten inthe game ypu neeb to'ge
 the [inst time. automatically.

{to tbP bar and speak : d K ouan, just talk o him and he'll
== Camille, in the upper-left join; the fi e get Pahn fo Level 35 or 50 to dereat Teo
Corznen After an, amu ng‘eoent wij in a duel near the miodle of the game. The secret to beating Teo is
, g ﬁb waiting 6ill he unleashes erate Attack, then simply guarding. Teo
Gremio, she'll join e's fairky shoald repeat the Despe ack over and over... just keep blocking!

weak in battles,
and my aovice s

to bnop her for -
»st nger gg‘ﬁgjao

4 dice, you esse
# Yam Koo, als ,
be selectable as a pa EE bme,ply in Gnegmmste She«ll join
until you gain the castle n. you and bu!lb an exf ni‘ely uﬁe;:ul
advice: Don’t put [ree-inn insioe
him in your party | [ youn head ap/
until you have to, {
ﬁw en you‘}iAnp
‘Kanak and

blC@: Ir ;you win, P;e I
He isn’t very efrec
unfortunately he ———
has to be in your

parzty at rew
key parts o _yz,ze
gne £ T

RT 1

game, Marie a the Fy ‘

8 your castl wl}ofe you she
necbs acook. Go to the inn in Seika |

and talk to Antonio He'll join. 4 ever forget what

A¥ ' during the course

of the game, talk

to Onil; she'll give :
LYo aclue/g
| ; Y.

m@lé part of Seika.

 GREMIO, CLEO, VIKTOR, CAMILLE PAHN, TAI HO,
| VAM KOO, MARIE, ANTONIO, ONIL
1 , t
| -

SIIIK(II]EN?\ CHARACTERS P
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( use Maqfen anb |
Pupil Beat” attaek, which bits coeny |
enemy on sGree = :
’ , To get him §0°
‘army until you ’ Ly lﬁ 1go to Garan
get Toran Cagf I Bridge and simp
talk to him. '

her. l,c you i
Trick Rune ]

- equip her with i
she becomes g

Mll Tlllll SI[ VERBERG, KAI, lﬂﬁfllll KRIN, GIﬂlIllNNI
"CHANDLER, MEG, SERGEI, GASPAR, LUC, ROCK

SUIKODEN - CHARACTERS PART 2
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SUIKODEN - CHARACTERS PART 3

He’s rairly powerf
because of his
Trick Rune.. it *
ooes 1.5 oamage«
w;;b no pey[’ges.

gla
Kouan. Just talk to hi

Wben Lepant joins you at

» n? llezﬂ{ﬁ'll
oin as wel She and Lepant |

in bgttles together ar asegul with
their Husband-ano-) ,r, e Attack. At
high levels sbe
gets a larg

1 amounto magic.
, ;po ftq too jﬂ

the oust settles. He’
in battles and
very powerful
(with therest of:
his pamily) i

an y sﬁmmlsbes

youg anmy simply t;l&

wltb botb him and Va

able to use their power
like combined ‘
attack. =

ben{; He'll then guioe
lage. Although he’s afa
long-range attack-
e, you will need
o gethin to,
Level 35 to.

Rabi.

he’ll join. Fairly
useless in battles

unless grouped
with other a(k-

smiths,

Mace. Yourll Find him ig
Great Forest; just talk

,you nd'can be foun
ment of your castle
[orms thel palu-

able task o j tele-
pontmg y

‘whegr-
| ever you've

already been.

anb be’ll*]om He wll
your castle that grot

tle increases in
levels. A€ :Peﬁn’b

of the'ga e itll
be ‘jémél-j_

encrusted won-

because o,t hen
Falcon run

which 0o sT REE
Ti“ ES norm
agé’ with no

You/ll. £ind him in Dwagg Vil
talk to blmianb he’'lljoin,

JUPPO, LEPANT, EILEEN, UARKAS, SYDONIA, KIRKIS,
MAAS, SANSUKE VIKI, VALERIA, MEESE— -




10 [ing
er, there.
only join

= Returr
Templeton, @ }E
Talk to him @
your army i&
lend you €

\increoibly use; ‘
Suikoden Map

0o the Kobolb
Attack with

appe o
he Kabolo
, 1S a generic

\ ring Lepant
The silent to him -
away; Flik
little morey

g fng party
mben.

any case.
: attacker.

TEMI’[ET 0N KUROMIMI, S l’l VINA S TllllIlIN KWANDA ROSMAN,
 HUMPHREY MINTZ FLIK, SIIE[NII IlPPlE : GUINGV HELLION

PlayStation

SUIKODEN - CHARACTERS PART 4




55 = f . i
; 2|17 When you reach Liukan's
& house, you'l 'p’%b you gan’t
pass the rapids there. Talk He will make the oil-pow- To get him fo join, you have

toa, boatmaker nameo Gen in Teien, erzeb engine that ll get you through . to be at Level 43, whi youllbe
who will introduce you to the scien- the rapids that block Liukan’s her- newhere near wbe yod ;:msp

. " Gen the boaf.tzaﬁ er will i Eikei.can be zuns in the
s)aon introduce you to Kav(nbol.i || northeast CorRner of Teien.

tist Kamanool ano g mitage. Try. encounter him.
join your gﬂmyﬁ‘ putting biyanb‘ Remembeyow ‘
G T Gen in your party & come back later.. f

and trying thein
amusing combina-
tion attack.

Logee LiLv3
@ Lotee will w%ezgathen
cat,is missi eme

= the lost cat/in Kaku? Return

; You 1L meet @TGZA i
1 mn, where sh l‘as“kg}é

gnab it, and refurn i /a Lof,fe Sbe’lﬂb (hagacten is equnppag(méh‘* oe

]om VOUYI army.

Shoes, and dance wjth her. She'll join.

' ' be founo.at
the Armory in Antei / alk tc
S him and ,'yodi 1 ly"ab ;
recruithim. He will sef up'an
exfrzemel‘y_'cormenu;tgé armor shop |
inside your castle

Antei
anb she'll join ; s'6’o‘n
as she arrives at you bedbqaantegg
she will begin her business there,
allowing you to
equip runes'in.
your castle.

{/ ‘i/“

be qble o recruit hin
dereated Milich and i
Teien, ano Rikon.
Once you have, &
just talk € hiEp. "

( +-

“When you're Rying to e

(o esu;(z
Liukan, Mathi u will ggest'

Bring it to Esmeralda and she will J p/ou go [ind Kimberly and Teslain
join your cause. /Fm b S Antei. She bas an mf rig scene with
Flik..« basmally, sbe
oemanos t
“pretty b ys
company ;o tbe
nightl ~

lu'EN KAMANDOL EIKEI JABBA, lliT TE, MINA, OLON.
CHAPMAN, JEANE, ESMEBIIHL{I, I{IMBEBI 4

| ' |

0
monsters in Somen:}ﬂmon

SUIKODEN - CHARACTERS PART 5



\you can recrui
him. | dne’s
| pretty good ingat
| [fights! ;

. | Genenrdls,

| | NOT execute

| | then ask him"

| join. He is a

| Oecent front-g
| attacker.

(talk to him [or ¢
souno test.

. all. Being them ¢
| lvanoo and he!

| powerful Pi
| | Attackona
‘beat them. The I
~ they'll join yo

TESLA, LIUKAN, IVANOY, KASIOS, MILICH OPPENHEIMER,
KASUMI, AN1I, KANAK, LEONARDO, GON, FU SU LU

PlayStation
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PlayStation o ! d B 2 TO get Melobgg ;i; ' ' Ste ¥
fhe game at the inn i - ffl allows you to change gour | ; stews in both empty houses
&"‘ Kobold Village, l}ut actual- system smﬁ%sjov{&s’t | " __lin Kirov, thén go'to the big

ly necrzmﬁ him you nee Kmkls (E50 [inst pnb the ¢ Gozmb}éyne‘mkalekk house on the south side. Tatk fo J

your party, and he | be ¢ ' then bring it to hersShe will join. Lester, and he'll joinyod.

35. It’s worth it,
through - Rubiis a

highly’skilleo long-
; M};ge attacker.

You can find Geol ge‘; in.

\fh(‘ Kiroo Inn. Talk t;yfm g Kalekka ba?
. — ano he'll invite you to play « 1 you until y
Concentration- like game. Match all | Level 4.0Once it is, ta
the cards within the time limit and Mathiu at HQ, then galk
he will join you. '8
Should yo:x}ynen

want to play
‘again, talk tg'him
‘at/your castle.

o

a hard char
talk to her.

“Sarah the

“You will meeiﬁl} T
the gardeneR ¢ tbsi‘?ént}z

%4 5ide of Kalekka. ;}ﬁ alk to
him fo join, but make SurRe Y

NOT step on his belgt
o, you muit leaoe

the town anod. *
come back to

Recruit him 3

buy SUQAR, | then talk to ¢
in the oroer below: Th o
£0 pl(mgl If you

] Y(»au’»llimeet K% 3 ands
Ledon (remember CE/E |
when you vgacyﬂg :

RPSIGCGDCE‘; secret factory. Depend,
them prom Ronnie ‘@iant Woman”

Bell ano they'll
join your a })r(ug/

brzuggeb you back on.
Show heart and tell:
know Kessler and 3
Ledon. They'lLgo

to your castle and
i

has equpgb - 1t 00es
age with no penal-
ties. Try 2:: ing

gherz ano R
\a cool Con}’bﬁgb

atfack’”

RUBI, MELODYE, LESTER, GEORGES, LEON SILVERBERG,
SARAH, BLACKMAN, RONNIE BELL, KESSLER, LEDON

|
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ation, and ke’
Join.

need to pay
20,000 bits
his seruvices.

h 1om YOUR arin

2ES

2ce. Deep in the Qlon F ]
like the screenshot | ) C
[0 a hioden chest containing | | Yorgll n - Warriors'
rriors’ Village and Window ] ;
0 window colors!

| onthe le;f Walk
the Window Rune. Bring
joins. Use him to change /C

5 three, ub, cup

Maas, Mees e
ano talk to

which can ré
beab charz i

I{IIGE MﬂS I{llN 10, ALEN, GHENSEIM KIRKE,
WlNﬂﬂW Mlllmﬂ MOOSE, FUKIEN, MORGAN
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y 7_.i ‘ Fino Hugo th r 5S¢
= | [Found in tb@éon Te l::mlr

] To get Zen the gardener,
 you need fgdb b[z;g;ée%

in Rikon, y ouv)ﬁée 2l " join. Duriny yo iest you'll
arriors’ pno “Old Books;” gu Hugo
to hlmr Once be able to geab thel

cave anod give 1@{ He’ll

Teien, anb REO see08 il
Village, then give €

he has his rain- ¢
bow-hueo beans o’ |

behgbt he'll join
8/07 j
i j

Al acter to ge€in € e game. In
Qlon cave, alk e wall
‘ in the shot ,Qélow to
find his hiding place. ?ﬂtg[e;y has the”
most MP of any character in Saikoden.

