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To a New

VI RT

It’s in your

face. It’s in your
eyes. It’s in your blood.
Virtual Boy arrives in the
United States this month
and with it comes a new,
3-D immersive experi-
ence like nothing you’ve
ever seen or felt before.
This special Virtual Boy
section of Power covers
the first Virtual Boy
games and answers your
questions about this radi-
cal new technology.
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Virlual Boy Opens the ﬂonr e
orld of Games

N

1ds

ow does Virtual
Boy create 3-D
graphics?

AVirluaI Boy uses two RTI
mirror-scanning LED arrays
to create a stereoscopic, 3-D envi-
ronment. Just as in real life, each
eye sees the image from aslightly
different angle, which is what
makes things look closer or far-
theraway.

Why isn’t
Virtual Boy in
full color?

AThe resolution or sharpness
of the images is three times
better than it would be if blue
and green LED arrays had been
included. The system also would
cost three times as much.

/
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RELEASE DATE:
AUGUST 1995
SUGGESTED PRICE:
5179

PACKIN GAME:
MARID'S TENNI

How many
[ Bwill be available
S ror Virtual Boy?

plaunches with

) IBQ shows such as Seinfeld,
rasier, and The Fresh

POWW=  growing, but he
w will a

WL

wered bysix AA- Teleroboxer, Golf, Red

canalso plug i * Alar }ﬁf’éareo

your Supel' I
eague Baseball
ber B
and
okge.

P!aylink

to an outlet usi
AC adaptor.

ames

PLAYING IS
BELIEVING

VIRTUALBOY

TRY IT BEFORE
YOU BUY IT

Virtual Boy must be experi-
enced to be believed. As
great as the 3-D images are
in this issue of Power, they
tice to the reality
Boy. To show peo-
ple what it's all about,
Nintendo has teamed up =
with Blockbuster Video
and NEC to offer prizes,
and best-of-all—a
te of Virtual Boy’s amaz-

ment before you buy. From
August through December,
ou can rent a Virtual
oy system for $9.99
from any of the 3000
Blockbuster outlets in the
U.S. You'll get two games
for two nights, plus a coupon
good for $10 off on the pur-
chase of a Virtual Boy. In
addition, NBC will runa
sweepstakes through

September with over
200,000 i Iu%
>y e

Paks. You can also win fanta-
sy trips to the sets of top

ce of BelAir.

VOLUME 75




]

"It gy

LET THE
GAMES BEGIN!

Nintendo 1sn’t the
only ga ﬁi

Wi p e o

developing exception- [ S STen
al software for the CEARTR g
| Virtual Boy system....f~
—Wmefs
an and the
United States have Kemco’s Virtual League .
5 i h Baseball recreates the nation’s
n burning the favorite pastime in 3-D. Whil
midnight o1l to bring batting or pitchigg
es in clope
you more in-your-face M home plate. Once the ball
is hit, the pers; ive
games. For most of awide anl;ele o you can ue
these games, these are d your outfielders.
ould be ready for release
the first photos ever sometime in October. Th

apanese version shown heg
'}nve modified charactepst

PBomber

VY Hudson Soft’s
apage from

Bomber is diffi
culttoleave.
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Ocean
Waterworid

Ocean designed Waterworld for an
arcade experience. The action begins
immediately as you pilot a trimaran
ship in asea infested with evil jet
skiers. A new game engine yields awe-
some speeds and 3-D graphics. As you
progress, more jet skiers race into the
picture and try to steal the helpless
Atollers whom you must protect.

action takes place
below the main lev-

1, so in effect you
ave to be aware of
wo planes of action at
onetime.
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You'd better

‘ Birds and balloons fly by W
v'L' B i?eep your eye on ¢

TENDO POWER

g
home all the nonstopw'n

out the sweaty socks.

