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NINTENDOffiERS. STARTYOUR PUISE
Take a good look at the four

games to your left, Can you
feel your pulse racing? Your
breath getting shorter?

Don't worry, it's a perfectly
normal reaction to seeing so
much fun and excitement at
one tlme.

Now that your adrenaline is
pumping properly, we proudly
¡rresent the full line of hits
from Tengen for the Nintendo
Dntertainment Systemo:

GAUNTTET Yes, the legendary
arcade hit is now available on
the NES! Choose your hero
from the same four characters:
Thor, Thyrø, Merlin or Qtestor.
The unique Z-player option
lets you join forces with a
friend to defeat hordes of
swarming monsters and to col-
lect food, treasure and magic
potions. We've also added a
host of new features. Tengen's
Gauntlet sends you on a noble
quest: The recovery of a sacred
orb lost somewhere in a huge
universe known as the Five
Worlds. Each World comes
with bewildering mazes and
untold dangers to challenge
even the most skillful adven-
turer Live all your sword-and-
sorcery fantasies today!

R.B.I. BASEBALL.IT's the only
game on the NES that is offi-
cially licensed fiom the Major
League Baseball Players Asso-
ciation. So when your lineup
includes such power hitters as

Don Mattingly or Andre
Dawson, you're getting their
actual stats and skills. And ,

when Cy Youngwinners like
Fernando Valenzuela and
Roger Clemens wind up,
they're pitching with their
individual style, speed and
stamina. Are you ready to play
in the Major Leagues withreal
superstars? Then you're¡eady
for R.B.l. BASEBALL!

PAC-MAN. The biggest hit of
the decade is back - just for
youl Guide PAC-MAN around
the baffling maze to gobble all
the dots and rack up points in
a big way. Blinky, Pinky,Inky
and Cly de, the not-so-friendly

ghosts, are dying to do some
gobbling, too. Except their
favorite food is PAC-MAN!
His only defense is to eat the
energizers, special pellets
which empower him to gobble
the ghosts, but only for a short
while. Find out for yourself
how the everJovable PAC-MAN
captured the hearts of millions
of people around the world!

TETRIS. The first game soft-
ware from the Soviet Union is
an intense battle of wits.
Rotate and flip moving geo-
metric blocks into unbroken
rows. When you fill up a row,
it disappears from the scrcen
and your score rises. Nothing
to it, right? Wrong!\tVhenyou
can't find the way to make the
pieces fit together and more
blocks tumble down ever
faster, you'll wish you had ten
hands - and ten brains. Play
this addictive mind game by
yourself, against a friend or
against the computer,

You better stop reading
now or you're liable to over-
heat from sheer anticipation.

Save some of that energy for
running to your local dealer so
you can play the games today!

TENtrEN
1901 McCarthy Blvd., Milpitas, CA 95035 r (408) 435-2650

GAUNTLET: @ and @1985, Ata¡l Games Corp. R.B.l. BASEBÀLL; TM and @1987, Atari Games Corp; @1986, 1987, Namco. PAC.MAN: @ and @1980, 1984 Nanco, Ltd.
TETRIS: TM and @1987, Academysoft-Elorg. All Rights Reserved. Tetds licensed to Andromeda Software Ltd.; and sublicensed to MIRRORSOFT LTD and Sphere, Inc. 01988 Tengen.
All Rights Reseiled. Odginal concept, design and progam by Alexey Pazhitnov and Vadim Gerasimov, respectively.
Nintendo and Nintendo Ente¡tainment System are trademarks of Nintendo of America, lnc.
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EME Û909 PREVIEW AUIDE

GOVER OUORV c c q c c q c s c q c c cÐ09 PREV0EW
The early eighties ushered in the video game craze and despite some lean years in be-
tween, 1989 shows no signs of letting up! Led by the overwhelming support for the Nin-
tendo Entertainment System and IBM compats, electronic geming has become a
popular pastime once again. While 1988 saw an abundance of quality software enter the
market, it appears that 1989 will be even mors explosive. New game machines that
employ technologically advanced hardware, and new game companies producing inde-
pendent carts for the NES hold the promise of an explosive new decade for home and
arcade video gaming! EGM forecasts the possible winners and losers in this game-by-
game preview of 1989!

V0DE0 8Aù08 EOP trEN/NE¡ffi WAVE q c c c s c 0
Find out the hottest new games of today and the titles that will be the winners of tomor-
row in this regular EGM feature!

PREOO 0trARE c s c c s q c c q q c c c c c c c c c o c [10
Take a closer look at Beeshu, a company that is taking control of the video game joys-
tick market with great controls of all shapes and sizes; watch out for new hand-held
games and systems from major players like Nintendo, Tiger, and Konami;Cinemaware
makes a big move to Nintendo; plus arcades in the home and controversial action from
the coin-op arena.

DAREtrO GOffiPARE q c q c c c c q c c c c c c c c c08
Get the facts, not the fluff, about the latest games for your home system or computer!
Although the Super Bowl may be over, football games are hot stuff on the Nintendo
Entertainment System, with Tecmo Bowl and Tradewest's Qua¡terback sharing the
stage and competing for the honors of the best gridiron.

tûilG tüOù08 FRQNffi c c c c c c q c c c c c c c q c c cgO
EGM takes a shot at the latest Nintendo, Sega, and Atæi ca¡ts with our exclusive "On-
Target" ratings.

qAmE OF IttüE ù0ONlm c c c c c c c e c c c e c c e Ðt
The U.S. National Video Game Team spotlights their pick for the best newga:ne of the
month! In addition to a dandy review, the recipient of this award also receives the tea¡¡'s
"Player's Seal of Approval" endorsement! Another exclusivc to Electronic Ga.ming
Monthly!

0.OAON c q q s c e q c c c q c e e c q c q c c s c c q c e Ðql
Boot up your computer this month for adventure, arcade action, strategy, simulations,
and all-out warl EGM's unique "multi-format" reviews let you know exactly what you're
getting!

ALOOccc
Video game high scores , . , U.S. National Video Game Team endorsements. . . Con-
tests ., . Letters to the Editor . . . Gaming Gossip . . . and much, much morel

Ongglcat-
quartdiback

It's third down
and a long four to
the first down that
will stop the clock'
No time-outs left.
The weak side
linebacker is lined
up inside his
defensive end,
They're coming!

You check-off the play at the line of scrimmage and

cãtt tor a qulck paés tó the tight end. He breaks it for

aID,l
It's not tho SuperBowl, it's the super new video

football game foi Nintendo Entertainment Systems'
¡ôfrn ettñay's QUARTERBACKIM So realyou see the

ááme tike á quarterback does, from the line of scrim'
ñáge, You càtl the plays, you beat the blitz, you make

it happen,

O 1988 TRADEWEST, INC.
ñr¡rrÈruoo ¡tlo tltNTENDo ENTEñÍAINMENT sYsrEM
Änär-àÃoÈ¡¡¡nks or NtHre¡loo oF AMERIcA lNc.

dc¡enlel
anothcr,

Named for the quarterback who twice won the AFC

Plavèr òlthe Year Award, this is the game cartridge
mááe tor every kid or grownup kid who ever wanted to

olav the oame as well as John ElwaY.' Cet it ñow before time runs out' Remember' you

have no time'outs left'

OIJR NAME GUARANTÊES A GREAT GAME,

TRADEWEsT

(

From the Editors of ELECTRONIC GAMING MONTHLY

Y d -"îii,gut\.å I Ç \Tl,
li' "' L ".,-,' ._

24OO S. Highway 75, Corsicana, TX 75110
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The Shape of Things to Come!

1 g g g ä'J"T:i:ff"#, ï.i*î#":iäi:ï:ffii Jï Jilïi;
and minds of the ga-e plaþg public. Entertainment softwa¡e for the IBM
and compatibls semputers exploded at a ferocious rate. Arcades became
even more exciting, with simulators that could reproduce all the excitement
of real life situations while stimulating all the senses with machines that
would roll and spin at the command of a joystick!

Even though the year proved to be positive in most respects, nothing could
have prepared us for the unrealistic delays in game products, the short supp-
ly of hit games like Double Dragon, or the sheer number of game companies
that seemingly sprouted eye¡nigh¡.

With all the gowth and excitement being generated you migùt be thinking
that electronic gaming has reached the upper limi15, i¡ terms of both tech-
nology and imagination. While many ate looking down at the roads they've
charted in the past few years, others have been fortunately looking ahead to
the future, beyond the IBM compatibles and the Nintendo Entertainment
System.

Ifall indications are correct, 1989 will be the year that the dream ofthese
visionaries comes true. Three new game systems have been announced, with
industry leader Nintendo pushing back a pl¡¡ns¿ March unveiling of their
new Super Famicom game system in Japan, all eyes are turned toward Sega's
1-6-Bit Mega Drive that debuted last November and the recently anns¡¡ssd
European "Slipstream" 16-bit machine from Konix. A high level of interest
remains in the P.C. Engine as well. The advanced game system that is cur-
rently taking Japan by storm has unfortunately failed to court any strong in-
terest from American game makers.

1989 will also see a new emphasis on hand-held games. Rumors indicate
that Nintendo maybe leading the waywith a mid-range cartridge system that
will play a variety of games on a specially developed 2* LCD screen. Other
high profile names like Konami are also promising to enter this equally lucra-
tive area of electronic gaming.

Through it all you can count on Electronis Çaming Monthly to bring you
the hottest new developments, reviews of all the latest game titles (both good
and bad), and a keen insight on what will be happening in the months to
come.

Because no matter what the future holds for video and computer gaming;
as long as there are people reaching out for that ultimate play experience
there will be pages between these covers and grins on the faces of this editor
and you!

Have fun with your games, this mag, and remember, don't take life too
seriously!

Photos by:
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TheMastersof theGame'
HOT STUFF FOR THE NINTENDO ENTERTAINMENT SYSTEM-!

Get reody for non-stoP
oction ond excltement for
vour Nintendo Entertolnment
Systemlo Acclolm's'* red hot
gomes feoture the best in
orcode style fun, strotegY
ond quollty, Thot's whY
AÇcloim'* ls lhe onlY com-
pony thol con be colled,,,
THE MASTI.IìS OF THE GAMEI*

Eody-slqmmlng lllWF@
Wr€stllng Acl¡on for
N¡nlendo@ Oqmers!
Relive chomPionshiP
bottles with Hulk
Hogon'" ond olher
VlÂ¡VF@ Superstors,
Wlth exciling wrestling

moves in
your orsenol,
the rough
qnd tumble
fun hqs jusl
begun.

Adlusl Your lVorp-
meler! Firsi-person
perspective puts you
of lhe controls qs you
set out to overfhrow
lhe qllen qrmodo.
Avold osieroids ond
block holes. And

slrop your-
self in for
the ultimole
storfight,

Oo lor lho Oold! lf's
oll here,,,the slrotegY,
chollenge, comPeti-
llon ond pogeontry
of the Wlnter Gornes.
Compete ogolnst o
frlend, or ogolnst the
cornputer ln four

octlon-
pocked
evenls,

Superson¡c Alrwolf "
Beoks lhe Fun Bor'
der!As Stringfellow
Howke, your mission
is to free Americon
hosloges, Your
weopon? Airwolf,'"
The Moch I helicoPter.

Aeriol ond
ground
ottocks
provide fost,
furious
oction,

Ihe 3-D Bqltle of q
Lifetime! A slronge
world terrorized bY
on olien Serpenl-
beost, hos osked You,
WorldRunneri" for
help. Knowing you
con outrun, ouijumP

ond oulblosl
onylhing,
you roce
into bottle.

enlertolnmenl, l.nc

Your Body is o
Weopon! You ore
RomboP Americons
ore trqpped in o
POWcomp deeP in
the jungle, Time is

running out. And onlY
one mon con survive

this mission
...youl

The Journey of
Kuros'" Conlinues...
You ore Kuros," lhe
knight wonior. The
key To your quest is

buried within the
cotocomþs of Elrond.
But fhe wizord is

wotching
you, worrior,
ond this Tole
hos justt

begun,

Fly lhe Ullimqle
Sleolth Jelcopler!
This is the lost-ditch
effort to holt o wor-
crozed notion of
fonotics sworn to
overrun ony countrY
they con conquer,

And in this
wor they've
been
wlnning,

Mqslersof the Gqmë"
'189 South Strsst, Oystor Boy, NewYork 112'l
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1. Blaster Master (NEs)

Find your way thtough eight levels of underground challenges inside
you jumping Blaster ca¡ and within the chambers of the big and nasty
boss critters!

2. Phantasy Star (Sega)
A new breed of adventure game that could set the standard for fu-

ture RPG titles.

3. 1943 (NES)
Aerial combat set during\ilorldWa¡ IIt

4. Super Marlo Bros.2 (NES)
Super Mario with a ¡vistl Set in a d¡eam world, Mario and his friends

mut u¡do the evil spell of Wart while tbrowing lots of veggiest

5. Double Dragon (NES)
Tbc nutial arts masterpiece still holds up as onc of tbe bcst and most sougbt after ca¡ts arou¡dt

6. Adventure lslanrl (NES)
Tto nWondor Boy''for Nintandol Great graphics and plenty of action insure lots of thrillst

7. Shanghal (Sega)
A trsme¡dously addicting game that challengcs players to the ancient tile gamo Mah.Johg.

8. Golgo 13 (NES)
As ths Master Spy Goþ 13, you must stop a $oup of terrorists before they takc over the world in this multi-scene ac.

tion contest.

9. Raclret Attack (NES)
A terrific sports simulation that is fun to play whether you like Tennis or not.

10. Dr. Chaos (NES)
An adventure game that is even better than Goonies II.

n
E]
l#lI

MEGA MAN 2
(Capcom/NES)

Mega Man is back with a vengeance! That monster-bashing
super hero is ready for another action packed adventure against
some of the most devious creatures the Nintendo has ever cooked
up! Guide Mega across a variety of landscapes, including under-
water scenes against some awesome opponents!

Mega Man 2 has all of the great graphics and solid play action
from the original in an all new adventure bristling with excitement.
The SPECIAL ATTRACTION forMay, Mega Man 2 is a definite-
ly a game to watch for!

Coming in Mørch from Capcom

- EGM 198S'

Super Sprlnt
Oen'gen/NES)

The multi-player arcade sensation comes home cour-

tesy of Tengenl Challenge your friends to the head to

head action of Super Sprint as you take a formula one

racer around hairpin curvcs and over jumps in eigbt dif'
ferent trackst Special power'ups let you customize your

car for even morc thrillsl Don't forget to get that

wrenchl

Comíng ln March from Tengen

Gurrrllla War
(8NrilE8)

Guido robcl commandos against an evil dictator in this

actlon-packod translation of the popular coin'opl
Sinitar ln many rcspocts to Ikari Warriors, SNK's home

vorslon of Guerrilla War brings lots of jungle warfare

etraight from the arcades and into your home! T$o
playor simultanoous battles and lots of new enhance'

monts make this ono a winnerl

ComlnginAprilfrom SNK

Vlndlcators
(fengen/NES)

lnvade you sister worlds and blow their armies away

¡n ttis home version of the Atari arcade classic. An up'
dateto the legendaryclassic, Tank, Vindicators putsyou

incontrolof amechanizedwa¡ machine capable of blow-

ing away the best defenses in the galary. Special power-

ups and shops let you adapt your tank to the opposing

forces. Take on the universe in Vindicators!

Coming in April lrom Tengen

1989 EGM - I
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Strider
(CapcomAIES)

Take to arms and slimin¿ts the evil creatures invading
your land. As the Strider, you must use all of your resour-
ces to defeat the enemy and rescue your comrades at
arms. Incredible graphics and smooth gâñe play com-
bine to make Strider a sensational title!

Coming ín April from Capcom

Hvdlide
(Fót/NES)

With a sword of power the warrior Jim must defeat five
magical realms and locate the ten treasules of the
fairyland in this new RPG ca¡t. Plenty of adventure
awaits you as you set out on a mission to destroy the for-
ces of evil and rescue the captive Princess Anne. Multi-
ple levels and various se1¡ings will challenge even the most
seasoned game players!

Coming in April frorn FCI

Wrestle Mania
(Acclaim/NES)

Challenge the best nâmes i¡ u¡rss,tling with Accl¡im'g
Wrestle Mania! You can punch, kicþ and body slam the
biggest and baddest wrestlers around, like Hulk Hogaq
Andre the Giant, and the Honkey Tonk Man! Make your
move and put your man down for the count of th¡ee with
the only cart endorsed by the World Wrestling Federa-
tion!

Coming in April from Accløim Entertainrnent

f
Walter Pavton Football
(Sæa/SMS) '

Take the pi5kin acoss the goal line with the man who
has the most yardage in the NFLI Sega brings you the hot-
test plays and fast-paccd action in a realistic cart that car-
ries the n¡me of onc of thc gqme's greatest! You can run,
th¡oq hand off and scorc in the one Sega football game
that has it alll Supcr graphic,s and sound effects make use

of the systcm's advanccd featu¡es. Go to the Super Bowl
with tilaltcr Payton and Scgal

CominglnAprllfiom Sega

Lord of the Sword
(8ega/9MS)

Battlc againstthe creatu¡es of the underworld with your
trus$ firo sword. ffis, ss¡slling action/adventure con-
taine plcnty of sectets and loads of hack and slash en-
coutrtcrs with the nastiest characters you've ever seen in
a Scga Master System game. High graphics detail and
outstanding sound effects round out a cart that's packed
with e¡rtras.

Coming in April from Sega

Poseidon Wars 3-D
(Sega/SMS)

Take command of a powerful nuclear sub lost in enemy
waters! Ship to ship combat highlights this extraordinary
sea adventure that's played with Sega's special3-D glas-

ses. The effect works so well, the torpedoes seem to come
right out of the screenl Good graphics round out one of
the few 3-D carts that make use of the 3-D technology.