."’

amon Tengaar nene lbly use- |
;ul she'll have a quQ-blgb qmount
of magic points b,y :
the end (;{Zh

game. Equip her

:LDI ha Flo(u?'%

and j ]om';you He’s an a nqge ,mont 3
row attacker, but he can O
interesting com-

Attack” wit

bined rpm?) L s
“Warnior ')V}lage
i

bebmb the

L ‘ e
way back up to the to ;.‘Iaon of his ¥ ONEOUTOF EIGHT tim angon ngbts rathel  Just
castle and you'll F"ﬁgﬂémengaf inn at Rikon. Talk to walk all the way Ulﬂfe‘sibe of the
g000 frONt-ROW Check out ¢l : castle on t
attackenr bszggch- shotgunll 'ﬁi‘ cool right and talk to

‘ing ror the black hidden event, take, ‘him. Hes seful

hmz to the grave-

w{t own ff %
0 p% an banmg 15
the endgame. ) A ..
; € Loratilo: Rikb:

night Yuber. Just
talk to/him and

: Humpbneys

¥4 ) Kreutz can be ‘fou

) the Drago mglff
Forztness Talk to blm

p/ou save the Oragons. ’ o wmﬁ you ‘won't h
in your party, and , back to your castle bﬁ you. in‘your party. You rﬂ;:
is a gair long- o s

vincing he'll join s Meese, Moose and ¥
Yyour cause; .~ @& = range gfta Mose in y@o}z ‘
: -y ; party an talk to. §

2im. He can sharp- o
z(ogi weapons [

ZEN, HUGO, [.‘ﬁlIWl[ Y, HIX, TENG#IIB PESMERGA,
"CLIVE, FUMA, KREUTZ, Mlldlll, MACE

|
|
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ile he cantbg | | Island. Futchy g “ 2ight ‘ o1 ) e. He will appear
arty, Joshua | | Class, will alsoy; ‘ - op [loor after

ano beg g/ou to
save his master
Warren. All
RIGHT!

must return
Moravia ca

spring him,@u
\and recruit hir

Suikeden [Full Characeer @CM’C

nd there you have it! All 108 characters
revealed for your Oelight and delectation. At
his point, let us take time out to ask you, the

1 Shasarazad % ’ €O | reader, which type of guide you prefer, as future
' tojoin - she 2 : | issues of MegaFan shall be governed by your input!
E. bf‘tes ot She' g & = - Was this guide useful, or would you have preferred

fi more straightforward strategy? We'll read and

| Oigest all your criticism in a never-ending quest to

' better our standards. But for now, let us bid a fond
farewell to the mystical lands of Suikoden...

| MSIIIIII, FUTCH, TAGGART, GRIFFITH, WARREN, KASIM HAZIL,
MAKIMILION, SANCHO, VINCENT DE BOULE, SONYA SHULEN

‘ amng/ just “to8
your death w
| her own eyes
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WILD ARMS - SURF VILLAGE

Gather round, fair warrior, and bear witness to our Wild Arms coverage! The next ten pages provide com-
plete maps and walkthroughs for the first four dungeons and two towns in the game. The most cunning puz-

45 Gella
Power Apple
Hearty Apple
Heal Berries
Light Shroom

 zles and/or placed items are shown in box-outs. Happy adventuring!

the South Collect
m danger. Stock up on
e town. Leam the basic

eTalk to Mavyor Pifer in the big house to
the North-East to get your own set of
bombs.

*Throw one of the chickens next to the

4 dog to transform it into a Light Shroom.

“eCheck all the barrels and crates to find
Iden items and money.
your game before you leave this
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DARK SAVIOR - INTRODUCTION

i second dlary, but they’re not essential.

L

THE PARALLEL SYSTEM . )
Depending on how you deal with the initial blazmg ship scenarioy, & 1kes place in one
of five different parallel dimensions that totally c Vimge the events JaileRs island. Below is a

chart that details each of these parallels and how to get them. :

TRANSPORT SHIP
In order to make it to the Captain’s
cabin in time for Parallel 3 and 4
(under 3 minutes 30) it helps if you
make use of the two short cuts hid- |
den around the boat. SHORTCUT ONE: When you exit the room with what looks like a slot car track on the
A\ table (after coming in through the window) go left and you will corfne across a series
a few rooms.

3:30a0

of sliding platforms. Jumping across the blatforms lets you

PARALLEL B
SYSTEM

SH F.’TCUT TI/O:In this

0 reveal a hole in
floor. Drop down

P5

PARALLEL ONE - A HUNT FOR THE EVIL

As you battle with Bilan’s clone, the real Bilan escapes the transport ship and he s towards ]allers Island. By the time you reach the
island, Bilan is already on the loose and Warden Kurtliegen has declared a state of emergency@¥our mission in Parallel One is to hunt
down and capture the villainous Bilan. But why would Bilan travel to the one p e where it wa ed be executed? You get the feel-
ing that Kurtliegen isn’t telling you everything... . -

ORDER OF EVENTS:

- Search the town for hidden chocolate and make sure you get the Sword Power from Oli hocolate). You

ls)hould already have some stocks left over from the boat. Fight one of the prisoners for the key to De o the JLO

ase

- Get the bottle from the lower right hand corner of the level, behind the crates. Talk to lpor which

leads to the Warden’s castle.

- Follow the beams into the castle. Carry Drizzit with you on the way out to receis

castle follow the sewers back to the JLO camp.

i - Take the second exit from the JLO camp. After a brief sewer section you will emerge in the b 12

room you will find the main power switch behind the prisoner’s quarters. When you come to pour the aci

- A series of basic puzzles: push the mummy into the coffin; put the rocks in the pots the

hldden room behind an un-lit lamp near the stone lion; jump on the sand tornados and knock over the bro

- Talk to all the people inside the various buildings. There is a hidden ladder in the to op

town that lets you climb up onto the high walkway. In the room with the giant calculator lf‘)ok at the posters on
secret code.

- In the laboratory you fight Doc. Try to capture him as he’s a handy ally. You can search around f

- In this parallel you only skim the surface of the three towers. Ultimately you must ascend to the to
tower to do battle WIthQE e Parallel One final boss: M. Bilan. Just like ordinary Bilan, his eaﬁot is his back.




o

: LEL TWO - A HUNT FOR THE HEART
Barian defeats Bilan on the transport ship, and is stunned to see that the
person Bilan was in possession of is none other than his brother Luke! The
only way that Garian can save Luke is to find Wouda’s diary, a legendary
bogk that is said to be hidden somewhere on jailer’s island.

ORDER OF EVENTS

- Warden Kurtliegen meets Garian
in the bar and opens the door to Death
Valley for you. Everything is in the same
location as Parallel One except Olivia is
missing.

- Bruno tries to convince you
that Kurtliegen is corrupt. You agree to lis-
ten to him and follow Drizzit into the castle
to see proof.

f - Whlle in the c?le Drizzit falls into the toxic vat and is transformed into a polygon monster.

le to win her over.
tve the circuit board puzzle to reach the vault and get the diary of Wouda. But watch out
for the lasers on the y out. ey’r harmful, but not fatal.
- The first of the two mine €art sections. This one is relatively easy. Learn when to switch between the outer
and inner cart views. Kay is captured and Kurtliegen pursues her into the catacombs. You must follow.
- Thankfully, the catacomb puzzles are already solved. After giving Kurtliegen the diary in exchange for
Kay, you must go back a room to free Kay’s sister.
- The calcul; oom is broken, and you must exit the city the same way you came in. Once

again talk to everyone fora fews

- You must enter
Gold are obtained by beating the two St
fight the last boss, Drizzit.

.fthe towers to get the three rings: Copper, Gold and finally Silver. Copper and
ues of the same name. Silver is actually Kay, and she transforms into fire Kay to

The mine cart section
A is tricky! Memorize
;‘A the tough jumps!

Y

PARALLEL THREE;
Garian reaches
before Bilag
ship. Gaj
Islandg
this t
litt e & [ rorture >ome«r=

JLE strike a deal

RN i

ent with the young boy has greater significance in this parallel, though you don’t know it yet. Once again

ches you to find the secret JLO base.

'ou have to take the tough path into the base. When you get there it’s already been destroyed by Bilan. Remember to
he bottle before moving on.

- - You follow Bilan into the min
oft n) you find and defeat Bilan.
-j J. initiates plan

. After the second (and more difficult) mine cart section (you have the use the in-cart view

DARK SAVIOR - PARALLEL 2




DARK SAVIOR - PARALLEL 4

i.: r’r‘l:. A

o

¥ N ¢
PARALLEL FOUR - A HUNT FORR{ESIROLH
The clock is turned back to whenhyou first left for i’s island.
DARK SAVIOR Back on the mainland your bounty hunter friends pi€iup the dis-
tress signal Garian sent from the transport ship and d@gide to come
AHUNT ;8”;"}}"‘; —— to the rescue. Meanwhile, Gariaq is arrested urdefing the
young boy in town! What’s going on!!?

i A
L gb i de 2 4 el

ORDER OF EVENTS:
- Jack explains the concept of parallel di ons. Two parallels have col-
lided and now you have to fight for your existence against an evil Carbon Garian. You have
exactly one hour to complete all three towers, rescue your friends and escape the island.
There are no save points in the fourth parallel,.. so die and \|ts back to start!
| - Things kick off atop the silver tower with an epic assault course. It takes
a lot of patience to get through it fast, so keep practicing. have to be quick if you want to
save all your friends.
- You should be familiar with the puzzles in the Gold Tower by now. Speed is
the key. Be careful around the spikes because death means re-starting the parallel. If you
rescue any of your friends, use them in the next battle.
- A lot easier than the Gold and Silver to
back down you can fall off the ledge to re-start at the lower
- If you do the three towers fast enough you’ll
(including Kay) before the final battle. After fighting Meg y
Carbon Garian. Defeat him and you’ve got 90 seconds to ma

HL -
Security: It seems lxlm every day
I torture someone,

B e



PARALLEPFIVESTHE-MARATHON OF DEATH

This isn’t re rallel as such, more an endurance test. After losing to
Bilan yougdre ta an arena where you must face off against ten different
opponents, on er the other. Mushai, Indigo, Kurtliegen, Bruno, Bilan, De B

Bose, Blade, , Sean
to fight all of ghem!!

d M.Bilan. The catch is, you only have two energy bars Parallel V
re some fighting tips to help you out. THE MARATHON OF DEATH

FIGHTING TACTICS:
1. THE DASH ATTACI¢-The dasl“ig attack is the most effective attack in the game. Hold down run,
charge towards your epponent and press attack. It does a lot of damage, and normally knocks your foe
to the ground. Try to repeat the attack as they get to their feet.

