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"YOU Rl: ROAIDKILLER* 
' ‘ YmYiViV 

When you enter the exciting new world of Nintendo A, you'iJT^Qet • 

video gaming in a whole new perspective—3-D! Not only is ; i v 

a quantum leap in action, adventure, and fun, it seriously increases, 

your chances of becoming tire-tread-jam! • * • ' 1 

That's why you need Nintendo Power! Every issue is packed'^ilir 

of secrets and strategies that can save your skin. (It's like having’ ’. 

your own tour guide to point out road hazards and escape routes.) * 

After reading monthly features like Classified Information and 

Counselors' Corner, you'll be playing with more power than ever 

before! Just look at all the special tips and tricks inside this issue. 

Not only will Nintendo Power give you maps and moves to improve 

your play, you'll get the latest reports on Nintendo 64. 

Find out how N64 lets you watch Mario from any angle. Just a tap 

of your finger on the controller and you're zooming in and out, or 

pulling a 360 to see if Bowser is sneaking up from behind! Discover 

how N64's responsive analog control stick lets you make Mario tip¬ 

toe, crawl, jump, swim, fly, or sprint out of harm's way. Plus you'll 

get reviews, previews, and rankings of games for all Nintendo systems. 

A full year is just $19.95* (That's a savings of $40 off the cover 

price!) Subscribe now and you'll get your choice of one of three 

Player’s Guides—a $11 value. Just call 1-800-255-3700 to subscribe. 

Or send in the card that's stuck in the middle of this ad. Don't wait, 

if you miss the bus, you'll have to hitch a ride. And there's no telling 

who, or what, may stop for you. 
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puwm mm We asked for opinions about the magazine and boy did we 
get them! Comics, design, content, manila envelopes-every- 
one has an opinion. Check out the changes we started in this 

the N64 only to find out that 
at the end of this month, the 
64DD would be shown in 

play the good games, I would 
have to shell out another $200 

m add-on. If 

seem a bit premature, since it 
will be some time before the 
64DD is released here in the 
US. No one is asking you to 
upgrade your system. . " 
Virtually every game current¬ 
ly in development for the ) ■ 
Nintendo 64 is for the car- ■ 
tridge format. Here at 
Nintendo we have seen the 
sad fates of many different 
video game add-ons and . 
have learned our lesson. We 
won't release the64DD until 
there are several quality titles 
that take full advantage of the 
unique functions, this 
month's Shoshinkai wrap-up 

mi my opinion was as far|rom 
She original storyline as possi¬ 
ble and seemed so unlike Mr. Ut 

wm-i 

it 
# ■Miyamoto's original world). 

jSo, what's the story? Is the 

% [Daisy Peach Toadstool?" Is 
"Peach" just a nickname that 

: 
It would help to know since 
|'m writing a fan-fic about the 
Princess's background. 

Fnrnnin hi 0 Rnnt • Bontnn u 
Ferquin N.C. Root 

NINTENDO POWER 



games. Pauline was the origi¬ 
nal in the Donkey Kong 

Toadstool first appeared in 
the US version of Super 
Mario Bros., but her Japanese 
name has always been 
Princess Peach. To help ere- = 

for the Princess of the Super 
Mario Bros, series, we decid¬ 
ed to start calling her "Peach" 
here in the US too. Oh yeah, 
Princess Daisy from the 
Game Boy "Land" series is 
another princess altogether. 

Comics! Comics! Comics! 
Dear Nintendo People, 
I just got issue #89 a few days 

Thank you for bringing the 
comics back! I have a few 
questions and comments: 

should make a Donkey Kong 

2) Regarding the letter print¬ 
ed in issue #89 from Mike 
Stewart, I liked the manila 
folder background! And I 
think TONS of other people 

the Hyrulean Adventure, but 
I think that you should make 
an adventure on the'World 

Remember to always Play 
It Loud! 

David Blair 

1) Obviously, the jury is sti 
ut on the comics. Some 
iaders love them, others 

hate them. We will only run 
comics that have a strong 
connection to video games, 
so a Donkey Kong Country 
comic sounds like a great 
idea. Also, everyone should 

ficing any game information 
content for the comics. 
Game strategies always take 
priority for us in editorial 
planning. 

2) We have received a lot 
of mail about bringing back 
the manila envelopes in 
Classified Information. Give 
it up, people. They're gone 
forever. 

3) We have some great 
plans for adventures on the 
web and on AOL. Stay 
logged on for details. 

4) Sounds like an interesting 
item for the Super Power 
Supplies catalog. If we got 
enough requests for it, maybe 
we could get Mr. Miyamoto 
into the studio... Of course, 
he's so busy, a recording pro¬ 
ject like that would be sure 
to delay the sequel to Super 
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LETTERS, CONIINUED... 

all the pizza and junk food 

This year’s Bonus Issue comes packed with exclusive infor¬ 
mation and some great freebies for our subscribers. We’d 
love to hear what you think of it. Write! Write! Write! 

