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WHAT’S THE WORLD

COMING TO

WHEN IT’S EASIER

TO GET A  DEGREE IN

BRAIN SURGERY

THAN A SEGA SEALOF QU ALITY"

ON A VIDEO GANME™?

-

Watson University

IN THE CITY OF AN PRANCISCO

[N RECOUHNITION OF THE SATISFACTORY FULFILLMENT

OF THE REQUIRED COURSE OF 3TUDIES OF THE

College o Brain Surgetry I

—— eSS F—
e PR kot LR e B e Ben e

There are 4,000 brain surgeons just in the A scant 200 Sega Seals were awardéd Iast; }n.e.ar
United States alone. in the whole wide world.

The Sega Seal of Quality. With it, youe assured a game has passed the most rigorous
battery of quality control and playability tests ever devised, and that it pushes the limits on
the fun meter. What’s more, the Seal guarantees the game, when used properly and not
as a door stop, will not damage a Sega Genesis,' Sega CD™ or color portable Game Gear™

Without the Seal? Well, about

is that you could be setting yourself

the only thing we can guarantee

up for a big, big headache. If that

happens, don’t come crying to us.

Sega, Genesis, Game Gear, Sega CO, Welcome to the Next Level and Sega Seal of Qualicy are reademarks of SEGA. i 1993 SEGA, All rights reserved.



Lane&m your cleats;and nﬁ!lenge théﬁtq‘
sogcer pruﬂ the most exciting sporis
competition ever available op'the Gamey |

Gear. 24%ounttieshave come tﬁﬂaim the &
World Ctp-#0nly one will'go home a winner.

Kick.a screamglapdast a gutsy®Bfazilian ¥
goalie. Divewia live cann ball o stop
an aggressive German ground attatk.
me;l Italfan midg Z/

th a8Yide tac iF 9/ »

! W # ‘ 4!

Mt. Get '_/_g

TIpKS on the go...and, “ "

'_-me the World CUFH*

o &
“

T icks, shuffle passes,

Gﬂn‘;w kicks, defensive
g...doitall in a four-team
nation race for The Cup.

T e

COLOR PORTABLE VIDEO GAME SYSTEM

EE MORE T0 G0__AVAILABLE ND

Bl Rescue the fair Princess
=44 through 12 levels of
sword-swinging
o adventure!

Prince of Persia

TENGEN WORLD CUP: ©1993 Sims Co., Ltd. Licensed to Tengen, Inc. TM Tengen, Inc. PAPERBOY 2: TM Atari Games; licensed to Tengen, Inc. © 1993 Tengen, Inc.
PRINCE OF PERSIA: @ © 1989, 1990, 1991 Jordon Mechner; originally published in U.S.A. by Broderbund Software, Inc. SUPER SPACE INVADERS: TM 1991 Taito. Corp.
Sega, Game Gear and Gear-To-Gear are trademarks of Sega Enterprises Ltd.




Jurassic Park:
the making, py E;J

Million years in

Say What?...Overheard at Sega

All the news and gossip that's fit to print..and some that @in't.........emmn 4
Yo Sega!
Readers write in with 7's and !'s............ b R 10
SEGA GAME FEATURES
RS Pa O oo e e 14
Check Out Sega's Biggest Hit of the Seasun
The Making of JOraSsic PaK. e e i s itiaiatsis o i 20

Sega Combines Movies and High Tech to make a Super Game

SNEAK PEEKS
A first look at some cool new games

Joe Montana's NFL FOOtDall CD.....mmmmmmmsssmmsmsmmmsssesssssess i
MadDog MRee CD - e e 28
SEGA CD SOFTWARE

Terminator ... M i soali 30
BT o], RS vy St S OB T ks N 32
Eoco e Dolphi oo s S e e RO 34
Final Fight e B e SO VL 36

Genesis Tips and Strategies

SIS PO i it S ik 40
OO RO e i s e s L 44
Jungle Strike ... SO i i 48
Mig 20 Fighter Pilotccnn i S 50
1S Ok e i R 52
PUSEEC o o bt i e e 54
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Rocket nght Aduentures .......... P SRLSO I C5 Lo, 58
RB.. "93... B A P - o 60
Wrath of the Gods...... " i N LSRRI S Rt R 61
Thomas the Tank ENGINE......cusmsesssnens e : i 62 <otally S0 nic! Cool geqa stufl.

JUST REVIEW IT GAME GEAR

Game Gear Tips and Strategies on the Go

DO s o TR e
Tengen World Cup Soccer Lol A :
5 0| S AN it A e S A T AL 5. W
Jeapapve. Lo bR i
W.W.F. Steel Cage Challenge..........c.ouce. e

SEGA VISIONS FEATURES

Sonic Comic .. T S S N : :
RAITIES DI T s e e i s R A i
Chakan and Green Dog: Behind the Scenes W W .

Sega ViSioNaries. ... I S A s :
Totally Sonic.... i e S e :
FAST TAKES

Games, games and more games........ ST o O = i 0 ..
POWER SHOPPER

Hot deals O BAMES . emcsmsssmmmmsssssasasesesmssoeesssstassssssssss
INCOMING!

New games heading your Way ... R
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ACTION SO INTENSE  IN AND OUT OF THE UNPLUG ELECTRO DESTROY CYBERDYNE HASTA LA VISTA,
ONLY 15 FEET OF STEEL RING MAYHEM! WITH WEB-SWINGING ARMY OF ARMS! RESEARCH! BABY!
CAN CONTAIN [T! ACTION!

For more portable power, check out the bodyslamming excitement of - WrestleMania®
Steel Cage Challenge™, the amazing web-swinging action of Spider-Man®: Return of the Sinister
Six™, and the explosive firepower of Terminator™ 2: Judgment Day. Gear up for great graphics
and game play with the biggest superstars on Game Gear™!

GAME GEAR FLYING SEGA

[T P-_ ™ -
g -] b SEAL OF
COLOR PORTABLE VIDED GAME SYSTEM P BGE CUALITY

%The World Wrestling Federation logo and WrestleMania are registered trademarks of TanSports, Inc. © 1983 TitanSponts, Inc. Hulk Hogan™ , Hulkamania™ and Hulkster™ are trademarks of Marve! Entertainment Group, Inc. All other distinctive characler names, likenesses,
fites and logos used herein are trademarks of TitanSports, Inc. All rights réserved. SPIDER-MAN® and all other Marval characters and the distinctive ikenesses thereof are rademarks of Marvel Entertainment Group, Inc. and are used with permission, © 1993 Marvel
Entertainment Group, Inc, Al rights reserved. TERMINATOR™ 2 JUDGMENT DAY, T2, ENDOSKELETON and Deapiction of ENDOSKELETON are frademarks of Caroleo Pictures Inc. (U.S. and Canada); Carolco International M.V, (Al Other Countries) © 1983 Carolco Piclures
Ire. and used by LUN. Lid under authorization. Sega and Gama Gear are frademarks of Sega Enterprises Lid. Flying Edge is a division of Acclaim Emertainment, Inc. TM & © 1983 Acclaim Entertainment, Inc. Computer game © 1993 Acclaim Enertainmant, Inc. All rights resarved.
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The biggest news around here mese%ﬁﬂlﬁ
agreement with Time/Warner and TCl, the enter-

tainment and telecommunications giants. The
three have agreed to start an interactive entertain-
ment channel, with Sega Genesis consoles as the
control device. Imagine tuning in to the Sega
Channel on cable TV and “ordering” a Sega game
from an on-screen menu. Within minutes, the
game appears on your TV screen, and you can play
it, just like a regular cartridge, for as long as the box
is tumned on. See Page 77 for more details.

ber ON
The MaMemuy & Hobby World (the toy

industry magazine) reports that the Genesis was
the number one selling toy for December 1992,
outranking Barbie, SNES, Troll dolls and Barney
toys. And at Number 10, Sonic 2 was the best-sell-
ing software title on the list, way ahead of Super
Mario Kart. Funny thing, last year the president of
Nintendo was quoted as saying that he doesn't
consider Sega as competition. Sounds like pretty
stiff competition to us.

Holographic

e
This is deﬁnﬁeﬁr@cﬂur \Mat Won't
They Think Of Next Dept. Dimensional Foods

of Boston, Mass. has developed a method for cre-
ating holograms out of edible substances, and
plans on introducing a line of candies with holo-
graphic images. The candies could be available as
early as this summer.

NWiha

Qverheard af 5eqa

[?

SleeamS Lo,
our mom calls you at a party? If
only your parents had CADS (Child Alerting Digital
System). This message system from KBA Inc. con-
sists of a base unit and one to three wrist receivers.
Parents can leave up to four messages on the base
unit and have them appear on the wrist receivers
at a set time. CADS has a 1.5-mile range that can
be extended to 5 miles. A remote unit lets your
parents send messages even when they're away
from home.

You just can't [J|E&5;';'\Jlgl‘f?lﬂ Either the office is
too dark or too bright, or the air is too moist or too
dry, and nobody can figure out the air condition-
ing. It seems like the heater only works in August
and refreshing gusts of cool air only come in
December. Enter Automatron, the personal com-
fort level adjuster. “Tron" adjusts to the individual
needs of those who enter it. Employees carry 1.D.
cards that have information on their favorite tem-
perature and brightness. Sensors in every room
detect who is in it, and automatically adjust to the
needs of the individual. Tron can also restructure a
whole room layout by reprogramming computers.

e Just one minor point: What happens

when a dozen people cram into a
room for a meeting?

Sonic

If you MH% n sﬁg on

his spikes since the release of

Sonic 2, you'd better think again.
Sega Technical Institute, the people who
brought you Sonic The Hedgehog 1 and 2, are
working on something that's guaranteed to make
your bumpers pop. We're talking about a new game
that combines elements of pinballs and video
games, to create a playing environment unlike any
other. Sound enticing? Look for extended coverage
of this great new game in Sega Visions later this
year.

Oh, we almost forgot. Look for a new section
on Sonic merchandise in this issue of Visions. Now
you can read all about the latest Sonic gear in
plenty of time to start dropping Christmas hints,
Check it out on Page 84.

Jurassic Park ©1993 Universal City Studios & Amblin Entertainment, Inc. Bram Stoker's Dracula is a trademark of Columbia Pictures
Industries, Inc. ©1993. Terminator ©1993 Carolco Pictures, Cool SPOT ©1993 Virgin Games, Ltd. Jeopardy €1992 Jeopardy! Produc-

tions, Inc. Thomas the Tank Engine ©1993 Toy Headquarters, Inc.
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Last issue's review of Gametek's #u'mmm

small typo — what should have been an “8" turned
out to be a “5." We reported that Humans con-
tained 50 levels, when we should have said 80. So
all you guys who went out and bought what you
thought was a 50-level game, you just got 30
bonus levels.

Monster
ﬁaﬁh
What wasm ﬁﬂ&ﬁﬁa flick you saw? The last

one that was released in the United Sates was
Godzilla 1985. What's happened to tall, dark and
radioactive since then?

The fact is, three more Godzilla films followed
Godzilla 1985. Unfortunately, they were only released
in Japan and not in the United Sates. The first of these
Japanese releases was Godzilla Vs. Biolante. In that
film, scientists created a new monster by genetically
splicing Godzilla's cells with plant cells. And in Godzilla
Vis. Kingghidrah, Godzilla fans got to see their hero
before he was radioactively mutated (in other words
when he was “only” a dinosaur).

So what about us poor Godzilla fans here in the
US? Well the good news is that Tri-Star Pictures has
recently acquired the rights to Godzilla and we hear
rumors that they are planning a movie with an
enormous budget and state-of-the-art special
effects. Will it be a remake or a further adventures
of...? You'll find out when Godezilla reaches Ameri-
can shores in the summer of 94.

If you're wondering what that mEer part of

your checkbook is for (you know, the part 46 ._

called the check register), you can
stop worrying about it. Panason-
ic's KX-RC100 CPA (for
“Check Printing
Accountant”)
does away
with the

need to

keep a
record of
each check you
write. You write a
check by entering the
amount on the keypad; this
handy little device prints it for you
and keeps track of your account balance. It also
stores phone numbers, keeps track of credit card
purchases, and categorizes payments (rent, electric,
gas, etc). The CPA is small enough to fit in a pocket
or purse, and can hold 25 blank checks. Sorry, you
still have to deposit real money into your account.

Ala ® nm
When Sega, Disney andﬁgﬁ'&'aﬂﬁeam up to

create a game, you can expect the sparks to fly. And
they will later this year when Sega releases the Dis-
ney Software and Virgin Games co-production of
Disney's Aladdin, a game based on the blockbuster
hit from the Walt Disney Studios. To make sure that
the characters in the game have that unique Disney
“touch,” Disney feature animators are creating the
animation sequences that will be used in the game.
The sequences will then be incorporated into Vir-
gin's game engine. This is the first time that a major
Hollywood studio has contributed its animation
magic to the development of a video game, and we
expect the results to be nothing short of outstand-
ing. Stay tuned for more on this unique develop-
ment effort.
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t Picks
So you think%ﬁnw comic books? Close your
door, draw the blinds and listen carefully. The latest
word is that two big names in the comic book
industry have teamed up for a most ambitious pro-
ject. No, we're not talking Marvel or D.C. Comics.
Give up? Try Valiant and Image.

They might be relative newcomers, but comic
book fans and collectors agree that both Valiant and
Image have done a great job on their own super-
hero universes. The new series will be entitled
“Deathmate” and will feature a balanced collection
of heroes from both companies. The prologue is
scheduled for release in June.

This is perhaps the hottest news since Super-
man's demise (R.LP.) or Spider-Man marrying Mary
Jane. Both companies will benefit from this joint
venture, and so will collectors who buy multiple
copies. For every 50 copies ordered, Valiant/Image
are offering a free “special” version. Will it have a
special hologram cover, or will it be signed by the
writer and artist of the book? No one's talking, but
knowing both companies it's bound to be some-
thing cool.
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Barkley's Monster Dunk
Harpers Air-Reverse Slam.
Maloness In-Your-Face Jam.

Rices 360° Slam. Mannings :

Double Pump Jam. Ewings e gg;-*‘gfhf;a}, B o oihodle,

BOU n Ce_BaH S]am or getbounr::ed frke a basketball. feam can sa‘crp his dc}ubfe pump jam.

Welcome to Jam City. Bulls vs. Blazers” and the NBA' Playoffs!
The updated version of the most popular basketball game ever. With
SR the complete rosters ofall 16
,:"i S il 1992 NBA playoff teams.
i HoNE TEAM Updated stats. And the ‘92

K HMAL

sl Lol el o5t and West All-Star

MULL I8 >TE N BLOCK: Mo rmal

KEMP
hﬁéﬁ?‘i’n AMAY TEAM S qua dS .

A Selenrt l

e e e e

When Gharfes

PRESS TYPE: T HAYE D ey

PFRESS LEVEL: Passiue

STEAL H BLOCK: AgRrossive
=R Selects START Exits= ¢

ﬁ T ; i w3 Y et o [T sy I
"—JFE'_-E :.qu._'l"'-l_l' Pi'- L= e 1.“. il Lo | li‘." 7l Nﬂw }'FGU

get even more ways ro sfeaf the shuw With'tougher defensive playcalling.
And the chance to build your own dream team from the NBAS finest




You also get new\

signature moves thatll mak&%,
your head spin. Like Kerseys s
Gorilla Slam. Stockton's Behind- g 38
Your-Back Pass. And Owens Aﬂey—Oop -
Jam. Its the NBA's biggest guns. And all

| N4 B theirshots
TR S s ';- Ll i You can even create your own dream
7 - B team. Pick any player from the starting
five of any playoff or All-Star squad.
Then create a nightmare for the rest
of the league. I\
o Flus theres much tougher™D” | §

B Smother the ball with a full-court
or half-court press. Of course, the K
tougher your “D,'the more youlltire =
and commit fouls.
The action starts at Round 1 with all

16 playoff teams. From there, it only gets
more intense. Establish your Inside game. Hit a few treys. Play the substitutio
game. If you can stand taﬂest n the pamt the NBA title IS yours.

QSPORTS. |

Upouten Teams a
Bui Your
Own Drean
Teaus VERS tls
Dierensive
PLiy
CALUNG
Mone Moves
AND THE

NBA PLAYOFF o

i Y e e+

_____
...........
L

iTheMallmans B T
o g _; e In-Your-Face fo the-Glass mmde IMOovVes
e IR £ 1o with ' Dunk always ‘Jam always ‘make him
Hardawa}"s unsroppabj!e UTEP 2-step. makes a huge splash. shatters the com petition. Clevelands center of attention.

EA SPORTS" covers every brick that clangs off the rim, every
squeal of $159 sneakers. With instant replay. Scores from other
games. Stats. Highlights.

Jump at this chance to join basketball’s elite. Visit your i Iocal
Electronic Arts dealer or order by phone anytime: s
(800) 245-4525. And play with the champmns
of the NBA.

Ifits in the game, its in the game. | |‘_\\|
L“

' ELEnTnnmn ARTSE !

ZERONIC ARTS HINTS WG, If you are under 18, be sure to get a parents permission before calling Hotline requires a Touch-Tone -
10007} - : telephone. Messages subject to change without notice. EA SPORTS, Bulls vs. Blazers and the '"_-' i
¥ NBA* Playoffs, and ‘T" Meter are trademarks of Electronic Arts The individual NBA Team insignias
depicted are trademarks which are exciusive property of the respective leams and may not be |
95¢ for the first reproduced without the writlen cansent of NBA Properties, Inc. NBA is a registered frademark of
minute 75¢ for each NBA Properties, Inc. Sega and Genesis are trademarks of Sega Enterprises, Lid.

additional minute.
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Is Blast Processing real or is it made up?
T.P., Alexandria, VA

Its real, and is already being used in a number
of Sega games, such as Sonic, Ecco, Jurassic Park,
and Kid Chameleon, among others. Without get-
ting too technical, blast processing allows the
Genesis to display one image while loading
another into memory, something the SNES can-
not do. Blast processing speeds up the action on
the screen; without it, Sonic would move about
as fast as Mario.

10 9eqa!

Back in the Fall of 1990, I just had to get a Genesis.
Since that time, you have lowered the price of the sys-
tem by $70, packed in Sonic the Hedgehog, and now
are giving away Sonic 2. Have you forgotten about the
people who bought a Genesis when they were almost
brand new?

JW., Columbia, MO

You're not the only one who’s had this experience.
When the first audio CD players came out 10
years ago, they cost a whopping $1,200. Some
people just had to have it, and were willing to pay
the price. And even though they paid more than
the next generation of buyers, it was worth it to
them to have a CD player before anyone else.

So even though you paid more for your Gene-
sis, aren’t you glad you got yours when you did?
In any event, we haven't forgotten you. You're
still receiving Sega Visions, aren’t you?

10 Seqa Visions o June/July 1993

Y0 Seqat

[ really love reading your magazine, especially when
you talk about Sonic the Hedgehog 2. 1 just want to ask
a couple of questions about Sonic and Tails;

1. What age is Sonic and Tails?

2. How did Tails get two tails?

3. What age is Robotnik?

Yours Truly, RR., [no address]

Would you believe that Mickey Mouse is going
on 65? This means that Mickey made his first
appearance 64 years ago, not that he is a gray-
eared pensioner on Geritol. However, even
though Mickey has been around for more than
60 years, he is (and always has been) a young
adult.

Likewise, Sonic has been around for about
four years, but we all know he is older than four.
Actually, Sonic is about 13, and his friend Tails
is about five.

We don’t know exactly how Tails got his two
tails, but we suspect he was born with them,
which makes him pretty special.