2. SPECIAL ATTACK - When clo! an opponent, hold down run and press AWAY and attack. For
Garian this move is a spin kick varies from character to character. It also counts as a finishing
move in the point tally.
3. SUPER ATTACK - The charged super attack always does the most damage, and if you can finish an
opponent with it, you’ll get a special Finish point bonus.

4. EXCHANGE - Make sure you are touching your opponent then press towards and attack. You swill
swap places with them, giving you a chance for a back attack.

TRICKS

Once you have completed all five parallels
(and have the game position saved) load
the game and access the fifth parallel as
per normal. This time however, plug in a
second pad and a second player will take
control of Garlan s enemy!!

et ‘»/,»:rr _/- i

The two player mode is

In the sound test hold down X, Y and Z SRoistmale sl :
while a music track plays to see the notes ~ G2rian doesn’t loose!
‘represented on a keyboard.

Dark Savior Sound Test 1 a4 2N e . ' 7 q
BGM Nt Bes: TS 67 25
Prologue A ® 2 Ba % h e SCastle
SE 000 \ ;’P%;K :

Stereo %, ‘_ﬁ{ &‘ B

5% Junhsr >
Press the S\art butfonjto play BGM -
Press the B button fo exit l Lt I
T T TR

DARK SAVIOR - PARALLEL 5
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Lobotomy’s PowerSlave is a hugely underrated first-person perspective shooter that/combines traditional corridor blasting action
with an adventure based non-linear level structure. It is also loaded with secrets. In fact, the first time you complete the game, your
real quest has only just begun. Listed here are some tactics, an exclusive missive from the creators, and the location of all 23 team
dolls. Remember, don’t start looking for the dolls until you have all the artifacts, and all the pieces of the radio transmitter.

THE WEAPONS OF WAR

 MACHETE . PISTOL .. M-60
S "*":t weapon you find gives an The M-60 should be your staple
Shot Co-weapon energy weapon. It clears a room
t d is good for dealing lesser enemies in seconds
be used “h t enemies like scorpions can pin Anubis Zombies, Mummies
either a =S )T birds. Unfortunately = and even Bastets. The
b) w e bl tc Y% it is pretty in-effective P only downside is hasty
out of i aga ore than one enemy. #l ammo consumption.
BEST VS: P;u NHE E VS: SPIDER, BIRD _’! BEST VS: SCORPION, BIRD,
[ OMENWASPS, ANUBIS ZOMBIE

= i
. FLAME THROWER s. COBRA STAFF
The ultimate close range weapon PowerSlave’s rocket launcher!
for a single target. The flame Except this one homes in!
‘ thrower stops any enemy in its Unfortunately, Lthe = cobras
provided you can master : t tracks and can even set them ¢n aren’t very damaging, It~ often
of angled “hrov fire. Very good agajnst misses and can hurt you
It can also > bosses. Uses energy ql kly. at close range. It can
lerwater. i BEST VS: ANNUI JOMBIE, [e7 \ be used underwater

EST VS: PIRANHA, MAGMANTIS » MOMMY, BASTET, ANUBIS j SO et B
ST VS: : IAN

{
|
X

.RING OF : : \AN CLE

Keep the buttag \
more powerf
her All weapons in Powerslave use the
fires same ammo supply. Make sure you keep
eams of 4 your most frequently used weapons
which | (ie. the M-60 and Amun Bomb) topped -
up at all tlmes,

BASTET,

Some people may have figured out by now (if they have collected all 23
team dolls) that the Playstation version of Powerslave (aka Exhumed or
1999) does not have the hidden Death Tank™ game found in the U.S.
and Japanese Saturn versions. But hey, we needed to get the| Playstation
version out for you to play!

We haven’t forgotten to reward those of you who do complete the ulti-
mate task of finding all the hidden Team Dolls, and intend to make it
very worthwhile to use your save game file from Powerslave with
Exhumed 2 (or Powerslave 2, working title). We are full of crazy ideas at
present... none of the ideas are finalized and some we just don’t want to
share... but here’s some of what we may enable through your|save game:

1. A normal saved game might open up certain areas on the Exhumed 2
world (hidden levels) unavailable otherwise. That’s if you don’t finish
Powerslave with all the transmitter pieces.

2. A saved game with all transmitter pieces might additionally allow the
player to use artifacts, weapons, or other abilities from the Powerslave
saved game, even if they aren’t included in Exhumed 2. Imagjine having
the ability to jump higher than your friend during multi-player battles or
nailing them with a cobra from around a corner! Hell, players might even
get limited use of Dolphin or Eagle modes...

3. With a saved game containing all 23 team dolls from Powerslave, we
plan to include either the fully updated in-house, Lobotomy-only version
of Death Tank, featuring eight players, Blitz rounds, nuclear dash bonus
weapons and other effects not found in the released six- playqr Saturn
version, or a whole new bonus game different from Death Tank We
might even hide a second bonus game in Exhumed 2 which |smot fully
featured for those players who don’t have a team doll saved game

Whatever the case, you can expect more trickery from Lobotomy
maybe another Lobo-quest! We don’t know for certain yet, but you are
well advised to keep your Powerslave saved game around for‘another
year while we prepare the greatest game ever!!! |
Thanks!

Brian McNeely
Executive Producer, PowerSlave

POWERSLAVE - OPENING
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POWERSLAVE - LOCATION OF THE TEAM DOLLS

THES LOTCATTONSS OF

SET ARENA

1. JASON WIGGIN
Throw an Amun Bomb at the two

pillars. Throw another bomb at

the lower platform, press the

switch,then throw a bomb at the

opposite wall. Follow the path.

SOBEK PASS

4, TOM KR‘SWENSEN ,
Throw a\bomb clitiilne wall past

the last key (twice!). Hit the

switch and return to the start

Look where the

are going...

of the level.
fireballs

!EJk 0] Bl

NILE GORGE

2. RICHARD NICHOLS

Throw an bomb at the wall behlnd
the camel. Enter the upside-down
room for your second Team Doll.
That was easy, wasn’t 1it?

SUNKEN PALACE
5. PAUOL HAUGERUD

After you collect the last
key, take the left exit before
the doors close. Follow the path
out to the room with the Full
Health. Throw a bomb at the wall
behind it and press the switch.
The Team Doll is near the camel.

f»"OLNTnIN %:‘IR,.NE
5. PAUL LANCE

As you jgmp out onto the flrst
platform above the lava, throw a
bomb at the wall directly in
front of you. Easy peasy. Just
den‘t Eall| in eon syour way out!

MAGMA FIELDS SN
6. DOMINICK MEISSNER WEle=< 7

Blow open a hole in the side
of the walkway near the start of
the level | (as shown). Hit the
switch then drop down the lava
passage to| collect the doll at
the end of| the level.

-

Ly




HORUS PEAK
7. ERIC KLOKS

Throw a bomb

117\ .;: )»,“
£l mwé ’
1m0 the  fchide e

TEAM

lava

fall

at

the

the point
shown. There is a secret cham-
ber containing a doll inside.

DOLLS
TOME OF RAMSES (ESC)
10. JEFFREY S. BLAZIER B I

After you defeat last boss you
must escape Ramses
way out throw a bomb at : the
point indicated. You need FULL
BOMB PBOWER to get this dollsuisoe
don’t use any bombs on the last boss.

Tomb. On the

CANYONS OF CHAOS
8. JOHN VAN DEUSEN
Float around at the hlghest
point wuntil vyou see the wall
shown below. Blow it open and
follow the passage inside to the
room with the two Magmantis crit-
ters. Blow out the hatch in the
ceiling and negotiate the tricky
laser network for the doll.

TO”D OF RAMSES
11. KEVIN CHUNG

Throw a bomb at the crack in the
wall and then again at the cross
section blocking your exit from

KT s

the water. Use your dolphin powers
to leap up and get the doll.

Y
o

)4
A

KILMAAT HAUNT
9. PAUL RKNUTZEN | z
Deposit your sceptre and feath-
er then return up the 1lift to
the courtyard with the monolith.
A new passage should have opened
up. Follow it to get the doll.

KARNAK SANCTUARY
12. PAT SCHREIBER
On the way towards the camel
that takes you to Heket Marsh,
throw a bomb at the wall directly
underneath this bridge. You'll
need dolphin mode to get the doll.

@
Es

PlaySlalion

POWERSLAVE - LOCATION OF THE TEAM DOLLS



THE LOG&“*ONV'O?

HEKET MARSH AMUN MIND
15. JOHN SCHWAB ] 16. SCOTT BRANSTON

Just before the door that ~oad\ T el room where
to the camel,turn around and | receive the Amun Bombs, threw
throw a bomb: at the pillar in | one up at‘the break between the
front of you. Jump in and swim | wooden beams on the cewl

al

down the tunnel to |get the doll. iE Jlyz) gD to!coLLect e del 157

&
PlayStation

2
ool B S | <

= 4.
= g = &
0= e s = She

PA]
WILLIA

KILMAAT COLONY
MARK KOATES —
Take the left exit from the
level’s central chamber and you
will come across two Anubis next : 1
to a pond of 1lava (check the the bri
t). Throw a bomb at the spot
wn and use yvour dolphin powers
to reach the doll.

THOTH RELIQUARY [« !
18. DAVID LAWSON o e
In the very last chamber tl

level (where vou

KARNAK

17. EZRA DRIESBACH

the Protective An!
bomb at the

bonbfatiirheNeeck 'digoct - Ankletc where ori
cheSteob e e hciiwator Drop own| into a
use Eagle D e i , 1

Throw a
hand
area and swim down

POWERSLAVE - LOCATION OF THIMllﬂllS




SEIKIS BURROW  [7@
19. TROY JACOBSEN W,

On the spiral staircase, throw a
bomb at the wall section directly
opposite the door that leads into
the level. Hit the switch to lower
a nearby step, then throw another
bomb at the newly revealed wall.
Hit that switch to lower ANOTHER
step further back up the stair-
case, blow up that newly-revealed
wall and follow the passage.