L 2B )

yer from seven all-s&
, though! &Mariokupupwith Do

hile you're

game is full of tips and 3
need them, because stffitegy.i

important on this

Jr’s smashes? Can the f1

Each player has individual . The pluckiest plumber from Brooklyn

is agood all-around player. With his aver-
strengths and weaknesses. age spuoe‘:i and rac tpconlucl area, he
Learn them well, or you’]l prefers to play the baseline but will charge the

d your time watching net from time to
:Ee whizz b¥ These v ey
sionate athletes orgo N

hoo when they lose a pointand ™

break into a huge grin
cute a perfect drop shot.

pas

en theyexe- 3




Thanks to
Mario’s Tennis, while

smooth lml, even
play cont mcguet

u'ueurhfefeeLWhatrallybnngnhcgameahve,though,mmnll
details, like the stars above the Princess’s castle,

orated with hearts.

and the net, whichisdec-

SINGLES &
DOUBLES

For girent head-on play, choose
Singles mode. Doubles mode

Tequires more strategy. Yo?'llha
skills and practice both your
baseline play.

V- Y 4

After amatch is over, the players go to
the net to exchange congratulations.

»

STACKS
OF £STATS

Afv.ereve:ymatch,Manou
Tennis provides a numerical

3

though,

E

Swapping his plunger for a racquet,
Luigi turns out to be a natural tennis player.
With skills much like his brother’s, he prefers to
play from the baseline. Thanks to superior speed,

OURNA-
LEMT

In Tourna-ment
mode, Mario’s

Tennis ly
seeds all the play-
ers and picks the winners of matches
in which your character doesn’t play.
over the court. Besides
keeping score, he reminds
ers to change service
am{ them which end of
the court they should beon.

Tl

N\
N

ch-r’nu the net
more often.

AN AN Y

The Lakituin c
the Umpire’s g
chair keeps 3

score and calls
balls in or out.

¥]

Despite her charming courtside manner, \
the Princess turns into a tough cnmpelllnr
once play begins. It's especially hard to get any-
thing pa:;‘:alr Thnugn slow of foot, she mukes gnnd
rla
quet comlcl area
by geavmg the
selme as
muchas
possi-
ble.

\
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MAKE A RACQUET
iy Qﬁy@ﬁE;Q T ODE

It'sti court. Pick Easy
lay first to learn rn the playen moves and st strokes, then advance to
g‘n‘umandl-hd.

SERVE S UP

‘Mario’s Tennis -.;ieiyou a
~ choice of soft or nervu. & £

'he scores on an
ovmhud sma: wever, the Tnll contact

a
. leaves him vul- I/f
n'rlhllto T

ftly

m;;:mmm":;; \\

SOGRRATIAR

éiﬁi
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UIRTUAL BOY SPECIAL

EXCLUSIVE REDIEW!

How would you like to er with a princess, a tortoise or a
plumber from In Doubles mode, youget to pick your
player, your partner and your two rivals. Because the doubles
court is wider than the singles court, you'll have to guard the

NET GAINS

Yo;’ll ofmenf;lzg 7°“"??;1 up close
thcmGoodnnqulgtu:onuomm
here, Remember: a well-placed tap is
worth ten smashes!

Big, slow and swinging the smallest

takes off likea

racquet on the court, Donkey Kong Jr. has
Tulled many an unwary opponent into overconfi-
dence. When he makes contact, though, the ball

rocket.

TEAM
TENNIS

Your -will work with you to
cover s mnch ground as possble
If you move left, your
move right,
;P:l;lmi?you move back,
your partner will move

up.

e

KOOPA

This tenacious tortoise covers the

baseline like a tent. Showing great lateral
movement, he will frequently lunge at shots out
of his reach. Wily rivals know they have to force

him to come to the
net.

VOLUME75 17




all right, but pinball as
own itl

When pinball meets outyr space; it's bound to take: ,

d wild features uglike any you've seen before. The four | —

offer up all sorts of bells & whistles, |

with unusual , 3-D play and special, hidden bonus games. And
yes, you can tilt in outer space.

