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Make sure you spend your money
wisely! See what we thought of games
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(8¢ abed) Jaymelq biq 1sa1e]
ay) — Aiojsjy s.103ybj4

REVIEWS

Fighter’s History...............c..... 38

Shadowrun.............c.ccoceeniiennn. 40
Fire Striker............ PR
Spike McFang......................... fidy

Fun ’N’ Games.............ceeneee. 46
Lord of the Rings ................ e 90
Columns lll............cccevcnvnvinnnens D2
Asterdx ... 4
SO8 ..o S R |
Third Wnrld War.........ccoeeeeeeee. 58
Wario Land............. ssiciasinses OO
Wicked 18...............ccccevvvvnnenns 62
Sylvester & Tweety................. 64
RC-Pro Aml........................... 66
Dinobasher...............cccccvririnnees 68
Super Adventure Island......... 70
Rise of the Dragon................. 72

Dark Wizard ............cccccerveennen 74
Space Ace .............ccevevienniinnes 18
Spider-Man and X-Men......... 80

GP Rider..............ccceevvnviriicrarenss 82
Super Chase H.Q..................... 83
FormulaOne............ccccoocnunneen

83
F-1 Pole Position... S | 7
MicroMachines....................... 84

SPORTS 86
And in GP Sports...

Ken Griffey Jr. Baseball......... 86
International Tennis Tour ...... 87

ESPN Baseball Tumght ceusenes OO

Soccer Shootout.......... seereeieees OO
Dig & Spike Volleyball ........... 89

Ken Er!ﬂ'ojr Jr. hits a SNES home run (page 86)

NEXT MONTH

See you next month with even more

top reviews, previews, and strategy.
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The first trouble spot is the maze
you must navigate when you look
for Yum-Yum. It’s simple... if you
noticed Pikazo’s cave drawing
early on. If you didn’t, you find
yourself making an early exit and
startmg the whola cave over again.

'Tummmﬂmmmmwmmm
mistakes, look carefully at caveman Pikazo’s
dmlinusnnllmnmwall
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S5 || this game of
@".] 20 questions.
Leth.'m help yau wuh the puz-

Zles that are dnving you nuts!

I've Fallen

42

Get Up!

mmmmmm%mwmmmwmn |
% | Drop through the center of this

And lCan 1;

DONT DESPAIR. HMIKE'?

MY PONERFUL MAGIC WILL
YOuU ON YOUR JOURNEY

4 Star Tropics llis
¢ wmmjust full of little
puzzles — as well as
plain ol’ tough sec-
tions. But you can
solve your most press- |
ing problems if you fol- *
low this guide. Part One of our "Tnughest 20” takes you more
than halfway through the game. Then tune in next month for
more solutions. Soon you can finish off Zoda and brag to your
friends... or at the very least finally put an end to the wizard
screen that pops up every time you continue your game. GIP

So you're inside the pyramid in Chapter
3. Now you’re in a room in whichyou
must fall through the floor to exit. But
unless you’re clever, you end up falling
through the next floor, too!

GUIDE

2 G @i tile design to exit the room...
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..but make sure you're Imm the i

pad in any direction to avoid falling straight
through a hole in the next floor as well.
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You've found a flute deeper in ihe D) a-
mid, butnowyouresmekmﬂmmrcleiég
of rooms. Look at the tile formation —
i's like a Iarge snake Tm to use
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You've got to face the Monster &
Mask if you want to get out of the
pyramid with another precious
Tetrad... and your life. _
Press toward the top of the screen, fire ‘™

away diagonally at the pharaoh mask, and |
jump to avoid his normal spray shots. |
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Head for the museum in Chapter4 | 4 BubmaR o

to meet Sherlock Holmes, but
don’t be surprised when you end
up in jail after a brush with the
law. Your date with Sherlock looks
like it's in jeopardy, but prison bars |
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beat a path

can’t hold back a sleuth like you,  Youmusttalk o his policeman o atvance.
further, so a little jail time is inevitable.
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Your first real challenge inside the P ﬁ

museum is to conquer Zoda’s brain. platiorm.
Unfortunately your shots don’t go far  %ieiie

enough to reach it from solid ground. irection S EEmSeSERS e

from plat- HEEEEEEEEEEEE RSN R

: : e
If it were that easy, it wouldn’t be in form to piat- [JEANEIIEERSINRGaasasaadll  hefore it disappears. When you reach the

this list, now would it? R T e — B A2 .~ bottom platform, you must jump onto solid
few shots at the brain each time you reach a new platform.  ground again and start the cycle over again.
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Chapter 4 climaxes in a battle between Mike
and the first of the Zoda clones, Zoda-X. As if
defeating the villain and his two attacks isn’t
challenging enough, the fight takes place on _ IS L SE ST 38 A ar |
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Open

Follow the piano player’s
' directions from the odd

| l +* FEIRE IN THE HOLE?’ RLUN’

K/ Sesamel SRR SRR o omripphe

3 - RPN MG > uth). In the time it tak
Don't get 9“'“ fever | llli 1849 is:r a t]us: tnenurnll?vnu?v: :
San Francisco — your're 100k- ' opened up the old mine!
ing for Tetrads, not gold. i
IJEkily’ they're ] b [ 3 BOE DR ]
both found in FACE THE CACTUS IF YOU ol el e
the same old MIGHT. THEN TAKE 2 STEPS
haunted mine. LEFT AND 3 STEPS RIGHT
Unluckily, the T T
mine is blocked e
by an ava- e
lanche, so you
must blast _" DB TC
it open. It's easy to gt dynamite in the middle of a gold

CEFRERECRERMY TR INETIECaERE v sl a0 e :'.'
S DIVESRATTETR. FETIETOTY, | | L BTG TR THEITEEY ST i)
R — P

@ Rock and Roll

You run across a rock-rolling bandit as you
progress through the mine. He takes a few steps
toward you after each rock he throws, so you
have only a limited amount of time to stop him
— Or else you’ll be ﬂ'IB nne hauntmg the mine.
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rush — just zip into the store.

. TS in the Stars

You must face two other tough guys before you can exit the
mine. Your battles are much easier if you pick up the big
invincibility stars found in nearhy treasure chests.
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BOARSRS RS ..1 chest you find in
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