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A COMPLETE BLAST - ONE OF THE BEST GAMES EVER - 91% MEGA TECH. 



BRACE YOURSELF. 

AVAILABLE FOR 

SUPER NES 

& SEGA MEGADRIVE 

Ce ee Fe Cy I 

SEGA US’s “THIRD PARTY GAME OF THE YEAR” 

High Risk. High Pay. 

Deadly Play. 

The Chaos Engine. A bizarre 

machine created by Baron 

Fortescue, a genius | 9th century 

inventor. The machine became 

incredibly powerful and 

ide lariielsaat-vemelaeliir la malliear i) 

beings and domestic animals 

into razor toothed, armour- 

plated killing machines. 

Enter six toughs: Thug, Scientist, 

Mercenary, Gentleman, Navwvie and 

Brigand. Each one a specialist. Each 

one armed to the teeth. Each capable 

of wielding any one of 25 lethal 

weapons and a host of destructive 

devices. Each one trying to gather as 

much loot as possible. 

©” Four graphic worlds 

* 16 levels of blow’em-up action 

cAN ©*  Fiendish traps, puzzles and 

secret passages 

4 * A huge arsenal of armaments 

4 *  Digitised speech and technopop 

soundtrack 



JULY 794 

PLUS 
JUNGLE BOOK 

CLAYMATES 

TURN & BURN 

BATTLETOADS 

ANIME ART 

graces the cover of NMS 
to celebrate the fact that 

we have an exclusive 

i 

i 

CLAYMATES... 

GAME BOY REVIEWS 

DEPARTMENTS 

THE FRONT PAGE... 

OTHER REALLY GOOD BITS OF THE MAGAZINE 

CIAL... 



THE FRONT PRGE 

CHAIRMAN OF THE BORED 
So what exactly has been more annoying this 
month? 
Apart from the minor annoyances, there 
have been three major disasters for those of 
us that inhabit the penthouse offices at NMS. 
First and foremost, the local chew and spew 
has declined to make me any more pavlova 
sandwiches, claiming that it’s just a waste of 
time because | always throw the bread 
away. Don’t they realise that nobody eats the 
outside of sandwiches anymore?®. 
Secondly, I’m currently tossing up which 
group of cretins will win my inaugural Bean 
Sprout Of the Year award for chronic losers. 
The hot contenders so far are a very sad lot, 

indeed. Who to pick - allegedly “credible” 
journalists, or a government full of geriatric 
tossers who seem determined to stamp out 
anything they don’t understand - namely 
VIDEO GAMES|!!! (And yes, hand-held cal- 
culators, VCRs and anything else that uses 
that new-fangled electricity stuff won't be too 
far behind!) 

Yes folks, there’s been all kinds of hysterics 
going on in various parliaments around the 
country as one pompous prat after another 

thunders on about how video games are ruin- 
ing our lives, blah, blah, blah... 

Naturally, all the news(ha!)papers get on the 
case, sounding off about the horrors of 
games such as Custer’s Last Stand - that’s 
right, games that DON’T EVEN EXIST!!! 
Whatever happened to research?!! 
When was the last time they 
asked a dedicated Nintendo 
player when he or 
she last knocked off / 

) 
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someone’s head with one swift kick? Never. 
Ever. 
Nup, they’re all listening the to the rantings 
of a bunch of technologically illiterate old 
wankers who probably can’t stick a piece of 
bread in the toaster without a technical sup- 
port team. 

Now that I’ve got that off my somewhat 
ample chest, here’s my final gripe - and it 
has to do with some of you out there. 
Yes, YOU! 
NMS does not, let me repeat that, DOES 

NOT, have time to answer your pathetic tele- 
phone calls and faxes personally. | am sim- 
ply too busy hoovering my way through the 
contents of my executive fridge; Mary's on 
the phone encouraging distributors to release 
the latest Godzilla games; Andrew’s busy 
catching up on last weekend’s missed sleep; 
Skull refuses to talk to anyone with an IQ less 
than 180, and Rod is in Hawaii rigorously 
testing the heat absorption capabilities of his 
Game Boy (well, he’s dreaming about it any- 
way). 

The bottom line is, if you can’t finish the 
game you're playing, call the Nintendo 
Hotline, or write us a nice letter. If you call 
NMS, | will be forced to eat you. 
FAT BOY SEZ: MMMMM... MEGA MEAT- 

EATERS’ PIZZA. 
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Ina surprise n move, Nintendo has announced that it will release a new 32 bit 
portable console as prelude to the Project Reality development. Due to be released 
simultaneously around the world early in 1995, the as-yet untitled machine.will ” : 
feature a built in screen and is designed to handle virtual reality games"Wwithout the 

need for a headset. The console will probably have a rechargeable battery pack — 

built in, similar to lap top computers. Nintendo are continuing with their 
commitment to cartridge-based software, which this s 
the possibility of future compatibility with theProjec / 

c Project Reality is running ( ah 

bo relag nods in the 
: oe fin” 

one 

| this ee. ei a retail 

price er Game Boy adaptor 

: allows any G e Boy cart to be played on 

your teleyision set via a Super NES. It also 

~ allows you to add colour to your favourite 

Game Boy games, the usual four shades of grey can be 

replaced with a choice of any four colours from a palate of 

- 256. But that’s not all! You also get a free set of steak 4 

knives! Well, perhaps not, but there is a new generation'e of 

Game Boy games on the way, special, desi ned to 

colours, just like Super NES games. How eue VI 
on your Game Boy they'll still.orily come up in fo 

of grey. . 
Due to the low re 

aphaey, 
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Street Fighter II clones come and go, each claiming to be better than 
all others, but one up-coming development is : | : las 
shaping up as a possible SFIl beater. Instinct’s Rise : : a .. 
Of The Robots is being developed for just about 7 
every system available, and the programmers are 
using all manner of technical trickery, in particular 
ray tracing, to make it stand above everything else. 
Unfortunately, the bestlooking versions will only be 
available on high-end machines such as CD ROM 
and the 3DO, as the 16-bit versions will be too 

limited in colour to allow them to run at the 
proper speed. However, while the Super NES 
version is restricted to sixteen colours for the 
robots and 128 for the backgrounds, the 
gameplay is where Rise Of The Robots looks 
most promising. The computer opponents have 
Wl elmelaiiiretfelinlccilite[-lalecme] of eelc-ai NALIN eLiC=is 
than in any other game. The enemy robots all 
have different fighting styles and most will observe your 
fighting technique and then attack you when and where you’re most 
vulnerable, so players who depend on ‘cheapie’ combos will be in for 
a nasty surprise! you? | 
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so Bubsy, and his ne 

svil deeds being committed. Along 
mini games to keep you amused: 
tries to make his eyeballs pop out; 

Frog Baseball, but with moving platforms and catapults thrown 
in for good measure. Best of all, on the playability front, is that Bubsy 
can now absorb three hits instead of only one as in the previous gamé 

co 
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Up games currently 

hear that a truly original 

Sseeeer aces 

version, while lacking the graphical presentation © 
games, is being programmed on its own rather 
compromised copy of another version. 
The PC CD-ROM version will be out first, but 

Say sy, 
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It’s one of the most 

et fighting 
onth or soon 

| hoPSuper SFIl will include 
Super SFIl Turbo from the 

of these will be 

idden in the cart as 

ens who provide the winners of NHS Tip of 

the Month with their prizes, have decided to 

throw a competition that will net the winners a 

stash of as yet unreleased games. Want to win 

games like Mortal Kombat II, Super SFIl, Stunt 

Race FX, among others? Course ya do! Then send 

in your pictures and ideas for the ultimate street 

blokette) that would have Goro and M. Bison,cuil _ 

e page and send them 

je quite a nice stash of 
es for the Super NES on the 

way, not the least of which is 
“Jurassic Park 2. No, you didn’t 
miss anything, there isn’t a sequel on the big 

screen yes, it's just that Ocean were so pleased with their fipsh 

effort that they decided to make another! However, thos ho 

were drawn to the first game by its innovative game $ | 

disappointed, Jurassic Park 2 is shaping u Qe a 

game. Still, the graphics look very detailed an the TRex we've NSW 

seen looks very realistic indeed a. 
Another cinema related 
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‘94 by Empire. 
World Cup USA 94 arrived too 

players a.wide Vi 

positions. The 

Dicontusion 

g uch f c out ra review 
_next month, although the game is 

“Out now for $119 from Metro 

Elite’s World Cup Striker has 
a number of important changes 
over their previous SNES soccer 
game Striker. For starters it has 
twice the memory at 8 Mbits, 
due mostly to highly detailed 
sprites and increased frames of 
animation. Players are offered” 
32 different set-piece. : 
formations for mofe opti 
play tacties’ : : 

The Game Boy 
its Super NES 

| 

_ Empire Soccer ’94 features huge sprites a 
_ Special power moves to give it an arcade feel 
“special power moves per team allow you tog 
all manner of unethical soccer conduct such as 



of the first people in the 
country to have a copy!!! 

It started out as FX T changed ifs 

name to Stunt Race FX and is almost 
here. As you Il have read in the 

ious ies, Stunt Race FX is 

guys behind Sta 
Sigeru Miyamo' 
Super FX title to be released. ry 

After some serious wheeling, dealing and arm-twisting, 

we ve managed to persuade Nintendo to part with ten 

ivance copies of Stunt Race F: readers. Yep 

e NMS devotees will be the very I 

a to have their very own copy of Stunt Race FX! 

CONDITIONS OF ENTRY 

The promoter is Trielle Corporation, 363A Pitt Street, Sydney NSW 200 (A.C.N. 003 550 392). Entry is open to all residents of Australia with the following exceptions. Officers, employees lire 

their immediate families of the promoter, its advertising, sales promotion agency and printers are not eligible to enter. The winner will be selected after the competition finishes at midnight, August 

3, 1994. The winners names will be published in a future issue of Nintendo Magazine System. Prizes are not transferable, nor are they redeemable for cash. The judges decision Pail menre es 

correspondence will be entered into. Information on how to enter forms part of these conditions of entry. The contest is game of skill, not chance, and as such, all entries will be judged on merit. 

Nintendo Co., Ltd. All rights reserved. 

* Legion Telecall. Premium Rate 25 cents buys 21.4 seconds. Please ask your parents permission before calling. 

i¢ NMS 
COMPETITION : JULY 9 



Also for the 
Super NES is an all new game based on the most 
popular segment of The Krusty The Clown Show, 
ltchy And Scratchy. Itchy, the mouse, and Scratchy 
go up against each other in a side-scrolling slaugh- 

ter-fest that’s guaranteed to split your sides with slap- 
stick Simpson’s humour! 
lichy and Scratchy will also be causing havoc on the 
Game Boy, when they bring mirth and mutilation in 
the form of Mini Golf Massacre! There’s no news as 
to whether this game will be a Super Game Boy, 
though at this stage it’s unlikely. Sadly, NES owners 
seem left out in the cold, with no new Simpsons 
games planned for the future. 
Virtual Bart will be released in September and both 
Itchy and Scratchy games are due to hit our shores in 
November, courtesy of Metro Games. 
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So _tlast! After literally years of waiting, we've 

finally got some decent new screen shots of the 
: The Next Generation: 
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Cubs as their new star pitcher. 

Thanks to Fox Video we h 
Of The Year packs - each co 
video, a Rookie Of The Year ’ 

cap - to give away to the most a 
of the barrel. (This month s bar 
very fetching Julie Wall). _ 

Just tell us in 25 words or less 
hopeless at sport and send it 
I Couldn t Catch A Ball If My | 
Depended On It Competition, 
NMS, PO Box A305, Sydne: 
South, NSW 2000. 

Answer on the back of an . 
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atisfied customer reaction No.48. 
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CART SPEC 
@ BY: NINTENDO 

@ RAP: $59.95 

@ RELEASE: OUT NOW 

@ GAME TYPE: PLATFORM 

@ CART SIZE: 4 MBIT 

FEATURES 

ai 7 HARD-HEADED 
ia WORKMAN 

Rather than go through the drudge of exchanging 
costumes each time he wants to employ a new 
technique, Wario prefers to simply exchange: hats. 
He has a choice of four which he finds throughout 

the course of his expedition, and the decision is left 
to the.person controlling Wario as to which hat-is 
best ‘fitted’ to any given worrisome Wario situation. 

Hard: No matter what the occasion, Wario always 
refers to his head-gear as his ‘hard hat’ because he 
is, in fact, quite hard. Wario’s actual Hard Hat is 
best put to upsetting island dwellers from below, 
alsoyproviding him with enough power to break 
through most walls. 

Horny: As a basic decoration to his Hard Hat, 

Wario discovers that the extra weight lent by horns 
enables him to slam the ground, causing every 
native:in,sight to lose their balance and keel over! 
Horns also enhance the effectiveness of Wario’s 
shoulder barge. 

Hot: Wario looks ridiculous in Mickey Mouse ears 

and worse with a Donald Duck cap. Put a Dragon 

‘Helmet on his‘head, however; and it’s hard to pic- 

ture himy wearing anything else. Its hot chilli breath 
reduces*pretty much anything to ashes. 

eee ee e>, 
PPE RETR 

Super-Fly: Just by looking at the man it’s obvious 

Wario is'to. aerodynamics what Andrew McVittie is 

to musical taste So it requires a miniature jet- -pack 

fo transport him over big gaps -,none of this ‘airy- 

fairy’ bunny-ears nonsense for this geezer! 