(PIGH & PYRE

‘We’ve written plenty apout

! Virtual Boy’s graphics, but 775'-_( ¥ B T o
the sound is also fu - E
sional. From | G =
on, you'll know : g 59,2
§ fora o S BONUS
i ?heg:uby ele kmu MILLION
e four| : -
= TOP SCORE
N ~ ‘ = Rxx xx %
& . UF0
e RAKING, SCORE . WOE |
s 1 10.748.000 v DESIG
' G .&'::;:d 1 8.085.000 -V DESIGH
Time.Scroll 3 5.000.000  KENKEN
§ ‘6,000,000 W.TAJINA
through the H VoK

nmp-re it to the list of winners.

HN °'1".§::.-:‘,‘.'h 3,000,000 «* 01
sel e
that you want to dunk 're hot stuff. Go for your best
start with.
19

95 Nintendo




cosmic

Galactic Pinball is set in the mysterious depths of the
Milky Way,but it’s more than just a space shoot- em- up
on pinball tables. Of course, the object is to post the high-
i ik h of the tables, but yoa can also
)y accomplishing different feats.
atwist: games within games.

NUIENIODDIITY; =
Shoot the puck into the Alien p=— ; (4&&’; 3
Hall to make an Alien he: e 7 O(,l\\O(é
appear in the center of | £ : j:“{;:% 'KS
table. Keep hitting thehead to | .~ % P & 2 &

earnashotat the Alien Bonus—
When the Alien Ring s,
Shoof the puck through it
winbigpomts:

and possibly a jackpot. Knock
down the targets h
bonusgame, the Alien Ring.

T E—
COSMIFEHNGS \

It’s pinball Sj Invaders! Cosmic’sb willhave you
firing away at falling, enemy space ships and rnckingyup n F l 0 n T

ints. Hit them before they
it you, and score massive ' Thebonusaction starts ear-
Y pointsin the process. in the UFO stage. Try to
y the Alien before it

oting the puck

into one of the
openside pockets.
It’s atricky shot,
and you’ll have
only ten seconds

((.A

sicoRs
|
Pk X

o you can't ai fort S | to accomplish the

. m"fm*m‘!" ) j task before the
Yikes! You're in for a cosmic chal- tenseconds, the ship fires its burn-
lenge when the enemies launch an

attack in the bonus game.

’ openings closeup. |- /iy, ersand takes off.

STARISIHRENT

A bonus game in the Colony stage lets
practice your mark hip. Wh
get the bonus, a stream of stars will ¢
around on the table. Your score wil
depend on how many of them you cai
shootdown before they disappear.

VOLUME75 19
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mﬁﬁmw
will become an Alien head. 5

& R
The Colony, which is floating, ly in outerspace,
sometimes collides with asteroid fields. In the bonus
)) game, you'll haveachanceto protect e(*n
* ing the asteroids down before they can uny gamge
You’llalsob -




Thie Cosmic stage pits yoftagai

you venture into the Milky Way

then unlock the mysteries of the galaxy as you

drop targets, discover hidden bonuses and rack o5
TR

Of'course there are UFO’s in outer space, and in this stage, you’ll con-
trol them from remote locations. Using the UFO’s, yow’ll battle an evil
skeleton asyou attempt to claim the jackpot as your own. Begin by
blasting the massive ship. .

VOLUME 75 21
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3-D'GRAPHICS THAT MAK;_E.YDU"
THE MAIN EVENT!

Ladies and Gentlemen!
Welcome o teleroboxing—the
main event and sporting rage of
the Twenty-Second Century!
Bear wilness to rounds of fight-
ing prowess featusing the most
powerful robols in the uni-
verse! Teleraboxer for the
Virtual Boy sustem immerses
players in the fast and furious g
world of remote (=
control boxing.

HEAVY METAL
HEAVY WEIGHTS! |

‘When you immerse yourself in Teleroboxer, you’ll entera
world where hazardous duties are assigned to robots that mir-
ror the movements of their human controllers. The technolo-
gy,known as telerobotics, and it isn’t used for work alone. In
an effort to bring telerobotics more widespread appeal, scien-
tists have organized a worldwide, robotic boxing tournament.
The new  sport,
i bbed teleroboxing,
— —amme~_—1 hasb ea
; huge sporting
sensation. See
what it’s all
about—seize
your Virtual
Boy controller
and enter the
ring of the
L * B future.

