




AS LONG AS YOU’RE DISHING OUT 
SURPRISE GIFTS, YOU NIGHT AS WELL 

GRAB ONE FOR YOURSELF, 
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UNEARTH A TIRE 



I FINDING THE NEXT, 
IBONUS AREA 



TAKE WINKY 
FOR A RIDE 
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IA SIX-PACK 
I OF TEETH 





J -T. 
Thankfully^he snow 

during their entire excursion in Ice 
Age Alley. It's just a little chilly. If you 
play it right, though, your feet won't 
get cold. You can ride on the back of lagg; 
Expresso. There are a lot of small j 
ledges here. And they're slippery, 
too! It's a good idea to keep jumping > 
around so you don't slide off of a 

fall off of the ledge 
just to the left of the 
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BUT IT'S JUST A FIGHTING GAME, 
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DO SOMETHING DIFFERENT , 

only net Jago one hit. What you 

bo! Taking it even farther, y 
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of fhe w«esf games 
ever made! fKs got 
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SO SMOOTH...| 
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it breaks. It's not easy, though—he’s trying to do 

ROUND 1 ROUP 

JIM-A-RAMA 
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■SPORTS SCENE 
PLAYING IN 







ANDRETTI’S CHALLENGE 
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MICHAEL'S ADVICE 





Volume 66 Sports Section 

BLADES AND PUCKS 
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FiGAkO CASTLt 



VLTROS 
EIGHT TENTACLES OF TERROR 

LETE RIVER RAFTTHERIVER 



ERRA'S SCENARIO 



TO THE CABOOSE [ 

GHOSTS 

ENCAMPMENT, 

OM THE ROOF 

HIT THE BRAKES 

PHANTOM FOREST 
HEALING SPRING on the wall that i 

GHOST TRAIN 

i the front of the < 



BAREN FALLS TAKE THE PLUNGE SERPENT TRENCH 

SHINY 

THE VELDT LAND OF THE WILD MAN 



K0HL1NGEN 



1010 CITY OF LIARS DADALVMA NEAR THE TOP 

THE TOWER A DANGEROUS CLIMB RAMVH ABOUT MAGICITE 

THE CLOCK SET THE TIME 



THE OPERA HOVSE A sad tale final fantasy m l 

SETZER AIRSHIP ENGINEER 

INTERMISSION AN UNPLANNED BREAK 

VLTROS THE RETURN 



SETZER’S SKI? 

C1D 
MAD SCIENTIST 

THE FACTORY. 



RUNAWAY TRAIN traMPt CRANES 
DOUBLE PANGEA 

MOG 



VECTOU 
AFTER THE ESPERS 

THE BANQVET Tml 



















TOOLS OF THE TRADE 
HEART 

WHIP IT GOOD 

1-UPS 

STOP, DROP S ROLL 1^ 

SHSS grenade rrxi 
too small to hit with your whip, ™ 
but still hurt you. Kneel and press on lhe screen You start with 

SHOOTS RUN 



EXTRA LIFE ROLL 

sh the 





DISCOVERY 

BONUS AREAS 
This stage has two different levels you 

snowcapped mountains are full of ene- 

tricky maneuvering to survive. 

■ INN ON THE MOUNTAIN ■ 



■ CAIRO AT NIGHT 

CAIRO 



FINDING THE WELL OF SOULS 

■ THE WELL 
SECRET PASSAGE 
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FOUND AT LAST 
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PANQTASTIO 

A SMALLER SCALE 
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WHERE DO I FIND DRAGON EQUIPMENT? 

BREATH OF FIRE 
HOW DO I OPEN THE SAFE IN 
AURIATO FREE THE GIRL? 











LAUGH IN THEIR 



BASIC TRAINING 
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THEY’RE INVADING 
YCIF1SIPEF NES 
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Nintendo Power 
P.O. BOX 97062 
Redmond, WA 98073-9762 
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THE LEGEND OF ZELDA zeldad: 
r^g—T-a. .-,k s feally 7 DR. MARK 

I aTOp|SS»j popular.^AII of his fames g . ,,, FINAL fAf 

.74 months " '"Jsrl$ ..9 p'M TETRIS 

SUPER MARIO BR0S.3 1° ^ ™is2 
- is still .rying to sa,e HM NES PLAY ACTION FOOTBALL | 

ICO , — ^-”-1 HR BATTLETOADS 
,62 MONTHS1 iPH mon.hs' ^ ■ . 

