ON SUPER NES (¥
EXCLUSIVE REVIEWs

KILLER INSTINCT /
WIEWE GOT IT!!! e FIFA '96
[FIRST UK REVIEW! Gl [, PREMIER PREVIEW

MORTAL KOMBAT 3 ‘ -

WEAPON LORD Y WHERE'S YOUR FREE BOOK?
VAMPIRE’'S KISS ASK YOUR NEWSAGENT NOW
BATMAN FOREVER —

VIACOM’S ZOOP v W

AND MUCH MORE... e K‘ ¥ \%\ \

NINTENDO

UL A

u

= SIPEn Wl

FOUEGUOIOBEDT 60600 ,
ATAY o 11T 30 1IN




NINTENDO

RARE RUMOUR

A hot rumour doing the rounds at the moment hints very strongly
that game ‘auteurs’, Rare, are developing new games for a new
machine. It’s not the NU64, neither is it the S*aturn or the
Pl*yst*tion. It's none other than Nintendo’s own VIRTUAL BOY.
Now this is great news indeed, if true. Take a moment to ponder
the marvels that rare have performed for the Super NES and
Game Boy, then consider the possibilities of one of their brilliant
games in incredible 3D, now tell me you're not excited!

I’'M GONNA EAT WORMS!

Whilst we're on the subject of all things Virtual Boyular, another hot
piece of developer news. This time it’s from Team 17, new boys to
the wacky world of Super NES programming but old hands on flop-
py formats. They've just announced that they’ll be converting their
highly ace and slightly twisted strategy/blaster, Worms, for the
machine. No firm date has been fixed for the game’s release as
yet, but seeing as there’s no UK date for the VB yet, well, it doesn’t
really matter does it2 Actually, yes it does. We want the Virtual Boy!

(LEFT) This is
our “artist’s
impression” of
what Worms on
the VB might
look like. Dead
good, innit!

HAPPY HAPPY JOYPAD

Do you ever find that your fingers get tied in knots when trying to
pull off spectacular feats of Joypad gymnastics, simply because you
can’t possibly get your digits around all the buttons at once2 Do
you also dream of owning one of those great arcade joysticks but
can't aofford the extortionate prices asked? Then your days of misery
are over, thanks to the new turbo pad from Tecnoplus. This top little
item is no bigger than a regular Super NES joypad, yet contains all
the features you'd expect in @ much bigger, more expensive unit all
six buttons on the front,
auto-fire, slow motion
and turbo, all indepen-
dently controllable

and all for the bar-
gain price of

£14.99. great for

Killer Instinct.

(RIGHT) Yes folks, banish those
button accessing .

miseries with the new Tecnoplus

joypad. Or something.
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DRAGONFLY TAKES OFF

Psst, c'mere. Did you know that the project Shigeru Miyamoto is
working on with Paradigm in the States has been codenamed
“Dragonfly”2 And why is this of any interest to us? | hear you
cry. The answer is because Dragonfly was the codename given
to the Pilotwings project back in 1990. Adds a bit of fuel to the
rumour that Miyamoto is working on Pilotwings 2 for the NU64,
wouldn't you say? Just thought you might like to know... !

PARADIGM
Simulation Inc

n

KEEPING THE DREAM ALIVE

As the release date for Nintendo’s Ultra 64 draws nearer, anoth-
er name is added to the list of “dream team” developers, GTE
Interactive Media. GTE are fairly unknown on this side of the
Atlantic, although they are more renowned in the states for
games like Jammit and Street Hockey. They were also the ones
planning to release FX Fighter, before it was pulled. No formal
announcement has been made as to what they will be working
on, although it is widely believed that they are talking with
Nintendo with a view to exploring the possibilities of Network
games. Sounds completely excellent.