CominginApilfrom Sega
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FCI Phone Counseling

OTLINE
(3 121 968.0,425

am - 7 pm Gentral Standard TimeI

. Get the latest tips, scores and
info about FCI video games

o Find out about new FGI games

o Put ¡our name on the FCI
mailing list

FCIU
Fullaankal Communlcatlon. lntümtlonrl, lnc.
1õ0 Er.t t2 str..t, NI NY 10022

Dr, Chaog, Zånac and L¡Jnar Pool srÊ tradsmerks
of FuJlcankel Communlcetlons lntornêtlonal, lnc.
Ultlma ls e tradsmark of Rlcherd Ganlot, MagMa(
and gêloþBs ero trådamsrks of Nlhon Buseen
Cg., Ltd, Thes€ gamos år€ åll llc€nssd lor play on
the Nlntendo Enlertalnmont SystomP

afffffDs
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ZOOMING ATIEAD WITH
BEESHU JOYSTICKS

Beeshu, one of the first independent companies to
produce jo¡'sticks compatible with the Nintendo Entertain-
ment Sptem and Sega Master System, has unveiled a wide
variety of peripherals ever since the video game boom hit us
again in late 1986. Some of the advanced arcade quality
sticks that Beeshu has brought home include the Zinger
multi-colored model, the Ultimate Super Stick with dual
rapid-fire and slow-motion, and the Remote Ultimate that
has all of the features of its namesake without any cords to
tangle withl

Now Beeshu is set to unveil a new line of upper class con-
trollers desþed to change the waywe all play games on our
favorite s'lstems and computers! Leading the way with the

stylish Zoomer steering wheel controller, Beeshu is poised
to take firm com-and of the hotlycontested video eamejoys-
tick wars.

The Zoomer is specially constructed to look, act, and feel
like the steering wheel from a Formula One racer or the fligbt
stick from an F-19 Stealth Figbter! No natter what your
favorite game is, the Beeshu Zoomer will heigbten your inter-
activity, realism, and score dramatically. \ilhile compatible
versions of the Zoomer will work with any of your favorite
Nintendo and Sega video games (you must get the model
made for your system), the stick is ideally suited for most
driving-and flying challenges. The extra level of simulation
that thé Taomer provides is definitelyworth e:rperiencing.

COMPUTER CONNECTION...

Beeshu will also be reloasing IBM compatible versions
of several designs under names such as the Omega.
These highly sensitive sticks pass the same standa¡ds of
performance that have become a Beeshu trademark.
Great reaction and superb þ¿¡dling are guaranteed to
heþ you in tightest situations. These sticks a¡e especial-
ly useful for action games like Double Dragon and Con-
tra.

IF YOU CAN'T BEAT'8M...

In other developments, Beeshu also recentlyannounced
that they would soon be joining 1þe ¡anks of other com'
panies working as third-party licensees. This means that
the same great Beeshu joysticls you've been enjoying for
years now carry the esteemed endorsement of Nintendo
of America. trlVhile this move won't change the current
high-quality of Beeshu joysticks, it will girre f[66 ¡ highs¡
profile on store shelves.

FOR MORE INI.ORMAÎION CONTACN

Beeshu Joystlclts, lnc.
101 Wilton Avenue

Middlesex, NJ 08846
Soar to ncw gamlng helghls wlth Beeehu'e Zoomer

1s8e EGM - 13 
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WiO arcade and home
video ganes e¡periencing
tremendous growth, it's only
natural that other forms of
electronic gaming feel the
effects as well. Corñputer
ganing has elçloded with
the penetration of the MS-
DOS machines in the home
and busingss markets. Now
Nintendo and other bigguns
from these fields are prepar-
ingfor their next offensive -
hand held ganes!

While companies like Tþer
have held a tigbt grip on this
small segment of electronic
ganing with low-priced but
hþhly playable LCD titles,
vetsraa narñes like Kona¡ni
are banking on the susssss
that the hand-helds are
generating.

Nintendo, a company that
got its sta¡t in consumer
video games with a divor-
sified line of multi-screon
hand-helds, is so confident

game s,rsteü, the Vectre4
lntroduced in the early
eighties.
Will hand-helds eclipse the

home systeEs as the gaming
format of choice? lVill tho
ncw Nintendo cartridge sys-

tem catch on lite the NES?
Will othor third-party con-
panies start doveloping carts
Íor theso noÉ generation
systems? All wc can say for
now is, we'll kcep you in-
formed.

THE POWER OF THE ARCADES IN THE
PALMOFYOURHANDS O O '

that stand-alones are the
wave of the future that they
a¡e rumored to be releasing
a portablc LCD system that
will play game cartridges on
a special ?)' x 2' screen.
Novel concept, eh? Ite
main unit is expected to sell
for around $70, while the
plug-in carts will retail for
around $20. This pricing
outs the Nintendo u¡it in a
Sttghtly better position than
thé last wholly coatained

BRINGINGTHE
ARCADES HOME

Oneofthemostcommon center also holds a 19"
dreams shared by die-hard
gamers everywhere would
be owning a coin-operated
arcade game of their very
ownl rWith the quality of
today's home games fast ap-
proaching that of the ar-
cades, however, most of the
coin-op game players' needs
are alreadybeing met.

Thanks to the folks at
California based Eelectic
Products, now you can have
the best of both worlds!
Throw all of the excitement
and adventure of your
favorite Nintendo Enter-
tainment System, Sega
Master System, and Atari
7800 games into the Eclectic
Pro-Play a¡cade fr¡me to
bring the th¡ill of the coin-
ops home.

The Pro-Play a¡cade is
easily constructed and can
house any one of the
aforementioned systems.
The Pro-Play entertainment

television at eyeJevel (iust
like in the drcades) aod
comeswith a dual set ofjoys-
ticks and buttons.

The Eclectic Pro Play ar-
cade cabinet is in manyways
the ultimate home video
game peripheral. While cer-
tain games won't play as well
through the Pro-Play (espe-
cially titles like Punch-Out!!
that require constant use of
the start and select buttons),
the unit does increase the
enjoyment of most gâmes
dramatically. Two player
games in particular take on a
new feel when played in the
Pro-Play.

For More Information
Contact:

ECLECTIC PRODUCÎS
931Matts Court

l,os Altos, CA 94022
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Coming up with original
video game themes is a hard
task these days, with chop-
suey martial arts battles,
shooters, and drivers pop-
ulating most of todafs ar-
cades. Finding companies
that are willing to buck the
trends in an effort to pro-
duce something unproven is
difficult to say the least.
When you look at what it
costs to desþ and develop
an arcade quarter-muncher
you might just understand
why. These puppies are
EXPENSM - costing up-
wa¡ds of half a million dol-
la¡sl

Leave it to good old
American ingenuity, how-
ever, to oome up with what
has to be one of the most
controversial coin-op re-
leases to appear in some
time. N.A.R.C. was recently
introducedbyone of the few

¡e¡¡aini¡g U.S. game man-
ufacturers (indeed a ding
breed), \{illiems Electron-
ics. Using a set of specially
developed custom process-
ing chips, N.A.R.C. delivers
some of the most gut-
wrenching video gams ¿s-
tion ever seen!

Digitized images of scum-
bag drug dealers are intro-
duced before each round of
play. Butcher-blade wield-
ing psychos, thugs armed
\pith hypodermics, &d
packs of wild dogs shadow
your every step. Get caught
by aoy of the bad guys and
the blood flies - no "twinkle
and they're gone" explosions
here.

Youlre not alone on your
mission to rid the slums of
these hoods. One of your
friends can join you on your
quest to eliminate the drug
kingpins, walking the streets

SAYIINOII TO DRUGS!
side-by-side with machine
guns in hand and malatovs
flþg. This e4plosive com-
bination fills the sgeen with
flaming body parts, bags of
dope, and the crook's cash.
Confiscate it and retun to
the station for highs¡
rewa¡ds and bonus points!

N.A.R.C. is a class-act that
is already gaining attention
in the national media for its
subject matter and strong
anti-drug message. Even
the marquee sports the
familiar "Say No to Drugs"
slogan. Way to goWilliams,
Nancywould be proud!

CINEMAWARE AND THE
NINTENDO CONNECTION

One of the hottest sof-
tware companies around is
making a move to Nintendo,
with results that are being
cagerly anticipatedl Cine-
maware, a company that has
prided itself on delivering
the most detailed coñrputer
softrnare available, has
licpnsed several of its most
popular titles to third-party
producers of Nintendo En-
3s¡[ainrns¡f System caft-
ridges!

Alwa¡'s Packed with the
hottest graphics and sound
effects, each of the Cine-
maware games are pack-
aged as interactive movies
that players can particþate

in. New Cinemaware com-
puter releases like Rocket
Ranger have been heralded
'as state of the art games,
both for their outstanding
pþmechanics aswell as ex-
ceptional audio and visual
quatity.

Now two of Cinemaware's
best-sellers will soon be
packaged up as cafts com-
patible with the NES! Ultra
Games, a subsidiary of
mega-manufacturer Kona-
mi, will be bringing all the ac-
tion and strategyof the early
Cinemawa¡e hit Defender of
the Crown home for Ninten-
do play. Aefivision will do
likewise with one of the fi¡n-

niest computer games
around, a Nintendo cart
based on The Tb¡ee
Stooges! Slap, poke, and
nyuk-nyuk your way tbrough

nlllr':,"'åJ: Itng that
would leave
Larry Moe,
andCurlyen-
vious.

Whether or
not we see
other com-
puter games
translated in-
to Nintendo
cartridges in
the future is

still questionable, butwith a
library of super games re-
maining, Cinemawa¡e has
positioned itself tobe one of
the leaders i! this newfield.

ONCSS.{stanü



ACTION!

CHALLENGE!

DEPTH!

AJALEGO,"

ROBOWARRIOR] THE ONE.MAN BATTALION WITH A
HUMAN HEART AND A COMPUTER BRAIN.
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You'll need a// of your skill.. . and a bit of luck...to liberate
the people of the planet Altile from the evil invader Xur!

Xur has driven the human population underground and
turned the tranquil Altile bitter cold. Only Zed, half man,
half cyborg, has the power to wipe out Zur's army of
marauders.

But your task isn't easy. You'll fight through 27 battle
zones, face 14 enemies and encounter 7 of the meanest
and ugliest Lords in the universe,

You'll have to recover 12 deadly and powerful weapons
and collect 6 extra powers if you expect to save Altile from
eternal doom. Can you meet the challenge? Are you ready
for the action?

The U.S. NationalVideo Game
Team has endorsed this
product in recognititt
ol its superior play.

Jalèco* and Robowarrior* are trademarks
of Jaleco USA lnc. Nintendoo and Nintendo
Entertainment Systeme are trademarks of
Nintendo of America lnc. @ 1989 Jaleco
USA lnc.

ENTEFITF|INlTlENT
S|J=¡TE1Tl'

Jaleco USA lnc.
(312\ 647-7085

LICENSED BY NINTENDO
FOR PLAY ON THE
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WE GOOFED!

DearEGM:
I really liked your '89 Buyer's Guide

and found the reviews and endorse-
ments to be quite helpful and informa-
tive. There are a couple 6f ¡hings that
I was wondering about.

If I'm not mistaken, you featured the
Atari version of the Wico Command
Control in your "Rating the Nintendo
Joysticks" feature. Also, could you
please give me some i¡formation about

the Beeshu "Zoomer" joystickt I saw it
on your back cover but didn't find any-
thing about it in your mag.

What's up?

Charlie Rue

Madison,lViseonsin

(ed, - Boy,we reøþbit thebullet onthis
one, didn\ we? You're right Chørlie,

thatwas ønAtøri joystickyou søwin our

18 - EGM 1989

Buyer's Guide issue.

I guess playing Zeldø

24 hours ø døy really

hones your eyesightt

Sorry about the slþ-
up, for now we'll
blame it on the printer
and soy he mixed up
the picures.

Regarding the

Beeshu Zoomer, you
cantumtopøge 13for

the complete story behind this stick as

well as other big news from the bigwigs

øt Beeshu!)

BETTER LATE THAN
NEVER?

Dear Slrs:

What's going on!?! I've beenwaiting
for over a year now for my favorite ar-
cade game, 720 Degrees, to show up on

the Nintendo Entertainment System.

['ve been reading about
it, I've seen ads for it, but
the guy at my local store

doesn't have any idea
when it will be available!

Can you help?

Billy Thomas
Sacramento, California

(ed. - We get more letters

around here øsking for
releøse dates, or conect-

ing the ones we've given,

than just about anything

elsel Due to the chip
shortøge that has put ø

strøngle-hold on the video gøme in-
dustry, many of the most ønticipated
game titles høve taken neaþ ø year

longer to reach stores! While this siua-
tion is expected to change soon, it
doesn't meøn thøt your favorite games

will be immediøtely øvailøble. A side-

effect of the chip shortage is limited al-
locations of games. Instead of getting

2,000,000 copies of a hit game to ship to

stores, garne companies are getting øs

few as 50,000! So if a game sells out
today, you may not find it øgain for
months - if evert)

WHAT CAN WE SAY?

DearEGM:

Electronic Gaming Monthly is the

hottest magazine around! I read three
other video game magazines and yours

is the best I've seen. The reviews are

informative and written by people who
knowthe games inside and out. When
you call a game a "hit", I knowthat I can

count on it to be a winner!
You have the perfect mix of Ninten-

do, Sega, and Atari gâme reviews, and

since I own all three systems I ap-

preciate the equal coverage.

Keep up the great work and send us

more game tips with the reviews!

Please find my subscription check in-
side!

John Sanderson Jr.
Stockport, Iowa

(ed. - Gosh. Shuclæ. Døm. Thønl<s for
the nice words fohn, I hope we prove to
be everythingyouwønt in øvidco game

møgazine, We'll keep sending you the

very best ønd most honest apprøisøls of
the newest gøme titles for the home,

computet, and ørcade.

Also, beginning with this issue, look for
our speciøl "How-To-Møster" strategÌ

bookletst You'll find øll the hidd¿n tips

ønd tricks from your løtest favorites in-
side this issuel In the future you'll ølso

get tip booklets for brand new ganes!

All the firepower you need to beøt the

best a.nd get record scores willbe in each

is sue of Electronic Gømíng Monthlyl )

Have a question or comment? Com.
plalnt or praise? Iæt us know byurlt
ing to INTERFACE: Iætters to the

Editor, Anvil Buslness Parþ 1920

Htghtand Ave., Sulûe 3fi), Lombard' IL
6014E. Have a good one!

ENTER TODAYIII

Electronlc Gamlng Monthly's

@REAT=
@ANÆE@[VE g

llere's your chence t0 win en entire library of ovet fifty great new gemes for yout Nin-

tendo Enterteinment Systeml You'll get a seleotion of the hottest certs, including the

letest hits and all-time olessicsl tlle're eúen going to throw in sons fenlestic new tit-
les that eren't euon etleileble in storesl

It's es eosy es 0ne-Two-ïhroo..,

1. Fill out the official entry card in the back of the magazine, or print your name, ad-
dress. ciw. state. zip andplione number on a post card ãnd mail if to: ÉLECTRONIC
CAIíING UCJ¡TISTYS GREAT GAME GIVE.AWAY, 1920 HIGHLAND,
SUITE 3OO, LOMBARD, ILLINOIS 60148.

2. On the same postcard, print the name of your favorite Nintendo Entertainment Sys-
tem game cartndge.

3. Cross your fingers and hope that you win!

tlle'll rendomly select ons cerd end thet luclty Pelson will beoome the Proud ortnet 0f e

Nintendo Entãnainmenl System library that will meke hirn or her the enüy 0f the neigh-

boùoodl Act todayl Ïha deedline for entries is July 31, 19891

!'t!'dil3j'l'!:Jii'!'Flç:t!î1iy.ill"'tl?if+i-,iifl5¡:ill"*'"*il¡',":''"'i:,ü'iif :t:'"T;fffg:1#,H{íflffqï
lläil-r¡3h:!".Tltxl¿..,'¿H,;l,thl'J¡'r:"nïJ"e"Jå1f,sf[:ï.'åff""9'"{È':î"i|J.T"Tåi;iå$loiËìãiì,ór'r"rääniräé
Monthly magüln. lr llnal'

A¡¡ E)(CTUSIVE CoNTEST tRorl

Nintendo Carts
To OneWinner!

ETECÍRONIC OA],/IINO I{ONTHLY I,IAOAZINEIII
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Get Behind. the Wheel ã.nd Feel tbe
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it to fìt the length ol'\,or¡r rìnlls irnc.l legs.
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trv your hancl on thc stick shift. Select
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AT THEAPCADES

Atari Games'

HARD DRIVIN'

Blast past the competition

in the hottest video ddusr otlorlll

and animation, Hard Drivin' not only
reproduces the twists, turns, and inten-
sity of its predecessors, it also features
a center-feel steering wheel with con-
tinuous force feedback, adjustable swi-
vel seat, gas, brake, and clutch ped-als,
and a four speed stick shift that dupli-
cates the feel of racing a real high pèr-
formance vehicle!

Hard Drivin' is no ordinary trip
around the track! It's a completely con-
tained environment that includes a
speed track for all-out driving excite-
ment as well as a stunt track that's load-
ed with surprises and thrills like a 360
degree loop! In addition to the stand-
ard play mode, Hard Drivin' also in-
vites you to take part in a "Challenge
Lap." This ingenious option lets you go
up against the best racer who has ever
player the game! That's right! Hard
Drivin' actually remembers the path of
the car driven by the best driver on
record! tilhen the qualifying time is
beaten, you challenge the car of the

past winner in a head-to-head race!
Extraordinary visuals, outstanding

audio support, and fantastic enhance--
ments like instant repla¡ true four-
speed stick shift, and unending smash
'em,/crash'em action make Haid Driv-
in' the first arcade hit of the year!
Atari's legacy of classic driving games
continues with Hard Drivin', the most
realistic automobile racing game ever
to gobble a quarter!

Atari Games Corporation has always
prided itself in bringing the moit
power-packed video games to the ar-
cade! Games that stimulate as well as
entertain, with plenty of high-tech en-
hancements that keep Ataii games on
the leading edge of technology!

