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AVAILABLE FROM: Toys ‘R’ Us and Big W. ACT & NSW STORES: Actcom, Belconnen, (06) 251 4477; All FX
Games, Charlestown, (049) 42 2784; Bitstorm, Civic, (06) 257 7157; J&C Computer Games, Liverpool (02)
822 5336; Mega Games Trader, Eastwood (02) 804 617 1; Serious Games Store, Seven Hills, (02) 831 4288;
Superb Electronics, Chester Hill, (02) 644 9222; The Game Keeper, Tuggeranong, (06) 293 1688; The Games

Wizards, Campbelltown, (046) 25 4322; The Games Wizards, Granville, (02) 682 1055; The Games Wizards, L SNy

Penrith, (047) 31 6399; VICTORIA STORES: Capital Games Centre, Dandenong, (03) 794 6019; Gamesworld, i

Cheltenham, (03) 583 1049; Games Express Aust., Glen Waverly, (03) 886 1166; Games Squad, |

Camberwell, (03) 882 7969; Game Zone, Box Hill, (03) 898 1438; Homeshow Entertainment, Windsor, (03) s

529 6125; Harris Scarfe, Forest Hill, (03) 894 2011, Hi-Tech Games Centre, Melbourne, (03) 329 2257; g
Interactive Entertainment, Thornbury, (03) 416 9099; Pacific Microlab, Frankston, (03) 783 1933; Pacific Rt
Microlab, Narre Warren, (03) 794 5799; Video Games City, Oakleigh, (03) 569 4166; Video Games City, St |
Kilda, (03) 510 1733; Video Games Heaven, Chirnside, (03) 727 2219; Video Games Heaven, Wantirna, (03) |
887 1874; Video Games Mania, Ringwood, (03) 879 7793; Video Reality Games, Toorak, (03) 827 1125. ek
QUEENSLAND STORES: Beam Enterprises, Coolum, (074) 46 3711; Computer Games World, Brisbane, (07)

229 2977; Games Exchange, Aitkenvale, (077) 25 4661; Games Express, Coorparoo, (07) 394 4444; Games =
Galore, Innisfail, (070) 61 6405; Game Pro, Brisbane, (07) 262 7266; Games ‘R’ Us, Brisbane, (07) 229

9088; Mellick’s Toyworld, Innisfail, (070) 61 2477; Mr Toys Toyworld, Springwood, (07) 208 9750; Parklane
Video, Bundaberg, (071) 53 1922; Parklane Video, Gladstone, (079) 72 4566; Toyworld Atherton, (070) 91 !
1195; Toyworld Biloela, (079) 92 1339; Toyworld Bundaberg, (071) 51 2326; Toyworld Cairns, (070) 311

6763; Toyworld Cannon Hill, 399 7158; Toyworld Capalabah, (07) 245 6099; Toyworld Carindale, (07) 398 1
2360; Toyworld Gatton, (075) 62 1476; Toyworld Gympie, (074) 82 1393; Toyworld Indooroopilly, (07) 378 J
7033; Toyworld Mackay, (079) 57 5178; Toyworld Southport, (075) 91 6255; Toyworld Townsville. (077) 79 ]
0277. WESTERN AUSTRALIA STORES: Allsorts Gaming Supplies, Bridgetown, (097) 61 1181; North Rd Toy Il
Kingdom, Albany, (098) 42 2274; Toyworld Esperance, (090) 71 2504; Sheer Logic, Warwick, (09) 246

1983, SOUTH AUSTRALIA STORE: Harris Scarfe, Adelaide, (08) 203 4444, A g

o K\ a { n 3 [ b, ' ?u



I've had much correspondence recently, from
fans and critics alike, asking me to elaborate on
the origins of NMS. As your wish is occasionally
my command, please gather around, dear read-
ers, and let Uncle Fat tell you the story.

Once upon a time, we were sitting around
scratching ourselves, bemoaning the fact that
there was no Australian Nintendo magazine.
Granted, there were overseas mags. But even
the good ones contained reviews, release dates,
prices and news that were irrelevent, if not
downright misleading, to Aussie players.

Plus, all the imported mags were pretty pricey.
Suddenly, the heavens rumbled, great wads of
lightning spat forth, the seas parted and a loud
voice entoned: “Don’t just sit on your arses. Do
something about itl”

“What?’ we replied in unison. “You mean, get
free games before they're released to the public,
play them all day and get paid for it? Good
Lord, you just might have something there.”

Nine months later, a child was born.

Well, it wasn’t quite as easy at that. But then
again, passing watermelons never is.

We had to beg, borrow and steal hardware
and software, grovel to local and overseas dis-
tributors, set up a network of contacts around the
world, try to teach Phil how to play Nintendo
(we've since given up), and find a bunch of that
most elusive breed: great players who can write!

Now a few of our astute readers have noticed
that some of our reviewers previously wrote for
the UK mag, Mean Machines, before it self-dis-
sected. Names that are famed the world over:
like Julian ‘Jaz’ Rignall, Tim Boone and, the
sadly titled, Radion Automatic.
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For some inane reason, many readers have been asking for

the dirt on the NMS gang. As if the odd embarassing
photo isn’t enough! So here’s another onel

This miserable wretch is Andrew ‘Easybeat’ Iredale. Now
Andrew can write a bit, is a fountain of useless informa-
tion, and purports to be a dead hard player. But his reputa-
tion has dived since everyone at the office whipped his butt
at Mortal Kombat (how low can you go? Well, even
Vanessa whacked him!). And that was before some four-
year-old kid with one arm beat him at a local Street Fighter

Il contest.

So what's his problem? We think the boy needs some
feeding up. Just look at him: where's the meat?
Please send all food parcels c/o Fat Boy.

Easybeat's current fave games are: Bart vs the Juggernauts, Mortal Kombat, WWF Royal Rumble.

So what's their story? Well, firstly, they're all
brilliant players.

Secondly, they work for UK NMS - a separate-
ly-owned magazine, but a brother in our great
Nintendo family. So we often swap reviews
when release dates coincide and, this way,
you get the best of both worlds.

You get reviews and news that are all up-to-
date and 100% relevant to the Aussie market.
You get confests, posters and game guides
exclusive to Aussie players. And you get it all
at a decent price.

Now, one of the recurring criticisms we get is
that NMS should be bigger. Don’t you guys
know that size isn't everything!

Our aim is to bring you the biggest mag we
can at the lowest possible price. And we're
managing fo do that while covering every
Australian release.

There's no fluff here. And, frankly, we'll have
to get more people buying the mag before the
number of pages increases.

So take a leaf from our book: don't just pose
on your posteriors - get out there and tell your
friends about NMS because the more success-
ful mag is, the less | have to dol
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NBA BASKETBALL .....p28
A slam-dunkin’ sports sim that has the NMS gang cock-a-hoop with joy. Forget
our five-a-side soccer team... this is the sport for us!

TINY TOON

ADVENTURES .....p32

Tiny in name only, this is one of the best-ever platformers to find its way onto the
Super NES format.

AUSTRALIA'S ONLY GUIDE TO.GAME BOY, NES & S‘UPE{ NE

Niniendo""" '

WWF ROYAL

RUMBLE .....p38

Move over Hulk Hogan. Well, could you
please step aside, Mr Hogan, Sir.
One-on-one, double-tag, triple-tag and

a right royal rumble... all a wrestling fan
could ever ask for.

SUPER NES REVIEWS

1 #NBA nsunuu -'
WF ROYAL RUI il
) PEAUSSIERULES ru !

MORTAL KOMBAL.....p44
Great graphics, great gameplay and a great rendition of the arcade clussic. But
COVER STORY where’s the blood ‘n’ guts?

It’s bigger than Ben Hur! And
we’ve got the NES and Game
Boy reviews, the movie spe-
cial, the poster, the contest...
the lot!
We’ve got the hottest con-
: > tests ever this ish, with
. ¥y ' over $5,000 worth of

' - prizes on offer to our
readers! Want some hot
new games? How about
Jurassic Park on Super
NES, NES and Game Boy?
Then check out page 23.
Or would you prefer Lethal
Weapon on Super NES and
Alien 3 on all three for-
mais? Or what abovut a
leather jacket or a base-
ball jacket or videos?
Then, do not pass go: Go
direct to page 48.
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GAME BOY
REVIEW

JURASSIC PARK.....p24
Enormous dinosaurs on a tiny Game Boy
screen? Could it possibly work? Could it ever!

JURASSIC
PARK.....p20

A blockbuster on the NES - could this
possibly be true? It is. And, as
promised, NMS is here to check it
out.

AUSSIE RULES
FOOTY.....p42

A must for Swans fans: have your
team win a game for once in this
top-of-the-table Aussie cart classic.

ADVANCE
SCREENING

STREET FIGHTER 1l
TURBO.....p14

The world’s best beat-"em up gets better!
New moves, faster action, smoother anima-
tion and enhanced backgrounds. Wow!

SEPTEMBER '93
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DEPARTMENTS

THE FRONT PAGE.....p3
Fat Boy explains where we’re coming from. Now all we’ve got to
do is figure out where we’re going.

NINTENDO NEWS NETWORK.....p6

New games, new charts, new gossip, new bits and new pieces.
Ever wonder where the word ‘news’ comes from? (Actually, it’s
taken from the first characters of North, East, West and South.)

MOVIE SPECIAL.....p18
As Jurassic Park has taken over this issue, we thought we might
as well let you know what the movie’s all about!

JURASSIC PARK CONTEST.....p23
The dinosaur invasion continues. NMS gives you the chance to get
your grubby little mits on some hot carts.

ALIEN 3 & LETHAL WEAPON 3 CONTEST
cecespd 8

So what do these titles have in common? Three movies, three
game titles, three formats. And we’ve got them all to give away!

MAILBAG.....p51
Fat Boy apologises for being insensitive. Plus, he gets around to
insulting some new readers.

Q&A.....p52
Interesting answers to uninteresting questions. Or is that the
other way around? Anyway, keep “em coming - we do our best!

TIPS AND TACTICS.....p54

We steal some hot cheats from our readers and graciously reprint
them. Now and then, we even add one or two of our own. Plus,
we tell Super Mario Land 2 fans how to get past Wario.

STARWING GAME GUIDE.....p60
The fun continves. Part two of our comprehensive guide to the
starship Arwing and all who sail in and around her.

Need more wallpaper? Check out the centre pages.
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NINTENDO NEWS NETWORR

o NEW GAMES o COMICS ® ACCESSORIES ¢ MOVIES

"}\\

. you’ll ever need
! to know about
what counts in
Nintendo’s world

Welcome to the
only news that
matters, where
NMS exposes all

o TV ¢ MERCHANDISING o HARDWARE o VIDEOS

SEX MARKS THE SUPER SPOT

A whole pile of Super NES games are beginning to feature the ace new SFX chip that Nintendo
debuted in the kickin’ flight sim/blaster, Starwing. As anyone who has played Starwing will tell you,
® NEW GAMES this is extremely good news, indeed. So here's a brief rundown of what you have to look forward to
over the next year: ,

® SUPER NES ELITE: Brilliant! The combined capabilities of Mode 7 scaling and rotation and the SFX chip’s pro-
cessing speed are brought home fo roost in this fastmoving space blaster that will definitely rock your
socks. It is coded by Hybrid, who are new kids on the Nintendo block, so we'll will be keeping a
close eye on whatever this team comes up with!

THE GAME WITH NO NAME: A game in the Off Road Racer style is planned by programmer, Elite (as opposed fo the game, Elite, men-
tioned above). A 4x4 racer in the first person perspective, this game is expected to put the SFX chip’s capabilities fo the test with fast scolling
and detailed track backgrounds as well as a more redlisfic freatment of the opposition racers than you are accustomed to.

The NMS Racing Team (Gerry and Rod) have big hopes for this one.

TRAX: Nintendo has announced that its next SFX chip

iiggery-pokery-type game will almost certainly be a

Formula One racer along the lines

of the Virtual Racing coin-op.

Mattel has confirmed a December

1993 release date for Australia

which, surprise, should make it a very
popular stocking filler.

With nothing to look at yet, we can only
rely on our imaginations.
Yaaaaa-hoooooool!!!!l

Mindblowing graphics and gameplay will make Elite o
must-own game when it's released.
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PUGSLEY'S BACK

Good news! Ocean is converting
Pugsley’s Scavenger Hunt and
Super James Pond to the NES
and Game Boy, and Road Rash
also scores a Game Boy conver-
sion. Also on the way is its con-
version of The Untouchables, and
we'll have the full lowdown on
that soon. Other titles include
Ramna 2 for the Super NES
which continues the Manga-style
adventures of this cartoon in a
12-character, two-player game,
and Eek The Cat is also expected
for the Super NES, though some-
time in 1994, Eek is based on
the adventures of a purple cat
and his weirdo mates. It's
already a hit TV series in the
States and Ocean is hoping for
Bart Simpson-like mania when the
game becomes available.
Unfortunately, at this stage it
looks like only the Game Boy ver-
sion of Pugsley and Eek the Cat
will be getting a local release,
but we'll keep you posted.

CLASSIC COMPUTER CONVERS'ONS ARE GO!

Activision is back, launching a load of Super NES conversions.
of classic computer games including Pitfall Harry: The Mayan
Adventure. There's also Super Pitfull on the NES. And more
Super NES titles including Alien vs Predator (on Game Boy as
well), Shanghai Il, and Biometal. We've seen Alien vs Predator
and it's a bog-standard beat’em up scenario that wastes two
good licences. And Biometal featured that awful 2 Unlimited
song...Thankfully, Activision seems to be sfill releasing Game
Boy titles, so apart from the aforementioned Alien vs Predator,
you can expect Popeye 2 and the Real Ghostbusters later this
year. YEEES!

Expect Alien vs Predator in November (Super
NES) and December (Game Boy).

NEW ZEALAND STILL WAITING FOR SUPER NES

At the time of going fo press, our New Zealand readers were still waiting with baited breath to find
out whether or not they were ever going to see Nintendo’s wonderous Super NES console, with the
decision fo release it being constantly delayed over the past six months. (Aussie readers are, no
doubt, astounded at the barbaric regime that their deprived Kiwi cousins live under. But that's why we
let them win the Bledisloe Cup.)

Nintendo NZ representative, Allen McCormick, expressed some frustration at the delays and claimed
that if the Super NES was not available in NZ by the time you are reading this, it would be dead in
the water if it were ever released there at all.

What NMS wants to know is, why has its Kiwi compatriots been so deprived for so long 2

® NEW GAMES
ROUND-UP

There have been so many
games released or planned
for release around the
world recently that we
thought we’d better give
you a quick rundown on
what you can expect to be
playing... err... sometime
in the next year.

® American Softworks is wander-
ing off into directions previously
unthought of with Super Troll
Island, Super Troll Gladiators
and Snow White Happily Ever
After, in which Snow White gets
to star in pantomimes every
Christmas and do fitness work-
outs on breakfast TV. Odd.

* As we said last issue, keep
your eyes peeled for GP-1 from
Atlus, and Run Sabre, on Super
NES. They're both storming
games from a litfle-known com-
pany going places, and could
prove surprise hits of the year.
GP-1 is a motorbike race game
and one of the best 3D outings
yet seen, while Run Sabre picks
up where Strider left off, with
improvements galore. Graphics
on both games are fairly aston-
ishing, and as you read this,
frantic negotiations should result
in a full NMS Preview soon...

* Keep both eyes open for
Legend Of The Ring, the most
realistic boxing game so far.
Featuring awesome graphics
and sound, this one throws you
straight in the ring and doesn't
let up until the final bell. Out
soon (we hope) on Super NES
from Electro Brain. ..

* Actraiser fan? Lonely and des-
titute since you finished the
game? Life lost all purpose?
Want some good news? The
sequel is coming soon, courtesy
of Enix America. Just thought
you ought to know...
* Jaleco is lining up a few top
sporting titles for later this year.
continued on p?
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THE BYDOS BITE GAMES FOR THE

KITTY LITTER
BAc K lN R- I I PE ! Developer DTMC wins this year's prize for Silliest
Name of a Game - Gordo 106: The Mutated Lab

Monkey. 'Nuff said.

Just ‘cos you thought you'd seen the And if that wasn’t enough, 002-Kaneko is set to
|ast of the Bydos after blasting them unleash Socks The Cat on an unprepared world.
e NEW GAME into Nyefsvi?le in Super R-Typi That's right, a Super NES game based on US
doesn’t mean that they're going fo sit Prez Bill Clinton’s cat. It's called Socks The Cat
e BY: IREM back and play riddly\zinksgfor ﬁ,e rest Rocks The House, and if it gets released here
of their lives. Nup, they’re back in a we're gonna shoot someone!
® SUPER NES brand new 16 meg monster of a Heard of Captain Novolin2 Well, the people
game called R-Type Il (how very behind that diabetic debacle are soon to unleash
original). Burnout. Details are scarce, but rumour is you
This version of the R-Type series has been especially designed for the Super play this high-powered execufive who eats too
NES (so you won't find it in an arcade] and looks... well, see for yourself! much fatty food, never does any exercise and
The Bydos have spent the last few years rebuilding their reputation as mean keels over with a massive coronary. Don't watch
dudes and generally spreading evil and darkness throughout the galaxy. You this space.

get a mere six alien levels in which to try to send them back to Punyland-dom,
before meeting up with the Big Boss Bydo. You will have various lasers, shells,
beam wave cannons and missiles to help you, as well as a thing called Force,
which seems to fire multiple weapons at once. Good luck.

R-Type 3 s surely the mest estounding sc-fi blaster 1o moke It's
way through our doors since the last sne. Oops! wa’ve put in plcs
from Phl's od salling manual by mistokel

SUPER €D DELAYED: MORE RUMOURS, FEW FACTS

Despite our report last ish, the Super CD rumour mill confinues. A little birdie whispered to NMS that the Nintendo boffins are currently look-
ing at releasing a brand new 32 bit console with builtin CD rather than simply an add-on unit for the Super NES.

Now this is a stonking good idea. Very FAT indeed.

A 32 bit system would be better equipped to deal with the information payload that a CD would deliver as well as giving even better graph-
ics and other technical whizbang effects than the Super NES. The question is, would a 32 bit system have builtin cable capabilities so that,

with the advent of Pay TV, games could be downloaded just like movies? Maybe so, maybe no. We hope so.