NINTENDO POWER PLAYER’S PULSE 
P.0. BOX 97033 
REDMOND, WA 98073-9733 
E-mail: noapulse@nintendo.com 

PHONE DIRECTORY 
NINTENDO 

POWER 
SUBSCRIPTIONS, 
SYSTEM SET-UP 

AND REPAIR 
1-800-255-3700 
(1-800-422-4281 TDD) 

6 a.m-9 p.m. Pacific time. 

TALK TO 
A GAME 

COUNSELOR 
1-900-288-0707 

1-900-451-4400 

(1-206-883-9714 TDD) 



' meet Prince Xizor face- 

, you'll have to dJll with f! 
8 $the deadly §suls of 

Bight-hand A 
d urrrtjflkr' 

ireStrikes Back and ] 
3 Fett plays a major 



SHADOWS OF THC EMPIRE 

BSAPtlfJ STATUS 
pal^left gome prettjrgood 
xincffor me to find. jHrasaDle 
i arsenal gs I went af>ng| 

Hu-!J1 JUj ^JJJjj 

p-ziiin'di 
didn't accomplish 

amazing feats totally or 
tgW co-pilot arvi busii 
ffme fromourJmp, the 
[comlinks open WalLti 
advice at ke^Soints. IT 
space, he usually took 
while I manned the wea 

Your basic blaster. It needs 
a few seconds to recharge 
to full power. 

homing projectiles. It's good 
for shooting around corners 

The flame thrower has lim¬ 
ited range and is slow to 

PULSE 
CANNON 

enemies for a few seconds 
Use it in conjunction with 
the flame thrower to take 
out large groups of 
stormtroopers. 

The disruptor \ 

the center of the blast, 



Everything 

BATTLE OF NOTH 

Fire t 

to tiie AT-AT f! 

but keen iro vour soeetfand 
watch out for cross-fire. 

• 



SHADOWS OF THE EMPIRE 

tematically search the base 
for you, and they can be quite 11 

If 
clever. Though 

the abominable: 
it ry ) irsist 1 

nd they will fol- 

Wampa bonus 

Truly intelligent: 



Light: 'em up Listen for the proximity ale 

Challenge Points 

3ad-on. Wait for a mis¬ 
sile lock (yellow 

crosshairs will flash), 
then light the candle! 

TIE fighters are built for speed, not 
durability. One or two blasts from 



SHADOWS OF THE EMPIRE 

Jump and duck, part: 1 

"l5Me was attacked by a rival hunter, IG-88, before he c 
appeareeffiut we SougMinMnight know/^here Fett 
Ve tracke Ag-88 ftofcrl Mantel I. 

Jump and duck, part: 2 

es. Use the over-the-shoulder v 
the Control Pad (not the Joystic 
Pivoting slightly to the side also 

Mlll h m :■ . 
■ fr 

tin- •:-:i % S&aMr ' ? '■* 
track, at least unti the ' 1 

first energy shield. ■■BBH 

Jump and duck, part 3 



3 you flip the 

side of the mesa to 
and Boba Fett's jet 

Work your way up the in: 
reach the control tower 

ick. Fly straight out from t 

ock as rest stops. Shoot e 

Into the ducts 

right will lead' 

CALL 5PACEPORT 



uallyP This 

Riding technique 

and slightly beHmd you 
opponent. Match his 
speed and push him int 

on the throttle fflid ran 

Wrong way 

ough the stage. 
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M05 EI5LEY AND BEGGAR’5 CANYON 

After you've defeated enough of the swoop 
gang, you'll head out from Mos Eisley and 
into the desert. You'll pass two sarlaccs 
before reaching Beggar's Canyon. 



While* I was cleaning up the assassin 
Tscum^n^Tatooine, Rebel intelli¬ 
gence received a tip from Blagl^Sun 
-that the-Empire was building a .new, 
more powerful Death Star pboy£ the 

korest nictan of EgdojThe [Whole 
^iing smiled like lj|n|ia gorje bad, 
and we JHspectecf th.J the attempt 

^QO.iuke'llife and-'this latest caper 
^. were somehow connected. Ilespite 
•everythini my instinct^ wereielling 

l! board the Su 
t/ Death Star pi 

chamber before the control I 
room. Flip eachbf the switch- I 
es on the bottom level (there I 

arepanels at opposite ends of I 
theoav). one at artime. The I 

side doors will open and close, I 
depending on which switch you'v 

IMPERIAL FREIGHTER 5UPR0SA 





Lift Tube 

Set pulse bomb: 

XIZOR’S PALACE 

Like a mynock 
in a maze 

After you destroy the j 
Gladiator once, the floor will 

\ fall away to form a maze, use 
the walls as shields, but dbn't 

*, get stuck in a corner. Use tne 
- jet pack to jump around. PUot 

and fire while in the air. 



