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Mario Smash was the first Virtual Boy
game | ever experienced and to this
day can hold my attention for hours.
The three dimensional effect is car-
ried out extremely well, allowing you 1
1o perfectly time throws back and forth

across the two planes. MC is big on both platform
action and strategy, and its stationary playfield pro-
vides a good stomping ground for first time users.
MS's only drawback is diversity as there are only

Imagine the original 8-bit Mario Bros.
in a 3-D environment with a second
field added to the gameplay... that's
Mario Clash. Though slogging through
a minimally enchanced, 13-year-old
me engine may not sound at all excit-
::. MC is actually kinda fun at the out-
, but gradually gets more and more tedious as
progress- scenery changes rarely and new play
mechanics and/or play situations are almost nonexis-
1ant. When the newly-retitled Warioland VB is released,
Clash :I'II seem like a joke... that's the platformer to
out for.

minor changes throughout the game. Jook
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While not a particularly loaded Tennis |} I've never been a fan of any type of

game when it comes to options (it's
strictly one r action) Mario's
Tennis is a great playing and fantastic
looking game

is dead on. Anyone can pick up this tennis game and
instantly dial in the controls. I'll tell you one thing,
once you've played tennis in 3D it's hard to imagine
playing any other way. Now bring on a game with
actual players!

sports game, but this game truly held
my attention and was... well, uh...
fun. Really fun, in fact. The actiony
feel and ultra-simple play controls
suited me perfectly, and the line-
scrolling courts are truly a thing of beauty - playing
games in 3-D is gonna be pure joy. If Mario's Tennis
had a link-up option, it could easily be the best VB
game so far. Even so, Red Alarm just barely beats
it... what a pack-in!

‘| game | can live without. Fans of

Telero boxer... now here's a |

Punch-out may be mildly amused
by the similar style action and 0K
3D, but this is not what I'm look- -

ing for in a virtual experience. The complicat-
ed controls coupled with the insane pace
made me nuts. A VF style game in 3D is need-
ed for the VB
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their non-pixelly scaling fists, but the con-
trol and game design is a step beyond pain.
Even if you have the year or so time it requires to get used to
the double-pad control, or if you're a Nintendo boxing game
freak like Kid Fan, the game proceeds at such a breakneck
speed as to make actual playing impossible. | dunno... maybe
| just suck at games.
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Galactic Pinball, while somewhat
amusing at first, never really goes
anywhere spectacular. Most of the
levels are devoid of any real enter-
tainment. On the positive side, the 3D -
effects are very impressive and the areas are each
very creative but more “stuff” is needed to make pin-
ball an event. | suppose if you love pinball you'll
enjoy, otherwise, pass.

Gl [C|, [P, M|, [0, ‘
7‘;5‘7‘5‘60

1 don't like pinball, (though | may
enjoy the EXTREMELY rare Devil's
Crush) and even in true 3-D it does
absolutely nothing for me. The
designers attempted to create some
that justifies a thy environ-
ment, like bonus stages in which you have to destroy
incoming asteroids, but on the whole, | recommend
strongly that you do not go anywhere near
Galactic Pinball
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Here's another most own game.
Vertical Force takes some getting
used to with its multi level game play
(you ascend and descend constant-
ly)but once you do, you'll be hooked.
Welcome to parallax heaven. This is
as original a shooter I've seen in many moons. While
it's hard it's not impossible. Learning how to deal
with everything in 3D is half the fun here, the great
graphics and music is the other half. Do not miss this
one!
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Another great but hard shooter is
Hudson Softs first VR Boy game,
Vertical Force. While VF doesn't pack
the power of Red Alarm, it's easily
one of the best initial offerings. Once
you master the tricky play mechanics
1I'm sure you'll find that not only is the 3D effect stun-
ning but that you're playing a really good shooter. Big
mecha bosses and wave after wave of lil' enemies
scaling about in firey red is quite the sight.
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