And as for Robotnik, we’re not sure how old
he is, but we know that he can’t be trusted, so
he’s probably over 30.

Y0 Seqal

[ just bought a Game Genie for my Sega Genesis and
it really blew my mind. 1 really like this thing. How
does it change a game?

D.J., Little Rock, AR

The Game Genie doesn't really change the game.
It just interrupts the instructions that go from
the cart to the Genesis, and modifies them
according to the codes you give it. For example,
by giving the Game Genie the proper codes, you
can modify the “number of lives” instruction to
give you unlimited lives, or the “jump height”
instruction to let you jump higher.




Y0 3ega

My mother and everyone else swears that my Genesis
is the sole reason for the electric bill. They believe it
takes up so much energy. Will you please tell me, so 1
can tell them about how much energy it uses and on
the average how much it costs to use it?

G.E.C., [No address]

According to one of our technical guys, the Gen-
esis draws a constant 17 watts of power, which
is just a little more than a 15-watt lightbulb. A
13-inch TV connected to your Genesis would
draw an additional 60 watts, while a 20-inch TV
would draw 100 to 120 watts. So depending on
the size of your TV, a session with your Genesis
would use about as much energy as a pair of 60-
watt lightbulbs. We suspect you wouldn’t get as
many complaints if you spent an equal amount
of time doing your homework under two 60-
watt lightbulbs.

Y0 3803

Later on in the future, will it be possible to connect
the Game Gear unit to a television? That way, you
could play a game on the Game Gear with the same
control pad and watch the game graphics on the tele-
vision. If it is not going to be done in the future, is it at
all possible?

Sincerely, P.L., Fairfax, VA

What you're talking about is a Game Gear with
video and audio output jacks, a device that
presently exists only in the dreams of gamers
like yourself. Although we have seen some
modified Game Gears that can do this, Sega has
no plans to market a Game Gear with this capa-
bility built in. It’s a great idea, though, and one
that we'd like to see happen.

Y0 Segal

[ know you are all working hard in your jobs
to make Sega Visions the best it can be. So, if
you can spare a few moments, I'd like you all
to know: all of us appreciate your work. S.V.
rules, and so do you!

D.W., [No address]

Thanks for that vote of confidence. We set
out to make Sega Visions the best Sega- ,
specific magazine in the world, and accord- |4 .S
ing to our readers, it looks like we're s
succeeding. (OK, all you skeptics out there,
this is a real letter; we have the original in
our corporate vaults.)

Y0 Seqal

[ am really interested in buying a Sega CD. Howev-
et, | have read about Sega CD as well as Mega CD.
Whats the difference?

].T., Mount Olive, N]J

Mega CD is the name of the CD unit sold in
Japan and Europe. Although it looks and
feels the same as the Sega CD (the one
sold here in the U.S.), the two units are
not fully compatible. In other words,
not all Mega CD software will
play on a Sega CD, and not all
Sega CD software will play
on a Mega CD.




- - -
Response to our call for cool envelopes has been so great, that we've
decided to run an extra page showing the [atest and greatest. Way to go, ¢
guys (and gals too, of course) — keep up the good work.

-
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Honest. ltreallyis a
Gartridge Game!

ElASEBACK

THE QUEST FOR IDENTIT Y™

# o

. e —— e s

o ---

Planet Titan: Outwit and outgun New Washington: You found your Death Tower: Combat deadly replicants

weird mutants and traps to escape memory. Now take on lethal missions to in a futuristic gladiator show. The prize -
from this hostile jungle. survive undercover. your life.

Earth: Your cover has been blown. Now Paradise Club: You discovered the aliens’ Planet Morphs: Transmutating morphs

robot cops are after your hide. headquarters but get trapped in their prison. relentlessly defend their planet from your
assault.

Flashback’s animation is so fluid, and the graphics so eye-
popping, you won't believe it isn't a CD-ROM game. The
characters move at 24 frames-per-second and an intense
science fiction plot unfolds with animated sequences.
With 7 challenging levels and a choice of 3 difficulty set-
tings, you'll wonder how this all fit into a cartridge.

For tips and information:
U.S. Gold GAMEline
1-900-288-GAME (4263)
$.85 per minute charge. If you are under 18 years old get your
parents permission before calling the GAMEline. Touch-tone
phone required. U.S. Gold Inc., San Francisco, CA 94111

Now available!!!
The Official Flashback-The Quest for Identity Strategy Guide
A detailed guide of hints, strategy tips and the further adventures Available
of Conrad from Marvel® comics. Call the U.S. Gold GAMEline B Gl
e e for Sega™ Genesis

Flashback - The Quest for Identity @ 1993 Delphine Software and U.S. Gold Inc. All rights reserved. Sega and Genesis are trademarks of Sega Enterprises Ltd.
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This summer, Sega will change the way you think about
dinosaurs with a new Genesis title that is as big and bad
as a Tyrannosaurus Rex and as fast and cunning as a
Velociraptor. A game that is loaded with more action and
thrills than you'll ever find at an amusement park. it's
Jurassic Park by Sega. Based on the upcoming Jurassic
Park, a film by Steven Spielberg, this is a game that has
been 65 million years in the making. Dinosaurs are among
us once again! And you just might learn why they ruled the

Earth for millions of years.

Crealingjumssi:: Park was no
small feat. Segas game designers
incorporated the ultra-latest tech-
nology to give the game a look and
 feel that approaches animation
quality, including stop-motion
modeling done with dinosaur
models similar to the ones used in
the movie (see The Making of Juras-
sic Park elsewhere in this issue). A
digitized soundtrack and sound
effects round out Jurassic Park as a
game like no other.

Make no dinosaur bones about
it. Its awesome. Jurassic Park pits
man against dinosaur, and
dinosaur against man. Play either
as Dr. Grant—in a mission to res-
cue people trapped in the Visitor
Center—or as a Velociraptor

14

dinosaur in a quest to escape
Jurassic Park. Because your adver-
saries display artificial dinosaur
intelligence (ADI), they respond
differently with every action you
make, every time you play. There
are few patterns and little pre-
dictability. You don' always know
when a dinosaur or guard is going
to appear or what they are going
to do. Every time you play Jurassic
Park, you'll face a new game. The
Raptor that chewed you up before,
may now just sniff you and move
on. Maybe. Whether you choose
to fight for Raptor freedom or to
free the humans from the Visitor
Center, Jurassic Park is big, fast and
full of challenges.

Playing as
Dr. Grant

It you choose the human-player
game, you control Dr. Grantina
13-stage mission to rescue the
people trapped inside the Visitor
Center. The key to beating the
game s Lo concentrate on getting
to the Visitor Center, not on
wasting dinosaurs. In fact,
you cant. The items you'l
tind will shock, stun or
put to sleep the many
different dinosaurs you
encounter. Stick
around too long and
they will wake up, most
likely with a less favorable attitude
toward you!

The first round is the Jungle,
where your jeep has just crashed.
After you get up from the ground,
take a closer look at the jeep.
There are tranquilizer darts by the
windshield. Reach them by press-
ing Down on the D-Button to
crouch, then walk to the darts.
You'll find other items at various
points throughout the game. Items
include Stun Guns, Gas Grenades,
Super Darts and Flash Grenades.

Although there are seven main
types of dinosaur in the Park, the
three you have to worry about
most are Tyrannosaurus Rex, Spit-
ters and Raptors. T-Rex is big,
mean and hungry: Spitters “spit”
green venom with uncanny accu-
racy. And Raptors are unique.
They are fast, highly intelligent and
the most dangerous adversaries
you will face.

- g T
" e,

Add these Tranquilizer Daris to your
inventory before you do anything
glse.
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The Triceratops is the first dino you
encounter. You can EIE! DHS‘ nimiu
Yyou are fast on Vour feet.

.

Hold down the Jump Button when
you leap for ledges, to hang and pull
yourself up.

Pterodactyls move in guickly. Listen
for the sound of their wings for a
split-second warning, then fry o
jump Up to avoid taking a hit.

v

13183289 300843 n“ t

Raptors are bigger, meaner and
powerful. Compys are small and run
in packs.

I
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Crouch and Push boxes and other
objects to I,I_Iﬂ]I'I access to areas you
normally could not reach.
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You HII climb vertical poles, vines
and ladders to reach horizontal sur-
faces for hand-over-hand travel.

First Aid boxes will recharge Grant's
life meter.

EIEIri shock is a constant danger
in the Power Station level. Try 1o
time the discharges and Jump for it!

Five ot six St Gun blasts will.
knock down a Raptor, but they don't
SIHI' gdown for more than a secont or
two.
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Spitiers can hurt you 1rnm Inng range
with their poisonous, green, gloh-
like spit. Four zaps with a Stun Gun
will stun them for a short time.
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Always he aware of places to hme
The Raptor can’t reach you when you
are in the Power Station’s sub-level
shafts. But you can still use items on
him.

If the Compys gana up on you, try
ﬂfEESing Left and Highl l'ﬂﬂl[m\' on the
D- Bl.mﬂﬂ to shake them off.

SEHrl:h the Hwerleunl naraiully |
You'll find a lot of items here, includ-
ing gas for your river hoat,
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This Pump Station herhivur is harm-
less.

Jungle vines are a handy way to
travel across chasms and other haz-

artdous obstacles.



Gas

Grenades
good for putting a snooze on

Stun Gun

un Gun gives dinosaurs a
Ts:ﬁr.si: stunning them for a few

groups of smaller dinos, like
seconds. oo
Tranquilizer AR
es
herkar Grenad _
o dlraatlhlt?l.];:g:: - Make a hig bang and flash, stun
dinos into sium .

ning dinosaurs momentarily.
Move fast!

sSuper Darts

good night to even the largest
behemoths.

Pressing U e Grant crouch,

19 Up or Down allgws
See higher or lower on the snl;'g:l:n
fﬂleu't:;;n Afo jump, fire, or selept

Button B to jum
items. D,

fire, or select

Button C 1o j

Select button g Ay
Ontion mode, nfiguration in the
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to
press D-Button Down
Button Aforad claw Stash.

pution A + D
gutton B to jump.

gutton C to bite.
gution G + Left or Bl

und.
p-Button moves the Banl::a:':m Rantor croueh.

-Button fora Kicking attack.

ght to shake.

Vel

The Claw Slash is ynu main means
of offense.

Y 5 TaN
You may even have to hattle your
own kind.

Playing as a Raptor

[f you decide to play Jurassic Park

.as a Raptor, you put a whole new
focus on your gaming experience.
Your object now is not rescue, but
escape. You are a Raptor; the most
intelligent, mobile dinosaur in
Jurassic Park. You are trapped in a
holding cage. Lightning frees you.
Now you must battle Park Guards
and other obstacles as you make it
through 13 levels of Jurassic Park
to.a ship that will carry you to the
mainland.

[n the Raptor game humans are
your main adversaries. Since you
are a dinosaur, you cannot use the
iterms humans use against you. You
have to follow a whole different
train of thought and use the

strengths of your powerful reptil-
ian body;

What are the advantages of
being a Raptor? You can move fast.
Very fast. You have long, powerful
legs that allow you to jump to high
places, and strong claws to grasp
Or tear at your adversaries. You are
also very mobile. And while you

can't use human items, you can

move blocks, boxes and other
objects to allow you access to dit-
ferent areas of the game. Playing as
a Raptor allows you to experience
what it is like to be a life form that
has not walked the earth for 65
million years. We think it will
drive you wild.

5ega Visions o June/July 1993

Park Guards are your adversaries.
Thﬂi’ stand between you and freedom.

Leap o higher levels by Jumping with
the D-Button in the appropriate direc-
tion and holding Bution B. You will
automatically grab the edge and pull
yourself up.

Meat replenishes your life meter. Rap-
tors need to snack often.

7



Jurassic
Park Maps

The grounds of Jurassic
4-\ Park are big, treacherous
T

1. Tranquilizer Darts

and loaded with 2. Super Darts

danger. The items and

3. Flash Grenades
4, Gias Grenades
9. First Aid

6. Extira Life

1. Brachiosaur
8. Triceratops

9. Plerodactyl
10. Compys

11. Raptors

12. Spitter

13. Stun Gun **

| placement are ditlerent
depending on whether

you play as Dr. Grant
\ or Raptor. Here’s what
you can expect to find...
or encounter...in the first few lev-
els, playing as Dr. Grant.

1. Tranquilizer Darts
2. Super Darts

3. Flash Grenades
4, Gas Grenades
5. First Aid

6. Exira Life

1. Brachiosaur

8. Triceratops

9. Pierodactyl

10. Compys

11. Raplors

12. Spitter

13. Stun Gun **

I|.':.".:I g

**Yo! Not a
in each |
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1. Tranquilizer Darts
2. Super Darts

3. Flash Grenades
4. Gas Grenades
9. First Aid

6. Extra Life

7. Brachiosaur

8. Triceratops

9. Pterodactyl

10. Compys

11. Raptors

12. Spitter

13. Stun Gun **

| IIIII!S&III'S and items are found
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Imagine @ man-made nafural
reserve (where dinosaurs of all
shapes and sizes roam, ltving as
they did 65 million years ago. The
aptors, fast and infelligent with
azor-sharp claws, stalking
hrough the jungle, and pouncing on
feir unforfunate prey Wwith unbe-
lievable speed. The friceratops
peacefully grazing in the under-
growth. Aind the Tyrannosaurus Rex,
the ulfimate predator, standing 50
feet tall and with a bad remper fo
match. This is Jurrassic Park.

el

In an unmarked office building about 15 miles from
the San Diego Zoo, a team of dedicated artists, pro-
grammers and game designers is putting the finishing
touches on a different kind of zoo, one that can exist
only in the imagination. Blue Sky Software, the devel-
opers of Jurassic Park for the Genesis, have spent more
than a year creating a world unlike any other, the ulti-
mate natural reserve populated by creatures long
extinct.

Such an immense undertaking can succeed only
with dedication, teamwork and talent. Fortunately,
Blue Sky has all three qualities in abundance. Over the
course of the last 15 months; a core group of a dozen
very talented individuals has been working together to
bring Genesis owners the ultimate gaming experience,
a video game based on Steven Spielbergs blockbuster
movie, Jurassic Park.

Se0q Visions o June/July 1993
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Game Design :

Just as a movie begins its life as a script, @ 'ﬂdﬁ{:-}}ggammg
heeins with a design. In the case of Jurassic Pﬁr &

s d effort of Jesse Taylor (the pro-

design was the combined el _ g
. tianson (the art director) an g
Lt | possibilities, the

TenNapel. After considering severa

design team settled on a classic side-scrolling game, 1

. h Grant, the players alter ego, has to advance |
E}::; gh seven lex};ls to reach the fmal 5_;@31 ani sa':: ; }
the park. As we shall see 2 Hi.t_le later, what m? Eg'ﬁdal
side-scrolling game different1s the amount r.; aﬁl e
intelligence (or “Al") that the pmgra}*nmeisd.m; g:l 5
the prehistoric creatures. The Jurassic Par };r&? 5

not only look lifelike, but they act as thougn they

minds of their own.




The Jurassic Team
You don’t have to be a dj

Rosaur fanatic to be 4 mey.
ber of the Jurassic Pyl leam, but it helps Every mem-
ber of the team has studi

Natura History museums, and has read widely

subject. They have even taken field trips to the
Diego Zoo, not in the hope

dinosaurs there, but to stud
maintained in captivity.

ed dincrsaurs, has visited

on the

San
that they would find real
¥ how other animals are

Ived in this Project, no less than

and animators, The lead artist
In the group, Doug TenNapel, has been 4 cartoonist

and comic book artigt for years, Among his credits is
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Character
Animation

Once the game design was buttoned down, it was time
{0 start animating Grant and all the creatures in the

game. Because Grant is the central character, a lot of the

offort went toward animating his movements. In fact,
Grant has over 50 separate animation sequences, with
different movements for walking, running, climbing,
jumping, falling and so on.

Digital Cloning

While it’s relatively easy to create animation sequences
of a person, creating animations of creatures that have
been dead for more than 65 million years is a different
kind of challenge. To understand how these long-
extinct creatures moved, Doug and his team of anima-
tors consulted the same experts used by Steven
Spielberg for the movie.

Each one of the prehistoric creatures used in the
game had to be studied in detail, noting their size,

shape, mass and anatomy. To make their task a little eas-

ier, the team made use of models similar to the ones
used in the production of the movie. By using stop-
motion photography (where the model is moved by a

small increment and then photographed), the team was
able to create animation sequences of all the prehistoric

creatures used in the game.

A Little Background
information

While some of the artists were working on the anima-
tion sequences, the rest of the team were busy creat-
ing the backgrounds. Each level in the game has a
different background, some of which extend to 20 or
30 Genesis screens.

Backgrounds are created with a computer pamt
program, and then compressed using a “tling” tech-

nique. Tiling is a process which breaks an image
down into a small number of tiles, which are then
combined to recreate the original image. By using
smaller number of tiles over and over (and by {lipping
and rotating tiles), the background artists can fit big-
ger, more complicated backgrounds into a cartridge.
(At 16 megs, Jurassic Park is one of the biggest carts
ever produced by Sega. By using tiling and other
compression techniques, the developers have been
able to cram even more onto the cart.)

¥
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Animating Grant was fairly straightiorward. Team
member Mark Dobratz was videotaped in front of a
neutral background while he made all of Grants move-
ments. Selected frames of the videotape were then digi-
tized and fed into a computer, where the graphic artists
could manipulate the images further, compressing the
data, modifying the colors and fine-tuning the move-
ments. The result was a smooth animation sequence for
each of the movements that Grant needs to make.

T Rex has his say!

Raptors go
through the
molions.

Because the raptors are the central dinosaurs in the
game, they have the greatest number of animation
sequences, with 20 or more different movements. This
is more than double the number of sequences for the
other dinosaurs. The raptors have different sequences
for walking, running, sneaking, attacking, biting, hiss-
ing and so on.

Cleaning Up
After creating the animation sequences, the small army
of artists began cleaning up the individual images to
make sure that the animations were smooth and glitch-
free. This process involved bringing each image into a
computer paint program, then using special smoothing
and blending techniques to make sure that the colors
and the increments of movement were consistent.
When all the animations were clean and smooth, they
were ready to be placed onto the backgrounds.
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Music and Sound

The dimension of sound is as important to video
games as it is to movies. It is even more critical for big
action games like Jurassic Park, where the sound of a
Stun Gun or the roar of a Tyrannosaurus can add
depth and realism to the game play. In addition, the
sound of the jungle can provide subtle clues for the
observant player — a creak in the undergrowth or the
hiss of an agitated raptor can let the player know what
might be coming down the road. These sound effects,
together with Sam Powells musical soundtrack, will
help make Jurassic Park a phenomenal gaming experi-
ence.

Get with the
Program

While the rest of the team is creating the animation
sequences, the backgrounds, and the sound and
music, the programmers have been busy creating the
environment that will serve as the basis for the game.
First, they have to create the “engine” for the game,
the instruction set that defines the type of game (sicle-
scrolling), the types of backgrounds and the kind of
control available to the player. Once the basic game
engine is established, the programmers set out to
define the kind of behavior patterns available to the
characters in the game. This is what is referred to as
artificial intelligence, the characters' ability to exhibit
lifelike behavior, giving them depth and dimension.
Unlike the characters in most video games, the
enemies in Jurassic Park do not always follow pre-
dictable patterns. Forexample under some mn:um

__________slances, araptor may do nothing more than sniff
~ Grant before tuming around and walking away; on
other occasions, the same raptor might pource and .

attack without hesitation. The actual response
depends on various factors, such as the level inthe
game, the player’s sophistication and ability, and the
type of dinosaur. Because the raptors are the most
complicated creatures in the gamﬁ they have a]must a

-s}e'u_'a v'i'sinris o Jine1 0y 1993

dozen factors affecting their responses. This makes
them appear wily and cunning, since their behavior is
not always easy to predict.