• bad the day 1 

started. Ourlbattle 

fight we'd had in the asteroid field, onl} 
^^Tnow wejwere up agains^Xizortsitar Vipers 
^STOFcSHIHTjPrPfighterfl^H wm the 

TIE bomber's missfje-carrying capabilities. Ibnce 
we reached the station, I took complete corjjjrol o 
the Outrider,I including flight feysteHNs® anc 
weapons. I had to take out thejfour defensive tow 
ers at the inds of the station's arms, then diV£ intc 

around you, but 
don't sgray from 

destroy the 
Skyhook. 

/ith all the Challenge 
EaG|diffiQ|lty level 
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SKYHOOK BATTLE 



THANKSGIVING IN JAPAN IS SPELLED 
S O-S-tf -M-K - A - I 1 

on by Nintendo's distributors in Japan. It is 
followed by two days of Space World, an 
exhibition of Nintendo games and hard- 

Nintendo Power traveled to Makuhari, 
on the outskirts of Tokyo, to cover the 

games in development—almost 40 in all- 
plus the 64DD magnetic disk drive and a 

POWEq WAS TtfE^E AT THE F^GNT GF 
the line ra bring vao the First hands-on renews of the sec¬ 

ond WAJE OF NGM SANIES iNCLUDiNS THE iNCREDiBLE DUO OF STAR 

FOH G«l AND MARiO KART G*J. WHEN WE MANAGED TO POLL AWAV 

FROM THE SAMES, WE CHECKED OUT THE NEW G<JDD, TALKED TO 

SHiSERU MiVAMOTO AND ATE SOSHi TiLL THE FiSH SWAM HOME. 
NOW IT’S VOOR TORN. PREPARE TO FEAST. 

© NINTENDO POWER 
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WHOLE LOTTO SHOWN’ 
The biggest surprise at Shoshinkai was the 
appearance of the Jolting Pak, a device that 
plugs into the N64 controller and vibrates 
when it receives signals through the two- 

players is that they can feel what is hap- 

feedback the game is designed to send to 
the Jolting Pak. In the case of the two demo 

jolts are delivered when you hit things, or 

GOMES GLiMPSED 
ON ViDEO TOPE 

Several Nintendo games appeared only on 
video since they are still fairly early in the 
development cycle. Zelda 64 was the 
biggest of these games. Although it is prob¬ 
ably about a year from release, the animat¬ 
ed sequences look great. Link wields a 
sword and shield while fighting Stalfos 

the Triforce in another. In castles and 

tings with exceptional graphics, multiple 

will be plenty of action, too, and features 

6<»DD 
T€Gt* SP€CS 
Memory capacity: Approximately 
64 Megabytes 

Sustained data transfer rate: 
Approximately 81 seconds for 
64 Megabytes (compared to 437 
seconds/64 MB for normal speed 
CD-ROMs) 

Seek Time: About 75 ms (typical) 

Motor driving time: Less than 

Dimensions: (Drive:) 260mm (w) x 
190mm (d) x 78.7mm (h) (combined 

are 144.2mm high) 
(Disk:) 101 mm (w) x 103mm (d) x 

sist of 

10.2mm (h) 

Weight: Drive: 1.6kg, disk: 43g 

included. The disk is high density, 
doubled-sided magnetic media. 
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SHOSHINKAI 

NOT TO FOffcGTT 

Gamc Bov and 

tut Sjpcc£ 

Famicom. 

upcoming N64 titles, there were sev( 

addition to Nintendo's Donkey Koi 
Land 2, players could relive the glo 
days of the Game & Watch hand-he 
system with Game Boy Gallery. The 
simple games have been updated wi 
current, popular characters such 
Yoshi and Mario and the graphics ha 
been enhanced. But diehard playf 
can switch to the original graphics 
they choose. Hudson Soft also show 
off its third Bomberman game i 

worldwide hits including Donkey Ko 
Country 3 and Street Fighter Alpha 

EarthBound, helped Nintendo devel 
a new bass fishing game that look 
great, although waiting for a nibl 
while at a trade show may not ha 
been the ideal play situation. Huds 

Bomberman-based shooter game. Ei 
dusted off Dragon Quest 111 and cc 

brought out Dark Knight 4, a traditic 



f||ISIS et ready for 

some serious 

hang time-NBA 

Hangtime, that 

is! Once you sample 

the game play in the 

N64 version of 

Midway's arcade 

mega-hit, you may 

never go back to your 

old b-ball games. What 

makes it so good? We 

can tell you up front-it 

ain't the shoes! 





