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ncredible!
Until
recently

ecrets and
ow it’s one

The Virtual Boy has only just
hit the streets in Japan, and in
true Super Play style we've
pipped the other mags to
the post to bring you RED
HOT EXCLUSIVE Virtual
Boy news and reviews.
Prepare to experience a
new dimension in gaming.
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SUPER EXPRESS

Nintendo’s 32-bit virtua! mnnetar
finally hits the streets,
and Super Play is on
hand with a full report
on the unit itself and
its current games
line-up, plus a look at
future releases.

sweaty postie waddling
A into Super Play's
grime-laden delivery

bay signalled the long-

awaited arrival of our Virtual e o um’”h»;lh"::::(mmd

Boy this month. o - LR "
We've spent the last few nes okt oo Doy Bt tor e

our ol mulplaye inkey Teason, you've got one in

weeks stripping it dows
your et armpt,you ma

special, conducting leading-edge
experiments into its peculiar
and intriguing 3D capabilities.
That and getting very sor
coming away from the m-cnlne

the
UK NES

each other over whose turn it is
ot on Rod Alsny asturdy jth rubber
2 nt lippage. Its not
i o o s of et
taif
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measuring roughly 6" x 5 c james slide — the bit which endows immersability
this is both controller ~ being (sort of) upon the
hily reminscent of that of the 1 0 remaone thim whil but sl foar ubber compound and can be
ation — and power source to the let e rom the unit So i
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bee. Six AA/HP7 batteries slot into dan e i

thes o0t o the ‘pad and give 1t a ey's on the uer g foreheads, it 1 < for them to buy

weigty put sl emarkably _ they sell separately in Japan and
e should be available from importers.




DO THEY DO
'I'HA'I"I

And how, you may be wonderin
b Winhonds Qrmpt Yok e e
team managed to create a system producing
W

b om0 mumnq diodes)
s eachof the images
you poke your
Each gener
which are then projected through a
‘magnifying lens and onto a mirror (or, as it
officially called, a ‘counterbalanced resonant

contimetre to the eft of the cours edge,
while he may e, say, only half a centimetr

a1 the right lens. Your eyes bring the two

together, et voila ~ Mario in 3D. And stuf.

THE SIDE EFFECTS

e the videoganing epleey o '
ansurprising that Nintendo ar

s for those people
#0h0, along with pmbalvl‘,/ having trouble

<hamm Derio o pay

, of cou
over the potantialeye problems i

of the Virtual Boy for fear of incurring
the weight of Nintendo's expensively
upholstered lawyers, but we can at least tell

Mo Glsh 1kes 3 ageq fheme
“ang g esiha oo 010 Sprucing U

THE GAMES

ha, the most important
component o  Daw systa
it t16 cetal atmes; thoso
480 nuggetsof entertainment
ensure either a big pile of spent Duracells
in the coming weeks, or a hastily scribbled

mainly because we just say so.
Red Alarm
T&E Soft

It's no surprise, of course, that one of the

is that T&E Soft, a company not famed for
suc work st et devaiopes
el
hey'vo Coe e LT
Fox running at

The pin connectors concept seen on Veebee,
carts is a far cry from the SNES
equivalent.

Veebee carts are approximately
in size, and have
bare edge connectors. Because

also particularly good for scraping
encrusted food spillages off
desktops, we've found.

Pt i syt te vy

full sleam i i
‘ery fluid game, which, even with a

e
‘and approaching sections

packed soreen,
from slowdown.

v

$jootthoss e s in
rm, one
Tt Ve e o

1vs an outand-out.

differe
tonchesto Wonar over. onz favourite 5o
section on

of
landscape despite their
‘wireframe nature.

Alarm is one game which makes full
s of the Ve

increments (zhis function isn't vital in play,
as it happens). The right trigger shoots,

that’s bound to sell in huge quantities
mainly because i’s the
only Veebee

i e Boy
in the States, Mario's

luv=l one, where sl ground

‘update of one of first ever Game Boy titles.

mwinqyuuwmmumupmduow T, Princass Daisy, Yoshi, Toad O
them away,

freedom of movement within a level's
0

impressive than we were expecting,
‘mainly because the graphics can't be
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or Donkey Kong Jr,, you take 10 the court
in either a singles or doubles match.
[ e o
/0 types of match available ~ one-off
Sl
of surfac
T piay A perfors . g
lob and B standad
stroke (for
Backhand, depending
on where you're
L
the ball, but it's also
sositioto hr‘nunu o
evena uumnq umh
shot f you!
the net
The familiar

e

I3ttt game e
is Panic Bon fil =

fetishist and a host of other characters
from Super Bomberman
Although you'd be forgiven for
thinking that the Tetris genre wasn't
‘perhaps the best choice for the virtual
treatment, Hudson Soft have done a
surprisingly good job here.

hile the game
itself 1s still
flat, there are
4 plenty of little
| embelishments

and characters

floating around

separately, something
alkin to watching Captain Pugwash live,
‘and even fizzing bombs have sparks that
1y out towards you.