But, would a 32 bit system be the last nail in the coffin for the humble NES unit2 The odds are that, verily, the NES would indeed become
extinct and the Super NES would become the entry level console for Nintendo players.

And finally, does this definitely mean that there will definitely be no CD add-on for the Super NES2 Well, nooooo... but maybe.

So there you go: all the facts are rumours until they become facts, unless they're actually rumours. Geddit? You can expect fo hear loads
more about the CD saga in upcoming issues of NMS. Aaaaargh!

NMS NEWS NETWORK SEPTEMBER '93
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American supersofty TradeWest has shown us Super
Off Road Baja, which is a well decent 3D sequel to
the original racer that involves some awesome driving
if you wanna be a serious contender. While the game
isn't scheduled for release yet, a decision should be
made by the time you read this. For what it's worth,
we think it's really FAT! Expect a preview soon!
Meanwhile Battletoads will eventually arrive on Game Super OFf Rood - The Befe.  Ervkive H the cows come
Boy under the fitle of Battletoads In Battlemaniacs. home?

Keep your eyes peeled for more Battletoad tomfoolery

in Ragnarok’s World and Battletoads Vs Double Dragon.

It's all happening, eh?

PEOPLE WHO HAVE WON LOADS OF
GOOD CLOBBER!

CALCULATOR BOY: Justin Lane, Scarborough WA; Daniel Topano, Palm Beach NSW; R. Powell,
Maryland NSW; William Richard, Glen Innes NSW; Michael Trimlett, Berkeley Vale NSW: Adam
Lambardi, Whyalla SA; Ryan Malony, Geraldton WA; Steven Brun, Holloways Beach, Qld; Kylie
Pepmon, Bordertown SA; Reece Allan, Terrigal NSW.

GAME BOY WATCH: Mark Frazer, Tamworth NSW, Nathan Piper, Budgewoi NSW; Chris
Bradshaw, Thornleigh WA; Sherlie Johnson, Footscray Vic; Ryan Humphreys, Minto NSW; Adrian
Percie, Mermaid Beach Qld; Mark Lodger, Glen Innes NSW; Adrian Toto, Palm Beach NSW; Jessie
Chapman, Metung Vic; Ryan Jones, Dural NSW.

SUPER STAR WARS: Marcus Sedus, Mount Macedon Vic; Anthony Harris, Gardner WA; Andrew
Black, Rompsey Vic; Sam Barne, Summertown SA; Warrick Baracroft, Nth Croydon Vic.

SUPER MARIO BROS FILM SOUNDTRACK: Arnold Dellion, Advancetown Qld; Josh Pepman,
Bordertown SA; Peter Simpson, Portland Vic; Nick Greftos, McGregor Qld; Michael Mundy,
Cheltenham SA.

DiD YOU Miss US?

Avre you one of the sorry souls who have missed out on an issue or two of
NMS and now realise that your life won't be worth living until you have a
complete set of Australia’s finest gaming mag adoming your book shelf.
Well, lucky you, ‘cos thanks to the indefagitable efforts of our very own
Girl With A Gun, the lovely Kerry Wyatt, you can actually order back
issues of NMS.

Simply send a money order for $6 (yup, that includes postage and
packaging) to NMS Back Issues, PO Box A305, Sydney South NSW
2000, and your prayers will be answered. But don't forget fo tell Kerry
which issues you want|

® NEW GAMES
cont’d...

The stars behind Tuff E Nuff and
Operation Logic Bomb will soon
be unleashing Super Bases
Loaded 2 and Pro Sport Hockey,
both well worth looking out for.
Goal Il for Super NES is also in
the offing. Nothing to see at pre-
sent, but when you consider the
original Goall there's an awful
lot of work to be done...

* Microprose has unveiled
Airborne Ranger for Super NES,
and it's a neat conversion of its
hit Amiga war game. It's a bit of
a laugh and we'll be updating
you soon.

* Mindscape has a fistful of
goodies in the pipeline, includ-
ing Championship Pool, Captain
America, Wing Commander
Secret Missions (ooh!) and some-
thing called Food Fight. Now
how can a console game possi-
bly capture the sheer brilliance

" of the real thing?

* The Chaos Engine was a bit
dead ruddy good on Amiga.
Now it's coming to Super NES,
called Soldiers Of Fortune, via
Spectrum Holobyte and looks,
well, o bit dead ruddy good.

* Japanese superstar Sunsoft is
one of the biggest and best soft-
ware houses in the world. By the
time you read this we may well
have squeezed more on Bugs
Bunny, Daffy Duck, Aero The
Acrobat and World Heroes into
this issue. If we haven't, take it
from us that they're a bit brill
and we'll be telling you all about
them soon...

* THQ is unleashing The Ren
And Stimpy Show across all for-
mats. We're sure the fans will be
pleased.

» UBI Soft is converting John

Madden Football to NES and

Game Boy (now how are they

going to do that?) and is releas-

ing a new racer called Formula .~
continued on pl'l
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SOCCER GAMES FINALLY GET
SET TO SCORE A GOoAL!

Regular readers will

be aware of the ® NEW GAMES
NMS crew's

prowess on the field
when it comes to ® SUPER NES
round foot-
ball. Seo,
it won't be much of a surprise to find out that
we are VERY EXCITED at the prospect of hav-
A ing a few decent soccer games for the Super
NES released soonish.

Firstly, and most mysteriously, is a project that
Namco is working on. We don’t know anything
about it at all, but when a fax from Namco lands on your
desk asking for NMS’ opinion about soccer games (they’re
all crap), you don't have to be a genius to figure out that
something is up. More on this as soon as we know!

Secondly, Sony's Sensible Soccer (say that 10 times in a
hurry without dumping a load of saliva on your lap!) is
looking good for an international release later this year.
Thirdly, fans of English footie yob, Paul ‘Gazza’
Gascoigne will probably do their own mothers in to get a
hold of Graftgold’s Paul Gascoigne's World Class Soccer.
WCS uses a pseudo-3D playing field and the joypad’s four buttons are each allocated a separate skill - passing, shooting, heading, etc.
Fourthly, Elite has Striker ready to roll and the gome itself is, shock, horror, an absolute blinder!

Of course, you can expect a preview of at least one of these fitles pretty smarfish and we’ll do our best to apply pressure in the right places
to get a decent soccer sim on sale in Austray-ya.

B =

o ) J

YEAH, BUT WHERE THE HELL IS KEN?

Just when you thought it was safe to go back to the mall, along comes Hitech with more iffy licenses with which to
wow us. Stereotyped girly doll, Barbie, follows up her less than outrageous Game Boy and NES success with
Super Barbie Model on the Super NES, while the same company sees fit to inflict Beethoven, the console game,
on the civilised world. Quite...

HO! HO! X’MAS LOOKS HO'I'!

Everyone will be pleased to hear that Electronic Arts is shaping up as a major distributor
in this country, having just snatched the Infogrames and Beam labels from Mattel, and also
having signed up programming whiz Absolute. This means there should be loads of bril-
liant new Super NES games released before the end of the year. Already in the pipeline
are four 16 meg titles from Absolute, Super International Cricket and Choplifter lil from
Beam, and John Madden Football ‘94 from EA itself. Possibilities are Infogrames’
Drakkhan and Asterix.
Fans of the comic strip will be pleased fo hear that
we've already seen Afterix andpthink it's quite a ® NEW GAMES
cack. It's a horizontally and vertically scrolling plat-
former that sets the indominatible G:ul off in ® RELEASE: TBA
search of his bud, Obelix, who has been snatched
by the Romans.

10 NMS NEWS NETWORK SEPTEMBER
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NINTENDO NEWS NETWORH

THE OFFICIAL NMS CHARTS 25 morts position it brackets.

Game Boy NES Super NES
1 SUPER MARIO LAND 2 (1} SUPER MARIO BROS 3 (2) STARWING SFX (1)
2 SUPER MARIO LAND (4) THE JETSONS (3) PRINCE OF PERSIA (10)
3 CRASH DUMMIES (2) SUPER MARIO BROS 2 (-)e ROAD RUNNER(7)
4  AGRO SOAR (3) TOM & JERRY (1) SUPER MARIO KART (3)
5 FLINTSTONES (-)o INTERNATIONAL CRICKET (5) SUPER STAR WARS (2)
6  BATTLETOADS (5) BART VS THE WORLD (6) MARIO PAINT (-)»
7 KRUSTY'S FUN HOUSE (-}o AUSSIE RULES FOOTIE (9)) B.0.B. (-)e
8 T2 ARCADE GAME (-} ULTIMATE AIR COMBAT (4) DESERT STRIKE (4)
9 BART VS JUGGERNAUTS (8) SUPER MARIO BROS 1 (-} STREET FIGHTER Il (5)
10 JORDAN VS BIRD (6) BATTLETOADS (9) KING ARTHUR WORLD (-)=

Compiled with the assistance of Capital Games Centre.

You have to wonder whether anyone out there can actually play Nintendo ‘cos the standard of high
scores coming in is ruddy sad. And that's not even mentioning the doofuses who can’t read and actu-
ally expect us to believe their scores without seeing a photo of the score screen. For the last time - save
your stamps if you ain’t gonna send a photo as welll

Ahh well, for what it’s worth, here’s the latest update. It makes me miserable seeing them in print.

OOOH-AAAAAH, WILL YOU LOOK AT THE SIZE OF THATI, NINTENDO MAGAZINE SYSTEM, PO
BOX A305, SYDNEY SOUTH, NSW 2000.

© NEW GAMES
cont’d...

One Grand Prix on the Super
NES. This game is not related to
Geoff Crammond’s brilliant
computer game, but a split-
screen affair looking rather
good nonetheless.

* And finally - Virgin USA is
preparing to slap down a table-
ful of gaming goodies soon in
the shape of Super Slam Dunk,
Super Caesar’s Palace, Cool
Spot, and pick of the bunch,
Robocop Vs Terminator (a differ-
ent game to that coming from
Interplay). More news on this lot
soon, you lucky, lucky people!

® AUSTRALIAN
ARCADE CHARTS

Last Month’s position

in brackets.

Fast movers have a

bullet.

Compiled with the assistance of
Timezone. Data East and
Gottlieb games not tested.

1 Out Runners (-] ®

2 NBA JAM (1)

3 Virtual Racing (2)

4 Suzuka 8 Hours (5)
5 Wild Pilot (3)

6 Super Chase (]®

7 Final Lap 3 (5)

8 Lethal Enforcer (6)
9 Crime Patrol (7)

10 Stadium Cross (9)

1 Twilight Zone (1)

2 Dracula (2)

3 Creature From Lagoon (3)
4 White Water (4)

5 Fish Tales (6)

6 The Addams Family (5)

7 Dr Who (2)

8 The Getaway (9)

9 Terminator 2 (8)

10 Black Rose (10)

SEPTEMBER '93 NEWS NETWORK
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HOVANCE SCREENING

SUPER
INTERNATIONAL
CRICKET

SUPER NES
PREVIEW

SIC has an amazing array of daredevil action sequences, induding a spectacular
grandstand demolition scene by the losing team.

Ta-raah!

BY: LASER BEAM At last, the much-heralded Super

WHERE'S THE

PLAYERS: 2
MEGS: 4
RELEASE: DECEMBER

iIF IT AIN'T
BROKE, MAKE IT
BETTER!

Super International Cricket is
much more fun to play than its
NES predecessor because the
controls are a lot more defined
and easier to use. Apart from
that, the basic structure of the
game has remained the same,
though it has been visually
enhanced to take advantage of
the Super NES capabilities.

12 NMS

NES follow-up to Laser Beam’s hit
NES title, International Cricket, has
arrived, and yes, we’'ve managed
yet another world exclusive by
snaffling the first screen shots and
game tests from this sure-to-be-a-
hit cart.

As we all know, cricket is one of
those games that takes an awfully
long time to play and requires
loads of strategy in order to whup
the living daylights out of the oppo-
sition. So you will be pleased to
hear that this upgrade of the NES
version seems to allow for a lot of
sneakiness.

One of the annoying things about
the NES game was the fact that all
the computer-operated teams and
players seemed to have pretty well
the same skills and strategies, but
this is not the case with the Super
NES version, which makes your
selections more important. Other
nice touches include Stumpvision
replays, improved graphics cinema
sequences, speech samples and
greater control while batting and
bowling.

So what are you waiting for -
wield that willow, McDuff!

ADVANCE SCREENING

GoRB?

Unfortunately, it seems that
Nintendo has taken the current
censorship row to heart, so
Super International Cricket play-
ers will be denied some of the
attractions of modern cricket,
such as swearing at your team-
mates, gobbing at the batsman,
making graphic gestures and
telling the ref he’s a mug.
Damn!

Rignw o
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3 times the TERROR
3 times the ACTION

The Xenomorph are fast, spit acid and are right behind YOU! The motion trqcf(ér is your only
warning. No time to rhiﬁwme to catch your breath... RUN'
Can't see very far ahead in these air ducts. Hard to breath. Blast life sucking face huggers with
your pulse rifle and exterminate deadly Aliens v:ﬁith your flanté thrower and grenade launcher!

Just keep telling yourself "this isn't realr)} happening... it'’s only a game."

A [ | '. N 3 Exterminate deadly Aliens Destroy all the eggs, but
K _ - el with your flame thrower! beware of the deadly
i * j \ mother of all aliens!

Alien 3 TM & 1993 Twentieth Century Fox Film Corporation. All rights reserved. Nintendo, Nintenmdo Entertainment System, Game Boy and the official seals are trademarks of Nintendo of Americalne.
LJN is a registered trademark of LUN Ltd. 1= 1893 LUN Lid. All rights reserved



N
"I!IEM!! "Ihl

_ ullil[“ll
e
| .

‘|

ST
o PRy
- i!_!m

1

t's hotier than hot and
it's coming to a Super
NES near you soon! After

last month's NMS World
Exclusive on the sequel to
the Greatest Console
Game Of All Time, we've
got more details on the
beat ‘em up event of the
year. First up, the big
news is that this will be
the first ever 20-MEG cart,
and already it looks as if
every aspect of the Turbo
coin-op has been recreat-
ed, from the game’s
enhanced speed to the
many new moves. In
addition, for those of you
constantly demanding
Action Replay codes so
you can play as Balrog,
Bison and the other boss-
es, they too are available
to control - and any two

- characters may be con-

led at the same time,
nka Vs Blanka, for

mple.

‘When putting together

‘bo Edition, Capc

unning and
game - eve

4 Seeing double! The Dhalsim on the left avoids the oncoming fireball
with his fantastic new Teleport skills!

SUPER NES PREVIEW
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ON THE MOVE

Forget the Championship Edition,
SF2 Turbo carries all that game's
features and more! With the excep-
tion of Guile, each of the characters
has been beefed up slightly, and
here’s a quick guide as to who
should now be capable of what:

DHALSIM: o/ rubber

legs behaves pretty much the
same as before, but his yoga
powers now allow him to disap-
pear out of harm’s way and
reposition himself elsewhere
on the screen.

CHUN LIJ: chun-Li now

benefits from two news
moves. The first is basically
just a higher Spinning Bird
Kick, whilst the second is far move impres-
sive - Chunners now has Ryu-style fireballs!

BLANKA: | addition to his usual Cannonball Roll, Blanka has

now added another to his inventory. When activated, he flies upward as
he spins, allowing him to pass over his opponent whilst still inflicting

damage.
ZANGIEF: Wahey! Russia’s finest how boasts an

even better Lariat move. Whilst he's performing this
e 3 ) move, it's impossible for the opponent to escape!
A Ken's new improved Hurficane kicks com- 3 0 S KEN: oOur man in the red jim-jams was already
bined "Y”h hf”"‘f’f‘d"‘d Dragon Punch from i . £ one of the best all-rounders, but he has now had
Chumpmnshup edition moke him the stronges! —r ' = higher Hurricane Kicks added to his repertoire.
World Warrior of present. 2 ; These are activated midjump, and only last a short
EFLALIY ROL M LAY _ - time.
- ' 3 : RYWU: Tthe same as Ken, but in a white pair of
jimmy-jams.
GUILE: Guile was one of SF's strongest
fighters, and consequently he has been left as

he was - which meas he's as hard as ever but
everyone else has a will have a chance now.

E. HONDA: Fr.t boy was always easy pick-

ings, but Capcom have gone to great lengths to toughen him up. As
with the Championship Edition, Honda is now movable as he uses his
Hundred Hand Slap, but his enormous gut also comes into play - in the
form of a huge, energy-sapping belly flop!

, SEPTEMBER '93 SUPER NES PREVIEW
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S0 WHAT ELSE IS NEW?

Turbo Edition is a completely revamped
‘remix’, and should play a lot better for
the tweaks. The game is estimated to run
approximately 30% faster than than the
original Super NES game. This makes for a
more action-packed fight - and is particu-
larly impressive when you get the likes of
Vega leaping around the screen. In addi-
tion, so that the fights don't end too quick-
ly with this new speed, the characters are
slightly more resilient when it comes to
taking punches, and it also takes a more
impressive series of combination punches

Th
e fasiosf-moving fighter

b,;’- © Vainest, Midinm 18", and
ind g b ng his foce

Vi)

and kicks before your opponent is
stunned.

THE PLANE BOSS,
THE PIANE g™

Also available to control A ‘.f
are the original Street Fighter : )

II's quartet of bosses: Vega, ‘
#
>

¥

Balrog, Sagat, and M. Bison.
Here's what you can expect
from each of them:

i as
Lk

The boxing hero
relies on his ﬁgsfs undof\esv?r
brings his feet into play -
although he has been known
to headbutt any unfortunates
who'gef too closel One of his
special moves is g Turning
Punch which gets harder as
Balrog counts up to four.

16 NMS
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A Chun Li can execute her Spinning Bird Kick at a greater height than
before, but this manuever can only be performed when jumping off the walls.
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S Street Fighter Il Turbo has already
taken over our lives here at the NM5
office. You mere mortals will have to
wait a tad longer. The game has already
been released officially in Japan, and the
good news is that Mattel has already
snapped up the game for an Aussie
release, which at this stage is pencilled in
for next month. Expect a full review of
this fat cart soon in NMS. Also, we're

3 y . already working out all the special

' L Lo V - " moves, so expect some tips real soon!
po— «
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DINO-MITE!