N\

U=l

Teleroboxer's first-robot e
T s e

R — T
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UIRTUAL BOY SPECIAL Uf
\}

N

The conveyor belt to the championship is full of
monkey wrenches. You need more than an iron fist
to win thisgame—you’ll have to identify and exploit

Pagero is the first and casiest
robotic opponent vou
encounter in Teleroboxer.
He's rumored to have a crystal
jaw—you just need to shatter it
with perfect timing. Nail him
in the head with a Machine
Gun hook or a Machine Gun -
Punch. Once you master this

routine, vou'll have Pagero’s

sensors seeing static in less 4
than fifteen seconds.

Spokong packsa powerful
punch—don’t let him ring your
bell for good. Survival depends
on landing punches with timing
and accuracy. Warm up with a
series of blows to Spokong’s

head. As his health gz E e

depleted. the robot low

head below the belt. Use your
i body blows to bounce Spokong’s
head back up where it belongs—
inupper cut territory.

™
EHCLUSIVE REDVIEW! |

the weaknesses of each of your opponents. After
you knock out the champion, yow'll have to defend
your title. How long can you last?

Pound Pagero's
head until he hits
the mat. This robot
will be ready for
the scrap heapin
no time! - —

No hitting below
the belt—unless
your opponent
moves his head

VOLUME 75

23




POW e sdssams
| ARM # = s o= o
Dorihey is controlled by a fel AGH = = = =
low robot, DH1. Thisbucketof
bolt’s cast iron bellv makes
him immune to low body
blows, but he lacks the periph-
eral vision to dodge left and
right hooks. Watch out when
he blows his top! Unload a
quick scries of hooks to the . ile Doril
] ‘While Dorihe)
head before this automated doesn't look like
corkscrew turns your internal much of amatch,
. hetti! his spinning hat
wiring into spaghetti! attackmakes hima
contender.
Picky, Bomkun's mysterious
alien programmer, can’t stand
losing a teleroboxing match.
Picky designed Bomkun 1o make
sure he wouldn't. I vou don’t
defeat Bomkun in one minut
the radioactive robot will self-
destruct. Keep moving until
Bomkun begins his final count- Bnrliku_nhas-n ‘
: . Ii explosive secref
down to destruction. Use you SRk Oving Toghars
Machine-Gun Hook to snuff out withyou. Canyou
the radioactive robot’s short fuse. stop the count-
down?
Prin was designed by the top A
female engineers in France,
Prin’s owner, Cheri, is
rumored to have made some < =
secret modifications to the
robot. Why does Cheri keep
giggling? Maybe you're the
butt of a bad joke! Swing high A
andia i ! slaie I?’ . Don'tlet Prin slap
and avoid the glare of Prir you around! A few
evil eve! Keep landing punch- ||||sdmt|:|ela§e
sends this robot
7 t 2 3 S
es until this dancing robot back (o France.
reduced toapile of spare par
24 NINTENDO POWER
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Tkanger is a mechanizec
pial from down undci
designed and progri

nine-year-old hov gemn

e was
ned bya
Ihe
robot carriesan onboard joey to
inflict double damage. Tkanger
can pound vouwith four differ
ent gloves Therobotis pro-
grammed 1o protect litde joey
Does this leave a
Takeaswing

down under
weak spot up high?
to fmdout!

Centuries of martial arts skills
are programmed into Tukikage.
the ultimate teleroboxer from
Japan. He is equipped with the
latest in ninja microchip tech-
nologv. Pummel the robot until
he vanishes into the night, and
avoid the throwing stars that
whistle toward vou in the dark-
ness. 11 von're quick, you can
block them with vour glove. A
Tncky deflection might strike
Tukikage!

Are you ready to wear telerobox-
ing’s golden champions| irebelﬁ
Boxlng‘- oddsmakers are betting
against yo withunde-
feated recordure lowed to fight
the Legendary Champ. Who's the
diabolical lul controlling this
ﬁendhh f

title and find
uull

e? Sm your perfect |

| Ikanger is double
| trouble! This
mechammd marsu:
pial carries amen-
| acing joey in
| training!