GAME BOY REVIEW JULY ‘94 
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“COMMENT 
Col olete WM tMelelelii mi coMel ae tl-) 

with Wario as he 
attempts to make a 
ole MarelexeMelsfelt maliiite 

ae 5 een eee are self; especially since his 
a 5 Se Pe jn | debut adventure over- 

— Ptiatir a FECT eed ace \ shadows everything 
A duck in a crow’s nest! The crew of the ot : Mario has ever achieved on 

SS Teapot flee the dreaded Wario! : pe alm CTeluit-M Soy ZmiutelagteM Relate 
eS : my He FP % PAUL olieM i melg-Mel clin mili (te 

but Wario Land is just so 
much better! Wario is met by more excit- 
Tale Pm iibiilit-te Maule i(-Valet-tMelileMlacty-val ists 
with a wider range of puzzles to fathom 
out. In every situation the rewards for suc- 
cess are far more deserved and, as a 
UI ola oMel(XoMela-telictame]e)elacta(slicte Milstein 
in the Mario adventures. For such a large 
character Wario is surprisingly agile too. 
He looks cumbersome but the powers of 
his head-dress collection provide the 
opportunity for a great deal of skillful 
PC elColashitelaMeycslatem Relate MiMesill MateMiiletion 
for Super Mario World on the Super NES. 
This, it seems, is a luxury Game Boy own- 

ig a oe ers are never to have. However what this 
STEME= | “cage a game does offer in large amounts is fun 

ana CR: i gameplay. The big bloke is always kept 
busy with something - be it trying to figure 
a way to attain a certain level or simply 
aiming bombs at hapless islanders in one 
of the two entertaining sub-games. 
Certainly praise for Wario Land goes 
beyond those expected of it. Yes it’s anoth- 
er platform game stretching the Mario 
eB il-m cma lilom lt clate Relate Ms 
Melee melon mem lare(-valie] >) (=m 
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Wario may despise Mario and all 
he represents but there are cer- 
tainly similarities between the 
two that.go way beyond mous- 
taches and personalised factory 
hats. However, in all fairness to 
the villain, he makes use of some 
original talents too. Let’s take a 
look, why don’t we? 

Foot Stomp: Mario patented this 
form of attack way back in 1985 
when he first encountered 
Bowser and his Koopas. Now iti ; 
Wario, somewhat flatteringly, is 2? tt ABE eeanen 
adapting this technique to his : : BE oS 
suit own needs. 

ne 
ites a) 

Block Buster: Items in.Mario 
Land are easily dislodged from 
their places inside fragile blocks : 7 3 Oe , ‘| 
by means of Mario’s fist. mm ee: _ fame nr 
However, where Wario is going es - Stare Fee 
objects are rather more robust. a 
Luckily the man has the use ofa 
hard hat to crack his way to 
rewards... 

Shoulder Barge: Wario is used 
to forcing his way into places 
where he isn’t wanted. Brick 
walls are considered as noth- 
ing more than a minor obsta- 
cle, which Wario charges 
through by ramming against 
them with his shoulder. 

Dash: Without something to 
absorb the force of his shoul- 
der-barging antics, Wario is 
naturally sent careering at 
speed.across most forms of ter- 
rain. All except the type with 
ruddy great holes in it! 

Pick ‘n’ Flick: Wario isn’t shy 
when it comes to man handling 
his enemies. Once they’re left 
flailing on the ground he thinks 
nothing of picking one up and 
flicking it into another Here’s Wario in his most small, defenseless state. It explains why 

those bad guys:are stood around, waiting for him to make a wrong move! 
eek ene? © 

AA 

Oh dear! What an ugly mug! This is 
what happens to Wario when you mess up! 

Cc WS en oe Me ‘945 
7 | 

1 | } | 



BIGGER ‘N’ BADDER 
Wario relishes the idea of.being the biggest, bad- 
destison of a greasy spoon alive. Unfortunatley, as 
he soon finds out, he is not. Whilst the majority of 

the islanders aré much smaller 
than he there are a wor- 

rying number of those 
who are very much 

larger’- not to 
mention much 
harder! 
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ENTRANCE FEES 
WY Xo Mo) ial-Mic-toriele-MalelaimilaleMacolavomilelatilateme 
losing battle. No matter how much petty cash he 
collects he loses it just as fast by paying his way 
across the island! All doors have coin-slots built 
Telcom ial-1aaMme lolol ol-Yoleola my ZallaamiblalailolamerMma-tiiclai 
points should Wario lose his way. 
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Get out of 
here? 
Who 
wants to 

play 
Mario’s 
alter-ego 
when 
Marios 1 

and 2 were so good. Er 
me, actually - because 
eta te) Melate MM iaoM ol) mo) 
the lot! After the thor- 
Lela WAU ol-TaoMiitelale) Melace| 
1 and slightly disappoint- 
ing 2, we were never sure 
where Nintendo were 
efediale Meme CoM uaiin mint) 
series - or whether they 
Y-Ta Mele] ale Mm CoM (el CM imeliyy 
Va isl-Taroi mel alel*)sli)mial- 
Nintendo conveyor belt of 
quality as knocked out 
another sterling plat- 
former which even knocks 
the spots off many 16-bit 
platform games! Rest 
assured that this game is 
not easy. And rest 
assured that it isn’t too 
tough. The playability’s 
TUES MeleSelti mate lal mmelale Mm ial) 
litela-moltys4ilalemalehitig- me) 
the gameplay makes it 
even more addictive 
because you’re left with 
the feeling that you must 
be the first person who 
ever worked it out! 
WarioLand teases you 
along with the promise of 
rich rewards, and it'll be 
a while before you crack 
this one - even if you are 
a 24-hour-per-day-must- 
play saddo. For me the 
only drawback is the 
graphics - Wario is so 
completely ‘orrible you 
almost feel ashamed 
playing him. Come to 
think of it, that’s a good 
thing. Sound effects could 
have been better, but this 
is only a minor quibble. 
Look, this is one of the 
best platformers on the 
CToTuil-M te) Memeleliiliil| pei me 
probably the best. A dou- 
LCM isle mel oMelale male 
mistake. Go get it. 



Once the end of a location is reached Wario finds 
himself presented with the choice of two bonus pennant 
games: one where he may earn extra cash and BREAKDOWN 
another to earn himself an extra chance at his trea- RAC 
sure hunt: STRATEGY 

ACTION 
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Here’ Wario loiters by the entrance to the buckets bonus Come out! Come out - wherever you are! Wario is all set to 
game. The chubby fellow runs rings around the ree trunks pop the next pirate with his bomb in the Bonus Hearts game. 
until the player tells him where to stop. Stop! Perfect timing is abso-rockin-lutely essential here! 

A An amusing intro sequence is backed by 
perfect in-game presentation. There are three 
places reserved for saved games. 

ina ici ai” ais i SNS ad i Sid al al PS Al ad 

GRAPHICS 
A Large, clear characters move well against 
varied backdrops. The characters in Wario 
Land are wild! 

Creak...‘oh please let me win some money! Please, please, 
please, please, please!’ The buckets contain either bags of 
cash or ton weights. Oh, we can’t watch... .! 

A The music successfully conveys Wario's 
comic persona with brilliant humour. 

The sound effects aren't especially outra- 
geous or noticeably brilliant for a game that 

No wonder the block is scared! Wario excels in every other area. 

can use the rope ladders to jostle it from below! 

PLAVABILITY 
A Wario Land retains all the classic game- 
play elements of the Mario adventures and 
introduces a few of its own. 

Do we really need another Mario-style plat- 
form game? (Er, of course). 

LASTABILITY 
A Wario ts met with a big adventure. 

The save-game facility ensures that most 
players have Wario Land thoroughly explored in 
quite a short time. 

VERALL 91 
A superb addition to the Mario Land ~~ 
catalogue. Wario Land is definitely the best 
of the bunch. 
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@ BY: SYSTEM 3 

@ RAP: $119 

@ RELEASE: JULY 

@ GAME TYPE: FLIGHT 

@ CART SIZE: 8 MBIT 

' *% 

@ PLAYERS: 1 
@ HEAD TO HEAD: No fectively destroyed Zarak’s tad q 
@ BATTREY BACKUP: Yes istening posigateng the bouger: | 
@ CONTINUES: N/A <i enntifaalaninatieir 
@ OPTIONS: Button configuration ‘. i . 4 | me i liti 2 _ Desert mlelalc lets you pilot 4 

different aircraft in your missions of 
destruction. In actual fact there are only 
two, but with three different weapon 
setups to suit different missions. The 

_ | eh more advanced equipment becomes 
@ GAME ORIGIN: Not based on the | : : egies =F qvailable later on. 

war which didn’t happen in the Gulf. sme foo & Ic. . . 

© GAME DIFFICULTY: Intermediate | : | SS F-15 STRIKE EAGLE: Supersonic 
@ 1ST DAY SCORE: Completed three | i i ee of. ay s strike aircraft which can carry 

missions Lo ee ae a. Maverick air-to-ground missiles or 

@ ALTERNATIVES: Desert Strike, : : : fe sere inis Veserl. § ] Sidewinder air-to-air missiles. Its 

Super Strike Eagle. ver gome ey them tigg@gine — | superior speed and air-to-air weapons’ 

“| capabilities make this plane well-suited 
for advance strikes, clearing an area of 
patrolling MiG 29s. Afterburners 

||| TROI $ : | 7, provide an extra burst of speed at the 

7) expense of increased fuel consumption. 

Ve | A-10 THUNDERBOLT: A slower 

@ CONTROL: Joypad | 7 : ZW pe eTicexelime(-iie lice mroumelxelt are 

@ RESPONSIVENESS: Good a =a. strikes. Carries a heavy 
rola) Seltiie meson melite 

me aS | its low cruising speed 

Loa ; o-. 2 “ makes bombing runs 

fr Speen > | — a eS i. easier than in an F-15. The 

| i | A-10 has no afterburner or 

nae air-to-air capabilities, but its 

Select: Nil , ees . superior manoeuvrability 

After burners | a | [> and flare dispensers make it 

. = 2 possible to avoid most 
attacks. 

Flares 

Missiles Start: pauses/ 



Hip 

BREAKDOWN 
STRATEGY 
ACTION 

i CHALLENGE 
| aghals 

ORIGINALITY 

mei 

LONG-TERM INTEREST 
HOUR 

DAY : 

MONTH 
| YEAR 

Zaraki forces are all over the desert but TOW 
you can’t just go zooming in there and 

start shooting at everything. At the start 
of each mission the CO of Operation 
Desert Corrado tells you which targets PRESENTA TION 
you have to hit next and in which of the 

fol-Sife ate] (=te Me |-¥i-15 we) a\- COM ate Mitt F A. Long intro sequences and military-style 
i. . ,; info screens. Your job is then to pick the right plane 7 Fachops toe mech fleffing etsued 

for the mission (not too hard as most of before the hostilities commence. Why only 

them are ground attack missions for one position to save games in? 
which the A-10 is perfectly suited) and 

«st ae : get the hell out there to kick some butt! GRAPHICS 
a S| he i The desert is laid out in isometric 3D 

2 os es a fashion, and somewhere out there are A The pony and targets are all highly 
=. _ 4 elm ole Genrer Clmnnielletitents } detailed and move around convincingly. 

_. : — The control panel in between missions 
airfields, mobile SCUD missile launchers, | looks good and uses hi-res mode on the 
oil pumping stations, that sort of stuff - —or 
Tito MINT Mell Me [Ulelce(-Yo aco Zi Yo Ml si) 
tanks and SAM launchers and MiG 29s 

which are looking out for you. 

on - 
Es 

ee 

Knocking these out is a simple a oni piss baer Japanese, 
o— music plays throughout the missions, 

case of lining uP yet changing in pace to match the action. 
bomb/missile sight on them V Some of the effects sound a bit 
and firing. Missiles and muffled. 

bombs are in short supply 

PLAYABILITY though, so it’s best to use your 
cannon on soft targets such as 

tanks and soldiers. A Once you get the hang of it, it’s a great 
blast with just enough strategy thrown in. 
Unfortunately, getting the hang of it is 
V rather confusing at first and the game 
seems more complicated than it actually is. 

LASTABILITY 
ag mae pumese: A Plenty of missions of increasing 

€ When | first started playing Desert Fighter, | got bogged or nee 
, down in the pre-mission screens and thought “What's this up records progress. y 
7 crap! | want to play the game!” Luckily, I’m a patient man More missions required! 

. and, after a few nanoseconds, | discovered that Desert 
Fighter is actually quite good. There’s just the right balance 
between blasting and strategy, but | think that some 

Fe) missions are a little too similar and, apart from more 
ground defence, later missions didn’t require me to alter 

GI*SKULL "‘y attack patterns. The battery back-up is good, as what 
you destroy in early missions is remembered later, but | 

would have liked more missions. As it stands most of you will be able to 
complete it within a week. *Genetic Infantryman 

OVERALL 9T 
A highly enjoyable blast with enough 
strategy to hold your interest to the 
end of the game. 

wry W W 



If memory serves, the 
original Stephen King story 
had some butt-naked 
crazed loon covered in 
grass cuttings running 
around mowing lawns! 
Didn’t quite make it onto 
the screen, eh? Instead 
there were trigger- 
happy monkeys, virtual 
reality and rather hig 
fetching spandex glow [_ 
in the dark bodysuits - 
oocer! Job, a 
mentally challenged 
chap has entered 
cyberspace, gnd 
with the limitless power VR has 
granted him, is trashing the place! As 
Dr Angelo, you must blast through, 
ughh, platform bits infested with 
guards and monkeys to get to the VR 
portals where you’d eventually find 
Job, slap him on the 
wrist and send him 

back home! 

The VR portals are located, 
typically, on higher platforms. To 
get there, you have to increase 
your jump-level (on the bottom of 
the screen} to let you scale the 
heights required. And yes ... you 
have to collect coin-things left by 
vanquished enemies to up your 
jump-level. Blast flashing 
windows to get powerups like 
wide angle projectiles. 

24 NMS 
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Upon entering a VR portal you're subjected to a 
flying sequence with walls to fly through, 
boundaries to stay in, and objects to avoid. They 
take you to the next platform bit, where you have 
to blast through more guards and find the next 
portal ... and so on. Have fun. 

CAME BO RELL EA 

PRESENTATION 

a a | 

CART SPEC 
@ BY: SCI 

@ RRP: $69.95 

@ RELEASE: JULY 

@ GAME TYPE: SHOOT 

@ CART SIZE: 2 MBIT 

4 Mug shot of Job 
¥ Mug shot of Job 

GRAPHICS 
4 Flying bits are cute ... for a while! 
Y Human sprites look positively anorexic! 
Low detail on everything! Bland! 