Atari has also discovered that video
driving games consistantly remain a
staple of your çical video game play-
er's diet. Beginning with Pole Posltion
and continuing all the \ilay up to last
year's multi-player mega-hit Final Lap,
Atari always manages to eclipse the
competition.

This time, however, Atari has out
done itself! Hard Drivin' is billed as the
world'sfirst truly authentic driving sim-
ulator for coin-op play. Over three
years in the making, Hard Drivin' com-
bines the proven elements that have
made earlier drivers such roaring suc-
cesses with a new level of technology
that only Atari could deliver!
Using state-of-the-art tactile graphics

Get a blrd's eye vlew of the race to comel

Heng on to your seat when you enter the 360 loopl Reallstlc graphics plot your progress around the trackl
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. . . It's nice to be back! New name and new format, but the change is very becoming . . . The recent Tengen lawsuit against

Nintendo will undoubtedly go down on record as the hottest gaming development of the year! In a move that will have fa¡

reaching repercussions, Tengen, the home software a¡m of Atari Games Corp. (the people who make Ata¡i arcade gfimes,

NOT Atari home games) filed a $30,000,000 anti-trust suit that, among other things, claims that Nintendo has unfairly mo-

nopolized the NES game market. Nintendo, as you may know, maintains strict control over all of the compatible game carts

that are made to work on their Nintendo Entertainment System . . . In another move associated with the Tengen lawsuit,

the company has released their own line of game packs that will work on the NES. They have busted the security chip that

allows the Nintendo games to work with the Nintendo game system and can now make games independent of Nintendo.

This mayverywell mean that more Tengen games will become readily available . . . Miøo Prose, the home computer software

company with a forte for flight and battle simulations, has announced the pencli"g introduction of a new arcade piece that

is supposedly powered by a new technology that can paint realistic characters that are so detailed, the planes you may be

fighting in future coin-op contests will streak by with such clarity that you'll see the rivits on the wings! . . . Atari Games may

get a jump on the Mico Prose flight simulator, however, with a new cal gÍune called "Hard Driver" that uses a 5imil¿¡ lss¡'
nolog5l. It has two tracks; a conventional oval and a "crazy" track that loops and shoots in the air . . .

, . .Ultima, the great new role-playing game from FCI (based on the famous series of computer games by Lord British) has

the distinction of being the third Nintendo cart, right behind blockbusters The Legend of.7-elda and its sequel the Adven-

tures of Link, that contains a battery memory back-up that can save a game in progress for up to five years! . . . Speaking of
Ultima, Sega has reportedly captured the license to Ultima V - Warriors of Destiny. It's supposedly a four-meg cart with

complexity equal to Phantasy Star . . . Look out for the Abyss! The new James Cameron movie (he's the guy behind Aliens

and The Terminator) depicts a battle between aliens in a crashed star ship and the U.S. Navy. Look for plenty of bullets

to be flþg when the movie hits screens next summer . . .

. . . Hasbro's NEMO game system has been offïcially cancelled. The unit was to combine generated computer characters

with motion picture backgrounds and settings...In other new console news, the 16-Bit Sega Mega Drive (EGM #1) debuted

in Japan during the last month of 1988 to rave reviews. While the graphics on the first couple of releases are not that ex-

traordinary, the unit as a whole is extremely playable, with ten-voice sound that is absolutely unbelievable! . . . The Ninten-

do 16-Bit Super Famicom is rumored to be finished, but strong NES sales and a painful lack of software are postponing of'
ficial release dates. Look for a September, 1989 introduction in Japan . . .Konq a European company famous for joys-

ticks, have announced the completion of the "Slipstream" game system. The 16-Bit unit uses a 8088 processor as opposed

to the more conventional63000 in the Sega Mega and Amiga computers. A high price tag maybe prohibitive, but the $250

machine will come with optional disk drive and hydraulic chair. Yeah right, I'll believe it when I see it! . . . In a related

development, the Slipstream has a planned stateside release in the Fall of '89. The American distributor of the Konix line,

Epyq will be the likely marketing force. Eppr, along with Micro Prose, Ocean, and U.S. Gold have already expressed in-

terest in developing for the system. Judging the quality of many of these computer developer's arcade-style titles, I'd say

the Slipstream has a very ho-hum future . . ,

. . . Mattel has officially stated that they will NOT be bringing the Japanese P.C. Engine game system stateside . . . Mattel

has acknowledged that they may be introducing a new type of game peripheral. Instead of using joysticks and pads, the

creative forces at Mattel have cooked up a glove that causes on-screen characters to react according to how the glove is

manipulated. Should make Michael Jackson happy . . . Latest licensing coups: those sh¡iveled up singers who plagerized

Manin Gaye to gain fame and fortune, the California Raisens, will soon be the star of a new Capcom video game. Sunsoft,

meanwhile, has nabbed the rights to the upcoming Michael Keaton/Jack Nicholson movie "Batman" . . . Look for some pos-

sible clones of the Nintendo Entertainment System to work their way into the U.S. market soon . . . Hope you all had a very

merry holiday season and got those games that Santa promised. Don't blame old St. Nick if you didn't, however, even he

can't coutrol Nintendo's allotment program . . . Chow for now!

.Quant@rmnamûì
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Getyourjoysticksreadyl tfyouthoughtlgSSwasagoodyearforvideogames,waituntityousee what
1989ñas in storefor Nintendo, Sega, coin-op, and computer gaming enthus¡asts! You'llfind more games
ready for ptay on ma¡or gar??e sysfe ms and computers than ever before, and a couple of next generation
machines that have the power to ptay games that are so complex, you'll think you're standing in the mid'
dle of an arcade!

Here's a game by game breakdown of the lroffest tifles sef for release in the nexttwelve months. Nso
keep your eyes peeted for specíat previews of the 16-Bit super systerns and a complete listing of all the
games due for your video game sysfems/

1989 EGM - 23
Æry way you look at it, 1989 is gonna be a blast!



DATA EAST USA
One of the teading producers of Nintendo carts and ente¡toinment sofiware, Døta

Eøst USA has quickly become one of the most prolific producen of electronic

entertainment. 19ffi brought forth a wide anay of gatnes trom Data East, includ'

ingseveralpieces inspiredbyarcøde hits øs wellas oríginal entries like CobrøCom'

mand' Wîth a firm hand on the pulse of todqt's vidzo game pløyer, Døta East is

poised to enter,89 with one of the strongest cornputer øndvideo 84rne line-ups.

B¡d DUdgS - Arcade acrion for most popular computer formats as well as

the Nintendo Entertainment System. One or two players control Blade and

Striker as theywork against the Dragon Ninjagangwho have captured thePresi-

dent. Due byApril, 1989.

||e¡Vy B¡rgl - Another Data East arcadetranslation, Heavy Ba'el will be

availaËle in the Spring for the Commodore &1L28 and IBM compats. Guide

your soldiers of fortune behind enemy lines to reconstruct the ultimate

weapon...Heavy Barel!

Refnpege - Guide George rhe Ape or Lizzy theLizardin this one or two

playeiarõade classic! 128 levels of city smashin' mayhem await in this January

releass for the Nintendo Entertainment System.

RObOOOp - Become officer Murphy, the half man/half machine cþorg who

wants to riipe away the filth and crime in New Delta City. Scrolling arcade ac-

tion for major computer formats in January 1989 and the Nintendo Entertai'

ment System in April, 1989.

SUpCI llang-Qn - The super sequel to the arcade motorcycle road race.

EigËt contineits of winding roads challenge players in this Macintosh and IBM
title due out in Februar¡ 1989.

ACCLAIM ENTERTAINMENT
Acclsim Enteftøiment has enjoyed øsîonomicøl growth and success since their

ruccessful public offering announced duringthe '88 Summer CES. In that time,

they have expanded their NES library, entered the VCR gørn@markct" opened

up subsidiaries in lapan and Europe to øid in game development, and are now

looking to enter the computer softwøre market, To say thot Acclaim has møde it
big is a bit of an understatement

AimOlf - Based on the syndicated television show and translated from a semi-

successful coin-op, Airwolf is your basic horizontal shooter. A hostage sub-

plot helps liven up the action.

I ROl¡ Sttf ORD: tJ IZARDS AN D IJARRI0RS I I - r*o., the hero

of Wizards and Warriors, is back in his second adventure lron Sword. Take

him through magical worlds defeating all sorts of ghouls, ghosts, and dragons.

tP .'25 2P O.*â 

-
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lJWt fJlgStlCmCni¡ - Developed aroun<l the hugely popular "sport" of
athletic acting, Wrestlemania is a wrestling game with identifiable characters

like Hulk Hogan and Andre the Giant.

TAITO SOFTWARE
Lik¿ Data East and Koncmi, Tøito Software is an estøblished ørcade name

thøt has sþrocketed to the top of the consumer gaming field. With poweful
adaptations of several solid coin-op propefties, Taito has plenty of amrnunition
to csny the company into 1989 andbeyond.

Qh - tn" classic strategy/action classic! Pronounced "kicks", this abstract
game pits you, as a pen drawing borc to claim areas, ageinst other equally
abstract bad guys and the title character, Qix. The Qix is an energy field that
methodicallywinds its way across the screen, destroying your pen whenever

it comes in contact with broken lines. Look for Qix in popular computer for-
mats March, 1989.

O¡ClftiOn lJOlf - o ¡u,tlefield tour-de-force! Just now appe aringïor the

Nintendo Entertainment System and th e C-641L?Å, Operation Wolf is a fi¡st-
person shoot-em-up that places you in a number of jungle settings where

commandoes attack from every direction. Coming soon for the Amiga and
Atari ST computers.

SþSh* -Another safebetfromTaito, SþSharkbrings home the tried
and true verticle shooter. A variety of land and air targets attack with relent-
less frequency as a detailed background slowly slumbers by. A little ligh¡ q¡
substance, but definitely a lot of fun when Sþ Shark becomes available for
the Nintendo l¡fe¡teinñsnt System in April and popular computer formats
in Ma¡ch and April.

JALECO
Here's a company that, with ø few minor exceptions, has found a vety suc-

cessful niche in the NES market by sticking with recognizable sports titles.

Having aheady dane justice to bøsebøll and tennis, Ialeco is now bønking on
Basl<etball and Hockq øs well øs an in-depth action piece.

llOOpl - A basketball simulation with a twist! Hoops recreates the finer
points of street basketball, where teams of two compete on the blacktop.
Great enhancements like a close-up visual of each slam dunk make Hoops
one of the best basketball games ever!

0O¡ll - Goal! cashes in on the þq6ming popularity of soccer, a sport that
now out-ranks football among teenage youth. Goal! features three different
play formats: against the computer, against each other, or cooperatively
against the computer. A Pass Key function allows you to save progress

against the computer opponents.



RObOW¡lli0f - rne first higb action entry from Jaleco. Robowarrior com'
bines the action elements from hits like Ghosts and Goblins with adventure

overtones from The Legend o[.7*lda. fþe ssshing of straight action with ad-

venture turns out well, with plenty of game play throughout.

KONAMIIULTRA
One of the most successful Nintendo third-pørty supplíers øround, Ibnatni høs

increased their profíle in home gamingby enteringthe comPutet sofrwøtv mørkcts

in ø big wøy ønd re-entering the NES field with ø new subsidiøry' Ulîø Games.

Now, wìth 1989 upon us, the foll<s at KonamilUltrø arc ín an even better position

to fulftll our gamingføntasies,

Dofcndcl of tho Clogn - oaapted from the acclaimed cinemaware com-
puter game, DOTC introduces you to unequaled medieval th¡ills and challen'
ges. DOTC mixes strategy with smaller portions of actíon during a hot and

heavy English civil wa¡.

lrlgtel 0g¡l - A game that has already proven to be a hit on the Nintendo

Entertainment System, Metal Gear will soon be making its way to C-641t?Å,

Amiga, and IBM computers in the Spring of 1989.

Sk¡tg Ol Dig - Based on the popular computer game, Skate or Die brings
you face to face with some of the meanest maniacs video has ever seen! Mul'
tiple events like "Skate and Destroy" set the tone for some terrific action. Com-

ing in January for the Nintendo Entertainment System.

Teenage lrlUt0nt llinia TUftleS - Although little is known about this

piece baied on the martial art masters in a half shell, advance word has it that

the game is truly remarkable. Time will tell when the stars of the anirnated TV
series of the same name hit the Nintendo Entertainment System, C-&/L28,
Amiga, and IBM compats in the Spring of 1989'

Q 
- 
Bgft - Konami's Ultra subsidiaty will also bring an all-time favorite,

Q*Bert back to video game stardom in early'89. Bounce the two-legged nose

from block to block on his pyramid world, changng the code colors on the top
of each cube to the right target hue. But watch out! Ugg; Wrong'wa¡ Slick,

Sam, and the slimy purple serpant, Coily are out to do you in! For one or two

players, QxBert will be hopping into stores everywhere in February.

0llUSS - Save the universe from the evil Gyrusians in yet another arcade

translation from Ultra. Save the people of the sola¡ system i¡ 1þis, high'5pssd

chase through the stars. Q6ming in February.

Silgnt SgruiCg - In a licensing agreemenr with Microprose software,

Konami has acquired the rights to this number one computer game chart'top
per. A sea battle game with unparelleled strategy and skill, Silent Service is

Konami's fust gamble at a true underwater simulation.

Tl¡Olt ¡nd tiCld ll - tnt, sequel to last year's sports sensation, Track and

Field II increases the nurnber of events and throws in one or two play simul-
taneous competition. New, larger graphic characters, and 15 new events

make Track and Field II a safc bet no matter what sport you like! Available

in May.

BOyOU Billy - o""rrrer Prince saves the Princess game, only with a very odd
¡pist. this time the Prince in none other than Bayou Billy, a fightin' mad

cajun and alligator wrestling hg, and the Princess is his only love, Annabelle,
who's been kidnapped by the Gangster King and his mob. Multiple play
mechanics elevate this action title above simila¡ fare.

CAPCOM USA
Ilhile Capcom hasn't enjoyed the profile of other major Nintendo producers

likc Konami, thq have nonetheless been able to crønk out one hit game øfter
the other, For 1989 Capcom should continue this trendo with øn even broøder
vañeg of themes to choose from.

IhC C¡lifOmi¡ R¡iSillS - e graphically exciting eame based on the
California Raisin claymation characters. The game will be geared for
younger children and all-around family play. Coming in August to the Nin-
tendo Entertainme¡f System.

HOlg DiSney 0¡mgS - Following on rhe heels of rhe action-oriented
Mickey Mousecapade, Capcom has announced that they will continue to
release carts based on the Disney characters. Definites so far include "Duck
Tales", based on Disney's number one animated show, and "Adventures in
Disneyland". Other possibilities are the Japanese import, Donald Duck.
These games will also be targeted at the younger market, girls, and family
play.

HCgl lrl¡n ll - A follow-up to the sleeper hit of '88! considered by many

to be one of the best games ever for the Nintendo Entertainment System,

Mega Man II will continue the story that its predecessor started. Improved
graphics and more challenges make Mega Man II a game to watch for when
it's released in April.

Sllid0f - Loosely based on the new coin-op, Strider puts you deep within
the hea¡t of the Soviet Union. KGB agents, soldiers, and other obstacles

stand in your way as you set out to infiltrate the Red Army and steal the
enemt's secret plans.
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Mystery Quest

MINDSCAPE
A compøny with a questionable furure despite some strong attad¿ títles'

Mindscøpe is taking ø safe path with several sîong,lrcndc narnes. Papeùoy, In'
dianalones, Roød Runner, ønd720 Degrees, øll licensedfromAtañ Gømes' høve

largefollowings that shouldhelp the company's Nintendo Entenainment System

revenues. Another NES game to wøtch for is Infiltrator, ø helicopter combat

simulation.

TRADEWEST
One of the smallerNEs third-party supplierc, Trodewesthosbigplansfor 1989,

inctuding continued suppott for the Nintendo Entertøinment Sytem ond æ'
panded computer softwarc and games through Møsteftronic.

liqloJOhnS0n'S F¡St Blg¡k - Another basketball game with a "Double
Dribble" perspective and a superstar endorsement. Based on MastertroniCs

computer title, this one should give the other basketball contests a run for thçir
money when it debuts center-court in the Spring of '89.

T¡bOO - is a Tarot card program that, the company promises, produoes some

eerie, interesting, and humorous results. Admittedly directed at adults rather

than the Nintendo's prinary users, Taboo should be a welcome alternative for
Mom and Dad and others who have problems getting througb the first level of
Double Dragon or even getting the first piece of the Tri-Force in Zelda. Com'
ing this summer for the NES.

SNK CORP. OF AMERICA
The ftrst third-pany producer of Nintendo Enteftøintnent System gamøs, SNK

has evolvedfrom early entries likeAthenato state-of+he'atprcútctions such as

Iron Tank ønd Vîctory Road. While production Etotøs kept 19ffi lrom being the

banner year thøt it should høve been,,SNK ¡'¡ taking every step necessary, ínctud'

ing ø crøck øt computer trønsløtions of Nintendo hiß, to insute thøt 1989 fuliven
a solidpunch to home and computer game pløyen.

P.0.f,1. - PllgOnU Of ltl¡l - Lasr year,s smash hit in rhe a¡cades comes

home for play on the Nintendo Entertainment System. Labeled by some as

"Double Dragon" in Vietnam, P.O.til. brings two players face to face with some

of the most dangerous jungle warfare a¡oundl Escape f¡om the prison camp

and gather weapons to detroy the enemy infantry once and for alll

P.O.W.
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From Nlntendo:
Pln-Bot
Cobra Triangle

From Acclaim:
WrestleMania
Airwolf
lronsword:W&Wll
KnightRider

From Activision:
Predator
Three Stooges
Mig Hunter

From American
Sammy:
Amagon
Ninja Taro

From Banda¡Amer¡ca:
BandaiGolf
Dr. Jekyll& Mr, Hyde
Mask Rider
Shooting Gallery
Street Cop

From Capcom:
Mega Man ll
Strider
Willow
California Raisins
Duck Tales
Adventures ln Disney
Sweet Home

FromCSG lmqgesoft:
Super Dodge Ball
Super Pinball Sushi
Super Rescue

From Culture Brain:
Kung-Fu Heros
Flyíng Dragon
Magic of Shahrazad
Flying Dragon ll

From Data East:
Robocop
Bad Dudes

From FCI:
Ultima
Hydlide

From HAL America:
Adventures of Lolo
Air Fortress
Roller Ball

FromHot-BUSA
Black Bass ll

From Hudson Sott:
Starship Hector
Adventure of Dino-Riki

From Jaleco:
Hoops
Goal!

