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(] about robot fisti-
cuffs in the farflung future.
Thanks to the Virtual Boy, you
don't have to wait that long
for an intense fight.

Boxing ’Bots

This boxing games top-ranked
visuals leave you feeling beat
up. The Virtual Boy’s 3D graph-
ics put seven mechanized
pugilsts right up to your eye-
balls for thumb-numbing

"PROTIP: Put away Pagero, the
first fighter, with a battery of
head punches like the Machine
Gun Punch or Hook.

action. Since fists and other
body parts seem to fly from
the screen, you'll probably
be ducking like you're in a
real fight.

The controls deliver a re-
spectable arsenal - six defen-
sive moves, three blocks,
eight standard punches, and
four special punches. Because
most moves require pressing
directionals and an action but-

Yiriual 3uy

PROTIP: You can knock Spokong’s
‘head underneath his body, but
to defeat him you must knock it
back to its proper place. Use
body blows.

ton, however, your fingers
may get tangled.

Your foes frequently add
insult to injury, which gives
some bite to the otherwise
average sounds. Opponents
don't say much, but their
mocking laughter makes the
battles almost personal.

Mettle for Metal
Teleroboxer primes no-non-
sense challenge with imagina-
tive fighters. A mean marsu-
pial packs tricky surprises in its
pouch, and a fighting time
bomb blows you up if you
don't defeat it quickly.

If you've had a hard day,
Teleroboxer won't make it
any easier, but at least you
can take out your frustrations
on a bunch of robots. Careful,
though, they punch back big
time. &
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one can hear you
scream, but you'll scream
plenty in Red Alarm. This in-
tense outer-space shooter’s
spacey graphics will freak out
inexperienced starfighters.

Red Menace

Red Alarms similar in game-
play to StarFox, but it's done
in a red line-drawing style.
The game uses a behind-the-

ship view with vector graphics
creating all objects as unfilled
polygons.

If you can't distinguish a
polygon from Pauley Shore,
you'll be lost for days. But
if you adjust, you'll fly into
strange new worlds. Your
fighter can fly 360 degrees in
any direction, enabling you to

PROTIP: Dorihey lacks periph-
eral vision, 50 use right and
left hooks to bust him.
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PROTIP: Keep an eye on shield
strength in the lower-left cor-
ner. If's critical,

actually fly completely around
objects and view them from
any angle.

Red Alarm keeps your sen-
ses on red alert. Enemy ships
and anti-aircraft gun emplace-
ments are everywhere. They
sometimes disappear into the
backgrounds to make the fight-

ing extremely intense. And the
end bosses show no mercy.

Your eardrums take less of
abeating. The sounds dish
out only the usual blasts and
explosions.

Your controls are simple
and sweet, but your weapons
are simple and sparse. You
get lasers, homing missiles,
and shields. At least the four
switchable views help you
sight in on targets.

Don’t Be

You might need a saint’s pa-
tience to master this game. If
you're aching for an unusual
shoot-em-up adventure, how-
ever, turn on the Alarm. B
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game
-"America in SpatﬂE,W
be a game tester for a day.
First PrizeWinners
R I Boy system and twe Virtual
Boy game cartridges.
Second Prize Winners
A Virtual Boy Basehall Cap;
Third Prize Winners
A GamePro and a t-shirt.