SOUND 
v a Game Boy beeps, blips and generic 
Muza 

PLAYABILITY 
Y Horrid scrolling and collision detection. 
Sitting duck syndrome whilst crouching - you 
can’t move or change direction! 

LASTABILITY 
Y Unforgiving gameplay due to bad design 
and no continues - for masochists only! 

OVERALL 
Wearing a glow in the dark span- 
dex bodysuit would be a much 
more enjoyable experience. 



can promise you 
Jungle Book of any 

other magazine. Not only 
do you find the classic 
cartoon on the Super NES 

this issue, but it’s revived 
on the Game Boy as well. 

The primitive fun lover, Mowgli, 

finds himself subject to the laws of the jungle as he makes * 

his way through six levels, doing away with enemies with 
the help of a banana or two. This is standard platform stuff 
involving action up trees, plenty of swinging, bonus levels 

and a variety of pick-ups. Mowgli’s mission is to find 
35 : diamonds. Until he’s found all of them he 

ms * can’t move off the level. To make things a 
little more frantic, Mowgli is also racing, 

against the clock. 

There are some special pick-ups to look out for that Mowgli can ele mal-VaMal-We [fy efeys ots 
of the local wildlife. Should he come across a spade, he can have a go at a bonus stage, 
providing he collects all of the diamonds to complete the level. Boomerangs occasionally 
make themselves available as weapons, and it's essential he gets his hand on some 
invincibility pick-ups when it comes to taking on a boss. 
The Game Boy version is more fun than its Super NES counterpart, being smoother and 
more forgiving. There aren‘t any particularly adventurous ideas but there’s plenty of action 
to keep you busy and the race against the clock amplifies the excitement. The A[Wive) (<M store) < 
is a bit samey and redundant once you're familiar with the territory, but fortunately the 
inclusion of difficulty settings renews the sense of challenge. If you're looking for 
satisfactory platform title, The Jungle Book is a pretty safe bet. 

BIULY ’94 GAME BOY REVIEW 

Jae 

IAN ANNEV: AMA 

rad 
Sas 

CART SPEC 
@ BY: VIRGIN 

@ RRP: $59.95 
@ RELEASE: OUT NOW 

@ GAME TYPE: PLT 

@ CART SIZE: 2 MBIT 

4 A difficulty _ is appreciated. Mug 
’ Other options are largely non-existent. 

“ A nice animation and there’s plenty of 
variety in the backdrops. 

-_ a J 

4 All the groovin’ tunes are there: Bear 
Necessities, | Wanna Be Like You. 

es j j é 
é "4 

y 

4 Again these are of the highest standard. 

oi 

oe e al 

a Use those difficulty settings. 
’ Lasting appeal is quite limited. 

j i Jj } j 
a ‘7 j j 

A good adaption of the cartoon 
that pulls no punches but is 
entertaining nonetheless. 



@ BY: VIRGIN 

@ RRP: $119 

@ RELEASE: OUT NOW 

@ GAME TYPE: PLATFORM 

@ CART SIZE: 16 MBIT 

@ PLAYERS: 1 

@ HEAD TO HEAD: N/A 

® BATTERY BACKUP: No 

@ CONTINUES: Infinite 

@ OPTIONS: The usual 

@ GAME ORIGIN: Based on Disney’s 

‘toon based on Rudyard Kipling’s age- 

old tale. 

@ GAME DIFFICULTY: Not very 

@ 1ST DAY SCORE: Reached level 6 

before keeling over in boredom 

@ ALTERNATIVES: Aladdin, Super 

Metroid, Super ESB. 

CONTROLS 
@ CONTROL: Joypad 
@ RESPONSIVENESS: Good 

L: Nothing 
i ] 

erring R: Nothing 

game in pause 

mode! 

Select: Pauses 

game 

Jump S ) Start: Cancels 

Super banana 

attack! 

Throw banana 

Living in the ms 
. Just crossing J 

yld cost you your feet, 
all those frisky pirannce 
around. And what about all those. 
slimy sluggy things that slither into 
your sleeping bag ai.ni ah? But 

4 Mowgli doesn’t 4 € 
yas raised in the 

| through it withe 
of himself as one of 

Which probably exp 
couldn’t care less 

ing realy 
So what exactly 
does a jungle 
romp consist of? 
And more impor- 
‘antly, is there 

babe involved? 
Well, plug in this cart c 
yourself! (No Amos, 
review it! — SKULL) 

SE1GOO". =2_.4 

NOT MORE 
DIAMONDS?! 
Due to a freak of nature, plenty o’ 
diamonds hang suspended in thin air 
erro lite Matciic Mm latiictele Melm exonnZillare mules 
finds to get megabucks, Mowgli is 
happy receiving extra points for picking 
these up. How decidedly un-capitalist! 
PN Remxeeli(-1t-te Mel olel] Melk 
various pieces of fruit, 
some of which also help 
in the points department. 
Others can be saved to 
KeloM stellen iL <cMeolm (Uire| (= 
nasties you may meet. 

le gi 

SUPER NES REVIEW 

FRUIT BASKET 
Who would have thought that this 
seemingly innocent fruit can be an 
instrument of death? Must be due to all 
iaelmaere lCerereihZ-McollCoLUlmelsiuilare melxerelire 
these days: a few hits from these causes 
most enemies to burst into a cloud of 
smoke! This is your standard weapon. 
ro) romain eNom sroleltorMollemelcortire 
the place for wasting a whole screen of 
enemies. Just don’t eat them, okay! 



SUP, UP & AN Some areas may seem a tad high or too far away to reach. Well, by 

pushing a boulder to the right position or onto a springboard as a 

~ counterweight will help you scale those gargantuan distances! \ } BREAKDOWN 

| ___Levitating leaves, vines to climb | 

and swing, or the back of a STRATEGY 

friendly bird also help to get ACTION | eel eee 
you there, so have a good CHALLENGE (Gam 

look around! FS 6=—$ Fs 
ORIGINALITY 

* PF A 

rrevsite THE FLAG PRESENTATION 
A Groovy trance inducing wobbly arrow 

Hmmm. | think all that os | a sada thingy on ve ee Baloo se 
: > ; Ts : ear breaks out of Virgin logo... whoa! 
= chemical dumping has got to Y More options would be nice. 

the elephants, as they seem 
Ti Mitel sa oliteliile meglio mel 
day waving flags! Upon sighting, 

| give these spaced-out behemoths a 
nudge, and watch them stick | 
dem flags in the ground. And | 
| what does that achieve, you | 
_ may ask? A restart point in case 

GRAPHICS 
A It’s like watching a cartoon! Detailed 
backgrounds, too! Good climbing action! 
Y Stages get a tad tedious with little 
variation. Later levels get progressively 
duller in look. 

, ) The programmers must be 
. devout Buddhists, as this 

game could easily be 
the reincarnation of any | \ 
other platformer ‘ A. The Disney soundtrack is faithfully 

around! Yes folks, oa reproduced. 

: Nelle l(-MelmeMe 0-3 

; V No change in music during boss 
_ you’ve played this many confrontations to get your blood pumping. 

— times before in a different 
AMOS form. Okay, the graphics 

look great - animation is 
groovy with good touches, (Mowgli P LA l A B / l / [ if 
balances bananas when bumming around), i bioy tego to end play: 
the music is dandy and the sprites capture Y The thrill factor is severely lacking. 
the cartoony feel very well, but there’s just | 
something missing - namely originality! (If 
| have to collect one more diamond in a 
game...) The detail in each stage is rather 
good, but sadly there’s not much variation LA $ I A B | [ | I A 
from start to finish, and the boss 
confrontations with Kaa the snake and 7 ene coy fun, for a while. 
even big bad Shere Khan, the tiger, are rene ne 
hardly intense, in fact, they seem rather 
sedated. Some tricky areas beef up the 
challenge, but experienced players could 
probably finish this in no time. The lack of 
speech samples for little Mowgli are 
confusing as well; he gives virtually the 
same yelp whether he picks up goodies or 
bumps into enemies! Overall, | would only | If you really, really like Mowgli and 
recommend this to younger players, but e! his pals, then take a look. 
even so, there’s more out there that does ~ | Otherwise, there’s plenty more 
the job better. For Jungle Book fans only! bananas in the trees! 

SUPER NES REVIEW NMS 29 



FRTERTAINMERT SYSTEM 

@ BY: MICROPROSE & WINNER 
@ RRP: $119 
@ RELEASE: JULY The mercenaries at your disposal are in it 
7 pat ve io MEG EM UP for the money just as much as for the 

glory. Along the way you'll find 
various riches which come in handy 
when it comes to buying new 
weapons and improving your skills at 
The Wayside Gym And Armoury 
which appears every two levels. 

© HEAD TO HEAD: Team play The mercs start the game somewhat 
@ BATTREY BACKUP: No underpowered and even the first couple 
® CONTINUES: Level codes of levels (which are relatively simple) are 
® OPTIONS: Single/Dual play heavy going, so if you want to survive 

the second stage of the game you need 
to be a wise shopper. Investments in 

extra stamina and speed will help keep 
you alive, but buying extra skill boosts 
your maximum stamina and speed, as 

@ PLAYERS: 1-2 

SD = GAME ORIGIN: Chaos Engine was well as allowing you to use more 

orginally released on the Amiga and was special abilities. And if you've got a 
programmed by Bitmap Brothers. In the computer controlled partner, don’t 

USA it is known as Soldiers Of Fortune. ne at io cis Lim al injection ost aide 

® GAME DIFFICULTY: Tough veo SS | 
® 1ST DAY SCORE: 3,500 intelligence every couple of levels to 

® ALTERNATIVES: Smash TV, Pocky make sure he keeps your back covered. 

And Rocky, Zombies. 

WATCH YOUR BACK 
If you're playing in single player mode, you still have to pick two mercenaries because 

the computer takes control of the second and uses him as your back-up man, picking off 
enemies you miss. This is where the intelligence rating comes in, as a clever computer 

player is more likely to get blasting when and where you need him. 
While there’s not much difference in the power 
of each character’s weapon, later in the game 
you find that they do power-up in different 

® CONTROL: Joypad 

® RESPONSIVENESS: Reasonable 

L: Rotate 45° 

marek seers! anti-clockwise 

R: Rotate 45° ice et ot ways, providing different types of shot. They 
B Fire clockwise | ( a ~ | also have different special weapons, such as 

Start: Starts/ He ge = . molotov cocktails which induce wide scale 
pauses OG eae > destruction, and they have special abilities, 

9 sacral os spice Select: Swap het | Tiree liareM o\-Tiive Mele)(-MroMUlc-Milecmel (ol dicuce) 
special weapon regain their energy and maps to display a clear 

& Use specials view of the whole level. 
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Megalomaniacs. They’re always 
causing trouble, especially in video 
games. This game’s resident nutter is 
one Baron Fortescue. His Take-Over- 
The-World-Machine, the Chaos Engine, 
has become too smart for its own good J#£ 

and has put its creator in the ae ES 
dungeon so that no one can 2 

switch it off. 
Starting in the swamp 
surrounding the Baron’s 
fortress, you must guide 
a team of two well ‘ard 
mercenaries through the 
masses of mutants and 
monsters created by the 
Chaos Engine. Your goal 

is to blast your way 
through the four stages 
to the heart of the Chaos 

Engine itself. And then to destroy it. 

STRATEGY 

ACTION 

CHALLENGE 

REFLEXES 

ORIGINALITY 

PRESENTATION 
-_ A Nice scene-setting introduction and 

——at = 2 between-level screens. 
= a+ V No options and a variable difficulty 
‘C> setting is desperately needed. 

Of the many 
mercenaries who 

applied for the job of GRAPHICS 
storming Forty’s 
aes de ‘ A Very polished feel and nice detail on 

MANSION, OMY Six the sprites and backgrounds. 
passed the interview - ¥ Scrolling and movement is sometimes 

and of those six, only two jerky. 
get to go on the mission. Before the start 
fo) m=to(elae lol iil-M elt e|-1m (ol elle. @n ells 
icon Zoli cto elo] imeymelolte-aut imc Tare 
SS olitilecmelaminl-limlareliate lel mcielullaek a 

A Good action-inspiring beats. 
speed, skill and intelligence levels to V All those big guns, yet such weedy 
guide you. effects?! 

There are effectively three pairs of 
characters: one are slow-moving but 
tough meatheads; the second are fast 
folate Mol(-\-10ml ome) pmo lato ia\-MiiliKe Mela: PLA YABIL ITY 
somewhere in between. So in two — 

: A Some nice ideas in the game design. 
player mode, both players can pick Y Very hard to get into and even harder 
characters of equal abilities. to carry on. 

LASTABILITY 
eae pean ie pits A You certainly won’t finish it in a day. 

The Chaos Engine is one of the toughest games I’ve V But ws gone freaks may want 

played in ages. Similar to Pocky And Rocky, but with i tee ime 
more weaponary options, The Chaos Engine simply oozes 
style and drips challenge no matter what format it’s on. 
However, getting anywhere in the game takes fingers of 
steel and a lot of persistance, as the low level of energy 
you get makes it an up hill battle from the start, and this 
will put a lot of players off. But once you get to grips 
with it, you'll find there’s lots of satisfiying blasting to . 
be had. The two player option makes the going easier Sc hich erak eorhcany at dete 

and to get anywhere you'll have to co-operate with your partner. If you a lot of players 
think most games are too easy, try this and prepare to die! 
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@ BY: TRADEWEST 

@ RRP: $89.95 

@ RELEASE: AUGUST 

@ GAME TYPE: EDUTAINMENT!? 

@ CART SIZE: 8 MBIT 

@ PLAYERS: 1 

@ HEAD TO HEAD: No 

® BATTERY BACKUP: No 

@ CONTINUES: N/A 

@ OPTIONS: Eh? 

@ GAME ORIGIN: An original title from 

Tradewest 

@ GAME DIFFICULTY: N/A 

@ 1ST DAY SCORE: N/A 

@ ALTERNATIVES: Mario Paint 

CONTROLS 
@® CONTROL: Good luck 

@ RESPONSIVENESS: What? 

L: Nothi 
¢) Something @® R: — in . 