The other dinosaurs in the game also exhibit Al to
some extent. Without Al, they would respond the
same way under all circumstances, making their
behavior flat and mechanical. What this means for the
player is a game that is consistently challenging for all
levels of playing ability

Putting the Whole
Thing Together

So far, we have seen how each game element is creat-
ed: the animation sequences by digitizing live models
or through the use of stop-motion photography, the
backgrounds with a computer paint program and
tiling techniques, the sound and music, and the pro-
gramming. The next step is the combination of all
these elements into a playable game. This process,
which is a critical step in the creation of a well-bal-
anced and challenging game, requires the combined
efforts of the artists and the game designers.

As background artist Mark Lorenzen scrolls
around the background of one of the levels, the game
designers specify the placement of the dinosaurs and
the other game elements at various points. Not only
do they need to decide which of the dinosaurs should
be placed at each critical spot, but they also have to
decide which animation sequences to use.

For example, they might decide to place a raptor
at a critical intersection, blocking Grants path. Which
of the 20 or so animation sequences they would use at
that intersection depends on how Grant will need to
act in that situation. One sequence might have the
raptor turning toward Grant and hissing. This might
be followed by the raptor rearing up to attack and
then charging Grant at full speed. It would not be
unusual to have six or more animation sequences at a
critical point in the game, with each one tied to a
specific action by Grant. Of course, the sequence that
most gamers will want to see is the one of the raptor
falling over, stunned by Grants Stun Gun.

The Finishing

Touches
As with any video game, the last few hectic weeks of

- the project are spent fine-tuning and polishing the

game play, and eliminating “bugs,” those insidious lit-
tle software glitches that can cause unpredictable
results. Sega’s test group spends hundreds of man-

: 'hour*splaymgthegamemﬂreponmgan}fprobim

they find to the development team. Finally, after
weeks of tuning and bug-squashing, the game is ready

 to be manufactured and shipped to the amﬂuusly
~ awaiting gamers all around the world.

Want to know more? Check out the: exdum% |
review on page 14 of thls issue” v
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BATMANYRETURNS
..ON SEGA CD

“The game is truly the Next Step in the CD- “Wow!! .. The game scores a perfect 10 on the
ROM Evolution...Hats off to Sega for all droolmeter...the scaling has to be seen to be
the effort and creativity!” believed. . .this is what CD is all about.

< High End Magazine [ncredible, unbelievable and a must buy!”

~Die Hard GAME FAN Magazine
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JOE MONTANA'S
NFL FOOTBALL

Welcome to The Next Level of CD sports! Joe Montana’s
NFL Football CD from Sega is the first sports title for the
Sega CD. An allnew 3-D Behind-the-Quarterback view
brings you right down onto the field. A killer soundtrack
will surround you with the crunch of the pads. Digitized
video commentary and advice from Joe Montana himself
will get you moving in the right direction. And an official
NFL license gives you all your favorite teams. What more

could a sports nut want?

Imagine yourself on the field,
coming out of the huddle. The -
snap...the throw.... Touchdown! The
crowd goes berserk! The most
amazing facet of this intense new
title is the feel. The game perspec-
tive is that of the Quarterback. You
can look left and the game will
scroll left. Look up the field and
you see your wide receiver from the
right perspective. The zoom func-
tion makes fantastic use of the Sega

CD5s hardware capabilities. Add to

this the actual NFL teams, plays

straight from the playbooks of NFL

offensive and defensive coordina-
tors, and league play with true play-
- off structure. What you get is the
best football simulation ever.

Sega worked closely with Joe
Montana to produce the game’ dig-
itized comments and critiques. He'll
congratulate you on a winning play.
You can ask for advice during time
outs. In addition to tips, Joe does all
his color commentary in digitized
video form.

This game has Joe larger-than-
life in great form. You'll have all the
most recent stats, save-game ability
and a kicking soundtrack that
includes samples of true NFL
play—from bone-jarring

!

crunches to the roar of the crowd. If
you dont want the added com-
mentary or game tunes, you can
turn them off. The players them-
selves have amazingly accurate
moves, all fully rotoscoped, and the
animations are very, very cool.
You'll see helmets getting knocked
off, a terrific helicopter spin and

some fantastic end-zone antics.

The game is for one or two
players and will let you save con-

figurations. Once you've won the

Super Bowl you'll qualify to take
on 10 of the greatest teams of all
time. The teams included are: the
©7 Packers, the ‘68 Jets, the 72
Dolphins, the ‘76 Raiders, the ‘77
Cowboys, the 78 Steelers, the ‘84
‘Niners, the ‘85 Bears, the ‘86
Giants, and last, but not least, the
92 ‘Skins. The list itself is incentive
to take a team to the Super Bowl!

Overall, its not just the terrific
stats or the fantastic sounds that
make this such a great title—it’s
the three-dimensional environ-
ment. The impact is spectacular
and it allows a real close to the
action, smell-the-grass perspective.
From kick-off to the final play, this
is a true football game for true
football fans.

o

This is l

atlvice, Hg’

s

your receijy,
Quarterbacy View g o
real quarterhae

guy who’s
§ all Joe,
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i
itk statistics bars will let you yiew the teams’
Stenoths ata glance.

—

Note the fantastic uuliaiﬂ view on Kin!f-qﬂs. The per-
spective immediately flips to the receiving team

upon Kick.

e

Switch the controlled temmate at will, call audi-
hies and snap the hall. The Behind-me-uuanarhanh

view is easy 10 work with.
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Grab your six-shooter — or
your Sega Menacer — and
get ready for the Wild West
shoot-'em-up that promises
to beat all shoot-'em-ups:
Mad Dog McCree is headin’
into town. Mad Dog McCree
will be the first of American
Laser Games’ arcade hits to
be converted to the Sega
CD... and it looks like a day
in the Wild West will never
be the same. The interac-
tive-style gun-slingin’ action
in this full-motion video
game will make it great for
the Sega Menacer. This
level of player interaction is
something Sega gamers are
hankerin’ for. Of course,
Mad Dog McCree will play
just fine with the control
pad... just a little tamer. You
will even have a two-player
option, with the players tak-
ing turns on each shootout.
Round up a pardner, cinch
up your gunbelt and get
ready to face some mean
hombres.

Folks in town are plumb scared to
death. Mad Dog McCree and his
band of cutthroats are headin’
their way and the sheriff ain't near
mean enough to handle one of
Mad Dogs men, let alone a whole
gang. What this town needs is a
gunslinger... you. Save the town
— and the Mayors daughter —
and get your hard-fought rewards.

But first, get in some target
practice. Mad Dog McCree will
give you plenty. Just line up the
bottles, then let ‘er rip with your
Menacer.

In town, you'll get your choice
of four different areas to clean up:
the Saloon, Sheriffs Office. Corral
and Bank. The games outcome

e

will depend on the paths you
choose. Sneak peeks at Mad Dog
McCiee reveal it is jam-packed
with amazingly vivid movie deaths
of the bad guys you exterminate,
like the guy who tumbles off the
roof of the Saloon. Shoot one of
the innocent townspeople and you
will see footage of the undertaker
completing the burial, then telling
you how many remain of the orig-
inal 62 people you're supposed to
be protecting. Get killed yourself
and you'll visit the undertaker.
Want to be buried with your boots
on, pardner?

Mad Dog has
locked the
sheriff in the &
pokey and the
bartender has
the keys,

your trigger finger itchy
for more.

You will start with three lives
and six bullets. You can add to
your store of lead by shooting any
cow skulls or spittoons you see.
Continues will also be available.
Rescue key folks from Mad Dogs
gang and they'll give you hints on
how to proceed next. You'll visit
eight stages of the Old West in all.
And this is authentic Old West —
Mad Dog McCree was shot on loca-
tion in New Mexico, which lends
the game a spectacularly realistic
look and feel.

So, get ready to grab your
Menacer and join the crowd that’
gathering to send Mad Dog scur-
rying. What more fun could a var-
mit-bustin’ kid want?
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Take it to the extreme. Road Avenger
for the Sega CD gives you the license
to do whatever it takes to wipe
S.C.U.M. (Secret Criminal Under-
ground Movement) off the highway.
Ever smash a car through a hotel
lobby? Spin off a bridge at high
speed? How about tearing up the
beach on the tail of perpetrators?
Now’s your chance! Gear up for the
ultimate hot pursuit. Road Avenger,
so much fun it should be illegal!

oA
S T

e Full CD soundtrack! L Y % =N 4 | Vo win e 4
e Digitally recorded stereo sound U EEEen - NGO B AT s
* In your face close-ups!
e Over 30 minutes of full
- motion animation!
* Heads-up-display keeps your
eyes on the action!
* Nine rubber burning stages!
* Head spinning 360
degree scrolling!

o
%, . - iy R i
Licensed by Sega of Am %0r P OR (he Sega CD'* System. Sega, Sega CD and the official %ﬂ i
seals are rademarks of Sega Enterprises, Lid. Road Avenger is a trademark of Renovation Products, e A .-{’5‘;
Ing. ©1992 Data East. 1993 Telenet (Woll team) 'Renovation Pmm:ls..,_mc. All rights M;{ i . 21
™ — §y = %
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OVERVIEW

The Terminator has been a popular figure in video games
on all platforms the past year. Now he comes to the Sega

CD in a version that definitely reaches The Next Level in

graphics, sound and game play. Virgin Games’ new Termina-

tor CD is a winner! Take Kyle Reese from a future war
between humans and mechanicals back to the past to pro-
tect Sarah Conner’s unborn child. This explosive run-and-
gun, single-player action title has spectacular graphics, an
amazing QSound soundtrack, digitized intermissions from
the film and terrific game play. You'll fall in love with this
game faster than you can say “I'll be back.”

lf}’ﬂu saw the original Termina-
{or film, you know the storyline.
Kyle Reese is sent on a trip to the
past by the leader of the Human
Alliance. His purpose is to protect
his future leader from an early ter-
mination while still in the womb
of Sarah Conner

Guide Kyle from a deadly
future of bombed-out buildings,
underground bunkersand
mechanical killing machines to a
past rife with crazed gangs, cops
who don't understand. killers on
every corner and finally—against
the Terminator himself.

Take all the 1-Ups you find. You'll
need them. The game gets very
{ouah...very auickly.

[t you play Terminator CD
through your stereo equipment,
you are in for a real treat. The
recording was mastered using
QSound™, a new technique that
widens the listening area to give
you full three-dimensional impact

30

with-only two speakers. When you
fire Kyles weapon, you'll hear the
shot and the projectile hit in areas
around you. This is quality beyond
compact disc-based digital stereo.

o )\
One grenade will take out these
metal arachnids. Just be sure you
are back far enough when you throw,
hecause the grenade will arc over
your enemy if you are too close.

On your way through you'll
collect plenty of health bonuses,
weapons power-ups and grenades.
The background graphics have
scads of parallax scrolling. Kyle has
amazingly realistic movements
that are fully rotoscoped, created
using the most recent Silicon
Graphics technology. Just watch-
ing his trench coat flapping is a
real treat. Terminator adds up as
one of the best action titles on the
Sega CD this year. Battling mecha-
nized warriors has never been so
much fun.

1:I{ behind the jeep and the hei—
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Be careful when you clear out this
big machine gun. You have the Ter-
minator to contend with next.

-}
At the end of level three, you'll find 2
hig mechanical laser. You need it to
open the right-hand wall by firing at
you. Stay low and jump the biasts.
Go right when he has opened a two-
or three-shot hole.
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This proximity alarm calls out the
troops. Take it out quickly.
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Check all Ieuels when you saan:lt Ihmnull huildings.
You'll usually find Grenades, First Aid hoxes and power-
ful exotic weapons.
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SEGA CI

BRAM STOKER'S

Dracula on the Sega CD challenges you to enter the Prince of
Darkness’ dangerous, eerie world...and The Next Level in
video games. Dracula from Sony Imagesoft uses the high-
tech graphics and sound advances of the CD well. This one-
player game draws heavily from the feature film Bram
Stoker’s Dracula, with digitized intermission scenes and
stereo soundtrack from the movie, computer-generated 3-D
models using blueprints from the movie set and digitized live
actor modeling for the main character, Jonathan Harker. Hark-
er’s life-like movements combined with the 3-D graphics add
an exciting realism to Dracula. There are places in the game
where the background rotates as Harker turns a corner. Drac-
ula on the CD is game playing at its best.

Defeating
the Undead

arker must rely on his wits and a
2’- pmbination of punches and kicks

As the 19th century vampire
hunter Jonathan Harker, you will
battle Dracula and his minions

through seven spectacular levels

ula and release your kidzg pons. He can jump forward,
Lucy, who has joi award and straight upward.
Your vampif@ es are either a single-
Travel to Cast $EOT 2 one-two punch

forest. Once you ve traversed the

forest, you enter Castle Dracula, . Harker also

Jlll'l'lil EHIEIIIHH EEIHSE ﬂIE hﬂ!l IIHIIE

forest. Miss and you'll die a hot and

grisly death.

Hnl BI’IIF llu vun have tu daai wllh llii
ferent jump distances, you also will
have to contend with flying enemies
on this bridge.

Jump over the green acid slime that
the skeletons spew and give them
tuur nunnhes to the head.

o e
each time lI!EF touch you. One hit
wil fnsh them.

st:nrniuns imlmt massiue llamage
Tima your kinlts i‘l!ﬂll

3-D skeletons are part of the back-
ground. They look menacing, but
aren’t a threat.

All the birds in the early levels can
be taken out with a punch. Birds you
run into at Level 4 and beyond will
rannlrﬂ a rmmdhnusa Kick.

Fight the Level 4 boss this way: Duck
his overhead passes, punch him
twice, then back off. Repeat as
necessary.

where you battle evil of all shapes
and sizes, including bog creatures,
Draculas mesmerizing brides and
the Count himself — as a vampire

e fadbe kick button
s " _. Aunt-like l‘:.j‘:k,

10 executéH
but tap the ®atton quickly, and

he'll deliver a vicious roundhouse.

bat. 3-D is used to good effect in Dracula delivers great arcade/
Castle Dracula; the room rotates as  action gaming in a format that
you enter and exit. From the Cas-  takes advantage of the CD5s

tle, your quest continues to strengths, though the games play

Hillingham Estate and Carfax controls could be a little tighter.
Abbey; then on to the final battle With first-rate graphics and sound,
with Dracula. Dracula on the CD shows you

W8 what is POS:SiblE at The Next Level
gjueus 8yl 1no 128} "ghea|

M
M NOA ‘BOIE UE 1i%a 0}
l.'!lﬁ 10 SAjUIAuS 8ie glamq il

uey) 1S4l S
0 ajqe 8q ou |
nof uayMm udsi

This Level 2 mid-level boss can be
taken out by ducking his overhead
passes, then punching him eight
times.
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jump forward and kick them. if you
walk forward they'll cause grave

tamage. The vines require only one
KiCK.
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o ONERVIEW..
His intelligence is legendary. His agility and power, '
a unique blend of strength and grace. He is
Ecco the Dolphin, Sega’s most famous under-
water mammal. His expanded one-player

adventures on the Sega CD will |
delight dolphin lovers and | 4@1&%"* ORI

gamers _ai_ike.

i

ECL'{} the Dolphin on the _
Sega CD introduces the use of 3-
D sound for a gaming experience
like no other. Because Eccos
undersea environment is a critical
part of the game5s beauty and chal-
lenge, Sega has added QSound™,

3-D stereo sound, to the musical -
connected to two stereo speakers,

ment into the room. This effect sur-
‘rounds you with music and
game sounds, immersing
you in Eccos undersea

world. QSound,

coupled with Ecco’

complex game play
and rich graphics, make Ecco the
Dolphin a gaming experience all
players will enjoy.

QSound™ expands Ecco’s environ-

Echoes from
_ the Deep

Ecco is a young bottlenose dol-
phin on a perilous quest across 33

- massive levels to find his pod,

mysteriously swept away in a
vicious storm. This CD version
teatures five new levels... and adds
a few surprises to the levels famil-

1ar to Genesis players.

Eccos undersea adventures
expose him to the beauty, mysteries
and dangers of the deep. His aquat-
ic quest will take him to sunken
shipwrecks, the legendary city of
Atlantis and to Deep Gate, where it
seems no air-preathing mammal
can survive. You must rely on

Ecco’ sonar to get information

~ from sea creatures and mysterious

score. When the Sega CD playeris  crystal glyphs. Sharks and other

deadly enemies cross your path

often... and you must always

remember that you need air to live.
Ecco the Dolphin is a rewarding

and spectacular game. It has a pass-

word feature to let you save your

progress; you wont finish this game

in one day: Think like a dolphin,
move like a dolphin and, with
QSound, live in the dolphins
world. Ecco the Dolphin 1s one

of a kind.
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The smw-mnuint.l sea turile sarv{‘ﬁs a
purpose for uuml{-wiﬂen dolphins. -
He looks big enough to use as a .
shield and heavy enouch fo drop ol - |
an anchor, no matier r how strong e EERE—,

gurrent.
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Power Glyph 1o the fay left :?!?:Eﬂ
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nnmrily invin ihl -

| mlr anhninnaﬂnn tu ﬂnﬂ thu
HI :shmdnn uehind the roCKs. You

HE&ﬂ their messages of their magic

POWEr.
Press Button A to activate
Ecco’s sonar. Use sonar to get spe-
cial messages from the crystal glyphs and
other sea animals. Hold down Button A for a map
showing Ecco’s location.

Button B makes Ecco charge. Use this with the D-Button to catch fish
or to attack enemies.

Button C is Ecco’s swim hutton. Press C repeatedly to build speed, then
hold it down to maintain your speed.

[T |
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The Library i the Iusl Cily ul nlla Hs

nas informatio
esting. Find it it You will find intey-
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o101 T _GAME-OVER

You'll find food throughout the game.  Sometimes, you'll find it most useful
It gives you a recharge on your ener-- o use your énemies.as a weapon.
gy bar. Use it strategically by waiting  Toss them'at I!lﬂir nasty friends for
until you are low on eneray hefore great aﬂenf

““grahbing the shack.

Y G =0 $o TR R
e =25 GEHME OVEK

= e —— o ——

OVERVIEW

A -
.

v - it ¥ 5 r
4 ; ' - — g
Fighting fans, prepare! Final Fight CD from Segais on its | itk B =
way. This hard-punching, facekicking, two-player fightin’ ERD ,_..;
title features six solid levels of street-brawl action. Fresh ;' o

ﬁomﬂwammmmfwﬂmsmwmusm _ __ | |
stereo sounds, anew tWoisiyer simultanaous modeand Inthis Sega CD exclusive Time
new areas. Join Mike Haggar, his soon-to-he sominlaw Cody  \ynen youre brawlin’ with Eddie and  Attack area, decide in advance if you

and his buddy Guy, as they clear out the Mad Gear Gangand - his life meter is running low, watch  are going to work with or against
rescue Mike’s daughter Jessica. It's a fist-to-face frenzy! out. Bullets will soon be flying! your pal.