Namco have also reportedly signed on the dotted line, although
rumours that they will be converting their thoroughly excellent
arcade racer, Ace Driver, were unconfirmed. More hot news and
rumour-mongering next issue




It's our birthday! Three years old this very issue. That's
f" 36 glorious issues of what is now and has always been
y Britain’s biggest-selling Nintendo magazine. My that’s... -
hmmm that’s over 41 million pages of Nintendo-based fé
fun by my calculations. Give or take a few zeros. So how
come it's us giving you the presents, eh!2 How come 3
we've chosen this, our third anniversary, to provide you \
with what we consider to be the best issue of NMS
ever? How come we've managed to secure the
first UK reviews of tw
of the hottest games
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ART EDITOR: PETER “GLANDS" BARRELL of all time - Killer
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NEW DESIGN SLAVE: CHRIS “HAIRY” HOBBS Why have we done all
OVERSEAS CORRESPONDENT: WARREN HARROD this¢ Because we love you! That's right,

all of you - even the ugly ones - and to
prove it we're going to give you all a big,
wet kiss, you first, mmmmmwah, slurp!
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Although we take great care to ensure as far as reasonably possible the
accuracy of the information contained in this magazine, NMS and the
publishers cannot be held responsible for any omissions or errors that
may occur. No correspondence with NMS shall be entered into. Please ANDROID McVIT:3
don't waste your money on self addressed envelopes, we only make :
sacrificial bonfires out of all the stamps you send and burn little effigies
of you. Honest, we do!

NINTENDO PEOPLE SYSTEM
This month has witnessed a bizarre change in the NMS staff. We have
joined the cyber age and entered a new reality - free from the con-
straints of our eathly bodies. As you are reading this our electrical
impulses are travelling down your phone lines, into your Super NES’,
onto your television screens. We are, the Virtual Boys...

Not the Editor of the UK'’s biggest selling Nintendo Magazine ot all, but a
remorseless skiving machine. Prime directives: to devolve as much respon-

) " A sibilty as possible, to spend all day colouring in the NMS Flatplan yellow,
| COMPETITION RULES: EMAP Images and Nintendo employees and their to drink too much caffeinous substance and to break the 500-line barrier

immediate families aren’t allowed to enter any NMS competitions. The on Tefris: He must|be stopped! He must b stopped. He muszzzppi!
| Editor’s decision is final. But not on all things, mind. He wouldn't, for PREFERRED ENTERTAINMENT UNITS:KILLER INSTINCT, DOOM, RED
i instance, have a clue how to resolve the socio-political problems in

x 5 § ALARM, ZOOP
| Albania. Wouldn’t have a clue, bless him.
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OCEAN COMPO WINNERS

Gasperatum! NMS are announcing the winners of a
competition! Yes, we've finally got fed up of tripping
over the enormous box, a-brimming with Ocean
kindness, that's been stood in the middle of the
office for the past four months, so have taken
direct action. Here then, without further ado are
the lucky winners, Miss World stylee. RUNNERS
UP: Each receiving a copy of one of Ocean’s finest
wares are Adrian Mills, Gary Storey, M. Jeffrey, PJ
Manning, James Thurman, Paul Rowland, Kevin
Wilson, Neil Crossland, Gavin Sims and Mark Haigh.
SECOND PLACE: Floating off with-a smart model
Hovercraft is Terry Ellison. THE WINNER: David Stoley
who wins an amazing remote control vehicule wot he’s
got to build himself. HOORAH! All those of you waiting for
copies of Theme Park, we’ll get ‘em out to you just as

e soon as Ocean get ‘em made. Please be
. patient. Thanks to the many thousands
20 ,, of you who entered this fine

compo and didn’t win, and an
especially big thanks to Ocean too.

SO VERYMUCH...
su:( On behalf of all the NMS staff, their
fomilies, pets and neighbours in the
immediate vicinity, | would like to thank
=% all those of you who wrote in response to
nindl] our advert for a new writer for NMS. We
&y have looked through all the stuff sent in
Y and have been pretty pleasntly surprised
by the high standard of work sent in. We
have now selected those people we would
like to talk to and will be making our
announcement in time for issue 37. So, if you
haven’t heard from us yet, you haven’t been
chosen on this occasion. But take heart in this,

} i THANGEW, THANGEW ALL
'~

EMAP will be expanding over the next few
months and we’ll be needing
new writing talent,
so you may yet
be called upon.
Who knows
what the
future holds,
efc...
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RATINGS GUIDE

ANY GAME SCORING 90 PER CENT OR ABOVE IS IMMEDIATELY
AWARDED THE NMS SEAL OF QUALITY. THESE GAMES ARE NMS
RECOMMENDED AND ABSOLUTE MUST BUYS.