JURASSIC PARK EXPLODES ON

FAT BOY'S
FILM FACT
FILE

® In its opening weekend in the
US, Jurassic Park smashed box
office records, taking in over
$70 million in ticket sales!
 Jurassic Park was originally a
best-selling book, written by
Michael Crichton. Other literary
works of his include The
Andromeda Strain, The Great
Train Robbery, Congo and Rising
Sun.

¢ Michael Crichton once ran a
software company called
FilmTrak, and he invented a
computer game called Amazon.

* Filming on location on the
Hawaiian island of Kavai was
interrupted by Hurricane Iniki,
which tore the island to shreds!
® The special effects were done
by Stan Watson’s Studio, the
same people behind the amazing
effects seen in Terminator 2 and
Batman.

* As well as the video games,
there is a Jurassic Park pinball
machine, by Data East.

® In America, you can tuck your-
self into o bed covered in
Jurasic Park sheets, while
wearing Jurassic Park pyjomas.
* You can also wear Jurassic
Park boxer shorts!

® And Jurassic Park sneakers.

* And Jurassic Park anything
else you can think of!

18 NMS

NEW MOVIE

BY: UNITED INTERNATIONAL PICTURES

RELEASE: SEPTEMBER 2

MOVIE PREVIEW

SCREEN

WHAT
TIME
PERIOD IS
THIS!?

There has to be an excuse for
this dinosaur disaster movie,
and indeed there is. Rather than
sending humans back to the
time of the dinosaurs, the
dinosaurs have returned from
65 million years of extinction to
molest man!

Dr. Grant and his gorgeous girl-
friend, Dr. Sattler, have both
been invited by Mr. Hammond
to his Costa Rican island to wit-
ness and give approval to the
theme park/zoo which he has
secretly built there.
Unfortunately, their arrival coin-
cides with an attempt by a dis-
gruntled employee to steal some
of the exhibits! The exhibits are
none other than living
dinosaurs, recreated by genetic
scientists from the dinosaur
blood inside mosquitos that
were trapped and preserved by
tree sap, millions of years ago.
In order to get away with his bio-
logical booty, the trecherous
Dennis Nedry shut down the
security systems. By doing so, he
triggered a chain reaction,
which cut power to the whole
island, including the electric
fences surrounding the major
attractions of Jurassic Park!

As luck would have it, Dr. Grant
and the rest of the visitors are in
the middle of a tour when this
happens. To add fo their prob-
lems, night is falling, a huge
storm is approaching, and the
liberated dinosaurs are hungry!

SEPTEMBER '93




s MOVIE oPELIRL

Dr. Alan Grant (Sam Neill)

A world-renowned paleontologist, Dr. Grant is like
Indiana Jones in many respects. He digs up old things
out of deserts, saves himself and everyone else, and
he even buys his hats from the same shop Indy does!

Dr. Ellie Sattler (Laura Dern)
Ellie is a paleobotanist, and the yummy girlfriend of
Dr. Grant. She doesn’t mind getting her hands
(and arms) dirty in the interests of scientific research.

Dr. lan Malcolm (Jeff Goldblum)
Slightly loopy would be an understatment when
describing this guy. He's a mathematician who

studies the chaos theory - a chaotician, if you will.
Manages to look cool and hip while babbling on
about weather patterns triggered by butterflies!

John Hammond (Sir Richard Attenborough)
A well-rounded, good-spirited gentleman, with a fair
bit of money. He built Jurassic Park fo entertain peo-
ple, but he never imagined the monster it would turn
info.

Dennis Nedry (Wayne Knight)

An extremely well-rounded lad. He designed the com-
puter systems that control all the operations of Jurassic
Park. Greed gets the better of him, and ultimately
brings about his downfall.

Nanny Goat (Cameo appearance by herself]
Entree for Tyrannosaurus Rex.

Donald Gennaro (Martin Ferredo)
Limp-wristed lawyer, sent to check out Jurassic Park on
behalf of investors. Main course for TRex.

Robert Muldoon ( Bob Peck)
Head keeper of Jurassic Park. Always calm and
collected, even when faced with the open jaws of
a Velociraptor.

Ray Arnold (Samuel L. Jackson)
Over-worked, -over-anxious manager of the park.
He'd give his right arm to be somewhere else.

Tim (Joseph Mazzello)
Dinosaurcrazed, nine-year-old brat grandson of
Hammond. Asks a lot of questions, and regularly gets
himself into trouble.

Lex (Ariana Richards)
Older sister of Tim. A vegetarian with tomboyish
qualities, she’s no slouch when it comes to computer
operation.

Mr. DNA (Himself)
Host of the Jurassic Park tour video presentation.

SEPTEMBER '93

MOVIE PREVIEW

Production Credits

Based on the novel by Michael Crichton
Directed by Steven Spielberg
Screenplay by Michael Crichton and David Koepp
Produced by Kathleen Kennedy and Gerald R. Molen
Production Designer: Rick Carter

Director of Photography: Dean Cundey, A.S.C.
Full-Motion Dinosaurs and Special Dinosaur Effects by
Industrial Light and Magic

Live Action Dinosaurs by Stan Winston Studios
Music by John Williams

4

DINOSAUR
DIRECTORY

Tyrannosavrus Rex

The big momma, she is one mean
bitch! Everybody stays out of her way
when she’s hungry, which is just
about all of the time!

Velociraptor

Very fast and very cunning. They hunt
in small packs, and once they have
you in sight, eluding them is nigh
impossible.

Dilophosaur

These guys aren’t very big, in either
height or brain capacity. They have an
unpleasant habit of spitting huge
greasy, grimey gobs of goo into the
faces of people they meet, ... | mean,
eat. Charming.

Brachiosaur

The largest of the denizens in Jurassic
Park, these huge beasts spend most
of the day just chillin’ out and munch-
ing on herbacious matter, ie. they
sleep and eat all day!

Gallimimus

These dinos run around in herds, often
closely followed by something large
and hungry.

Triceratops

Never, | repeat never, let a
Triceratops use your bathroom, unless
you have a very large shovel. You’ll
be sorry!

NMS 19
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PRICE: $109.95
BY: ACCLAIM

RELEASE: JUNE

CONTROL

J0YPAD

GAME DIFFICULTY
PRETTY HARD
CONTINUES

FOUR
RESPONSIVENESS
OK

1ST DAY SCORE
REACH LEVEL THREE (AND HAVE A TEA
BREAK).

ORIGIN

BASED ON THE FILM THAT IS BASED

ON THE BOOK THAT EVERYONE HAS
HEARD OF BY NOW.

20 NMS

Jurassic Park - the movie of the
century!? The most amazing breakthrough in
cinema history?

Well, it may not be everything that it is
hyped to be, but it sure is a damn fine
movie! Basically, the movie is about a bunch
of people running around some fields with
some revitalised fossils legging it after them.
Anyway, some people might not have read
the brilliant NMS Special Report on the
movie yet (turn to page 18, you fool!), so we
won’t ruin it for them

Anyway, the game of Jurassic Park bears
almost no relation at all to the film. Suffice to
say, this is an overhead-view multi-direction-
ally-scrolling exploration game where the
player controls Dr Alan Grant on his quest to
save a couple of brats and halt the march of
the deadly dinos using only his large shot-
gun and ammo of varying efficiency, which
he finds along his way.

ONE MILLION YEARS.BC.

One of the most exhilarating moments of the film
has to be the friceratops stampede, where Dr
Grant and his merry band narrowly escape death
at the feet of a million charging herbivores.
Actually, that's a bit of an in-joke for people
who've seen the movie, because none of that hap-
pens at all. Ho ho.

However, the game is a different matter, and a
triceratops stampede is most certainly in evidence.
It is the player’s job to guide Grant through this
terrifying ordeal. To make it more difficult, little
Timmy is hanging on to his belt, so every move
Grant makes is shadowed by Tim, so it's essential
to keep Tim out of the way of the herd.

o T ‘-uso
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| Tim's sister, Lex, is also pretty nifty when it
comes to getting herself info situations of
extreme danger. In order to protect herself
from the roaming dinasaurs, she decides to
hide in the Tyrannosaurus Rex pen.

Smart move.

And guess what? It's lucky old Dr Grant's

job to save her from being horribly eaten.

This is made a bit easier by the

Tyrannosaurus’ poor eyesight, which tracks

only by movement. This means that so long

as the pair remains perfectly still while the

Rex is on screen and only move when it

roams off or turns its back, they're safe. i " 4
Attempting fo run away while the King of :

the Tyrant Lizards is about usually results in ,
a swift death. _

Once again, a
game-of-the-
film reaches a ‘ v L3
console and i %8
takes a bit of i
“artistic _ ’ ¢
icense” with
the plot. Mind 3
you, the mak- :
ers of Jurassic

RAD did actually .

stick fairly ‘ '

close to the fantastic movie,
apart from adding the river N % ’
and stampede scenes. And ‘
the guns. And a couple of L]
other things. But most impor- & &
tantly, they didn’t turn it into
a platform game!
Hooray!
Z The action is pretty tough,
especially as the dinosaurs HOW TO CONTROL:
are semi-intelligent and are Guide your little professor around Jurassic Park
capable of ambushing and while not being eaten by dinosaurs and preserv-
tracking Grant. There’s also ing his three energy bars.

plenty of variety, although o

the egg-collecting bits at the
start of the levels lose their
appeal a little after a while.
Still, the graphics are great,
the game is action-packed
and original and it captures
the atmosphere, if not quite
the story, of the ay-may-zing
flick perfectly.

SEPTEMBER '93 NES REVIEW NMS 21



Well, I’'m feel-
ing like my
cods have
well and truly
been wal-
loped by this
dinosaur
overdose that
the world
seems to be
going
through at
the moment, but | have to
say that | don’t half fancy
the games.

After thoroughly thrashing
NMS’ esteemed Editorial
Director every afternoon at
Street Fighter Il (yeah, sure,
like everyone believes you -
Gerry), it was great to have
a challenge at last. And
Jurassic Park is a fairly
demanding game that will
take a bit of fancy finger-
work if you want to have a
life after dinosaurs.

The graphics vary between
brilliant and boring; the
action between mindless and
mind-numbing; but the fun
quotient remains high with
loads of tension developing
as the game progresses.
Basically, you’d be a fool to
miss it!

GODZILLA

WHEN DINOSAURS
RULEDTHE EARTH

There are a number of dinosaurs in the
game, nearly all which appeared in the
film. When the smaller ones are killed,
they leave behind a couple of shots
worth of ammunition for Grant's gun,
which is quite nice of them. Here's a lis-
tette of the major dinos;

BABY VELOCIRAPTOR: There was
only one of these in the flick, a cute lit-
tle one that hatched out of an egg in
one scene. However, there are hordes
of them in the game, all ready to bite
the Doc’s ankles and sap his energy.
ADULT VELOCIRAPTOR: Fast-mov-
ing predators who hide in frees to
ambush Grant and then follow him until
one of them is dead. It's a good idea
to shoot these ones.

DILOPHOSAUR: A small dino with a
big frill around its neck. Spits acid at
Alan and also bites if he’s in range.
Probably didn’t spit acid in real life,
though.

TRICERATOPS: Everyone's favourite
dinosaur. There are loads of them in
the game, but there’s only one in the
film. And that's it.
TYRANNOSAURUS REX: Huge,
scary dinosaur with a tendency fo eat
everything that moves. Appears
throughout both film and game.

Each level of Jurassic Park starts in the same way. Grant has fo leg it around a sec-
tion of the park collecting or destroying dinosaur eggs before they hatch. Once he's
got all the eggs from a section, Grant is rewarded with a pass card. This allows him

to enter a particular building or access a certain computer. Once inside a building,
Alan has to repeat his egg-collecting to get the next card, culminating in a frenzy of
crazed computer accessing where the required task (opening a gate, shutting off an
electric fence) is carried out via the mainframe.
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Great in-game presentation and smart
options screen.

Getting past all the faffing about at the
start is a pain.

(Ilunklwd colourful sprites, with the
dinosaurs being particulorly impressive.
Not much 'twixt-level variety.

Pretty decent tunes and effects which,
while unremarkable, carry off well.
Turn them off!!

Lots of variety and o hefty challenge.
It's great fun,

Egg-collecting can be a bit of a drag
after o while.

Long and taxing with plenty to keep
you going.

OVERALL

A great conversion of an even
greater film. Certainly does justice
to the movie.
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Just in case you hadn’t noticed, NMS is making a bit of a fuss over the
release of the Jurassic Park games ‘cos we are the maddest bunch of
dinosaur-lovin’ joystick jousters ever to beat up on a T-Rex. In fact, we love
‘em so much that we’ve managed to put our hands on heaps of Jurassic
Park goodies to give away, including the ace Nintendo games from
Acclaim.

As you have probably read the reviews on either side of this page, you’ll
already know that the games are a bit of alright and well worth grabbing.
So, for your chance to grab not one, not two, but all three Jurassic Park
games, plus some other well-kosher goodies, play the NMS computer game
like the dinosaur-slaying paleontologist that you no doubt are!

CALL 0055 65656* TO WIN

PLAY TO WIN
SURBDBHIC
PARK GAMES!

Five lucky winners will take home a
complete Jurassic Park Game Pack
that includes:

1. The Jurassic Park Super NES

game.
2. The Jurassic Park NES game.
3. The Jurassic Park Game Boy
game.
4. The Jurassic Park CD Soundtrack.
5. The Jurassic Park issue
of Dino Times.
6. The official Jurassic Park badge.
7. The official Jurassic Park
movie poster.

And five runners-up will receive a
Jurassic Park Bonus Pack that
includes:

1. The Jurassic Park CD Soundtrack.
2. The Jurassic Park issue
of Dino Times.

3. The Jurassic Park badge.

4. The Jurassic Park movie poster.

parents permission before calling.

CONDITIONS OF ENTRY

The promoter is Trielle Corporation, 363A Pitt Street, Sydney, NSW, 2000 (ACN 003 550 392). Entry is open fo all residents of Australia with the following excep-
tions. Officers or employees and the immediate families of the promoters, their advertising, sales promotion agency and printers are not eligible to enter. Entries close
by the end of the working day Wednesday, 27 October, 1993. The winners’ name will be published in a future issue of the Nintendo Magazine System. Prizes are

not transferable nor are they redeemable in cash. The judges decision is final and no correspondence will be entered into. Information on how to enter forms part of
theses conditions of entry. The contest is a game of skill, not chance, and as such all entries will be judged on merit. © 1993 Nintendo Co., Lid. All rights reserved.
* Ask your parent’s permission before calling.
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RELEASE:
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CONTROL

JOYPAD

GAME DIFFICULTY
EASY

CONTINUES

FOUR

SKILL LEVELS

ONE

LIVES

THREE
RESPONSIVENESS
QUICK

1ST DAY SCORE

MEET T-REX

ORIGIN

Based on the movie by Steven
Spielberg, itself an adaption of a book
Michael Crichton.

24 NMS

The dinosaurs have left eggs scattered

all over the island, and you must collect or

destroy all of them on each level before you can get

info buildings or progress fo the next level. Many of

the eggs are hidden behind frees and bushes, or in the

corner of a room, so be sure to thoroughly search
each area you pass through to avoid back+racking.

removing your appendages

To arm yourself, find an ammunil . ]
There are five types of offensive weuponry at Dr Grunl’ s drspos»
al. You can carry as much ammo as you want, and fo switch
between weapons, press the select button. The ammo is limited,
but whenever a dinosaur bites the dust it leaves standard ammo
behind — just enough to replace what you used to kil itl Try to
get as many of these departing gifts as possible, as ammunition
is thin on the ground, and you'll be sorry if you run out.
STANDARD SHOT — Very low power, it takes as many as four
rounds to put larger dinosaurs to rest.

DUM-DUMS — One shot is enough to dispose of most pesky
dinos.

ARMOUR-PIERCING BULLETS — These babies go through
anything, and keep on going! Be frugal with this weapon, there
isn’t much ammo for it.

BOLAS — A medium powered multi-shot, but with limited range.
TIME BOMBS — Use these to destroy the Velociraptor's nests in
level four.

GAME BOY REVIEW

4 Oh Lord, is it time to eat humans
again?

4 Feeling stressed out? Why not try
o boating holiday?
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The first two stages see Dr Grant's hands
full rescuing Mr. Hammond's mischievious
grandchildren: first Timmy, who is stuck in
a Triceratops stampede, and
then Lex, who has got herself
trapped on the wrong side of
the T-Rex enclosure!

A power failure is the cause
of much pandemonium for Dr
I Grant in level three. Boot up
p B | the computer terminals in the

Il correct sequence, and it's off
to fun and games in the vol-
canic pits of stage four! Here

Dr Grant must blow up Velociraptor nests,
while Lex and Timmy play hopscotch on
the ceiling.

Stage five, and things do not look good
for the stranded group. The radio is bro-
ken, and the only way to call the main-
land is to get to the boat moored in the
harbour. The sixth and final stage
involves getting to the heli-pad, but there
aren’t enough seats for everyone in the
chopper, so you have to draw straws.

AU AT R TR 8 i

You will come across mystery boxes marked with
~ question marks throughout the levels. They sit there, oh-
g, just waiting for you to pick them up. But be careful:

igh some will endow you with healing powers, temporary invul-
ty, or even exira lives, there are some which blow up in your
‘drain energy or worse! These mystery boxes are always in
so after sacrificing a few Dr Grants, you won't (or at

make the same mistake.

EET THE ENEMY

These impressive looking beasts

(L

stz ; have a collective IQ of about
three, so don't expect any scintil-
lating conversation or fiendishly

clever death traps from them. On
the other hand, you can’t under-
estimate a creature whose sole

GALLIMIMUS reason for being is to eat!

P With the movie gen-
_ m ‘i g erating so much
hype, the video
g games were

-~ inevitable, and

' ‘b' -
\ 1?{ despite rather dubi- i i
\ G ous longevity, the B §
- GB version delivers

m the action and
excitement you
ANDREW would expect.