Y:ru and a bud can choose .« . whole new stage and either work
between Haggar, Guy and Cody to  together or against each other in a
head out and kick some Mad Gear . timed, furious bout. The punch

booty. You'll bust your way . and kick combinations and back-
through the Slums, the Subway. .« . bre ing throws have never been
Park, the West Side, an Industrial bétfﬁr This color-filled CD has a
Area, Uptown and the Bay Area. chgltal ?;:'iﬁ.{ {;
There’ a fantastic new feature, the  yourengun *Emal Fight CD is defi- k
Time Attack option, where you mtel}f -:n:::mbat supreme
and a friend can vie for points ina .

In many areas you'll find that just
standing in the center and wailing
away with the pipe will clear the

area nicely.

Leaping kicks wII floor your oppo-

Jump-Kicks and throwing knives are  When IHHIHQ on I|1E SHIIH BIISS hang nents each time 1|1|3y Iry to stand up.

most effective against knife-wield- out by the door and take out the
ing bad guys. henchmen as they enter the level.

l i? DD?DU{} G?

Hl ¥R oy :
(& EhE N ‘: ':!' ‘rtllli*

In the Iasl staua the Bav nrea vnn II
go up against consecutive groups of
each individual type of enemy.
Remember how you heat them
before and use the same strategy to
beat them up auam

Collect points in the bonus rounds. H

Here’s a winning strategy to beat the

Samurai. Avoid the Samurai’s dash-  you enabled the feature on the 5
es, kick him in the head, and grab Options screen, every hundred thou- g -—-
his sword. Repeat as necessary. ' %

sand will get you a Continue:
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_ sewn ternfymg levels, from the treachemus

ns and fc rests of Transylvania all the way to Castle

| : Aﬂﬂ Jllst like in the movie, Dracula will attack as

? a bat, a vicious wolf, even an old man. But whatever form
Dracula takes...make no mistake, he must be stopped!

Bram Stoker’s Dracula. IT’'S A WHOLE NEW GAME.

Coming soon for Genesis and Game Gear.

IMAGESOFT

Bram Stoker’s Dracula is distributed by Sony Imagesoft, 9200 Sunset Boulevard, Suite 820, Los Angeles, CA 9DDE9. Sony Imagesoft and Imagesoft are trademarks of Sony Electronic Publshing Company, ©1992 Sony Electronic Publshing Company. Bram Stoker's Dracula™ i a
tradernark of Columbia Pictures Indusines, Ing. £1992 Columbea Pictures Industries. Inc. Al nights reserved. Sega. Seqa CO. Genesis, Game Gear are trademarks of Sega Enferprises Lid.
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[M BOB, AND THIS IS MY GLN

I've got two years left on my warranty, but it won’t
cover half the grief I've got coming. Most of these
hall crawlers don’t know me from a toaster, but they
still keep trying to cut my power in more ways than
Dad ever warned me about. I've got some pretty
awesome firepower, and I can dish out as much as

I can take. But I gotta tell you, a guy can only bounce
back from so much. If | don’t get outta here fast, I'll
have to change my name to Shish Ke-B.0.B.
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I've added on so many tricked-out

gadgets, | don’'t know which parts were
factory original anymore.
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| can get along with pretty much anybody,
but if | have to I've got six flavors of
firepower to clear the corridors.
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With forty-five levels between
me and the door, getting there will
be half the fun.

ELECTRONIC ARTS’



GENESIS

OVERVIEW

Time to pick up your sword, dust off your spell book and
jump into a land of myth and magic. Sega’'s new Shining
Force is a grand, sweeping battle adventure against Dark
Dragon and ultimate evil. This role-play blockbuster gives
you direct control of more than 30 characters! Shining
Force is a giant of a game with eight chapters filled with
adventure, magic and science fiction.

Ycru are a young swordsman-
in-training in the village of
Guardiana. The Gate of the
Ancients, which was sealed a
thousand years ago, is in danger
of being re-opened. Dark Dragon
seeks a return to the world so he
can again spread terror and evil.
Guardianas historical task is
guarding the Gate. The king has
asked for a select group of highly
skilled young wartriors to under-
take a dangerous mission. You are
in charge of this group, known as
the Shining Force. Your task?
Fight Kane, leader of the armies of
Runefaust, and prevent the return
of the Dark Dragon. Good luck
and good hunting,

Shining Force is broken up into
eight different chapters starting
with Runefaust Invasion. The
interface makes it easy to
exchange items, use magic, search
for treasure and other items, and
move your characters around at
will, especially in towns. In com-
bat, character movement is deter-
mined by status and the
surrounding terrain.

A big change from typical role-
playing fare is that when you lose
your main player life — which can
happen often if you're a beginning
player — you keep your experi-
ence points and any new levels
gained. This makes Shining Force a
winner of a game for players of
every skill range. Though strategic
players will get farther faster, hack
‘n slash players also eventually win
by virtue of ever-increasing
strength and magical powers.

Terrific 3-D battle-screens,
stereo sound and highly tactical
RPG action round out the cart.
The battles take place over a
wealth of different scenic areas.
Each region is shown in detal
when you enter fighting scenes.
You'll find many different power-
ups in your travels — speed rings,
resistance potions, power potions,
shower of life spells and plenty of
new weapons that can't be bought
in the stores.

A Force of 30

Unlike most other RPGs, you
begin with a ready-made group
that joins you immediately at the
start of the game. Your first adven-
turers are Luke the Warrior, Ken
the Knight, Tao the Apprentice
Mage, the Elven Archer Hans and
Lowe the Priest. Their skills are
diverse enough to get you through
the first few battles without too
many sudden deaths and raisings
from the dead. During the course
of the game you'll collect over 30
different Knights, Mages, Priests,
beasts and other character types,
each with different strengths and
abilities both magical and non-
magical. You can play these char-
acters in any mix of 12, and
change the mix when in towns.
You'll find that this game has
more twists than a Hitchcock
movie. Each time you think that
you've got Kane and avoided the
Dark Dragon’ return, Kane will
mysteriously slip through your
fingertips! But keep at it. Shining
Force is worth every minute.
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emember to visit the Friar as soon
gs possible upon npmnl&tmn ofa
battle. Have him raise any dead
comrades before saving. i you IEmI
up in a surprise hattle latnr_. you'll
have your whole force qyvailable o

fight.

Build your magic uses’ '
_ | experience
points as quickly as possible. They

have very litile defensive
_ power
must increase levels tg get it. 2y

n set different strengths of ‘
spells hefore letting Ihﬂm‘tw. Don't
waste magic points by using a pow-
erful speliona weakened enemy.

Priests are more important

es| as you
gain in levels, Build them up ag
Quickly as possible and they'll haye
greater magical abilities, and will pe

able to use them at 3 longer distance,

Learn to treat each hatﬂn tiffe
Sumﬂtlmﬂs_ it is better to split Iﬁﬂﬂl’.
your force into two or three distinct
fronts. Other battjes will be better
fought as a single unified force,

ko




! I: some war- Once you have members of the Force
n

————— ; jrdmen. These Nast level 10, they can be promoted
Once your magic users gain addi- riors who are Bir lly useful 10 a new character class. While you

. jors are rea
\;Ilégﬁgﬂ?‘g;ngn go anywhere. Can do this right away, it is better g
e

wait until your Ccharacters are at
level 14 or 15, because the new
class will be at level

&) lional levels of spells, they can tar-
get multiple enemies with each cast.

When you're stuck and can't seem to
[y, 90 any further, search everything

&8 auain. Try other towns on the map.

£ Talk to everyone. There Is @ solution!

o= :. e

grone, Eﬂher_ figh
Mttn the right side of
the far left path 10

In the battle for
with all the Force

reen or take | -
Tﬁﬂi:ﬂﬂ. This way you won'l have

' ‘ d Giant Bals
al with Snipers ant
thile trapped on a bridge.

e ade the
S $000 25 )1 upar
on as you are able, _
j:usesal:mns and strenaths of those in

your force who can attack from a
distance.

-

When preparing for hattle, let your
priests hang back. They have little
defensive power. Move them for-
Ward when you get the chance to let
them finish off nearly killed ene-
mies. This way, they’ll get experi-
ENce points not related fo magic use
and become stronger much more
auickly.

L
RILrEL

This game gives you the chance to
sell almost anything. When you are
booged down with useless items...
sell, sell, sell

At ne Weapons Stores you can both

* ,. She T throughout your trogp to see if they
o each batle, visit Nova athead- oo o and to verify that

nﬂa;g:g Ia‘t:]ﬂagg Advice. He'lltell ooy nar o them.

3:: how best to proceed with the

next fight.

sega Yisions o June/July 1333

buy and sell items. Try various items

4
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nﬂE( a character has heen promoted,

=

I Dark O
L1 P Y

't forget to hatch the Domingo :
233 unuge you have Domingo, he can Eﬂf him with weapons that may haye
_ Een previously unusable, The result
could be a much stronger character.

Gertain members of your force will

have the ability to attack fro '
m -
tance of two or three sguares aivnaf fly ovor walls and Wart.Zr e o e
from your enemies. Be sure pot 1 amazing magic. For instance,
nlace them in immedi el Desoul spell, which puls 1he S
morspo Lo out of living enemies, makes them

as they cannot attack adjacent
Squares and can't defend them-
selves very well.

gxpire immediately.

-------

You'll collect lots of magic u§ars.
Use them all on your team. It's worth
the time to raise tham t::! riaa?ma:g:gs
Push this cart. You'|| make som levels. With a team thats
o ' el ‘ have real
grumpy, but you'll alse fin and half warriors, you
- fighting mauic!

most sirategic decisions

3 |
the
One ding among the

you'll make is decl

ill
30-plus characters that you Wi @ patis
euai:ﬂualw have available for haﬂle:s. 4 |
Check their stats carefully and don't RI ndo -
hesitate 1o replace a member Who IS

consistently a problem. 1. Headquarters
2. Weapon Shop
3. This sign an-
nounces what is to
happen at this
empty lot
4. The Theater
9. Friar
6. The mayor’s home
7. An inventor and his
When you've won the battle af 8. Item shop
Alterone, talk to the King. He'll ey | °~ SuPRIY room: Find |
you to pull the dragon’s head pra- the ireasure chest
Eiir'; IHE;:?: wall iﬂ the castle, A 10. The mayor's ship
age wi
watertall ge Will open under the |
Dok Haoe , | -
Put your strongest fighters up ; i A ’
: : . Magic n - it
against enemies using magic. e Rantz (a knight i . 4, %
erally don't have much in ght In a steam-powered suit) joins i PR o
:1:: iﬁa{"ﬂt ﬂe!gnse and you can kill ;‘Esvg'gl::mqr ﬂr your Shining Force, He naln muﬂ'f;gfm"g E;':F“? arly. This guy is worth having
them quickly with a powerful fighter. Quickly as possible and he'll help yoy 2 great deal. agical punishment. Raise his
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4, Secret passage: will

| 1. Meet the Alterone
Alterone Castle King here be revealed after
2 Alterone Dungeon meeling Chip
— Lower Level Gail) 5, Treasure Room
3. Friar

Alterone
Village

1. Headquarters
2. ltem Shop

3. Weapon Shop
4, Friar

5. Cart: Push towards
girl at 6.

6. Girl w/new dress:
She will push you in
the water and you
will driftto 7.

7. Treasure Chest

8. Underground Trea-
sure Room

9. Underground Trea-
sure Room

10. Treasure Room
11. Alterone Castle

h L . e T _,___“H':.___

Atter you've explored the town,
you'll end up in Alterone’s jail.
gave with the helpful Friar you'll
meet in jail and then se arch the
prison cell very carefully. Some-
one will arrive to help you get out
via a secrel passage.

sl —_— e - -

"
rrrrrrrr

- - -

gearch the entire village hefore talking to whomever you are supposed to (in this case, the King of Alterone). That
way if you end up in a hatile, you've already gathered what you need from the town. In this town avoid the king
until you've talked with everyone else, done your shopping and saved. Don't forget to re-explore the village upon

winning the hattle.
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Last month Sega Visions gave
| ou an eye-popping review of Vir-
'gin’s Cool SPOT, one of the best titles to
come down the Genesis road this year.
ith its awesome graphics, pumping music and

M

OVERVIEW

edge-of-your-seat game play, Cool SPOT has became a cool
standard in the hippest gaming circles.

Imse of you who have played
Cool SPOT know just how massive
each of the 11 levels really is. With
complicated twists, turns and
obstacles...and working against the
clock...making progress is a chal-
lenge worthy of the sharpest
gamers. The object is pretty sim-
ple. Free your SPOT buddies from

44

the black-and-white checked cap
ture cages of Wicked Will, a col-
lector of rare stuff. Before you can
free your friends, you must collect
a certain number of Cool SPOTS.
And you must do it before time is
up. This is no Casper Milquetoast
game.

Return of
the Monster
Maps!

The big question is...so how do
you get through these really tough
levels? Simple. You read the maps.
What we have here are three of the
toughest levels of the game, laid
out in a style that will give you a

solid idea of what to do, where to
go and how to get there. The

Space.
blast ‘em.

eqa Yisions e June/July 1993

rakesal
: Chattering teeth and

rest—making leaps with split-sec-
ond timing, blasting critters with
bursts of 7-UP, and dodging and
moving with skill that would
make a ninja proud—is up to you!
And do you really think we'd give
you all the hints and tips? NOT!
We're just pointing the way. Send
us your hints and tips so we can
let the world know just how good
a Cool SPOT player you really are.

\anes round out the
s maze-like level




gution A: Jump or Fire

| Fire
-Button  gytton B: Jump OF
; Eli’utﬁn = n C: Jump or Fire
moves S Butto

B and C can be Jump
round. Press _ o ons A, Fire and

| 5 3 Pnal duck. Press D= eured to be w:n Screen

| e ¢ ot maigﬂsm Button 10 ma“l:e putions in the Op .

Py, .-m e 5E _ .:--:_-:--:;._5 . Button plus rsts in all eig Start Button: Pau

" FM has to o ~ POt flick 7-UP bu

do what he : |

A hero has 10

o drestions.

1. Start Here, 2. Not only js

1he room messy, but tacky 100, 3, gimp ladder to pile up SpoT
bonuses. 4. Hidden treasures Jurk behind boxes. 5. Crisp and clean n

- LOOK in back
life and restan Where you raiseq the last flag. 10,

up toys waiting for an ambush
€N treasure. 13. This rolling ball takes a lot of fizzing, Save some
lime and just ro| through it, 14, SPOT 3 + 19. Refreshments ROp up in the
Strangest places. 15, This is the Iast flag. From here on, you are on your g

OT bonuses just beca

Wn. 17. Don’t pass up
use you have enough to 90 for the cage. gg for the bonys level! 18, Fizz the
lock to free SPOT’s friend from Wickegd Will's cage.

i A

45
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e el |

1. Start here. 2. Jump left, fizz the froggies and move on. 3. 7-UP logos will add to your SPOTSs. 4. If it's green, fizz it! 5. Frogs
sit outside the wading pool as well. 6. Look hefore you leap. 7. Follow some hubbles up to flying saucers and hlimps. 8. Have
a glass of 7-UP to restore your strength. What else would SPOT drink? 9. This is a good time to raise a flag. 10. Bouncing
bubbles pop SPOT higher. 11. Bombing biplanes keep things hot in the skies. 12. Look for a timer to turn back the clock.
13. Find a logo...get more points. 14. Someone say flag? Raise it high, SPOT! 15. If you think you’re stuck, just look up, down

or a little further out. 16. Add this 7-UP logo to your points. 17. You have made it to the cage. If a hand is pointing you away, it |

46

means you to not have enough Cool points. Backtrack until you get a message, then try it again!

T P - P T
T R 3
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1. Your ride starts here. 2. There's a 7-UP bonus on the cow catcher. 3. Some railroad cars have valua
low road to avoid fire from the bandits. 5. There’s dots behind that there tennis ball. Watch for the min
cargo car fo find a 7-UP Glass...and full strength. 7. Some large balloons hide surprises. 8. Stick to the
9. Raise the flag to avoid a lengthy repeat train ride...if you don’t make it the first time. 10. A glass of |
may leave a littie loot behind when you fizz them away. 12. Time for timers. Turn back the clock here
blimps. 14. Treasure, treasure, everywhere! 15. Flying saucers will give you a lift. 16. Raise this seco
column of 7-UPs will add up. 18. Them bandits seem to he everywhere! 19. This alass nf 7-1D ia ===~
make the bonus level. 21. Unless you are pressed for time, the timer isn’t wortr

from captivity with a fizz to the lock.

Around

TheIre‘s nothing like a dip in the

| Pool to cool you off. But splas

- . SPQT here and you lose apl,ife!h

i Ships and lily pads are safe places to
vy Iar_ld. Frogs don' like red and can

& spit with uncanny accuracy. Cross

o [he wading pool and you'll take a

ride over water on the red blimps.
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OVERVIEW

Jungle Strike is Electronic Arts’ answer to action/simuia-
tion fans who hoped for a sequel to match EA’s popular
Desert Strike. Jam-packed with a big 16 megs of realistic
combat action and exciting military muscle, Jungle Strike
is hilled the sequel to Desert Strike, and it takes its legacy
seriously. Jungle Strike boasts arcade-quality scrolling play
fields and booming digital sound. The game play is intense,
with nine huge, complex missions you have to complete
and four different military vehicles you have to master.

Your briefing at the White House is
interrupted by the news of a terrorist
attack on the city. First stop — pro-
tect the National Monuments.

The Hovercraft can chase the terror-
ists on land and sea. Blast these
powerboats with missile fire. They're
carrying deadly plutonium Ship-
ments.

[ r 4

r.t Lm-m:n:. ZONE

-f'..;"‘*.r"--"ﬁ.r -n.:"_..r B P

\H_F
i: '-‘-f:-*'“"'i:p“‘h < o
:E" e i P

: _ FIESS Siart 10 hrmg ui:l llu‘.l mlﬂlt:-
Rescue Wild Bill, the best co-pilotin  gence map, which details the loca-
the business, at the Snow Foriress tion of targets and supplies, briefs
prison compound. Watch out for you on your mission, and tracks your
multiple fire from the Guard Towers.  ammo supply and armor level. Use .
the map freguently to track your
position.
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In your last I'I'IiSSi[Iﬂ Wasllmgtnn
D.C. is under heavy siege. Your first
joh is to escort the President’s Air
Force One chopper out of the city.
Neutralize the oncoming opposition
until it's safely away.

I(nuuk out the trammg camp’s radar
screen by blasting the mobile radar
trucks. Hit the tanks guarding them
first, though — these tin cans can
rip you to shreds in seconds. | g
anatrate llle mnuntain alrslriu ami
destroy the runway and the enemy
Stealth fighters. Keep a close eye
out for aftack helicopters and mabile
cannon. Hit them first — and hard!

-——
H*
-
p | A

Glear the streets of the capital of
enemy firepower, then hunt down
_ the escaping Madman and Drug
- Lord. Another threat will soon erupt:
18-wheelers ioaded with nuclear
weapons ateé ﬂﬂaﬂnn flown on the
White Hm:ss1 |

%’-.f"ﬁ

The Drug Lord has some nasty tricks
up his sleeve, like hidden interconti-
nental missiles. Destroy them at the
Depot. Beware of roving helicopters.

This isn't your grandparents’ RV and
the guys manning it aren’t a group of
sight-seers. The terrorists’ Heavily

- Armored RY (HARV) has deadly fire-
power to back up its nearly impene-
trable armor. Shower them with
missiles before they dust the Wash-
ington Monument.

In the Night Strike mission, you fly
by the seat of your panis until your
missile fire lights up the jungle
night. Pick up flare-waving POWs.
Beware of roving atiack helicopters.