7%
Wﬁﬁag
1R ,
o
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SLAVE b!‘NP
20. JOE KRESOJA

In the room indicated (check
the map), throw a bomb at the
ceiling over the square hole to
open up a secret passageway. Fly
up for yveur  ceiliEs
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CAVERN OF PERIL
21. PAUL SCHREIBER

Bomb the wall to the right of
the camel at the end of the
level. Then fly all the way back
to the start and look for the

bridge as shown in the shot
below. Yes, my friends. Another
mutated mummy. ..
7% ‘
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TE PEAM

DOLLS

SELKIS PATH
20. KURT PFEIFER
As you approach the camel at
the end of the level, el
directly up to a passageway a
storey above that area which
contains one of the last Team Dolls.
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23. BRIAN McNEELY .
There is an invisible walkway
directly beneath the  walkway

leading to King Ramses body at

the end of the level. Fly down
and collect the last Team Doll.
By .
& o
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AFTER THE BANDAGED

FREAKS ARE YOURS. ..

Remember that you have to col-
lect all the pieces of the radio
transmitter in order to get to
the 10th Team Doll as you escape
che  ‘erumbiibng S llembSefRamsec:.
At 10 dolls you enable Dolphin
Mode where you can swim fast and
jump high out of water. At 14
dolls you enable Eagle® Mode,
which allows you to fly indefi-
nitely by repeatedly tapping
the jump button. And at 23 dolls
Vol gEit. - . nethimeg (EoE o) s
However, be sure to check out
the ‘Message From Lobotomy’ for
information on how you can use
your Powerslave save game file
with Powerslave 2. Good things
come to those who wait...

B
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POWERSLAVE - LOCATION OF TEAM DOLLS




‘ Don’t start skidding too early
ckiest of the bunch. Start the becaﬁ%e; hitting the pipe
‘skid in the middle of the road and  can be quite frustrating!
‘cut this first pipe very closely. :

The last tum isn’t too difficult. hen you 3 This will launch you over the
Just don’t skid too much U | he c  the le ~_ finish line. Wheee! A really
because the dirt isn’t your om right before rbo \ . fasttime and a cool catch up
friend here. The fastest t|m e end of | ‘ _ trickto the leader!

we have is 1:02:68. .

This shortcut
mushroom. Use itz

SUPER MARIO KART

If you race along the msnde of the lake, you willincrease your time
by 5-8 seconds But be careful, it's over ifyou fallinthe deep area.

RETRO




o

When you come down th|s If it's done rlght you will be You made it! Be careful not to
straight track, line yourself up launched up and over to the  fall off the edge here!

with the bridge ahead. Use bridge.

your mushroom about five kart

lengths before the jump.

Thns one’s tough With the At the edge of the lava use the
feather in your hand, hit this feather. :
turbo jump and turn hard to .V e
the left.

You wrll have enough momen-
tum to make it to the next
straight, avoiding a bend.

P SRR,
Here isa little piece of info that you msght not have reallzed was possible before By holding
down and pushing the action button, green shells can be dropped directly behind you. This is
a very good defensive tactic when your opponent has a red shell.

" hn coming down a long hallway and your opbnnt is behind you, try ricocheting the green
shell off the wall in front of you so that it comes back and knocks out the guy behind you.

One final piece of secret information we found: If you have a
European (PAL) copy of Super Mario Kart, a convertor and an
American Super NES, you can play Mario Kart at Speeds 18% faster
than normal!! This is due to the European Mario Kart being tweaked

 to run at the same speed as the US version on the slower European

SUPER MARIO KART

| you have a feather in your possession at the tlme you hit a
banana, use it to prevent your kart from coming to a complete
stop. You’ll spin but keep your momentum.

RETRO
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Welcome to Megafan’s

Starfox 64 Guide to the Galaxy, where the richest of
spoils are plundered for your gaming satisfaction.
On the following pages, you will find the necessary

N
W

rather thar

uccessfull

DERNOREHENGTATAXVA

ay. When a level is accomplished
, you'll be given the option to pick
hich route to take next (if one is available),
automatically being transported to

G
correct

an undesirable planet. Any bosses which do not

need to be encountered will not appear in this

requirements for completing each

The Cornerian Sola

level the

guide to the ghlaxy, so don’t worry!

r System

Unlike the original

Starfox, you now have
more chances to alter
your course toward
Venom. However, it’s not
as easy as pushing up or
down at the map screen,
or not as hard as finding
a black hole in an lone
asteroid. Still, it does
require a degree of skill.

7Z@[m@@@f;:.f 3
Aguas &

Just to make things fun,
try to accumulate a Gold
Medal for each planet.
To do this, you must
reach a designated num-
ber of kills for that plan-
et. To add to the tricki-
ness, your three wing-
men must also survive
the level. The rewards
are extremely satisfying,
as long as you have
accomplished this on all

mean once you've done it a first time. If you're truly faint at hear
simply want all the surprises revealed, flip to the last part of this se

1 t's start off by saving Falco, you're
gonna need him later. Try to time a
bomb that detonates in front of Falco.
The bogeys on his tail will run right
into it, giving you an easy save.

Once you hit the lake area, fly under

dch archway. This will grab Falco’s
<attention. Make sure to take out all

the water droids, they're worth +3 Hit
points.

, haven’t a clue on hardcoreness, or
ction for all the juicy details.

[{its meeded for Medals 150

’ if’you’ve made it under all the arch-
ways, Falco will escort you through
“the Waterfall.

Py f’feat an old friend, and you’ve won
£the-choice to advance to Sector-Y or

teo.

kills by usiné the New Lock-On fea-
) take out all the large Red Mechs,
ints each.




SECTOR:=YY

came.
for this level.

MIETITED

ere’s only one requirement for this
el, and yep, it’s pretty hard. Just
ler the Checkpoint, you’ll have to
fly through a series of small rings
which propel you faster and faster.

P 1ss through all the rings, and you'll
it light speed. If you miss a ring, the
iainders will instantly vanish. Per
chance this happens, and I guarantee
it will, just scream “Banzai!” collide
with an asteroid or two and start fresh
from the checkpoint.
the Checkpoint didn’t you?

%ere's no requirements for this level,
s%iust relax, and enjoy the scenery.
Try-to take out all the clams, they
fetch a healthy score, and they usual-
ly reveal goodies.

Wi;en you reach this area of the level,
&ﬁmcentrate on hitting all the starfish,
therwise they’ll detonate right in
front of you. Aside from having a
tremendous blast radius, the damage
they reap is just as hideous.

fter taking out the two squadrons
of blue fighters, take the route above
the- space carrier from which they
This is the only requirement

hough you have the choice to pick
your route when approach this large
“space station, it has no effect on the

outcome of the level.

You did clear [=

[[its meeded for Medal: 150

\t the end of the level, you'll face a

b of simian-like mechs. Defeat
rthem, and you’ll be challenged by a
lone white mech. Take your time with
him, and let him land on the platform
he first appeared on. Then nail him
with a Bomb for an extremely easy
kill. By the way, if you've ever won-
dered what it’s like taking out a “Red
Eye”, now is your chance! Gundam
Rocks! Uhh, we now return you to
your regularly scheduled strategy... or
something.

4 Id on to your space-briefs, there’s
oimuch good stuff in here. Too bad
1 can’t take it all with you.

it’s also an excellent place to stock up
when you’re going for medals on later
planets.

Mice meeded for Medsls 150

ﬁlr?% normal lasers to turn the liga-
nts holding the clam shell into a
%mmbow like color. Once this is
accomplished, blast it with a torpedo
to vaporlze it.

Np , if you feel brave, simply posmon
P )wil):self directly in front of the main eye,
and tap both the torpedo and laser but-
ton while performing an in-place roll.
This works all to well, and make this
creature the easiest boss in the game.

cestr Y. all the large bio-luminescent fish. Also go

for each barnacle-based structure on the top shell of the

boss. They’re worth +3 Hit points each.

[e— s | mma Fa
096 1! Y S5 | 1080 Y oo
'
,9 (Y

NINTENDOS*

kel
=
—)
(=]
—l
=
==
as
=
=
(1=}
=
(=)
[
=
=
(V)



NINTENDOS*

’”?% Remember that Fourth of July u’ll need to take out the four
n{f’evie? Well, same deal here, stop the hes on the underside of the moth-
.hiige UFO from destroying (in this <ersship. The sooner you do this, fewer
case) the pyramid in the middle of the  enemy spacecraft will be deployed.

play field. This is also the level where

you meet your new friend Bill.

soon as all four hatches have been
sabled, you've got one minute to

" Take out ten ships, and the mother
ship will awaken. Watch out for Bill’s i
,.y‘équddron members, they’re on your ta ce out the core, or it’s all over!

side! Watch out for traffic!

Wh ng _for a high hit count, try to hold off on
dgstro‘yi all the hatches at once; save one or two. This
way, enemy spacecrath can still be deployed. Also, it’s
extremely helpful not to accidentally take out any of Bill’s
squadron members. The enemies will fly in teams of three
and tail Bill’s team members. Lock on and get an easy +2
Hit points.

EORTTUNA\ Mits meeded for Medals SO

ch member of Starwolf
haSitheir own spite for your
steam members, so get
ready to do a lot of life sav-
ing. As usual, you can
count on Slippy the least.
If too much time is wasted,
a count down will begin,
giving you one minute to
destroy any remaining

If you're not powered
up, take some time out
to scavenge around for
energy. You'll also need
to take out around ten
enemies.

Here comes Starwolf! Starwolf members. Team

Yep, it seems even the Starwolf must be destroyed

“great Fox McCloud has to successfully complete
enemies. this mission.

1 lly Helps.to become accustomed to using the scanner on any of the missions where you face
Starwolf. When tailing an enemy, they’ll usually try to loop behind you if you lock on to their ship
and fire. Instead, take them out with lasers (blue ones do the trick best), but make due with what
you have.

STARFOK 64- TRAVEL GUIDE




TV b SR C
Fah it J\ i

~ This is where you meet the pilot
Kat, who just wants to help. To
complete this level correctly, you'll
need to destroy every search light
you encounter.

ss one, and they’ll all turn red.
This is a no no.

" Uggh, it’s that darned Kat again.

he tells you she’ll take the lights

«on’the left, but don’t get too com-
fortable. You'll still need to pick up
her slack, she’s not a good aim.

When you face the boss, you can

| “destroy him in a special sequence

which will prevent him from sub-
merging and waving around that
ball and chain.

[[its meeded {for Medsls 250

destroyed by bombs, you’ll need to

f%gef’ some simply by shooting his
projectiles. Once maxed out at
nine, take out the exhaust pipes on
either side of the big spiked ball .
This will prevent it from diving.

Now, destroy a cannon and the
| oskxwxll turn 180 degrees revealing
_Jcrane to repair itself. Three
direct bombs to the crane will put it
out of commission.