It is fun to play,
and holds your attention with a vari-
ety of sub-games. The graphics
aren’t bad either, especially the T-
Rex, although the backgrounds could

TRICERATOPS TYRANNOSAURUS REX BRACHIOSAUR

= RS ITELG s

have done with more variety. HOW TO CONTROL:
The action moves along fairly quick- Direction Pad: Moves Dr Grant around the screen. :
ly, but it can be annoying when Dr. i

Grant gets stuck on the edge of Jump, row.
obstacles. The game should have
been harder, and it would be more
interesting if the dinos were smarter.
The other main criticism | have is that

the game just isn’t long enough! Had Start : Pause game.

there been twice the number of lev-

els, Jurassic Park would have kicked Select 1 Change WeSHE

ass on the Game Boy!

Still, it’s more entertaining than

most games I’ve played on the Game HOW TO PLAY:

Boy lately and, let’s face it, with so Looking down at a 45° angle, you control the famous palaeontol-
few new releases for the humble ogist, Dr Grant, in an eightway scrolling dinosaur adventure.
hand-held, you takes what you gets! There are a number of sub-games which use a variety of unusual

game styles.

VELOCIRAPTOR
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The GB ver-
sion of
Jurassic Park
is a bit of a
hoot, with
much scurry-
ing, collecting
and shooting
to be done if
you are
going to have
any hope at
all of surviving the terrors of its
prehistoric inhabitants. With all
this activity, it's pretty easy to
slide into the pace of the game
and get a bit feral.

Which is lucky ‘cos | think the
graphics are a bit boring, with
one screen looking much like
the next and they’re not that
inspiring to start with. But that
kind of goes with the territory
when you play the Game Boy.
The gameplay is a bit of
alright, though it does become
quite repetitive. Jurassic Park is
easy to control and, once you
learn to avoid the obstacles,
rarely frustrating. Well, rescu-
ing Lex can be a bit of a night-
mare if you don’t have some
hefty weaponary, but she’s an
hysterical wuss and you’'ve got
to expect that.

What | want to know is, why
isn’t there a character select?
I'd much rather be Ellie than
boofhead Dr Grant!

DON'T WHIZ ON THE ELECTRIC
FENCE!

The Jurassic Park maintenance team has
been slacking-off, and who can blame
them, with 40foot man-eating monsters
running amok?

In their haste o escape, they left boxes
and rocks scattered around the com-
pound. These objects usually hinder your
movement, and you can’t jump over
them, but dinosaurs have the same prob-
lems with them and you can lose pursu-
ing predators by running around them.
Trees and bushes provide excellent
cover for the sneaky dinos, so stay away
from the fringes or be on your guard.
Around the grounds, and particularly on
the roofs of buildings, are ventilation
ports covered by high voltage grids. Step
on one of these, and the Velociraptors
will have barbequed paleontologist for
dinner! More electrifying excitement can
be had with the nodes. Snap, crackle,
pop!

Other obstacles encountered by Dr
Grant on his journeys are the toe-melting
volcanic pits and logs which drift down
the river and should not be introduced to
inflatable rafts.

4 Step on this and you might be in for a bit of
a shock!

PASS ME A CARD

To enter buildings and log on
to the computer posts, you must
have a pass card. Pass cards
only appear when all the eggs
have been found and

% 7 A | R e |
. Y - -
= B
= B
= 11 |emles
AT 1T 1 |
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destroyed, and not all pass
cards will give you access to
all computer terminals.
Computer Access: Once you
have the correct security card,
you can use the computer to
get info about the level objec-
tives or you can control some
of the park systems, such as
opening the gate in level one.
Buildings: Inside buildings
are computer consoles and,
unfortunately, more dinosaurs.

GAME BOY REVIEW

PRESENTATION

Slick level intros, heaps of help points
and info on dinosaurs.

No option to change difficulty, number
of lives or confinues, etc.

GRAPHICS

Big dinosaurs. Screens are clear and
well defined.
Sparse, repetitive backgrounds.

SOUND

Monotonous music, average effects.

PLAYABILITY

Fast moving, varied game styles.

Dr Grant gets stuck on the edges of
doors and rocks. The dinosaurs are a bit
stupid.

LASTABILITY

The variety prolongs inferest.
It's pretty easy, and isn’t long
enough.

OVERALL

An interesting game that will
keep you thinking and that is
quite fun, but it’s over dll too
soon.
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f the thought of dribbling, pushing and hooping reminds you
of your senile granny you’re obviously not a basketball fan.
For indeed, these terms belong with the amazingly popular
American sport of basketball. This sport sees a number of
lanky chaps running up and down a court trying to get a ball
into their opponents’, um, basket. The game originated many
years back at an orphans’ home in the States, Rad informs us,
where the proprietor nailed an old wastebin to a wall and
kept the urchins occupied by trying to throw balls into it. Of
course, this great idea spread and became the foundation for
one of the worlds top sports. Good thing they didn't have
wheely bins in those days, eh? | 7
Tecmo Super NBA brings all the excitement of the game to
the SNES, with the player taking control of his or her favourite
real-life NBA team and trying their best to take them to the
top of the heap, using all their gamesplaying skills.
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RRP: $99
BY: TECMO
RELEASE: AUGUST

CONTROL
JOYPAD

GAME DIFFICULTY
MEDIUM

CONTINUES

N/A

SKILL LEVELS

1

RESPONSIVENESS
VERY GOOD INDEED

1ST DAY SCORE
46-42 (Doh!)

ORIGIN

Another officially licensed NBA
basketball game, this time from
Tecmo.

Use your trusty joypad to move your players around the old basketball court
attempting to gain possession of the ball and score points. Each button has one
or two different functions, depending on whether the player has the ball or not.

How To Control

Pass the ball Swap player under control

Shoot/Block

START: Nothing

Deli
Vilioni tod SELECT: Switch to menu screen

How To Pluy Use the joypad and buttons to perform combinations of moves on the basketball
court. The idea is to take on the other NBA teams and win those play-offs to
become the top basketball team of all time.
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It must be said that at first
N \ glance Super NBA is very
S & 80 similar indeed to Bulls v
Lakers. However, once you
I \ get into it there’s even
._'w \‘ more in this than that clas-
U sic Megadrive basketball
K sim. Certainly the the
”’Q 4 graphics are almost exactly
rRAD the same, apart from the
pretty excellent animated
cut sequences, and the on-court action isn’t
really that much different, but that’s no bad
thing. What really makes Super NBA is the
sheer wealth of options and the great play-
book. At first, this doesn’t really seem to
| make much difference and everyone just
legs it around in a seemingly random fash-
: 1 ion, but soon enough you get to grips it and
et e e ————a O you even find yourself spotting what play
1o of . 1 O © 0 2 s the other team is employing, and changing
TN YTt | SO R yours to combat it! It's all very fast too, and

the 1 ___l'-
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A "If..)... could...just shoot and...score."

CELTICS

il H SN T

crowd.

™

mean presentation is of a high

A, "Shoot and score, shoot and smrd\',‘cned the

EPMMENT
NBA is a

pretty
laudable
effort at a
Basketball
game from
Tecmo. lts
most strik-
ing feature

1N

ool W,
is its
c"s speed. The

game plays about twice as
fast as Bulls v Lakers - and
that's on slow mode! The
joypad functions are com-
prehensive, if a bit awk-
ward to use. The on-screen
presentation is particularly
impressive, with scorers
well marked, and players
well defined. NBA is not
short of the stats and fea-
tures that Bulls v Lakers
was famous for. In fact,
there must be even more
on this - with strategies,
player profiles and team
standings. It all becomes a
bit of a labyrinth. That's
why it’s comforting to now
that at the heart of it all
there is a good on-court
game. However, a couple
of niggles remain, centred
around the easiness of
fouling accidentally and the
tendency of some of your
guys to play like spanners.
Barring that, sm fans
should go hl*

hesitation.

SUPER NES REVIEW

drawn and superbly-animated
bound around a detailed court scene.

that one background does get a bit
while.

seledtion of court-related effects and
music which nccompanies the gome.
effects lose their variety after continu-

fllltlllllhum are here, and you won't-
 beat the play-offs overnight. Still, there's
always the two-player mode.

2 is. Uses all the best ideas

previous basketball games

adds a lot of good ideas of
s own. Highly recommended.
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RRP: $99
BY: KONAMI
RELEASE: AUGUST

CONTROL
JOYPAD

GAME DIFFICULTY
MEDIUM

CONTINUES
INFINITE

SKILL LEVELS
WO

RESPONSIVENESS
EXCELLENT

1ST DAY SCORE
Reached the third level.

ORIGIN

duce a series of cartoons based
around the Looney Tunes char-
acters, Steven Spielberg duly
released an award-winning
spin-off called Tiny Toons. The
series features younger relafives
of such famous characters as
Bugs Bunny and Daffy Duck,
including Plucky Duck and
Buster Bunny. This is their
story...

Having bought the rights to pro- |

* Whilst scurrying across the speeding mail train, Buster gets cought in one
of the many sack-holding nets lining the trock.

e

Buster’s method i

i i varely in the
:ui:;:m:; ?equvu behind o gol_‘im
Buster collects a hundred oﬂh._._s_e-._. 3

exira life. Now you can't say 14

+ Buster puts both his best feet forward in best Kriss Kross foshion.

How To Control Pushing LEFT/RIGHT on the D-pad causes Buster to walk in those directions.
Pushing DOWN causes Buster to duck and pushing UP makes him climb.

No function.

START: Pause
SELECT: No function.

Dash. s
How To PlUY Buster explores the Tiny Toon world, killing enemies with his huge hind-paws as he

goes, in his quest to find Montana Max. Along the way, Buster is required to dash
up walls, make the most of bonus stages, and rely on every platforming skill the player musters.

SEPTEMBER '93
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COMMENT

Konami are certainly prov-
ing themselves as the Kings
of the Super NES at the
moment. Here is another
addition to their line of

J reputable software house
and it is crammed with

] exciting features. From
start to finish there isn’'t a
dull moment as every one
of the six stages provides
delight upon delight to dazzle and amaze.
The control over Buster takes a short while
to master but from then on it's deep joy
throughout the game. Some of the features
are hardly necessary but make welcome

: additions to the presentation of the game.
BT For example, in the first section of the wild
west stage, Buster has to join in a skipping
game with two young mice and can’t pass
until he successfully skips ten times. Truly,
if there were ever a dictionary of games
compiled and the word variety defined
inside, it would read “see Tiny Toon
Adventures!” Of course the graphics and
sounds are of the highest possible stan-
dard, the wonders of which | suggest you
all sample for yourselves! It's all so mightily
impressive that one wonders what Konami
have planned for us next and I can’t wait to
see!

Lo

i
S

P

Bl'uzin;? chimnays fall easily fo

such flying footed antics, neces. g 4

sary to avoid a cooked rabbitl i M::dfhere i
Mtona May/ e

tHOBIS T ozt

At this
stage of
the game
Buster is . ) ok _ .
{eft strand- s r : 4
' edong@ ——— BN M Having two rabbit's fee
. ' runoway - . 3 ‘ T Gl | ceratinly has it's advan- &
Ly~ s o il
Py - - AR AN

SEPTEMBER '93 SUPER NES REVIEW



REVI EW

Just when
platform
games
were get-
ting staler
than last
week’s
croissants,
along
STEVE come
Konami
and breathe new life into
what was becoming a
tedious genre. Tiny Toons
adventure is quite simply
THE best platformer avail-
able at the moment, and
contains all the best ele-
ments of past platform
classics. Buster is one of the
most versatile little charac-
ters | have ever controlled,
and in between his Sonic-
style dashing and unusual
head-kicking antics, he still
finds time to amuse with a
series of small touches. The
variety isn’t just limited to
the gameplay either,
Although setting a game in
different themed worlds is
nothing new, the combina-
tion of ideas such as the
wild west and runaway
trains is brilliant and works
perfectly. As far as I'm con-
cerned, this is one of the
best games | have played
on the Super NES. It has
variety, lasting appeal, and
a wealth of hidden extras
just waiting to be found. If |
were you, I'd “Toon’ in
straight away.
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ICON-A-GOGO

Taking the form of miniature statues, Gogo Dodo
provides Buster with super powers. Even if he
isn't quite as well-animated as his co-stars, his
icons are just as handy at helping Buster reach all
the right places.

Silver: Provides optimum dashing ability.

Blue: Destroys everything on screen.

Gold: Makes Buster invincible for a while.
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BONUS BUNNY
BONANZA

Whenever Buster successfully
completes a level, the player is
treated to a Wheel Of Fortune-
style bonus stage which fea-
tures one of the five Tiny Toon
characters. Buster and Babs
Bunny spin the wheel and then
it's up to the player fo stop it.
The following bonus section fun as Buste
depends on whose face is top- A _
most when the wheel comes to 3
a rest. The prize for such spin- CHOMP CHOMP
ning japery? An extra life or
more. It would seem that young Buster has certainly
taken onboard a few personality traits of his
Sweetie's little famed Uncle Bugs. To complement his in-bred
i side-show is a strange kind of tc;\lent for cheek, the y?qungshrr hur;..ulso tc;k?n to
Y ighi i i . chomping on carrots. Not only is this good for
weighing FERen 3<h the his teeth, but the carrots Buster nibbles also
endow him with a series of beneficial powers. 3 "r‘rlo"
There are four colours of rustic root in Toon
Land, each with a different nutritional value.
Silver: Replaces oneheart. An instantly recognisable intro sequence is
Blue: Provides Buster with an extra heart. [ accompanied by an excellent tune - the first of
Gold: Replenish all empty hearts. -

contestant chooses the order
in weight of five Toons.
Sweetie then chooses five of
her own. The five pairs are
then weighed on a giant set
of scales and whoever’s side
is the heaviest wins.

Plucky Duck: [R5

one isn't fair! The stupid duck ",ts
fiddles around with his bingo

balls and then it's just the luck — The sprites represent their carfoon relafi

of the draw to see whether or f ) . perfectly and, when placed inside a beautifully-

. depicted series of locotions and cast members,
not the pictures on the cards ey
match up.

Furrball: (i1 Looniversity
squash court. Enter Furrball,
he's UlWCIYS QDOd for a |C|Ugh, . The sounds match up to the high standards
poor soul. With racket in set by the graphics with crystal-clear somples
hand, Furrball attempts to . | behind lively variations on the Tiny Toons'
knock up as many extra lives : . cphamed

as possible by banging away
with his squash racquet
Luckily, the staff toilets are sit-
uated on either side of the
court and desperate teachers
run back and forth to use
them, allowing Furrball fur- ¥

ther bonuses for thwacking ==l !

Six long stages with five bonus stages to
enjoy provide o varied package.
The easiest of the two games is, naturally,

e ﬂ_‘_;_ 1 quite easy fo complete.
them with the balll L | — i
: - e 3

C—

— | d—

Babs Bunny: ith i
Toons have inexplicably been Space. The final front ear - where no bunny has gone before.
trapped inside the
Looniversity's lockers. Babs’
job is to set them free whilst
avoiding the attention of dan-
gerous characters such as
Elmyra, that sickeningly oh-
so-cute girlie, and Dizzy Devil.
Buster recieves an exira
chance for each Toon
released.

Tiny Toons is exciting, amusing, rewarding
and very compelling.

Some sections of the game are require
pixel-perfect control and may cause f

o S

Tiny Toons provides a wealth of
variety, fun and excitement. A

virtually faultless adaptation of
the Tiny Toons theme that's just

LI G T H Greedy
Hamton's stomach is rum-

TIITE
TIIGED
RREERED
T
RRER0000)

bling! Help him collect the too good to miss!
apples and avoid the trap- ; |
( pings of the puzzle board as it HOUR DAY WEEK MONTH = YEAR ©
changes beneath his feet. s ] E
PR T

; j ; «— ek ATERR < s
SEPTEMBER '93 SUPER NES REVIEW NMS 35



_ Livewires’ GAME BUSTERS
% ). presents:
‘ %

MOST
AWESOME
INTERACTIVE
TELEPHONE

GAME EVER!

- Battle dinosaurs!
- Solve vital clues!

- Defeat other callers!

The 25 players who collect the most gold coins will each win a copy of STAR
WING - the latest, greatest SUPER NINTENDO software - plus a year's
subscription to NINTENDO Magazine System, the coolest mag on the planet!

HOW TO PLAY:

First, call 0055 36844 and become a GAME BUSTERS member. As a member
(see: Join Game Busters), you can play this game any time you like.

The aim of the game is to ESCAPE FROM DINOSAUR ISLAND with as many
gold coins as possible. You can get these coins by defeating dinosaurs, solving game
clues, beating other callers in battle (way to go!) or successfully escaping the island.

At the start of the game, you'll be magically transported to a random location in
DINOSAUR ISLAND. This spooky place and its surrounds will be described to you - using the clues given, it's
then up to you to find your way around the Island looking for gold. Moving is simple: just dial the appropriate number to go
in the direction you want (see: Key to Success).

But look out! You might be walking straight into the clutches of a ferocious dinosaur (dino dinner, here we comel!). Or
you might even bump into another caller - maybe even your best pal!

This will be the real test of your mettle. Fight or flight? That's the question you'll have
to answer.

" Each time you play, you'll be allocated an energy level — this determines whether you
| are able to beat an opponent in battle: The shronger contender w:l! atways win (surprlse!



| * The first time you
call GAME BUSTERS,
you'll be asked to tell us
. your name and address.
o We'll then issue you with
your Membership Number straight away, so
make sure you have a pen handy.

* You'll get to choose your own 4-digit Personal Identification
Number (PIN) — that way we'll always know it's you.

* Once you're a member, then whammao: the adventure
begins...

THE KEY TO SUCCESS!

So, how do you find your way around Dinosaur Island?
Easy: you just have to press or dial a number on your
phone! At each location, you'll have to choose whether
to move on, stay and fight, pick up or use anitem, rest
or exit — once you've decided what you want to do,
simply dial the appropriate number.

Dial 2 to go North
Dial 4 to go West
Dial 6 to go East
Dial 8 to go South \
Dial 1 to attack or fight

Dial 3 to pick up an item

Dial 5 to drop or use an item

Dial 7 to rest

Dial 9 to Exit (the ejector seat!)
Dial O if you forget and need help

TODAY!