B Everything S ) Start: Start 

game 

Select: Icon 

9 Nothing info 

TY) Nothing 

AACR ARG ERE 9A LAAT HARTER REED 

IM VelUR aol") (oMilk-Monm of-Tite Mela IITeelIN7 
creative, enter the games screen and 

you'll be amazed to find not one, but two 
arcade style games to play. 
Mouse Maze is a copy of the ancient Coleco 
Vision game Mouse Trap, itself a rip-off of Pac 
Man. However, the levels are small, the cats 

Tivers-Yello)WAKSIU) ole Relate Minl-Moolalixe) Me) m cole MmireleLs=) 
is somewhat inaccurate. 
Space Lazer is not, as we fooled Rod into 
thinking, anything like Starwing Il, other 
than that it’s set in space and you have to 
shoot bad aliens. Like Mouse Maze, it’s fun 

only for about five minutes, as the 
gameplay is incredibly shallow and the 
challenge nonexistent. 

The main part of Fun ‘n’ Games, at least 
the bit which you'll play most, is the 
fexelfalilare Ms=oil (olan m(-1k-¥al olelele ale mm lee ess 
and designers alike have the chance to 
ORs coNU are Mial-MZoldo MY ZLLMAL-Tim elb<cllelicre 
masterpieces. You main tools are pencils 
and brushes, which come in varying 
thicknesses and there is, of course, an 

eraser, fo ‘touch-up’ your work with. The 
paint tin is the next most useful tool 

> as it allows you to colour 
a continuous segment 

in the same shade. You 
ore Tae] ro More) onyare Me l-vife ln 

VelUm-MelxehiVamel ite 
place clones of it all 
oT gelU ale Mal olele( Mom Zell 
only have to draw it 
once. 
Feeling a bit lazy? Rather 

arelaMsiUiuitare Melcelelarem alice Mle) 
draw your own design, you can select one 
of the pre-drawn scenes on offer. All (bad) 
tastes are catered to here, with everything 
from spacemen to mermaids to racing cars 
oNZol|(e] o)(- Well MYelUM ie )/-M ome (oMMe)(elt lt 
aLeTMLaMe lake mcol<c Mel] Minl-Meic-telit 

SeGne ae F 
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Hmmm... What a sad 
bunch of wannabe artists the NMS staff 
turned out to be. Andrew’s picture, 
above, reveals his deep-seated 

resentment 

\, towards 
} Nintendo 

eg .~ | for 
FEN —<= | taking 

? Reeters Biiy-8-)(-s-1-| 
out of 
iteyarel, 
Kombat. 

The 
picture above is of Mary’s imaginary 
friends. At least she’d like us to think she 
had friends, imaginary or otherwise. 
Below, we have Julie’s rendition of a 

spaced out 
4 goat on 

rainbow 
mountain 
orate Mint: 
people in 
the 
eYeliCeteyn 
have just 

come from 
the moon. At least that’s what Julie sees 
in it, no one else gave it a second glance, 
eyeicegiit: MiriireC Mo Mitels aC Luh 

esteemed 
art 

oa 

, 

= ~ mo director’s 
— brutal 
= portrait 

Be Sick of drawing? Sick of making ah — 
| music? If you feel the need for a rel oT 

some shortterm silliness, look no [im i ee : 

further than the Style section of Sf he Obviously 
this game. In it you'll find two 
games, Mix ‘n’ Match and 
Stylin’ Stuff. Mix ‘n’ Match is 

i clol-to Noli Mol1Mo[e{-Mo)(e Mere) (e-)0)| 
AT -1k Melee Ke hi axe Molile]xe(el(-lmmel ire 

it is Kuen’s ambition to be a giant 
chicken and go around killing innocent, 
yet glamorous, bystanders. Finally we 
come to Rod’s sad attempt. He sat down 

ogo rome for four se . F cx a ees = * | as —ae oe 

ua | a, Lee | ms = ine Fe] 

divide it into three parts - the a We 
___ head, torso and legs. Tradewest creative 

== have don all the drawing, overload 
== leaving you to well ... mix and and sigh : ie Lieeeat up with match. Stylin’ Stuff is similar, you 

what you 
elle mere)iilo)ifolalmurere(-1melalemunUR, eee 
dress her. Select her shoes ee fe ere 4 However, 

| pants, Me et, hair style, hat an 7 his final 

og Ce then wonder why ~“} comment is rather telling of this game. 
~ | her wardrobe is full of such bad “This game sux!” Thanks, Rod. 

clothes. 

aera 

SUPER NES REVIEW JULY “94 

STRATEGY 

ACTION 

CHALLENGE 

REFLEXES 

ORIGINALITY (Oj Loo ooo 

PRESENTATION 
A Generally good, with lots of neat 
touches like different sound effects for 
each icon. 
V Many of the icons bear no resemblance 
to what they do. 

GRAPHICS 
A Lots of pre-drawn figures to play 
around with. 
V No enough basic colours to choose 
from. Sad animation. 

SOUND 4* 
A You can create your own music and 
there are loads of cool noises. 
v Not enough fine control over 
arrangement. Too many repetitious 
sounds. 

PLAYABILITY yr, a 
Y Controlling your brush is nigh on 
impossible, with absolutely NO fine 
control! Eergh! > panne 

LASTABILITY 
A Young (and we do mean YOUNG) kids 
will have fun and will probably be kept 
ag ce yehaie & 
¥ Although the only limit to this game is 
your imagination, your imagination will 
soon get sick to death of this game. a 

OVERALL 58 
Fun ‘n’ Games loses out big time 
mainly due to the control. 

Ye 
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@ BY: ABSOLUTE 

@ RAP: $109.95 

@ RELEASE: AUGUST 

@ GAME TYPE: BLOW ’EM UP 

@ CART SIZE: 16 MBIT 

FEATURES 
@ PLAYERS: 1 
@ HEAD TO HEAD: N/A 

@ BATTERY BACKUP: No 

@ CONTINUES: Maybe!? 

@ OPTIONS: Stop asking questions 

Set the — 

@ GAME ORIGIN: Obviously from a 

Top Gun fan. The git. 

@ GAME DIFFICULTY: Medium 

@ 1ST DAY SCORE: Completed three 

missions 

@ ALTERNATIVES: Super Strike Eagle 

CONTROLS 
@ CONTROL: Joypad 
@ RESPONSIVENESS: Good 

_— ozz |YOURESO VAI 
panel-cam 

Right: Instru- : : : : 
Engine power nas : Takeoffs are very Top Gun-ish, with a shot of your righteous self in the 
up/down cockpit and the carrier fading back into the horizon. Groovy! Better 

Start: Pause still during flight, a tap on the L or R buttons gives you the instru-panel- 
cohen Select: Access cam shot again, from the left or right respectively. More than a mere 

Aas vanity gimmick, it’s quite handy for when there’s a bogey on your tail so 
emrtches Crepray that you know a) his whereabouts, and b) if he’s gonna fire a missile up 
on instruction : 
panel your ... ahem ... behind! 

SUPER NES REVIEW JULY ‘94 



Tivol Wap ZeLUm are MoM MALO L=10] Lele) ao 
take out your enemies with: the free 
Solute (elcome lamooliolmelire me 2 
limited supply of missiles for those no mess, no fuss, 
lock-on and shoot fests! Don’t go missile- 
crazy though; best to get in close, use the 
vulcan and save the missiles for the last few 
bogies in case you miss. To distract enemy 
missiles on your tail, launch your flares. Yes, 
those horrid bell bottom pants are so tacky, 
anything will go out of its way to rid the 
world of a pair! Actually, a rolling G-force 
frenzy does the job too! 

This isn’t really a 
flight sim, more 
a hybrid of sim 
and shooter. The 

film-style takeoff bit, 
solid graphics and 

AMOS warning beeps 
when enemies get 

missile lock give a pretty realistic 
feel to the game and provide 
some moments of sweaty- 

browed excitement. The music is 
atmospheric and doesn’t get in 
the way, while sound FX are 
damn fine, especially launching 
your missiles. Unfortunately my 
enthusiasm dropped after a 
while as it all got rather tedious 
and repetitive: too much flying 
around and not enough shooting. 
And there ain’t a lot of variety in 
enemies to waste. 
Not technical enough to give 
sim-heads satisfaction and not 
Starwing enough for a shoot- 
tastic experience, Turn And Burn 

starts off great, but then peters 
out, for me anyway. Even my 
Tom Cruise rubber nose fell off - 
not a good sign. 

Je 

eos 2 rl Rese 

SN A~-é IS TRVOER TRNMKES & Pe ceee 
WIL. 66 Fe TROLLING + OUR SECTORS 
ord bins. SE MAIL SSLE TO 
FEF cLEe-lske ~ ous Ft 

— mee 

(FYE. Srey : : 
CMCE OvSING Becm mission 

SOURDROM MEROOURRTERS OWL SORY ; 
Coes =, “ — - ; 

* 

a 
2h +: OF 

SUPER NES REVIEW 

BREAKDOWN 
STRATEGY 

ACTION 

CHALLENGE 

REFLEXES 

ORIGINALITY 

tow) [ran] (eae) [nen 

LONG-TERM INTEREST 

PRESENTATION 
A Nice screen of your plane and carrier. 
Reconfigureable controls for up/down - 
finally! Map for enemy /carrier reference 
is handy. 

GRAPHICS 
A. Good sense of depth and speed. Day, 
dusk and night horizons. Nice cockpit. 
Good digitised stills. 
V Wispy clouds and calm seas get a bit 
boring after a while. Storms would be 
nice. And an FX chip. 

A. Atmospheric music of the militaristic 
vibe. Groovy missile FX! 
YW Music quality a bit grainy 

PLAYABILITY — 
A. Easy to get into, fast and initially 
exciting. 
wv Excitement runs out too soon 

LASTABILITY 
A. If you’re an aerial dogfight fetishist 
you'll probably play it for quite a while 
Ww If not, consider with caution 

OVERALL 
Promising game that misses its mark 
by a thermonuclear blast radius. 

NMS 39 



CREB SF eee y ¢ 

@ BY: INTERPLAY 

@ RRP: $89.95 

@ RELEASE: JULY 

@ GAME TYPE: PLATFORM 

@ CART SIZE: 8 MBIT 

@ PLAYERS: 1 

@ HEAD TO HEAD: No 

@ BATTERY BACKUP: No 

@ CONTINUES: infinite 

@ OPTIONS: Why should we tell you? 

@ GAME ORIGIN: Claymates is a 

brand of Play-Don popular in the US. 

This game is based on the creatures 

used to promote the gunk. 

@ GAME DIFFICULTY: Medium 

@ 1ST DAY SCORE: Reached second 

boss 

@ ALTERNATIVES: Pick a platform 

game, any platform game. 

. 

@ CONTROL: Joypad 

@ RESPONSIVENESS: Good 

L: Nothing 

R: Nothing 

Start: pause 

Select: Not 

used 

Dig 

Jump/swim/ 

fly/etc. 

e9 Not used 

(ME BESHT MATES! 
A basic blob of clay, Clayton is unarmed apart from a handy fist and his 
bouncing skills. By collecting the blobs of coloured 
clay left around the game’s many streets, though, 
he can become any one of the following... 
Muckster: With a name like Muckster, you'd 
expect this Claymate to be a pig or something. 
Nope, the unfortunately-named Muckster is in fact 
a cat whose abilities include clawing things, 
climbing trees and, presumably, puking hairballs 
on to the carpet. 
Yozy: Oozy is a mouse and also one of the 
ees Claymates. With a powerful roar (2!) to see off 

enemies and a small physique, he’s quite a 
formidable figure. 

: Gloopy is fish and therefore the best at 
swimming. However, Gloopy is also very stupid, 
but he knows this and it almost makes him smart. 
He can walk on land for as long as he can hold his 
breath, which isn’t long when he’s spitting bubbles 

at foes. 
Gi r: Glob looks like a rat, but has mole 

and squirrel-like characteristics, too. He can dig, 
ee stuff and eat acorns and ... er, that’s it. 
De : Green clay makes Clayton morph into 
this bird- like form. And he can fly! But, like Mario, he needs a run-up to take 

yy) Not used 
off. He can’t stay airborne for very long, though. 
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In between the assorted platform-related - 
shenanigans, Claymates throws in a 
slight puzzle element. As soon as a 
stage is complete, two robots are sent 

Nm oMel (Ko MoM lel MUCTIiem relulecmelire 
oh<-M OM-TO)-Meli Nya odere.<ele( aN 
Clayton’s way. However, these rather 
fori oMe [role kM Lalo Com Zelale mel cele lare Mit 
perimeter of the map, so objects should 
be placed in their path to redirect them 
ro inY-Melcole-Tuit-Uulicelal-xe mm e)(ere. cele | eal 
sounds simple, but, ooh, they can get 

quite tricky... 

Ce ee ee 

4 

We eRe RR ee te ee | 

2 Se SF 4S e & 2 % 

SRLSLAEAERRRRES peeave x EOF ee A ee ee eee oe ie see 

\ 
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is 
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Hmm ... another 
platform game. 

Claymates at least tries 
something different, but 
I’ve still seen it all before. 
The graphics are lovely 

and the clay models 
, look great dashing to 

ANDREW and fro across the 
screen, but once 

again the game is let down by flaws 
in the gameplay. Whenever you get 
some flowing action happening, like 
high speed mouse racing, it all 
suddenly grinds to a halt because a 
rock or something gets in your way, 
and this pissed me off immensely. 
Also, it’s fun enough to change 
characters to suit different 
situations, but as soon as you’re hit 

you regress back to a blob and in 
this form progress through some 
stages is incredibly frustrating. Still, 
if you’re after a platform game to 
chew on for a few weeks, 
Claymates might just fit the bill, but 
don’t fret if you miss it. 

BREAKDOWN 
STRATEGY 

ACTION 

CHALLENGE 

REFLEXES 

ORIGINALITY 

iW mi 

LONG-TERM INTEREST 
HOUR 
DAY 

WEEK : 

MONTH 
YEAR 

| LOW | Ts Oo 

PRESENTATION 
A Er ... the title screen’s very nice. 
¥ Minimal options 

GRAPHICS 
A Plenty of variety in the sprites, plat- 
forms and backgrounds. It all moves very 
smoothly and looks great. 