Don't be deceived
| by Tukikage's illu-

sions. Listen and

| block his whistling
| throwing stars.

Winning strategies you won't flrid'lh any other magazine!
VOLUME 75
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io Clash debuts on Virtual Boy
ber. That’s when players

26
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et their first shock. Clash
like the original Mario
ade game, but it plays

tic round of bombard-

ry stage features an
oopas and other foes

¢ Mario begins on a rope

the center of the room
Swing to face the fron
back, then jump to the
middle platform.




Think of the firstleye

warm up session. You

move between the f

back areas and the upj

lower levels using the ¢

ing pipes. Thegnem

meeton thisstage ¥

much troub

knock them of

shells thrown f

back. In add g
koopas, youw’ll also meet Spike,
so look before you jump. Your
score depends on how quickly
you clean up the area, so try to L
make every throw count. In S

many cnses,y you can knock out H,"f.’:'{;’,‘,’,‘.{:‘.‘..'.",ﬁ',‘ﬂ;}‘, Mario scor ints by knocki

off
H you hit two or more
more than one enemy atatime. you'll double o triple

! i

A THORRAY
SITURTY

The third stage introd
Thorny, the koopa with
aropeil shell and three spi sticki
m.

el of his back. Obviously, if yo
r"'.,'m" to stomp this guy, ym;’ll endup
; withaflat. You can’tknockthis i

tle tank of f the ledge from
fi , either. Ir
oopa shel him -
hat meansthat you Mario can chuck a koopa shell from the
e shell into the
ground or out
the background. Not only that, you have tohi
Thorny twice to knock hi
off the ledge.the back
ground. Not only th

EE A Y

1l
to strike enemies in the side.

| ME B A5
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and waiting untila
second P-G or Thorny comes u
to it before throwing the secon
shell. The first foe acts as aroad-
block and, as you finish it of f, the
second enemy also gets stunmed. |
Asinallstages, if arun @
room appears, grab i
Fever Time—a peri
which you’ll recei
points.

Ti i nuvm when you throw
i-:h?'l".luth m.!-r,“.m
passes beneath the Para-Goomba.

28 NINTENDO POWER



ICE

The second ice stage puts

Mario on a slipperyffoa

Your momentum can

you straight into enem

obstacles like a fire clo

afalling icicle. The en:

include sever

and Para-G gombas like

those in St age 7,but the

chance of slipping up is,

much higher. After hu g

through this stage, the sec-

ond Bonus Chance appears.

This time you’ll have 20

coins to catch. Catching

coins adds to your total

score. If Mario snags all the If you wait too long in one place, an i
coins, you’ll earn al-Up. above you and fall on Mario’s head.

Meet Lobb. Thisiron box on w!

quickly along the ledges, t!
‘When the hand comes ou
Lobbisabout to loban i

psely in e;'ery direction. Other
99 levelsincludeSid

move forward from

expect the action to pick

usly with more enemies
e ow ledges.

~ Z
";Lru nin this

ld be collecting

the background area.

)J

fiee

ey
oln. you from another

e
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platform and shooter action that follows the 16-bit lay-
out closely except for the absence of a few stages.
You'll experience all the thrills of cow launching and
battling Major Mucus. You'll also experience all the
frustration of Earthworm Jim’s play control that
requires ultimate precision and lots of patience. The
Practice option included in the game doesn’t help. Jim
fans won’t want to miss this month’s review.

o Good graphics. Wild sense of humor and variety of game play.

° Play control is loose and difficult, just asit was on the Super NES.
No password.

GALACTIC PINBALL

P Company.
(] Release Date.
Memory Size..
Bumpers and bonuses take to the stars
with this 3-D Virtual Boy pinball game.

Galactic Pinball
combines tradi-
tional pinball play
and feel with a 3-D
element that keeps
the puck (not a ball)
flying at multiple
levels. The four
main boards
include Cosmic,
Colony, Alien and
UFO, each with unique board layouts, bonus opportu-
nities and flipper setups. Starting out with three
pucks, your goal is to keep each puck in play while
racking up interstellar scores. Some bonus options,
like the Comet in Colony switches the game mode to
target shooting for a limited time. The Flying Bonus
in UFO offers you a limited time to shoot the puck
intoa designated bonusslot. In this case, if you sink the
shot, a center post pops up to keep the puck in play.