NINTENDOs
STARWING!

cool'
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RRP: $109.95
BY: ACCLAIM
RELEASE: JULY

CONTROL

JOYPAD

GAME DIFFICULTY
MODERATE
CONTINUES

EIGHT
RESPONSIVENESS
GOOD

1ST DAY SCORE
WIN SINGLES CHAMPIONSHIP

ORIGIN
Acclaim’s second WWF license uses

more characters, and also throws in
more moves and in-game options.

38 NMS

T,

: They’re big, they’re mean, they wear tight clothing and they're
back on the Super NES. The Superstars of Wrestling have returned
with new moves, new competitions and vastly increased sixe.

As the name suggests, this game is based on the annual Royal
A Rumble tournament, where the aim is to be the last one left in the
_ ring. The only way to be eliminated is by being chucked over the
o top of the rope. Survive this and you’ll be declared King Of The
Ring.
5 e Along with the new tournament, several wrestlers are also mak-
G L ing their Super NES debut. Now you can battle it out with the likes
TUU e of the massive Yokozuna and Shawn Michaels. Each wrestler now
AT has his own special moves, which are guaranteed to ruin the day
i of anyone on the receiving end.
L e = o
1 89, e o~
Halls MASS BUNDLE
- There are several modes of play, all of
iR - which involve beating people up fo dif-
ferent degrees. In addition, they all have
two things in common: brawl mode and
fall mode. In fall mode you merely have
to pin your opponent for a three-count.
a0 Brawl mode is far more interesting as
you can’t be counted out. This leads to
all sorts of outofthe-ring combat involv-
ing steel ring posts, crowd fencing,
chairs and every wrestler who is in the
4 Ho-hum, | feel like a nap. This vicinity.
ST B looks like a nice comfy spot. 1. One-on-one
Two wrestlers go head-to-head. Not the
easiest championship to win.
7 2. Tag team
. When a wrestler is out of the ring his
& energy replenishes, so you need to work
8 fast in order to win.
3 3. Triple tag team
2 Almost the same as tag-team wrestling,
but you have a third wrestler on your
& side.
4, Royal Rumble
With 12 wrestlers, up to six of which are
~ in the ring at any one stage, this is the
- busiest of the lot. The only way to be
a Royol Rumble! Feel up lots of big eliminated is by being dumped over the
blokes in short pants!l foprope.
SUPER NES REVIEW SEPTEMBER '93



RANDY SAVAGFE'
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CHOOSE YOUR MAN

PUMP ACTION

button you were pressing.

Before they get down to the business of chuck-
ing each other about, the wrestlers have to soft-
en each other up with barrages of punches and
kicks. These don't inflict much damage, but four
blows will leave whoever was on the receiving
end flat on his back. When they finally get their
hands on each other, a power meter appears at
the top of the screen. From here, it's a case of
pumping the desired button as fast as possible.
If the bar moves fully to the side of the screen,
your guy executes a move depending on which

REVIEW

TATANEA"

o
Fernbr cbs |

Royal
Rumble’s
graphics are

Brilliant ani-
mation, lots
of detail and
superb stills
make this a
visually awe-
some game.
The gameplay, though,
doesn’t quite match up to the
looks. The problem is that
there aren’t enough moves
and, as a result, fights end up
becoming tests of which play-
er can press the button the
fastest. Despite that, it’s still
fun to play, especially in two-
ayer mode or fighting on top
level Royal Rumble, and even
though the computer
nents only offer an average
level of difficulty, WWF fans
will still love this.

JAZ

BRET HART"

1 Fror
Coalosru,
Alberta,
Canada

]
CRUSH
(HOW TO CONTROL: 2

P L.OCHOOSF A WBF<TI F P

MOVING OUT

All the wrestlers have their own special
moves. These cause massive amounts of
damage, but may only be performed at
certain times. Once a wrestler’s energy
has dropped below 50%, he’s ripe to be
duffed up. Unleash a volley of kicks and
punches and, should four connect in
quick succession, the recipient will be as
stunned as a clubbed seal. When they're
in this condition, simply get in close and
press the correct combination of buttons.

Depending on your wrestler, he either
executes o devastating crushing-type

move or grabs his opponent in a hold
which slowly wears down his energy bar.

Guide your choosen wrestler through the magical
kingdom of Threngar. Only kidding. Wrasrls like
the wind, you fools!

| I e 1 Ay N Tt S
e e T o= T

EAL T diL

Ler's

Rumble — |

TED I')]'P]'A‘:T- Lk

S pmavy Lk o] !

Pewlcderme on
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REVIEW

HELPING HANDS
What's the use of having o tag-team
partner if he plays fair? Well, you don't
have to worry about that. Your buddy
comes fo your aid in a variety of ways.
Firstly, when you've had the stuffing
knocked out of you and are pinned by
200 kilos of enemy wrestler, your
buddy often wanders into the ring to
give you hand. Should an opposing
wrestler get too close fo your tag team
partner, there's a good chance your
buddy will grab him by the throat, giv-
ing you fime fo dish out a sound kick-
ing. Outside of the ring, you can expect
him to grab the conveniently positioned
steel chair and smash it over the head
of his rival tagteam partner.

B

OUT FOR THE

COUNT

One major improvement over the previ-
ous WWF game is that you can now
batter the ref. However, as he tokes
about thirty seconds fo recover, any
pins executed in that time don’t count.
On the other hand, you can spend ages
taking your opponent apart outside the
ring. The advantage of this is that you
can dole out additional damage,
although if you're in a good position in
the ring it means you have fo wait a

| don’t know,
what hap-
pened to good
ol’ days with
Mario Milano
" and Andre the
' Giant? Now
{; what do we
get? A bunch
of balding fat
men poured
into spandex
moulds and a rather good
game. At first Royal Rumble
seems just like the previous
WWF game, but soon you
realise there’s much more to it.
For starters: more wrestlers,
more moves and more tourna-
ments to enter. One of the fail-
ing points of the first game has
also been rectified, with
wrestlers now having special
moves. My biggest criticism is
that grapples go on for ages.
You can be pumping the but-
tons for yonks before anything
happens, by which time your
arm has started to go numb.
Also, the tournaments are easy.
| completed the one-on-one
event on my second go. Still,
this is a much better game, but

while before you can win the maich. not different enough to warrant
buying if you own the first one.

e HBL M
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oy SO .

® . '

x T .

B L T T 1 |=m

i P

S 1 1 ] ==

S IR | oo

40 NMS

obowt the rules!

SUPER NES REVIEW

PRESENTATION

"m-:mmm
n-h.:-d:c-!

GRAPHICS

Good onimation, espedally when exe-

special moves.
d?-uhbnmﬂlmluhﬂl

SOUND

Gruats, groans ond some oxcel
lent music. by
ot encugh noise during the matches.

PLAYABILITY
N

on a bit in one-player mode.

LASTABILITY

Lots of ditferent towrnaments and tem
wrestlers to batter.

* Owee t, you wos’
th:m“ " 4

OVERALL

A big improvement on the first
:l,hﬂmu;lyu'n
playing ogainst the computer.

82

AT R Y
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CHIRNSIDE PARK

SHOP 619

CHIRNSIDE PARK SHOPPING CENTRE
MAROONDAH HWY.,

CHIRNSIDE PARK, VICTORIA 3116

Ph: (03) 727 2976 or (03) 727 2219

Fax: (03) 727 2990

KNOX CITY
SHOP 1018

KNOX CITY SHOPPING CENTRE
BURWOOD HWY.,

WANTIRNA, VICTORIA 3152

Ph: (03) 887 1874 or (03) 887 1605
Fax: (03) 887 1276

B O U

VIDEO_GAMES HEAVEN

W’ N VIDEO GAMES TO THE VALUE OF $200 EVERY MONTH Wl N
Ring the V.G.H Information line to register now 0055 26635 (25¢ per 21 sec Phone Aust. )

f\ available now

SUPER NINTENDD

MARIO ALL STARS

available October
STREET FIGHTER Il TURBO

FOR MORE INFORMATION & GAME PREVIEWS

0055 26635

(25¢ PER 21 SEC. Phone Aust. Get Parents O.K )

HOW THE TRADE A GAME
SYSTEM WORKS

1. We sell the latest new games and systems
plus
2. We buy your old games and systems
3.You can trade in your old games and systems

HOW DO YOU DO IT?

JUST RING
(03) 727 2219
or

(03) 887 1874
AND WE WILL TELL YOU HOW

SUPER NINTENDD SCM

MEGA DRIVE

ONLY

* With your trade in
** Extra bonuses
apply

* Just trade in your old N.E.S or
Master System Plus 6 games

- It's easy just give us a call -

* System and controls must be in working order
* Prices may vary if game doesn't have original
boxes or instructions

** EXTRA BONUSES

Ring now and you will be offered these
extra bonuses
1. Super Mario World $69 save $30
or
2. 3 Bonus Megadrive games $109 save $120
3. Receive our free V.I.P discount booklet

VALUED AT $270
RING NOW

“22747)  V.G.H AUSTRALIAN OWNED AUSTRALIAN OPERATED

WE WILL GIVE YOU A QUOTE No.
PLEASE WRITE IT DOWN

ADDRESS:
P/CODE: __ ==
| AM PAYING BY: [ Personal Cheque [ Money Order

[J visa [] Bankcard [ Mastercard
CARD HOLDER NAME:

CandNo. TODOQDODODOODODDOEEDE
Exp Date: Signature:

We refuse the right to refuse any purchase. We reserve the right to alter prices without
notice. No responsibility will be taken for typographic errors

MAIL ORDER FORM

Send cheques payable to Video Games Heaven
Chirnside Park or Knox City Stores

| AM SENDING: | WANT TO BUY:

Postage & Handling 1 x Game $ 5.00

_ Add $1.00 foreach ExtraGame $ ____

Do not send without quote no. Add $8.00 for system Purchase $ g

PRICE QUOTED $ TOTAL SENT




.S
' AUSSIE
RULES
FOOTY

' . PRESS STRART

RRP: $59.95
BY: BEAM

RELEASE: OUT NOW

As the end of the footy sea-
son approaches, we thought
we'd revisit ARF and see
what makes it so popular.

CONTROL
GAME DIFFICULTY
CONTINUES
SKILL LEVELS

~ RESPONSIVENESS
1ST DAY SCORE

42 NMS

A Rowiﬂrhtksf&ml! : looks
broken out right in front of the co
this gome has everything

HOW TO CONTROL:

Would you believe that the joypad maoves your
players around the field?

A

Centre bounce/boundary throw/
tap ball to rover/(holding ball)
kick or hand pass/(without ball)
jump to mark or spoil kick.

Centre bounce/boundary throw/

tap ball to rover/Fpunch ball/

Lholding ball) as for A /(without
all) as for A, plus tackle.

o Select Button: Nothing
o

HOW TO PLAY:

Kick a miniscule ball around the field unfil it goes
through the goal posts, then do it again. And
again. And again...ad nauseum.

NES REVIEW

- II (‘

‘the much-loved sport of Australian

. The only real difference between this
and the real thing is that in the
~ Nintendo version, the §

ney Swans might _ ‘q

win a game!

A The bi gm; thing is the playing field, the chap with the arrow on
llshd?ms the ball, and the guy to the for right has seen his mumin

| the stands and is going over fo say hello.

Kicking the ball is essential to the game and is
probably the area that will cause new players the
most frustration.
The important thing is fo fake accuracy and dis-
tance into This is done by looking at the
posts that o t the boftom of the screen. The
further away you are from the goal, the closer
the posts are, so, obviously, the eloser to
v the further apart the posts are.
close enoughio kick a goal, walch the
moving indicator that lies between the posts. If
you kick the ball when it is in the centre, you will
score a goal (six points); if you are off
will probably only get a behind (one point) or a
big fat nothing foryour ef Sl

{EER
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COMMENT

{“‘5 & When | first received Aussie Rules Footy, | was going
G"‘.?- to throw it away ‘cos | hated AFL. | loathed it! | had
' no interest in it at all! But once | realised that the
I \ game had been developed by the same people who
did International Cricket, | decided to put my preju-

\-.-gf '\}/' dices aside and give it a whirl.
. ’ I’'m glad | did. Aussie Rules Footy is so good that | am
: T2, o now actually tempted to watch the real game on telly!
j‘:&g p ¢ While the graphics are simple and there is very little
in the way of stats boards and no pre-planned strate-
TONY gies, the actual game itself is quite addictive and was
enough to hold my interest. The multi-player option is
a good idea, but, in practice, it just means you have to
wait ages before you get a go, so stick to the two-player mode for
the most fun. The only real downers are the 1970s’ haircut on the
commentator and the lack of a cheering crowd to boost your
adrenalin, making Aussie Rules Footy a good buy for sports fans.

i
i

PRESENTATION

It's a football field, what can we ; 9

say? Great posts?

you reach the Grand Final, there is a lot of playing to be done (from six to nine rounds
on how many of your friends are playing With you), so it is wise fe.get GRAP",CS

Small sprites sutfer from occasional ; o

flicker.

SOUND

99 . .
asically an accurate kick to your feam-mates as |8
pposed to the goal. This will allow you to make

i nd i basi oy me. You can switch the music off.
'9 ya[ds and is the Bosic el i of the i There are no cheers from the crowd.
Marking

Catching the ball when kicked 1o you by o team-
mate, or infercepling an opposition kicki

- ' Bouncing 8 4 PLAYABILITY
TODAY'S came B If you are making @ run with the ball, you m 80
AT THE PARK ISt bounge the ballon the ground once every 15

“mefres, otherwise you will lose possessi The two-player game is where it's at.
omegEe 7 P . I¥'s boriag fa.any other mode.

5.

et BOUNCR : Once ):;J.u_:__i_ do rhe;‘se skills,
2:00 p. ours: It you don't, the o
pomm LZye Y yo Ppe

: QBN TN the lion's shard SRR _ LASTABILITY

Lots of rounds to get to the Grand 85
Final of a season.

This can get boring.

OVERALL

A good, though simple, sports

sim for the NES that will oppeal
to any AFL fan.
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Mortal Kombat is here!

The Shaolin Tournament is the ulti-
mate test of fighting ability. The
strongest fighters from around the
world meet in this contest in which
anything goes, including lives! For

500 years, the tournament has

been controlled by the evil Shang
Tsung, and his hideous beast

Goro. All who have challenged

have been killed, their souls

devoured by Shang Tsung in order

to keep himself alive for eternity!

The question is, are you strong

enough to take on all-comers and CHOBSE VBUR
battle your way to the evil mas- '
ter? Or will you be ripped apart

by the strength of the mighty

Goro, and become another of

Shang Tsung’s many victims!

FICHTER

There have been dozens of one-on-one fighting games since the success of Street Fighter
I, but only Mortal Kombat has come anywhere near close to toppling the long reigning
king of ﬁglﬂing games. (You might remember NMS previewed Jaleco’s Tuff E Nuff in the
June ‘93 issue and gave it quite a rap. Unfonunafely Tuff E Nuff will not be released in
Australia and so, for the purposes of this review, is irrelevant.) Mortal Kombat is more
impressive graphically, and the sound is better. However, Street Fighter Il has a wider
variety of fighting styles to choose from, and strategy is more important to success.
Mortal Kombat is more of a straightout slugfest.

HOW TO CONTROL:

There is an option which allows you to reconfig-
ure the action buttons to your choice.

5
N

High punch.

High kick.

Low kick.

4 Weeell, ah think ah’ve got me a date tonight. Scroink!

There are a number of moves which all the characters can
perform with the same moves.

Uppercut: Crouch down, and press either punch button.
Excellent!

Leg Sweep: Pull back and press low kick.
Roundhouse Kick: Pull back and press high kick.
Throw: Move in ack, and when your enemy
is blocking, move 1d press low punch.
Each fighter also has n repetoire of deadly

0PO000000

Up: Jump.

——

SEPTEMBER '93

moves and tactics to unlea ""upon opponents. Learn ‘em to
dazzle your opponent with the sheer artistry of your bowel
busting blows. Learn the basics to slaughter them!
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KANO

Has had cybernetic
implants to improve his
éombat skills!
SPECIAL MOVES

Head Butt: Stand close

to your foe and press high punch.
Spinning Blade: Tap back-
ward then forward while block-
ing.

Spinning Roll: While blocking,
roll the direction pad in a 360°
loop away from your opponent o
start yourself spinning, then

release block to unleash (’

’ ’ 'W
/ A1)
atal <Ly ]
Fatalityz Stand close to ( ﬁ a} o
e

'l

down, down/forward, for- ( '
ward, down, down/for- \ 7 N

your vietim, and press

ward, low punch.

A

2,

JOHNNY

CAGE

A rock-hard Hollywood action
movie star.

SPECIAL MOVES

Green Fire Blast: Back, for-
ward/low punch.
Shadow Kick: Back,
forward/low kick.

punch and low kick.
Fatality: Forward, forward,
back, back, back/block.

RAIDEN

A powerful Thunder God
who has entered the tourna-
ment in human form.
SPECIAL MOVES
Torpedo Attack: Tap
back twice, then quickly for-
ward.

Teleportation: Tap down
twice, then quickly press
up.

Lightning Blast: Roll the direc-
tion pad down, down/forward,
forward/low punch.

Fatality: Forward, forward,
back, back, back/high punch.

SUB ZERO

Fatality: Forward, for-
ward, forward/high
punch.

LUI KANG
A master of the Martial
arts with unequalled men-

tal discipline.

SPECIAL MOVES

Fire Blast: Forward,
forward/high punch.

Flying Kick: Forward, for-
ward/high kick.

Fatality: Roll the direction pad
360° towards opponent.

SONYA

A secret agent frained in
the special forces. She's
after Kano and his crimi-
nal organization.
SPECIAL MOVES
Force Wave: Back,
back/low punch.

Air Attack: Forward, back/high
punch

Scissor Neck Snap: Get close
to your enemy and press all at
once, down/back, block, low

LR
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A mystical Ninja, he can
draw on elemental ice
forces.

SPECIAL MOVES

Ice Blast: Roll the direc-
tion pad down, down/for-
ward, forward/low punch.
Simultaneously press
down/back, block, low punch,
low kick. :

Fatality: Forward, down, for-
ward/high punch.