A. A neat introductory tune and rather 
spiffy effects, all of which suit the action 
perfectly. 

PLAYABILITY 
A It’s simple enough stuff which features 
loads of things to experiment with ... 
¥ ... but the unfair nature of some 
hazards is extremely annoying. 

LASTABILITY 
A There's Lig to see, and the puzzle 
element adds a little extra. 

A well presented platformer which 
has potential but is let down by far 
too many frustrating elements. 



The Dark Queen and Shadow Boss have ‘ 
joined forces on yet another attempt to 
take over the world! Their humungous y 
battle cruiser is heading to Earth to 
undoubtedly wreak havoc the 

“\\’ _ inhabitants. Deciding to play it smart, the 
HW IRC J) Toads enlist the help of the Dragon 
ES) LY as Brothers to stop the i invasion and to kick 

some butt apedent 3 say, you ca J , 

Battletoads fans will be pleased to oo | oe 
NIXON VALIXS IMTS Ae IES exelcoun y omens ge: aaa : ¢ SUZ, @ BY: RARE 

wackiness lives on the Game Boy: : A A : . | aN frp @ RRP: $59.95 

TAcMulerele MIKI melatom elfe ll efoto) | @ RELEASE: JULY 
g he i etote) Relic @ GAME TYPE: FGT 

there. Depending on the character ' —— ie © CART SIZE: 1 MEG 
you play and the enemy, a different 

_ method of attack is employed to take 

PRESENTATION 

out the pests; you can grab floating 
bots by their “arms” and swing them 

4 Cool intro stuff showing characters and 
“The story so far...” 

around, or pick up dynamite some 

GRAPHICS 

oaf throws at you to hurl back into 
the room from whence it came and 

4 Well defined sprites, good backgrounds 
and a variety of opponents 

blow up the sucker! 

v_ Dragon Bros. look a bit, erm, meat-head- 
ish on the mug shot screens! 

SOUND 
4 A commendable attempt to rock-out, 
music-wise 
Vv Still pretty lame 

PLAYABILITY 
4 Good variety of moves and tactics 
required to defeat your foes 
v Some nasties are useless sitting ducks 

LASTABILITY 
4 Continues are a plus. Hoverbikes will 
probably take a while to conquer 
v_ Then again, it may not! 

OVERALL 
OK, so it’s nothing new. But on the 
GB, it’s playable and fun. Check it 
out! 
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REVIEW | 

CART SPEC 
@ BY: ACTIVISION 

@ RAP: $59.95 

@ RELEASE: OUT NOW 

@ GAME TYPE: PUZZLE 

@ CART SIZE: 1 MBIT 

~~ FEATURES 
@ PLAYERS: 1 

@ HEAD TO HEAD: N/A 

@ BATTERY BACKUP: No 

@ CONTINUES: Yes 

® OPTIONS: Password system 

GAME INFO 
@ GAME ORIGIN: From the cartoon 

based on the hit movie of its time 

@ GAME DIFFICULTY: Medium/hard 

@ 1ST DAY SCORE: Reach level 17 

of 50 

@ ALTERNATIVES: krusty’s Fun 

House 

CONTROLS 
@ CONTROL: Joypad (what else!) 

@ RESPONSIVENESS: immediate 

Jump 

Use Proton Pak 

Start: Bring up item menu 

Select: Ditto ditto 

ry rw) 

Ca. / 

Ghostbustin’ in the Big Apple is a tough job which only the 
toughest of men (and possibly the craziest) can do. Anyway, to 
iat oLe AL MMLA-1k-Mele-MeMtlUii]o\-1mrelmece)|(-Toi(e]e) (Mom Li M(eLdinle MLM mC) 
so much as even touches any of these paranormal pick-upables. 
Bomb: Because Pete’s Proton Pak only nukes blocks, he needs to 
use a bomb to blow up the ghoulish nasties. 
Potion: Although this game includes the paranormal, this 
potion does not turn your character into Dr. Jekyll; only makes 
him invincible. Sorry. 
(oi [To <i Nolokm-y ico lil-M om Zolllmeliorsielthiilive mel ltenyZelile-e 
Heart: Wouldn’t it be obvious? | mean surely you guys must 
know what this does! No? It restores ya health, you fools! 
|<, SOY (oo) 1-11 Me [o] (Solio CoM (ohi/-1ml ool ielguirmelile 
drawbridges. Be warned, as in real life, different keys open 
different locks. 
Pete Venkman Face: Will add extra lives to your player's 
Solaire cole] elm n\ioy 

GAME «8 Ode)? Eabi Fail 
OO TT CE T~TrXULRrT | =™ 



It’s a shame but Pete’s Proton Pak 
just doesn’t seem to kill ghosts 
like it used to. Rather, it 

disintegrates weak floor blocks, 
giving access to other parts of 
the level. It is sometimes fortunate 
for dear little Pete to find a 
teleport zone to warp him to 
other areas of the level; other 

times this feature is not as useful. 
Warps can be found in the 
shape of a fuzzy door with a 
“W" above it which can 
transport you to screens in the 
distance, or can be what 

ele) o\-Yo lM oN of Me (elne -Mlol(ol(- Mile] 
will only teleport you pixels in 
length! In order to reach the next 
level you must obtain a number 
of spirit stars which aren’t exactly 
always easy to find. After 
collecting all spirit stars needed 
you are rewarded with a key to 
unlock the next door towards 
Pete’s hard earned escape. 

The Real 
Ghostbusters 
will provide 
short 
periods of 

7 enjoyment 
} when you 

play and the 
“I know 
how to beat 
this level 

now!” factor is strong. 
However, once this game is 
completed, probably a 
week for most dedicated 
players, there is little to 
tempt you back. All in all, 
it’s a very straight forward 
puzzler with little challenge 
once you’ve mastered a 
level. Increasing difficulty 
(and the maddening search 
for that last elusive Spirit 
Star), does maintain some 
interest, but once the whole 
game’s been mastered, it’s 
probably best passed on to 
your younger brother or 
sister who may find it more 
of a challenge. 

TS ae Y 

H 

PRESENTATION 
A The different level intros with Pete 
doing cartoonistic deeds are great! 
¥ Sparse, like most Game Boy games. 

GRAPHICS 
A Fabbo main sprite does its job 
effectively 
Y Backgrounds and enemies can become 
repetitious 

SOUND 
Y There’s only so much rehashing of the 
Ghostbusters’ theme that you can listen 
to. 

PLAYABILITY 
A Loads of items to be discovered which 
mostly are not easy to find, maintaining 
interest throughout 

LASTABILITY 
Y Most players will be finished with this 
game in a week or so. 

OVERALL 
A reasonable challenge but once 
you’ ve got through all the levels 
there’s nothing really to keep you 
coming back. 
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Sccichernen SS 2 igo: 

Just one frame lifted from an especially stunning, computer- 

| animated sequence is enough to fire the imagination. Upon 

witnessing the capabilities of Silicon Graphics’ technology in i 

| full swing it’s enough to fuel insomnia for weeks! 

A 

meteor hurtles through the eye of a 

swirling, cosmic mass - at least that’s 

what we think it is! Over the page New 

York looks virtually perfect. Paris, 
meanwhile, is besieged by spacecraft! 

All movement is incredibly smooth! 
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SHOU CW Nintendo 
Computer Systems Computer Systems 

TARGET SPECIFICATIONS 
AND FEATURES 

*64-BIT MIPS/RISC MICROPROCESSOR 

*HIGHER THAN 100 MHZ CLOCK SPEED 
(SUPER NES CLOCK SPEED 3.53 MHZ!) 

“REAL-TIME 3D GRAPHICS, 24-BIT COLOUR, 
HIGH RES VIDEO AND CD QUALITY AUDIO 

‘GREATER THAN 100,000 POLYGONS (50 
PIXEL MESHED TRIANGLES) GENERATED 
PER SECOND. 

*EXCEEDS 100 MIPS (100 MILLION FLOAT- 
ING POINT OPERATIONS PER SECOND) 

*REAL-TIME ANTI-ALIASED 3D TEXTURE 

MAPPING FOR ULTRA REALISTIC IMAGES 

*RESOLUTION EXCEEDS NTSC AND PAL 
TELEVISION STANDARDS ( COMPATIBILITY 

WIT FUTURE HDTV ) 

*APPROVED BY NMS QUALITY CONTROL 

*PRETTY FLIPPIN’ GOOD 

JULY ‘94 PROJECT REALITY 
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| OUT NOW! 
Fort HbieN are many better mR | fo spend \ 
your hatd-earned-or ill-gotten gains:on:- Re 
Type lil, Parodius and Axelay, to name but a SUPER NES 
few. od a ADR ead 2. Mindscape 
Reviewed in NMS #13, \\.\ \\\\\\)\) ‘RRP: $1 19. 

Having § odes Ly a lot of youngsters 
unawares with Mario |, Missing, Mindscape 

are once dgain attempting\to teach the video 

Amay wath gow. little man! There is an 
exquisite werk of art hiding in this Bisck o 
marble, and I must find my chisel and free i 
Leave me alone! Lasciami sols! 

| Momma mial Where did you put = chisel? 
GRAPHICS: 32 (Cea een ne eee - ie Ze \ 
SOUND: 39 TS <S t 65, Om. «4. +- gaming youth-a bit Ys Ne) oA Mario’ s 
PLAYABILITY: 68 | | i. > me 7 en i = . \ \Time\Machine' continues ii in \ this vein, offering 

LASTABILITY: 62 ete ae Sy ee ployers theichance to” 
OVERALL: 53 oe ale ere eee ee ee ee learn a selection of 

a amen , — trivial historical 
facts, while \ 
Mario) jews 

LU 

BY: Activision 

RRP: $119 

Amazingly, we reviewed this game nearly a 
year ago but, due to distribution delays, it has 
only recently become widely available. 
Mechwarrior is an “almost nearly but not quite” 
game. The overall presentation, graphics and 
sound are superb, combining to give 
Mechwarrior a highly atmospheric feel. 

Unfortunately, the 
gameplay doesn’t 

GRAPHICS: 87 To) o MU oR relm ere 
SOUND: 90 long. It’s loads of 
PLAYABILITY: 85 fun at first, but it 
LASTABILITY: 79 soon you find your- 
OVERALL: 81 self losing interest 

due to the lack of 
variety. The story part 

of the game is good, but it doesn’t have enough 
tension to keep you interested, it’s all a bit shal- —— < | 
low. ap _ | GRAPHICS: 62 
Newiclaile Seid oancelantelme sa i-Relicaiels < SOUND: 55 

as there are few good games of this type on the se ee PLAYABILITY: 60 

Super NES, just don’t expect a huge challenge. LASTABILITY: 56 

Reviewed in NMS #5. A Mechwarrior, yesterday. | OVERALL: 59 

OuT NOW! JULY ‘94 
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Soccer games are really big in Europe at the et 
moment - there are dozens over there to choose : 

from. In Australia, where the sport doesn’t have 
quite so widespread a following, the number of ens 

Super NES soccer games is limited to onlya few. yy, cmon ref! He put his face under 

Imagineer’s Kick Off 3 is the first cab off the rank es on e ui 

and also one of the best. Unlike previous versions Y pi see 
of Kick Off, this one : ae 
views the action on 

GRAPHICS: 85 the pitch from the 
SOUND: 84 side. Usually, this per- 
PLAYABILITY: 93 _ spective doesn’t quite 
LASTABILITY: 92 work well enough to 
OVERALL: 91 give a good game, 

but the geniuses at - 

Anco have pulled off a ~~ : 

master stroke of programming and the result is , sound eltects ar 

one of the most playable and technically correct j ®\ ‘heap ‘owd noises\and 

games of soccer ever seen on a console or com- In all as excitement after the sacl, Rod | 
puter. There are dozens of combinations of kicks couldn’t help but to drop his guts. 
and tackles available and the animation is noth- 
ing short of superb. The only draw back is that it only supports two player action, so 
Multitap fiends should have a look at FIFA. GRAPHICS: 92 

5 eet RWULERNER. A ih PLAYABILITY: 91 
Ava Ve iv | | =m © LASTABILITY: 92 

OVERALL: 90 

“An cintlentt game, WA resutre 
Australid’ s\owh Beam ue 
Choplifiér Ill ts the-ne 

~ Classic. Ifsa scroll 

—— fior Wong Vau' n¢ 
can fly back and\ferth acrossthe ma 
varied \levels, The 'c jective \remai 
"rescue the prisoners 

; 

fT Wi . GRAPHICS: 62 

| SOUND: 54 

\ PLAYABILITY: 76 

LASTABILITY: 70 

OVERALL: 72 

eCinkafirdy Mhaen’ itt 1 mm 

JULY 94 OUT Now! | | NMS 53 



Loser alert! Come to. think of it, it’s an unqualified loser 
alert. The very sad standard of letters this month is 
enough to curdle the average toxic waste dump. Some of 
you seem to be under the impression that this is a dating 
column, though | have my suspicions about the bona 
fides of those letters, and others simply send me tales of 
their pathetic lives and the like. I’m deeply saddened to 
have to say this but “Come back Ogre! All is forgiven.” 
If you have anything interesting to say, or an intelligent 
question to ask, write to me at Mailbag, NMS, PO Box 
A305, Sydney South, NSW 2000. 