Hasnue Hm nauturan nuulear smen
tists rotting in the terrorists’ prison
pits. Pick them up and return them to
the Iandmg znne

5 '-_
} .l'
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Revenge is the name of the
game... and [bn Kilbaba, the son of
the Desert Madman, will stop at
nothing to avenge his father death,
including blowing up Washington,
D.C. His vengeful quest is aided by
Drug Lord Carlos Ortega. Their
plans to bring the West to its knees
will chill your blood... but then
you'e the only fighter pilot cold-
blooded enough to take them on
single-handed.

Against All
Odds

Your mission is to stop the terror-
ists before they assemble and
deploy a nuclear bomb to erase
Washington, D.C., from the map.
You will fly nine hard-hitting cam-
paigns and cover more than 50
missions. From the terrorist-infest-
ed streets of Washington, D.C
your campaigns take you
into dangerous jungle mgQ

your state-of-the-art
Attack Chopper, but ynu’ll com-
mandeer an Attack Hovercraft, F-
117A Nighthawk Stealth Fighter
and Special Forces “Rattler” Assault
Motorcycle during three cam-
paigns. All vehicles are heavily
armed with massive Hellfire and
rapid-fire Hydra missiles, Bombs,
Water Mines, Land Mines, Chain
Gun or Machine Gun.

Jungle Strike’s complex missions,
heavy combat action, realistic digi-
tal sound and first-rate graphics
make for a sensational game.
Action/simulation fans, enlist for
Jungle Strike today

4



OVERVIEW

il:htlte fall of the Iron Curtain, Russia’s hottest and most
“formidable multi-role fighter, the Mig-29, now falls into

;:I:i'::‘i'nur hands. Mig-29 Fighter Pilot, from Domark, will give
= flight/battle sim fans their fill of combat-heavy action and
precision flying. And the use of polygon graphics makes for
blazing speed as you zoom through the game's three-
dimensional terrain. Gamers who are technically inclined
know that polygon graphics provide the fastest scene
changes for first-person games. By breaking s¢enes down
into collections of polygons, the computer can manipulate
them at a faster rate, making for greater speeds without

east...and into your first dangerous
Imission.

Mission:
impossible
Your missions will take you into

deadly enemy airspace as you take
out the Generals communications

begins producing nuclear war-
heads. Your target skills must be
right on the money..or the world
will pay the price. Destroy the
main building next to the reactor
and you may cause a breach in the
containment wall, releasing
radioactive materials or even caus-
ing a nuclear explosion. Not a

-------

IHEHTONESHUECTESCLIN T |

Tailor your weapons selection
toward your mission requirements. If
attacking ground targets, stock up on
air-to-surface missiles and rockets.

Having difficulty landing your Mig-
29? Use the Autoland option for a
ﬂl[:!ure ﬂertﬂu! Iandlﬂq

If you need help with aerial refuel-
ing, seiect the Auto Refuel option.

--------
||| T

DISBEHSE nhaﬂ aml flare decoys
when you get an enemy missile
launch message. They will divert
enemy missiles.

Use ﬂIﬁErEnt View uﬂltuns tﬂ snan
areas around you for enemy targets.

loss of detail.
Yuu are in charge of spearhead-  rescue a captured sub and directly ;":P'r"ﬂg dﬂﬂlfstill‘]{rﬂ rllrIIH Etger EEIITEES e
EIATO fomfaﬁjdlie;m i tengw - E:ﬂ:’%? get will onsure vﬂ don't get ?ﬂught

Hasouz, leader of a tem  astaging post on Hasouzs airtield. in a deadly gauntiet.

~ state called Arzaria. Hasouz has Complete your fourth mission — & A i b #id [ —

~ invaded Sautar, an oil-rich princi- ~ code-named Operation Iron Hand :']'13:*5 Stl!l‘_f’ the lar_getﬂinuiuatur ]1? red

 pality and now controls 25 percent.  — : ‘ efore firing a guided weapon. Your

e Df thl; ﬁﬂgzg Sl.lppl]; 2 ; dﬂrﬁlﬁ-ﬁ;ir;lf‘?sﬂﬂi l;:‘ﬂ;’: lBLl[ chances of a hit increase to 90 percent.

P Youll fly a series of intense SCUDHﬂssﬂesstandbemeé:nyDu TR
combat missions to liberate Sautar.  and success. Some of the SCUDs e ‘““'_L.&__ﬁ =
But first get your feet wet with don't appear on your radar...so be
Training Missions. Once you'rein  sure you have enough cannon and
full control of the Mig-295 awe- rockets to handle them. Your final Your aﬂgmumgrs will gel yﬂ“ mﬂ m
some firepower and maneuver- mission is to decommission the frouble in @ hurry. But if you don'’t
ability, you're ready to head Generals nuclear reactor before it watch your fuel gauge, they will get

you back into trouble just as quickly.

Rivers and roads mahe uud Iatl

Hlttmu the suh rlurmu Uperation Blue  point a target.
Sea-Sprite will cost you. The tugs
sunsell se
gop MOJIA BRI are your targes.
moj W
19igo VOIS L
padde M S8 a1 ‘GunINY ORJS =
deuw AnoA 19}
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3 PHAIRGY, JUSS TOMING

388" " PR AGEY”

‘Pay attention to your group com-
manter during the mission hriefings.
Certain mission objectives must be

: : in he area when
{or other structures mﬂmﬂn‘l want to run-

ou W
attacking grount iarﬁ]‘%;;; ~ecured your saety from

into a huilding after oy
L omndatacks. o ——

T T T L e Tk R ) s
e "..'.'I-I'“!r oorlh] vl L7 s *
uol Ll 4T |Il|'_"' L 5

s .

To select a weapon, hold the B But-
i ton down, then use the D-Button fo
B highlight the weapon you want. To

T e i select targets, tap the B Button until
JE - % the target you want is highlighted by
Lok eyl % % ) HYE
- Fly the Traipin e : , bi o | ¢o jL 8
 and groung gy i 10D KA ety force on WrouG SR
- 1he contr * g-270 missiles I o thal are undetected by ratdt:
s yets... especially ONCS 740

7

Make sure your brakes are oft dur-
ing fake off. The X indicates 0ff and
the check mark indicates 0n.
Remember to retract your landing
gear once you're airborne.

3 e

les on
ground targets. The AS-7 are short-
e range surface-to-air missiles; the AS-
8 will take out longer range targets.

L |
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O BERESIS

F-15

STRIKE ERG\X\\

F-15 Strike Eagle Il by Micro Prose is a flight/battle simula-
tion that puts you behind the stick of America’s most radi-
cal jet fighter, the F-15 Eagle. Starting as a second
lieutenant, you must fly six detailed combat missions in
areas ranging from Libya to Europe, destroying targets like
Nuclear Power Plants, Enemy Bases and Patrol Boats. Your
F-15 Eagle fighter is armed to the teeth with Sidewinder,
AMRAAM and Maverick Missiles, as well as Cannon. And
you'll need them all, because the skies ahead are filled
with the deadliest fighters in the world, from the Russian
Su-27 Flanker to the French Mirage F-1. You'll even go
wing-to-wing against American fighters such as the F4
Phantom and the F-5 Tiger...in enemy hands, of course!

LT Ly S T a g T b

H ;naa? ﬁliééiles 'i_nnll on o you, you

will hear a constant high tone. Dis- If the odds are gy

overwhelmip
ov (chaft and flares) 10 YOUr aircraf j 0 and
pense a decoy ( Cheese, don't hg‘;f;:g'_mrned fo sn:,gs

elter to suryjye and fight
town in flames,

fool the missiles and keep them

ing off your tail.
from hiasting tay than o 0o

o L —— iy é\ :
With afterburners on, your F-15 can
reach speeds approaching Mach 1.5.
While this is greal for outrunning
enemy fighters or getting to a target
quickly, this uses up lots of fuel.
Keep an eye on your fuel gauge.

Flﬁ Strike Eagle II has tour dif-
ficulty levels — Rookie, Pilot, Vet-
eran and Ace — to accommodate
all skill levels. Options allow you
to customize the game L0 youk
playing style. The game features
the Heads-Up-Bisplayiview:of an
F-15, complete with boxed target
grids and a lock-on tone that will
give you white knuekles. [t plays
equally well for those who like to
fire a missile, then jink to salety, or
for those daredevils who like to
ride an enemy’s exhaust with can-
non blazing.

The realism of this combat sim
is intensified by ground attacks
from fixed and mobile surface-to-
air missiles. 1f a missile locks onto
your fighter, wait until the last sec-
ond to use your chaft or flares,

press Button A and the D-Bution Up

at the same time 1o kick in the after- th

bumers for a quick takeoft or to out-
run an enemy fighter.

.g. R el
B, . [

S Gy |
i R

Wait until the hexagon missile i
_ e indi-

:'a;n;_ltsl red to increase your nhant:a
I,

use Sidewinder Missiles on enemy
fighters that are close and AMRAA
Missiles on those {arther away.

5 | Seqa Visions o JunefJuly 1993

since if one missile finds you, more
follow. Multiple lock-ons tend to
be the rule. While waiting until the
ast second to take evasive maneu-
vers 1s risky, its necessary since
your chaff and flares only stay
activedor a short period of time.
You cannot i1se another until the
decoys have burned out.

Quick witsand reflexes...as
well as theability; to keep cool
under pressure.sare a must for
survival. [fyou succeed there are
medals and promotions in your
future. If you fail, you just might
get a job as a desk jockey. F-15
Strike Eagle Il is a challenging game
that will leave your palms sweating
and heart racing. So put on a flight
suit and come soar with the
Eagles, if you dare.

: 1~*ur’\J'_ L_ﬂ L _ &

Your Cannon is eftective agaprcy
agai

0in ground and air taryelsg. J:::II

femember that it has 2 short range.

g
s. flestroy
a:gm :amals you can find for extra
points.

> . mr;i
El of J'E.
5 2]
”:F|ﬂ

FEFSS STHRT I COMTIME

After an intense dogfight, acce
_ . $s the
map to pinpoint your present loca-

lion in reference tg the
friendly base. S
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©Take outthe toughest opponents fir = oy
© whenfacing several ynes of enemy. . ThE fadar itg j g g
fighters such as the Su-27, Mio 25 S1ay) Shouli be gegygys
T, and-Mig 29. 1t may make your day a Fuﬁm,ﬂi fpu
PR gk litle easier. . >~ < TMMerS 1o ygyy

-
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RUA
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L
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R Fy

e e e O3 T o i ot i
ive missi \ i ast to avoid some
SUCCESS, ya s the easiest. EE‘E“;;%W ratlar. Just be sure to watch
iries e ur aititude. The ground can come
s ~ up awful fast.

G p— -'__:_.'*".lL'i B
o A g o

Keep an eye on Your'
., - approaching a grount

may end up with a parade of enet I & -

= fighters Ilﬂlim_l you and a ¥ -~ . ’
qunfire and missiles heading=e88, —— vopl ~ ¢ j N
our tailpipe. T e At F

towards ¥ ‘.AﬂEr downinga Gopn: -5 F

nd an
| & e [0 gloat, Wheye there's ﬂﬂg.

= __ S Sure to be morg, g
=1 By |\ Secondary 1oy CL10 e Pri-
ns - _.?.—f 3 3 _ ﬂﬂ ; y Tﬂf!lﬂts ﬂ You

—— . i

S i () ‘:i'_u't,T.-':; C e .-f“ _
Keep in mind, if you destrg = i3 -8
bl a Sur- ¢ . :
face to Air Missile Battery :n w:i use the rear and side-view optio T
Way 1o a farget, you won't have g 1o check for enemy fightersar o e T

face it on your way home. you. o >

b

5 - il
" il
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BENESIS
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if you're tired of swinging swords, rescuing princesses,
fighting dragons and casting spells, you’ll want to take
note of Puggsy by Psygnosis. This comic action cart is
always fun, often hilarious and offers solid challenges for
action and puzzie/maze gamers alike. Puggsy features
crisp, colorful graphics, wonderful music and great

sound effects. It even has a special Junior level for

younger gamers.

.rhe star of the game is Puggsy,
an alien who has had his spaceship
stolen by raccoons. The masked
bandits have taken his ship to
Raclantis as a trophy for their ruler.
Puggsy fun-filled quest takes place
over 51 levels, through 17 loca-
tions. Defeat the five World
Guardians and you get to battle the
final Guardian for your ride home.
Each level of Puggsy is a puzzle.
Most levels contain what are called
“events.” These take the form of
switches, locks, ropes, cannons,
etc. and are activated by using one

Use a unmhinatin ufh& !anan
bouncy ball te bounce out of the pit.
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Use the balloon o float and get the
sneakers. Air Pugasy?
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of the objects Puggsy can pick up
and use. Event/object combina-
tions can be as simple as a key in a
lock or as complex as setting multi-
ple switches.

Some situations can only be
solved by getting your enemies to
help! In the Pyramids, for exam-
ple, Puggsy must get the enemy
character to follow him and solve
the puzzle. Each of the locations,
such as the Beach, Splinter Town
and Star Fall Lake, contain multi-
ple levels that get progressively
more challenging,

Guns bounce higher than bouncy
halls.
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Levers must be set correctly lo
proceed.
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Use objects to scale ohstacles you

Use ohjects to activaie

K.

G0 left and pick up two
barrels — one at a time

if needed. Stack them
slightly to the right of

where you started the

level. Jump on the barrels to
be able to reach the area above you.




The shield will give you limit
ed invincibility.
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Puggsy is a lightweight alien. You'll
need some exira weight.

You'll need the shield to get past the
fish.
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He's a bug-eyed teen-age android with antennae instead of
ears, a gun to rival Rambo... and a major teen-age problem.
He crashed his space-age wheels on Planet Goth and his
blind date’s waiting. Life in the next century doesn’t get

any easier if you're B.0.B.

B-OB., from Electronic Arts, is
51 maze-like levels of laser-blastin’,
flame-throwin’ fun that takes the
teen android from the subterranean
depths of Goth to the outer reaches
of Ultraworld in search of a new set
of wheels so he can make his date
on time. B.O.B.5 search is ham-
pered by a motley menagerie of
space creatures, monsters and
machines, including Floating
Mines, Snout Monsters and giant
Potato Heads. In each level, B.O.B.
must find the teleporter that will
transport him to the next level.
Each level is timed, including the
boss levels. After all, his dates not
going to wait all night!

B.0O.B.s gun is an awesome
arsenal-in-one. It carries ammo
of varying firepower, from Sin-
gle-shot (the weakest) to the
‘powerful Wave. Or you can save
your ammo and switch to the

Punch, a large fist for hand-to-
hand combat.

Remote

Control

B.O.B. also has a supply of super-
gadgets called remotes that help
him out of jams. Remotes include
the Trampoline; the Shield, a force
field; and the Helicopter Hat,
which makes B.O.B. airborne.
B.O.B. can switch ammo and

3b

remotes from the inventory screen
or the play screen. To switch
ammo on the fly, hold down But-
ton A, then press Button B to
scroll. To switch remotes, hold
Button C and press Button B.

B.O.B. teases your funny bone
as much as it tests your skills. The
excellent graphics depict B.O.B. as
amelted B.L.O.B. or as incinerated
metal-dust if you let his power bar
or time run out. But B.O.B.5 sense
of humor shines through even
when something bad happens to
him. The password feature lets you
save your progress during the
game. With so many levels and
spacey monsters, B.O.B. spells big-
time EU.N.

Pick up all the bonus remotes you
can in the early levels. Your max is
nine of each. This bonus to the right
of the transporter in Level 1 adds
three Helicopter Hats to your arsenal.
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Wrenches are power-ups. This one’s
on the second platform by the ladder.
First you'll have to take out the Robot.

Leaping before you look will scram-
ble B.0.B.’s circuils and cause hils
to his power bar.

Some amma is more effective than
others. Single-shot ammo is the
least effective; the Wave will wipe
out everything. Save your heavy-duty
ammo for the later levels.

Replenish your arsenal with bonus
ammo. Pick up this Triple-shot
bonus as soon as you enter Level 2.
It's on the far right ledge.

et T el ™ e

Switch your ammo to the Wave
when facing crawling creepies like
this Crab and Crawling Bugs. It's
killer bug spray.
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B.0.B. picks up a set of space-age .,
wheels in Level 7. Stay away from PR
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Find the rechargers and B.0.B. can it's where
get a quick pick-me-up. To find this
one in Level 3, take the elevator to
the bottom floor and go left.
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OVERVIEW

It's a bird! it’s a plane! It's a... rocket-propelled opossum?
The latest video game super hero to blast off on your Gen-
esis is a little guy who brings new meaning to “playin’ pos-
sum.” Sparkster, star of Konami’s action/adventure game
Rocket Knight Adventures, is a space-age opossum with a
long tail that he can swing on, a mighty sword he uses

Ninja-style and the coolest mode of rocket-propelled travel

ever.

a8 se0a Yisions

sParkster’s cool moves are his

trademark. Holding down and
then releasing the Attack Button
unturls Sparkster’s spinning slash
attack. This move is guaranteed to
wipe enemies off the screen.
Sparksters super rocket blast jets
him across chasms, into treetops
and out of trouble in a jifty. To
blast off, just hold down the
Attack Button until the energy bar
flashes, then press the D-Button.
Release the Attack Button and the
Rocket Knight becomes the Rock-
et Jock!

Rocket Knight Adventures pro-
pels you into the Kingdom of
Zebulous, a magical land whose
weather — and destiny — are
controlled by the Pig Star, a com-
puter satellite. The Pig Star is
secured by a key whose location is
known only by King Zebulous
and his daughter, the Princess.
Sparkster, the most heroic of the
Rocket Knights, zips across the
land with his jet pack, saleguard-
ing the key from Axle Gear, the
Black Knight.
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They’re ugly, they’re green and they
travel in packs...
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...0ut these putrid paratroopers are
no match for the Rocket Knight's
super move. Hold the Atiack Button
down, then release it to unieash this
maneuver that will send the bad

guys crying for their mommies.

A Kingdom in
Peril

Axle has kidnapped the Princess.
Sparkster must free her before she
reveals the keys location... but it
won't be easy, even for a Rocket
Knight.

Rocket Knight Adventures takes
place across eight big stages and
more than 30 levels. From the
Forest, where Sparksters adven-
ture begins, the powerful possum
burrows through the dangerous
Caves, then rockets skyward to
the Air Battleship and on to the
Empire Capital City. Before he can
free the Princess, Sparkster must
battle hordes of paratroopers and
futuristic metallic monsters that
do everything from hurling spiked
balls to shooting laser beams.

Rocket Knight Adventures is a
well-crafted game. Much work
went into the development of
Sparkster as a super hero whos
really just a regular dude when the
jet pack comes off. The game has
two difficulty levels to challenge all
levels of players. Rocket Knight
Adventures will soon have you
“playin’ possum,” too.
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When you weary of fighting bad
guys, grab an apple to replenish your
life line. This one is al the top of the
last tree hefore the wall in Stage 1.
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Bananas are perfect possum food.
Grab ‘em to restore your life line
before you fight the fiends who
torched the castle.



Don’t let Rocket Knight's suit of
armor hecome the oven he’s baked
in. Time the fireballs, stay low when
they’re spewing, then rocket outta
there as soon as the fire lets up.
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This guy takes a good many hits to

render him useless. You can't beat
the little spiky critiers, so go after
the red one.
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The only way out of this sticky situa-
tion is to blast straight across or
diagonally to the next vine.

the undersea caverns to find out
what the bat is guarding. Bananas
will restore your waning life line.
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Low-hanging spikes make this roller
coaster ride deadly fun. Duck your
head.