Destroy the final cannon, and aim
)t the cockpit area just below
where the spiked ball was resting.
The cockpit can be destroyed with
lasers.

wevery light,

onesKat tries to
take out, they’re worth +2
Hit points each. Using the
lock on technique is the
only way to earn Gold here!

~ Due to the heat, you'll need to con-
stantly refill on life. Bill will try to
help, but not for long. You need to hit
the large rocks which leap from out of
the ocean of lava. The flashing red
rocks yield the best of items, Gold
Rings and Life refills.

" When you face the boss, go straight
for his arms.

to wait until he hurls rocks towards
you and restock on life. Otherwise it’s
a long time between refills.

If you're low on life
<when you reach him, you may want

it meeded for Medzlls 1))

)nce you’ve managed to eliminate
both arms, your next target will be
«his"head. But beware, as soon as
both arms are gone, he’ll leap high
into the air sending a huge wave in
your direction. You’'ll need to boost
past the apex of the wave to make it
out without damage.

100 hits are needed for the Medal, it’s quite difficult because

till pressured to maintain your constantly lowering energy level.
It’s best to reach this planet after stocking up in the Meteo warp zone.
Passing through Katarina in one go is worth the trouble, because you'll
come across Bill who will assist you later on Solar. Besides making it to
Solar with blue lasers and nine bombs, Bill’s help is quite a safety blanket.
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STARFOK 64- TRAVEL GUIDE

This level is pretty basic; save the fhe Great Fox will be attacked in
Great Fox from being pummeled by  three waves. The first wave is one
an-oncoming onslaught of missiles. -<missile, second wave two missiles, and
It’s the only (and most obvious) thc;e third wave being four missiles. If
requirement for this level. you met Kat earlier on Zoness, she’ll

lend a helping hand and take care of

on‘ of the third wave missiles.

Sector Z isieasily the hardest level to score a Gold Medal for. It's best to
make ‘it to Sector-Z via the warp found 1‘n Sector-X. This way you won’t
encounter'Kat, who will rob you of +10 Hit points when she destroys a third
wave missile. You've got enough competition against Falco and Slippy who
will also try to single-handedly take out ﬁ:e two of the third wave missiles.
For extra hits, take out all the floating debris for +2 Hit points. You can also

head in the the rear dock of the Great Fox for wing repair and full energy.

S meeded ifor Medals 115(0)

There’s not much to worry about until you finally
come upon the stage boss. It’s a good idea to blow up
the cargo trailer behind the main engine.

0 properly complete this level, you must set off eight
witches which are placed on either side of the track. A
sunple shot fired anywhere on the numberedewnch will
set the flag to the right, and reveal a green light. Setting
off all eight will cause the main switch box (which lies just
past the eight switch) to open. Destroying the main switch
box will cause the tracks to change, and alter the stage
boss’ heading.

1 4t is surprisingly easy to obtain the
.numbewof hits. Properly defeating the stage
boss will award you +50 Hit points. To easily elimi-
nate the large cannons on the tracks, jukt hit the
white gas canisters hitched just before it for a huge
explosion.




Tazoe ; == To gain access to Macbeth, you must %hen you hit these three markers,
X the action, and will get swatted away ly come across four large red squares.
R towards Titania which will be your - Hit them several times and they’ll allow

hastily defeat the end boss. yﬁu’ll be able to choose to proceed left
n & next destination. you passage to the other side. Clear all

SECTORI=X - it meeded {for Medslz 150
Otherwise, Slippy will try to get in on “orright. Head left, and you’ll eventual-
four and it’s time to hit warp factor five!

icult to take the warp, each of the four
‘takes several hits. It's much easier to make it
to Sector-X from Katarina with blue lasers. This way,
Bill will show up to save the day and take your slack
while you focus on more important things like those
squares. If things look too close for comfort, launch
a bomb. :

TIITTANNIIAN Hits meeded for Medals 150

e

%\/hether you lost Slippy or not, the he limbs have been
l(ﬁt boss seems to have grown quite boss’ heart will expose
ached to him. ; “itself,/ glvmgwyou plenty of time to dig
in!

Whe igitosreach 150 kills, make sure to destroy all
the large and crawlers, they're worth plenty. Don't
hesitate to use a bomb when you see too many enemies
on screen, and not enough time to lock on. The level is
riddled with bomb and ring power-ups so make good
use of them.

“The boss for this level is pretty tedious.
It must be taken down in pieces. First
start with the pink energy discs, then
the tentacles. Once this has recycled,
the boss will begin to fire, giving you a

. chance afterwards to do some damage,
then begins the vicious cycle.

ftip for reaching 300 hits
- ‘a gouple of bombs into
the space mine field you come
across at the beginning of the level.
It's easy to come out with 50+ hits
every time!

[its meeded for Madzlls 150

Disregard the fighters, and let your
ngmen handle them. Your main mission to shut the
| concern is taking out that shield and - m.~Once down, more fight-
—= destroying the cylindrical structure it  ers w111 appear along with Starwolf,
i guards. depending on which path you took, or
if you didn’t destroy them previously.

‘1l peed to'put each of the six tow-

0skills, take out all the cannons that sur-
the energy towers. Once the shield is down
and the cerﬁral tower is up, take out all the flashing yellow
blocks leaving only one. They’re worth +10 Hit points if
taken out early. Then focus on Starwolf. When Starwolf is
out of the picture, milk as many fighters out as you can
before finishing off the final yellow block.

STARFOX 64- TRAVEL GUIDE
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Hits meeded for Medzls 200

" If you're lucky, you’ll make it to
sthe ruin with blue lasers.

arge stone warrior

ses large sections of

th . walls' “surrounding walls to

jump right out in front of your

" Once inside, quickly lay into therun- ~ path. When this happens, hit the

ning stone warrior ahead. Upon first brakes and look for a way through
“eontact, aim for the smaller portions the maze.

of it’s body, saving the larger sections

for later, as you won'’t get such oppor-
tunities later.

Jggh, just what you needed, another
glorlous encounter with the Starwolf
pack!

- [This é\qef ust as tough as Sector-

 séor proper number of hits.
It's less nerve-wracking to invest the
time in powering up your lasers on
Area-6 before even heading to
Venom-B. With blue lasers, it’s
much more painless to take out e care of business, which basical- )
Starwolf fast. You must take them ly‘f‘lmplles hopping from wingman to \
out quickly, while they’re still worth <wingman saving them from a pursu- N
+50 Hit points. Otherwise it’s impos- ing Starwolf member. Finish off 5 ‘
sible to reach 200. Starwolf and it’s off to see Andross. AU 'f"'m

4

§ BAHES

|

ANDROSS=1]

Here is Andross’ basic pattern, he’ll punch low with his left hand first. Then high with left hand
again (watch out for his left on the way back, he’s tricky). Now he’ll follow it up with a low right,
i _ a hand clap that encompasses
| the center of the screen, a quick
inhale finshied off with the fol-

'Y low-up exhale.

mhales'

STARFOKX 64- TRAVEL GUIDE




ﬁ?% ou'd like to have a little fun before you finish off
I}J‘f%ross, tag him in the left eye. This will make him
an expose his right palm. Take out the right

palm first, since this is the one he shoots from. Shoot
him in the right eye and take out his left hand.
When his hands are toast, aim
for the eyes.

NINTENDOS*

Slmply hold on to the brake button when
Andross begins to inhale. Release it when the
coast is clear, and start shootin’ fer goods!

ce the fleshy material

one, aim for the eyes If yo ithere with blue lasers,

this boss is truly a pathetic joke.

.wﬁg‘;rst take care of Andross’ heat seeking eyeballs (gross') Next, you'll challenge the
br ?m It’s surprisingly fast, and can easily become a nuisance to eliminate. Your tar-
get is the little grey matter that it uses as it’s second pair of eyes. However as soon as
ymr face it, it turns to protect it’s vital spot. To avoid being sucked in use this simple
pattern, proceed head on and shoot the brain in the large pink area. This will cause
it to teleport behind you. When this happens, immediately press down and brake to
flip a U-turn. While U-ing, take a look at your scanner to check where exactly the
brain appeared and make the necessary flight corrections. Now’s your chance. blast
away because the brain appears facing towards you. When the window closes and

'lﬁ!‘fﬁ" ',“ {1 -‘“-"" I%‘" AT ‘%{5 S Eu i s : i : ""“ :lel:umes brau‘;
] ! Lef It ; 2 Y
&t :.[ I IH NI 'N ' ”“””“'&1:!”!:4”%” s1h gz £ i m.n..n\unue:f 'lill'lnl defensive pos-
‘.“,u,,,'“ u,n..,:u\ u,n,” 3 i u‘“‘ug gt ture, start the
. I
- pattern over.

When the
brain is dead,
you’ll need to
escape fast!

| Hold on the the
\C boost button
% and follow

Fox’s good ol’
pop to safety!

I’III- 7
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ARSI TRE BRIYITHES

Thls section is dedlcated to the lazies up in the treehouse' Once you’ve beaten Starfox, try collecting the Gold
Medals on all the planets. When this is accomplished, you’ll be awarded with a few options. A Music player,
the tank vehicle in VS. mode, and an Extra game in which Fox mimics his father and wears his sunglasses at
night. Beat the Extra game which is the same 15 planets at a slightly faster pace with more enemies, and at
a higher difficulty. So high, that one hit causes your wing to break. Acquire all Gold Medals in the Extra
game and you’'ve won a peachy title screen and the actual characters in the VS. Mode! Whoopee!

StarFox 64 ends

STARFOX 64- TRAVEL GUIDE
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Listen up people, this here’s Chief Hambleton, commandeering the
Question and Answer section. After a hard day’s carnage, there’s noth-
ing I like better than sitting down to read a little mail. And this is where 642 Will there be sucha
you come in; MegaFan needs your thoughts, topics for discussion, opin-
ions, questions, artwork, your best game times, wish-lists and any other
interesting matter! There’s a GAME OF YOUR CHOICE* for the best let-
ter! Scribble something down and send it pronto, ya hear?

W oy

Dear Q&A,

Is there something wrong with the PlayStation?
Several of my friends were complaining that the
FMV movies and sound skipped constantly, even
on a new game. | dismissed it at first, thinking
that they just didn’t take care of their games. |
even tried their games on my PlayStation and they
worked fine. A few days ago, my PlayStation
started acting up. Movies are now playing
extremely choppily and music either skips or
struggles and then doesn’t play at all. This
shocks me because | take excellent care of all my
stuff. My CDs are all flawless and the PlayStation
looks like it was bought yesterday. Is there some
sort of problem with the PlayStation that Sony
isn’t telling us? Have the staff at GameFan and
MegaFan experienced similar problems? And light
you could shed on this subject would be greatly
appreciated.