SCORPION

A spectre, he was slain by Sub
Zero, and has come back
from the dead for revengel!
SPECIAL MOVES
Harpoon: Tap back,
back/low punch.
Teleport Punch: Roll
down, down/back,
back/high punch.

twice.

RESIDENT OF

THE PIT

In the pit below the bridge lurks
The Reptile. He appears between
matches to taunt you and give
cryptic messages. To find
him, finish off a foe on the
bridge with an uppercut.
But beware, The Reptile is o
master of fighting.

Fatality: Block and tap up

4 Johnny Cage unleashes his special ‘I've got
smelly undies’ power onto an unsuspecting Sonya.

My jaw well
and truly hit
the floor when
| first saw
Mortal Kombat
ik on the Super
/' NES!
\ /' /. Graphically, it
. 7y is utterly
et B " amazing! The
ANDREW backgrounds
match those in
the arcade almost perfectly, and
the character sprites are huge
and distinct. The music is subtle,
and therefore never really
becomes a distraction. The best
aspect of the audio is the
speech. No distorted digitization
here; just clean, clear samples.
And in a suitable voice, too!
Gameplay-wise, it's spot-on
the arcade machine. The fight-
er’s response is instantaneous,
although many of the com-
mands for the special moves
are over-complicated, and exe-
cuting them in the heat of the
battle is difficult.
The lack of pools of blood and
decapitations don’t affect the
gameplay of Mortal Kombat at
all, but it is a shame to see
them taken out, Tickling some-
one with your toe isn’t the same
as ripping their heart out!
Censorship aside, Mortal
Kombat loses out only in the
lastability stakes. There isn’t
much scope for technique, as all
the characters are very similar
in fighting style. The best way
to win is to confront your oppo-
nent and slug it out with basic
kicks and punches. The only
special moves that are useful
are long distance moves.

|~




When | first
started
playing

The winners of matches have the opportunity to Mortal

finish off their exhausted opponents in the most Kombat, |

gruesome of ways. When the words “FINISH 1 :;:ls“so
HIM” (or her) flash across the screen, it's time fo sesid
U over-

do some serious damage! You have only a few

! : i . whelmed
seconds in which to perform your fatality move JAMES by the fon-
combination, which is different for each charac-  § tastic job
ter. Execute the move sucessfully, and an astro- NN TR IR S TR
nomical number of points are awarded to you!  EEPTETYTIRT T-TR B [T: AR

notice how easily | was beat-
ing Andrew. But as one victo-
ry after another rolled on by,
it slowly began to sink in that
I was, in fact, absolutely
slaughtering NMS’ undisput-
ed Street Fighter Il King.
How was | doing this? Well,
| totally ignored the complex
special moves and just beat
the crud out of him while he
stood around like a fool won-
dering why his triple over-
head hip dislocator wasn’t
working. So, remember that,
especially in the earlier lev-
els, brute force is all you
need to win.

This is probably Mortal
Kombat’'s only downer, so
it’s a pity that it is in the cru-
cial area of gameplay.
Basically, Mortal Kombat is

. good, but it ain’t Street

. Fighter Il.

=
$ocesol o .pusw sTRRT

SCIRFLe S L i LU KANG | &
o ;

PUSH STRART
! LAaCE |

)Ji PUSH START
LU KANG |

P
i A

As you would probably have
noticed, there is no bleod or spine-
wrenching in any of the pictures on
these pages. Sorry folks, but we're
sad to report that the blood ’n’ guts
you so dearly love and hold sacred
have been cleaned up. Nintendo has
done this dastardly deed to avoid
negative public reaction, although
most of the complaints about video
game contents have come from small
groups of people who have nothing
better to do than stir up unwarranted
controversy about things they know
nothing about. You know, the sorts
of people who think that Tom & Jerry
should be banned. Wowsers!

T
o || ([ |
- § _§ IS
----I:l

CER G A EEE R
m-----

B N GIE (B

HOUR DAY WEEK  MONTH  YEAR

LONG-TERM INTEREST
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Excellent intro and fighter profiles.

Good options screen.

Amazingly lite-like characters.
Wonderful backgrounds.

Tense music adds to the atmosphere.
Meaty, flesh-rendering effects.

Fast and furious action.
Little technique to master. Special
moves are fiddly.

Heaps of fun for two players.
Computer opponents are tedious.

OVERALL

A perfect translation from arcade
to Super NES, minus the blood,
though gameplay suffers from
over-complicated special moves.
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’ As if things weren’t ooky
pu S| w s enough! Now Pugsley

Addams must go on a

E simply torturous
_ scavenger hunt. There’s

- - L all sorts of unnaturally
HUNT i delightful traps. And
R %ﬂ switches all about,
W produce the

loveliest, blood-curdling
3 effects. when Pugsley runs
B into them. There’s even
magic money which has
an extra lively effect you
~ 'won’t want to miss. So get
ready to get spooky, and

'l

Imrodlbly m

— N

“One of the
best SNES
platform
games
around”
NMS

“Pugsley is
___ brilliant fun all
the way
through...”
Super Action

“] think it's the
best platform
game on the

system”
Super Play

© 1992 H'B Production Co. All Rights
Reserved. Based on the characters
created by Charles Addams. TM
designates a trademark of Paramount
Pictures. Game program © 1992 Ocean
Software Limited. Ocean is a registered
trademark of Qcean Software Limited.
Nintendo, Super Nintendo, Game

M Bw:]' Boy + and the official seal are
L d trad ks of N do of




THE GIANT NMS GIVERWRY

First Prize
Cor! Will you look at all the lovely gear we've 1. A totally grrrrreat Alien 3 leather jacket.
snaffled during our rounds of ‘research’ visits. 2. The Alien 3 Super NES game
The NMS crew is always careful 3. The Alien 3 NES game
to bring you only the best prizes 4. The Alien 3 Game Boy game
0 that we can pilfer from promo- 5. The Alien, Aliens and Alien 3
tionally-minded companies - but videos
this time we’ve outdone ourselves! 6. The Lethal Weapon Super NES
For starters, we've got five copies of game
Lethal Weapon on Super NES plus five 7. The Lethal Weapon |, Il & Il videos
copies of Alien 3 on Game Boy, NES and
Super NES, courtesy of our good buddies AR

Second Prize
1. A lethal Weapon 3 baseball jacket.
2. The Alien 3 Super NES game
3. The Alien 3 NES game.
4. The Alien 3 Game Boy game.
5. The Alien, Aliens and Alien 3
videos
6. The Lethal Weapon Super NES
game
7. The Lethal Weapon |, Il & IIl videos.

But that's not all. These games wouldn’t have
existed without the fab films that spawned
them, so we’'ve managed to get hold of all
three Alien movies on video plus all three
Lethal Weapon videos! And we’ve got five
copies of each to give away!

So, that means we have three times as many
prizes (or is it five?) to give away as normal and
that means that you lot are going to be three times as
lucky! (Errr... will someone give that boy a
calculator.) BETHISTNRT

And did we even mention the exclusive
Alien 3 leather jocket and Lethal Weapon
baseball jacket that are on offer?

Qooo, this explanation is hurting our
heads, not to mention confusing the hell
out of you! So forget this ramble - just join
! the hunt and win, win, win enough spine-

cracking good times to keep you happy for, oh, at

least the rest of the year!

Third, Fourth and Fifth Prizes
The Alien 3 Super NES game.
). The Alien 3 NES game

The Alien 3 Game Boy game.

The Alien, Aliens and Alien 3 videos.
. The Llethal Weapon Super NES game.
. The Lethal Weapon |, Il & Il videos.
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THE GIANT NMS GIVERWAY

of dollars ‘91 OVERALL RATING
worth OF UL -

“A spiffing game, imaginatively
designed and wellprogrammed,
which non-adventure fans should
still enjoy.” NMS

ALIEN 3
(NES)

OVERALL RATING

“Alien 3 reminds us of what the
NES does well - entertain.”
GAMEPRO

OVERALL RATING

“An intense marathon of alien
slaughtering, with a fouch of sirate-
gy. Strongly recommended.” NMS

(SNES)
check out
the prizes! OVERALL RATING

they could be yours! e o oo

Will appeal most to lovers of plat
form games.” NMS

CONDITIONS OF ENTRY

The promoter is Trielle Corporation, 363A Pitt Street, Sydney, NSW, 2000 (ACN 003 550 392). Entry is open to all residents of Australia with the following exceptions.
Officers or employees and the immediate families of the promoters, their advertising, sales promotion agency and printers are not eligible to enter. Entries close by the end of
the working day Wednesday, 27 October, 1993. The winners’ name will be published in a future issue of the Nintendo Magazine System. Prizes are not transferable nor are

they redeemable in cash. The judges decision is final and no correspondence will be entered into. Information on how to enter forms part of theses conditions of entry. The con-
test is a game of skill, not chance, and as such all entries will be juaged on merit.

* Ask your parent’s permission before talling. Legion Telecall Premium Rate 25 cents buys 21.4 seconds.
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™ & © 1993 Universal City Studios, Inc. & Amblin Entertainment, Inc.

5/0,000 QSR

PLAY THE "SEARCH FOR BONES GAME"

INSIDE THESE PACKS.

LOOK ONLY FOR THE PACKS WITH THE DISTINCTIVE BLACK AND RED
STRIPES AT YOUR NEWSAGENT OR MAJOR RETAILER!

WIN CASH PRIZES RANGING
FROM $50 TO $10,000!

Rush to your newsagent today to get your deluxe
Jurassic Park Collector Cards, available for just 95¢
a pack.

Aside from 7 glossy Trading Cards, you'll find o
SEARCH FOR BONES “Explorers Cerfificate”
inside!

This Certificate will show your “BONES” discovery.

For example, in one pack you may find 8 Bones
and in another 92 Bones. Save your “BONES” till
you total certain quantities to trade for CASH
PRIZES! WOW! You not only can collect a great
Trading Cord Series. You can also win fabulous
prizes! THERE'S ALSO FREE PACKS to be won!

* ALSO LOOK FOR 3D POP-UP CARDS AND
PRISM CARDS RANDOMLY INSERTED!

ONLY 95¢

PACK AT ALL NEWSAGENTS.

Also af Target, Kmart, Grace Bros and Myer stores.

7 DELUXE
COLLECTOR
CARDf!

3-D POP-UP
CARDS and
PRISM CARDS!

Randomly inserted in some packs.

Dynamic

Markeling




The monthly letters column that you can’t
afford to miss as N-heads and Fat Boy join in
mortal combat over the issves that really are
worth worrying about. Like why McDonalds
has got a Ninftendo game and KFC hasn’t? Iif
you’ve got something to say, write fo

TETTER 515 TEH Ittt

DEAR FAT BOY, |
| am 23-years-old and wondering DEAR FAT BOY,

why we don’t see more games | have read the letters you get and your very rude answers.
aimed at older players. Most of us Well, I'm not going to beat about the bush: | reckon you're a
can only take so many games psychopathic freak with nothing better to do with your
where the only objective is to beat time than playing Nintendo and insulting people. I'm not
the hell out of your opponents. saying that | do any different, so here is a question for
What we need are more games that you. Does it take two players to kill the Big Foot in the
involve strategy and using your last stage of Snake Rattle ‘n’ Roll?

brain, not just your reflexes. If you don'’t print this then you are a chicken.

My alltime fave game on the NES  EEEIRTEERY

was Silent Service because, when Geelong, Vic.

played properly, it was one of the Joel, read your letter. It doesn’t make any
most involved and challenging sense at all. You are obviously suffering from
games ever. So how about a Super schizophrenic delusions and in need of HELPI
Silent Service for the Super NES? As it happens, | believe in doing one good
More mind games pleasel deed a day, so here is the answer to your
| bet you don't print this letter unedit- question: No, just keep hitting it.
ed

o A e

MAIL BAG

Shaun Cockburn

Kingaroy, Qld.

Ho hum. Not good enough to play a
game that involves using your physi-
cal and mental skills at the same
time, eh? Not to worry, maybe
Nintendo will release a knitting
game for you - that would be a real
challenge, wouldn’t it? Oh, by the
way, your letter has been severely

DEAR FAT BOY,

My daughter and | read your reply to
Damien Scarpi in the July issue of NMS.
Why can’t you be constructive? Your reply
was horriblel Don‘t you know that your com-
ments are destructive to kids - try putting
yourself in their shoes.

| don’t want you to be sickly sweet in your
replies, just responsible. It appears to be in
fashion to have an ‘aftitude’, but you are

edited because most of it was utter over the top.

bilge. Damien - she may be “beautiful,” but she’s a
“Fat Boy” at heart. Forget her.
Helen Henness
Duffy, ACT
Yeah, right. My humble apologies, madam. I will
never, ever, tell a loser that he is a complete idiot,

DEAR FAT BOY,
I loved the stickers that you had
on your July issue (NMS#4). Can
we have more please? I'd like to
see heaps of freebies on the
cover to make me feel better

QUESTION OF THE MONTH
What kind of stupid name is “Radion
Automatic” and will it be coming out on

Game Boy this year? ever again. about spending $4.95 on your

David Fowles DEAR FAT BOY, lules] (iU” iokiﬂg“

Wellington Point, Gld. (A very long boring letter about how g

1. Well, it sure beats Yahoo Serious! 2. No. Super Mario Bros 2 should be rated Rlodfornl“, ”hlf WI ; :
— — e s 98% Qﬂd Super Mario Bros 3 ShOUId now, “ ‘,m .m h m

DEAR FAT BOY, be rated 96% instead of vice versa, as ‘"; Sur joke. Whet &

| have been waiting e it appears in the NMS Games Index.) hoot! =| toct. 1 F.l g

your review said it would be rlluun& ' Johnny D'Halla Buniny that Pk pisolyogia.

g::: goi‘wo“rig 0;1 b okt vov:'”:gﬂ?:; e exclusive Jurassic Park

East Sydney, NSW. playing cards on the cover

of this issue just because
your jolly japery has put
me in such a good mood.

You're not the only one who has been waiting! We had
to send our review cart back and I’'ve been dying to
play Lost Vikings again. What happened is that the

DEAR FAT BOY,

(A Republican poem)
release date ‘slipped’, as they say in the bix. Which Ausi‘miuns all, let us i
means that either the distributor didn’t have a clue SELECT
what it was saying when the original release was LINK has found the KEY SO LONG, AND THANKS FOR THE BACONI
announced, or there was a hold up in production, or the Wae've NES and SNES and A couple of well-meaning souls out there have sent
tealady ran out of Milk Arrowroot biccies at Nintendo heaps of G and B me some rancid rashers of prime Aussie bacon to
and everyone downed fools until they’d been guaran- NMS rules Aussiel scarf in the hope that their pathetic wheedling will
teed biccies for lifs, or something... Anyway, the sod- lan Fields coax me into sharing my gameplaying secrets with
ding game is definitely due out this month, so grab it Ballarat West, Vic. them. Uh-uh, I'm not that cheap. Next time, make
now: it's a laugh. 1 agree! sure it's from a bigger pigl
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Once again, our top investigator has
crossed jellyfish-infested oceans, scaled
scantily clad mountains, and braved the
ferocious Man-eating Mudskipper of Thrall,
just to answer your inquisitions. If you
have a mission for him, send it in to Q&A,
NINTENDO MAGAZINE SYSTEM, PO BOX

Q 1. How can two people
choose the same character to play
against each other in Street
Fighter 2 on the Super Nintendo?
2. Can | control the bosses in
Street Fighter 27

3. Will Street Fighter 2 come out
for the Game Boy?

— Ten Thousand Screaming Maniacs,
Everywhere, Ausiralia

A Grrrrr... These have to be the
most frequently asked questions

A305, SYDNEY SOUTH, NSW 2000.

Q 1. Will there be a Mega Man game on
the Super NES?

2. Will there be a Wizards & Warriors game
on the Super NES?

3. Are any more Simpsons games coming to
the Super NES?

4, Will there be any more Mario games for
the Super NES?

5. How about Zelda?

— M. J. Scanlan

Dandenong, Vic

A 1. It’s on the way. 2. No plans as yet.

we get at NMS, so pay affention 3. Certainly. 4. Yup. Super Mario Alistars and Mario Is Missing should both
— this is the very last time we’ll be out now, and Yoshi’s Safari, a Super Scope game, is due next year. 5. Is a
answer them! bear a Catholic? Link’s Awakening for Game Boy should be available in

1. Insert your Street Fighter 2 car- early 1994.
tridge into your Super Nintendo,
then turn the power on. Press
RESET, and as the CAPCOM logo
and tune appear, press Down, R
button, Up, L button, Y button,
then B button. 2. No, no, no! The
game was never designed to do
this, so any attempis to do so will
vitimately end in failure. Be
patient, SF2: Turbo Edition is
almost upon us. 3. This is very,
very, unlikely. Capcom has stated
that there will not be a Game Boy
version of S5F2.

Q In NMS#2, a kid
named Richard Pieterson
said that you can see dif-
ferent endings on Street
Fighter 2 if you finish it in
a special way. How?

— Daniel O’Keefe,

Berwick, Vic.

A To see the full end
sequence, simply set the
difficulty level to seven
and finish the game with-
out continuing or losing a
round.

Q 1. Any word on release dates for
Final Fight 2, Super Turrican and Super
Empire Strikes Back?

2. Which cartridge adaptor is

more reliable: Universal or Honey
Bee?

3. Are there any events in
Australia like the US Consumer

£ ~ Electronics Show?
1 g - b g — Mark Brown,
o idh, Bray Park, Qld.
= -
- - A 1. No, maybe, and early 94
s e e | or late this year if we're lucky. 2.
j .'}“ ’-‘:_“ | have had no problems with

either, but games with extra pin
connections (eg Starwing) will only work with the newer converters like the
Universal adaptor. Check before you buy and remember that most soon-to-be-
released games like Mario Allstars, Trax SFX etc will have new lockout chip tech-
nology that renders all current adaptors useless. 3. There are annual toy fairs and
computer shows around the country. They are usually advertised in industry publi-
cations, and are often trade-only, but we’ll keep you posted.