Power For 



if
! H

i 
NBA HANCTIMC 
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Mutombo is a powerhouse whose 
only "weakness" is a small deficit 
in his ability to Shoot from the 
floor. Blaylock has Speed, 
Shooting and Stealing ability, but 

susceptible 

Phills has pretty good Stealing 
ability, but the focus of this team is 
Shooting from the floor. When up 
against strong Blockers, Dunking 
will only get them in trouble. Hiljf 

can Prov*de 

halftime 

Rice is a Shooting fool, and if you 
can set him up, he'll knock 'em 
down with ease. Meanwhile, 
Divac will provide the defensive 
strength with very good Blocking 

skills and the 
Power to go toe- 

HmflgBggm to-toe under the 

Kidd & Mashburn 

Speed and more Speed! The! key 
here is to keep them and the! ball 

a lot, but when you have a tifcky 
shot, it’s time for Mashburn to 



Rogers & Wright 
^ Overall balance is the hallmark of 

K’t' f°r better Stealing and Blocking. 
™ 4 Barry's skill curve looks much 

^ |jj<e Rogers s> antj you can trade 



This is another well-balanced pair¬ 
ing that lends itself to most any 
type of offensive or defensive strat¬ 
egy you'd care to use. If you need 
more Blocking in the clutch, tap 

Lang to take 
Robinson's spot 

Iverson & Stackhoi. se 
Some of his teammates may be 
more balanced, but Iverson is the 

1 fastest 76er, even faster than his 
partner, Stackhouse. These two 
are perfect for playing "keep 

away," relying 

BMmiilfil wor^ to keep 
■—opponents off 

This is one team who won't 
be asking, "Where's the D?" 
Between Bradley's Blocking and 
O'Bannon's Stealing, your oppo¬ 
nents may have a hard time get- 

gKjggHsgjmgHli ting through 
- t0 the basket. 

Anderson & Hardai 
those who like to pound I 

squad for you. 
Their Speed lets 

mm YORK KNICI 
Ewing & Johnson 

With their great Speed, Power and 
Blocking skills, Mr. Ewing and Mr. 
Johnson will command respect 
out on the court. They're perfect 

players who prefer in-your- 
face action, and 

MILMU 



Rider C Robinson 
Robinson has solid stals in every 

• • > category, and you can rely on 
* him to do a lot of the work on the 

floor- Rider is therc for ,he fast 
• ' break and the quick Dunk. You'll 

r ■ 
___’rfl; Vf; your three-point 

' ■ ~ —i?i~ \» a,lcmP,s- 

NBA HANGTIME ^ 

' V Stoudamire & Wright | 
ImC*. C>1 Kl This expansion team has only a 

season and a half under its belt, g 
but you'll be able to put O 

ing. If you want 
: to play rough, 

x'llp though, bench 
~-'^f»Stoudamire for 

1 ~l 
RichmondSWilliam 

IbMHrVI Richmond is the driving force, 
KSI with strong Power, Shoot and 

, .. win,mi i ni.ii in. 

^ Malone & Ostertag 
Ti |0 Malone could probably handle an 
'«/ TP entire game by himself, but 

Ostertag helps with good balance 
, 7Cr....« . •>• • .dj.-^.ru. and staying Power up front. Put 

“--‘rrs: 

[ ■ 
_ Elliot & Robinson 

^ \ J .T7 . You'll have little to fear with 
< Zj? Robinson and Elliot heading your 

•? . S' squad. While they're both out- 
,,* standing in several categories, 

1 Blocking is a particular specialty 
iSl • • v.-t, « -sWfe.vseanfl for Robinson' 

I X JJt'f ftr *"« T fl 1 Dunk : .ruly°a 
1 • • -X thing of beauty. 

—■—.3—--ii* T"XS 

■ 

JgKKk Abdur Rahim & Peeler 
If strength is what 
you're shopping for, you should 
take the Grizzlies for a 
drive. You'll have to watch out for 

1 riBsll___iMMijMi|i mi you'll be able to 
bit a good num- 
ber of shots from 

■ ' 

iRHb, Kemp & Payton 
The gave the 

■ BRA for their money last year, largely 
^BJ|r due to these stars- with Payton 

picking off passes like clockwork 
'"'W and Kemp's fantastic Dunking, 

and alley-oop 
mmm wid become 

Strickland & Webber 
^ The only major deficit the Bullets 

.* have is in Blocking ability. Most 
•; of your squad can Shoot pretty 

well, so you don't need to favor 
. <’"} e any one shooter. Keep the ball 

• • ’ • H • *' jfijfcr-. jugorta HB moving and let 
;T'»dbMb'.r' ' ‘ ' k whoever has the 

• • M /. ..;°Pen,ng lake 
— ——-'■ ' y| ^ the shot. 

, ® 





H*VINg 6SCAPSD 

IUK6, WNOO. AND 
DASH P6NDAR INTO 
XlZQg'3 FORTRESS- 



a o&. 



YOU A 
I KNOW WH£Rg XIZOR-6 / 

l r\ ]ImMm 

jksjp^ i'^ 



^GRBAT/1 
r1UATS AU. 