From Koei:
Nobunaga's Ambition

From Konami:
Track and Fleld ll
Bayou Billy

NINTENDO GAMES
PLANNED FOR

RELEASE
lN 1989...

From LIN Toys:
Nightmare on Elm Street
Who Framed Roger Rab-
b¡t?
Maruel's X-Men
NFL Football

From Milton Bradley:
California Games
World Games
Marble Madness
One on One

From Mindscape:
720 Degrees
lnfiltrator
Road Runner

From Romstar:
Air Hawk

From SNK:
Guerrilla War
BaseballStars
P.O.W-

From Seika:
Spy vs. Spy ll
Desert Commander

From Seta USA:
Adventures of Tom
Sawyer

From Sunsoft:
Fester's Quest
Termlnator

From Taito:
Operatlon Wolf
Sky Shark

From Taxan:
Star Soldler
Mappyland
Flst of the North Star
Mystery Quest

From Tecmo:
Tecmo Baseball
Tecmo Bowl
Ninja Gai-Den
Professional Wrestllng
Sill<worm

From Toho Company:
Godzilla

From Tradewest:
Quarterback
Taboo
Fast Break

From Ultra Software:
Teenage Mutant Ninja
Turtles
Defenders of the Crown
Q*Bert
Gyruss

From Vic Tokai:
Terra Cresta
Kid Kool
Clash at Demonhead

NINTENDO
ACCESSORIES

From Shlnsei Corp:
Hyper
Hyper Stick

From Broderbund
'Software:
U-Force

From LIN Toys:
Rolland Rocker

From Mattel:
Power Glove



This new reoular column. which vou'llfind exclusivelv in Electronìc Gamlnq Monthlv, has been puttogether to compare the
þestqameslthehonestproductó,andthefastestloyéticks. You'llseewhaT'souttheire,andmoielmportantly,we'll'pl\Bolnt
whatYs best'and why. Look for the latest games ånd accessories to be put under our microscope, slde-by-slde, In EQM's
exclusive Dare to dompare reports...
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CommpaF@
H0tlTtr¡o FoR coNTRor By K.G. Maxwell

OI THE VIDEO ORID{RON

While Nintendo and Sega have ef-
fectively captured the hearts and
minds of the video game playing pub-
lic, there are more than a few com-
panies preparing to enter the con-
surñer gaming wars with a high-tech
weapon that is guaranteed to blow
conventional consoles off of store
shelves. The 16-Bit super systems are
now poised to invade living rooms
with superior graphics resolution,
audio clari$, and game play that is so
precise and detailed it can easily be
compared to the best that the arcades
have to offer!

While an enormous question mark
has hung over the domestic fate of
such "next generation" machines as the
Japanese P.C. Engine from NEC and
Sega Mega Drive, new attention is be-
ing diverted to a mysterious project
under development at Epyx, as well as

a bold move by the European manu-
facturer Konix. Add Nintendo to this
list oftop guns andyou can quickly see

that the L6-Bit revolution is approach-
ing.

At the recent Consumer Elecfron-
ics Show in Las Vegas we got a closer
look at some of the new machines as

well as the software that will ultimate-

ly decide the system of choice. Al-
though many of our questions \ilere
answered at the CES, still more puz-
zles remain to be solved. What soft-
ware will be available? What will the
price range be? Will the Sega and
Nintendo 16-Bit systems be down-
wardly compatible? Here's a quick
look at what we've seen, e¡pected
dates of arrival, and how the machines
compare...

P.C. ENGINE (NEC)
Processor: 6502 w¡th special visual

processor

In Japan: Over 11000,000 units sold
Sofhvare on: Resilient Cards
Thlrd-Party Supporfi Namco, Taito,

Irem, Hudson, Jaleco
Expected U.S. Appearance: Test

marketlng major cities in March
Expected Price of System: $130.00 -

$170.00
Expected Price of Software: $30.fi) -

$40.00
Accessories: CD ROM Player, Five-

Player Bus
Controls: One standard pad with

elght dlrectlons and two buttons
Compatible with: Nothing

NEC's P.C. E"g¡re hasbeen one of
the most talked about super systems
around. Since its Japanese release al-
most two years ago, the P.C. Engine
has consistently collected support not
only from Japanese consumers, but
from major manufacturers like Nam-
co, Irem, and Hudson. Now, with
more than ¿ millio¡1 consoles sold, an
abundance of software has appeared
alongwith a CD Rom unit, and a mul-
ti-player bus that allows up to five
players to compete at once on certain
games!

While the P.C. Engine essentially
uses the same processor as the Ninten-
do Entertainment System, it compli-
ments the 6502 board with a specially
developed Picture Processing Unit
(PPU) that allows the P.C. Engine to
produce images, animation, and
graphics that are comparable to a 16-
Bit system even though it is, in reality,
only an 8-Bit unit. The graphics detail
and resolution is spectacular, with
translations of arcade hits like Galaga
'88, Dragon Spirit, Vigilante, and Fan-
tasy Zone that are practically pixel for
pixel trrins of the games that they're
based on!

The P.C. Engine reallyshines, how-
ever, with a software line up that in-
cludes not only the aforementioned
coin-op properties, but outstanding
original efforts like The Legendary
Axè (brutal Rastan-like action), Ken
and Kato Chan (P.C. Engins's 5¡Ptt
Mario Bros. featuring two cha¡acters
who fart their way through various
dangers), and Alien Crush (a pulsat-
ing pinbail machine filled with alien
organisms)!

Since few of the P.C. Engine games

now available in Japan are bound bY

the choke-hold contracts that Ninten-
do has on new software titles (nothing
produced on the NES can bq pto-
iluced on a competing sYstem in the
states), the majority of the game soft'
ware should find its way stateside.

(Continued on Pøge 62)

T""-o Bowl and John Elway's

Quarterback provide something that's
been absent from the Nintendo sports
library: some realistic football simula-
tions. That's not to say that Nintendo's
Ten-Yard Fight is bad, it was a good

adaptation of an arcade game. But
Ten-Yard Fight is outdated, and it's not
what I consider football.

Football games should make you
sweat. They should be loaded with ac-

tion, from the opening kickoff to the
sounding of the fioal guo. Football
gâmes should be filled with hard hits,
gteat acrobatic catches, and most im-
portantly, enough strategy to make you
remember that you're playrng football,
not rugby.

In comparing Tecmo Bowl and John
Elway's Quarterback, I rated each
game in six categories: Realism,

Graphics, Sound, Computer Op-
ponent, Two-Player Mode, as well as

the extra Bells and Whistles that can

make a dull game good, and a good
gam e absolutely fantastic!

Realizing the limitations of my Nin-
tendo system's memory, I was a little
lenient in grading this category. I don't
expect to have full control over every
member of my team, nor do I e4pect to
have afull NFLplaybook to run myof-
fense and defense.

fut a good Nintendo football simula-
tion must have the basics intact: a
balancebenreen the running and pass-

ing games, the ability to slow down a

high-powered offense with good

defense, or shut down an average of-
fense with a great defense. Another
important element is to have players

that look like players because, after all,

this isn't the Atari 2600 we're talking
about.

Tecmo has done quite a lot withinthe
constraints of the system. pn defense

each player selects the play they think
their opponent will run, then chooses

which position they will play for that
down. The ability to control any of the

nine players on defense adds tô the
realism, and ultimately the enjoyment

of this game.

On offense Tecmo Bowl allows the

player to use a lot of creativity in ex-

ecuting a play. The player doesn't al-
ways have to run their play the way it
has been diagrammed on the

chalkboard. Sometimes it's best that
the play is not run exactly as orig'"ally

TECIIO BOT'L

ffecmo)
vs.

JO]II¡ E$'ATS QUARÍERBACK

shown, consideritg that an opponent
has a one in four chance of correctly
guessing the opponent's plays.

Elwafs Quarterback, on the other
hand, offers more plays to choose from
on offense and defense; 18 and 6
respectively. But on offense you're

really cþoosing from 9 plays, plus the

reverse angle of those same maneuvers.

Furthermore, it is difñcult togainyard-
age on a running play. On defense you

are forced to playthe middle lineback'
er until your opponent gets past you,

then you may switch to a closer

defender.
A plus for Elwat's Quarterback is its

end zone to end zone direct overhead

perspective. It allows a player to see

most of the field. This makes it much

easier to cover receivers who ate run'
ning deep routes. The perspective for
Tecmo Bowl is from the sideline/over'
head. This view only allows 20-30 yards

of the field to be displayed at one time.
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Tecmo Bowl - A-

Quarterback - B
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In rating the ga-e sounds, I took into
consideration that you won't have

Beethoven's Fifth or any other similar
musical masterpiece backing a video
football game. This category is more
for "sound effects" and "mood music"

than for overall musical quality. Don't

look for any Grammy awards here.

Elway's Quarterback seems to have

included sound effects as an after'
thougbt. There is a constant "Charge!"
theme that is played at random
throughout the game. It gets to be so

annoþg that by the third quarter you'll
want to smash your television speakers!

Quarterback also uses 'a "gunshot"
sound to indicate a touchdown; an.ef'
fect that is usually reserved for the ends

of quarters.

At the other end of the spectrum,

TecmoBowl is filledwith sound effects

and,different t¡rpes of music that help

set thc pace of the game. There is a
type of music for achieving fust downs,

music for the kickoffs, music for unsuc'

cessful and successful field goal at'
tempts. In the sound effect dePart'
ment, there are bone-crunching blocks,
punting and kicking sounds, and shout-

ing quarterbacks, There's even an en-

thusiastic anûouncer that exclai-s
"Touchdown!" whenever one team puts

the ball in the end zone. In short, the

audio support of Tecmo Bowl is su-

perb!

SOUIID;

Tecmo Bowl - A-

Quarterback - D +

Not everybody has a friend in waiting

whenever they feel like plaþg a game

on thei¡ Nintendo, and for this reason

it is especially important for sports

games to come equippedwith a decent

one-player mode. It is also important

for the computer opponent to "get bet'
ter", or become more difficult as the

player progresses in the game. A com'
puter opponent who staYs the same

makes for a game that will quickly end

up in a closet.
Tecmo Bowl employs a password sYs'

tem for one-player games. A PlaYer
may choose his or her favorite team,

Tecmo Bowl

and try to advance to the chamPion'

ships with it. Players need to defeat the

eleven other teans in the leagre to win
the game. A password is issued at the

end of each individual contest, win or
lose.

Tecmo Bowl's one player mode, while

not perfect, is very s¡¡s¡1aining. The

computer becomes increasingly more

difficult as the player adva¡ces in the

game. The computer also plays a fair'
ly intelligent game of football, mixing

its runs and passes to keepyour defense

off stride. Occasionally, the computer

will go for a first down on a fourth and

twelve, but not so often that it damages

the overall appeal of the game play.

The one player option in John Elwat's

Quarterback is severely flawed and is

definitely the downfall of this game.

The computer opponent only plays at

one level; there is no password or con'
tinuation mode for Quarterback.
Worse yet, that one level is very easy to

beat because of the way ¿þs semputer
plays. An opponent who NEVER

This makes it tough to defend against

those receivers who run off the screen.

It's one of the fewnegatives that I could
findinTecmoBowl.

REAIISI,I:
Tecmo Bowl - B

Quaúerback - C

Overall, both games look pretty good

on the sceen. But Tecmo defìnitely
we¡t that extra mile to provide a realis-
tic look to their game. Tecmo's charac-

ters look like football players. Better
yct, thoy MO'Í/E üke football players.

Thcy nrn correctl¡ the quarterbacks

throw like quarterbacks, and when a

playor gets blocked, he goes sprawling
for a few moments until he slowly rises

¿¡d ¡ssrrmss chasing the ball carrier.
Teams wear thch team colors (al-

though they exhibit different logos on
their hclmets), and each end zone is
paintcd with one of the competing
tean's abbreviated name and helmet.

John Elwafs Quarterback has realis-

tic players too, but they just don't move

as well as the Tecmo players. Elway's

characters waddle like ducks, instead

of running like athletes. Unlike the ar-
cado version of this gane, Quarterback
doesn't duplicate the professional team
colors. Red or blue are your only
choices.

ORAPHICS:

Tcomo Bowl
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punts, no matter what the situation, is
not a very challenging opponent.

The computer player is Quarterback
also has great difficulty defending
against your passing game. You can

complete a long bomb to your receivers
consistently by sending the "AIM"
arrow (the arrow that shows where
your pass will land) out past all the
receivers and defenders. Your
receiver will catch up to the pass every
timel The computer's only defense

against this strategy is if he sacks your
quarterback before you let go of the
pass. Needless to say, the game's one-
player mode is very easy to beat.

COiIPIIÍER OPPOI¡ENT;

TecmoBowl- B+
Quarterback - D

John Elway'e Quarterback.

Both Tecmo Bowl and Elway's

Quarterback excel in their respective
two-player modes. The additional of-
fensive and defensive plays gve
Qua¡terback the edge in this category.
But this edge is a slight one, because

both games are very exciting if you have

an evenþ matched opponent.
Since all the teams are the same in

Qua¡terback, players can only rely on
their own strategy and ability to win.
Tecmo Bowl allows for a player to have

an edge by selecting a playoff caliber
team over a weaker one,

TWO PIâYER I{ODE:

TecmoBowl- B+
Quarterback - A-

This is the category for all those little
details that have been added to a game

to enhance its overall appearance,
playability, and appeal. Tecmo Bowl is
loaded with them. There is a quickly
scrolling information line that gives you
1987 statistics for the player you ale
controlling. There is also a half-time

"slide" show that displays several
scenes, with accompanþg music, from
your average mid-game show. There's
even a coin toss for sudden-death over-

time. Tecmo Bowl has enough little ex-

tras to fill a slew of regular sports
games.

The folks at Tecmo did their
homework too! The Tecmo version of
the Chicago Bears play tough, consis-
tent defense. This game's SF 49ers and
Miami Dolphins feature high-powered
passing attacks that gainyardageby the

chunk. If a strong runling game is
more to your liking, play Indianapolis.
Their back, Dickerson, tends to be ap-
proximately 75Vo of their total offense.

John Elway's Quarterback could use

a few whistles...the game is compara-
tively detail free. Quarterback, like
TecmoBowl, features NFLteams, or at
least NFL cities, But all the teams weal
the same color uniforms, red or blue.
They all use the same plaþook. And

there are no individual talcnts on any of
the teams like there arein Tecmo Bowl.
It's pretty much generic football.

BEttS & W]llSTrES

RATI}IO

Tecmo Bowl . A.
Quarterback - C-

Tecmo Bowl and John Elway's

Quarterback are the first of what wíll
probably be many football releases for
the Nintendo. Even Nintendo themsel-
ves recently announced that they'll
soon show an updated title called
"Nintendo's NFL Football". One of the

burdens of being first is that it's hard to
be perfect.

But for now, Tecmo Bowl is abclut as

perfect as it gets for Nintendo football
fans. John Elway's Qua¡terback, on
the other hand, was a disappointment.
If this game didn't have an arcade ver-
sion that was so enjoyable, it probably
wouldn't have been such a let dowu.

Admittedly, the game is enjoyable for
two players willing to go head to head,

but for most Nintendo owners that isn't
always enough.

TINAT ORADE:

TECMO BO\ryL. A-

QUARTERBACK. C

John Elway's Quarterback

I

I

I

,I
John Elway's Ouarterback

That's it from the video grid-iron, but watch for DARE TO COMPARE ln the
next issue for moreÏn-depth comparisons of your favorite gamest
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Double
lrouble.

fut're nol æcing douhle.

Yau'rc plolrtw double.

ln Xenophobe, fte first gome for Niniendo'wift

split-screen oclion.

You're oll olone, in o deserted storbose.

Suddenly, fte Xenos ore there, shooting deodly

slime, lotching onto you wift their folol

lelekinetit goze.

Sure, you (0n worp to onolher level, ftrough

dozens of rooms. But don'Î be surprised if

someone, 0r some lhing, is woiting for you when

you gel there.

Ploy by yoursell, or with onolher ployer, ond

see who's lefi of the end, you or o sworm of

hideous Xenos.

No motter how you ploy iÎ, you're in for trouble

ftis time.

Dwblelmtble.

JUìIJOFT*
lor lho lllntendo Entsrlalnmont Syslsmo
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Premiere Issue!l!

vltrIEOI]IHON
THE COMPLETE GUIDE TO TAXAN GAMES

FOR T}IE tlOTÍESÍ NINTENDO OAIIES

TA)(AN lS TtlE ilAl-lE T0 RE]-|EI,|BER
If you haven't already noticed, we have an ad for all of our great rlew Nintendo

titlel on the last page of this newsletter. I'll give you a run down of each of these
carts and explain some of the finer points in each game.

St¡r Soldlct

Our first title, Star Soldier, is a space game which I've been playing for over a
month, and I have yet to beat level 15 (there are 16 in all). This game is a shooter
extraordinairet Pérsonall¡ I can't get enough of this puppy; it's fast, it's mean,

it's the game used for the Japanese championshipsl This game features multipl-e
weaponly, speed ups, smarfbombs, and so many ways to get bonuses that I still
havén't fôuni tratt 

-of 
'eml If you get in trouble you can even sneak underneath

the islands. There are even rumors of hidden warps! Star Soldier has it all!