DEAR FAT BOY DEAR FAT BOY 
What's going on? This is my third letter so far and I'd like to see it printed, Look, | know you guys are busy with working 
please. Kelave MaXelU Melee M coCell sre aelleva-Vareuliare me(-Yorel nS 
Firstly, I’d like to say that Reuben Field would have to be one of the biggest but who in the hell is your proof reader?! 
knobs I’ve heard of. What is “I own all three different Nintendo systems and This is not the first time the boob has mixed up 
seven games” supposed to mean? It’s like, “gee Reuben, you must be really with The Official NMS charts, subbing NES for 
rich.” SNES (NMS 14) and that’s just one example. 
Anyway, about Project Reality: Is it going to be a separate system or will it Get with it whoever you arel! I’ve been a proof- 
bolt on to a Super NES? Not that it really matters, because | already own a K-tole (mol eM mulel< CMa e-iMe Liem oumlimeclar-vo 
Super NES (| must be rich, too). | was just curious. live Musere(-¥ 
Mo ol oI <M CoMSohMLiTolM NMSSM Me “UNL NAIM X-Sime lo lullale Munlele(or4]a\-Melrol’]ale R And to John (considers himself the oldest reader 
But could you, please, in your News Section, include news about other game at 23) Bellis, I'm 36 so put your diaper back on 
consoles? I’d like to know how Nintendo’s competition is coming along. and suck on your dummy!! 
Other than that, keep up the good work! Bryan (Methuselah) Morand 
Nik (not Nick) Ericson St Kilda East, Vic 
Cairns, Qld 

P.S. You’d better print this! Ah, Brian, or should I just call you 
Meth? As a proofreader, I’m sure you’re 

Dear Nik (not Nick), threats will get you nowhere fast, so nick aware that gremlins occasionally get 
(not nik) off. However, it’s nice to hear that we have so many into the system. These particular grem- 
rich readers out there. lins have been slapped around severely 

for their crimes and have promised to 
never do it again. 

| DEAR Fa ! Here is a drawing of a game that | thought would be 
absolutely brilliant for the old Super NES Multi-Tap. Yes, you 
guessed it, four-player Mario Kart. 
Can you imagine the thrill of a Match Race and the DEAR FAT BOY 
adrenalin rush of a Battle Mode with four players? How Can you get a book out just full of bint and 

SUC MM uM mC eRe Miura tins for the Super NES, NES and Game Boy? 
All | ask in return is some news on Super International | know this kid at school who is a Sonic lover 

eat Ce Cle: Oem Me CM Ua Rel tml uilitees cnd he keeps on saying that Sega is the best _ 
lam a real cricket fan and | just can’t wait for it to come out because they have a ne and tips’ book. So. 

on Super NES. If you could just give me some info orevena = [aero 

picture, | would really appreciate it. Vic Woodward 

Dwayne Hurst Brisbane, Qld 
Toowoomba, Qid ° <r 

Hints and tips before you’ve even played the game! For big girl’s blouses 
As you already know, Super International Cricket has been : 

delayed for about a year now and NMS still has | DEAR FAT BOY 
word on a release. Could you please print this letter and drawings into 
Yes, it will come Pere ES — 2 AAA Cw cee oe your mag - it would be a honour to have something I’v 
out, and yes, it will wet joe eee ™ daa pS LC =a 4 done in an edition of NMS. 

: peg be in time genes; seamen om —_— Sas ae | buy NMS every month and have every copy. | am 
cric att Se 7 aaa a probably your youngest reader at an age of eight 

years but my big brother helped me write this letter. | 
7 ne - “op ARE ae : 1 SS like Mario best, he is cool. My mum can draw Mario 
will coffirm it. The Au iy), ae ” oe eh really well. We have a Super NES, a NES and are 
good news is that, im a ee | “Sage hoa going to get a Game Boy. | like drawing pictures of 
after spending all a ke res “ae ik as RA ee Yoshi and Mario so | drew some pictures for you - ya 
the time Beam Re ay. — <3 ae ee fat ding-a-ling (| made that up myself). So please print 
Software have nancecch ; ian. ut : mACewtce SS this or my childhood and self-esteem will be ruined for 
spent developing rer ee red a el |S leg i a ever. Just remember, |’m only a little kid! 
Super International | srs aie 4 Katie Smith 
Cricket, it should be eo > ar a... Morley, WA 
a righteous game. f Aha, SRR aa 

" , Tees ‘ Katie, Katie, Katie. Couldn’t you come up 
Dwayne has kindly ren- ig 4 > ci aN = : with something, anything, a little wittier than 

dered us a little picture of Mee Tae ae ae : — ee “fat ding-a-ling”? I’m afraid I’m going to 
his four-player Mario ae Pas |”, : » ~~~. shave to call you a talentless little runt. ele 

Kart game. "2a 5 SRN St fatten caren * _ ll __ 

ia Ge vee 7 MAILBAG 
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DEAR FAT BOY 
Why the hell do you staple the posters in 
the mag? | think that’s crap ‘cos when | 
take the poster out, my mag falls to 
pieces. So please, please, please don’t 
staple the posters in. 
Mike Patton 

P.S. Can you put an extra page of 
Mailbag and Q&A in this issue. 
P.P.S. And put a few more competitions in. 
P.P.P.S. What's the next game | should 

buy for my Super NES. seme, 

Oh dear. You can’t 
get the poster out of 
NMS without rip- | 

|. ping it to shreds. 
How you get 

dressed in the 

morning? Do you 
have problems 
feeding yourself? 
Want some advice? 

Get a life! 

P.S. No. 

P.P.S. Yes. 

el 
Metroid. 

dibiae ° Bd 

YO! FAT B e 

later, | buy NMS he oo aateg int vection.| 
open up and see my envelope smack dab right in the middle. 
You know, the one with Mario, Yoshi and Luigi with all the  — 

NMS mailbags which was “Fan-damn-tstic”. With my 
name spelt wrong. ‘ 
t's not DEERSON, it’s GEERSEN. 

4 

How would you like it if | addressed this letter to “Fart Boy” or “Fat 

'sXofe) ok 

Another thing that cheeses me off is that you only printed the enve- 
lope, not the letter in the letter section, nor the tips in the tips.sée 
tion, nor even my drawings which are far superior to the’enve= 

lope. At least some of my tips were worthy of Tip of the Month, 
like how to turn off the special moves in Street Fighter II Turbo 
individually by pressing down, R, Y, B.of controller two while 
the stage select option is highlighted on a two player game. 

Come you pleeeeeease print my letter and give me Tip of the Month for one of my tips seeing that 
NMS is THE most wicked Nintendo mag ever to see the light of day? If you don’t print my letter | will 
be terribly disappointed as Nintendo is my life blood and unless 
other one) | will be forced to live in a swamp filled with prim 

demented Sega the toilet all 
day just to play 
Scott Ge 
PS. 

Listen up, you whining braggart - | saw your letter 
and the simple truth is that either your name is 
DEERSON or your handwriting is of the standard 
usually performed by a spastic baboon. Take your 
pick. 
Oh yeah, you can’t get Tip of the Month because 
this letter is printed in the wrong section! 

irene 

yyy: 

int ay letter (not this one, the 

A Mr Cool Dude of 

Carrum, Vic, sent us this 

comic. However distaste- 

ful we found his sugges- 
tion of cash transactions, 

we decided to print it 
anyway. 

NMS / f 



Welcome t =] 

where you walk in-with — and co 
answers. Maybe. 
This month saw a number of fine enveers master- 

I’ve dec ° 
of the new Tokuma series by Masa 

_ Kanzaki. Vil alie give away the e-cc 

os 

SKULL’S SPEW! i 
Dear readers, allo 1. In issue twelve why did 

im you rate Ren And Stimpy Veediots 
oC tds i ool Ue almmial-Welolit- olive mm 
think it’s worth at least 80%. 
2. Are there any new mouse 
games for the Super NES? 
3. Is there any chance of a sequel 
to Veediots? 
4. ls there a new Asterix game on 

the Super NES? 
5. Is there going to be a printer for 
Mario Paint? 

(oN I LAT = MESIU] 01-1 mmsore) 0 Wo] aN ame [elele (7 
(Please be honest.) 

Don’t be a stupid eediot by not 
putting my letter in the mag. 
— Ben Stanton, 

Caringbah, NSW 

B ccs 

games, which is so far a cor aS 
waste of fir ime, os there are no video 

ble that fall 

e) Greetings, miserable Earthlings. | have decided to send the 
Imperial Fleet to conquer your dismal star system. | shall then set up 
an everlasting Nintendo Dynasty where all who follow The Way of 
the N shall be spared. But first | need some tactical questions 
answered, so | scoured your putrid globe and found The Skull to be 
the most intellectually capable of you filthy ruffians. Answer these, 
Skull, and | shall yet show mercy. Be 
1. Will you print my letter? 
2. Since the Project Reality is not CD-based, how will big games 
with lots of speech and full animation scenes fit onto a cart? 
3. What sort of games can we expect from Project Reality? 

which is rather odd, seeing as tho 
ames DON’T EVEN EXIST! Skull: 1. We’d like to 

have given Veediots a better 
rating, as Ren And Stimpy 
are favourites with all at 
NMS, but the sad fact is that 
the game was crap. It could 
have been a lot better had 
more effort been put into 
quality control, but it 

wasn't, so we gave it 31%. 

2. Yes, on the way is 
Lemmings 2, Utopia and 
Humans, with more to 
follow, no doubt. 
3. Yes, it’s called Buckeroos 
and should be out in 

on young inde. Acces 
these (computer games) must 
restricted.” Ill let (ol — up your 

: : ua September. 4. Will we see SSI’s Dark Sun and Forgotten Realms appear on the 

) — oe Super NES? 
(they’ re the people who last y 5. No. 5. Will Super Return Of The Jedi have any originality in it? 

6. Yes, but there aren’t any 

really good games for it yet, 
unless Terminator 2 takes 

your fancy. 

recommended that v
iolent and 

2 banned) 
| 

ie t child
ren 

| 

Thank you for your precious time, my immortal ally. May the Dark 

Side of the Force be with you, always. 
— Emperor Palpatine, 

Ruler of the Galaxy 

—— 
which is beyond the mained f their ” - \ Skull: 1. Look, I’m a busy man. | don’t have time to 

arents. In their view, ignorance is __ | sit around chatting with petty intergalactic warlords. 

, apparently. So much for your og 4 2. Compression, compression, compression! (Though there is the possibility of a CD 

nation. If © add-on in the future.) 
\ 4-3. You will see things others can only dream of, become immersed in virtual worlds 

and interact with computer-generated beings of a higher intelligence. At least that’s 

the idea. There’s bound to be platform games cropping up. 
4. | doubt it. 

_4+ 5.1 jolly well hope so! ESB was good, but for the most part fairly shallow. However, 
~~). with an FX chip between their teeth, the JVC/Lucas Arts programmers could come up 

with something really special. 

d, please inform you 
supervisor immediately. Failu 
do so may ree in rosecution for 

Le. wy 



@] | am the proud owner of a Super 
Famindiancom Nintendo. The other day, while drink- 
ing a purple squishy, | lost my instruction book at the 
Quick-E-Mart. | haven't been able to find another 
one anywhere! | really need an instruction book for 
my Curry Version SNES because it was just imported 

from Arabia the other day and | don’t know how to 
use it. | 

~ So | was wondering if you could talk to Nintendo so 
they can send me another one. But, on the other 

_ hand, they might not have an instruction book for my 
— Curry Version, so then | thought you could fly over to 

India or Arabia and ask the Nintendo of Curryland 
Commissioner Gorbechof to send me one from there. 
Athousand thanks. — : 
— Mr Prassari, 

- 

~ Arabia, in The Middle E East 

) sam. 

Z... 

A Skull: Are you sure it was just the 
instruction book you lost? | mean, have you 
noticed anything else missing, like your 
brain? I did some talking, but not to 
Nintendo. Seems your doctor’s been ted 
trouble getting you to stay on your medica- 

¥... 

s thes. Mot to wersy: few an) es aasei ek 
ment planned for you. Electric eel shock 
therapy sessions in the bath with Mery: 

_ twice a Boa nh Ouch! 
Saree sao SSS Se a 

1. When you reviewed Super Star Wars way 
back in issue #1 you gave it 91% for presentation and 
the thing you didn’t like was that it didn’t have a sound 
irs stool eli lar ZolcorM Zell slalili-te Me Mols\-‘o] Mite] Me]|(ey 7-16) 

~~} you to access a sound test. My question is do you take 
~~} cheats into account when you review a game and what 

would you have given SSW had you known about the 
hidden sound test? 

2. | was brought up to believe that 50% was average, 
but you guys seem to think that around 75% is average 
and don’t try to deny it because you plainly said in 
your review of Rocky Rodent, “An average game, but 
too slow and cumbersome to be really enjoyable.” And 
you gave it 73%, come on guys! 

y fin, 

3. Let's just say, hypothetically, that Street Fighter Il Turbo came out with about four new characters (ever heard of Super 

SFIl2— SKULL) which would give it at least 4% or 5% more than its original 98%, 
thus making it about 103%, which isn’t really possible. What would you do? 
— Adam Sutton, 

eee Vic 

mark. 

coming months. 

please help me find the 

A Skull: Sadly, it 

_ fighting games in Australia. Look out for a UK 

\ Skull: My goodness, a reader who thinks! : 
1. . When we review a game, we review it as it stands without any 
cheats. However, if a cheat becomes apparent that substantially 
alters the gameplay, we'll be sure to let you know. As for SSW, the 
sound test cheat hadn’t been revealed at the time we reviewed it. 
However, while the sound test might up the presentation rating, it 
doesn’t affect the game enough to warrant changing the overall 

2. By average we mean as compared fo all other games of its type 
and, as the vast majority of such games today are neither really 
good or really bad, they are considered the average. Rocky Rodent 
is no better or worse than most, so that’s why we said it is average. 

3. Well, Super SFIl is almost upon us so you can wait for the review of it to find out! Actually, you 
raise a good point. Assuming the gameplay is the same as Turbo, (and there is no reason why it 
won’t be), you are right in saying that it should get over 100%. However, when we rated Turbo, 
there was no Super, so it was the best at ifs time. If SSFII turns out to be the best fighting game 
around when it comes out, it will get the rating it deserves. Trust me, all will be revealed in the 

Magi Hilti jjecee Med |e Ue 
i i # Oe atin 

ma: 

. Nese? / 

=>. This is ‘Cindy’s Twin’ again. 
Can | please, please, please, 

please, please, please, please, 

please, please, please, please, 
‘el E-Xokt-¥am ol (Sek tam ol (eka ol [-Yohy— 
have an Action Replay cartridge? 
If you give me one, I'll send you a 
signed copy of Cindy’s latest cal- 
ender! NOT!!! 
— You Know Who, 

Brisbane, Qld 

-\ Skull: Oh, dear. I’d 
hoped this wouldn’t hap- 
pen. Go away. We’re like, 
closed, or something. 

i 

—_” © 
siakeiig - SPITTLE SS 
To Chris Ridha: oe he i is telling ao 

yan rae esaainst™ 

| m To De Sanedsking about a Red 

a Dear Skull, can you | i ie warf game on um Sorry, no. 