Use your super move to shoot
straight up. This will clear the track.

The force field protects this green
goon from your sword. It takes two to
play haseball, so bat the balls back
at him, Be careful: Some of the halls
will go straight up, then land on you.

Keep bilasting forward to the next
pole. Slide up and down the poles to
avoid the barrels. Keep in mind that
the barrels are coming from some-
where.

Batter up! Knock five of these guys
into the metal meanie below and
he’s ready for the junk pile. Time
your hits so the ball is just above
him bhefore you shoot.

Get set for some fancy flyin’ and
fightin’ all through this stage. First
you'll dodge a barrage of rockets,
then face these green goons. Swing
al their hodies, not the balloons.

Top: Getting places is never a problem for the Rocket Knight. Hold the Attack
Button until Sparkster’s energy meter flashes, press D-Button the direction
you want to go, then release the Attack Bution to catapult the litile guy info
the air...and over the wall. He even rebounds off things!

Genter: Pick up jet pack fuel and become a Rocket Jock! Take these fellas
out with a sinale hit, but watch out for the houncing balls.

gottom: This guy’s not as tough as he is annoying. Stay in the middie to avoid
his spikes, then wail away on his nose. And remember: The bigger they
are...the bigger the mess they make when they fall.
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Each time you win a hattle for a
world, this fellow will randomly
choose the next world of conquest,
depending on your prowess in the
last. He'll also give you additional
powers, if you rate them.

Be very careful about using Plagues,
as they can backfire if a Walker
comes fo your region carrying the
plague.

Liqmmnu sturms ara a slmukmg way
fo llemtlluta!e areas.

Before calling an Armageddon, be
sure that your forces outnumber
your opponent’s or you'll lose
aulomatically.

Wlmn nsmg eaﬂhuuakns be sure
that none of your people are in a ver-
tical line from the starting point. It
wouldn't help you much fo destroy
your own populous.

When you start a hlg fire tne
winds are apt to move it
around. Make sure there is a

lot of distance hetween it and
your own people, or you'll end up
ﬂavmu too hot of a time.

Ii your uununent uses a
Volcanic Eruption a-
gainst you, you must

plant greenery to

make the land habit-

Ever wonder what it's like to be a god? Turn on your Gene-
sis and find out. Welcome to the realktime simulation game
| to end all others. Wrath of the Gods, the vastly popular PC
| title, comes to the Genesis from Virgin Games as a one-

| player title. Create disasters and battle other gods in this
™ world-breaking game of conquest and carnage. Thousands
of worlds and a password save will keep you playing Wrath
of the Gods again and again. It'll do your ego good.

Thf: basic storyline is a battle

between good and evil (you can tion effects are spectacular. Create
take either side). Its you against firestorms, plagues, waterspouts
other deities in a battle for multiple  and earthquakes to wreak havoc on
world domination. Starting with your opponents populous. There
small groups of people, populate are plenty of options, from com-
and evolve worlds, all the while puter assistance to different world-

using your powers to stop your
computer opponents from doing
the same. When you feel that you
have the edge, call up an Armaged-

don and all the worlds population  game. The Conquest Game option

will travel to the center forabattle  has a thousand different worlds,

to the death. Each world youtake ~ randomly chosen depending on

will add increased powersto your  your prowess in the previous con-

godlike repertoire. test. As you get good at whipping
You'll be able to design your your opponents, choose the Cus-

deity persona from scratch. Good ~ tom Game option and create your

or evil, warlike or wise—it5 all up
to you. You'll increase the level and
expertise of your talents as you

conquer worlds. Divine Interven-

views. You'll even be able to set up
a computer against computer battle
and sit back to watch the action—a
good way to learn this complex

own scenario. Master Wrath of the
Gods, and you'll have eaned the
title “World Breaker/World Maker.”
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THOMAS

THE TANK ENGINE
& FRIENDS

Got a kid brother or sister ready to take a turn at your Gen-
esis? If fast-moving Sonic makes the little dude’s head
spin, introduce him to Thomas the Tank Engine and Friends.
This fun game from T-HQ, Inc. offers a cool mix of enter-
tainment and education for the kindergarten crowd and
young school-age kids. Thomas the Tank Engine and
Friends is featured in the popular childrens’ TV series Shin-
ing Time Station, starring Thomas and his trainyard of

M, Toby, Percy, Duck and James, .
— | E . | 1

I

Eam Hs y n '
fing all the smaj
ﬂﬂﬂnﬂns and chugging oyer gnnﬂn!;
e pie slices, candy and ice cream

y cones.
Y

- ——

ou're the engineer steering
the game play. You can choose
your train engine from the differ-
ent types and colors available. You
can play the Game mode, which
tests kid-level memory skills by
giving you different tasks to com-
plete, such as finding certain cars
carrying different loads and taking
them to a specific station. Or chal-
lenge the other engines in The

A ¥

‘.~I.

ns 7 han you find
Hu::suﬁha cars you need, latr_;h onto
it. You can always uncouple it after

ou find the
all in the COIT

ect order later.

i

Press Buit
other cars and put them L on G for

Racesmode, or just€hug around
town in Explore mode. Another
fun fearure lets you paingyour
Oown engine!

Thomas the Tank Engine and
Friends scores high marks forits
successful blending of fun,
instruction and challenge"The
only problem you may havé'will
be getting your Genesis back from:
your kid brother or sister.

FOrgot what yoy'rg

Where you'rg sypp ooing for o

0sed to take jt7
4 Quick reminger
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Important things to do:

AVE THE PLANET.

SAVE THE WHALES.

SAVE $50 ON
GAME GEAR SUPER
ONIC SPORTS PACK.

Buy the Super Sonic Sports Pack and you’ll get a color portable Sega Game Gear, a Deluxe Carry-All
case, and two hit games—Sonic the Hedgehog™ 2 and The Major’s Pro Baseball™ Buy it for Father’s
Day. Buy it for graduation. Just buy it and you’ll save $50. Hey, maybe you could use that money to
help save some humpback. Then again, maybe you could buy Streets of Rage™ 2. It’s your dough.
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You can fall through some platforms  Get up on the shelf and move to the
by jumping, then hitling Bution 2 and  deep left. Hit this guy eight times.

Down at the same time. He’s history.
32 3 50+
OVERVIEW |
4.
For centuries, he has stalked his unsuspecting victims in i ’?
guises of every form. He can be anything from a wisp of a i R —
shadow to a wolf-like beast. Long the stuff of dark legend, E
SYGHIE ie0y S 5 O WigirarRy O S0 UNCOncSor You sia;rﬁh ﬂm na;ﬁii;.n Stages for secret  The gray platiorms can either take
to Iset sl Deak ofl the QA Daar. DYacirass a ¥ery coF - . oS sk kasal igasi whe. you for a ride or a fall. Use them
orful, fast-paced title from Sony Imagesoft that will keep S carefully.
action-game addicts rooted in their seats until the sun g =T
goes down. T CAL
Rocks, which have twice the P
impact on your target. Power-ups - S ?«
include items that recharge your 3 - :
energy, coins, diamonds, 1-Ups, ' "
Dracula has cast his spell on your ~ Continue Credits and Clock Don't open the Pick-up Box until you i

lokens. As an added bonus, each

0 are ready to leap to get the contents.  When a ghost pops up, wait for him
level has a secret bonus area you

to be fully visible before throwing

lovely gal Mina. With a little daring
ancl skill you, as Jonathan Harker,

will traverse the dangerous path- el “'7':'1 and Pl”“d”‘ e 1 the Rock.

~ ways to save her from joining the Fair warning: When you mkr:_ 114 2 2. g
undead. Only you canputanend 0 Dracula, be _["Jlll‘]‘};i:l'ﬂl Igl’ A SCH- 7.57
to Draculas blood-t hil':i'[}' madness,  OUS {'}.‘i:‘l“{;‘l‘lgﬁ';‘. Lhis litte mp o 5
To succeed, you must meet the Iransylvania wont be a stroll in ’ - N . -
Prince of Darkness and his the park, - - } &
hideous minions on his own turd. 8 0¥ B 3 {
Dracula takes you deep into the “ =1 If you already have the Double Rock, . . oS
Transylvanian darkness through Single Rock or Axe, avoid the Torch.
seven levels that begin with A Jour- S To throw switches, jump up directly
ney through Transylvania, contin- t , : . in front of them.
ue through Draculas Castle, the HER - LN .
Hillingham Fstate Mansion and & _~
the creepy Carfax Abbey Crypt, £ 5 _ | :
then return you to Transylvania #g'g::r:'::ﬂ::;:‘;ﬂ:ﬁ:m:g »
and Dl'Ilt_le}El?‘S Castle. Each level has your foe up close. A _
a Day and Night stage. s A £ 5.

You're armed with a sword to 2 © :: “;“l::““s }:henﬂwﬂ"i“:hﬂu PI‘E:"“II v osn SPNT o Y

LU AN ARt 7> You musﬂﬂn;nﬂlu:rtlllll: nnnr:nlts' To fight the Level 2 boss, move to the
and powet-ups by finding the Pick- | and are liable to get hit. right side of the room and attack.
up Boxes. These are boxes with When he pulls at you, hug the wall,
cquestion marks that are located then attack for a moment and jump
throughout the game. Some of the the fireballs. Watch for weapon
limited-use weapons you'll find in v pick-ups to scroll upward when you

them are Rocks, which are great for nhﬁq forget that Jonathan can look Eﬁthl;::‘ :I" shots. Twenty big hits will

cistance hits; Axes, which curve in -~ down to check things out.
llight; Torches, which bum for a '
time on the ground; and Double
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PICk-up Boxes can be Used asStep-  Pusi Bulions 1 and 2 Simmilaio0is-  Tho moving platioms aren'tsafely 0%, %
ping stones. Be sure there’s nothing Ir.m.lnn-willllna.lumnlm Slash.  zones. Enemies will crop up. Get - ' 4"%‘% X
above them thatyou wishtoreach ~~~ them before they get you. e | e
before opening. Once opened,you T g T |
cannot stand on them. : ol ot | ; ke ok . b
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These skulls sometimes Illasl Jon
with flame. Proceed with caution.
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You can’t harm this boss. Stay out of
its way for seven passes and it will
leave of its own accord.

i1 1 .

151°= s

These lanterns on the ﬂnlr ﬁilt Il’unl
if you touch them. They mark a Con-
tinue spot. If you die and have any
lives left, you will Continue from lIIB
last lamp touched. 3
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Find Dr. Han Helsing in each I!avnlmn
stage and he’ll open aldllinnal nalhs
in the next Nighttime g,m b
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GAME GERR.

Soccer is the most popular game in the world. It's only nat-
ural that you should be able to play it anywhere, including
on your Game Gear. Tengen World Cup Soccer captures the
play and feel of world-class soccer in a solid one-player or
two-player Gear-to-Gear contest of speed and skill. In Ten-
gen World Cup Soccer you'll find action, a variety of teams
and the ability to go head to head with a bud.

Tengen World Cup Soccer gives up your team. The teams have
you the choice of 21 international  equal, but different, strengths. Some

teams and four play options to — like Italy — are strong offensive- hall cather
flavor the mix. Solo play includes ly, while others, such as Germany; Try running wglht;lﬂﬂ:n
the Exhibition Game, which lets are bulls at defense and goal-tend- than passing :

you play a single game, aswellas  ing. Tengen World Cup Soccer deliv-
the World Cup, which pits your ers lots of passing and sliding
team against 20 other hopefulsina  defensive action.

quest for the world’s most elusive Line upyourteam forthe ~ puamy

and coveted sports prize. When opening move. Tengen World Cup

you need a breather, switch to Soccer is a kick. 15

Watch mode, and kick back while When the other team nas the ball
the computer kicks in and plays slide your player into jt and take it

itself. Or choose Link Game and aWay for a quick steal,

challenge a bud in a Gear-to-Gear snn??;,‘:m ‘:;Fﬂﬂun ;51,? ;m Un ang
contest. e o
. - - b
d%h?ose‘ fm;n several offensive Stay off the butions when yoy

and defensive formations to set qoalie’s minding the et Though you
don’t control your goalie's defensi
;nmms, the opposition seems tg o
- GOre more if you are tagging 3 but-
0n during a shot on goal, 15230

is cri ing the
ssing is critical 10 advanc
Eu. practice! Practice! Practice!

A

hn u Ililhu hH out of bounds

et -

- Il goes i vour own zone, the opposing 0. x> .
; em his stuff when the ba within you you'llget  Point the cursor
It's the goalie’s tum 10 show ¢ D-Button and ats a corner Kick. You I in the direction yoy
outside the field to the rear of the goal. Use 1h Eﬂ:ﬂ often this way. Want the goalie fo throw. :
Button 1 1o kic
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ﬂnﬂin ls Impnsslhle fo Illt irnm the
front but easily defeated from
behind. Jump over him as he begins
his dash and attack from the rear.
Three hits and the Pan Sword is
yours.

,rw,
& alfa l‘lz l‘l

|'||l| under the lower left branch and
aftack this boss as he comes out the
hntlnm IHIIII'

;‘1“ E

1‘['1

In the cliff area, the nirales un har—
rels take two hits. Time them care-
fully, because these guys close in on
Pan quickly.

In the Waterfall region, fly right until
low on fairy dust, then see Tink for
more and repeat. The opening on the
Iar rmhl Is Huur Ellt

When swimming in the Lagoon, stay
to the left and duck the fish coming
from the right.

Avoid the Bnnmerangs which seem |,
to home in on Pan, and hit the Flrate
Imss ﬂmm times.

Tllls guy is tnugh' Hmre S nn special
way to beat him, except move quick-
Iy and attack without being hit. Tim-
Inu is |muurlant

3 aha B

L T iy, T B T T
= S T T A |

Flylng in the Neverland Forest calls
for frequent stops at Tink for fairy
dust and for avoiding balloons.

Euar furwanl I'nmm Inwarn |hE prow
of this ship for your fight with Hook.

nnnr vnu ve iumne:l lIIE calﬂam 2
Hook three times and tagged him
three times, you are halfway there.
The rest of the fight is straight
sword hattle.

U it

For those of you who'll never grow up, Hook from Sony
Imagesoft will brighten your ageless childhood. This fast-
paced action game follows on the heels of the hot Sega
CD and Genesis versions and follows the storyline of the
blockbuster movie. You are an adult Peter, many years
after your adventures in Neverland. You may have forgot-
ten about your fun times there, but Captain Hook has not.
He's ventured from Neverland to kidnap your children. You
have two missions ahead of you: Convince the Lost Boys
of your abilities as Pan and rescue your children from the

pointy hand of Captain Hook.

I’l& game takes you from the
Neverland Forest to the Ice Area,
the Lagoon and eventually to the
Pirate Ship and adinal battle with
Capt. Hook. Your start this single-
player cart with three lives and a
sword. Alongthe way; yousan col-
lect fairy dust (for flying) from
your pal Tinker Bell, the Pan
Sword, which shoots at a distance,
and lots of different types ofitems
that restore your life meter and
give you extra bonus points.

aega Yisions o June/July 1993

While the game is fairly
difficult and best-suited to gamers
who like tough challenges, Hook
does have unlimited continues
that let you repeat unbeaten stages
until you get them right. The
translation to/Game Gear is
superb. From greatieolox to terrific
game playand:bouncy tunes,
Hook Game Gear is a blast. Take
on the pirate erew of the infamous
Captain Hook. We dare you,

b7



FAmoyg
OVERVIEW Fiksry

Feel like testing your knowledge of trivia? Jeopardy S100 ¢ 10
for the Game Gear will let you take on the Jeopardy 5100
TV game show challenge. This two-player, non 8200 820
gear-to-gear title from Gametek is a nice change

of pace from other types of games. lts format 0NNN  ann
crosses all age groups. Jeopardy offers fun — and a little
friendly competition — for the whole family. It features dig-
itized graphics from the show, Alex Trebec hosting, the
memorable theme music and a wide selection of cate-
gories to test your smarts.

FiLM3 pf
THE 'ggy MIZTORY

Yy g
-----

Jeopardy pOses answers to
questions in six different categories
and five different dollar amounts.
To win, you must provide the cor-

. . " —.
. & - e
mil.
- E ke

[~ 4y
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= e e P
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% ST - . 3
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_— et '~ |
rect question to an answer in a T e S _—
given category. As the dollar L 1 A =
amount increases in a category, the  Tap the D-Button 1 ring in at ; | 285 - '.

. | |
answers become more difficult. you've read the answ:i? lI'r'I gﬂlﬁrn- s - L —— |
When you know the cortect ques- ﬂ:lﬂ;:r ?Hme, your opponent will yse 10 one gets the correct
tion to an answer, you spell out hiore. :‘I:IS?:EF Alex will set you straight.

your response by using the D-Pad
to highlight letters of the alphabet.
While this can be a little tedious,
the 60-second timer keeps you on
your toes and the game moving
along. Jeopardy also features the
popular Daily Double squares,
where you have the chance to
double your money if you have

, spcond half of the amn is Dou-
EI‘: j:nuam. Your doliar amounts

ur favorite category : =3 .

the correct response, and Final 'fn gnsﬂu You have fn ouble but so do your 0SSes it you
Jeopardy, where you get tobetall ~ from the main Jeopardy category mI;I:I:II::: EE :ﬁﬂ:ﬂs o e o Illnass up. Careful here.

rour hard-earned bucks on one screen. through th 9 the cursor
your u € field of letters and num-

question — and walk away a win- bers. Work quickly,
ner flush with cash.., or with 100
cases of dog food.

With more than 400 cate-
gories to choose from, Jeopardy
offers everyone an opportunity to
win. The game provides a fun AR
format to escape from other gam- [

- ing fare and discover a challenge ~ You can dounje

iiiiii

your risk or your

of a different nature. profit on the Daily Double, ff you’
behind, this is 2 great g . ics and i
: chance to get show's digitized graphics Well, ring in automatj
 Caught up. 3 neme music will be familiar 0 wise read he answetﬁ?m"m" g
Jeopardy fans.
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Execute a crushing Pinfall during a
Steel Gage Match and your opponent
will think twice about getting up.
When he’s face down in the canvas,
climb up the side of the cage and
jump Down.

D GANE GEAR

DVEEHIEW

is nne-piayer sports action
title puts you into the dreaded steel cage as any of the top
10 wrestlers on the circuit. WWF Steel Cage Challenge has
all the canvas-pounding moves you crave from the world's
top wrestlers. You can choose between Tag Team or Indi-
vidual competition, plus decide where you want to do bat-

tle. If the Roped Ring is too tame, challenge your opponent
in the Steel Cage.

Move outside the ring to regain ener-
gy when you get low. Just be careful,
because if you are outside for a full
10-count, you'll be counted out.

Enter the ring or the steel cage
as your favorite WWF superstar
— Randy Savage, Hulk Hogan,
Brett Hart, Tatanka, Rick Flair,

Don't forget to watch the energy
meter in a Tag Team Match. Use the
stronger of your two players and let
the other restore his energy.

PowerSlam your opponent into the
mat when he least expects it. After he
bounds off the ropes and is charging
towards you, push Buttons 1 and 2
simultaneously. Time this move right
and his charge will fall flat.

The Clothesline is particularly effec-
tive... and painful. Execute it by run-
ning, then hitting Button 2 when
you're close to your target.