UAK&- 



neLP/s 
IV* -mv/NG 



P VwSHTS/^fZ.. -THE 201 \5jmr ; Ml ] ^ 
J X^<3gx>~v£gy&39P- 

he 
j* /^\y (( 

Am aw I 1 S' (tapped NO^/UJKIl^fMnt! jfl. * 

\MMk mM^i Kfi 
Waj ir 

«' ![i 

kT'V/ / y^AfPV j, \,Jr J /Took-’ Lite m MffL'fllJll 



g^OURieU? tlZOK! 



d/// JJjJj-‘v 

HUOttMAf J6JI 

972 Dolphins: 
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Turbo Level-Building Trick 
This level-building trick is especially good if you hav 
Iroller with a turbo option. When you reach Booster' 

Hidden Courts and Cheats 

Rooftop Court | 
To access the special Root top 

Infinite Energy and Level Select 



Fumble/flo Fumble 
To make the first two tackles 

* 

* 
fumbles, press B, Y, B, Y, B and 
Y on the Copyright screen. 

Rough Stuff 
Pressing B, Y. Start. Start. 

1H 
Copyright screen will enable 
you to continue tackling the 
ball carrier, even after the play 1* .... 
Speed/Diue modes 

the Copyright screen to give all 

bursts. Press A, Y, Start, SPtart. 
Y and B to change all dives into 

1 ~ 

Rookie ITIode 





racks, mors racers and more fun are zooming your way! 
Although it will stilt be a month or so before Mario Kart 64 is 

released in North America, we couldn’t pass Up the chance to 
review the Japanese version. While some of the details may 
change between our review version and the final version, 
we’ll just touch on the general features of the game and save 
the details tor our in-depth strategy review NEXT ISSUE! 

@ NINTENDO POWER 



WHAT'f NEW AND COOL ABOUT 

NINTENDO 64’s mario kart? 
Mario Kart has always been about fun. Some may be 
turned off by the game's cute graphics, but beneath 
the humorous exterior lurks a mean, lean, racing 
machine. Mario Kart features great attention to 
detail and a commitment to long term play value. As 
in the classic Super NES game, each of the eight dif¬ 
ferent racers has slightly different handling. There 
are 20 different 

each with their own challenges 
New items have been added to boost 
speed or take out your opponent. Thanks to 
the power of the Nintendo 64, the karts 
have very realistic handling ov« 
ety of surfaces such as sand, d 
and desert. 

VOLUME 92 @) 
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MARIO CP 
TIME TRIAL 

Controller Pak will save every detail about 

once you have established a record on a 

BATTLE MODE 



NINTENDO64 

BANANAS! 
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You can upgrade all seven cars by driving the 
place in the race across the USA. By finishing I 
higher skill levels, you can keep improving th< 

three times! Do the math: to really complet 

friend de< 

fgpjsg cpp. 
both of you! The player who finishes 
the entire race with the overall best 
time will have his or her car upgrad- 











Hduj Dd I Use IP? 

IP stands for Item Points. Your charac¬ 
ters accumulate Item Points each 
time they take damage in battle. Any 

item that expends Item Points will have 
an IP symbol next to it. During battle, 
select the Flame Icon. This command dis¬ 
plays your character's inventory, includ¬ 
ing all items using IP. If you have enough 
IP to use a special attack, the item will be 
highlighted. Select the item and press the 
A Button to use it. 

► LUFIfl II: 
RISE OF THE SJJ1ISTR1LS 

If' 
2 

ed standing ir 

Horn do I open the dppr in the Lake Caue? |j 

defeat thelocked door; ' ' 
right chamber of the Lake Cave, a you must shoot your arrows at the 
wall will explode and you'll see enemies in the same order you defeat- 

the same three foes you just eliminat- ed them. If you didn't make a note of 
These ene- the order you defeated the enemies, 
/on't try to you'll have to use the Reset Spell or 

After you hit the mon*u».a ... ...«- v.^.- 
rect order, the door on the right side of 
the room will open and you'll find a 
treasure chest containing the Insect 
Crush sword. 

If you shoot the enemies in the same order you 
defeated them, the locked door will open. 



► DKC3: 

Horn Do I Get The DK Coin In Springing Spiders? 

It's a tough team toss, but Kiddy has the loft to Dixie has no problem nailing nothing but K 
fling Dixie off the Nid and up to this high platform. when she takes a shot with a Steel Barre 

a Hduj do I get the DK C□ in in Riuerside Race? 

sitting high and dry with KDK Coin directly above the letter 
"G" in Riverside Race. There are 

two ways to get to the krusty Kremling— 

by running right from the flagpole and 
rolling as soon as you hit the water, or 
you can use two apes and leap up to the 

gets^^^ 
You'll jump extra high whenever your 
teammate takes a hit. Use this burst of 
energy to rise above adversity. 