Jeremy Burgess
).Burgess@m.cc.utah.edu

CH: You say your PlayStation looks like it was
bought yesterday; well, if it is actually a year old
or less and you still have the correct documenta-
tion, the manufacturer’s warranty should cover it;
check your retailer for further details. Failing that,
try phoning Sony’s customer care line (1-800-345-
7669); they can solve any minor technical prob-
lems you have with your machine. Regarding the
particular problem mentioned; yes, MegaFan staff
have experienced problems of skipping sound and
CG cinemas, and this is almost certainly due to
overheating (as we have the tendency to leave
PlayStations running for hours on end!). The rem-
edy? Not much I’'m afraid; PlayStations that start
to skip continue to worsen until they give up play-
ing completely... but there is a way to prevent such
a catastrophe; play your games for no longer than
an hour at a time, and then take a fifteen minute
break (with the PlayStation unplugged).

Those hardcore gamers who simply laugh in the
face of such a plan, require long exposure to
PlayStation gaming and finally end up with a skip-
ping PlayStation should try placing their
PlayStation over onto the lid after the game loads
(or even standing it on its side!); this seems to
solve skipping... for a while. Finally, those with a
spare screwdriver and no regard for their warranty
and/or personal safety should do what Waka did;
dismantle your PlayStation, remove the heat
shield (er... a large metal plate) and fit a mini fan
inside the unit! However, we’d NEVER recommend
that sort of action; it could all end in disaster!

Dear Q&A,

1) Is it true that Tekken 4 is
coming out for the
PlayStation 2 (or black
PlayStation, white
PlayStation or regular
PlayStation - pick your
choice!), and when?

2) Will there really be a
Saturn 2 version of Virtua
Fighter 4? Give me informa-
tion on this game!

3) Do you think Midway
will make money if they
release Mortal Kombat 5 for

the PlayStation and Nintendo

game next year?

4) Why does Namco keep
making new Tekkens every
year? For example; Tekken
(1995), Tekken 2 (1996),
Tekken 3 (1997), Tekken 4
(1998), and maybe Tekken 5 (1999). Boy, Namco
must like the PlayStation!

Lindsey Davis 111
Maywood, IL

CH: A freak worm-hole in the space-time continu-
um was obviously responsible for this missive.
Unfortunately, I can only answer the questions for
the year 1997, but I’ll do my best...

1) Tekken 4... hmmm. As development on Tekken
3 for the PlayStation has only just started (Namco
are hoping for a Christmas 1997 or early 1998
home release), I can only speculate on the fabled
Tekken 4. It is 75 years after the third Iron Fist
Tournament. Heihachi is 151 years old, but ready
to defend his zaibatsu to the last... again. Sony
have talked about the PlayStation 2, but nothing is
concrete yet. The ‘black’ PlayStation is a develop-
ment system used by programmers. The ‘white’
PlayStation is a unit for Asia only. Hey, what about
that ‘blue’ PlayStation?! That’s my favorite!

2) Okay! Here’s all the Virtua Fighter 4 informa-
tion | have. None! It hasn’t even been announced
yet! And neither has the Saturn 2! Are you crazy?

3) Undoubtedly. But then, Mortal Kombat 4 has-
n’t been released yet, so | wouldn’t hold your
breath for MK 5. Perhaps it will appear... in 1999!!
I'd rather get excited about Mortal Kombat
Mythologies, myself...

4) Er... nurse, the screens!

Dear Q&A, ¢

Street Fighter 3 has finally been released and it
is one of the best games I’ve ever played. I like
the new path that Capcom took by choosing all-
new characters, except for Ken and Ryu.

There’s the problem. Why didn’t they also -
replace Ken and Ryu? | mean, come on now, any-
body who can’t use them by now is an idiot. They
are exactly the same in all the Street Fighters
which results in monotonous gameplay. Maybe it
wouldn’t be so bad if they were toned down, but
no, they’ve actually been improved upon again. By
having no air blocks, people can use these charac-
ters very cheaply and it angers me to see that
Capcom isn’t aware of this. They’re the only char-
acters in the game that have projectiles (Oro’s stu-
pid bubble doesn’t count). Again, this gives them
an unfair advantage.

In my opinion, it should not be a sequel if some-
one who’s never played a game before can pick an
old character and dominate the arcade by using
the same tactics as before. These two characters
totally offset the balance of the other characters in
the game. Other than that problem, hats off to

Capcom for making the best arcade game in a long
time.
Matt Puskar, PA

CH: The mighty Ryu-san and Kenneth were kept in
the game for two main reasons. First of all, the
storyline demanded it. Secondly, if you think of
Street Fighter, you think of Ryu first, then Ken sec-
ond. The two characters are synonymous with the
game itself, have been in every version of the
game. Street Fighter without Ryu and Ken is like
the X-Files without Scully and Mulder; the two
biggest stars! Although Ryu and Ken aren’t our
favorite fighters (current tournament players
choose any of the new cast... er, except Elena),
they’re definitely powerful dudes; but the main
way to defeat these ‘Old School’ characters is
learn the tactics of the newcomers. Yun and Yang
are particular favorites, and they go up very well
against these two veterans. Anyway, what do the
rest of you think? Ban Ryu and Ken? Or learn to
live with them? Over to you!

Dear Q&A,

I’m a fan of RPGs, and that’s the reason I’'m writ-
ing. I'm so fed up with all these RPGs on the
PlayStation and Sega Saturn, but not on the
Nintendo 64. Why did they have to make FFVI/ on
the PlayStation? I’m starting to go mad waiting
for the FF series to be on the Nintendo 64 (or some
other game like Chrono Trigger)., so will there be a
FF game on the Nintendo 64 (or at least, another
good RPG)? If so, please send me a list of all of
them.

Finally, should I get rid of my Nintendo 64 for a
PlayStation (as it has loads of RPGs)?

James (the Raygun) Deever,
Topek, KS

CH: Square chose the PlayStation because,
according to them, their vision of the Final Fantasy
series couldn’t be done justice on the memory con-
straints imposed by cartridges. FFVII on the
Nintendo 64 would mean no FMV and less textures
and backgrounds (apparently), so Square opted
for the Sony route. Er... and of course, Sony may
have paid them a huge great stack of cash for the
move as well (er allegedly).

Well, Mr. Raygun, for a RPG fan, you've certainly
made an interesting purchase; you've gone for a
system totally devoid of RPGs! Looking down my
release of Né4 titles, | see... erm... er... Zelda and
Mother (both with no concrete release dates I'm
afraid)! Even so, these aren’t your traditional Wild
Arms-type affair; they’re more action-orientated
like Super Mario 64. The only ‘traditional’ RPG
announced (aside from Namco’s RPG which we
know nothing about) is Imagineer’s El Tale -
scheduled for a late 1997 release... in Japan!

So... there’s no traditional top-down wanderings for
the Nintendo 64 until at least 1998... James, I'd per-
sonally hang onto your Nintendo 64 for the moment
(there’s some great games from other genres on the
way!), but definitely consider a PlayStation... espe-
cially after our MegaFan strategies!

g Your thoughts and opinions
are very welcome!

Please send your letters to:
MEGAFAN MAGAZINE CHIEF CHAT,
5137 CLARETON DRIVE, SUITE 210,

: AGOURA HILLS, CA 91301

. A!ternativély, e-mail one of my minions (and
mark your letter ‘Chief Chat’) at this address;
dhodgson@metropolismedia.com

P’ll return to my bulging sack next issue.
Until then...

*For the Nintendo 64, Sega Saturn or Sony PlayStation only. Current American release only. Please specify alternatives in the event that a game is unavailable.
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GAME CAVE

gaming enthusi

Game Cave is the first ever full-scale import game and related mer-

chandise center. You'll find the latest import games for the Sony
PlayStation, Sega Saturn and Nintendo 64 a complete line of domes-
tic games, resin kits, relafed toys, game’ music, wall scrolls, apparel,
anime, and ﬁeﬁpherals allunder one roof. kWhen you call Game Cave,

- hdge cave ‘% =1 yollbe greeted by one of our many expert sa]es people eager to

421 assnstyouwrm ybuy needs. Leave those busy signals behind! Our state-of-

Ihé-aﬂ phdne system éssures unparalleled custumer Service. Our goal is

yuur sansfactmn each and every tlme you caII Bottom ll‘ :

your'husinessl Call Game Cave today! - b

e o  SQUARESOFT )
Company of the Month
Game Cave has chosen SquareSoft as “The Company of the Month". Since the release of "RAD RACER" SquareSofts very first title,
gamers have continually been amazed by the ingenious creations from the masters of brilliant games. Square further proves their
unparalleled skill with the release of Saga Frontier, square's colossal seguel to Romancing Saga # 3. Call Now to order any of Game

Cave's amazing Square Soft products !

Tabal 2 P§

Final Fantasy VIl
Original 4 Disc
Music CD

. .
7 T
y 'z

’ o it 4 » -
( o ) ol : Fmal Fantasy 7 $19.95 each
" : v . : Action Figures  $89.95 set $59 ; 95

$24.95

Secret of
Viana 3 SFam, |

Saga Frantler P5

i

s ? A -
=\jFinal Fantasy IV Music Secret af Mana 2 Music

ik

"Shown are gRorts only.| -



Yuke Yuke Trauble Maker

Enix and Treasure join forces to bring you an animated world
beyond any SGI wonder ever witnessed. $97.95

:
MULTI RACING CHAMPI-
ONSHIP 3D rally racing
arcade style brought to your
home for the first time.

BDMBERMAN 64 The little
bomber that brought us all hours
of addictive puzzle-solving may-
hem, enters a new world this
summer. 4 players at a time!

Oh my God. $93.95

Special Offer! Get the highly anticipated StarFox and
A controller for one low price!

A2
Experience the revolution 4 fold, four 95
crafts at a time! StarFox N64 with $1 29
jolt pack and gray Nintendo 64 con-

troller, all for one absurd price.

REV LIMIT The most fre-
quently asked about
Nintendo 64 title ever!!!!

$149.95 value

DUAL HERDES Hudson takes
time away from BomberMan,
to bring you quite possible
the most visually impressive
fighter of our time. CALL!

Gaema

i

The mystical ninja returns with friends, in what may be the
most extravagant Nintendo 64 title yet. Goemon in a 3D roto-
scope world, what the heck else could you ask for? $97.95

POWERFUL PRO BASEBALL
Remake of the ever popular
baseball series comes to the
Nintendo 64. Real time
Physws ive you the true
eeling of the'sport. $93.95

GOLDENEYE The first
movie-based title to ever
truly succeed. Corridor fans
prepare to be amazed.

