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GI plcks the best and worst games uf 1995

25 lllh'a 64 Game Preview
Last month Game Informer gave you the
inside information on the Ultra 64 unit,
now we'll take you on a tour of the games
that will make the Ultra tick.

S0 Play to Perfection Strategy Guide /
At long last, the rest of the DKC2 Strategy Guide.
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/\ Triple Play ‘96, Shockwave 2,
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Great mag! | don’t know how to ell
you how nice it is to pick up a
magazine that doesn't suck up to
every review they do. | received a
32X last Christmas and was
extremely disappointed after months
of wading through a sea of terrible
games, at least until Virtua Fighter
came out in early October. The
Saturn and PlayStation are both
totally cool systems, but also are
totally out of my price range! For a
while there, | was stuck in the mud.
The next thing | knew was that | was
looking at a beautiful Virtual:Boy in
the pages of your Game Informer.

| tried Mario’s Dream Tennis at a
local store and the game and system
are excellent! Although | am definitely
going to sell my Genesis and 32X, |
am still worried about Virtual Boy for
one reason. I'm not trying to dis’ the
32X, but there is no sign of 32-bit
quality in most of its games. The
32X’s publicity and attention are
drawn away by the ultimate powers
of the PS-X and Saturn.
So what I'm trying
to say is..do you
think the Virtual Boy
could possibly go
through the same
downfall the 32X
went through? Also,
could you please
list a couple of
Virtual Boy’s cool
games for me to get my hand’s on?!

Andy Margolis
Northbrook, IL

block, simply because nobody wants to
make games for it!

Speaking of chopping blocks, that just
might be the fate of the Virtual Boy.
While it is a pretty cool piece of

hardware, third party developers aren r“

really that interested in supporting
Plus, Nintendo’s library of games thus
far have not been very mpres@e.

you really want a Virtual Boy, go |
but my advice to you is to
make sure that there will bi
support for the Virtual Boy in

through with yo

Well, either way here’s a list of some
cool Virtual Boy titles, or at least the
ones that | think are all right: Mario’s
Dream Tennis, Wario Land, and Red
Alarm. Sorry there's not many, but
that’s the reason why«gh/ngs look so
bleak for the Virtual Boy: Let's hope the
outlook gets better, otherwise it could
be chop-city for the VB!

“... | would put 32X
next on the video game
system chopping block,

simply because nobody
wants to make games
for it!”

| can certainly understand your
disappointment with the 32X. From the
start it has been under fire for its lack
of good titles and it doesn’t seem like
anything is going to change anytime
soon. As matter of fact, since Sega CD
is now history, | would put 32X next on
the video game system chopping

(o] e

taking Nintendo so long to
produce the Nintendo
Ultra 64 (NU64)? In your
March ‘95 and January ‘96
issue you said there were
105 people working on the
Ultra 64, yet it still is
running behind schedule. |
can't think of any reason
why it is taking Nintendo so long!
Also, | heard a rumor that Leisure
Suit Larry may be coming out on the
NU64 and | was
wondering if this was
true? Plus, is Shigeru
Miyamoto working on
any more games for
the Ultra 64 other
than Pilotwings? And
finally, is Spectrum
Holobyte’s Top Gun
for the Ultra going to
be anything like Top Gun on the NES?

David Verret
Baytown, TX

fag. So right off the bat things weren't
going too well for those 105 guys working
on the Ultra. If you read last issue’s
article about the Ultra, you'll see that
there are a number of features built-in
into this processor. If one of these doesn't
work, then they ve got to keep redesigning
it until it does. Well at least now
its done, or at least that's what
Nintendo says.

As far software goes, | don't think
Leisure Suit Larry (LSL) fits into the
intendo family of software. Right now

ies give them exclusive titles -
't fall into that category.

| was reading the December
1995 issue and | noticed that
your preview of Breath of Fire
2 (BOF2) stated that it was
made by Capcom. | peeked
into another magazine’s ad,
and it also said it was made by
Capcom. We all know the original
Breath of Fire is made by Square
Soft, but BOF2 is made by Capcom.
What's going on here?!