Ranma 1/2 games for 

the Super NES? | can’t ag 
seem % find them any- chance with her at all. ) a 
where | To The Jolly Green Giant: Stop — 
_ Adan Webster | | — ———— a. Sse 2 will 

Wagga Wagga, NSW 

doesn’t look like tc 
To all the baboons that regularly anyone will be tom... No Ranma 1/2 for write in: Hello! 

releasing any of —_—_—_ Australia. Doh! 
these fun anime 

PAL version on ape! if you’re lucky. 
To ao Eviblons | W 
But when are you opening your aS 
restaurant? —— 

oe HLS 

~~ — 

Le wy | 



THIS MONTH S TIP OF THE MONTH 
WINS TOP SECRET PRIZE!!! 

PASSWORDS: These passwords will take 
you to the desired level and you Il have the 
best possible bike. ' 
Level 2: 9BBS BBSK 
FGKK 

game from Codex 

in the hallowed NMS pages. Fear 
ye yet to be published, for Fat Boy may 

Keep trying. 
ice a, ahem, lack of Action Replay codes for both 

tk em! Doh! Send all tips to NHS, Nintendo Magazine, PO Box 

A305, Sydney South, NSW, 2000. Make sure your letters are 

properly addressed to the appropriate section of NMS, or Julie 

will have a cow and throw them all out the window! 

Level 3: GG8G G8B8 DGKK 
Level 4: 83DGG BG28 5FKK 
Level 5: 83DBB GGD8 GBKF 

SPEEDY GONZALES 

PASSWORDS: Yes, that s exactly what they 
are, sent in by Mark Talbot of Buxton NSW. 
Level 2: 500999 
Level 3: 343003 
Level 4: 830637 
Level 5: 812171 
Level 6: 522472 

Talbot. Make these squares dotty. 
Al, A3, A4, B3, C1, C3, D1, D3. 

PASSWORD: Just one, also from Mark 

Tip of the Month 

SNEAKY WARP: Having trouble getting 
from one side of the screen to the other? 
With this cool cheat, sent in by Loony Leon 
Lucas of Kingsford, NSW, Link will be able 
to go anywhere on the map, thus avoiding 
many of the tricky screens. To do this, you 
must move Link as if you are going to the 
next screen, but as soon as he is half-way off 

the screen, press Select to bring up the 
map. Press Select once more and you Il nd 
that Link has warped to the edge of the next 
screen. This makes crossing the river and 
other impassable obstacles a breeze! It s 
especially useful to use when trying to get the 
Sea Lily bell from the Key dungeon without 
having to ght Slime Eyes press Select as 

_ you enter Slime Eyes chamber and Link is 
magically transported through the wall and 
into the next room. 

THIS MONTH S TIP OF THE MONTH 
WINS SOMETHING VERY SECRET!!! 

DEFEATING THE BOSSES: If you are stuck 
battling a particular boss in this NES plat 
former, take note of these words below. Who 
wrote them? | don t know, but anyone can 
read them. 



Dragon: Hs just out of it ae oi 
jumping and throwing tomahawks. 
Gorilla: Stay on the left side of the screen 
and when he jumps hit him with a fully 
charged club. Repeat until dead. 
One-Eyed Devil: Again, stay on the left. 
Throw tomahawks at him when he jumps and 
if he attacks run under him. Keep doing this 
till he s dead. 
Mammoth: Go to the left once again. Fire 
your slingshot athim con. im 
tinuously and “ 
when he gets » = 
close jump over 
him. Jump the snowballs 
and keep shooting him to win. 
Count Rockula: Jump up 
to the right ledge and shoot 
him, then jump to the left 
ledge and shoot him, then 
fall down and hit him 
and do it all 

ie 

Japanese Dinosaur: Shoot at him, but 
avoid the reballs. When they stop, keep 
shooting at him and get up onto the roof 
when you are close to him, then go right and _ 
resume hostilities. 

Dr Butler: At rst, avoid him untilhes ring _ 

to the right, then attack. Continue doing this _ 
until the nal stage when you should jump - 
onto the tyres and attack his windscreen. 
Naturally, you should avoid his return re if 
you wish to stay alive long enough to see the 
ending. 

SUPER MARIO BROS Ill 
STAY OUT OF TROUBLE: Good words, 
those spoken by Robocop, and Mario can 
take heed of them on World 8-2. Rather 
than battle your way across all the battle 
ships, dive into the deep blue briny from the 
bow of the rst ship and swim underwater, 
past all the other ships! This cheat also works 
in the Super NES version. 

PUNCH OUT! 
FULL POWER: Aye, an ancient cheat be 
this one, from someone whose name didn t 

appear on the letter. They come from Qld, if 

2 

= 

_ Right, Right, B, Down, B, Left, Left, A. 
~ When you un-pause the game you Il have 

_ SKIP STAGES: You can skip stages in this 

Daniel Warburton of ing ‘ Ww 

found. Here s his compilatic 
that s any help. Now, back to the cheat. All 
you have to do to renew your energy is to 
repeatedly press Select between rounds 
while Mr Tyson is ee in the corner. 

10 iis & LEVEL SELECT: ve cheats for | 
the price of one! At the title screen press B, 
A, B, A, Up, Down, B, A, Left, Right, B 
A, then Start. And there you go, ten — 
xs a level select! 

Hac 

t If your opposition is clots and trying to 
steal the ball, shoot and run down the court 
while pressing B, then release B to punch 
your opponent. Now grab the rebound and 
shoot from scoring distance. Punch any play- 
er you think is going for the rebound before _ 
they score. This shoot/run/punch/rebo ind/ 
shoot technique can be used against tt . 
computer at any time, but when pl 
against a human use es dribble 

|| | ¥ lf you want to kiss the chealtenclsr, go 
|! J up to her and think of a suitable line. 
/ Hey babe, do you come here often? is 
“not acceptable. However, while you are 
snogging with the cheerleader, your oppo- 
nent has a perfect opportunity to steal the 
ball. 
Coach Notes 
Tyrone Defensive giant. 
Reggie All-American. 
Lewis Top shooter. 
Moose _ Real champ. 
Blade A crowd pleaser. 
Mohawk Tough and mean. 
Hammer A rebound king. 
Vinnie A great player. 

ee ail 

isonsnssnesiucneenteeenteentehietiiy: 
ijn 

EXTRA POWER-UPS: Brenden Littleboy of — 
Burpengary, Qld, sent in not only the above 
cheat for TMNT 2, but also this handy one. 
Pause the game and press Up, Up, B 

heaps of power. 

cool 3Dish shooter. You need only to place 
the B button of control pad two between 
your thumb and fore nger and squeeze 
whilst pressing Up on the same pad. 

THIS MONTH S TIP OF THE MONTH 
WINS TOP SECRET PRIZE!!! 

Tip of the Month 

ARCH RIVALS 
TIPS: NES-owning basketball fans may be 
feeling a bit left out at the moment, what with —__ 
the Super NES being swamped with great _—Es«ic«r. 
basketball games, and the NES getting 
naught. Still, Arch Rivals is about as cet, 

PLAY AGAINST A st 3 



lous appears and the music stops complete 

ly, then press either A, B, X or ¥ and you 
will come to a secret match against South 
Africa. They are all perfect in their abilities 
and therefore very hard to beat. Sean s best 
score is 39 -21 against them, so if you think 
you can do better than that, let us know. 
EASY WAY TO SCORE: Also from Sean 
comes this tip which may help you in your 
quest for points. When you have a line out in 
the opposition s half (or better yet, inside 
their quarter) and you win possession, pass 
the ball along the back line but cut out the 
inside centre and get it to your winger. With 
any luck he should have a clear run to score 
in the corner. 

PRINCE OF PERSIA 

START ON LAST LEVEL: Here s a nifty 
cheat that one David Pate Jr. found while 
mucking around, as he put it. Start on the 
rst level and die. Wait, there s more! When 

the continue screen appears then press 
Select and write down the password. Hit 
reset and enter the password you were just 
given and, lo, ye shall be on level 20. 
Unfortunately, when you start playing you Il _ 
only have three energy bottles, but hey, life. 

~ wasn t meant to be easy. 

SUPER MARIO WORLD 
| TRICK: After defeating Bowser at the and of 

_ the game, hold L, R and Up when the re- 
works opp No nstead, of walking off 

the screen with Princess and Yoshi, Mario 

dances! This snippet was sent in by Raamon 
Vaccaro of Alstonville, NSW. 

96 EXITS?: We ve had many readers ring- 
ing up and writing in saying they ve played 
Super Mario World to death but are still 
unable to nd the 96 worlds. This tip may 
help some of you, but it depends on what 
other worlds you ve found as to which ones 
you haven t. While you re trying to work out 
exactly what we meant by that comment, 
here s the tip. At the Back Door entrance to 
Bowser s castle, get through the rst time 
without breaking the restart tape. Apparently 
you have to do this in order for all the exits 
to appear. 

FATAL FURY Il 

CONTROL THE BOSSES: Got this game on 
import and you want to know how to control 
Wolfgang and his cohorts? Then press B, A, 
X, Y, Up, Left, Down, Right, L, R when 
the Takara logo comes up. If you ve done it 
quick enough you Il hear okay! through the 
speakers, if not, try again. This cheat was 
sent in by someone claiming to be the Prince 
of Pluto. 

CHAOS ENGINE 
PASSWORDS: You I! most likely need these 
codes if you want to see more than just the 
rst ve seconds of this ultra rock ard shoot- 

er! By golly it s tough! These codes give you 
the Scientist and the Gent as your soldiers of 
fortune. 
Level Two: Q6VXCZID22FP 
Level Three: B61 W9L266ZMO 
Level Four: 36Y8T2WK4W2V 

SEE FULL ENDINGS: Of course REAL play- 
ers will have already seen the full endings 
the proper way by nishing the game on 
level eight without losing. However, for the 
less skilled, there exists an easier way. With 
control pad one, enter the usual SFIl code, 
that s Down, R, Up, L, Y, B, X, A when 
the Capcom logo appears. This disables all 
special moves for your character. Next, set 
the dif culty to one and ght your way to the 
end of the tournament WITHOUT continuing. 
Once M. Bison is defeated, you Il get the 
original Turbo artwork instead of the Try 
Again message. 

PLOK! 
SECRET WARPS: You want warps? Here 
they are, now you can plonk Plok anywhere. 
All warps are found by having Plok re at 
fruit hanging in the trees. These rooms feo- 
ture either a race against time, where Plok is 

given a vehicle in which to reach ag poles, 
or a single screen where shells appear for 
collection. Races against time feature many 
interesting modes of Plokonian transport! 
COTTON ISLAND 

The Beach: At the start of the level Plok 
jumps to the left and nds Crazy Cradles. 
Unfortunately, he takes a bit of damage from 
the swim. 
Columns: When Plok drops down past the 
arrow he stumbles across a warp to Blind 
Leap. | 
Log Falls: Oh, joy! Midway through this 
level Plok warps to Ricketty Bridge. 
Rickety Bridge: Plok can climb up the ag 
pole at the end of Rickety Bridge and warp 
to the Bobins Bros on Cotton Island. 
Blind Leap: By standing on the safety cro- 
dle at the place where upwards pointing 
arrow is located, Plok is warped to his house 
at Akrillic. 
AKRILLIC 

Garlen Beach: Situated to the right of 
Orson, the jet-platform creature, is the warp 
to Sleepy Dale. 
Plok Town: This isn t a warp, it s a secret 
room. On the rst tier the room lies at the top 
of the stairs and Plok reaches it by jumping 
to the left. 
Venge Thicket: A warp to Dreamy Cove is 
found at the far right of this level. 
Crashing Rocks: Plok warps all the way to 
High Flying in the Flea Pit by walking to the 
left at the very start of the level. 
LEGACY ISLAND 
Sponge Rocks: The fruits here hide a warp 
to Log Falls. 

PASSWORDS: These codes were found by 
Ralph Smith. 
Level Two: The Temple SD1 
Level Three: The Labyrinth MBG 
Level Four: The Underworld BMH 

TAZ MANIA 
CHEATS: Grrrr! Chomp Chomp Chomp! 
Mmmmm_ Taz like cheats! Cheats gooood! 

Eat cheats! Go to options screen. Press 
A, Y, A, Y, X, Y, B, A, R, L. Get level 
select! 
More cheats! Press Y, X, B, X, A, X, L, R, 

B, A, Y, A, X, A. Get 20 continues! Yum 

Yum! 

LEVEL SKIP: Renae Perna of Currimundi in 
Qld brought this sneaky cheat to our atten- 
tion. Simply press and hold Start then press 
Select at any time and you Il nd yourself in 
the next level. 



Tip of the Month 

PASSWORD: This password will give you 
full everything: 
844] 
2136 
4421 

SECRET WEAPON: To get the awsome fire- 
ball you must have defeated all the bosses 
and have the armour and power-ups etc. (or 

Hy juse enter the above code). Go to the stage 
ma select screen and choose the Armoured 

. Armadillo’s stage. Go through and collect — 
ee the power-up at the top of the cliff, before the 
"4 entrance to the boss. Then go to the weapon | 

select screen and exit. Repeat this procedure 

UUDUAONOD AA EADU AA DEA DOA RHA comms 

a power-up 
chamber. Go 
into it and Dr 
Light will be 
there, 

dressed as 
Ryu! He'll 
give you the 
power fo cast 

a powertul 
fireball, a la 

Street Fighter 
ll, which is 

performed in 
the same way 
(down, 
down/for- 
ward, forwards + attack). With this 
new weapon, Megaman can kill everything 
with one hit, but only when you have full 
energy. 
John Foong of Gordon, NSW, was the very 
first to send this Megaman X stuff to us, and 
for his wonderful advice and tips he receives 
a lurvely new game courtesy of Codex. 