Shawn Michaels, [rwin R. Shyster,
The Undertaker, Ted Dibiase or
in an Individual
or Tag Team match. The muscle
moves are WWE supreme. Mix
up your choice of headbutts,
slams, throws, punches, kicks,
elbow drops and aerial attacks like
the Flying Clothesline, Flying
Dropkick and the Flying Elbow
Drop. Climb to the turnbuckle
using the D-Pad, then hit Button
1 to floor your opponent with a
vicious Flying Elbow Drop. Mas-
. tery of the moves is essential to
F keep your opponent eating can-
vas. The controls are straightfor-
ward and easy to master. The
challenge comes in combining
moves to counter your competi-
tor’s fast — and often sneaky —
attacks.

If you stay up late or wake up
early to watch your favorite
wrestling superstars, this Game
Gear title will fit your style. WWF
Steel Cage Challenge is a portable
Wrestlefest for WWF fans who
can't get enough.

®The WWF logo World Wiestling Federation and WrestleMania are registered trademarks of TitanSpons, Inc. ©1993 TitanSponts,
Inc., All rights reserved. Hulk Hogan™, Hulkmania™ and Hulkster™ are trademarks of Marvel Entertainment Group, Inc. All other
distinctive characters names, likenesses, titles and logos used herein are trademarks of TitanSpons, Inc.

Use all areas of the ring. The Flying
Dropkick is tough to counter.

When your opponent is down and his
:;larg; is low, Stomp on him to finish
m off.

Use three- and four-move combos to
quickly drop your opponent to his
knees.

ega Visions o June/July 1993 d
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6 Bonus rounds!

V¥

“THIS IS ONE OF THE BEST
SEGA CARTS WE VE SEEN
et S | THISYEAR! IT'SGOTIT ALL-
. wipe autsund eest  EYE-POPPING GRAPHICS,
PUMPING MUSIC AND
EDGE-OF-YOUR-SEAT GAME-
PLAY. COOLSPOT REALLY
QUENCHES THE THIRST
FOR FUN AND WHITE-

KNUCKLE ACTION!"

SEGA VISIONS
MAGAZINE

fff

Action you can sink your teeth into!

'l:j".
é‘ﬂmmu’ ¢

y 7/

LICENSED BY SEGA ENTERPRISES LTD. FOR
PLAY ON THE SEGA™ GEMNESIS™ SYSTEM.

©1993 Virgin Games, Ing. All rights reserved. Virgin is a

registered trademark of Virgin Enterprizes, LTD. ®@Seven-Up, ‘ %EALGF% -E.
7UF and SPOT character are trademarks identifying products 0 QUALITY .;3

of The Seven-Up Company, Dallas, TX 1993, : AT AR f.ﬂ' .\ﬂ
SEGA AND GENESIS ARE TRADEMARKS OF SEGA ENTERPRISES LTD. i L il
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preview or other pro-
gram material. Your
selected game is avail-
able in minutes, and
plays just like the car-
tridge version. As long
as your unit is turned
on, you'll have unlimit-

previews, soon-to-be-
released titles, game play
tips, news, contests and
information about exciting
new promotions.

As a subscriber you'll getsa
special tuner/decoder car-
tridge that plugs into the
Sega Genesis cartridge slot
and attaches to the televi-
sion cable. A menu on
the TV screen will
allow you to select
any game,

Imagine having access to an entire
library of video games straight off
your cable 24 hours a day. Sound
like science-fiction? Well read on...
Starting with a test market in Fall
‘03, cable viewers will be able to
subscribe to The Sega Channel, a
game players dream come true.
The Sega Channel will ofter sub-
scribers an extraordinary value —a
well-stocked and constantly
updated library of the hottest top-
quality games. You won' even
have to take your slippers off to try
out new games — they'll be down-
loaded directly to your Genesis.
Sega has teamed up with Time
Warner Entertainment Company
(the world’ leading media compa-
ny) and Telecommunications Inc.
(the worlds largest cable company) s _
to bring avid gamers the latest in [ SEEE=——=
interactive technology. Foralow [F .
monthly fee (currently estimated at
$10-515 per month), Sega Chan-
nel subscribers will be able to
choose from a wide selection of

popular games, 1773 isst o e, WG

your choice. Now
you'll be able to
“preview” games in

your library betore
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éd play of the game of

spending your hard-earned
allowance on the packaged
version.

You're probably wondering
how the Sega Channel will affect
cart sales. The answer is, in just the
same way that radio increases
music sales. You know how it is
when you hear a hot new song
and you just have to have the CD?
Well, just like a particular song
sells more copies alter receiving
‘radio air play” — particular games
will increase sales with “cable TV
play.” With the Sega Channel
everyone benefits —Sega gets a
great new forum to show off prod-
ucts and gamers get a sampling of
new games and promotion infor-
mation — allowing them to make
the most informed purchasing
decision ever. (Which is important
when you think about that hard-
earned allowance we mentioned
earlier.)

Artistic representation of TV screen.

b




Warning: The
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Blas s\gff

A < Y

Get ready for the cherry Cokees/Sega” Sonic Shuttle coming to your
cherry Coke and exciting prizes. You’ll also get to play the latest Sega

ATLANTA, BALTIMORE, BOSTON, CHICAGO, DALLAS, DETROIT,
NEW ORLEANS, NEW YORK, NORFOLK, PHILADELPHIA, PHOENIX,
SAN FRANCISCO/OAKLAND, SEATTLE, SYRACUSE/ALBANY AND

© 1993 The Coca-Cola Company. “cherry Coke” and the Dynamic Ribbon device are registered trademarks of The Coca-Cola Company.
Sega, Genesis, Sonic The Hedgehog, and Welcome To The Next Level are trademarks of SEGA. © 1993 SEGA. All rights reserved.

GEY GuERRYEIED




Cherry Coke./
nic” Shuﬂle

This Summer.

neighborhood this summer. You’ll get a chance to Get Cherryfied with free
video games, featuring Sonic The Hedgehog." The 1993 Summer Tour:

GRAND RAPIDS/LANSING, INDIANAPOLIS, LOUISVILLE, MIAMI,
PORTLAND, RICHMOND, ST. LOUIS, SALT LAKE CITY,
WASHINGTON, D.C. To find out when, call 1:800-SUN-SEG A

WELCOME TO THE NEXT LEVEL.



Not all video games are cre-
ated equal. Some are
inspired by movies; others
by comic books, board
games, books and even
records. We all know that
the Batman and Superman
games were inspired by the
blockbuster movies (which
were in turn inspired by the
comic books that have long
been a part of American cul
ture).

But not everybody knows the hisfory of fwo of 5ea’s
recent hits: Chakan and Greendoo. Each of fhese fifles
has a uniguely different backoround, and a Story worth
telling. Let's visit the creators of these games and fake
a 100k behind the scenes.

CHAKAN:
THE FOREVER MAN

Chakan started as a character from a comicbook series
called Thundermace, published by RAK graphics in
Akron, Ohio. The characters “dark” edge immediately
drew a following and quickly became RAKS most
popular character. We recently had the opportunity to
talk with Robert Kraus, the creator of Chakan, and Ed
Annunziata, the producer of the Chakan Genesis
game. Here is what they had to say about this dark
and unusual character.

How did the character come about?

KRAUS: I drew a picture in my sketchbook of a cow-
boy-looking character that looked like a cross
between a zombie and Clint Eastwood. I liked it and
from there I made up the story of Chakan: The Forev-
er Man.

Where did the background from the character come
from?

KRAUS: I grew up in kind of a tough neighborhood.
Some of the violence in the comicbook characters is
based on things that I had seen growing up. But I'm
not a violent person by nature.

g E
11111

How did you become involved with SEGA?

KRAUS: I met Ed Annunziata a few years ago at the
Gen Con gaming convention. He expressed interest in
the Chakan character. We kept in touch over the next
few months and eventually came to an agreement
about making a game based on the character.

What are your thoughts on the finished game?

KRAUS: I couldn't believe how lifelike the character
was. It was amazing how they captured the spirit and
the character of the comic. I really enjoyed it.

What got you interested in Chakan?
ED: His face. Then I learned the story. 1 liked the fact
that he was a reluctant super hero. He didn' do things

for the good of doing them, he did them because he
had to.

You were the “champion” of this character from the
start. How did you convince SEGA to do the game?

ED: Persistence.

How long was Chakan in development?
ED: About a year and a half.

How were you able to capture the essence of the character?
ED: While at Gen Con (a role-playing convention) the
idea of his movements came to me. I figured out the
controls and mechanics and most of them were
implemented.

What are your thoughts on the finished game?

ED: Chakan was built for the “real” gamer, someone
who enjoys and excels at ditficult games. In that
aspect | think we succeeded.

Any tips for the player?
ED: See question two.

What does the future hold for Chakan?
ED: No one really knows what the future holds

for Chakan, but always remember...He is the
Forever Man.
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GREENDOG:

THE BEACHED

SURFER DUDE
Ric Green spent his feen-age years on fe beaches and
[rails of Southern California, doing Fhings that average
feen-agers do. He surfed, Skated, skareboarded, rode
dirt bikes and anyhing else that was fokally radical. It
was from this fime in Ric's life that Greendog emerged.
We recently falked fo Ric Green, the creafor of Green-
doo, and Michael Latham, the producer for the Green-
00 Genesis qame. They borh oave us some insight info
[is unique character's background.

How did the Greendog character come about?
.RIC: T picked up the nickname in junior high school.
The character is like a caricature of myself.

Was there a lot of interest in the character?
RIC: Yeah, the character has since become the basis

for the Genesis and Game Gear games and soon there
will be a fully animated movie, bed sheets and a board

g4me.

How did SEGA become involved with Greendog?
RIC: T went to Sega and presented the character to
them. After focus-testing it, they decided that he
would make a good character for a video game.

[ — |

What are your thoughts on the finished game?

RIC: Its great! The difterent levels make it really inter-
esting and challenging. In fact I wouldn' be able to
beat the game without the cheat codes.

What does the future hold for Greendog?

RIC: Like I said earlier the Greendog animated movie
will be out next year. In the meantime I am coming
out with a line of T-shirts, action figures, an outdoor
water board game and a lot of cool water toys.

Any advice for aspiring characier designers?
RIC: Go for it, Dude!!!

What was your involvement with the Greendog product?
MIKE: I was both the producer and designer. As the
designer I had to come up with the storyline, play
mechanics and basic level layouts. Greendog was a
real group effort with constant feedback from Sega
Interactive and the Sega test department. The test
department was especially helpful in the “tuning” of
the product.

How long was Greendog in development?

MIKE: Greendog took about a year to develop. The
first three months were spent on prototypes, especial-
ly the various vehicles Greendog rides. Also we spent
a lot of time figuring out how we could get digital-
quality backgrounds to fit into a 4-meg cartridge.

The character seems very well-animated. Was there a lot
of emphasis placed on his animation?

MIKE: Greendog was a real challenge due to his phys-
ical structure. The games artists Maureen Kringen and
Doug Nishimura worked hard to capture his quirky
looks. In doing so they created one of the largest main
player characters to appear in a 4-meg cartridge.

They also created a unique look that hadn't been
done on the Genesis before. They did this by placing
cartoon-like characters onto photo-realistic back-
grounds. Thanks to Maureen, who is one of the
industrys best artists, the look worked and we were
able to get 8.5 megs of game data into a 4-meg car-
tridge.

What makes Greendog such an interesting character?
MIKE: He represents the average teen-ager, with a
cool but slightly awkward look. Unlike most of the
violent or cute characters, Greendog can walk the
middle line. He isn't violent, but can defend himself if
pushed. Ultimately I see him as the protector of pop
culture. Whatever our users are into, Greendog can
do in his games. Imagine Greendog bungee jumping,
dirt-bike racing or jet skiing,

Any tips for the players? >~
MIKE: The biggest tip is to take your time and enjoy | &5 '
the game. We created Greendog to be a challenge,  [\{ (IR
while still winnable by any player. Here are three
codes for players who might still need help:
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Guess who’s spending
the summer at
Howard Johnson?

You got it. Sonic the Hedgehog. And if you play your
cards right, you will too. Just tell your parents when
Kids Go HoJo at Howard Johnson Hotels and HoJo

Inns, you stay free. Thengetready ~— &EadLs

Gear and free FunPacks filled i
with camfc]s: ar;d t?rc},(sé They're iH 5 ;
jammed full of Sonic the <Sp—x -
Hedgehog stuff, and they're all me
waiting for you at Howard Johnson when you check-
in. You can even saveton the purchase of a Sega
Game Gear video game and cartridges to take
home. Maybe going on vacation with your parents
isn't so bad after all.

HOWARD JOHNSON

Flazas, Hotels & Lodges

FOR RESERVATIONS CALL
1-800-1-60-HO0JO
OR CALL YOUR TRAVEL AGENT

.,
GER Sy,

ice, while supplies last;
rel&uir&d for purchase savings.
AMERIGA, Inc. © 1993 SEGA.

ild per stay.

==

1 FunPack per ¢
hise Systems, Inc.

uggested retail p
Howard Johnso
marks of SEGA

T

d while staying a

dgehog are trad
Johnson Fran

d

uuuuu

use of the American Express® Ca
SEGA Game Gear and Sonic the H
All rights reserved. © 1993, Howa

Available 5/28/93 - 9/6/93; suppli
t Sega Game Gear savings based o
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Sega“fans...get ready for the hottest ¥

sports games this side of the major leagues.  §

- PR L Feel the heat of Roger “The Rocket”Clemens %
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5 . . EmsS active close-up plays. Get ready fo rumble as George - f

v fpg R oo Foreman and show the world the power of a Big George — RN
St e Super Punch! Take it to the hoop with 27 NBA® All-Stars — - H LT

in the most intense one-on-one b-ball action! Tackle Super 11 bga |1

High Impact® for all the bone-crunching football excitement

—

of the arcade smash! e e
= i et

— When you're tired of watching from the sidelines.. _ =
itstime foPlay withthe Pros} -~~~ — == = ~

= ARENA "EDGE »

=
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! il LN, Lid. All rights reserved. Arena™ is atrademark of Arena Entertainment © 1992 Arena Entertainment. Al rights=——=—
ROGER CLEMENS’ MVP BASEBALL - reserved. George Foreman's KO Boxing™ and Flying Edge™ areregistered trademarks of Acclaim Entertainment-inc— SUPER HIGH IMPACT®
~ 21992 Acclaim Entertainment, Inc, Al mights reserved. e e
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~ Games in this section are rafed on
@ Nlundred point scale on each of
five cateqories: braphics, Sound &
- Music, Play Controls, Depth & Chal-
ene, and Overall Fun. These raf-
Ings are based on fhe infensive
- {esting and evaluation carried out
B OUr reviewers and game coun-
seliors. Ratings are interpreted as
foltows:

RATING
EXCELLENT
VERY GOOD

GOOD
FAIR
POOR

LaRussa
basenall

With options galore, this baseball
title tries to be all things to all play-
ers. You can play a single exhibi-
tion game, resume a saved game,
play an entire season or create
your own All Star teams. You can

choose to be your team’s manager,
with or without control of the
players, and take it all the way to
the Pennant and the World Series.
On the other hand, while this
full-featured cart impressed us
with its multitude of features and

options, it failed to keep us enter-
tained and involved. Maybe it was
the muffled voices or the frustrat-
ing game play due to the sluggish
players.

You wake up in Neverland, sur-
rounded by the Lost Boys. From
the sound of their chanting, it
looks like you caught them at a
bad time. Before you can embark
on your adventure, you have to
run the gauntlet and prove that
you are indeed the Pan. Lose a
fight, and you revert to your stock-
broker alter ego.

With the exception of the
sound and music, the Genesis ver-
sion of the Sega CD hit (see last
issue of Sega Visions) is every bit
as good as the original. Ten big
levels take you through a variety of
adventures as you try to find your
(Pans) children and destroy the

King of the
Monsters

Earth has been taken over by super
monsters who think nothing of
munching on a skyscraper for
breakfast. You, O Gargantuan One,
are one of them. Your job is to
punch out the other monsters,
while ignoring the puny Earthlings
that are being crushed under your
scaly feet. You can choose to play
as Astro Guy, Geon, Rockey or
Beetle Mania.

o e = B ER: X e =
B e e

é‘ %

four different locations: Megaport,
Castle City, Dragon City, with the
final showdown in Tokyo. You can
also choose from four difficulty
levels: Easy, Normal, Hard and
Mania.

evils that Hook left behind. Although we found the game
fairly easy to beat, we thought the
two-player mode was fun.
By Electronic Arts By Sony Imagesoft By Takara
Category: Sports Category: Action/Arcade Category: Action/Arcade
Players: Single, 2P (Comp)

RATING
GRAPHICS
SOUND/MUSIC

CONTROLS/GAME PLAY
DEPTH & CHALLENGE
OVERALL FUN

RATING
GRAPHICS
SOUND/MUSIC

CONTROLS/GAME PLAY
DEPTH & CHALLENGE
OVERALL FUN
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CUSTOM TEAR BUILDER

CANS
F Hance
| 3 EiFIF
- Deiighe rrtw
r Price

Ehl

If you're new to basketball games,
this latest title from EA is a good
one to start with. But if you've
played Lakers v. Celtics, Lakers v.
Bulls or Team USA Basketball,
you'll probably find little that is
new here. With the same basic
engine as the others, and the same
options as Team USA, it looks a lit-
tle like deja vu all over again.

The game features three
difficulty levels and a password
feature so you can take a break on
your way to winning the champi-
onship (which involves quite a
committment — you have to win
a best of seven series five times).

Toys

[magine a world gone mad where
toys are weapons and battle
against each other. You control one
collection of toys (the “good” toys)
as you battle your evil brother’s
collection of “bad” toys through
four separate levels.

While we thought the concept
behind this game was cool, we
found it soon became repetitious.
For one thing, three of the four lev-
els had similar tloor plans with only
minor variations, making it feel
more like one long level. For anoth-
er, the last level was too long and
too dithcult compared to the rest of
the game. On the plus side, we

Journey
From Darkness:
Strider Returns

Fans of the original Strider will
appreciate this title, in which you
strive to save a kidnapped damsel
as you battle hordes of alien crea-
tures. Seven different zones pro-
vide plenty of variety, as do the
available options. You can choose
sword type, number of credits and
number of lives, as well as the but-
ton layout on your control pad.

We liked the crisp graphics and
the imaginative array of bosses
(like the mechanized hornet, the
dinosaur and the fireball-tossing
machine). We also liked the variety
of backgrounds, ranging from a
forest scene to a futuristic con-

} really liked the animation se- struction area.
You can choose from last year’ quences, but even that wasn'
playoft teams, or the all-star teams, enough to overcome the
and play for the championship as monotony
your favorite team.
By Electronic Arts By Absolute Entertainment By US Gold
Category: Sports Category: Action/Arcade Category: Action/Arcade
Players: Single, 2P (Comp) Players: Single

RATING
GRAPHICS
SOUND/MUSIC

CONTROLS/GAME PLAY
DEPTH & CHALLENGE

RATING
GRAPHICS
SOUND/MUSIC
CONTROLS,/GAME PLAY
DEPTH & CHALLENGE
OVERALL FUN

RATING
GRAPHICS
SOUND/MUSIC

CONTROLS /GAME PLAY

DEPTH & CHALLENGE
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Panerboy

This one’s been around the block
SO many times its got whiskers.
Nevertheless, the Game Gear
incarnation of this arcade favorite
is still good for a challenge. In fact,
with no Continues, getting all the
way through the game can be
quite a challenge.

{1he Baily Breeze

EXTHRE GRME GEAR
EXTRA LN TN

NEW CARRIER JOIMS&:

[ peRz=

E:] PAPERBOY

EPAPE!G! RL

AS In Previous versions, your
job is to deliver newspapers to
your subscribers, tossing them as
you ride around on your bike. A
bonus stage at the end of each

round has you riding around aim-
ing for targets and avoiding obsta-
cles. You may not always be on
target, however, since the %-view
perspective can be confusing.