Free to EGM Readers!!!

ilTRoDutflot¡ T0 TåxA[
By: l(m lobb

Produol llrnr¡æ
T¡r¡n &n¡unæ Dtrl¡lol

'lVelcome to the fi¡st issue of the
Ta,xan Cons u'¡er Division newsletter.
I'm Ken Lobb, Product Manager for
Ta,ran, here to tell you about my com-
pany and my commitment to giving you
video freaks the best the world has to
offer in home enterteinment. I want
Ta,xan to make games that challenge
the elite, the masters, the folks who
read Electronic Gaming Monthlyl

Taxan has been making çsmputef,
peripherals for about eight years, high

res monitors, laser printers, scanners,
that kind of stuff. They have been in'
volved with video games in Japan for
scveral years and have decided to bring
their talents to America. But what
kind of games do Americans like?
That's why I'm heret I get to pick the
games that you'll be playing from
Taxant

I've been playlng video games now
for close to a decade. I have close to
every game ever made, and almost
everyslstem as well! On the Nintendo
Entertainment System I've beaten
every game I'vs ever wanted to beat;
more than 100 games in all!

Enougb of the boring talk, let's talk
about this newsletter that is stuck in'
side your mag. I wanted to make a

newsletter that would reach out to the
pros, the players who know what theY
want out of a game, people like You! I
read Electronic Gaming Monthly and

(Continued on Pøge 3)

Guide Mappy through eight ditferent worlds of challenge and surprise in Taxan's MAPPYLANDI

'axan Vldcodlotlon

l,lepry[end

Ta:ran's second title is Mappyland. This game is

video addiction packed in plastic! Mappyland is a se-

quel to the arcade super-hit Mappy (copyrigtt Nam'
cb¡. fle object is to gather items while avoiding the
annoying cats that constantly patrol each round. Don't
worry, yóu have a large arsenal ofweapons to assist you
every step of the way. The game may seem simple at
first. You can finish one round with only 400 points
but if you use your offensive and defensive weapo_ns
just rilht, you can end up with over 45,000 points for
lhat sáme level! There are four rounds of eight levels
each for a total of32 separate rounds. As you reach
the higher levels it becomes necessary to find hidden
sub-levels to complete each level. There is a level
select in this game which will allow you to select up to
level4.7,but don't worry, if you beat this beauty it's on
to level5.1 (round 1,1at increased speed)! This game
is one of the few that never gets boringl

l,lystery Quest

The final Taxan game to e4pect in early 1989 is
Mystery Quest. This is an adventure game where the
object is to find your \ryay through four castles. Each
is an intricate maze comprised of two parallel hallways
connected by many doors. There are a list of magic
implements to assist you in your quest. These include
everything from a scroll that increases your fire p-ower,

to boots and a helmet for smashing ceilings and floors.
There's also an S.O.S. raft to save you from the dread-
ed water. Qne unique featue is the "double". Find
this item and your score immediately doubles! If your
abilities are truly world-class, you can use the well hid-
den "doubles" to shoot your score to the ulti-
mate...1-00,000,000!

Fht of tha llorth St¡r

NeK we have Fist of the North Star, a karate action
adventure with eight grueling levels of martial arts
combat. In this game you're Ken the Fist (good
name!). You have great abilities to fight off your ad-
versaries, but the opponents are definitely worthy of
your talents! As with all Taxan games, this chunk of
software is extremely hard to beat, and only the most
skilled fist and foot warriors will make it to Shula (the
last and most difficult Boss), and few will overcome
his awesome attack. For defense, you have your well
studied abilities, and if you're good you can earn
white bright bombs or find the gold ring to use Gento
Karate. If you get good enough to get seven stars,
your shirt flies off and bingo.,.you're pumped, biffed,
shall we say more muscular? There are hidden
rooms, secret power-ups, and nearly impossible chal-
lenges.

d(( r R- r.- 3
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MappyLând

Fist of the North Star

Mystery Quest
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Taxan Videodiction

( C ontí nue d from front c over )
I subscribe to this fine piece of literary
journalism. In my opinion this shred-
ded tree that you're reading is the only
gamer's publication that is truthful in
its reviewing of games. That's why I'm
in this mag, because I have trust in Ele-
ctronic Gaming Monthly and I have
trust in Taxan games!

All of Taxan's games are really great,
and all feature a lasting playability
which I have only seen in a handful of
the previous Nintendo Entertainment
System game paks that I've played.
With the qualityof these gamesyou can
bet on enjoying endless excitement, not
to mention challenging contests that
will allow the elite Nintendo players of
America to challenge me (and the rest
ofthe country) for free copies offuture
Taxan game releases!

EREAÍ EAilES

Bonl i¡oul AilD [¡ fiE FUfuREl

Taxan is committed to bringing you the
very best in Nintendo video game
releases. In addition to the upcoming
cartridges highlighted in this issue of
Videodiction, Taxan will be working to
produce the hottest new game titles
around! Games that are interesting,
challenging, and have the gusto to last
under repeated play. Don't look for
Taxan to release a game that you can
beat after just a few plays! For long-
lasting game play, plenty of surprises,
and video thrills that just won't stop,
Taxan is the name to turn to again and
again!

tì¡ crostN0

To finish off our lirst issue of Taxan's
Videodiction, I would just like to say
thanks asain to Steve Harris and the
staff of Eïectronic Gamins Monthly for
outtins this newsletter in-their quâlitv
ias! id also like to thank thein foi
taft'ing the magazine monthly so I don't
have to wait so long between issuest

suBscRlBE T0 YlDEoDlcfl0t¡l

If vou like this newsletter and would
likê to keeo vourself up-to-date on all
the latest falan tips, tiicks, and game
releases. iust use-the couDon to the
rieht aná iend $2.00 for six-full issues!
Tñanks again, and may^only great
games come your way in 1989!

vltr¡EDDltrilON
llrcH SCORE

SCOREBOARD

Do you have what it takes to go up against the best in the nation onyour favorite
Taxan viclco games? Here's your chance to find out! As I stated earlier, we're
going to sponsor some contests on Taxan's great new games! The fust challenge
will be on Star Soldier. Get your hands on Star Soldier, get your best score, record
it on lilm, and send it to me. If your score is in the top ten at the time we receive
Mappy-Land, I will send you a copy of this addicting piece of soffware absolute-
ly free, to your door, before it hits the stores! Just think, you could be plaþg
Mappy-Land weeks before the compeition! And that's important because we
will run this contest on every game we make! If you're really good, you could end
up with all the games we will ever make for the mere purchase price of Star Sol-
dier! Not bad, eh!?! The scores will be published in the next issue of Taxan's
Videodiction for all the pros to see!

I know it's hard to display high scores before the games are released to the
public, but I'11 share mine with you to give you an idea of what you will have to
beat! These are my high scores as of January 10, 1989:

Star Soldier 2,642,?00

Mappy-[and 362,120

Fist of the North Star 472,500
Itlystery Quest 72,658,300

A whole new crop of Japanese

Nintendo' favorites are getting thumbs-
up across theU.S. Intense graphics.
Endless action. Blasting sounds. Cool
moves. They're here now from Taxan.

Star Soldierl. The same game

used for the Japanese Nintendo
game championships. A tough,
riveting, fast-moving classic.
Master the complex tactics of
interstellar warfare as you're warped
through 16 increasingly difficult levels.

Before youmeet the final Starbrain, you'll
haveto outwit, and outfighta slew
of evil warriors, each with thefu own
attack patterns. Only a master will
make it to the final showdown, but the
nerve-tingling, super galactic action
will give you light years of great plaþg.

Mystery Questl You are the wizard's
apprentice, Hao. To prove yourself
worthy of becoming a wizard,
you must journey to four
mystery castles on a quest for
the magic talismans. Through
endless underground passages

and intricate mazes, you wiìl discoverthe
sources or energy to continue your quest.

Weird creatures lurk in every corner. Get
pastthemall, findthekeys, getto the magic
and become a wizard! Get really good and
go for 100 million points!

Fist of the North Stari' In this thriller,
you are Ken, the Fist. You have returned to
the Cennal Imperial Capital to free it from the

troops. with moves you've neverseen on the
scr€enbefore, you must confront and defeat eight
opponents, and their martial arts gangs. Even
when you get really good, you'll probably never
get past Shula. Only the best ever do.

Now Jaoan's hottest games are
getting America's highest reviews.

Mappy-Landl' Finally, a game that's tough enough

L- to challenge the Nintendo expert, while
ru still"being fun for children of all ages.

Mappy, the policeman, takesyou on
four increasingly difficult adventures
through eight lands, each with secret

entrances, exits, and complex sub-
areas. In your various adventures, you'll

be armed with an unusual arsenal
of weapons. Toys, pots, fish, pul-
leys, punching bags, fireworks,
horizontal bars, sticks, even
bowling balls. And just when
you think you've got it down,

Mappy-Land will toss you another surprise.

What are you waiting for? Tfy out these fun,
exciting new games today and find out why
the most dedicated Nintendo players think
Taxan games are so "Rad." Call or vwite us

for further information: 'Iaxan USA,
16l Nortech Parkway, San Jose,

Ninlendo
ENlEFIÎFINtTlENT

S|JSTEfll'

Consumer Division
T¿r¿n ß ¿ reßtcÌcd rÌ¡dcmÌt of Tàxao USA Co@Ì¡ilon. Nlnlctrdo¡nd
N¡ ¡hdo Erir.¡ rå lnm.nr Syelcmr .rc rcSBrcrcd r¿dcmarki of N lnrd&
ofAmcdcå ln(.5r¿rsoldi.i ¡r¡tådcmàrl ofànd li(.ned from Hudson
soÍ¡.Mrsr.ry QEr b¡t¡demâtk ot¡nd l¡(.nscd from Grry Þb. Flst
oÍrh Nòilh Sr.rspydBhr by ¿nd l¡c.nsd f reBT*¡ Ànim.tion.
M.ppy'knd lr ¡ rrà¿.nårk òf¿ûd copyd8ht p¡d(.d by N¡m(o Lld.

SUBSCPIßE TO TAXANOS VIDEODIOTION!!!

For the low, low price of iust $2.00 you can get allthe latest informa-
tion about all of your favorite Taxan video gamesl Great Nintendo
Entertainment System carts l¡ke Star Soldier, Mappy-land, Fist of the
North Star, Mystery Quest and morel Each issue is packed with game
previews, contests, high scores, and play¡ng tips that w¡ll make you
look like a winnerl Don't delay...subscribe todayl

Name

Address

Birthdate Phone (_)

Please wait 6-8 weeks for your first issue of Taxan's Videodiction'

City zip.State

cA95r)4.
ucEISEo 8Y üilIEil00

FOR PI¡Y OII IHE

malevolent Emperor Heaven and his banle-hardened



TAKE ON THE ENTIRE ENEMY FLEET . . . slvIASH, SER\IE, VOLLEY. . .

ATTAGII
(Capcom/NES) (Jaleco/NES)

ln t943 - The Battle of Midway you
are the pilot of a P38 attack figbter that
can blow anything out of the sþ and
perform some awesome aerial acro-
batics. You must clash head-on with
the superior air forces of the enemy and
sink battleships, carriers, and bombers
that litter the Pacific ocean.In order to

succeed, you must rip your way through
24 of these increasingly difficult levels
ofplay.

Playbegins in a power-up sub screen
that allows you to distribute options
into five different categories including
offensive power, defensive power,
energy level, special weapons, and the
special weap6¡ ¡l6s limit. During your
battles you can collect special points
that can then be assþod to any one of
the desþated power-up options. The
more points that are allotted to each
power-up item, the more powerful that
option becomes.

There are two on-screen meters that
deserve your constant attention. The
one in the bottom left measues the

time ¡spaining for your special
weapon while the bar in the bottom
right is your energy indicator. This in-
creases the challenge oî'43, requiring
constant replenishing of your ever
decreasing powers.

Weapon power-ups canbe earned by
shooting at formations of red planes

that release the POW icon. Shooting
the POW will cha'ge it into any one of
the special weapon configurations al-
lowed by your power-up bar. For in-
stance, hit the POW once and it be-
comes a shotgun, hit the shot gun twice
and it becomes a three-way shot, hit this
weapons th¡ee times and it becomes
auto fire, etc.

The B-button fires these weapons
while the A-button has its or¡m set of
powers. Lightning destroys nearly
everything on the screen while the
Cyclone suspends the action. The
Tsunami is another power that creates

some very surprising results as well.
The graphics are nearly arcade

quality, accompanied by such a good
fight song you might just find yourself
þu.nming it while you figbt battles en-
countered away from your Nintendo.
Capcom has a winner, and 1943 is filled
with ever¡hing but a dull moment.

Pass codes, power-ups, slick delivery
and fast action will definitely have you
ssming back for more.

Out of the many different third-party
licensees currently developing garnes

for the Nintendo Entertainment Sys-

tem, several are carving away a larger
portion of the market by concentrating
their efforts around specific themes.

Jaleco is one company that is begn-
ning to have success on Nintendo
screens. They have a limited but varied

line-up of racing (City Connection), ac-

tion (Robowarrior), and sports (Bases

Ioaded) titles under their belt, but the
release of Racket Attack shows that
Jaleco is making moves to corner the
sports geûe. If Racket Attack, a ten-

nis simulation that captures just about

every feature of the real game, is any in-
dication of things to come, then Jaleco
hasjust wrapped up this category for
goodl

Like Bases Loaded before it, Racket

Attack completely simulates the sport
on wbich it is bæed. From the opening
sequencÊs that allowyou to review and
select any one of eight male or female
players on grass, cla¡ or concrete, to

seven full matches of increasingly dif-
ficult play (against the computer),
Racket Attack completely addresses

every aspect of the sport in a fun and

entertaining manner. Racket Attack is

video tennis unlike anything you've

ever seen before! This is no Pong!

Supporting the excellent game play
are equally fantastic graphics, sounds,

and vocal effects that vividly bring
Racket Attack to life. The animation is

sparse, limited to oåly two 'major

characters running around the court.
The foreground player is rendered in a
particularly detailed fashion, however,

occupying a large portion ofthe screen

without sacrificing the visual appeal of
the game. The background music is

nice, albeit a bit repetitive, while the

cheers of the crowd andthelinejudge's
calls are beautifully spoken in plain, un-
garbled English. This is another one of
the game's strong suits that onlyJaleco
has been able to þ¡ing home so well.

Underneath the surface of Racket
Attack lies a complex and easilY

engrossing battle of quick coordination
and fast thinking. It goes -way beyond
ea¡lier efforts like Nintendo's own Ten-
nis, by including multiple matches,

both male and female players, as well
as an abundance of other oPtions.

Racket Attack is a truly addictive gane

that will appeal to everyone - Par-
ticularly tennis fans!

",,u4s the review says, '43 is not the push-over game the '42
wal EvenusingTfurbo, plus all the speciølweøpons I cøn

frnd it høs taken more thøn afew trìes to ma,stet this epic
shooten 1943 delivers the goods thøt all good shoot-em-
ups need: fa$ action and øddictive gøme play.,."

",,. Racket Attøck is a greøt gøne lor thos e of you who líke

a. constønt, îast-paced challenge, It's easy to grutP and

doesn't rcEtire an ætraordinary køwledge of tennís to
pløy, I'm not a big føn of the sport" ønd my background

of the rules ß sketchy at best, but I found myself søtisfy'

ingþ addìcted to the gøme's pløy mechanics,'"
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(FCt/NES)

FCI has captured the third install_
ment of the Ultima series, Ultima Ex_
odus, nearly perfectly. In the process
of translating the title from the original
computer to new Nintendo format, the
progrâmmers have simplified the play
mechanics and interaction *frilå
preserving the integrity and complexify

that made Ultima a gaming sensation.
It also holds the distinction of being the
fìrst third-party cart that 

"ó-"sequþed with a batterymemoryback-
up (following Zelda and Link).

The story of Ultima Exodus revolves
around Mondain the magician and
Minex the witch, two villainous spirits
who were vanquished in the frst two
Ultima quosts. In the third adventure,
Mondain ancl Minex have combined
their tcrriblo magic to create the ul-
timate cvil, Exodus, in an attempt to
plungc tho land of Britannia into dark-
noss.

You nrust lead a band offour adven-
turcrs into the heart island of firewhere
Exodus clwclls. Each of the four heros

can be made from one of five different
races (human, fuzzy, elf, dwarf, and
bobbit) with one of eleven different
professions (fighter, cleric, wizard,
thief, paladin, barbarian, Iark, il-
Iusionist, druid, alchemist, and ranger).
Each character has cnrtain abilities,
strengths, and weaknesses, depending
on what race and profession is chosen.

You must visit ten different cities that
are each loaded with townspeople who
can provide information (that's not al_
ways true!) and inns to purchase food,
armor, weapons, and other surplus
equipment that is necessary to com-
plete your journey.

There are also seven dungeons filled
with treasures to collect, monsters to
battle, and traps to avoid, as well as the
four marks that are needed to advance
to higher levels. Ifyou don,t have the
Mark of Fire, for example, you can,t
walk through the lava in the fire island.

Ultima is one of the few adven-
ture/strategj¡ games that push the Nin-
tendo Entertainment System to the
edge! The graphics and sounds maybe
limited (most of the princþal charac-
ters are not very detailed), but the
wealth of play options and elaborate
obstacles more than make up for these
minor shortcomings. For adventure
enthusiasts, Ultima Exodus is the god-
send that your Nintendo system has
been waiting for.

enemyimprisoned within, will also rise
upward where the other bubbles con-
gregate, Jumping up and breaking the
bubble with the monster inside will
slimin¿fs the meanie and turn him into
any one of the different fruits or prizes
that award extra points when success-
fully captured.

Bubble Bobble takes this interesting
premise and quite effectively builds it
into a challe"gng and addictive contest
of strategy and skill. As the screens are
filled with enough bubbles to keep
Lawrence Welk in heaveq the ghoulies
become quicker and break out of the
bubbles faster. Each pattern also be-
comes progressively difficult, with
fewer ways to escape.

Bonus prizes will also appear o¡ oer-
tain ss¡gg¡s, awarding enhancements
like faster speed longer shooting dis-
tance, etc. You can also acquire spe-
cial bubbles that make you inwlnerable
or give you bonus Bubs and Bobs!