[
MISSION IMPOSSIBLE
Coming to a system near
you.The recreation of the
blockbuster movie, literally
CALL!

WILD CHOPPERS The most
realistic flight control ever to
hit home. Military action
and bullet carnage galore.

Yoshi S lsland

We have all followed Yoshi through his many adventures, but
nothing could ever prepare us for what we our about to wit-
ness. Purchase this miracle in June! $97.95

SONIC WINGS ASSAULT Video
Systems amazing Sonic Wings over-
head shooter series has hit both the
NeoGeo and Satum thus far. Nothing
can prepare you for the arrival of this
Nintendo 64 assault. $97.95

{29)
J - LEAGUE SOCCER Absolutely
the best soccer game on any sys-
tem ever available. Over 17,000
animation's for 256 Japanese
players SCOOOOORE! $93.95

KING OF PRO BASEBALL

Packed with features like

crazy human-like facial

expressmns custom train-
F modes and an unparal-
ed 4 player option.

$166000
LT
“2

BLAST CORPS We have all
wanted to mow down whole
cityscapes in massive vehi-
cles of destruction, right?
Here is your chance. CALL

Turok Enter a prehistoric
world where time travel is a
reality. The most realistic
atmosphere ever produced
in a video game. $74.95

ZELDA 64 Do you own a
Nintendo 64 system ? Do
you not own Zelda 64 yet?
Have you lost your mind?
CALL!

BLADE AND BARREL Nintendo’s
first attempt at a 3D sim shooter
with a 4 player option is a suc-
cess. Apocalypse Now revisited
on the Nintendo 64. KILL! CALL

=118 different worlds of amazement.

o

DORAEMON Based on one of
Japan's most lovable anime char-

Game & Music CD Phy.

5ecret or Mana 3

The top selling SFAM RPGS of all time with musical score
included. Secret of Mana 3 SFAM with Secret of Mana 3
original 3 CD soundtrack. Get the whole package for only

$129.95 ($164.95 value)

TALES OF PHANTASIA
Namco’s first and only RPG
ever released, with one of the
most interesting battle modes
ever produced. $79.95

www.gamecave.com

mel=-818/930-1300 -

Call Toll Free, For Orders only: 1-888/Gamelave C.O.D.

FRONT MISSION The (I haven't
slept for 3 weeks, because of
this insane game | just pur-

STAR OCEAN The last Enix
title produced on a 16-bit sys-
tem. 32 megs of pure equal-
remains in the elite group of ized sound and hard hand chased) isometric strategy RPG
historic SFAM RPGs. $69.95 drawn graphics. $94.95 from Square. $79.95

Gpen 7- Days A Week Monday thru Friday 8am - 7pm Saturday & Sunday 8am - 5pm PST Visit Our Web Site: www

SPECIALS ARE LIMITED TO STOCK ON HAND, AND IN MOST CASES QUANTITIES
ARE LIMITED. ARTWORK COPYRIGHT THEIR RESPECTIVE COMPANIES. ALL
RIGHTS RESERVED. IMPORT PLAYSTATION AND SATURN GAMES ARE NOT
COMPATIBLE WITH NEWER SYSTEMS, CALL FOR INFO. SHIPPING AND HAN-
DLING. ARE EXTRA CALL FOR CURRENT PRICES. PRICES ARE SUBJECT TO
GHANGE WITHOUT NOTICE. RETURNS ARE SUBJECT TO A RE-STOCK FEE

ROMANCING SAGA 3 The pre-
lude to Square’s up and coming
epic RPG: Saga Frontier, still

CREATION OF HEAVEN AND
EARTH Tenchi Sozo has been
one of the most sought after
RPGs for years. Live the magic
now, only at Game Cave. $69.95

DRAGON QUEST 3
Considered on of the most
highly regarded RPGs in
Japan, reprised to perfection.
ENJOY! $74.95




MARVEL SUPER
HEROES
Capcom’s most sought

after fighter hits home. Arcade quality exact,
with sound effects, graphic superiority and BGM right out of
the coin-op cabinet. ENJOY ! $79.95

TIME CRISIS The game that
killed Virtua Cop 2. With
multiple paths of play and
bosses only present in the
home version this game is a
must-have title. CALL!

BUSHIDO BLADE
SquareSoft, the masters of
innovation, do it again with the
most unique fighting game
engine ever created. $74.95

0334584

GREN

STAGE 1.2,F

:
NEORUDE TechnoSoft, the
masters of shooters, come on
strong with their first RPG.
Believe it or not FF7 may have
some competition. Amazing!!
CALL!

| e onT]
ACE COMBAT 2 16 different air-
craft, over 30 different stages,
pumping surround sound and
human targets. $79.95

E\)ei"‘uthinq far the 'garning enthusiast!

ARC THE LAD 2 Part 1 or 2
will never see a US release.
Experience the best SCE RPG
next to Wild Arms. Comes
with free translation. $64.95

ZERO DIVIDE 2 Fully refined
polygons, massive playfields,
super combos and thrash
pumping tunes make Zero 2
the best mech fighter next to
Cyberbots. $79.95

DRAGON BALL GT

When one of the most popular anime series followed all
around the world becomes an astonishing 3D polygon one on
one fighter, what do you get? Complete and utter Dragon Ball

Armageddon. $74.95

FF7 th wait 'til November
15th for the English version.
Live the experience now!
Game Cave FF7 comes with
translation and walkthrough,
FREE. $79.95

GUNDAM THE BATTLE MASTER
When was the last time you played
afighting game with characters so
huge they didn't fit on screen.
Introducing the master,the
Gundam Battle Master. $74.95

FIGHTERS IMPACT Uses FX-1
arcade board to give absolute
coin-op quality right at home.
The closest thmq_ to Virtua
Fighter 3 in your Tiving room.
12+ characters. $79.95

"
.

FINAL FANTASY TACTICS
SquareSoft conquered isomet-
ric strategy with Front Mission
on SFAM. With Tactics they
have reached perfection. CALL!

PANZER BANDIT

Banpresto nails it again with
one incredible side scroll
action fighter.

Coming soon!!! $79.95

P

I\MMIE GAVE

ALUNDRA From the creators
of the original LandStalker a
miracle has come forth.
$79.95

SANGOKU MUSOU Kings of
strategy (KOEI), amazed us all
this year with the title that came
out of nowhere. Sangoku
Musou can easily hold its own
against Soul and Tekken. $69.95

/’\

X2 Absolute side scroll, all ren-
dered, SGI, maddening, multi-
jointed, rotoscoping, finger
crushing, shooting manifesta-
tion. ENJOY! $79.95

WAKU WAKU 7

This animated comical )
fighter is perfect psychotic
brilliance. $79.95

See page 5 for music CD!!

EVIL CASTLE DRACULA X

The bloody Nosferatu returns
bringing pure pain to all that dare
play. ‘Take on the Metroid-like
game design. It's is a given. If
You're a gamer you own it.

ROCKMAN X4

: ’ TMPO]

With a history of 24 games under his belt, apcom’s
metallic mascot couldn’t possible have any other surprise
under his sleeve. THINK AGAIN!!! $79.95

METAL GEAR The only fitle that
can slaughter what is already
dead. Sorry Resident Evil,
Metal Gear has arrived with a
horrific vengeance. CALL!

TALES OF DESTINY Fashioned
after the unbeligvable Tales of
Phantasia for SFAM comes
Destiny. Absolute rendered
RPG heaven. $74.95

g
SAGA FRONTIER Square’s
attempt at outdoing their own
masterpiece, Final Fantasy
VII. Their efforts, a success!
CALL!

Analog pad compatible.

IMPO

MACROSS DIGITAL MISSIC
Macross fans, strap yourse
in and prepare for the best
Macross valkyrie sim to
date. $69.95

RAYSTORM The best shooter
ever made!!! Do you own a
PlayStation that plays imports'
Buy this title NOW! $69.95

VMX RACING

VMX Racing reigns as the
most realistic moto racing
game to date. Eat mud on a
cracker. $49.95

|S-nor ansanna G

|
Y

SPECIALS ARE LIMITED TO STOCK ON HAND, AND IN MOST CASES QUANTITIES
ARE LIMITED. ARTWORK COPYRIGHT THEIR RESPECTIVE COMPANIES. ALL
RIGHTS RESERVED. IMPORT PLAYSTATION AND SATURN GAMES ARE NOT
COMPATIBLE WITH NEWER SYSTEMS, CALL FOR INFO. SHIPPING AND HAN-
DLING ARE EXTRA. CALL FOR CURRENT PRICES. PRICES ARE SUBJECT TO
CHANGE WITHOUT NOTICE. RETURNS ARE SUBJECT TO A RE-STOCK FEE.



The
most
eagerly

awaited by

RPG
arrives

Grandia

on the Saturn. All beautlfully hand drawn
characters emerge in wondrous textured
polygon worlds. $69.95

{
-XHIRD The Satum S been
essed with Takara's all new
Jhting masterpiece. Free
ovement, ﬁollshed combo sys-
m and gothic theme all make
ra titilating package. $69.95

TAHGEI' The direct port of
e mind-boggling arcade
achine hits the Saturn. This
ame will make jou think twice
out your negative comments
Safurn’s, 3 englne $69.95

kit

NAR MAGICAL SCHOOL
om the world of Lunar
omes yet another RPG
xtravaganza. Lunar fans
joice! CALL!

BERBOTS Capcom throws Zero
ouki Full Metal Madness right in
ur face with their version of
treet Fighter mechanization.
EGULAR $64.95 BOX SET $84.95

NEO-GEO CD!

INKLE STAR SPRITES
arodius-esque style competi-
e overhead shooter.

anese cartoony shooter,

is style. CALL!

MF001

E3 con. Iinfo
w2 LiNe:

Last Bronx

Pure fighting brutality, polygon style. Arena
surrounding, heavy hit multiple camera
repeats; and metal pipe to skull pounding
action, make Bronxa sure purchase. $69.95

Game & Wall Scroll

MAERUSS: REMEVMIBER LOVE

With the immense amounts of record-break-
ing cinematics added to Macross Saturn, a .
two disc set was inevitable, Most likely the most antici-

pated 2D shooter of our time!

SPECIAL: Game with Macross Plus wall scroll $87.95

=] IMPORT]
KING OF FIGHTERS 96 With
more fighters than any other
2D fighter and custom team
edit, KOF '96 is a must-own
title. $59.95

!

SHIEKRYU The best Japanese
coin-op overhead shooter to

reach a home console thus

far. Shooter freaks prepare

to trip. $69.95

BREAKERS Visco and SNK
team up again to bring all
fighting addicts their newest
fix. CALL!