By Tengen
Category: Action/Arcade

RATING

GRAPHICS
SOUND/MUSIC

CONTROLS/GAME PLAY
DEPTH & CHALLENGE
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action take you through the Battle

Pacific Theater
of Operations

Wolfchild

Another strategy title from Koei, ' The Genesis version of Wolfchild has
this time dealing with the Japanese You can fight nine different sce-  all the fun, challenge and cool graph-
invasion of Pearl Harbor, the event ~ narios over 10 levels of play. The  ics of the Sega CD version. You are
that triggered Americas entry into  scenarios all take place during the
WWIL You can play eitherasthe  invasion of Pearl Harbor. While we

Japanese invaders or as the Allied ~ thought this was a pretty good war
: simulation, the fact that the com-

Ancient Temples, among others,
with the final showdown in the
Chimeran stronghold. Three levels
of difficulty should satisfy gamers

g moilierzen, Ky

puter controls a lot of the fighting of most skill levels.
mamsmawmmm]  ade Us wWish for more interaction.
‘.‘.:::r.*_':;:. ::;::'!'I o By Koei By JVC
tE:J:: & : e il S Dr. Kal Morrow’ youngest son Sl /
-k : - Kall Plavers: Si
Search_redar reveals Players: Single Saul, and your goal is to defeat the 2 A Tike
RATING terrorist organization Chimera.
forces, and your object depends on KL lEs Your secret weapon is your ability ke
which side you're playing, It you SOUND/MUSIC to mutate into a wolf, and with it, SOUND/MUSIC
play as the Japanese, your objectis RS TASEYTINY 3 W\ an arsenal of weapons like Plasma el YAV A 2T |
0] Cﬂpturﬁ PE‘.&I‘] HaI‘bDI'. AS [hE “HH & nm Bﬂui A['(: Blaﬁtﬁ a'[]d Flﬁ[’]’lﬁ]’ﬂ mm & nm

Allies, your object is to destroy the
enemy invaders. OVERALL FUN

Six levels of side-scrolling

OVERALL FUN

Advertisement
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The Survival Of
Roll over Darwin, THE HUMANS™ have finally Discover stuff like The Spear, Fire, The Wheel,
evolved. The best-selling PC game is now the Rope, and Gravity. You'll need all the tools you
coolest game available for the Sega™ Genesis.™ can get to survive. It's a frantic race against time,
Love, death, food, setting things on fire, all the with dinosaurs, losgic, and the laws of physics
things that make video games great are here. standing between you and the next rung on

81003 Atari Corporation. licensed to Imasitec Desian. Inc.. sublicensed to Gametek, Inc. All rights reserved. Packaging ©1993 Gametek, Inc. Produced by Imagitec Design, Inc.



Chester Gheetal

Chesters motorcycle has been
stolen, and you need to help him
find the pieces as you progress
through the five difterent levels,
battling obstacles and bosses as
you go. We liked the cartoon qual-
u}r r::rf IhE gae.

On the other hand, even if you
like Cheetos, theres no guarantee
you'll like this game. For one
thing, it has very little new to offer.

g
The Hippest.

For another, we found the play-
controls to be a little sloppy,
adding to the frustration index.
And while we found most of the
game to be pretty easy, we thought
the last two bosses were uncharac-
teristically difficult.

By Kaneko

Category: Action/Arcade

Players: Single
RATING
GRAPHICS

SOUND/MUSIC

CONTROLS/GAME PLAY
DEPTH & CHALLENGE
OVERALL FUN

Ghampionship
Bowling

Maybe it because this is the first
bowling game for the Genesis. Or
maybe it’s because you can go up

against three friends for the trophy.

Whatever the reason, we thought
this one was a lot of fun.

You can choose to play as any
of tour bowlers on any of four dif-
ferent alleys. You can also choose
the type of game: Spare or Bonus.
[n the Spare game, you pick up

Advertisement

the evolutionary ladder. Score points and sur-
vive levels by trying to keep as many of your
trioesmen intact as HUMAN-ly possible. Screw
up, and you'’re nothing but a time line footnote.
As the brilliant Charles Darwin once said, “you

.......

7 T FasT

spares for points (the more dithcult
the spare, the higher the points),
while in the Bonus game, each pin
has a point value and you try to
SCOTe as many points as you car.
For the single-player game, you go
up against 10 players for the trophy;

By Mentrix
Category: Sports
Players: Single, 24P (Comp)
RATING
GRAPHICS
SOUND/MUSIC

CONTROLS/GAME PLAY
DEPTH & CHALLENGE
OVERALL FUN

Each box of HUMANS includes:

¢ Over eighty insomnia-
inducing unique levels

¢ Hundreds of HUMANs, hand
rendered to scale size with
painstaking realism

¢ A generous helping of nasty
pitfalls and horrible beasties

¢ Funky tribal bongo music

responsibility for sweaty palms, nausea,
obsessive compulsive behavior, or skin

Manufacturer does not claim

rashes caused by frustration.

snooze, ...

you lose.” So get your copy of THE

HUMANS before they’re extinct at your store.

Keep The

Tribe Alive.

HUMANS is a trademark of Gametek, Inc., 2999 N.E. 191st Street, Suite 800, North Miami Beach, FL 33180.

SEGA AND GEMESIS ARE TRADEMARKS OF SEGA ENTERPRISES, LTD.



Blaster
Master 2

Are you ready to save the world
one more time? This time the evil
boss has infested the planet with all
manner of beasties. You have to
destroy all his machines and crea-
tures before you can go up against

him. Sounds like a familiar recipe
for a shooter, but we liked the vari-
ety of bosses you have to fight:
fishes, worms, bees and stone
faces, among others.

The game features a total of
eight levels, most with both side
and overhead views. The overhead
portions get more difficult as you

Dracula

Heres your opportunity to put
Dracula to rest forever. As you
track down the evil vampire, you

Ooiaioo

i. p,“..

go up against a succession of boss-
es that are straight out of the
movie. You also get some help
along the way — a mysterious old
man who tells you which weapons
are the most effective against each
of the bosses.

We liked some of the graphic
sequences, especially the explo-
sions and the wraith-like ghosts.
We also hked the wa}f you could

balance your health le agﬁlns[

Grash Dummies

Slick and Spin, our two crash
dummy heroes, are trying to eamn

money for their vacation by under-

taking various stunts. Each of the
four levels (Easy, OK, Hard and
Very Hard) consists of five stages
- fallmg fmm 1 buﬂdmﬂ driving,

r:lc::wrﬂu]] slqmg the Ammumumn
Factory and the Cruise Missile.

Unfortunately, that$ the extent
of the variety in the game — as

you g0 f‘mm level to level, you rea]
ize that the only difference

between them is the difficulty fac-
tor, and that you have to go

get better, keeping you challenged  your number of lives. through the same stunts over and

all the way to the end. over. While we thought some of
the animations were cool, we were
put off by the repetitive nature of
the game.

By Sunsoft By Sony Imagesoft By Flying Edge

Category: Action/Arcade Category: Action/Adventure Category: Action/Arcade

Players: Single Players: Single

RATING
GRAPHICS
SOUND/MUSIC

CONTROLS/GAME PLAY
DEPTH & CHALLENGE
OVERALL FUN

ge

RATING
GRAPHICS
SOUND/MUSIC
CONTROLS/GAME PLAY
DEPTH & CHALLENGE
OVERALL FUN

RATING

GRAPHICS
SOUND/MUSIC

CONTROLS/GAME PLAY
DEPTH & CHALLENGE
OVERALL FUN
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Arch Rivals

If you're looking for a basketball
game for your Game Gear, wel-
come to the only game in town.
Play against an assortment of teams
(which get progressively

more difficult) in single-player
mode, or hook up a Gear-To-Gear
for some one-on-one with a bud.
So much for the good news.
On the negative side, we thought
the play controls could have been
improved considerably — as it

rE2d O YysS

was, it was difficult to score when
you were going down court. We
also found it a little low in the fun

department.

By Flying Edge
Category: Sports

Players: Single, 2P (Comp)
RATING

GRAPHICS
SOUND/MUSIC

CONTROLS/GAME PLAY
DEPTH & CHALLENGE
OVERALL FUN



PANDEMONIUM

[

WUMU The Ultiniate U]
SEHID Gaming Rig! $|3,ooooo —

You have the POWER. In this contest you don't rely on the luck-of-
the draw. You determine if you win or not. You win by outscoring others in a game
of skill. Can you solve the puzzle below? Then you have what it takes. It looks

simple, but it's only the start. Each of five more puzzles gets a little harder. But this

time it's all up to you. Stay in to the end with the highest score and the gear is yours.

With whatever options you want. Do you have what it takes? Then play to win!

Video Gaming Rig Contest. Win the ultimate home theatre/video
game rig. You'll win all the audio/video components shown plus the Sega Genesis,
Gaming Gear (w/TV tuner), Power Clutches, Intruder and Joystick. Bonus Options
include: CD-ROM drive, VCR, $1,000.00 in games, cash, accessories and more!

Computer Gaming Contest. Wina50 Mhz '486 with 17" SVGA
monitor, 8 meg RAM, 340 meg hard drive monster machine (upgrade to 586 or

66 Mhz at your option) . Bonus options include: CD-ROM, Thrustmaster joystick and
weapons controller, Sound Blaster Pro, modem, cash, games and more!

We’'re talian’ GAMING HEAVEN!

Directions. Fill in the Mystery Word Grid with words going across that
spell out the Mystery Word down the middle. Hint: use the Mystery Word Clue.

In the future. There will be four more puzzles at $2.00 each and one tie-
breaker at $1.50 for each prize package which will be sent to you by mail. You will
have 3 weeks to solve each puzzle. We don't know how many will play but
typically 47% will have the highest score possible score to Phase |, 30% to Phase I,
25% to Phase lll, and 20% to Phase IV. The tie-breaker determines the winner.

If players are still tied they will split the value of the prizes.

WORD LIST

RANGE ARC QUEST APE

ASK MAJOR ANT WINGS ACE
MUTANTS  INDIANA  INVADER RUNNING  CRAWLER
CHASE EAT TOWER SIT FLINT

PET MICRO SET DREAM FIT

MYSTERY WORD CLUE: One who practices the ancient
Japanese martial art of assassination and terrorism.

ves' ENTER ME TODAY, HERE'S MY ENTREE FEE:
=

(] ($3.00) Video Gaming Rig Contest
[] ($3.00) Computer Gaming Contest
[_1 ($5.00) SPECIAL! Enter Both (SAVE $1.00)

Address

City State Zip

SEND CASH, M.0., OR CHECK TO:

PANDEMONIUM, P.0. BOX 26247
MINNEAPOLIS, MN 55426-0247

VOID WHERE PROHIBITED = ENTRY DEADLINE: POSTMARKED BY AUGUST 7, 1993 « ENTRY FEE MUST BE INCLUDED
Only one entry per person. Employees of Pandemanium, inc. and its suppliers are insligible. Judges decisions are final. Where judges are in arror the
sponsor’s liability is himited to the amoant of entry fees paid. This comtest is sponsored by Pandemonivm, Ing. Winner's List and (fficial Rules can be
pbtained by writing: 7202 Washington Ave. 5., Eden Prairie, MN 55344. Ogen to residents of LS. and Canada. Not responsible for lost, delayed or stolen
mail. Merchandise names and models are trademarks of their resoective companies who have no affiliation with this contest © 1993 Pandemonium, Inc.
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This contest is not sponsored or endorsed by Sega of America, Inc. or its related companies.



Genesis Game
Cartridges

1121 Alien Storm
1039 Alisia Dragoon

1100 Altered Beast

1203 Arnold Palmer Golf
1703 Art Alive

1401 688 Attack Sub

1124 Bonanza Brothers

1204 Buster Douglas Boxing
1207 Califonia Games

1109 Cyberball

1214 David Robinson’s Supreme

Court Basketball

1027 Decapattack
8601 Devilish by Sage’s Creation
1014 Dick Tracy

1309 Fatal Labyrinth

1008 Forgotten Worlds
1133 Galaxy Force i

1007 Ghostbusters

1002 Ghouls n Ghosts

1106 Golden Axe

1122 Golden Axe i

1035 Greendog

1400 Herzog Zwei

1025 Jewel Master

1205 Joe Montana Football
1209 Joe Montana Il Football
1010 Kid Chameleon

1001 Last Battle

1510 Mario Lemieux Hockey
1119 Mercs

1129 Midnight Resistance
1211 MLBPA Sports Talk Baseball
1125 Qutrun

1201 Pat Riley Basketball

Game Gear Game
Cartridges

| 2311 Clutch Hitter

2502 Crystal Warriors
8602 Devilish by Sage's Creation
2305 Dragon Crystal
2319 Fantasy Zone
2301 G-Loc
2318 Halley Wars
2403 Joe Montana Football
2406 Leader Board Golf
2401 Mickey Mouse: Castle of lllusion
2312 Ninja Gaiden
2306 Psychic World
2307 Putt & Putter
2315 Slider
2408 Sonic the Hedgehog
2314 Space Harrier
8603 Supergolf by Sage's Creation
2203 Woody Pop

Game Gear

Replacement Parts,
Peripherals, and
Accessories

Genesis

1602 Genesis AC Adaptor

1603 Auto RF Switch Box & Cable
1605 Video Cable

1650 Genesis Control Pad

1655 Arcade Power Stick
253-6320 Blank Cartridge Covers

Game Gear

123-5070  Wire TV Tuner Stand $1.50
2101 TV Tuner 139.95
2103 AC Adaptor 13.00
2117 Master Gear Converter 20.00
2141 Super Wide Gear 20.85
253-6386  Cartridge Cases 1.00
253-6368/

601-6499  Wrist Strap 2.00
601-6689-01 Rod Antenna 10.00
6369 Battery Covers Set (Both Left & Right) 1.00

Other

1805 Sonic Players Guide 17.95
1804 D & D Hint Book 12.95

Cleaning System

Vlega Fire Control Pad 5 g5

1301 Phantasy Star I (Without A

1303 Phantasy Star lll 2140 Cleanin gG C Adaptolj

1105 Revenge Of Shinobi ear 11.00
1114 Shadow Dancer

1310 Shining in the Darkness

1009 Sonic the Hedgehog

1102 Space Harrier Il B ——_—

1016 Spider-Man PNe
1112 Strider o

1107 Super Monaco GP | i

1212 Super Volleyball s
1302 Sword of Vermilion

1032 Taz-Mania

1000 Thunder Force Il

1020 Toe Jam & Earl

1127 Toki Going Ape Spit

1200 Tommy Lasorda Baseball
1012 Truxton

1026 Wonder Boy in Monster World
1202 World Championship Soccer

HoME PHone (
PART#

DAYTIME PHONE (
Qry

ITEM DEScRIETION

-
e e s
-
e

i SUBTOTAL
CALIFORNIA RESIDENT SALES TAX

POSTAGE & HANDLING
TOTAL ENCLOSED

IMPORTANT! SEND ALL ORDERS To: ;
- b To: J Visaor O MasterCard accepted

ATTN: PARTS ORDER D Credi
| 3375 ARDEN Roag EPT. edit Card #

Havwaro, CA 94545 Expiration Date
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Sega Jurassic Park
. Rocket Knight

Rolling Thunder 3
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Strider Returns S
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Technoclash
Wolf Child
Action Thomas Tank
Action Shining Force
Best-of the Best

' EA
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Bart vs. World .
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Young Indiana Jones
Thunder Hawk




“...THE FASTEST PRODUCTION

CAR IN THE WORLD...”
-THE GUINNESS BOOK OF RECORDS 1993

JAGUAR
X220

STRAP A SADDLE ON 542 HORSES AND RIDE
THIS SILVER ROCKET TO 213 MPH.

GRAB A BUDDY AND JOCKEY FOR THE IT’S THE ONLY ROAD BEAST ON THE GLOBE THAT BURN RUBBER ON WORLD TOUR OR GRAND

CHECKERED FLAG AS “TEAM JAGUAR"— ¢« » PRIX CIRCUITS—32 COURSES IN ALL: SAND
INCREDIBLE SPLIT-SCREEN 2-PLAYER CAN BE CALLED “FASTEST IN THE WORLD. CHURNERS IN EGYPT, SWAMP FESTS IN THE

VIRTUAL-RACING ACTION AT 200+ MPH. OUTBACK, EVEN SNOW JOBS IN THE ALPS.

SO KEEP YOUR LOTUS, FERRARI AND PORSCHE
IN THE GARAGE...JAGUAR XJ220 HAS ARRIVED.

“THE TRACKS ARE LADEN WITH HAIR
RAISING HAIRPIN TURNS, KILLER

CORKSCREWS AND STRAIGHTAWAYS
SO FAST THE RED AND BLUE SAFETY

TIRES SMEAR INTO PURPLE HAZE..."”
AFTER EACH RACE ON THE CIRCUIT, USE -SEGA VISIONS
YOUR EARNINGS TO MEND YOUR WOUNDS—

FROM BODY REPAIRS TO A FRESH SET OF

TREADS TO A NEW TRANSMISSION.

© 1993 CoRre DESIGN LIMITED.
£ 1993 VICTOR ENTERTAINMENT, INC.
UNDER LICENSE OF JAGUAR CARS LIMITED, U.K.

™
™ l'
LICENSED BY SEGA ENTERPRISES, LTD. JVC MUSICAL INDUSTRIES, INC. “

SEGA, SEGA CD AND SEGA SEAL OF QUALITY v L 3
ARE TF ADEMARKS OF SEGA ENTERPRISES, LTD. 3800 BARHAM BLVD., SUITE 305 - “‘Lmﬁ-&

ALL 4TS RESERVED. LOS ANGELES, CA 90068 o IR L.

CUSTOMIZE AND SAVE UP TO 16 OF YOUR
VERY OWN TRACKS WITH TWISTS, TURNS,
HAIRFINS, CHICANES AND BACKGROUNDS—
LIKE TUNNELS, BRIDGES AND CROWDS.

! &
e "
A& NoFRICIALY . &

b L}



O'S WAITING
IN THE WINGS
TO ASTOUND
YOU?

Watch for
AERO THE O<BAI."
In the spotlight soon.

SUNIOEI

i
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AERQ THE ACRO-BAT is a trademark of Sun Corporation of America. SUNSOFT® is a registered trademark of Sun Corporation of America.
© 1993 Sun Corporation of America.
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R.B.I. '93... it’s the only
game in town.

HEpJ‘a].r classic baseha
moments with the Game

B Breakers Module and rosterg of :
N Bvery division thamp sin

Keep

roslers current with

8
inp—~o0r ma
Create Team Oplio

i||.:u.n' own trade

Jose 100K

; ﬂﬂ.l_ OF E
Joualmy, S

s . I !’!“ o
. GE NE SIS
Se gaand[iensi Erﬂ_e-igﬁg:;ﬁrﬁﬁ?g
- SEQ: rises. Lid” RBI: :
EﬁigaamEensifﬁrEEnshd foTengen, InCoee

7
©1993 Tengen, Inc. <,

e




D5 S ¥ 4
RetRoMacs.com;

e 74

Our goal is to fry and preserve classic videogame magazines
from years gone by before they are lost forever.

Thanks goes out to all the people who make this possible.
From the original editors and writers,
fo everyone involved in acquiring and digitizing these magazines.

People interested in helping us out, in whatever way possible.
Either by donating classic magazines, scanning, editing or distributing them,
visit us at http://www.refromags.com
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