Koin is sitting high and dry with his glittering prize Use Kiddy's Water Skip by pressing the Y Button 
directly above the letter "G" in Riverside Race. and rolling just as you hit the water's surface. 

llihere is the second bonus barrel in 

You need to use Ellie's trunk to 
reach the second Bonus Barrel in 
Murky Mill. After the hidden 

Auto-fire Barrel blasts you up to the 

ledge near the letter N, trot Ieft7stand at 
the edge of the platform and press the Y 

will drag the Steel Barrel toward you 

ITlurhy mill? |j gJJ 

and roll off the ledge onto the Buzz 
below. Although you can't see the 
Bonus Barrel, make a leap of faith and 
fall into the bonus area. 
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Ham do I Reach the top of the endless stairs? 

a Horn da I join the Snowman's head and body? J [T] 
A1 

inhere Is the Uanish Cap? 

the Vanish Cap Coi 
e path, you'll fir 

@ NINTENDO POWER 
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! Northern Kremisphere. 

Tyrant 
Twin Tisssie 

point (!) after tf 

Coin to be had ii 



^ On your way with Bonus 
• Barrels and a “K” 
Two Bonus Barrels and the letter K are in 

trees at the start of Stampede Sprint. Use 

Parry’s parting 
Present 
UnliEe ..other levels in the game, 
Stampede Sprint has three Bonus 
Barrels, but you won't find the third one 
unless you can get Parry the Parallel 
Bird all the way to the ^ 
end of the stage. jfg 
Parry transforms into H(' ; 
a Bonus Barrel when 
El lie reaches the No 
Parry sign to the left 
of the flagpole. 

technique to 
^ reach them. It's easi¬ 

er to throw Dixie 
than Kiddy into the 

barrels. To find the 

Bonus Barrel, read about 
Parry on the right. 
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Bounce Your Way Across 
the Feathered Fiends 
Your versatile team-toss technique doesn't 
have the range to reach the third Bonus 
Barrel in £woopy Salvo, but you can 
bounce your way to a Bonus Coin by 
bounding :off the backs of the diving 
Snoopy birds. Jump up and try to land on 
top of each flying feathered fiend. As you 
hit, try to Jump higher. If your timing and aim are both on 
you'll roll and carom up into the Bonus Barrel. 

© NINTENDO POWER 



Energy Crisis 

If you want to make it to the ignition bar¬ 
rel at the bottom of the canyon, you'll 
have to collect every last ounce of rock¬ 
et fuel along your descent. A swarm of 
Red Buzzes will try to slow your 
progress, but if you fire your retro rock¬ 
ets, you'll burn your way through the 
annoying insects. Always try to keep an 
eye on your fuel gauge. 
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STAGE ONE 
HAVE A BLAST 

At the start of the stage, if you head to the 
right side of this bottom row of blocks you'll 
find a bomb hidden in the bricks. Use it to 

STAGE TWO 
BREAKING THE BLOCKS 

When you reach the springs between two 
pillars, jump up, blast the right block, and 
pick up the invincibility potion. Now fall to 

find some tasty fruit. 

A SECRET STAR 
To get the star that's hidden within this wall, 
just jump to the top of the wall and zap the 
bird when it's level with your wand. Now 
bag the bird and shoot for the star when 

nrntnr 

Make sure that you've grabbed every last bonus item 
around the top of the stage (including the two letters ant 
the extra life) before grabbing the book and blasting the 
flying bug. 





At the stage's start, the monster between t 
pillars is a real pest, especially since he's gua 
ing an important spring! Leap for the spring 
when the monster is moving away from it, ar 
then use a tri-shot to blast him from above. 

agic Boy has only j 

The key to finishing Plastic Pla 
terns for capturing critters. Inst 
willy-nilly, you have to study e 
strategy for catching all the ere 

FUTURE ZONE 
While there are lots of mechanized monsters in Fi 
danger lies in the level's physical features. Be veiy 
approaching the disappearing platforms. They hav 
icately or you may find yourself unable to backtra 
baddies. If you can work your way through this le 



FlRtT Hf HAP A HXT FCATURe FUM, ANP MOW CASpeR 

thf F^xeNPiy ghost has his own haunting coot 
<,AMe for thc supeR nfs. THe STORy unf fouows 
thf Movie, so BKrSCReeN fans 
Will HAVe FUN WITH THIS 
ONe-piAyeR pAK f*om 
natsumf. I 



Whipstaff 
■ others will 

powerful morph; 

6 fptfuu 

2 ROOF 

THf /kMAZtN4 MOK? tty 

M0R9H arounp^n ^ 
THF M/kNOR 

1 pxuow 

^6RfH$ J, 

iome of them will help 
for defense. Check the j 

. 

/AORpHS t t 

T 6UTTFRFIV fc WATFR ? 