Bubble Bobble is an enchantinggame
that is supported brilliantlyt The
theme ¡s unique, yet simple enough 1s
grasp and çþ¿llsnsing enough to hold
your interest ttroughout each of the
g4me's 100levels of play þut you must
defeat each of the rounds twice to
reach a happy endi"g). It's a great
adaptation of a game that didn't receive
fair treatment in the arcades. A
definite winner for the action-oriented
crowd!

Occasionally a ganie will come along
tlat doesn't readily fit into one of the
normal groupings (shooter, maze
game, etc.); a game that is in a class all
by itself. Bubble Bobble is just such a
gene. Although it enjoyed timited ex_
posure as an arcade title a few years
bacþ the vast majority of Bubble
Bobble's cult following was generated
when the gâmê was introduced for
home computers last year.

While it doesn,t fit into any normal
mold it definitely has all of the ele-
ments that a¡e found in four star hits.

Either one or two players can battle
the bubble-keepors and wiza¡ds who
populate each of the game,s 100 dif-
ferent maze-like layouts. The basic
premise is to guide Bub or Bob (the two
dinosau¡ heros of Bubble Bobble)
tbrough each land, blowing bubbles
that can trap the bad guys. Each bub-
ble will take shape and slowly float to
the top of the screen. If you,re lucþ
enough to hit one of the nasties with
yourbubbles, then the bubble, with the

".,.The game is a littte dfficutt to get started" but once you

! 
av e 

- 
p rogre s s e d throu gh s everal exp e ri enc e I eve I s, y ou, ll

be able to e.xplore unchafted areøs and become more in-
volved with the adventure. There,s plenty to see and do,
an d comple ting th e qu e s t is n ot th e ov emi ght puslnv e r th at
some so-cølled strategt games tun out to be...,,

"Bqond some vísual sltortcomíngs, Bubbte Bobble is
one of the most enteftaining gantes available for the Nin-
tendo. The game play is appeating and the action is
definiteþ non-stop. It is straiglttforuard enough for
novices, yet contains enough varíety, hidden strøtegies,
and chøllenge to keep the best of us coming back for
more,"

-John Styles

SIryORDS, SORC , AND AD\¿ENTURE... BLOW BUBBLES TO BATTLE BAD GTJYS . . .

(Tatto/NES)
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SOAR O\¿ER THE BI,ACKTOP JUNGLE. . . DEFEAT THE BIACK CASTLE.. .

I's
(Vic Toka¡/NES) (Sega/SMS)

While not as visually complex, Bump
'n' Jump, the latest from Vic Tokai,
uses a simil¿¡ tlpe of racing structure
that introduces smash and crash action
into the normal road rally theme. The
result is a g rne that delivers a good
amount of action despite several fail-
ings'

Based on the Data East coin-op clas-

sic, Bump'n'Jump does a faithful job
of recreating the basics that made the
arcade version so much fun to play.
You crash into the various opponents
and try to run them into the guard rails
and boulders that border each side of
the road. Get your jalopy through the
gauntlet of obstacles and you get a nice

bonus before proceeding to a more dif-
ficult pattern of roads.,

Fortunatel¡ your roadster has some

special abilities that will definitelyhelp
youget out of tigbt situations. You can

bring your mean machine to an abrupt
halt with the 'B' button or jump over
obstacles such as water, and walls with
ca¡eful liming of the ä'button.

A power neter, however, adds a

touch of strategy to the game. In many
areas it becomes necessary to jump
from road to road, but without s¡sngh
speed or power, you simplywon't make

it into the air. Power canisters dot the
roadways, but collecting them with a
street full of bullies can get awfully
rough at times.
Althougb the Vic Tokai home version

of Bump 'n' Jump has gone that efra
mils ¿¡d added a number of exciting
new features like a repair shop that
dusts offyour damaged fenders, it still
suffers from some roueb edges. Most
apparent are the game graphics that do
justice to the arcade counterpart, but
pale by.compa¡ison to other NES ca¡ts.
The sounds are fine, but the tunes don't
have a lot of depth or variety.

Game play is where this cart really
5hines. There isn't an abundance of
bells and whistles in the package, but
what's inside packs plenty of punch!
Knocking the other guys off the road
provides the unique twist that let's
Bump 'n'Jump strut its stuff and still
come out as a good choice next to more
modern titles like Double Dragon and
Ikari Wa¡riors.

Bump'n'Jump may not be the best

looking cart available for the Nintendo
þ¡fs¡tainmsnt System, but for super
game play and a lot of fun, Bump 'n'
Jump gets the checkered flag!

The setting for Y's (pronounced

"ease") is a troubled country called
Esteria. In the center of this land there
is a huge crater. Legend has it that a

huge ñreball came out of the sþ many
generations ago and crashed into the
gound. Upon impact, it destroyed it-
self into millions of pieces which were

thrown into the sides of the crater that
it had created.

Many people traveled from around
the world to mine the silver that had
been th¡own into the skies by the mas-

siys impact of the fi¡eball. Suddenly,
however, many soldiers of fortune
began to disappear from Esteria. One
such adventurer set out to discover the
reason behind these mysterious disap-
pearanoes andwas caught up in a mas-

sive storm that destroyed his ship.
Somehowhe made it to land and awoke

to a sight that he'd not soon forget. A
sinister castle loomed above him! He
made his way to toum where he
regained his strength and spoke with

several townspeople before setting out
to conquer the castle.

This begins your quest in Y's. You
start with 1.000 pieces of gold but have

no weapons or equipment. While in
to\rynyou must talkwith various people
and find ways to get the necessary

goods for your journey. When the
people talk theywill giveyou clues as to
how you should proceed. Obtain the
needed equipment and it's out into the

country where demons roam freely.
The game continues from city to city

and back to the countryside again with
plenty of demons in between. The goal

is to reach the castle that rests high on

top of the mountains. Inside the castle

are hidden the six mysterious books of

Y's. Traverse the devilish mazes and

other hideous þeings in the castle's 2t
floors and you may escape!

Fortunately, like other role-plaþg
gañes, Y's comes with a battery back-
up. If you lose your life, all you have to
do is recall the game that you saved and

try the same battle again or perhaps try
a different approach. It works like a
continue feature.

Y's is a good game that further rein-
forces Sega's commitment to adven-

ture and RPG garning. Coming on the

heels of Phantasy Star, Y's has a tough
act to follow. But with some nice

graphics, good adventure, and wide
variety of options, Y's manages to suc-

ceed on several levels.

",..1 wøs initially unimpressed with Bum.p 'n' lump. The
graphics and sounds were adeEtate, but nothing etcîøor-
dinary. As I started pløying more ønd ntore, though, the
øction became more furious and I found myself hooked!
I strongly recommend this cartfor anyone lookingfor ato-
tølþ uni Ete ch allenge..."

"....Seasoned ployers are looking for more thøn iust the

símple adventurclquest ga.mes being offered by the com'
petition. Ys is a greøt øcømple of how good this category

can get ønd will prove to be challenging to ønybody who

tries it. If you've never tried ø role-pløying garne before,

then this møy be the one to start with..."
- Ed Semrad
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SLICE AND DICE MEDIEVAL MONSTORS . . . Dxperienee a ITew Phan@. . .
recoil from dragon fire!

Phantasy Star features space travel to
Attack! The galactic tyrant Lassic huds

Welcome to the worlds of Phantasy Star,

Sega's newest adventure role-playing
video game. Phantasy Star is full of
traps and treasures, magic and mon-
sters, not to mention dungeons and

towers so realyou'll
want towipe the
slimefromyour
boots... and

lightningbolts atyou.
Butyour magic blade
responds with a blast
of blue fire...and your
team of adventurers is

about to join the battle!

three wodds, a magician's
dream book of spells, 16-

level dungeons, and more
monsters thatyou can
cremate with a laser gun!

And Phantasy Star alsocold steel is the ultimate weapon, you

must guide the nighty warrior Rastan

through a variety of monster-ridden
lands.

At the request of the King, you must

now set out to rescue his daughter who
has been kidnapped from the royal
palace and taken to the darkest regions

of the land where few men have

traveled and none have survived.
Rastan is built around seven rounds

of play that take you through twenfy-

one battle screens. At the end of each

round you must also do battle with one

of the Dark Lords of Semia. Only after
defeating these "Boss" creatures are
you allowed to progress to subsequent

rounds of play.

The game begins with three lives and

three continues. You start with your

tiusty sword and have a power meter

that will enable you to take several hits

before going down. During your jour'
ney you may collect other tyPes of
weapons and power-ups that fall into
offensive, defensive and special item
gtoups. Ifyou can find the fire a:re, the

ultimate weapon of destruction, then
victory is yows!

Three q¡pes of a¡mor can also be

found on your way to the PrincPss.

Each of these will lessen the damage

that is usually sustained from direct
enemyhits.

Also, make sure you pay close atten-

tion to your life meter. When it gets

dangerously low, then it's time to statt
looking for special potions and

medicines that will replenish your

strength and reduce the amount of
damage done to Rastan. Be careful

thougb, because some of the potions

may tum out to be harmful poisons.

Rastan is a good translation of a less

than popular arcade title. While the
game failed to generate tremendous in-
terest in the arcades, it did help per-

petuate a geûe that has become ti¡ed
and over-populated. Even though it
may not have gotten the notice it
deserved, Rastan still stands as one of
thebest hack and slashgames released

to the a¡cades.

includes a built-in memory so you can
save up to five separate adventures!

Phantasy Star is just one of eight
adventure role-playing video games
for the Segavideo game system.
Look for MIRACLE'!øARRIORS'*'

and LORD OF TTIE SWORD'^'
coming soon!

Conan the Barbarian lives again!

Only this time his na-e is Rastan and
hismission is moredifficult than thebig
C. could ever have imagined. If you've
played the arcade game or seen any of
the Schwarzeneggar movies, then you'll
know what this game is all about. In a
primitive time where magic rules and ÍnYideoGaming.

:

"...Overall Rastan is a good addition to the Sega lineup.

The graphics are better than anything that Taito has done

for the NES and the ønimation and scrolling are Etite ev
cellent. I like the game, especiølly the vines and the

nightfall seqtences. One of the better licettsed effons Sega

høs been able to add to their library.'."
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V

(Sega/SMS)

Here's a man-to-man shooter with a
twist! Take the play mechanics of Ika¡i
rffarriors and warp them back in time
to one million years B.C. to battle
cåvemen, dinosaurs, and giant liza¡ds.
Then shift to m¡hological creatures
from the Roman Empire and conti¡ue
on to World War II and an army of

aliens from the future. These are the
sights and sounds that will greet you
when you play the slightly modified
translation of the arcade hit Time Sol-
diers for the Sega Master System.

The basic theme of Time Soldiers is

controlled by an alien being from an al-
ternate universe called Gylend. Ready
to consume the planet Earth, Gylend
absorbed five ofthe planet's elite shock
troopers who were sent to defeat the
galactic monster. The ¡s¡eining
troopers were then sent on a battle
through time to rescue their fallen com-
rades and stand together before the
Master of Time himself!

Travel through time, from the past
into the future, to the most perilous

times in historywhen the world is lock-
ed in wa¡. It is in these areas that you'll
find your five lost brothers!

In addition to the challenges offered
by Gylend, you must also contend with
the enemies from each s¡¿. Elimin¿te
the bad guys and you'll ultimately cross

paths with one of the Middle Bosses

that guard the warp tunnels placed
throughout the landscape. Enter the
time channels and you'llbe given a spe-

cial message that will help you locate
the Final Boss.

Along the way to the final confronta-
tion with Gylend, you can avoid the
warp passages and gather up various
power-up items such as Three-Way
shot, Missiles, and an Energ¡l Gun. Get
any one of these weapons and your
power will inç¡sass thrsrrgh each of the
following stages. The more powerful
weapons allow you to inflict gteater
damage to the Boss aliens that you must

ultimately confront.
The action may be faniliar, but the

changing environments help add afeel-
ing of depth that just can't be found in
other shooters. These great points are
unfortunately tarnished by lackluster
graphics, inferior sound. effects, and
game play that will only be mastered by
very elite players. A close call that just
barely survives the competitionwith an

original approach that is worth a look
if you're an action fan,

"...Time Soldiers is one of Sega's hørdest games and is
deftnitely not for the novice pløyer. There ß swprisingly
little flicker in the two player mode, and the twisted maze
of time tunnels will keepyour ntind as well as yourfîring
button, completely occupied, If you want a deftnite chal-
lenge, keep this one in mind'."

BATTLE THROUGH TIME AND SPACE . . .
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SEND A SLAPSHOT ACROSS THE TCE . . .

(Atarl/7800)

FROM RUSSIA WITH LOVE . . .ffiflIS v
(Tengen/NES)

Hat Trick is a one-on-one hockey
game that uses large detailed charac-
ters, something that the Atari systems
have never been able to handle very
well, going at it with the help of n¡¡o
goalies that stand on either side of the
static horizontal field. As the two con-
testants (either one player versus the

computer or two players going head-
on) skate across the fresh ice, a clock
winds down to determine the winner.
In case of a tie, a twentysecond sudden
death is played to crown a victor.

The 7800 version takes the Hat Trick
play theme and does a very admirable
job of recreating the heart-poundirg
excitement of the Bally/Sente coin-op.
Most of the elements are there, along
with many of the subtle touches that
elevated the arcade original from a

standard sports game to a great all-
around reflex game.

Control suffers slightly due to the
7800 joysticks and the over-reaction in-
flicted by the game. Instead of skating
on ice you often feel as if every turn

your skater takes may be his last as he

slips and slides around the arena. This
does not have a major effect on the
overall game, but it does take a bit of
getting used to for fans of the coin-op
version.

The graphics have been more or less

captured faithfully by the 7800, includ-
ing the fine "tracks" left behind each
skater as he maneuvers along. The
cha¡acters are both firlly articulated
and do a descent job of recreating the
arcade's ice skaters. Some of the bells

and whistles have disappeared, but the
game does come closeto duplicatingits
quarter-eating predecessor.

Sound effects and nusic unfortunate-
ly fall flat. The constant background
noises from the stadium and crowds
have disappeared. The mss¡ important
sounds, like when agoal is scored, have

been preserved, but the audio portion
of Hat Tricþ as is the case with most

7800 games, falls short of approaching
coin-op quality.

All in all the game is well conceived

and for the most part a good adaptation
of a fun arcade game. It retains most of
what made the game such a smashwith
players in the game rooms, but, being a
sports simulation, is better suited to
home play. A little rough around the
edges, perhaps, but the game as awhole
remains euite entertaining.

Most of the video games that you play
in the arcades and on your Nintendo
and Sega systems come from de-
velopers and programmers in Japan.
Computer games, on the other hand,
are usually developed by the legions of
software houses in the United
States and Europe. Many of the
most popular computer titles
reach these shores due to licens-
ing agreements with foreign com-
panies based in England, Ger-
many, and France.

One developerþrogrammer
team that is not cast from the con-
ventionalmold of Europeans and
Americans is made up of Alexi
Paszitnov and Vagim Gerasimov.
This pair comes straight from the
motherland where Paszitnov, a

30-year-old Soviet researcher
who works at the Computer
Centre of the USSR Academy of
Scientists in Moscow, and
Gerasimov, an 18-year-old stu-
dent studying Computer Infor.
matics at Moscow Universit¡
combined forces to produce one

of the hottest origrn¿l game ideas ever.

A not-so-simple game of blocks called
Tetris, The Soviet Mind Game.

Tetris combines many elements from
a number of gaming genres. It's a

reflex-tester with strategic overtones

and arcade-style pacing that keeps the

action level at a constant high. The
game touches so many different play

u,'Grøntedo this isn't the standard game of hockey - onþ
two players per team -but nonetheless, it's stillfun to pløy,

The game seems to lack on the overall sound Etality, but
it makes up for this with a gøme play thøt's eW to gasp;
it's not even necessaty to read the ìnstructions, Atøri may

finally have a winner.,."

t
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Player's
Seal of
Appnoval

The U,S.
Natlonal

Vldoo Gams
Tsam has

endorsod thls
product ln
rscognltlon

of ¡tg
euperlor play

value.

T}lE !,IARK 0F E)(CETTENCE

To identifv those qames which dlsplav suÞer¡or
design, thé U.S. Naïional Video Gamö Téam,'a col-
lection of the world's Best game players, have
started an endorsement campaìqn to point out those
qames which deserve speblar attehtlon. ln the
ñronths to come you'll be'seeing more outstanding
home video qamês. computer software and rglated
Þerioherals ñonored with the team's "Plaver's Seal
bt Rþproval." lt's your guarantee that the games you
buy'dre of the hlghestluallty avallable .1.
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FROM COMPUTERS TO THE
ARCADES

Three very ditferent vlews of the

same gam€,,. A) Orlglnal IBM ver-

slon from Spectrum Holobyte B)

Tengen's two-player Nintendo

translation and C) Atari Games'

outstandin g Tetris coin-op,

themes that it has had linle difficulty
succeeding as a computer import and
will soon make its long announced ar-
rival to the Nintendo Entertainment
System. Tetris will also do what only a

handful of g¡-ss have ever done: com-
plete the gaming circle and appear as a

coin-operated arcade game courtesy of
coin-op giant Atari Games,

Examlnlng the Phenomenon

Some call it a cult following, but
whatever the driving force is behind the
popularity of Tetris it is definitely not a
boring game. The problem is that it's
also not an overly active game either.
Younever controlmore than one piece
of the Tetris ptzzle at once, and the
anim¿¡i6¡ of each of the pieces is
limited to fou¡ different positions. No,
it's not the graphics and not the anima-
tion that make Tetris so addicting.
And it's not the series of Russian tunes

that add atmosphere to the title. It's
the totally consuming and absolutely
absorbing game play. Tetris is one
game that highlights the importance of
good play before graphic masterpieces.

Taking a Look at the Game

Tetris is surprisingly easy to play. The
goal is simple - fit the five game pieces

together as they fall from the top ofthe
screen to the bottom. If an entire
horizontal line is filled that row of
blocks is eliminated and any other
blocks that are built up descsnd one

level, The challenge is to keep the
blocks from stacking and progressing

up the screen. Once the bricks have no
room to fall, the game is over.