Heaven and all creation bless you my son. | have looked
down from his cloudy armchair and chosen you as one of the
angels fo take flight upon an ether of infinite bliss, and sit by
my side on a suitably fluffy cushion!

b 1 Lo

smile is d upon you. Only
once did you stray from the path, and you learnt to be hum-
ble my child. Cross yourself, pray a little and join your eternal
brethren!

The Dark One tempted you, and often you were fooled. But
you struggled for your soul and won. Take these broken
wings and learn fo fly again, learn o fly so free...ahem.

70-79

Tut. Tut. Did you never listen to my prophets? Even the most
industrial of adhesives cannot mend your broken wings. Mr.
Mister, take this soul and place it in the Middle Earth. It must
think upon itself awhile.

60-69

I see only waste here. Not once did you adhere to the holy
signs. Not once did you confess your sins. Not once did you
have tea with the Rector. Now the time for atonement is
here. Purgatory!

50-59

Your eyes always tumed downwards, to the palace of dark-
ness. Easy gratification was all that ever mattered to you. |
command you down with a commanding voice and angry
eyebrows!

GAMES SCORING BELOW 40 PER CENT ARE IMMEDIATELY
AWARDED THE NMS KIPPER OF COMMISERATION, THE
ACKNOWLEDGED BENCHMARK OF BADNESS

So, you didn’t believe eh? You found the whole idea ‘a bit of
a laugh’. You used to rip the mick out of ‘Highway To
Heaven’ eh? No more jokes satan’s child! It's time to turn up
the heat!

That you should have walked on God’s earth! An abomina-
tion, that's what you are! See these fingers? See this light-
ning? See ya smart ass!

So, it is the Dark Angel himself! | expected to see you again
sometime. By the way, | was meaning to ask you, where do
ou get those fabulous outfits?

CHRs.@HOBB.COM.//

Beneath the calm gaze of this mark 5 recre-
ational unit lurks the steely, unbeating CPU of a
ruthless killing droid. This lethal concoction of
the seemingly docile and viciously murderous is
precisely calculated to destabilise all opponents
in games of Killer Instinct and Weapon Lord. His

secondary functions include protecting the good
name of unknown lifeform, Kirb-E, and visiting
the ballet with female droid unit, Mich-e.*K/O.
Approach with extreme caution.

PREFERRED ENTERTAINMENT UNITS:KILLER
INSTINCT, WEAPONLORD, GALACTIC PINBALL,
DOOM

With its bizarre language consisting of bleeps,
chirrups and whistles, it is easy to dismiss the P-
Tron™ model 12 as little more than a common
technical unit. Don't be fooled, the P-Tron 12’s
digits are finely tuned and have been fitted with
the latest S/Pawn. E-G1t. accessory.
Consequently this unit cannot be beaten in
games where frantic button bashing and joypad
wiggling appear to achieve positive results. Bah!
PREFERRED ENTERTAINMENT UNITS:DOOM,
KILLER INSTINCT, GALACTIC PINBALL

There is much more to this man than first meets
the eye. He is not, in fact, mild mannered
Christopher St. John Hobbs of Hoddesdon,
Herts. Chris is, in reality, the Internet! That's
right, the actual Internet. The dense matting of
what passes for hair that blankets his lower
appendages is actually a highly organized matrix
of micro-fine fibre-optic wires, through which
billions of messages a second travel. Hey, it's
always the quiet ones, isn't it!

PREFERRED ENTERTAINMENT UNITS:KILLER
INSTINCT, FIFA SOCCER ‘96, RED ALARM
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sic, Sim Paint Drying?”, as Super
infernational Cricket was ngen
82%2

Mark Franklin, Saul

Andy:1. Although
‘Ao firm relédse
date has been
Ghnounced,’|

- wouldn’t expect it
until the new footy season
‘sfarfs.'In fact,'seeing as the
'concepf of Fantasy Footbaii
requires a level of mferachon

|'Sheesh; that’s wask
byears'ago..Look, hor.

. games are bobinob
+.their right'minds wi

sider owning or releasing
such a wasfe of Silicon. 5.

. InternationaliCricket. was
reviewed by a crickét fan,
“from-a cricket fan’s perspec-

| fivelAs someone who consid-
ers Cricket to' be ‘the sihgle="\

mostinullifying . sport ever.cre- |

\ ated, listand by what'T. said,
82% or no.