Cosmic features
three flippers and
an asteroid that
moves back and
forth in the mid-
dle of the board.
One of its special
bonu Cyber
Roulette, which
can earn you fab-
ulous prizes like
extra bonus ops.
Alien is a high-scoring, four-flipper game featuring
3-D pathways if you hit the right hole. For the full sto-
ry on Galactic Pinball, turn to this month’s review.

& Goodvariety.Cool soundeffects.

The 3-Ddoesn’t add much to the way the gameis played. No
battery to save high scores.

JUDGE DREDD

Company

2
. a Release Date

Memory Size

Justice rules when Judge Dredd comes to
Game Boy.

In the third millennium, society has all but fallen apar|
Ju s dispensed by Judges who roam the wild citie
with the power tosentence and ex cute criminals. Basef
on the Sylvester Stallone movie of the same name, Judg
Dredd for Game Boy puts you in the role of one of they
law-bringers. T
platform game
plays a lot like the
Super NES version,
but there are dif fer-
ences in the maps
and fewer
You can blow away
bad guys, but you
might want to arrest
them instead. After
all, that’s your job. Collect weapons and items as yoj
progress through horizontaland vertical scrolling area
Computer consoles along the way update you on you|
mi s progress. Nintendo Power lays down the lawi

month’sreview.

0 Lots of action. Passwords.
° No Super Game Boy enhancements. Slow framerate.

.Nintendo
‘September 199
Megabits
Mario clashes with his old koopa enemies in
this Virtual Boy platform puzzle game.

Mario Clash clearly demonstrates the wonders ang
strategies of 3-D gaming on Virtual Boy. Based on i
early Mario Bros. arcade game in which Mario jumpe]
between three levels while avoiding koopas and othe}
enemies, Mario Clas)
adds a layer of dept)
that will keep player
moving and thinking
in three dimension
rather than two. N
only can Mario rag
between front and
back areas via thy
pipes, he can stomy
koopas and use theil
shells as weapons
throwing from front to back and vice vers {
progress through the stages, the number and v; y
enemies increases and the time limit seems to worl

104 NINTENDO POWER
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95
abits

S )'0“
areas.
) )'Olll’
law in

r 1995

s

es in

rs and
on the
umped
d other
o Clash
f depth
players
1inking
‘nsions
vo. Not
io race
ntand
via the
| stomp
se their
apons,
As you
iety of
to work

against you.
Although Mario
Clash plays much
like a platform game
in many respects, it is
also something of a
puzzle game like
Tetris, except you
must play in a three
dimensional field.

Gooduseof 3-D
game strategy.

of Virtual Boy ingraphics and

° Could use more complexity and bigger variety of settin

MARIO’S TENNIS

Memory Siz

Tennis, anyone? It’s game, set and match for
Virtual Boy with Mario’s Tennis.

Tennis in Virtual Bo sa more realistic tennis
experience tohome players thanis pos ible on television
monitors. This is the pack-in game that comes with the
rtual Boy game
em. Why tennis?

an easy learning
curve with lots of
action, plus it has
some of the most
famous characters
from the Nintendo
universe. The play-
ers include Mario,
Luigi, Princess Toadstool, Yoshi, Koopa, Toad and
Donkey Kong Jr. You can play singles or doubles asa
one-player game in either Single Match or Tournament
Mode. You canalsoselect the number of sets you want to
play per match. Each of the charactersmoves or hits with
some special skill, so playing the Tournament with dif-
ferent characters makes for a new challenge. Even
though the characters are based on Nintendo heroes
rather than tennis
stars, the actual play
includes all of the
moves you'd findona
real court. The 3-D
aspectgives youa
realistic perspective
when yourush the net
or play the baseline.
Real tennis strategy
comes into play, as
well, calling on players to mix their shots, from lobs to
winning ace serves. Head to center court in this issue to
catch our Mario’s Tennis review.