The game really heats up by throwing
in an abundance of risk incentives that
range from higher point awards for
moving the blocks down the screen into
their final position faster to hcavier
bricks that increase in speed with each

lcvel completed.
Fitting blocks together may sound

like thc easicst video game you've ever

heard of. The truth is, however, that
even though you only have five different
shapes to move in a maximum of four
different positions, keeping these

blocks from quickly forming a huge

wall and ending the game is a feat that

will challenge even the best
players. No matter what your
gaming talents may be, don't
look for any rewards from
Tetris.

Tetris
for the Nlntendo
Entertalnment Systom

Tengen has faithfully captured
the mind-bending fun of the
original PC version of Tetris
and,like they didwith thei¡ NES
home version of Gauntlet, have

added many new and exciting
features that make the game

even more playable.

The most notable differences

between the computer and Nin-
tendo versions of Tetris a¡e the

slick, refined graphics that the
Nintendo version boasts, as well
as two-player interaction that

lets you compete with a friend or even

the computer! You can also select one

of four musical themes prior to plaþg.
And watch out for the deligbtful inter-
missions that introduce a quartet of
dancing Soviets in between rounds. All
of the little bells and whistles that were

absent from the computer original can

now bc found in the brilliant Nintendo
version of this new gaming classic!

A U.S. Natlonal
Vldeo Game Team
Award Winnerl

While Tetris won't win any awards for
being a hard shooter or riveting adven-
ture, it does capture a multitude of the
play mechanics that make these types

of games so appealing. Simple but
original game play make Tetris an ad-

dictive alternative to and endless supp-

ly of shoot-em-ups, kick-em-ups, and

bash-em-ups, and very worthy of the

U.S. National Video Game Tee-'s
coveted "Players Seal of Approval".
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FLY THE FRIENDLY SI(YS . . .

F-IO STB\ITTI flCfiTTP
(Microprose/lBM)

U4" double-density floppies (or two
3.5" floppies) sporting a key disk type
of copy protection scheme like Lotus
used in the early eighties. Finallyyou'll
come to the manual and believe me

this is no pamphlett lt's a slick primer
on how to fly the F-19 with sections on
a¡maments, bombing, dogfighting...ab-
solutely everything you need. Not only
is the information and instruction in-
dispensable, but the answers to an
ai¡craft identification quiz (one aspect
of the copy protection) are found in the
manual.

F-19 is a large program, therefore sys-

tem requirements are more stringent
than normally encountered in com-
puter gaming. F-19 will run in 384k of
memory on any PC, XT, AT, PS/2 or

Tandy 1000, but to get full enjoyment

from the game, an AT or faster system

is needed. The "key disk" copy-protec-
tion method allows the program to run
from a hard d¡ive, which means you can

boot up and get through the interactive
user screens in about one minute, as

opposed to about th¡ee minutes for

floppy systems. Graphics specifica-
tions are generous, running on Her-
cules, CGA, Tandy 1000, EGA,
MCGA, and VGA. Once again, you

really need more than is called for in
the specs; play¡ng in a monochrome or
the washed out world of CGA is too dif-
ficult. The stickcr on the shrink wrap
stronglyrecommonds the use of a joys-

tick, I'll go ono step further. Unless
you're Chuck Yeager, don't waste your
time trying to fly and fïght this
thing fron the keyboard alone.
MicroProse has included a joys-

tick calibration session which
retunes the game to your joys-

tick every time the game is

loaded. Games which don't
have this featu¡e tend to always

be just a little off.
\ilhile pushing the state-of-

the-art, MiqoProse has had to
craft aproduct that will run on a
4.77 MHz 808{l machine (the
marketing people probably
wouldn't tolerate a game that is
not playable on the ubiquitous PCs and
)ffs). Theyhave included a detail ad-
justment system without the spec-

tacularly detailed scenery. We are
seeing more gañes written for newer,
faster machines, and it is only a matter
of time and moneybefore games made
for the 80386 exclusively are being sold.

The philosophy of plaþg this simula-
tionis probablythe same as flyingareal
stealth mission - don't make waves.

You must avoid detection while at the
same time accomplish a predefined
mission. The F-19 isn't a dogfighter.
Most fighters ale more agile, and al-
most all are faster. It isn't meant to be
used as a rouge of the skies, shooting
down whatever's üp, blowing up
whatever's down. Inwartime all stealth
missions will be individually Ok'd by
the Joint Chiefs of Staff. A hotdog

playrng Top Gun would most likely
muck it up. You've got to get in, do the
job, and get out if you're hoping to live
to fight another day. But therein lies

the problem.
When you load F-19 you are tested on

your knowledge of aircraft recognition.
Then you are given a mission you can

accept or custom design one yourself.

Change the theater of operations, the
level of conflict (cold war up to full-

scale conventional battle), tþe type of
mission (air-to-air, ground strike, and
training), the skill of the opposingforce
and the diffïculty of landing. It's then
armed to your specifications and you're
cleared for take-off.

F-19 doesn't demand the precision
take-offs and landings of Microsoft's
Flight Simulator, but it's a lot more ex-

citing. Previous flight simulator ex-

periencewill eliminate a lengthy (not to
mention explosive) training period.
You can pick up the rudiments of its
IIS (Instrument Landing System) in
about 10 to 15 take-off and landing
cycles. The game has an easy landing
feature which adds a margin of error,
making touch-down less exacting. For
finding the course from points A to B,

the INS (Inertial Navigation System) is

invaluable. Just move the cursor

anywhere on the map and not onlywill
it show the direction on the HUD
(Heads Up Display) but it will tell you
whether or not you have the fuel to get

there and back. The manual devotes
about thirty pages to an in-depth study

of battle tactics. Space doesn't permit
proper coverage here, but ¿ ¡þs¡srrgh

studyby the player is a must.

Game play and variety of rnissions

aren't the only unique attributes F-19
possesses. In addition to the

standard "chase plane" and side
views, it also features Tactical
View and Inverse Tactical View.
Tactical is a view from outside

the aircraft which automatically
rotates the scene, keeping yoru
F-19 in the foreground and a
desþated target in the dis-

tance. This is very helpful
during þ¿¡d-¡urning close-in

dogfighting. I¡verse Tactical is

exactþ the opposite of Tactical.
It keeps the desþated target in
the fore and your plane in the

background. It's good for ¿s'€€¡faining

whether or not an enemy is oriented in
a threatening manner. It's also very
dramatic to switch to this view after
losing bombs or missiles on a ground
target and see what devastation your
skill has wrortght. Even without the
multiple windowing capacity, the F-
19's viewing capabilities are more ver-
satile than those of Microsoft's Flight
Simulator or Falcon AT.

A casual gamer will find himself get'
ting caught up in F-19, while a 3 a.m.

fanatic may discover a new article of
obsession. A simulation more real
would be frighte"ing, but...that's been

said before and one day I'm sure

MicroProse's F-19 Stealth Figbter will
seem quaint and old-fashioned. But
today F-19 is king of the hill!

It looks like the folks at MicroProse
have done it again - put together a

program that is guaranteed to blow the
socks off co-puter gaming as we know
it. But ¡þis is ssnsthing we've come to
expect from the company that brought
us Gunship, Silent Service, and count-
less other award-winning hits.
tffith F-19you're not getting the usual

take-off, shoot-em-up, and land kind of
game. And this is definitely not
another third-person, mobile cânnon
firing game ported in from Ninten-
doland. F-19 is a complete flight and
battle simulation with over 50 different
flight controls, 17 t¡pes of munitions
and inn'l'nerable indicators, warning
'ligh¡s, gauges, and information screens
within the cocþit. But don't even
bother trying to load and play this game

without fi¡st reading the instructions.
It's not just a game - it's a way of life!

So what do you get for the $64.95
retail? The first things you see when
you open the tbree-pound, purple and
black box a¡e two double-sided four-
color maps of the combat zones (Lþa,

the Persian Gulf, Central Europe, and
the North Cape of the U.S.S.R.).
These are larger, more detailed ver-
sions of the maps displayed on the
CRTs in the cocþit. There are two
oversized keyboard overlays adaptable
for all standa¡d IBM and Tandy
keyboards. Next, you will fìnd three 5

*,,,F-19 ß absoluteþ outstandìngl lt's a solid flíght sirnulator, an *hìlarating combøt esc-

perience, and is packcd with more bells and whistles than alnNost ønything cunentþ on the
mø¡kctl As ø fan of Gunship, ønother MicroPtose favorite, I admire whøt the company høs

done with F-19, This game is sensational from take-off to landíng!
- David Harris
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FULFILL YOUR DESTINY AS A SLEAã WRITER . , ,

7-^1\ MCI(DACI(E¡ìì|
(Lucasfilm Games/lBM)

BLOW THE ALIENS AWAY. . .

HvBpls
(Discove ry Softwa relAm i ga)

In this quest of good versus evil, you
control Zak McKracken, self-pro-
fessed "sleazy tabloid wdtÊr", who is
charged with saving the world from ter-
minal stupidity. The intractable
Caponians led by'The King' (an alien
Elvis impersonator) conspire to take
over the ea¡th by transforming
humanity into a race of idiots. Zakis
allied on eafth with the straitlaced
Annie, and on Mars with two ditzy,
space shuttle constructing, Yale co-
eds, Melissaand Leslie. Together they
are tasked by the Skolarians, the an-

cient, physically extinct guardians of
mankind, to build the Skolarian
Device. lf. Zak's crew ca¡r garner the
far flung components ofthe device, as-

semble, and activate it, the Caponian
menace will be eliminated.

While the game's plot revolves
around global d6min¿¡is¡, there is al-
most no violence allowed (the excep-

tion is the killing of a two-headed squir-
rel). It's also virtuallyimpossible to die
or be killed. Zak is a game oriented
toward problem solving, Most items

and information your characters en-

counter in their travels seem worthless
but a¡e needed later in the adventure.
It's your imagination that will save the
day, not your ability to mutilate multi-
tudes of monsters via keyboard.

The mouse and menu oriented
gaming environment developed by
Lucasfilm's first hit, Maniac Mansion,
has been retained and slightly im-
proved. Whereas the on-screen
characters in Maniac Mansion had
giant caricature heads, the figures in

Zak arc more normally proportioned.
The sentence line at the bottom of the
screen precludes the need to remem-

ber a rigid co--a¡d syrta:r used in
other adventure games. Just use the

mouse (or joystick )to move the cursor
to an object on the screen or a noun or
verb pbrase, thon click and merge in the

sentence li¡e. You¡ fingers never have

to touch the koyboardl
Zak requiros 256K RAM in a PC, XT,

Tandy AT, PS/2 or compatible. Copy
protection is of thc civilized code-

entry type. During thc cou¡se of play
you are askcd to givo thc proper reply
to a code. The corrcct response is
found on a Xcrox resistant sheet in-
cluded with the gane. This allows

sea¡nlcss hard disk installatio¡ and use.

It supports Hercules, CGA, EGA,
MCGA and VGA, The va¡iety of color
and resolution of an EGA or better is

pleasant, but not necessary. The

delight of this game is in the quest, not
in 256 color graphics.

It Ìviü probably take the average

gamer 40 to 60 hours to solve the

mystery and save the world. Which
works out to around a dollar an hour.
Not bad for high adventure.

Hybris is definitely one of the best ar-

cade games prcsently out for any home
computer. While the game theme will
win no points for originality, the play
action more thanmakes up for this pre-

dictability.
It seems that the Earth colony on the

planet Jurica was recently overrun by
some strange alien force. rWhile the

creatües are unknown to the galaxy,

they're defìnitely here with hostile in-
tentions. ]sg ars çommissioned as the
only star pilot with the ability to save

the colony and escape the endless

waves of alien terror.
The game features a wide variety of

enemies that fall into three basic
groups. Some are immobile ground in-
stallations that periodically fire at your
ship. Others a¡e land rovers that fire
special seeking missiles. The third
kind of opponent flies in various pat-

terns around the screen attempting to
either ram or shoot your ship. At the
middle and end of each wave, you must

successfully fend off a special "boss"

enemy that fres a multitude of bullets
and smaller ships in an attempt to
neutralize you. As can be expected,

things get faster and more furious as

play progrcsses,

Fortunately, you also have a few spe-

cial items available to help in overcom-

ing these obstacles. Every so often a

new piecc of your ship will appear that
increascs the power of your fighter.
These power-ups add extra options to
play and greatly increase your chances

of survival. The ship can also be ex-

panded for short durations of time
providing even more awesome

firepowerl
The scrolling graphics in Hybris are

outstandingl The sound track features

two musical scores and the various ex-

plosions and other background noises

are done exceptionally well. The joys'

tick serves as the primary control for
the ship, though certain keys can also

be used for some of the other actions,

such as e4panding the ship.

An interesting featu¡e in the game is

the ability to choose either a male or
female pilot before you begin your mis'
sion. This appears to have no special

effect other 1¡¿1 ds¡e¡mining which
image is shown on the message screen

that appears between each wave. The

number of ships, speed of enemy bul'
lets, and time between bonuses can all
be adjusted by the player, making the
game even more flexible.

Overall, Hybris is awonderful game.

While the first few g4rnes may be dif-
ficult, it is easy to get up to speed. Dis-
covery Software has managed to find
the balance between challenge and

playability to produce a truly outstand'
ing product.

".,,This is both a game of innitive leaps and grinding logic, but rnostly it's a puule wrítten ønd
designedwith tongue plantedfirmly in cheek, You move Zakthrough the adventune commit-
tingnumerous non-violent criminøl acts (arson, petty larceny,lottery, fraufl øndmorc) to ac-
cumulate the reEtisite booty to finish the garne, Zak provídes many hours of challenge and
enjoyment, but what it reølly excels øt is the ego boost it gíves when you tum off your com-
puter and søy toyourself, "My, rny, aren't I the clever one!"

- Davkl Harrl¡
56 - EGM 19æ

",,.Fabulous gønel I highly reconmtend it to any arcøde fan, After the tyPicøl ttoubles that

ptøgue my initial attentpts at these types of gantes, I wøs øble to consistentþ do well enough to

make progress, though not so well as to loose interest, The grøphics ønd sound complemented

the game pløy so much I found mysetf continually comingback to pløy one more gøme before

wrítíngthìs revíew, It defîniteþ ranks on the top of my arcade game list!,,,"
R" BradleyAndrws
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ENTER THE DRAGON . . .

DCIJßtr DpACCtììl
(Arcad i a-Trad ewest/C-64)

Double Dragon has proven to be one
of the most enduring coin-op classics

ever released into the arcades. Multi-
ple levels of pla¡ combined with two-
player interaction and plenty of options
made the game a number one hit when
it was released elmost two years ago. A
position that it still holds to this day!

Now Tradewest, with some help
from the folks at Mastertronic/Ar-
cadia, have combined forces to release
Double Dragon on a number of
popular computer formats including
the Commodore 64, from which this
review is based.

Thebasictheme of the game remains
intact, with both brothers (or a single
played þ¿tfling with various street
roughs who have kidnapped your
girlfriend. You can also perform all of

the fighting maneuvers that were found
in the coin-op version, including
punches, kicks, head-butts, and flþg
jumps.

All of the bad guys from the arcade
and Nintendo version have also made

the transition to computer, with whip-
totin' women and dynamite tossin'

thugs surrounding your position at
every turn. These bullies don't go

down easy either! Each bad guy has to
take four or five falls before disappear-
ing for good! There are four different
levels of play, with new characters in-
troduced throughout the game.

Tradewest andArcadia have done an

admirable job of recreating the smooth
scrolling backgrounds that made the

coin-op such a sensation. There's
depth and clarity, and the whole screen

moves with terrific fluidity. The whole
package looks great.

The game, unfortunately, is not
without some flaws. One of the game's

most noticeable shortcomings is the

complete lack of background music or
sound effects. rilhile there are some

nice punching kicking, ¿nd ps¡ning
sounds, you'll never hear any of them
unless you're making contact with one

of the thugs. Certai¡ effects, like
cracking whips, only come off with
marginal success.

Another rough edge that Double
Dragon suffers from is a play mechanic

that is too regimented. While the ar-
cade had bad guys constantly attacking
from every direction, the C-64 version
has only pairs of attackers approaching
at any one time. You fight and move

and fight and move and fight and move.

While the tone of the one-on-one ac-

tion is preserved, much of the con-

tinuity is lost.
Even thougb Double Dragon for the

C-64 does have some problems, the
super graphics and basic game play of
its nanesake have been retained for the
most part. A nice first effort from
Tradewest that's long on looks. I YEs

I WANT TO PLAY LIKE A PROI

I want to subscribe to ELECTRONIC
GAMING MONTHLY for the low price of
$19.95 for a full year (that's 12 iñcredible
lssues lor 50o/o off thd cover prlce).

ADDRESS

BIRTHDATE

To order, send the above form, wíth a check or money orderfor $19.95 to:

SENDA¡ PUBLICAT|ONS, tNC.
1920 Highland Ave
Suite 300 - Dept. A
Lombard, lL 60148

",,.Iwas immediøteþ relíevedwhen I readthrough the documentøtion øndfound thøt Double
Dragon did indeed høve the option for two pløyer simultøneous pløy. After Trødewest

produced a very good one pløyer version of Doubte Dragon for the Nintendo, I hetd a tot of
hope for the two pluyer computer tønsløtion. While the game does capture ø lot of the fun
from the orcøde, most of the spontaneity and surprise øre unfortunately rnissing. None-the-
less, a goodtranslation of an incredible coin-op game..."

- John StYles
58 - EGM 1989

U.S. National Video Game Team's

ELECTRONIC
GAMING
]uIONTHLY



BATTLE FOR CONTROL OF YOUR KINGDOM ' ' .

SWCDD OTSCDAI\
( Discovery Software/Am I ga)

DEFEAT THE PACIFISTS IN YOUR OUTBOARD . . .

offsfiopE wApplcp
(Tltus Software/Amiga)

Many years ago your blissful Youth
was shatteredwhen an evilwizard slew

your father and took over his kingdom.