‘Dear Andy- |
Please could you
answer my,ques-
ﬂons or | won't buy NMS againt

- 1. Which should | buy first, sec-

_ ond etc, when out? Killer
~ Instinct, Earthworm Jim 2,
Doom, 1552 and Diddy’s Kong
Quest.
2. My brother told me about a
new beat ‘em up that is coming
out called FX Fighters, is this
true? >
3. When the new consoles come
out, which will be the best? Will
the Super NES stay in2"
4, Will Earthworm Jim 2 be bet-
' ter thah EWJ12 Will Diddy’s
Kong Quest be better than

| cally'the best and'should |
" blow'the rest away. The *

DKC?
5. What is the saddest review
you ever did? What was it called

Dear Andy

and what did it score?

Plecse answer these questions cos they're buggmg

Tim Whitehead, Bristol

.Andy: 1. Spoil .

sl yourself and get

‘em”all. Butiif you

don’t happen to
. haye £300 spare
1"d"get KI firstifollowed by
DKQ, 1552, DoomyandsEWJ2.
2. FX Fighterywas indeedia
prominent feafure of =
Nintendo’s release scheﬂfﬂe -
until Killer Instinct appeared
=whereuvpon it promptly and
somewhat curiously disap-
peared entirely. The'selfl
same game may now:bes
found gracing PCs dcross the
nation. 3: The NU64;is techni-#

Super NES should be around

“for'd coupleiof years yef -

especmlly ifithey keep mdn=
aging to pull games like'

Killer Instinct out of nowhere.

4, That the. sequel surpasses
theloriginal in\terms of quali-:
tyis. generdlly'thé idea. So,
yes.'5. By far the worst game
we ever reviewed wads Road
Flghter on'the NES, scoring

nine of your Earth pércents, B
but.that was in the days s i,
before NMS. More.recently
Paul cites Lamborghml on the
Game Boy and Kyle"Petty on
the Super NES)whilst Steve "
Merrett fondly remembers
Family.Dog.” As.airule, if
games are foo cack we don’t
put them in - waste of good
paper. "~

SEQUELITIS

ksv1n Pllkingion  County Clare

_huv’en’t even seen the NU64
Cyet, ldaresay that, in about

i
1. When will Theme Park be coming out? | rong m?loc&i“shop cn&“w
they said there were no plans for its release.” . . “:'
2. There was a lefter a couple of issues age ubouﬂhe : oo
‘games. When will the price be fixed?
3. If there is a sequel to Super Mario Kart, W|l| it be. on m §m)er
NES of NU642
4. Are there any more Sim City games on the Super NES§ yoncs o
5. Name your top five Game Boy games. b -
6. Will there be an adaptor, like the Super Gnm-qu= SM aIIows
you to play Super NES games on the NU642 ‘
ol W'vll there be any Kirby games on the Virtua
8. Will Nintendo release any new consoles aﬂnﬂ

! Andy T. According fo.0ur mforin{ﬁon At should !
S be out’now - chéck with aifew.other.retailers. 2:
That' little matter is still under-consideration - ie;
HoldeciSion’s been made yet. 3. Whp’sito sap#
NUSTRROpe, 'but idoubt theregll be &' sequeks 4.
‘fhere SiSim Cify 2000 and if’s"grear..Ocean have the fighfs
for ‘the game ‘and plan to release itjjust-as soon-as, they, ca

parhcular prder are: Donke)1
Kong Land, Mario’s Pjcross, |
Kirby’s -Dreamland 2, . &
Galaxian/&alaga ‘and
Earthworm Jim..6.-Now !
there’s an idea - any hard-" -
ware-manufacturers out
there-listening? 7. Given that
the NU64 will have a higher.
user age profile, I doubf that
ind kuddly Kirby is
really the right charactér for.
the.muchine..8 Blimey! We

VABOVE) TolerosBoret o0 th" VDS
3-4:years’ time, new fechnof-"Boy.-Justlike being thete, inthgwing
ogy will-come.along at the

with a virtual boxnng t thin|
right price that‘lismake the NU64 Idok a bit shabby un%
we’llhavé another new machine fo'save up for. We riagie