The useful Spatula morph lets The Butterfly Net (the first 
Casper swat away any flying morph Casper finds! is a great 
fruit that he may encounter in defense against flying books CM flCCTRXC 

WHXpST^FF cfuuur 
M^hiOR XNTF<,R*TOR 



THF 
FIRST ff*J FLOORS 

find yourself getting lost 

WTPRFt^ 

U*F THf pXUOW TO 
fOFTFN KAT'f UNPlNQ 
To use the pillow properly, fly Casper down through the 
hole in the floor, and then morph into the pillow only 
when it's safe for Kat to fall. If any object hits Kat as she 

pon't HURRy pown 
THF HOLF.I 

When you reach this hall full 
of books, don't drop down the 

\ hole before you explore the 
\ rest of the rooms to the 

] right. If you do drop down, 
/ you can't go back up until 
/ you find the Balloon much 



CASPER 

CAftrR'f UMCtff 
ay through the 

forewarned: 
Although they' 

, don't try to touch them! 

fWrrcH LvriwKtt 
RfWARf OF MX* 

BUR?*.1 

BUlltEP ffl 

UMBRFtt a1 

Stretch's umbrella r 

Just stay far away fri 
[Although he': 

: of his mouth. C 
e's smelly burp; plumber 

confronting 
carrion 
At the end of the game, Casper will have to i 
front Carrigan, a mean ghost who's 
guarding the Lazarus - 11. „ 
Machine. Your best bet 
is to avoid the gobs of 
goo that Carrigan A,' ' . 
spews, and to use 
your pirate sword to l , .7. -j 
deflect the ghoul's 
electric beams. 'V§ ' * J bouncing 

plugs, but 
To avoid the globs of goo. 

stay close to the water i 
>, the left side of the When Fatso changes into 

the bouncing blob, it's best 
not to go chasing him until he's transformed! 

back into Carrigan's 
face, Katcan pourim 

Integrator into the 
try to stay close to center 
of the screen and just 
shoot a cork at him when 
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TaVe a ride down America's only 
K CIYHB!C BOBSLED HUN! 

-)f Win DonKey Kong Country 3: Dixie Kong': 
Double Trouble for your Super NES! 

■)f DKC Trilogy CD sets! 

■Jf Tbe Dcnfey Kong 
Bunch Sweatshirts! 

■Jf Donfey Kong Country 3: 
| Dixie Kong's Double Trouble! 

A 
PRIZE 

50 Winners 

Ha ng with the bunch J 
■)£ Nintendo Tower 7 

i 
Shirts ] 
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O Great graphics. Great shooting action. Great sound. Great hidden- 
stuff. Great wampas. Great game! 

Some awkward camera positions and movement. INCREDIBLY 
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Classic board games return to Game Boy 
from Interplay. 

ideas combined in one Game Pak. Back in 1992. Interpla 
cleverly shoveled Chess, Checkers, Backgammon and Revers 
into a single package that could be played by one or two play 

le Boys. Interplay used the Sargon ches 
1 program, which incorporate 

/els of difficulty. It ma' 



Magic moments await in this 
game from JVC. 

You'll have a ghost of a chance of escaping 
from this haunted house. 

More challenging than you might expect. Good for all ages. 

The happy Caribbean music will drive you nuts. 
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EXTRA! EXTRA! Marble Madness outbreak. 
Doctors stumped. 

think you've navigated to a place of safety, the marble may roll I 
off a ledge and smash itself to bits. Madness may be too mild I 
a phrase for the depth and nature of the emotions that follow. I 
And yet, in spite of all the throbbing headaches, fits and night- I 
mares caused by Marble Madness, the game is surprisingly I 
fun. One and two player modes and two different controller I 
modes keep the action interesting during your slow decline I 
into video dementia. Mindscape will rerelease Marble I 
Madness on an unsuspecting public (fortunately, you have I 
been warned) before the end of 1996. 

Fun and very involving. Good graphics and two controller modes. I 

Control can be frustrating. 

... 

The blazing Brit returns to the GB track in this 
rerelease from 1993. 

@ NINTENDO POWER 



Tro’s'PTcRs 
03 Scott-Sports, Simulatic 

© Henry-Fighting, Action, Sports 

' types of gan 
fn Terry-RPGs, Simulations, Puzzles 

133 Paul-Fighting, Sports, Simulations, 

ED Dan-Action, Adventure, Puzzles d Leslie-RPGs, Simulations, Adventure 

^> HHESSBSEDiil! 
Power Meier 
The Power Meter ratings 
are derived from pro evalu¬ 

lUfTwriihii_ ations using a five point 
scale with five being the 

W H3H33H_ highest score possible for a 

VOLUME 92 0 



Game Boy games may be small in size, bu 

they can be just as fun as Super NES or 

even N64 titles. Proof of this comes in the 

form of this month's Nintendo Power 

small classics selections. These 16 games 

are being reintroduced this year. If youNtc 

played them already, you know why 

they're classics. If you missed them when 

they were initially released, you’ll want fa 

play some catch up. Here's your chance. 
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Options 

♦Driving School 
Race Single Circuit 
Hansel 1 Circuit 
Full Season 



Jus 
mum power 







news ource _xtra 
PUBLISHER - Nintendo of America 

DEVELOPER - Rare Ltd. 
STAGES - 7 Missions with multiple areas 
COOL stuff - Literally hundreds of character 

animations, dozens of weapons, Bond theme music 
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CLAY FIGHTER EXTREME 



f you have a PC in your house, you've probably 
heard of Hexen, a 3-D action game featuring 
Doom-like play in a medieval, fantasy setting. GT 

Interactive, an upcoming publisher of PC and con- 
>le games, will lead off its N64 library with Hexen. 