52 NMS READER SYSTEM

Q Hi! | always buy your magazine. Could
you please answer these questions about the
Game Boy:

1. What would be the most popular game for
the Game Boy?

2. Could you please put more reviews and
tips for Game Boy games in your mag?

3. | have been searching for Lemmings on the
Game Boy but | can’t find it anywhere. Helpl
— Peter Schwarlz,

Brisbane, Qld.

A 1. Without a doubt, it must be Super
Mario Land. 2. Okally dokally do! But you
guys and gals out there better get busy find-
ing tips to send in! 3. Lemmings should be out
now, but if you are having trouble finding a
copy in your area, try one of the mail order
shops advertised in these pages.

SEPTEMBER '93
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Q NMS is great, but
that’'s enough groveling
for now. Here are my
questions:

1. Is the Super NES Action
Replay legal?

2. How do you control the
Street Fighter 2 bosses
with Action Replay or
Game Genie codes?

3. On my SF2 cart, under
the Nintendo seal of
approval, it says SNSP-
$2-AUS. But on my Smash
TV cart it says SNSP-TV-

Q Could you please help me with these questions:
2. How can | get back issues of NMS? 1. When will WWF Royal Rumble come out on the
3. Will there be a sequel to the Mario Bros Super NES?

movie? 2. Will Street Fighter 2 Hyper Fighting come out on
4. | have Dr Mario on the NES. What is a the Super CD?

similar type of game? 3. Will you be able to buy the Mario Paint & mouse
— Gerard F. Reynolds package separately?

Caniambo, Vic 4. Is Technos going to convert WWF Wrestle Fest for
the Super NES?

5. Are Monkey Island 1 or 2 going to appear on the
Super NES?

— Graeme Fawell,

Kingsly, W.A.

Q 1. Do you think my name is good?

A 1. That’s a matter of opinion. Our
Editorial Director thinks it’s a damn fine
moniker, particularly the Irish translation —
Gearoid Mac Raghnaill. The rest of us pre-
fer Kurt Kindertotenlieder. 2. No problem.
Check out the Nintendo News Network for
the lowdown. 3. There are six Mario games
(more on the way!), so do you think they’ll
stop at one movie? Not a chance, matey. 4.

A 1. It's out now. 2. No, it will be a 20 meg car-
tridge titled Turbo Edition which plays even faster UKV. What do they mean
than the Hyper Fighting Edition out on Sega. 3. Yes and why are they differ-
4. It’s unlikely. 5. No, but they might appear on CD. ent?

Tetris is very similar, and most excellent.
Another good puzzle game for the NES is
Solomon’s Key. Or, for something a bit dif-
ferent, try The Adventures Of Lolo 1, 2 or 3.

Q 1. How

come you

gave Road

Runner 39%

and Super Pro

gave it 89%?

2. When is

Another World

going to be

released for

the Super NES,

and how much

will it cost?

3. Is Populous on the Super NES any good?

4. Can convertors ruin your Super Nintendo?

5. When will Bubsy be released on the Super
NES, and how much will it cost?

6. When will The Lost Vikings be released on
the Super NES, and how much will it cost?

7. Is there any more news on Mortal Kombat; is
it looking better than Street Fighter 27

8. Can you send me the next ten issues of NMS
for free? (Only joking!)

— Matthew Samartzis,

Melbourne, Vic.

A 1. As we said in NMS #1, Death Valley
Rally is all looks and no gameplay. Choose
who you believe. 2. It will be released in
September. No price has yet been confirmed.
3. Not really. 4. The possibility of cooking your
Super Nintendo is highly unlikely If you use
convertors properly. Troubles will arise if you
do something stupid, such as inserting or
removing a cartridge while the Super Nintendo
is turned on. 5. Didn’t you read the July NMS?
It’s coming out this month and will cest around
$99. 6. | know we said it would be out in May,
and indeed that’s what we were told, but the
release date was pushed back to September.
I’ll cost around the $99 mark. 7. Check out our
full Super NES review on page 44. 8. If you
subscribe, we’ll send you 12 issues. No joke.
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Q Aaarrgggh! Help me! Help! (David
babbles on in mental anguish for the rest
of this paragraph, so we’ll cut out the sad
moaning and get on with his sorry tale...)
The RF switch for my NES has broken and |
don’t know where to get another one.
Please help me before | have a mental
breakdown! | also have a few questions
about the Zelda saga:

1. Is there going to be a Zelda adventure
on the Game Boy?

2. If so, will it be a re-written version of
Zelda 1 & 3 or will it be like Zelda 2, or
maybe something different?

But most of all, please, oh please answer
my question on the RF switch. Oh no! I'm
going into another frenzy at the thought of
it! Aaarrgggh!!!

— David Williams

Goodna Mental Institution

Qld

A Oh dear. You seem to be in a bit of a
fix, but I'll give you some hints from my
bag of tricks! Try a do-it-yourself electronic

— Nathan Hope
Ballina, NSW

A 1. Yes. But it is not
authorised, endorsed or
supported by Nintendo. 2.
With great difficulty. All
the codes that allow you
to do so usually glitch and
freeze the game after the
first round. If you want to
control the bosses (and
who doesn’t!) wait for
SF2: Turbo, It'll be out very
soon. 3. These are codes
that identify the machine
for which the game is
made, the game itself, and
the country of origin.

shop like Dick Smith Electronics or Tandy. If you have no luck there,
give Mattel a call on 03 242 5222 and ask for the Service

Department. Now for your questions on Zelda:

1 & 2. Yes, I've been playing it for the past month and it’s brilliant!
It is a completely new game, but it uses elements from all three

past Zelda adventures. Expect a full review soon.

READER SYSTEM
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PIPE DREAM

Is that Flooze giving you the blues? Then try
these industrial strength passwords, care of
Jason Veulg, of Nedlands, WA.

Stage 5: HAHA

Stage 9: GRIN

Stage 13: REAP

Stage 17: SEED

Stage 21: GROW

Stage 29: YALI

DAEDALIAN OPUS

Pronouncing the name of this brain -bending
game isn’t easy, and neither is finishing it.
But David Mangnall of Westleigh, NSW,
has come o the rescue, with a barrel load
of passwords.

Level 5: BORN

Level 8: CITY

level 12: LOVE

Level 16: BURN

Level 20: SOUL

Level 24: TIME

Level 28: RAIN

Level 33: BASS

Level 36: FINE

HUNT FOR RED OCTOBER

Short on lives?2 Well, to get an extra 25
lives, go to the map screen and hold select,
and press up, then down. Thank Captain
Craig Robinson of Sydney, NSW for that

one.

“ " BILL AND TED

" More telephonic tomfoolery ahoy, from
Warren Lysaght's yellow pages of trans-
dimensional time travel!
New Mexico, 1879: 555-4239
Ancient Greece, 410 BC: 555-6767
Medieval England, 1456 AD: 555-8942
San Dimas, 1,000,000 BC: 555-4118

WHAT’S GOING ON?!

That's the question that heaps of you have been ask-
ing NMS. It seems that some of you have been a little
mystified by the Action Replay and Game Genie codes
we’ve been printing. You can now stop trying to enter
masses of numbers and letters into password screens
which don’t have enough spaces. We will be keeping
these cheat codes separate to avoid further confusion.
Meanwhile, back in the jungle, If you have any pass-
words, cheats or codes, seng them in to Nintendo Help
System, Nintendo Magazine System, PO Box A305,
Sydney South, NSW, 2000.

Shopping Mall: 555-8471 ners and stay there, safe from damage.

School Room: 555-2989 TERMINATOR 2 o

The Abyss: 555-6737 To slow the game during the re-program- -

Paradise: 555-6429 ming stage, hold down select. Thank Ben.

Concert: 555-1881 Mastwyk, from Thornbury, Vic, for that pearl
of wisdom. o i

CHOPLIFTER 2 e

Ah ha! What is this | find before me2 Why,

it's none other than a complete list of pass-

words for Choplifter 2, thoughtfully provided

by Glen Reid, of Wyalong, NSW!

Stage 1-2: SKYHPPR ¥

Stage 1-3: LKYBYSS < sy §

Stage 2-1: CHPLFTR el

Stage 2:2: BYMSFWR

Stage 2-3: RGHTHND

Stage 3-1: GDGMPLY X

Stage 32: TRYHRDR

Stage 3-3: SPRYSKS

Stage 4-1: CMPTRWZ

Stage 4-2: CHPYBYS

Stage 4-3: VRYHPPY

Stage 5-1: GMBYQZD

Stage 5-2: LVLYTYZ

Stage 5-3: GDDYGMZ

STAR TREK ~— 25th Anniversary C
We have received a sub-space fransmission
from Data aboard the U.S.S. Enferprise, cur="
rently in orbit above Data’s Earth residence,
somewhere in Baulkham Hills, NSW.

Message as follows: Emergency warp pro-
cedure — press left and activate the select
button.

Code for the last level: 3.516.7

STAR WARS :

Having trouble gefting through the asteroid
belt without having to send the Millenium
Falcon in for panel beating? Take the
advice of Ryan Wilson, from Garran ACT.
He says to fly your ship into one of the cor-

.
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PROBOTECTOR

Russell Garner of Thornlie, West Australia,
was the first out of the hat with this cheatl sent
in by many. On the'fitle screen press up, up,
down, down, left, right, left, right, B, A
and start. Doing this will reward you with 30
lives!

BATTLE TOADS

All your amphibian‘anguish will evaporate
once you feast your eyes upon this most excel
lent guide to Baitle Toad cheols, cour!my of
the Metro Masters]

Begin with Five Toads! :
~ During the fitle screen, press A and B aimuhu-
. neously then hit start.

Extra lives!

In level 2, find “the most wicked impact crater”
and get a bird bill. Now use it to wack all the
Rayons and birds repeatedly unhl one-ups a-
plenty appear |

Warp Zones

Level 1 to level 3

When you are confronbd by the Psyko Pigs,
head-butt the one on the left first, followed by
the plg on the right. Run fo the right, and if
you're quick enough you'll see a flash of white
light appear on the ledge above you. Jump
into it before it disappears.

Level 3 to level 5

In the fifth speeder bike course, there is.a
white lightin front of the tenth wall. Simply
drive into if.

Level 4 to level &

Near the end of level four there are several
falling platforms. Jump up and down on the
first platform and it will eventually rise to the
top of the screen, from where the warp light is
only a short hep away,

Level 6 to level 8

Climb the first snake (with red and erange
stripes) in the second snake section. Run o the
right of the snake and you'll land on a pla-
form where a warp light will appear.

BATTLE OF OLYMPUS

The final password, courfesy of Mark
Nieuwenhuys from Wamberal, NSW, is:
ZMK7LO VTcXfxX PZrQoN wh46d56

THE HUNT FOR RED OCTOBER
Arrrrrghhh, me mateys. Would ye sooner eat o
bilge rat than play this game again? If that be
the case, here's a selection of sub-mariner sea
shanties to get ye through this aquatic adven-
ture. All from Captain Malcolm Pratt of “Ye
olde Robinvale Anchor Shoppe”, Victoria.

To make your sub stop on a dime, pause the
game and press up, down, left, right and
select.
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To double the point value of every enemy ye
send fo Davey Jones' Locker, pouse the game
and press A, B, B, A, right, down, up,
left, and left again.

Is it more iced tea ye be needing? Can't help
ye there, but if ye wish to slow down the
scrolling speed of the screen, simply pause the
game and press up, down, left, right, up,
down, left, right, up, down, left, right,
A B B A

Is the forced scrolling of the screen causing ye
catastrophe? Once again pause the game,
and this fime press up, up, down, down,
left, left, right and right.

Ha-haaarrl Fairly warned be ye, says .

You want three whistles? Gordon Murruy oi
Ballarat, Vie, Daniel Sawczenko of
Toongabbie, NSW, John Brunckhorst of

Everton Park, Qld and Master Luke Jones from ;
Sunshine, Victoria, have all sent in tips on how

to get them. Here are their collective efforts

- rolled into onel

1st whistle: It's in stage 1.3. Near the end -
of the level are five coloured boxes Stand on
the central white box and press down for
about 10 seconds, and you will fall through
the box. Go right and you will disappear. into
a hidden screen. Find the box and you have
the first whistle.

2nd whistle: The second whiste is in

the mini-fortress. When you get fo the
skeleton turtle, kill him near the door.
Make sure you are wearing the funky
raccoon suit, and fly to the top then run |
right. When you stop, press up then

run to the box; mﬂda it is the second

whistle.

3rd whistle: Go into the second

world, kill the hammer brother and

get the hammer. Make your way to

the top right hand corner and smash

the rock. There will then be another

hammer bro and a box with a frog

suit in it. Get the frog suit and kill .

the hammer bro, and two fire

brothers will appear. Defeat them an.

be rewarded with the third whistle.

< S TR Y
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STAR WARS

These Game Genie codes are from John Daire
of Laidley, Qld. '

AEKKXIDA — Slow motion.

TOPVLN — All enemies destroyed.

ATATSS — Float instead offall.

DUCK TALES

More Game Genie codes from John Daire!
PUZZLE — Diamonds on the wall in
Transylvania.

EPIKGA — Radical colour change.

ADVENTURES OF LOLO 2
GZKPOLYG - Infinite lives.
PEVOSPIE - Start with one life.
ZEVOSPIE - Start.with 10 lives.
YEVOSPIE - Startwith 15 lives.
_ ZAXPEZAA - Start. with twe magic shofs.
3y m - Start with bqr magic shots.
T, GZXZKPVG - Never lose magic shots.




STARWING

Just as we were beginning fo tire of the antics
of Fox McCloud, along comes this stellar tip
that has had us racing to try. it out. It seems
that there is a whale swimming about in Sector
Y! To get to it, go through the energy ring and
then shoot everything that moves (use a Nova
Bomb on the Stingray, and make sure thot you
score a direct hit! You'll be impressed!l) Just
before you reach the enemy boss, you will see
a whale. Show your support for Japanese fish-
ing rights by blasting it out of the cosmosl!
Thanks to an anonymous donor from Lyon in
Tassie for that pearler. Has anybody else man-
aged to find anything edd floating about dur-
ing their quest to defeat Andross?

the room where you killed the guard. Your
character will now be hidden behind the wall.
Run fo the right and @ warp potion is yours for
the taking.

On Level 17 [Password: QJ7Q2YV), you will
see a crack in the ceiling. Face left and press
the Up button until you are in a dark room
with outlined platforms. If you keep going up
until you are above the screen, and them go to
the right, you will find a healing potion.

EARTH DEFENCE FORCE

To become invincible, press ABXYLR, Up,

Down, LR. That'll come in handy for Red,

who is absolutely abysmal at this scifi shooter -

thanks are due to Alan Hillgemann from Mt
Waverly in Vie,

SUPER GHOULS AND

GHOSTS

For a level sciecl go to the

Options screen on the sec-

ond joypad. Point the

arrow onfo Exit and then

press L and Start. Now
" press Start on joypad

| one. The unfortunately-

named and above-men-

tioned Malcolm Pratt also
sent this cheat in:

[‘rmct of Ptram JOHN MADDEN

A blg heﬂooutﬂurltoWnlhum, _whe brgoi' to
write down the rest of his name or where he

was from, but afer reading through his tips,

we have to agree with him: he is a cool
Nintendo player. Read on ta discover a few
secret rooms in this super-uff platformer.

On Level 10 [Password: 4+LHRFR), go two
rooms fo the right, then three rooms up. You

* should be standing in o room thot has o skele-
' ton on a ledge in the middle of the screen. Go

to the lower left coner of the room, face the

wall cuidigast oidihokl Up to grels & Widden -

ledge. Run to the left and you will enter a
secret room with a cure -all potion inside it.

On Level 16 (Possword: H6KKT6V), You have
to gef to the room that is exactly three rooms to

the left and two rooms up. This is tough

because if you follow those directions, you

can't get fo it, so draw a map of where yo

are going to help you find another path
fo it. Once you get there, there will be a
guard in the middle of the screen. Defeat him
and then jump off the right-hcndsidcof the
platform, holding down the X button as you
fall. You will grab a hidden ledge ond, still
holding down the X button, climb back-into

FOOTBALL '93

-For those that can't wait to work their way
 through the pack, here are a few handy codes.
-~ DJGPBBKC - Dallas vs Green Bay.

BDJLPBBPC - Dallas vs Philadelphia.

DJRPBDCD - Dallas vs Cincinnati.

- DFGNBBFC - Chicago vs Washington.

DFLNCBLC - Chicago vs Green Bay.
DFRNCFVC - Chicago vs Cincinnati.
MNGLBBVC - Houston vs Cincinnati.

. MNLLBBFD - Houston vs Kansas City.
. MNRLBDMD - Houston vs Green Bay.

SUPER MARIO KART

Now this interesting little tip could well be one
you grow fo regret, and then again, maybe
not. This will allow a permanent ghost image

“of your chosen kart to remain on the time trials

forever - or at least until the battery back-up
runs outl After breaking the speed record on
whichever frack you prefer, hold down the LEFT
and RIGHT buttons as well as the Y button and
then press X when the option to Refry comes
onfo the screen. The cheat is successful when
the name of the track becomes yellow. From
this point onward, simply press the LEFT,
RIGHT and Y. buttons simultanecusly and press
the B button when the question Is this OK?

TIPS GUIDE

YES2NO' is on-screen, to race against the
ghost image.

SUPER TENNIS

For a more skillful player, select the player that
most appeals to you, then press the following
on control pad two LLLLLXRRRRRRRX.

BART’S NIGHTMARE
7EO13DO2 - Unlimited bubblegum.
7EQ93803 - Infinite lives.
7E0Q13705 - Infinite melon seeds.

ROAD RUNNER
7E1F1E06 - Unlimited energy.
ZETF2001 - Unlimited lives.

7E1F1D20 - Unlimited turbo speed (birdseed).

ZE1F1B7F - Invulnerable (even when you
switch the Action Replay off again).
7E1F1AQ0 - Can always take damage
(Harder).

7E1F1A02 - Invulnerable only when switch is
up:

ZE1F8459 - Unlimited time (switch Action

Replay off at the end of each level to continue).

