" SUPER PLAY
PROFILES

It's Valentine's and that. So here’s what we love.

James Leach

love with my:

SUPER EXPRE!

It's exciting, dangerous
sses girls.

The down-side is:
You get wet, you can't

though it improsses
girl, they hate going
. round comners on it

I'm in love with my:
Comic collection.

I'm in love with my:
Flat

Chiefly becan
1t's cosy, warm and near
Van Morrison's house.

I'm in love with my:
Postcard collection.
Chiefly because:
1t's a post-modemn collage
of popular cultural
[ roterence, of course.

‘The down-side is:
| Inever get to send them
to anyone. Instead I have
to buy black cards with
1 the legend '
5 Night' printed on them.

‘poople think, seeing me
‘with these stupid dolls?
Il think I'm daft.

THE FACTS

NEWS NETWORK

After last month’s /
press-stopping /
news on the Virtual

Boy, Super Play /
brings you the in-depth story on

their latest console. You'd better

sit down before reading this..

hoshinkal was always going to be
ono of the most fascinating shows
of the year for Nintendo, but this

f
attendees was the new hardware they
‘would be previewing but, sadly, the
‘company presented no finished version of
the Ultra 64 - even though it was.

Hunched overa desk withyour head a3 bor st the
most comtortale ostur ot playing games,
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s bve ooy ntuate k.
it the Vitual By be the Voct

‘The joypad of the Virtual Boy resembies
. of the PlayStation, but with large grips
and two D-pads (note the trademark
Nantendo colours of the four buttons). This
section also holds both the game cartridge
s the batteries, and has a cable port that
alows 0 be ke 10 anctr VB o eac

Unlauunalely the primitive graphics of

v surprise:
b b i Ao
company, the fixed red-on-blac}

NETWORK SUPER
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e can't honestly say
pleased with the VB here at
ier Flay. Its a retrogressive

novelty that should have stayed in the
R&D! lab,and it certainly won't atract
the sort of attention Nintendo wanted. In
we'll be very interested in seeing the
tothe VB fm Nitendo's
 publcetions
s notuntair o maposet et i
their claims of Virtual Reality and 32-bi
RISC technology, Nintendo led the
gameplaying world to e
y more than the VB delivers
iy

sold out on pre-order in Japan. But this
ltest gimmick (abol a12
e 8 st minute atempt
uld have
ove yours

portable as

§SI4dX3 HIdns

rse than the Robotic Operating
Buddy for the NES, and both Sony and
Sega must be having a good chuckle at
their rival's expense. Given the sales
figures predicted by Nintendo of Japan,
they are likely to be as disappointed as

But le's not allow the VB to obscure
thefnr poitsofSostinkal: st

the calibre of Chrono Trigger and
Phaniasia, ews of St collaboration

already possess.

mask el with
rocess for atterie.

hom
y was only. s

three-dimensional cards,

0 the sense that it s

had many planes of s -

depth.and very lttle i eonm

0 do with genuine developed by

reality. onrmm— Nintendo t

Despite the high themselves were -

resolution and some previewed. Space

per related = Pinball

sprite scalin Teleroboxer and A

{abjcs get smalle Masio Bros VB

as they move avallable  Sony. Expectinga 30 imageto work 2.2 20 screanshot

55 eri i i, ik ot ot e s it O | B e e M i

disa ohind therbject), s hart o pary suppor s See our

{ell where he 32.bi RIS i full show report on page 22 for more details =
15 involved. Staring through of these games g
a pair of polarise Virtual Boy will e released in Japan IRTUAL BOY SPECS e
goggles and straining to in April at a special price of ¥19,800 m
soe tho 3D effect takes (€127), about twice the cost of a SNES 8

00, and P cartridge. Nintendo has boldly o
I forecast sales of 3,000,000 VB units
headache and and 14,000,000 VB cartridges inits
strain in our oty which sounda widy

determined optimistic n the fac ha
journalst af Competion from Soga's

just 20 minutes

reported last
month, three
games

Satum and Sony's
PlayStation.
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SUPER EXPRESS

's difficult to sum up the atmosphere of
shinkai with a single word: at various

tho goneral mood o the showgoers

(:/_r_lfj_t/
e |

after the embarrassment of Shoshinkai, few
‘would own up to i they did.
‘Tho disappointment of the VB cast  shadow of
gloom over the rest of the pr