MEGA MAN 21 



PLAYING 
LOOK FOR THESE RELEASES SOON 
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CONTRA: THE ALIEN WARS 

ALUNSER JR'S ROAD TO THE TOP MINDSCAPE 2P-S 2.9 3.3 3.1 [tl RACING 
BALLZ ACCOLADE 2P-S 3.3 2.9 3.0 3.3 T0URN. FIGHTING 
BARBIE VACATION ADVENTURE HI-TECH IP 2.6 2.9 2.2 2.8 ACTION 
BRAINIES TITUS IP 3.0 3.2 3.1 3.0 PUZZLE 
CANNONDALECUP AM. SOFTWORKS 1P/BATT 2.8 2.4 2.4 2.6 BICYCLE RACING 
DONKEY KONG COUNTRY NINTENDO 2P-A/BATT 4.9 4.1 4.6 ACTION ADVENTURE 
EARTHWORM JIM PLAYMATES IP 3.3 3.7 3.9 ACTION ADVENTURE 
ESPN SUNDAY NIGHT NFL SONY 2P-S/BATT 3.0 2.6 2.9 2.9 FOOTBALL 
INDIANA JONES' GREATEST ADVENTURES JVC 1 P/PASS 3.8 3.4 3.5 3.4 ACTION ADVENTURE 
JAMMED GTE INTERACTIVE 2P-S 3.4 2.0 2.6 3.0 BASKETBALL 
MADDEN NFL'95 EA SPORTS 5P-S/BATT 3.1 3.1 3.4 3.0 FOOTBALL 
MICHAEL ANDRETTI'S INDY CAR CHALLENGE BPS 2P-S/PASS 3.6 3.2 3.4 3.1 RACING 
MIGHTS MAGICm FCI 1P/BATT 3.6 2.4 3.3 3.3 RPG 
NBA LIVE'95 EA SPORTS 5P-S/BATT 3.6 3.2 3.9 3.4 BASKETBALL 
NCAA FOOTBALL MINDSCAPE 4P-S/BATT 2.9 3.1 2.9 3.0 FOOTBALL 
SHAQFU ELECTRONIC ARTS 2P-S 3.3 2.7 2.7 2.9 i
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SPARKSTER KONAMI 1 P/PASS 3.5 3.3 3.2 3.2 ACTION 
STREET HOCKEY'95 GTE INTERACTIVE 4P-S 2.8 2.6 2.9 2.6 STREET HOCKEY 
SUPER ADVENTURE ISLAND 2 HUDSON SOFT 1P/BATT 3.5 3.4 3.2 3.3 ADVENTURE 
TNN BASS TOURNAMENT AM. SOFTWORKS 1P/BATT 3.1 2.9 3.1 3.2 FISHING 
UNCHARTED WATERS—NEW HORIZONS KOEI 1P/BATT 3.1 3.7 3.4 3.8 STRATEGY RPG 
WILD SNAKE SPECTRUM HOLOBYTE 2P-S 2.9 3.1 3.2 3.1 ACTION PUZZLE 

BEETHOVEN HI-TECH IP 2.9 2.4 12.6 ; 2.8 ACTION 
CONTRA: THE ALIEN WARS KONAMI IP 3.4 3.4 3.3 3.1 ACTION 

1 SPACE INVADERS: THE ARCADE GAME NINTENDO 2P-S 2.1 3.2 ] 2.6 12.7 ARCADE 

PMW 
3n get the most out of your 

game chart by understanding 
the categories. Title, Company 
and game type are self explana¬ 
tory. Use this Key to understand 
Play info and the valuable Power 
Meter ratings._ 

as eight players. Some also employ a ba 
or password to save game play data. 

#P = NUMBER OF PLAYERS 
S = SIMULTANEOUS 
A = ALTERNATING 

BATT= BATTERY 
PASS = PASSWORD 

POWER METER 
The Pros at Nintendo HQ rate 

from 1 (poor) to 5 (excellent) in 
four different categories. 

G=GRAPHICS AND SOUND 
P = PLAY CONTROL 
C = CHALLENGE 
T = THEME AND FUN 
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Our goal is to try and preserve classic videogame magazines 
from years gone by before they are lost forever. 

Thanks goes out to all the people who make this possible. 
From the original editors and writers, 

to everyone involved in acquiring and digitizing these magazines. 

People interested in helping us out, in whatever way possible. 
Either by donating classic magazines, scanning, editing or distributing them, 

visit us at http://www.retromags.com 

We are only interested in preserving classic magazines 
that are at least 5 years out of print. 

We have no desire or intention to profit from these in any way. 
So please, if you come across people trying to sell these releases, don't support them! 

Thank You and ENJOY! 
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