Other titles under con¬ 
sideration include 
Quake, Mr. = Tank and 
Ultra Combat. Ultra 
Combat is known as 
Blade and Barrel in Japan 
and will be released by 
Kemco.) Both titles are 
undergoing development 
in Manchester, U.K. by 
Software Creations, the 
same people who are 

m 

working on Creator, the N64 paint and music program. As for 
Hexen, we plunged into this magical dungeon world with 
only a spiked fist and a will to shatter stained glass. That's the 
trick in Hexen, you have to break a lot of windows to find 
stuff. What we found was a version that looks similar to, but 
better than the PC 
game, proof once 
more that the PC 
just can't compare 
to the N64 as an 
action game plat- j'j > 

released by this 
Twil 

im* 

r_\M rM 
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characters react and interact according to your actions and 
appearance. For instance, if you pull out a gun in a crowd- 

expected to behave according to the role the other charac¬ 
ters expect from you. "If you're disguised as a guard and try 

stopped because you're expected to be at your post," Rogers 
explained. Ocean's programmers are also working to devel¬ 
op display technologies that have never been utilized on 
any other game system, including a motion capture tech- 

trying to make the most of what the N64 has to offer," says 

spring release for Mission Impossible. 

MORE N64 NEWS 
Who would have thought that 3DO would one day be mak¬ 
ing games for Nintendo 64? When Trip Hawkins' upstart 
company was marketing its own 32-bit technology, that did¬ 
n't seem very likely. But in recent days, the visionary leader 
of 3 DO land founder of Electronic Arts) has been talking 
about the wide gap between 64-bit systems and 32-bit sys¬ 
tems, predicting that 32-bit game consoles would flounder 
against the superior power of 64-bit systems, of which there 
is only one at this time. Maybe that explains why 3DO has 
begun work on Battle Sport II for the N64. 

be released will probably be Lamborghini 64 a racing game 
that features real sports cars and 3-D tracks. Reports out of 
the French publisher's U.S. office confirms that Lamborghini 
64 is about 50% done at this time and is scheduled for a sec¬ 
ond quarter release date. We hope to have some shots for 
you very soon, but the developers are hording the pics. The 
second title most likely will be based on Titus's PC game. 
Crazy Cars, and the word is that there will be a third game 
farther down the road. 

In other N64 news, Westwood Studios has received N64 
development systems and will begin work on Command & 
Conquer for Virgin Interactive. At Virgin, the Freak Boy N64 
project ran into trouble last year, but a new producer hopes 
to set things straight and development is proceeding on the 
game. Playmates will begin work on an N64 title featuring 
the Jungle Bots property and Interplay will develop Realms 
of Valor and Actua Golf. In addition to Mission Impossible, 
Ocean is looking for more N64 games to publish, possibly 
including a dragon battling game called Ascension. Finally 
this month, TecMagik has begun work on two titles, Deadly 

BLAST CORPS WINTER ‘97 
DARK RIFT SPRING‘97 
FIFA SOCCER 64 WINTER ‘97 
HEXEN SUMMER‘97 
LAMBORGHINI 64 SUMMER‘97 
STAR FOX 64 SPRING‘97 
MARIO KART 64 WINTER‘97 
MISSION IMPOSSIBLE SPRING ‘97 
ROBOTECH: CRYSTAL DREAM SPRING ‘97 
TUROK: DINOSAUR HUNTER WINTER ‘97 
WCW FALL‘97 

HARVEST MOON WINTER‘97 
LEGEND OF 2ELDA: A LINK TO THE PAST' WINTER ‘97 
SUPER EMPIRE STRIKES BACK WINTER ‘97 
SUPER RETURN OF THE JEDI WINTER‘97 
TIMON & POOMBA SPRING ‘97 
TOP GEAR 3000* WINTER ‘97 

HERCULES SPRING‘97 
THE HUNCHBACK OF NOTRE DAME WINTER ‘97 
KING OF FIGHTERS WINTER ‘97 
MOLE MANIA WINTER‘97 
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'omint 

text issue!! ■ 
Vol. 93 February 1997' 

10-page coverage of tips and strategies for the 
Mario Kart will help you get on the inside track, 
miss this koopa-tossin', banana peel-droppin’ 