“Boy of Destiny”
Oregon City, OR

The reason it is taking Nintendo (and
Silicon Graphics) so long to produce
the Ultra 64 is that they were having
problems with the Reality Co-Processor.
Nintendo gave Silicon Graphics a list of
requirements for the Ultra 64. It had to
do this...it had to do that... AND it also
has to come in under the $250 price

Sorry to tell you this, Boy of

Destiny, but we don't all know o
Breath of Fire 1 was made
by Square Soft. In actu-
ality, it was only pub-
lished by Square Soft.
Capcom did all the pro-
gramming of both Breath 1 %
and 2. So here is how the story s
goes. Capcom released the
game in Japan, but then
decides against releasing it
here in the states. Enter
Square Soft. They thought
the game was good enough
to publish here in the states so they

Game Informer » February ‘96
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" Create Up to Seven of ¥ Players,
. Storage of Both Course and Individual Records,
47 Challenging Foes in Tournament and Stroke

Play, 3D Directional Radar and Wind
m Created by: T & E Soft for Nintendo
m Available: Now for Virtual Boy

» Twe Borrom Live 6,79 Overall 8

If you were to play nine holes through infra-red vision you might be
able to recreate the lovely red experience featured in Virtual Boy’s first ;%
golf title — Golf. Okay, so the title isn’t that exiting, and well... goll

the gameplay

this Golf game s fantastic, however it doesn't really use
b of the Virtual Boy to make it any better than any other

doesn’t harbor anything revolutionary. But how can you deny the thrill oi’ o~ PLAYER

stroking birdies and eagles on the greens (pardon, the reds) of your own

virtual golf course?

T & E Soft and Nintendo have teamed up to bring this popular lazy Sunda
experience to all Virtual Boy owners. Eighteen holes filled with nasty bu
and rolling rivers are brought to life with enthralling 3D effects and intense
golf action. Up to seven human players can be created and tracked through
Tournament and Stroke Play. Accompanying you through the greens are 47
difficult virtual competitors who are set on making sure that the only chance

you have of winning is being the caddie for the number one man.

Golf games have always gone 0

his fix.

Vi lmnmmsuamng Spectacular!

' foreground and baekqmund into the mix. Instead of being.
achon/platiorm.game, Nlntendo has made it possible to j

ungry 3D gamers.
d Vllrtual Boy playesrs.

able to cri
rio Land is

the Mario universe, Wario.

standard moves and

stical flower.

is slowly growing, an he addition of a game like Wai heard things whizzing
?i a ina collection of instant classics' for

nite!

. m ;&‘ arform
res 0

Challengmg Bog

ga e that can

on almost every platform. This is no
exception for Virtual Boy. This is a great title that any lazy gamer needs to get

vely Nintendo followed their

r trail of software development by :

ng the Virtual Boy with the ever has: me mixed

popular Mario spin-off titles. The latest spin

and technically the moskimpressive Virtual

 Boy title yet features the bad-E ;bulri'or:-
|

Wario Land ufilizes llge fullicapabi
of the Virtual by integr a playable

ario'Land with tons of hidden tricks, bonuses, a ANEER

ors the
ﬁnies w with the help of a magical onion, a

be missed by Marigifa

gives you the 3D effect. The terrain looks great and the
t. As it stands now this is my favorite VB game.”

bed me in this regard. Even with the 3D qualities of this game
getermine the break in the greens. This game just doesn't

E.o0Its Golf may just be the best offering. The entire game is
and black, and you can imagine how tiring this becomes.
, with accurate and simplistic control you may just be able to overlook

the Mars effect and have some fun.” .

Anpy,
“Definif /ario Land

wil

s like it
tter than

I\ X

s

ays just like the

Ws’u“ from let. 0 Spare. Gameplay not

groun BS, but background as well.

ndard Marioesque gameplay and dm el De explored more thoroughly in
ew style of action within a nme

a VB fan but Wario kand took advantage
ties to make one prgffy entertaining gaming
he play control is vely smoothand has a few
ounterparts. Thébest part of this

special moves &

.—( =
-