B

i

2. Sega, Sony and Co. are releasing

release a CD add-on for films etc, or can films be played off carts?
3. Will Namco and Capcém b.devefopmg games for the NU642
4. What happened to the developmeni of the following games for the'Super NES*

Akira, Undercover Cops, Lethal Enforg

5. When | finish my A-Levels | would liké to goon to a-career in grophmal modelling such as the fech%

niques. used in’ Donkey Kong and Kil

.about qualifications and training so | could do with the addresses of companies like Rare. Please help

Dawd .Ioseph Eccleshall

1

&
even have some sort;of pn-line system by then for gamesh o_n f |
demand. Hey, the future’Sigreatyinniti.- By = ,1
. i v J P " Eard
Dmouﬂoﬂ MAN 54 =
‘Thanks o the Superb mag, now please answer my superb questions. g g, 1
1. Will Nintendo release a monitor for the NU642 Nintendo boasts if-can perfect, crisp gruish- ¥ .

J ics. But without @ moniter they.would be wasted. Wil the NU64 support HDTY?2:_ &

Andy:1. No, but there are plemy of compatible.ones around and mosf; modern TVs =
have SCART compatibility. 2> Nintendo have not ruled.outf the possibilityiof a €D} q‘
based add-on.In fact, if you study the picture of the NU64 there is What dppears fo.
be an exparnision porton the fop. Whether it’ll. be able to play nlovies, | don’t know:
3. Rumours abound. Patience will reveal all. 4. Akira’silooks likéd it’s been shelved,
alongside.Lethal Enforcersi2'and.FX:Fighters, Undercover.Cops is ‘outin the States i believe andias
— for the Mask and-Demolition Man, both are alive and well.| & %
Demolition Man’s already out, in fact, and rather good too. 5.8
Comapnies like Rare and such‘are unlikely to train yowon fhe'

accessories that allow movies to be played off CDs. Will Nlnten o

rs 2, FX Fighters, Demolition Man and the Mosk.
fer Instinct. However, | need to6 gef some more ‘information fogeﬂpr £

g8 = _

job, so'it won’t be much Use passing on their addresses. You'r€

far better off looking for g college course that specialises in'com- 5
puter graphics - there are'a ton of them around and your teach- (o
ers should be able fo help. You'll probably need a good back-
ground in art or technical drawing, though. . o 2)




SPEGIAL FEATURE

There’s been a lot written about Nintendo’s Virtual Boy over the last
few months. Sadly, much of it has been very negative with various
industry “pundits” criticising the machine for being gimmicky and not
next generation enough. However, Nintendo made no claims that the
VB is a next generation machine, preferring instead to market their
bizarre creation as a toy. They are, however, utterly convinced of the

VB'’s virtues and in the States are backing up the launch wi
deal with Blockbuster Video, whereby the unM ed thre&
nights with three games for $9.99; a si able nst th

buy one.

Natur

0 such offef exists as yet. In fa :jf
s to wi er theNVirtua
%\iﬁfy' whet
Id tired-etd

y any stretch of the imagination, but
certainly not a toy either. Consider this, though, the Virtual Boy is
the only piece of kit to be released recently that tries to do some-
thing markedly different. Respect for the Virtual Boy, | think, is long
overdue...

Of course it would be totally cruel of us not to share our good fortune with you, our

beloved readers. So join us please as we enter Dimension X and unveil the finer points
of the Virtual Boy and the five games that were available when it was released in Japan
at the end of July.

BOY AM | SWEATY

So, how does it actually feel to get inside a Virtual Boy2 Frankly, on
sultry Summer days like these, it feels remarkably sweaty. The light
baffle that the player peers in through is fabricated from a spongy
wetsuit-type material that certainly fulfils its obligation as a device
to shut out external light, but which also exceeds spectacularly in
the making-you-
sweat depart-
ment. It scores
similarly well in its
ability to soak up
sweat. Don't let
any sweaty betties
anywhere near
your Virtual Boy.
You have been
given fair warn-
ing.

PRUSE FOR THOUGHT

Staring at the Virtual Boy’s display for protracted periods of time is
not a pastime that Nintendo recommend. So, in an effort to limit
the time a gamer actually sits in front of the machine each cart
comes equipped with an Auto-pause function that effectively ceases
the action every five minutes or so, so that players can take a
“brake” as the Japanese spell it. Hard gamers may opt to turn this
function off. However it really is worth taking a pause - too long at
the Boy and you get a serious red line on your face. Highly comical.