‘The game itself is standard Puyo
fodder. You have to match up sets of
Goln Ce i
differen anging from characters i

i oies) o
horizontally or
s diagonally and

HeH A0 ol S

accurately and with
good humour — they
all waggle their hips

isn't perhaps as
lfectiv as we'd
d — the c
Vitaai(sh), but the
i achieve the same kmd ot lfoct
-play tennis
gmm o ety f o
mode, where, having missed the ball
from a close-to-the-net
position, you just hope.
CEL
jets 0 it, never

s

amtualy Knowing
what's going on
behind yc

If not as enduring
as the likes of Super

e 50T
Az,

a fel like.
10 other example.
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Panic Bomber

‘Hudson Soft

Alas, not the 3D version of Bomberman
‘with a four-player link up (can you
imagine the scene?) you were maybe
hoping for, but a Puyo Puyo clone.
featuring everyone's favourite fuse
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Bomberman popping
foreground, firing a laser into the
distanc and geting id of aosd of
bloct
“The pronlom with Panic Bombor s
that battling against a host of bizarre
‘adversaries and vaguely.

twenty minutes.
Amazingly,

100 tough, but
that's highly unlikely.

this could have been 5o mich
better, or at least longer, but it's fun
whille it lasts and uses the Virtual Boy ‘s
3D thang to good effect.
6
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‘you that you'll get a disorientated feeling —
somenhat akin o s
into the day]

and Dk aherspaneing o aneh hout thre

THE FUTURE

‘The games on their way to the Veebee are a
pleasingly varied bunch. If bowling’s your
bag, Athena's Vil Bowing oks 3
gk 20 M
e b found in TAE Softs Virual Got,
‘which ofers Daliosque hoots aplenty,albett
i

i D Mzsrer Favie
Sl tlus' Jack
Broe. and Frtson St Vestica For (o
covered in SP34)

Drool! At Ocean's
aterwarid, e of
the only Wester
Covloed Vesoee
gam

A ok 8o, oftng
g O ths snesiarrou

‘Smile smarmily) At TE Softs Vitual Gols the oni
Golf game in history with red greens.

Getnotat al ol By TAE Sofs virtual Bowing,
which offers, yes, 30 ball-on-pin action.




One game that
should sell well is
Mario Glsh. Altough

simias e

(which cates back v 0000 vaenda hav«
f oo o
the higher platforms, for example,
further ity the scrben ~ and is mppier
than the original. It's an ideal candidate for
B ki oot uongh s ity
[ o ki M b St

s Gruis s th ober Mane related
e, and 1 nvolves explaing o
ndarground cave network. The acton ocks
Bredominataly patiormy, and it pays host to
the usual Veebee 3D sprite effects.

THE VERDICT

The most important thing to bear in mind

vhen appraising the Virtual Boy is that it is
agaming system like no other. It's not
intended to compete with next generation
machines such as the Saturn - nor the Ultra
54 0r the SNES, of course - instead, it has
created its own market niche.

At this stage, we can't recommend the
System to anyone other than the most
hardcore videogaming nuts, who grab each
g e e
becomes available (the oy
B o ey i

= ey oo e S
'J-su favoured imporier right now)

e system's current
stum.bllng block. Even the Gam Boy plays
host o a library of more sophisticated titles
than are currently available for the Veebee,
[ oo e el vl et
situation chang

But the Syt hods prowise, i only
because it's a Nintendo product, i
o raommits oo T potanial
incredible - imagine VB Mario Kart, with
tons of 3D tracks and. msv mdnumj effects.

stuffed with athemond)‘ mans n
Conking vittusl visin’ Cartanly,
vhen such gai o voutlind
out about them fist i Super Play. SO

Galac!ic Pinball

e Vespoo
Gtk RIS RO S
tal of

Tosbvs g B A Y
Game Boy-ish package. Eac
packed in a famiiary syled bor,
along with brightly designed
ction manuals plus all the
bumph familiar to Game Boy-ers,

own d tricks, and, as s

isewhere,
particular disappointment are the
game's bonuses, The completely separate

the case in Super Punch Outll, learning
jhen to expect them - and how to cope

‘with them when they arrive — i the key

10 success.

es, you don't

‘point is deathly dull, with no features on

gam
actually see your fighter on-screen.
Instead, int assumed is an
Sl e
o likes of Boxing: Lagend OF The Ring
this obviously this takes a bit of getting
used to.

Teraborer s an o e s i you're starting out.
announced for the Veebee ~ i's aso Of the launch ttles,
ot ok oG olorohics probaliy pats
the most effort

looking 3D. Each
robotic fighter's body.
pats lies on its own

that it

convincing,

Tony

Teleroboxer
Nintendo

If you remember
those robot boxing Dackat with
‘where presentation, it’s an
entertaining lttle game
‘with a handy save game function and no
shortage of challénge (in fact, it downright
sy e e o e )
just not the gnat's elbor
esented with what is essentially 8 version of SPO!! could have been.
deal, you work your way 6

through seven opponents. Each has its Tony