Plenty of software for the 16-bit machines was on
display, though lttle of it was new or

‘game was well up to Namco's usual high

revolutionary. Sequels,
Soemec 1 e he crdac the cay Dt noting

full report on Tale Phantasia ~ Ed).

exprossed anything from &

» complete disbelief. It wasn't without its
highlights, and several exciting pieces of
ot the Super Famicom were revealed,
ut the whole event was oversh:

3 but nonsens
Boy. W
causing great excitement long

evolutionary

An expens ungainly
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exhibitions in the past.

scene shows 1o sign of abating: even the 32-bit

Fortunately it wasn't

affair for the SNES. Donkey
propery introdiuced to the Japanese public (under
the title of ‘Super Donkey Kong’) and the stand
was swamped with mobs of eager gamers.

had s

loading Ridge
Racer from CD, and it seems the two will
‘continue to go hand in

Games liko Galaxy Wars from Imagineer attempt

Chrono Trigger, a stunniny of

tho SFC,

tana and Final Fantasy VI with
characters in 266-colour graphics (see last
montis Fantasy Quee o dotals) I nw boen

dock (s,
moro o) with a mothershipa the

Scro0n il seam hopelesiy ull i the majrkty
of

will hit
e i s MR 1
Westen a1 e

ntion also goes to Namco's
or massive RPG which

sorcery. Althou

it might

The Balinese thigh-clench, unless I'm
very much mistaken

>
Galazy Wars - the future of
ir,n0, actually

A somewhat romantic mpression of the gensine

rs we met promoting their games...
nave a bit of
it b
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picking up such a
proven til

intendo's presentation centred on the unveiling
of Virtual Boy, their new 32-bit RISC-based

‘portable console. The three games lined up for
e i T
dis

i there were no proper promotional shots of the.
software available from Nintendo of Japan, we have
managed to derive some two-dimensional images from
the Virtual Boy in action. To se0 the game properly in 3D

‘would of course need the Virtual Boy's RTI display,
but these pictures should at least give you an idea of
‘what's going on

Mario Bros VB

Believe it or not, this is no more than the first Mario Bros
‘game. The 3D effect gives depth to the! unds
trees and buildings seem to be ‘behind' the platforms —
but essentialy it's a two-dimensional wrap-around

upgraded version of it: you might also remember that it
‘was essentially a two-player head-to-head, where Mario
‘and Luigi had to b shells at each other and score points
‘whilst avoiding the nasties. So this one-player
implementation makes little sense to us, as yet. No link-

at the show, as we might have expected.

Taleroboxor
ABUOs ki e fesithg Tt s perpoats
was much like a cross between Super Punch- the
Mode 7 mecti btte i Lagend o t 3p ellec!s

‘Wo think It could do bottor than

‘o we need say it any more? The rolepl
favourite genre of
rtridge can make millions of yen for its developers.
That's why shows like Shoshinkai are vital for promoting new
‘products and getting foedback on the game's potential suc

Two RPGs stood out as highlights of the entire show: Square’s
Chrono Trigger and Namco's Tale Phantasia. Much of the rest was
pretty standard fare, or was a sequl that rrelied on previous
success to catch attention (Lufia 2, Albert Odyssey 2, Res Arcana)
N oy 11T il stk b s ruh it
release date still hasn't been announced. Chun Soft presented their
S Ik e e advmiurs wit Sigieed A
called the Story of Kamatachi, whilst announcing a new one in t
pipeline.

Majr fmproyements wese evkist i Wisariry VL, wits gaphics

adifforent class to its predecessor. Its options even
s canasa ety
pixel, and the 1st-person perspective graphics were easily superior
to Dungeon Master or Eye of the Beholder.

{108 a8 K G ey fas s ko e

shifting
(haﬂsngu i

Looks mightly like the Mana
F not?

o you, quite obviously) and you needed to empioy both o -pads
on the controller to move your 10bot arms.

Space Pinball
Not much spaceyness in evidence here, alas, unless you count the
‘way in which the ball could roll under or over certain obstaces on the
table. Otherwise, an unexceptional pinball sim.

Boy
Ak what ho bouGhiof tho VE's lunch soffware, RODGhel
Gumpel the view that

But 1o third paty have been

‘unaffordable’ at around
1,500,000,

Space Pinball's table gives
the impression of leaning
away rom you. Sightly,