Excellent tennis action and play control. Fun
characters. Singles and Doubles.

° No two-player option.

8§ Company... 3
. T Release Date........August 1995
Memory Size 12 Megabits
Ryu Hayabusa returns to avenge his father in
the classic ninja action series from Tecmo.
Ninja Gaiden, Ninja Gaiden II: Dark Sword of Chaos,
and Ninja Gaiden I1L: The Ancient Ship of Doom—
three classic games for the NES—have come to the
o Super NES from
Tecmo. The games
are virtually perfect
duplications of the
original 8-bit games.
Enhancements to the
sound and graphics
are hardly noticeable,
and we couldn’t find
any new hidden
secrets. The game
play and stage layouts are as close to the original
games as you can get short of dragging out your old
NES. This can be seen as both good and bad. Good
because the original games were great action games,
but bad because there’s nothing new and no surprises.
As for the game play itself, Ryu runs, climbs, and
jumps through horizontal and vertical areas, picking
up power-ups until he meets up with the guardian at
the end of the level. Ninja Gaiden was the firstgame to
use cinema scenes to tell a story between levels. Today,
the cinema em simple, but they were rev-
olutionary is is definitely a game for
players who haven't played Ninja Gaiden atall or who
want the complete collection. Take a closer look at this
step into the pastin this

0 Great action

The original controller setup seems a it awkward on the Super
NES Controller.No new features except for the passwords.
Graphics don't live up to current Super NES standards.

Challenging. Pa

2 Dy
[ T It e

Another comic hero comes to the Super NES
with lots of style and some serious toys.

The Phantom’s
motto is, “Someone
has to care.” That
someone will be
you once you pick
up this fast action
game from Viacom.
Based on the comic
book series starring
The Phantom, the
game takes place in

|
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Metropia, a city under siege from a corporate criminal.
Excellent cinema sequences tell a comic book tale of
greed and destruc-
tion, but if you pre-
fer the shortened
summarized ver-
sion, just switch to
that option. The
character of the
Phantom has great
versatility. He runs,
jumps, spin jumps,
and climbs walls
with the Induc-
tance Rope. Inall, the subscreen lets you choose between
13 weapons ranging from homing missiles to a
boomerang. You can also pick up shields and invisibility.
Onceyou'vecleared anarea, youcanreturntoitlater,giv-
ing thegamea non-linear feel. Metroid fans won't wantto
missour Power review in thisissue.

o Good play control. Lots of moves and weapons.

° Map layouts can be confusing. Character animationis stiff.

A long quest to become an Aqutallion
Knight leads to danger and adventure.
Atonetime, Tecmo
contemplated call-
ing this Tecmo
Super RPG. That
should tell you
something. Secret
of the Stars is a
generic RPG that
borrows heavily
from previous
games including
the Final Fantasy
and Dragon Warrior series. The story involves along
and perilous search for the Crest of Stars. Along the
way you'll fight
monsters, find
items, visit towns,
equip yourself
with better
weapons and
armor, then do it
all again, and
again. That’s the
central pattern of
most RPGs, and
Secret of the Stars
doesn't deviate from it by so much as an inch. For
those RPG fans who can’t get enough of their favorite
style of game, Secret of the Stars may be worth the

investment in time, but many players will find the
graphics and game play to be a step backward from the
standards set by Final Fantasy I1l and the upcoming
Chrono Trigger. This month’s Epic Center scrutinizes
Secret of the Stars.

o Along game (more than 50 hours). Lots of hidden
items.

° Nothing new. Simple graphics that would look at home on the NES.

.Nintendo
August 1995
.4 Megabits

The classic that started the fighting fad
makes a hit on Super Game Boy.

Street Fighter ITlooks
amazingly good on
Game Boy or Super
Game Boy and the
play control feels sol-
id. The nine world
warriors in the game
include Ryu, Guile,
Zangief, Ken, Chun
Li, Blanka, Balrog,
Sagatand, if you defeatall the rest, M. Bison. Two-play-
ers can square of f using two options, either link two
Game Boys or use a Super Game Boy with two
Controllers. Either way, the action and moves are taken
directly from the arcade classic and Super NES games
with some reduction in the number of moves.
Controller
sequences have also
been modified to
work on Game Boy.
Super Game Boy
players will find that
the colorful, en-
hanced borders
change with each
tournament loca-
tion.

f Super

ics. Simplifi ller sequences. Good
Q Game Boy.
° Slower than Super NES versions. Not all characters are ncluded.