@ms) 83



(LEFT) Aha! So this is what the carts look like. Actually,

they’re little bigger than Game Boy carts in physical size,
although they can store up to 16 megs in memory. Notice
also the little bit of plastic to protect the cart.
You're guaranteed to lose it. s M

p— e

SONICS THE HERD-J06

Given that the Virtual Boy boasts 32-
bit technology at the heart of its
CPU, you'd have thought Nintendo
might have tried harder with the
machine’s sound chip. Sadly, the
machine’s sonics are somewhat akin
to slightly improved Game Boy
sounds in terms of quality.
Although the surround effect
created by the two speakers
mounted either side does
work well and the occa-
sional bit of speech spices
things up some.

(BELOW) Sheesh! two D-Pads and six buttons.
The big square bit in the middle is where the £
batteries or AC adaptor go. The whole thing 4

works surprisingly well.

89 (WmMS)



Moist foreheadular experiences aside, the Virtual Boy has other
facets that we should really touch on. It is, after all, famed for the

three dimensional experience it offers gamers, that ranges from just
a few layers to total immersion. Here’s our view of the first five
games to be released.

PANIC BOMBERMAN

Hudsonsoft’s Puyo-style puzzler is an unlikely can-

didate for a VB release, yet it makes impressive

use of the machine’s 3D capabilities in the intro
d intermission screens. The game itself is fairly

remarkable with players lining up three or

mor of the same type to defeat a series of
CeU opp ~During the matches a variety of
mulfislgyered batkgrowads scroll past, just to
show thatthe game doe e.the VB’s 3D rou-
tines. It's quife~ddiculously easy Tofinish too. Ah
well.

RED ALARN
the five ga available at launch, T&E Soft’s
arm is the onty onéxthat offers gamers a
expertence. One player
inve titanic battle

i averns and eyen under-

ips, Assqult suitsand some
of the oddest space-beings yet seenxBoth
D-Pads and all of the VirtualBe ix be
tons are utilised to pilot the craft, there
plenty of pick ups and it's as challenging
as heck! The vector graphics are all in out-
line rather than filled, which can cause
confusion at times. But with the choice of
three viewpoints and tremendous sense of
“being there” the game engenders Red
Alarm is a real gem. Genuinely great!

MARID'S TENNIS

It was inevitable that Nintendo would launch the
Virtual Boy with at least one cart featuring their
flagship character - there are, in fact a further two
we know of in the pipeline. As far as that idea
goes Mario’s Tennis works pretty well as it man-
ages to cram in a whole team of Mario characters
for one or two gamers (Mario’s Tennis makes use
of the VB's Playlink facility) to play as and against.
The characters themselves come across as animat-
ed cardboard cutouts, but the tennis court
itself has decent depth thanks
to mode-7-esque 3D.
Needless to say, all the
regular play options are
there - singles, doubles,
tournaments -and all of the
eight selectable characters
have their own abilities.
Plays pretty well too. A bit of
a grower, we reckon.

(ABOVE) It's a shame that
these pics cannot convey
the amazing sensation of
total immersion created

in Red Alarm.



Vs

VIRTUAL 30 SHOOTING GAME

GALACTIC PINBALL

What better theme for a futuristic machine than
futuristic pinball. At least that's the concept
behind Nintendo’s Galactic Pinball. The game
offers a single player the choice of four space-
themed tables upon which to spang a space age
puck - not a ball -around and rack up the,

doubtless, space age points. Each table has

unique special features that generally make
good use of the VB's 3D capacity - ramps that
go aboveind underneath the playfield, meteor
storms/fhaf strike unexpectedly, alien attacks
that'tgst your shooting skills - and all with an
e impyessiye feeling of depth. The cart has a
844 boftery back-up too, to save highscores. A

éaturg that makes this cart the current office
favadrite.

TELEROBGXER
intendo’s Teleroboxer may turn out to be a bit of
a grower too - certainly it is the least played of

the five games around the NMS office. Basicall

U pattie
combatants. Like Punchout, each character has ) .
their own signature moves to add to the already 5 f
full complement of jabs, hooks, body. b

ppercuts. The characters are fat

o
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