_ X cheats as John Foong) Geddes, gives 

five times and on the fifth time you will find _ 

_ These a codes (groan) are from Stuart 

_ ZE1F BEOC - P2, machine gun. 

~ from Sunshine Beach in Qld, sent in these 

TFFF 1909 - Infinite dork w 
7FFF 2104 - Infinite health ; 

ive JFFF 2304 - Infinite strengt 
yi i 7FFF 2504 - Infinite shielc 

7FFF 2804 - Infinite t 
| ) : BP | 7FFF 2D04 }- Infinite 

4 wid dg y | | 

ARFA 7FFF 3304. “ine op \UDES ieee 
> mt | ~ FQu NOX 

1 723 4303 - Infinite lives. 
. 7E23 4506 - Infinite magic. 

SUPER NES ACTION 
REPLAY CODES 

MEGAMAN x _ 
7EOB CE10 - This code, sent in by ne 
(almost as as quick at sending in Megaman 

One Nick Faris of West Brunswick in Victoria 
seemed very confident when he sent in his | 
tips. “Thanks for printing this and giving me _ 
a ange he boldly stated at the bolton of his | 

Megaman full energy, very useful when using 
the fireball tip. 

_ Keeling of Hamilton Hill in WA. 
7EOO B205 - Player 1, infinite lives. 
7EOO B405 - Player 2, infinite lives. 
7E1F C006 -P 1, infinite ammo. 

7E1F C206 - P2, infinite ammo. 
7E1F BCO2 - P1, grenade gun. 
7E1F BEOQ2 - P2, grenade gun. 
7E1F BCO4 - P1, magnum. 
7E1F BEO4 - P2, magnum. 
7E1F BCO6 - P1, shotgun. 
7E1F BEOQ6 - P2, shotgun. 
7E1F BCO8 - P1, rifle. 
7E1F BEO8 - P72, rifle. 

7E1F BCOA -P1, automatic. 

-7EF BEOA- P2, automatic. 

-ZE1F BCOC - P1, machine gun. 

7EO7 E609 - Player 2 super fast fireballs ek ot 
7EOS 4C22. PL 1 born a, hit oo 

/ 7EO5 3F10 - Can’t get near each one 
- 7EO5 0600 - P1 short jump and slow walk. 

~ 7EO7 0600 - P2 short jump and slow walk. 
_ ZEOS5 B300 - P1 can’t be dazed. 
7EO7 B300 - P2 can’t be dazed. 
7EO5 3310 - P1 Biiiig jump! 
7EO7 3310 - P2 Biiiig jump! 
7ZEOO BF10 - No background. 

ACTION hEptdy 
KOWES Of the Month 

THIS MONTH’S CODE OF THE MONTH 

Woah, pretty sad, dude. We are, of course, 

referring to the game Dracula, which was 

described by Jamie Schuts as “It sucked 
severely and was quickly traded...” Jamie, 

WINS SOMETHING TOTALLY SECRET! 

MORTAL KOMBAT 
Young Mr Faris also sent in these codes. 
7E19 6EO2 - P1 need only win one round 
to go to the next stage. 
7EOO E205 - Fight against Reptile. __ 
7EO2 C102 + ZEA CEOS - Play as 
Reptile with Sub Zero’s moves. sits a 
7EO2 C102 + ZEIA CEO4 - Play c as. 
Reptile with Scorpion’s moves. 
7EO3 4FOO + 7EO3 ane 

codes to aid others with this game, maybe 
even the person he sold his cart to! 
7EO1 E605 - Infinite lives. 

7EOO 6309 - Infinite energy. 

KING ARTHUR’S WORLD 

Here’s a load of useful codes. They were sent 
in by Natalie Pugh of Sunnybank, Qld. 
7FFF 1319 - Infinite archers. 
7FFF 1114- Infinite knights. 
7FFF OD19 - Infinite barrel men. 
7FFF OF 19 - Infinite engineers. 
7FFF 1709 - Infinite good wizards. 

Action Replay pe 
then do the fatality a: 



The NMS guide to Game Boy nears the 

half-way mark as Link enjoys the 

advantages of a power bracelet. His 

happy exploitation of this amulet gains 

him access to the third dungeon, wherein 

his struggle to free the Wind Fish 

becomes significantly more difficult... 

MISS KISS 
Before Link does anything else he leads the 
exhausted Bow-Wow back to his owner, Miss Meow 

Meow. So grateful for Link’s help, the happy 
woman plants a kiss on Link’s cheek. Link wanders 
what he might have received had Miss Meow 
Meow been the owner of a slightly larger 

animal? 

Gare ae 
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| Once Link is in possession of the Power 
” Bracelet many areas of Koholint become Bee ee 

open to him. After consulting Ulira over his next course of action | “4 ae a 
he finds himself trekking to visit a chap named Richard who lives of SNe FYPI.( Ni) \ 
in a house south east of the village. Rocks which previously 
blocked Link’s path on account of being immovable are now 

"Ibs e] Wis! Before Link tackles the third dungeon he is 
advised to acquire some skill in the handling 

made light of with the assistance of the mystic wristband. 

of bombs. Besides such training is not 
WYititolllmicmiulelicmiilulcellelicmcc\izelce ce 

Skullduggery: The path leading to the witch’s hut that cuts 
through the forest does so via a cave, inside of which lies a piece 
of heart. Those problematic heavy skulls are no obstacle to Link 
now as he effortlessly claims his prize. 

Moldorm Revisited: Of course Moldorm 
RM lolitoMTire-Me(-)elolaccroMixoluiM kell Meh -Melite) 
his halls are completely empty, but there is 
one place that Link cannot reach without 
the aid of a bomb. It is a single room 

containing a sea shell. Check Link’s map of the dungeon, 
Tem mielcoMcomilier 

Tree Trunks And A Treasure Chest: Journeying through the 
forest Link finds a treasure chest trapped behind a rock. Of 
course this kind of obstacle is no problem to him now. 

Re ae 

Beach Blast: Just as an example of what to look out for, 

there is a cave situated on the beach. However the 
PYal cel alercMio o) otel<-Xo lo) AaU] elo) (“WN CoM uel lemel cfolulomtael| 
that’s needed to clear the debris. Though the cave appears 
to hide nothing this location becomes very important later in 
the game. Other such hideaways are found in the same 
manner, and all it takes to find them is a keen eye. 
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HINTENDO HELP SYSTEN 
EXCHANGE RATES J 
Dolly: Gaining access to the Key Cavern requires a 
_ chain-reaction of exchanges to take place. Upon 
visiting the quadruplets’ house in Mabe village their 
mother dictates how life might improve if her youngest 
were presented with a Yoshi | : | 
Doll. Link searches for the meer eur opm a homes abode 

_ doll and discovers one for = =a ‘4 belies his royal heritage. 
sale at a novelty shop in the — sora : a = ; After being ostracised 
village. Upon offering this to ee a from the palace, by his 

_ the quadruplets’ mother Link |22.--- CC Ott ae "servants no less, the 

_ is rewarded with a hair Boxou san reoes . desperate | prince offers 
bow. m —_ | istance in return 

= 7 ~ o =e—p-rguaa = for the safe return of five 
_ Barking Meater: The . : relrel[e] leaves. These are 

adjoining building to the er hidden. in and around the | 
quadruplets’ house is a ee a ee ae palace: : | 

_ luxury kennel of sorts. Inside Agee ee - 
is a tiny variant of the OE ¥g a Ee Undergr ound terror: A creature 
ferocious Bow Wow but S ee ae tossing bombs from various holes in the - 

_ whose temperament is quite | @ pene a dl @ = ground is Link’s first target; Aitete ite it 
different. All this animal — >} about until it a eauianes its hold on the 
wants is to look pretty and Hus! i< first leaf. 
believes itcan — " : | a | 
achieve this * gpameamaaieas aS Samenems ; Rockin’ Raven: Ulir, baie cryptic as ever, hae 

with the right | ¥ z= : eh) - that a raven is the keeper of the most elusive leaf, 
accessories: Zo — a and so it is. Perched in a tree the bird is ind 
The bow Link | fies + et to Link’s efforts at bird scaring until th 

c rs - es, ie 7 -~ 25 | gathers a nearby o
te 4 relate! launches i

 at th . 

received is é RSs aS Ps PJ ‘wath bird’s brains! Once th e bicd is oie have Link 

ideal. In retvr! | ie LF Beem nc ee for the kill. ft: 
for the bow _—*(g = ——— ‘ 

the miniature } Hack ‘n’ Sees Once inside the pale Link 
mutt offers a can of meat. A strange ze \ pee a | UNlly massacres a few Sucds fol ale Ml o)foloni<— 

_ exchange but essential nonetheless. ti | creatures to receive the third leaf. 

Shake Awake: Deeper into the palace there is a _ 
sunken room patrolled by a fuzzball. This robust 
enemy is not Link’s concern, though he is wise to 
avoid it. There are shapes etched into the wall 
which release two palace guards. Placing bombs 
in front of the walls sets the guards free. Killing 
them rewards Link with the fourth leaf. 

_ Link - Meat Croe: Koholint’s beachhead is home to 
_ a breed of animal usually associated with swamps - a 
_ dirty great crocodile. Still he’s friendly enough and is 
_ willing to swap a bunch of his prize bananas for the 
_ tin of food in Link’s possession. 

Banana Bridge: When Link is asked to retrieve the 
five leaves for Prince Richard he might find this task 
impossible were it not for the bananas. This is because 
Kiki the monkey and friends are required to build a 
bridge for Link and do so in response to the call of the 
yellow fruit. Once the bridge is built Link stumbles 
across a stick lying upon the newly laid structure. For 
now, at least, the stick is not important. 

No More Mr Mace Guy: Finally Link finds 
himself face to face with a mace-wielding nasty 
type. Once again it is Link’s stash of bombs that 
are best used to deal with the monster. The fifth leaf 
is only a few blasts away. 

Note: : 
elf Link cannot find a way into the ‘eclins ee he i is doubtless ignorant of the 
oe that meet beneath a bush. See the picture for reference. 

° If Link cannot and his way out of the palace 
grounds it is 

a likely that he has 
; missed the 
1 pressure pad 
+ located inside the 
: building. Again, 
“ see the picture 
e for reference. 

rated, lie 
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KEY CAVERN 
The roof of the Key Cavern is of 
immediate interest to Link as he 
discovers yet another sea shell 
buried upon it. Once retrieved it’s 
down to more pressing business. 

ane te 

ame 

POT-HOLING 
Naturally Richard is happy about the safe return of his leaves - perhaps he can make a 
headdress out of them? Who cares! All Link needs to know is where the Slime Key is 
hidden and Richard duly stands aside to reveal a staircase. This leads to Pothole Field 

where Link hacks a path through the undergrowth to reach one of the 
many prophetic owls of Koholint. ‘IN SOIL SLEEPS SECRETS, BENEATH 
YOUR SOLES’ says he, hinting that Link is to dig the patch of earth 
before him to find what he is looking for. 
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NINTENDO HELP ovoTtn 

Moving Floors: Rooms with distorted- 
looking floor surfaces are desperately 
oraarelale Mrolmee lcm eLeholaliite Rolm Ali @elate 
the collection of the small keys that fall from 
the ceiling. Whatever the situation examine 
iat Melia -toiiola Mel m ial Miele) mM ol-1ole-Maoluuiilire! 

S Me iLacomeoluilliter : 

| Teleporting 
Terrors: It's a 
good job Link 
wears a hat 
otherwise he'd 
find himself tearing his 
hair out over frustration | 

4 with these monsters. AF 
Should Link try to strike at 
the creatures with his sword they disappear 
folate Muteli-talellt-Mele lolli Me| MeMoli-Mell(e]i(a-¥ 
There are three ways of dealing with them: 
The first is with bombs, though this involves 
careful timing. Alternatively Link’s archery 
skills pay off quite nicely. The last and most 

4 effective method of dealing with the elusive 
animals is to employ the Pegasus Boots, 

4 however these are hidden somewhere within 
the Key Cavern. 

Brittle Stones: Conical stones block Link’s 
path in some places, preventing Link from 

f triggering some significant routines. These 
stones shatter but only under the duress of a 
ilfelaesol-\-Ye Mm \Zolte Mel colo Miceli Main] elite Malis 
Pegasus Boots. 

f Bomb Animals: There are two variants on 
the explosive animal theme in the Key 

Cavern: 

Reckless: The first encountered are those 
which crash around the room when struck 
by Link’s sword. Avoiding contact with them 
before they explode requires Link to take 
cover behind a wall. 
Lilitt-m Colt] om @)aro-Minlete|-1e-.ol oN eli Melirolel Mint 
time bomb variety follow in Link’s foot steps 
before counting down from three and 
exploding. To ensure he does not sustain; 
any damage Link strokes them away at ‘ 
the very last second. 

Stomach Upset: Huge (| , 
black worms in the Key , 
Cavern are destroyed by 
having Link feed them live 
bombs. Once swallowed by | ' 
the beasts the bombs duly = wW 
explode and, after three or if 
four explosive meals each, | ee 
finish the creatures. C 

Dl | i ima bLbS..G LOE 
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CASCADING KEYS 
The secret to progression throughout Key Cavern is 
the collection of many keys. Hence the name. Most 
are awarded for the demise of enemy groups, then 
used to tackle the many keyblocks and small doors. 

Uf POASUS BOOT 
Link is stopped in his tracks until he discovers the 
Pegasus boots. With these he is able to leap across 
the gaping chasm in the east sector and claim the 
Nightmare Key. Other abilities provided by the 
boots include: | 
Dashing Sword: With his sword held before him, 
it is this technique that is employed to break stones 
and create paths through some brittle walls. 

0. oa 
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Crying Free sman 
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94% C+VG 

"Challenging, gripping and worth | penny" 

92% SUPER-PRO 

"Brilliantly detailed graphics and great Fx" 

92% SNES FORCE 

"A superb strategy/shoot'em up" 

Experience thrilling and deadly aerial 

dogfights. Dice with death as Rapier 

missiles streak through the sky and 

home-in on your plane. Blast away the 

elite ground forces before they bombard 
with precision anti-aircraft fire. 
Sty 

- you 
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