Company

TELEROBOXER
Release Date.

‘X4
m pisees ot

The boxing game of the future is here today
on Virtual Boy.

Teleroboxer takes you into a futuristic boxing match
against robots and people who are powered up in their

106 NINTENDO POWER
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your progress
through the tour-
nament. This
month, Nintendo
Power slugs it out
with this brain-rat-
tling game.

givca youa view of
your opponent from
the waist up. You also
can see your gloves in
front of you. Game
play feels a lot like
Super Punch-Out!!
You can dodge to
either side, hit high or
low, block and use special moves. Learning how to out- 0 Challenging.Interesting opponents with super moves.
wit the computer opponents can be challenging since Battery-backed memory.

the action is fast and the Al is unpredictable. There are
eight boxers and three memory save slots for saving

mig HEADTHEAD s'm

ASTEROIDS/MISSILE COMMAND 27 40 36 3.1 QX k*% K-A ARCADE

c Needs more boxers. Can't choose to be a different boxer.

BRONKIE THE BROCHIASAURUS 2.9 3.2 24 33 K-A EDUTAINMENT
CENTIPEDE/MILLIPEDE 26 !/3.57 [[3137 I3 * K-A  ARCADE
CHRONO TRIGGER 40 35 43 45 Okxk*¥% KA RPG
EARTHWORM JIM 40 34 33 35 K-A ACTION
GALACTIC PINBALL 3.1 39 35 33 ¥ K-A  PINBALL
JUDGE DREDD 31 32 29 3.0 K-A ACTION
MARIO CLASH 30 34 27 3.0 * K-A ARCADE
MARIO’S TENNIS 32 36 34 34 (xES K-A TENNIS

NINJA GAIDEN TRILOGY 26 33 33 3.0 K-A ACTION
PHANTOM 2040 34 35 33 33 Ox K-A ACTION
SECRET OF THE STARS 3.0 32 28 3.0 K-A RPG

STREET FIGHTER Il 2.9 129" 257 2T *5% K-A | TOURNAMENT FIGHTER
TELEROBOXER 33 33 36 32 ¥ K-A BOXING

TR X

1-PLAYER MULTI-PLAYER MULTI-PLAYER ~ PASS-  BATTERY GAME SUPER SUPER SUPER SUPER

MODE  ALTERNATING SIMUL. WORD BACK-UP LINK GAMEBQY FX MOUSE SCOPE
If you like the same types of games as one of our 10SA Ratings:

Powser e:ii‘tors, then check for his or he;?sea\ of approval above. These Independant Digital Software Assoc. rat-
co ings reflect appropriate ages for players. The cat-
* fgosrltlseSlmulatmns Adventures wr Flghllng, Simulations, RPGs egories include: EC=Early Childhood, K-A=Kids to

Adults, T=Teen (13+), M=Mature(17+),

* .F}Pe?sr Puzzles venTiiEs P ?g:‘f; Adventures, Puzzles A=Adult(18+), NR=No Rating. To contact the IDSA

Action, Sports, Fighting RPGs, Simulations, Sports regarding the rating system, call 1800-771-3772.
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DO YOU HAVE THE
INSTEINCT?

The title that every fighting
game fan has been waiting for is
coming home! You may be one
of the best players around when
it comes to the arcade game,
but you'd better check out this
article if you want to master the
Super NES version.

DONKEY KONG __ ol
COUNTRY 2: ooty

Diddy’s back and he’s < {
brought along a new | ©

friend, Dixie Kong. |
Check out the the graph-
ics and game play that
out do even the original
DKC! Don’t miss outon |
- this incredible issue.

|\
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Castlevania: Dracula X DOOM ' Red Alarm ‘ Vlrtual Golf
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