WAKU WAKU 7 Sun Soﬁ
steals the show with this one.
1,000 times better with unpar-
alleled animation and gadgetry
gags galore. $69.95

DRAGON BALL Z LEGENDS In
your idle time until the release
of Dragon Ball Z GT, give the
next best thing a shot, millions
of others have. $64.95

FATAL FURY REAL BOUT SPECIAL
The return of the Bogard family
and friends is absolute insanity.

Enhanced backdrops and added
character ammatlons make this

a winner. $69.95

MAGIC KNIGHT RAYEARTH

All handrawn art and special
effects not yet seen on the
Saturn, with a musical score
straig ht from the anime.

Passmg gthls title would be a
mistake. CALL NOW ! $69.95

SHINING THE HOLY ARK The

genius individuals of the Sonic
Team in Japan decided to cre-

ated a 3D corridor RPG like no
other. $64.95

CHAOS SEED With what appears
to be a battle engine similar to
Chrono Trigger, Chaos Seed

You have called 1,000,000,000 times on
this game. Now buy the game and beat the
hell out of each.other. THANK YOU. CALL!

:

Z-GUNDAM Just another notch
in the Gundam success belt.

different pilots in the most
amazing rendered overhead
shooter to date. $69.95

TIME BOKAHAN Animated
overhead shooters with that
lovely Parodious-esque look are

should provide us with long hours few and far between, until now.

of RPG bliss. $69.95

BAROQUE

And you thought Kowloon’s Gate
was weird. Welcome to Baroque,
the most surrealistic game ever
produced. Dali and Giger would
be proud. $69.95

" =g NEO-GEO CD)|
SAMURAI SHODOWN 4 An
absolute @* &#'?!# blood
bath. All followers of the
Samurai series must own this
4th installment. $54.95

$64.95

FAKE DOWN Enter a 3D action
world brought to you by the
creators of the most highly
regarded animated film in
Japan, Akira. CALL!

¥
ANARCHY IN THE NIPPON
Developed by the top 4 Virtua
Fighter champions in Japan.
3D polygon fighting created by
the masters of the sport. $69.95

i IMPORT
MARIA This Christmas a vis-
itor is coming. Be warned,
Maria has over 4 different
personalities.
PREBOOK NOW!

fuame & usic GO Fi g

Samural Shodown R
Neosqeo €0

NEO- GEO CD .

Witness the Samurai clan i in their first

ever RPG. Packed full of hellacious monstrosities
and melanomic questing. SPECIAL; Comes with
Samurai Shodown RPG original music cd. $104.95

Open 7 Days A Week, Monday thru Friday 8am-7pm, Saturday & Sunday 8am-5pm PST

1-818/930-1300

Visit Dur Web Site: http:/www.gamecave.com Call Toll Free, For Orders only: 1-888/Gamelave




ATTENTION MA

AND INDUSTRY

EAKS
STS!

Game Cave carries a vast collection of all the new and classic anime
titles. Add some bulk to your collection with the purchase of any of
our amazing films. Buy any 3 anime titles and receive any other title

for just $4.95. (Imports excluded)

:) Gun..), 24*°
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SUIKODEN : DEMON CENTURY
Hitoshi Yoshioka brings us an
amazing anime film, based on
the insatiable novel “The Water
Margin.” Full bore Neo Tokyo
Apocalyptic action. $

7
& lwevm Sex
—\\e?petmny n
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Temptation Of The Malden

GOLDEN BOY VOLUME 2
When the mob bosses daughter,
Naoko, starts flirting with Kintaro,
all hell breaks loose as Kintaro is
set up by Naoko. $29.95

KIMERA

Enter a world where vampires
walk the earth, and the intimate
confliction between Oxuma and
Kimera’s soul will determine
the fate of our world. CALL!

ANGELION VOLUME # 5
Will Shinji and Asuka think as
one to defeat Israfel, an angel
that splits into two, or will
Asuka worry about her figure
when she dives into her quest to
defeat the 8th angel? $29.95

VAMPIRE HUNTER: THE ANI-
MATED SERIES The evil bam-
phomet clan join forces in their
first ever animated movie.
Watch Donovan and Demitri
battle it out cel style $89.95

BLUE SEED SEA DEVILS

Your curiosity about what evil
lurks below the crashing waves
of the Bering sea is about to be
satiated. Welcome to your
nightmare. $29.95

ME ©

Everuthlnq for the gaming enthusnast!

EVIL CASTLE DRACULA X
ORIGINAL CD Ethereal Gothic
sounds straight from the most
amazing action game this year.
Turn the lights off, light some
candles, pull out some patchouli
and ENJOY! $39.95

WILD ARMS ORIGINAL CD
Simply brilliant! The first game
based music CD to truly sound
like a theatrical major motion
picture soundtrack. Bwidi -
Bwee - Bwee!!! $44.95

Buy any two SquareSoft music CDs
and receive $5.00 off your order
Game Cave carries a large line of import anime and game related
original and arranged music CDs, for the true (“| must have

everything”) industry addict. CDs range from $19.95 - $64.95
Buy any two SquareSoft music CDs and receive $5.00 off your

order. Restrictions apply.

KHAN SUPER SESSION
SOUL EDGE CD $39.95

BIOHAZARD ORIGINAL
CD $24.95

MACROSS 7 ACOUSTIC
FIRE CD $24.95

PERSONA ORIGINAL
MUSIC CD $44.95

FINAL FANTASY VIl
4 CD SET $59.95

STREET FIGHTER ANIMATED
MOVIE VOL. 2 $39.95

LUNAR ETERNAL BLUE
ORIGINAL CD $19.95

=
CHRONO TRIGGER BRINK SAMURAI SPIRITS RPG
OF TIME CD $24.95

ORIGINAL 120 TRACK

| EEar
|
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NEW!

INK WASH sl

DESIGN L

GORO! Resin kit
comes fully
assembled and
painted, stands a
towering 11”x13"
over a $199.95 value
(Includes stand)

! Ready for immediate delivery

RESIN KITS: (ALL RESIN KITS UNASSEMBLED AND UNPAINTEE

NAKO RURU WITH
MAMAHAHA
HAWK SIDEKICK

GHOST IN THE
SHELL WITH
BACKGROUND
$99.95

A

OH MY GODDESS
$79.95

EVANGELION
SERIES RESI
KITS Small
Evangelion kits
8112 inches
tall. Constructe
with poly-resi
Comes paintec
and fully asser
bled. Sold in
Japan for

$84955mm
NOT INCLUDED

UNIVERSAL STEERING
WHEEL l&PLAYSTATION/SAT-
URN/NINTENDO 64)$79.95

NAMCO PLAYSTATION
NEGCON ANALOG CON-
TROLLER $44.95

VIC TOKAI SATURN
JOYPAD DX $29.95

NAKI PLAYSTATION LASER
LUNAR LIGHT GUN $49.95

HORI PLAYSTATION
FIGHTING STICK $44.95

PLAYSTATION HORI 10 BUTTON
FIGHTING COMMANDER
CONTROLLER $39.95

SPECIALS ARE LIMITED TO STOCK ON HAND, AND IN MOST CASES QUANTITIES
ARE LIMITED. ARTWORK COPYRIGHT THEIR RESPECTIVE COMPANIES. ALL
RIGHTS RESERVED. IMPORT PLAYSTATION AND SATURN GAMES ARE NOT
COMPATIBLE WITH NEWER SYSTEMS,.CALL FOR INFO. SHIPPING AND HAN-
DLING ARE EXTRA. CALL FOR CURRENT PRICES. PRICES ARE SUBJECT TO
CHANGE WITHOUT NOTICE. RETURNS ARE SUBJECT TO A RE-STOCK FEE.




et Music CD
nd Wall Scrol

AMORU OSHII'S GHOST IN THE SHELL SPECIAL
10st in the Shell original soundtrack with “new design” wall
roll. $50.00 value $34.95

Neo Geo CDZ Starter Kit

Conyoller.Games &
Laminate Poster! <
SNK FAN’S NEO*GEO CDZ STARTER PACK: Start off your new
mega system right with Game Cave’s special starter CDZ package.
Includes NeosGeo CDZ system with Samurai Shodown |11, King of
Fighters '96, Neo*Geo CDZ control pad, and King of Flghters "96

laminate poster. ($630.00 value) $589.95

Crying Freeman Anime
Series Special

CRYING FREEMAN CLASSIC ANIME COLLECTION
Get the whole anime series collection, all 5 volumes for.only
$59.95 ($124.95 value)

Yuke Yuke Trouble Maker
Nintendo64 Pack

JKE YUKE TROUBLE MAKER NINTENDO 64 PACK

instar Heroes, Alien Soldier, and Dynamite Heady go 64. Treasure’s first
e for the Nintendo 64 is a Feline Fantasy. Get this miracle title and a
ntendo 64 color controller of your choice. $127.95 ($144.95 value)

RockMan X4 Special

ROCKMAN POSABLE FIGURE

ROCKMAN FANTATICS SPECIAL
RockMan X4 import PlayStation with
Rockman posable figure $99.95

KATSUHIRO OTOMO’s
Akira Freaks Special

Akira special limited edition collector cards box set with spe-
cial numbered card included, plus Akira Symphonic Suite
music CD. $54.95 ($84.95 value)

'he Best RPG Ever
2 *&#?1# Made for
mport Saturn Special /

randia for the
Wport Saturn. “No
usic CD includ
0 wallscroll, no
becial art booklet,
0 T-shirts;
osters, or limited
jition cards. So
hy is Grandia f
special??? !
uy the game and fin

Register to win a

e Order Online
e Online Catalog

e Internet Only Specials
Drawing held bi-monthly, winner notified by mail.

MFO001

&3 cod. info

== Line:

Visit Our Web Site: http:/www.g

1-818/9

Sailor Moon Scout Resin Kits

Sailor Moon kit #1 Sailor Moon kit #2 Sailor Moon kit #3

Package Special

SAILOR MOON FANS REJOICE! SCOUT RESIN KIT SPECIAL
PACKAGE: Choose any three Sailor Moon resin kits for one insane

price. All scouts available. Choose any 3 from our collection for
only $139.95 ($250.00 value)

Super Mario Nintendo 64
T-Shirt Special 3 Pack Offer

Package Sneclal

SUPER MARIO NINTENDO 64 T-SHIRT
SPECIAL 3 PACK OFFER

Pick any 3 Mario 64 T-shirts that we
carry for one ridiculous price. All 3
shirts. $32.95

GXTV Momtorw ol

EVETIELILE: &
GameCave |
for only

$299.95

7
See site for details.

Open 7 Days A \&

amecave.com Call Toll Fre
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