ZE1FAG601 - First flag is automatically raised.

e —— (3 2 LR DD
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THE VIDEO GAME SPECIALISTS
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NEW RELEASES ON SUPER NES COMING THIS SEPTEMBER TO
i SUPER SWIV BLUES BROTHERS SUPER NES & GAME BOY
' WORLD CLASS RUGBY ALIEN 3
| PUGSLEY'S SCAVENGER HUNT ANOTHER WORLD A
‘| BUBSY NBA ALL-STAR CHALLENGE M 07? Z— ‘&
JIMMY CONNORS PRO TENNIS TOUR  VEGAS STAKES
r TINY TOONS TECMO NBA BASKETBALL C A
_l AMAZING TENNIS ALIEN VS PREDATOR K M B 4
; MECHWARRIOR TAZMANIA PHONE TO ORDER YOUR
| JURASSIC PARK MARIO IS MISSING COPY NOW
SHADOWRUN LOST VIKINGS
PHONE OR WRITE FOR A COPY OF OUR MAIL ORDER CATALOGUE
’ BOX HILL GLEN WAVERLEY
03 898 1438 03 886 1166
808 WHITEHORSE ROAD BOX HILL 3128 19 RAILWAY PARADE GLEN WAVERLEY 3150

SIGHT ‘N’ SOUND GAMES WAREHOUSE

GAME BOY SPECIALS

e? Turrican 5e? Krusty's Fun House
2% : 12
S Battleship 56 Agro Soar
Solomons Club Flinstones
Dr Franken Crash Dummies
Bill & Ted's Excellent Adventure Marioland 16 Coins
T2 Judgement Day Plus Many More
Boxxle Coming Soon
Double Dragon Il Jurassic Park
Marble Madness Mortal Kombat

- Send me a
'COUCH POTATO
k (
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NINTENDO HELP SYSTEM

After last month’s guide to collecting the
Six Golden Coins and David Fowles’ tips
on finding the secret worlds, there is little

left to do but to go into the castle and

| 1

give Wario a boot up the back-side!

KEEPING YOUR COINS WARIO'S FORTRESS

Once you have the Six Golden Coins you
will be able to gain entry to Wario's
fortress. It is important to remember that if
you lose all your lives, you will also lose
the precious coins, so make sure you
always have heaps of lives. The easiest
way to max out your lives is to wait until
you have 999 coins, then go fo the cave 3
near Mario’s house and put all your i ' E a
money on ?99.

s s e e e L= e
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Defeating
Wario

In your first encounter with the lunatic
Wario, he just runs back and forth,
occasionally jumping. Watch out for
the egg that slides along the ceiling,
and bounce on his bonce three times
and he'll run away to the right. Before
you follow him, get the wings hidden in
the wall above the exit.

In round two, Wario appears with a winged cap of his ownl
Keep away from the egg, and jump up and hover when
Woario descends. Move over him and drop onto him as he
rises. After three such attacks he scurries off and returns as
Super Wario!

In this, the third and final confrontation, Baboon Boy Wario
comes armed with huge fireballs! Once again, three sirikes,
5000, and Wario is out of the ball parkl

Room 1: This stage is pretty
straightforward. There is a platform
near the end, on which it is impossi-
ble to duck the swinging ball. Wait
until the ball swings fo the right,
then jump onfo the platform and
stand in the middle. When it swings
back towards you, jump over it.

Room 2: Easy. Duck the flower
fireball, and get the power-up.

Roem 3: Time your jumps careful
ly, and don't forget to duck!

Room 4: There are three crushers
along here. Each crusher is activat-
ed by stepping on the middle block
on the ground between them. The
Skull Platforms crumble and col-
lapse within seconds of being stood
on, so don’t dilly dally.

Room 5: Go up and get the
power-up, then exit, stage right.

Room 6: More moving platforms
in herel Take small hops between
them to avoid the spikes in the ceil-
ing.

Room 7: A series of twisting crush-
ers confronts Mario in here. You
can run for it, but it’s just as easy fo
wait for each to start going back up
to the roof before passing.

Rooms 8, 9 and 10: Sirange
ghostly faces hover in these rooms,
one in room 8, and two in rooms 9
and 10. To defeat them, you must
bounce on their uppermost surface
twice.

Room 11: The final room before
Wario contains a power-up, and
not much else.
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WIN

$500

SOFTWARE

YOUR CHOICE

All you need to do is design a logo and mascot for
‘WINNER COMPUTER GAMES' ~ It's that easy!!!

@ FIRST PRIZE $500 SOFTWARE

5 RUNNER-UP PRIZES $100 SOFTWARE VOUCHERS

Entries close 15/12/93. Management picks winning entries.
Winners will be notified by mail. All entries become property of Winner Computer Games.

We sell Nintendo Games & Accessories.
Huge range of Import games....call now
for latest prices & avallablllty

TRY OUR MAIIL ORDER SERVICE

YOUR FIRST
| MAIL ORDER
WE PAY YOUR POSTAGH

WINNER COMPUTER GAMES

408 KING STREET NEWCASTLE NSW 2302
PH: (049) 29 5960 FAX: (049) 29 2793




NINTENDO HELP SYSTEM

FURTHER TO ‘AR’ CONSERVATION

Now that piloting the ARWING is second nature and Level

One offers little trouble, i's high time for the acceptance

of a slightly tougher challenge. This month Fox throws cau-

tion to the Cornerian wind and sets out with the aim of sur-

prising Andross via his back door! Before he does, though,

there are five more attack-waves loitering in the wings!

= BOSS 1 APPROACHING
THE FIRST MISSION _ . ATTAGK GARRIER

This is exactly the same model as found in
level one. This incarnation offers no new
threat so the tactics mentioned in the first
part of our guide work just fine - destroy
both its missile launcher and air-craft car-
rier units before concentrating on its mid
section.

Obviously, the tactics learned
from the level one mission are
still relevant - flying the ARWING
beneath the arches yields a twin-
blaster behind the moving shield
door, although avoiding collision
with the door by slowing the
ARWING with its retros is wise.
Further into Corneria the use of
retros becomes increasingly more
useful if a perfect score of 100% is
your goal - the disposal of the giant
worker droids is made possible by selective
use of the retros, as is look-out tower destruc-
tion. Runaway Imperial fighters are also

SHIELD
— 1 Y

W Hey, watch where you're going, Grandpa. Honestly, they should be
made to take a test again when they reach sixty...
EMEMYT =

caught unawares by a wily Fox hanging back
and taking them all into account!

GRS
»

Return Of The Saucer: .. /.

the first half of the Cornerian raid,
make sure of destroying the flying
saucer before it leaves too many nasty
homing-mines.

Ann‘ner Nn“a: Corneria

yields at least two extra Nova
bombs for use later on. The first

appears courtesy of a

cowardly hover-tank, but a

the second is slightly

more elusive. Nested

behind a pair of low

buildings, the only way

of obtaining this second

bomb is by flying on a

wing through the gap 2 : :

between the two. You P ' ' ; A Have you noficed that this picture has
are also given permis- ' i
sion to boast as much as
you like when this little
manoeuvre is perfected!

been given two cpations. So did |.

W The second stage's secret amorphous
jellyfish boss appears. Or something.

SHIELD
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RLINTERTD RELY SFeTER I TARMINGY

R

THE SECOND MISSION e

[Xtra SI“I]: First up, there is

an extra ship awaiting Fox early in
this stage. After the first tunnel of
horizontal pillars, the special triad is
located in a rather awkward position
- obstructed by a rotating piece of
Andross’ space-junk. Once again
the ARWING's retros come in useful
for this section.

ﬂ_l‘lll!llll'ﬂ imperial
ﬂﬂmers: The armoured fighters use

their heavily-armoured backs as defence until
they are in formation. Only when they turn to
make their attack should Fox pick them off.

Extra Protection:~.. - .-

shield in Sector X lurks in the mass of
pillars in the approach to the spinning
tunnel of pillars holding the Nova
bomb. Negotiate the solitary spinning
pillar and engage the thrusters if neces-
sary so Fox benefits here.

IWIstEr: Although the swirling tun-

nel of pillars appears virtually impassable,

stay fairly central whilst only making M A Box, plank. Plank, box. Ur-hur-hur-hur.
minor adjustments to the left and right. L L €
Acquiring the nova bomb nestled in here is ’E-ﬂ_:’j

not as much trouble as it initially seems if A Can you spot Foxy, readers?
this tactic is used.

§ I -- BOSS 2 APPROACHING
ROCK CRUSHER

This particular Rock Crusher is modified
for defence purposes. On the whole, the
lumbering machine is just as fallible as its
level one counterpart but the homing-mis-
siles it now has are potentially lethal.
Luckily the same tactics of methodically
removing the laser cannons before blast
ing away at the Crusher’s centre after it
jettisons it's ram still work. The missiles
are only a problem when the crusher is
still one big unit. Keeping the ARWING
central and barrel-rolling once the ram is
out of the way guarantees Fox's safety
So, blast those lasers out in double-quick
time!

sHIELD o
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The secret of this planet with a climate prob-
lem lies with the weather generator. After
navigating the rocky route into the open, Fox
is introduced to the mecha-
crabs which patrol Titania,
Their attack is especially trou-
blesome because, should Fox
pass them by, they follow his
progress until the ARWING is
out of range! Taking the
mecha-crabs’ legs away from
them gives them something
else to worry about, though,
and lets Fox carry on with the
job at hand - stop-
ping the blasted bliz- % w3
zard!
Fox now
approaches three
sliding blost gates e -
which are opened by £
means of a couple of —
laser shots.
However, try and
wait until the last
possible moment
before doing so as
the gates aren’t
open for long. The
gate on the far left
reveals nothing.
Flying through the
central one rewards
Fox with a twin-
blaster power-up.
Until Fox passes
through the gate on his right he is returned to
the point at which he flew into open space
repeatedly and is returned over and over to
the group of three gates. He may, of course,
take advantage of this by powering his wing-
mounted cannons to the max via the middle
gate, but the stage does not progress until the
weather generator beyond the third gate is
destroyed. Once the ARWING passes through
this diamond-shaped placement the planet’s
normal weather conditions are restored, and
Fox is granted access to the second half of the
Titanian stage. Here he
finds more
mecha-crabs
and cannon
placements.
These are
. simple laser
todder, but
are prone
to joining
forces - a
mecha-
crab using a can-
non placement for cover, for
instance. However, by taking
out the cannon placement
first, less domage is likely.

P o™

<

SHIELD
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A Unloved by the hunt-loving gentry, Fox
found solace in the local inter-galactic church.

TIPS GUIDE

A Hey Mate, my carb's bro-
ken. can you fix it. Can yer?
W As Foxy entered the

weather control, the end-of-
level Michael Fish appeared
for a final battle in a story to
be continued tommorow.

BOSS 3 APPROAGHING
PROFESSOR HANGAR

Upon entering Hangar's complex it greets
taunts Fox with a ‘Bye, bye’ flashing
across its VDU! The cheek! Fox’s initial
attack scares the Prof. into submission and
the ARWING is left clearing the area of
marine-like fighters. Desperate Professor
Hangar now makes his bid for Fox’s life
and releases more giant flying fish.
Great skill is required if Fox's
lasers are at low power and nova
bombs become essential here.
Hangar falls quickly to the devas-
tating twin-cannons of the
ARWING on the other hand. In
either case it's impossible to
ignore the flying fish and so have
Fox take care in filleting them as
he wears Hangar down.

B 4

SEPTEMBER '93



=

C NINTENDO |

THE FOURTH MISSION -~

I want mnre liIE!: Level two's

second extra ship is found at the beginning
of Sector Y, and is sandwiched between a
group of space amoebas. Listen to Slippy’s
advice as it reveals that amoebas are shak-
en loose by using barrel rolls.

Shoot, skate or diel::.....

making every effort in avoiding the enor-
mous manta-ray, Fox's problems also take
the form of red skates which smash into the
ARWING, wrecking its shield! These are kept
at bay with a couple of shots to their fins at
which point they turn blue and swim away. In
fact, the best advice for the whole of Sector Y
is to shoot everything well in advance as the
majority of life here is irresistibly attracted to
Fox's ARWING!

Throughout Fox's time in Sector

Y, a school of blue fish are visi-

ble in the distance. After Fox

passes through the half-way-

point supply-ring fire repeatedly

into their midst. Eventually, a

whale flies into view, leaving a trail

of power-ups. Nova bombs, a twin-

blaster icon, supply rings and a

shield are all left for Fox's use.

Amazing or what! This makes the battle

against Plasma Hydra so much easier. A Hoving watched countless 70s ‘Get Yourself
Seen' ads, Fox ensured that his ARWING
was completely covered in silver tape,
and that his dynamo's headlights were
kept polished at all times.

BOSS 4 APPROACHING
PLASMA HYDRA

Of all the adversaries in three levels, the
Plasma Hydra proves the most frustrating.
We can outline the tactics here: concen-
trate the ARWING's fire at Hydra’s thrash-
ing arms and use the retros for evading
collision - making sure you stop the mis-
siles before they hit the ARWING - before
punishing Hydra's bulk into submission.
Even so, Plasma Hydra is, still very unpre-
dictable. The only sure Fox-preserving tac-
tic is remembering to steer clear of
Hydra’s death throes just before it
explodes - Hydra rushes toward the
ARWING at the very last moment and Fox
needs to steer quickly out of its path.

A Death came quickly as the entire division of AWRINGs were
devoured by a particularly large Cheesy Wotsit whose mind had
snapped after its loved one had been whisked away for some-
one's lunch box. Or something.
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THE FINAL MISSION

olay Right Where You Are:

As with the Asteroid stages in both levels one
and three, keep the ARWING as central as
possible. After all there are no obstacles, just
hordes of Andross’ Imperial craft queuving up
for the slaughter! The point is that, more
often than not, the enemy flies
directly at Fox so that accounting ¥
for all of them only requires sim-
ple left and right adjustments.

frieght Bait: .. ..

bling canisters littering this area
of space are only hazardous if
Fox takes too long in blasting
them. Unless they are taken out
early, they shatter into danger-
ous fragments! However it is
worth chancing the most clut-
tered path through the canisters
because for the twin-blast and
nova bomb icons found within.

1 (H [ P —

before Fox encounters the Metal Smasher, a
formation of Imperial fighters flies into view,
and at their centre is a shield-carrying craft.
By concentrating the ARWING's fire directly
ahead - ignoring the approaching fighters for
a few moments, the craft leaves this prize for
Fox's collection. Unfortunately this craft is as
tricky as they come and, even

though Fox might clip its wing, the
awaiting shield is often left posi- &
tioned in a hard-to-reach place

Gnnh! Whatever the case, take

out the remaining fighters using

the technique mentioned

above

The best way of tackling this
is by flying constantly on the
wing. This way there is less
danger of wing damage. It
also enables Fox to out-manoeuvre the
Imperial transport.

seant weapnn: The means of

obtaining the twin-blast here is often over-
looked. The temptation of frantically avoiding
everything is irresistable at first! Don’t!
Instead fly beneath the pillars lining the left-
hand side of the highway for Fox's reward.

A "“va Bnmn Ther nova bomb avail-

able for Fox uses the same tactics later down

B
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A Some flotsam and jetsam floating in the inky
blackness of space last week.

EMNEMY |

»

A Nah, honeshtly, | feel absholutely
fine to fly. Hic!

A Excellent, an infergalactic Little Chef. Jubilee
Platters and Steak Tartares all round, eh Foxy?

TIPS GUIDE
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the line. Flying to the left of the tunnel prior to
the half-way supply ring triggers this icon’s
appearance.

“iy“wa! SIars: Venom doesn’t have

road users, but it does have road abusers! Fox
fools them all by kicking in the retros and
sneaking in on them from behind. The bikers
are real suckers for this tactic.

BOSS 5 APPROACHING
METAL SMASHER

As long as Fox remembers his retros here
he is in little danger. The big secret is only
the right-hand side requires damaging -
once this half is wasted, its counterpart
soon crumbles aofter a couple of shots. The
basic tactics amount to continuous retro
abuse when the ARWING is sucked
toward the crusher and being sure to blast
away the canisters it produces. Should the
battle against the Metal Smasher progress
to the point where it sends circular laser
fire at Fox, don't panic. Simply remaining
in a central position is the safest bet. The
pod ejected from its remains is the
Galactic Rider - the final boss before
Andross appears.

GALAGTIC RIDER

Rider is proud of its size and uses its bulk
for crushing the ARWING against the
highway boundaries. Also, as this is the
mother of all hatchbacks, from its rear
door scoot pairs of Air-bikers and laser
placements. Rider is vulnerable for as long
as it's rear end is open. Any nova bombs
remaining are best off-loaded in the
Rider's direction, as they're not much use
against Andross. As long as Fox uses his
retros and skillful manoeuvring to avoid
the crushing attempts, it's the end of the
road for Rider!
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| Can | have this fab
mag for FREE?

Yup! Simply subscribe to NMS for a year (that’s 12 issues)
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Designed and Manufactured by DATEL

|GINED POSSIBLE.
Infinite Lives

Unlimited Energy
Special Effects

Extra Fuel/Ammo
Invincibility

It’s Simple to use - It's Fun = It’s Action Replay.

The built in FX™ system is a state-
TE of-the-art Code Generator. Yes, —_J#
. A" you can create your own s used as an adaptor to play
CADES codes without having to wait W overseas games in your
BUILT-IN CODE for the code book updates. Australian console. What a

S— Totally radicall ' bonus! 4

Yes, in most cases, the Action
= Replay cartridges can also be g mdiSRo

WE SELL FOR LESS

| o information phone 008 251 311, or Sydney phone 498 7570 8am to 5pm Monday to Friday:
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John Madden Football™ '93 and PGA TOUR® Golf are the very Take on the real pros, in real conditions on real courses and in real
best selling sports titles in the world. Why? Because as we say at EA, stadiums.
“If it's in the game, it's in the game.” That's why they're the only titles that authorities like the PGA
No messing with the rules to make life simpler. No make-believe TOUR and John Madden are willing to put their names to.
teams or venues. No made up moves to add so-called excitement. Five million players can't be wrong.

SUPER NINTENDD. <= SPORTS.

ELECTRONIC ARTS
IF IT'S IN THE GAME, IT'S IN THE G2

John Madden |
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