After many yeæs of f¡aining, You are

rcady to return and release the king'

dom from its oppressors.

In Sword of Sodan you must guide

your alter ego througb the manY

medieval perils to avenge your father's

mu¡der. Shortly before the King was

slain, both his son and daughter were

seüetly removed and taken to a far'
away land, where they have been

trained in the art of swordsmanship by

a master of the craft . Now one of them,

armed onlywith the powerful Sword of

Sodan, must proceed to the castle to

confront the evil Wizard face to face.

Your quest begins at the city wall and

continues through the town, forest, and

graveyard, until you finally make it to
ihe castle. The Wizard is found only

after successfully completing eleven

different waves of opponents. Some of

these enemies, such as those in the fust

few waves, simPlY thrust at You with

their weapons while others can send

bolts of energy or damage You bY

simple contact. Each injury briefly

stuns your character and drains your

life force. You die when this force is

gone. Fortunately, five "lives" are avail-

able to complete the quest, though all

extra strength is lost uPon death.

The joystick is used to control all

movement. While this somewhat limits

the options available, it does work well

in practice. The graphics are outstand-

ing and feature high quality animation

with the actual characters taking up to

The year is 2049. Several years ago

the Extra-Terrestrial Pacifists took
control of all facets of life on Earth.
They did away with violence and war,
as well as watered down or completely
slimin¿1sd all sports involving action or
aggression. Then the Offshore War-
rior movement arose to fill this gap in
human fulfill¡nent, Four large bodies
ofwater were cordoned off and turned
into gigantic racing courses. These in-
cluded Lake Michigan, Lake Victoria,
the Finland Gulf, and Lake Baikal. In
addition, many rows of bleachers werc
erected along their shores to allow
large numbers of people to have a first-
hand taste of the sport.

You have been approved to hcgin
your Offshore Warior training and
your first race is now at hand. Not only

murt you watch out for the haiards of
Mothcr Nnturc, the other racers are
alto trylng to do you in, fortunately,
your own boat is also armed with
scvcrnl mlsnilos which can be used to
clinlln¡rtc thc opposition. Alas, you'll
find nurrc cncmies exist than missiles,

so 1¡ood rucing skills are also necessary

to furlhcr your racing career,
[nch nrcing year consists ofraces on

crch of thc four lakes in order, with
only llrc flrst and second place finishers
conlintting on to battle in the next race.
Only your skill, and a fair amount of
Iuck, wlll dctcrmine how many years
you cun rcign as a top-notch Offshore
Wlrrrirlr,
'l'hc intro screen to each race features

n r¡unlity ¡rortside view of the upcoming
lnkc. 'l'hc opposing boats and dan-

gerous rocks are d¡awn well enougb to
add to the feel of truly racing for your
life. The sound, while simple, is effec-
tive and also adds to the overall enjoy-
ment of the game. It is very satisfying

to hear a pesþ opponent being blown
apart by one of your missiles.

A major drawback to the game is its
limited theme. The goal is to simply
complete one race afrer another, which
becomes tedious after awhile because

the only differeuce is, that later races

feature more oppouents and more mis-
siles. Firíng your rockets saü also be-
come quite a task to perform. It ap-
pears that the missiles wÍll fire from
whichever direction you are lsaning at
the time. It quickly becomes frustrat-
ing to fue a missile and miss an enemy
directly in front because the missle was

fired from the wrong side of the boat.

On the whole, Offshore Warrior fea-
tures some top quality graphics and

sound, but these cannot rescue the
game from the repetitive play
mechanics. Die-hard racing fans may
enjoy the originality that Offshore
Warrior has to offer, but for most this
game is nothing but a walk on a tread-
mill.

a third of the screen, not the PunY

characters that typically populate this

type of gane. The sound ís also of ex'

tremely higb qualig and manY of the

noises are digitized, adding to the over'

all atmosphere of the ga.me.

The gamc comes on three seParate

disks and all th¡cc aro required druing

play. A roplay modo is available for

ihose with cxtra mcmory that allows tbe

player to viow hls laot attompt at invad'

ing thc caetlc, sort of llko a VCR inside

the computorl
Whilc tho lnltlal movomont and com'

bat takce a blt ofoffort to lcarn, a playor

can quickly comc uP to sPoed a¡d do

fairly wcll with tho ga'me in a short

puiod of timc. But it will still take

many hours of playto learn howto fight

cach opponent and finally defeat the

Wizard.
Superb graPhics and sound comPli'

mcnt proven play themes to produce a

game that will provide an abundance of

enjoyment.
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,\.When I firstbegan to ptay with Sword of Sodan, I had some initiøl trouble leaminghow to

ffictiveþ cont ol *y ,io*rter. But once I realized how to use the ioystick controls it became

ø-very simple task ø rcach the upper levels. The graphics truly amazed me, fitting the bill for

hack and sløsh gaming enthusiasts evetywhere..."
- R. BradleYAndrews

60 - EGM 1989

"...1had a good time playing Of[shorc Wanior once I leomed lnw to conectly hit targets with
my missiles. Qnce this was ntaslertd, the racing elentenls becatne ntore ø. rnatter ol skitt thøn
chance. I would even find nryse lt ttwuyìng back and forth in nty chair as the boat banked left
and right; ø real testament to wltal the progrønnrcrs were able to do. Unfortunately, this glitz
wore off after a short time and llrc gøne ultimately failed to hotd my attention for øny length
of time,.."

R. Bradley Andrews

ír,?
1989 EGM - 61



( Continued from P age 3 0 )

Despite its more powerful 16-Bit cou-
sins, the P.C. Engine still stands out as

the most impressive of the new mach-
ines.

SEGAMEGADRM (Sega)

Processor: 68000 w¡th a Z'80 on
board

In Japan: Just released, no available
numbers

Software on: Cartridges
Thirit Party SupPorû None at this

time
Expected U.S. APPearance:

Rumored sometime in mid'Year
Expected Price of SYstem: $150.00 -

$200.00
Expected Price of Software: $30.ü) '

$80.00
Accessories: CD ROM, Drawing

Tablet, Computer KeYboard, Disk
Drive

Controls: Large eight'waY Pad con'
trol and three buttons

Compatible with: Sega Master SYs'

tein (with Adapter)

or are developing one of their own,
remaitts to be seen.

SUPER FAMICOM (Nintendo)
Processor: Unknown

In Japan: Summer release planned
Software on: Cartridges
Third Party Supporû Expected to be

extensive, including most of the exist-
ing licensees

Expected U.S. Appearance: Rumor-
ed to be sometime in 1990

Expected Price of System: Rumored
to be between $lffi and $2fi)

Expected Prlce of Software: Un.
known

Accessorles: None
Controls: Standard pad with four

buttons
Compatible wlth: Existing NÍntendo

carts

NINTENDO'S

,GAMEBOY'

HAND-HELD SYSTEM!!!

Nintendo has had fewproblems reviv-
ing the home video game industrywith
their Nintendo Entertainment System.
NowNintendo is banking on a newin-
terchangeable cartridge system that
will play a variety of arcade-style games
in a self-contained hand-held unit!

Nintendo's next great game system,
called GameBo¡ will havé the
capability to play a number of arcade-
style games. Among the first gañes
being offered is Super Mario Lãnd, a
Super Mario spin-off loaded with hid-
den items and plenty of worlds to ex-
plore; and Alley Way, an Arkanoid-ish
wall breaker.

The unit itself is shaped sort of like a
Walkman and comes with a standard
Nintendo flat pad, two buttons, and
Select and Start buttons built into the
surface of the unit. [t uses dot-matrix
images to create the different game
screens on its green monitor. The unit
is expected to retail for around $70,
with game carts coming in at around
$20

Nintendo's GameBoy with Super Mario Land

In a related story, EGM has dis-
covered that the rumored Ep1x game
system is not a 16-Bit Mega system, but
rather a self-contain ed color hand-held
cartridge unit! The steep $160 price tag
that is rumored to go with the Epp sys-
tem may scare off potential buyers,
especially in the company of Nintendo,
but the game graphics and color resolu-
tion have been described as extraordi-
nary by those who have seen it. Stay
tuned!

views in the JaPanese garne Press.
Upcominc releases include Phantasy
Stär II thãt comes with six meg and a

battery back-uP, and a new Alex Kidd
advcnlure thatls similar to the original
Master System hit.

The initial games for the Mega
Drive are only scratching the surface,
however, of what this sYstem can ac-

tuallv do. The first releases share the
samé pastel colors of most of the Sega

Master System carts and none of the

clctailed ôolor combinations that the

unit can produce. The first batch of
games plây well, but are not outstand-
lng.- 

The fact that the Mega Drive can

cxpand into a comPuter with a disk
drive may help broaden the base of
support for the system. With the use

of-a low-priced adapter, you will be

able to play existing Sega Master Sys-

tem car-ts as well. But if Sega hopes to
co aqainst the P.C. Engine and the

Ñioi"odo Entertainment System'
they're going to have to produce bet-
terie-glt games and more of them.

NII{TEN DO'S SUPER FAMICOM

the initial software support will come
from thc logions of development
houses throughout Europe (Giemlin,
U.S. Golcl, Ocean, etc.), as well as
some possilllc support from major
U.S. computor players such as Epyx
and Microl,rosc. It is known that ién
softwarc hr¡t¡scs will be signed up to
produco thrco gumes each-in the iirst
year and Krnix must give their stamp
ofapprovul for lhc games to be releas-
ed. Sincc Nintcndo has locked uo
most of tho populnr coin-op licenseei,
the Konix .$lipntrcnrn will Concentrate
on originul cffurts and computer
translations.

The lack of rccognizable coin-op
names and thc highcr price tags that
have been rcportod to EGM wilt Ue
the unit's muin stumbling blocks.
While there havc lrccn some rumors of
a djsk drive that will pluy lower priced
software, most of thc cartridge based
gapes will fall in a $50.00 and higher
price bracket that will be difficult to
absorb. For pricc tags like that, the
Slipstream games arc going to have to
be of ltcredible quality and computer
translations don't scem like the lógical
path to proceed if big numbers are the
goal. The Slipstream does have some
marketing aces up its slceve, however,
in the guise of an After Burner-style
simulator chair that will rock and roll
to the action.

American release of the Slipstream
is sketchy at this point, but aÍ fingers
point to Ep1x who has been secietly
developing an entertainment system
of some kind using the same develop-
ment team responsible for the Amiga
computer. Is the Ep1x console, in fact,
the Slipstream? Ep1x has admitted
their interest in the Slipstream project
in the British game press, but whether
or not they bring the 16-Bit unit over

The Mega Drive is the fust true 16-

Bit consolè to appear on the home
gaming scene. Utilizing a system that
i-s similar to that used in the coin-op
versions of Shinobi and Altered Beast,

the Mega Drive has the capabilities of
doing some truly remarkable stunts.

Somè of the magical tricks that Mega

canperformrange from scaling (sizing
graphiqs characters so they appear to

letiarger or smaller) to a color pallct
of over 256,000 colors!

The library of Mega Drive gamcs is

limited at this time, although Scga has

"ffie'

Hç--

SLIPSTREAM (Konix)
Processor: Rumored to be a 8088

In Europe: Planned release in sum'
mer of t89

Softwarc on: Cartridges and Disks
Third-Party SuPPort: ManY

European develoPment houses
Expected U.S. APPearance: Late

1989
Ex¡rccted Price of SYstem: $200.00 '

$2s0.00
Expected Price of Software: $50.00

anrl upÆ2S.fi) for disks
Accessories: HYdraulic simulator

chair ($150.ffi), Disk drive
Controls: Unknown
Compatible with: Nothing

- . _A system_with even more secrecy
hiding it,,Nintendo's 1,6-Bit Super
Famicom (the Famicom is the Japan-
ese equivalent of the Nintendo Enter-
tainment System) has been hailed as
"the most incrcdible game system ever
sgeql' b.y those who have been privy to
the limited cxposure that NintendoJa-
pan has givcn it.

Verysimilar in shape and size to the
existing Famicom or the P.C. Engine,
the Super Famicom will be able to play

3ny and all kinds of video games rang-
ing from Flight Simulatori (Nintendo
uses a flight simulator program in ex-
isting demonstrations) to a new Super
Mario advcnture (Super Mario Bios.
4)!

While the Super Famicom is essen-
tially finishcd, Nintendo is waiting for
the level of software support from
third-party sources to catch up with
the hardwarc, A lack of games is the
only thing plaguing the Super Fami-
com, but continued strong sales for the
8-Bit Nintendo Entertainment System
may hamper a stateside release until
sometime in 1990. Nintendo simply
doesn't need to release their 16-Bit on
these shores...they would be doing
nothing but cuttingin to the sales ofexi
isting NES consoles and carts.

rWhile more will be known about
the Super Famicom in the months to
come, a complete picture will probab-
ly not be made clear until the unit's
planned summer release in Japan.

One of the more mYsterious Pieces
of 16-Bit hardware çeming down the
piDe, the Konix SliPstream uses its
oówer to produce what sources have
'called "thä ultimate video game sys'

tem"! Labeled by insiders as an in'
credible and new application of exist'
ins hardware, tñe SliPstream is
ruiored to have some of the best

sraohics around. The unit as a whole

ís ir¡ouded in secrecY, but there is
some information cominginto the pic-

ture from highly reliable sources.

First Jf ãU, the SliPstream is
scheduled to have more than thirtY
qârnes completed bY the end of the

iear, givingit the largest library-of all

the true 16-Bit game systems. Most oI

THE SEGA 16.8IT MEGA DRIVE
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INTERI\ATIONAL
SCOREBOARD

COIN.OP GAMES
Video Games

SCORE

720
1942
t943
After Burner
Alien Slmdrome
APB
Arkanoid
Blasteroids
Bubble Bobble
Cheyenne
Contra
Crystal Castles

Double Dragon
Dragon Spirit
Endu¡o Racer
Final Lap
Galaga'88
Ghost'n Goblins
Gimme a Break
Hang-On
Ikari Warriors
Ms. Pac-Man
Night Stocker
Ninja Warriors
Operation rWolf

Out Run
Pacland
Pac-Ma¡
Pacmania
Pole Position
Pole Position II (Test)

R-Tþe
Rygar
Shinobi
Sþ Soldiers
Speed Buggy (South)

Spy Hunter
Star Wars
Super Contra
Super Dodge Ball
Super Hang-On (Expert)
Thu¡der Blade
Twin Cobra
Xenophobe

Ron Perelman
N. Watson
Brian Chapel
November Kelly
Donn Nauert
Greg Gibson
Mike Chase

MarkTwitty
Tom Gault
Donn Nauert
Jim Hernandez
Frank Sey

Brian Chapel
Dowluk See

Jack Gale
Jim Killy
Mark Reyes

Steve Donaldson
Carlos Gonzales
Don Novak
Stan Szczepanski

Darren Harris
John Wilson
Brian Chapel
Mark Twitty
Monte Poston
Mark Mendes
Tim Balderamos
Donn Nauert
Les Lagier
Jeff Peters
M.J.D.
Tseliang Yang
T,E.C.
Jeff Peters

Mark Foster
Paul Dean
Robert Mruczek
Keith McMiller
Steven Gore
MarkTwitty
Steve Ryno
Shannon Ryan
MikeWard

Lakewood, CA
Bridlington, U.K
Mesa, AZ
Toþo, Japan
C)range, CA
Placentia, CA
Houston, TX
Garden Grove, CA
Duluth, MN
Austin, TX
Nowark, CA
NcwAlbany,IN
Mcsa, AZ
Fullerton, CA
N. Miami Beach, FL
Huntington Beach, CA
Rancho Cucamonga, CA
Chico, CA
San Jose, CA
Wichita, KS
Lakewood, CA
Staten Island, NY
Kenosha, WI
Mesa, AZ
Garden Grove, CA
Da¡ona Beach, FL
London, U.K.
Rapid City, SD

Austin, TX
San Jose, CA
Rancho Cucamonga, CA
Haats, U.K.
Austin, TX
Fullerton, CA
Los Angeles' CA
Brea, CA
Upland, CA
NewYork, NY
Norfolk, VA
Austin, TX
Pasadena, CA
Fullerton, CA
Upland, CA
Madison, WI

527,100

12,L72,n0
2,947,360

68,588,000
2,269,200

r,N2,324
1,366,640

2,773,8n
5,823,600

3t9,?n9350
2,02L,û0

m2,637
130,900

400,630

4A,973,617

2:35.68

709,770

811,000
2,303

40,715,030

L,7gg,00o

878,680

7,634,900
188,900

212,350

48,651,380
4,150,400

3,L97,360

385,570

67,260
81,870

434,9æ

3,450,570
423,6N

1,215,000

L77,480

9,512,590

300,007,894

623,360
2,105,500

39,381,040

6,482,810
1,580,780

2,500,000

07t?Å187

nla
06t23188

08/07188

02102188

ü,23,188
09t23187

04t20t88
03t04188

Mtnl85
rUt2l87

nla
07lttl88
04128188

05120187

07tnl88
07t14188

nla
06t28t87

Ml27186
06128187

nla
06128187

07122188

nla
04t2s188

nla
0U28183

08/06/88

06u184
05tvuffi

n/a
ru06l87
06tzllæ
071L6188

06u186
06t281e5

01.t22184

07t23188

nla
nla
nla
nla

0LØ188

INTERI\ATI O I\AL S COREB OARI)

NAME

Pinballs
SCORE PLACE

Big Guns
Banzai Run
Clclone
F-14Tomcat
Gold Wings
High Spced
Laser Wnr
Pin Bot
Spacc Slution

After Bu¡ner
Endu¡o Racer
Fantasy Zone
Fantasy Zonc II
Global Defcnsc
Missle Dcfcnsc 3-D
Out Run
Spacc Harrior

Jelly Cartagena
JimKilly
Danny Carranza
Jelly Cartagena
Jim lGlly
Mark Moore
Jelly Cartagena
Jelly Cartagena
Jim Killy

58,234,LN
1.ó,810,890

31,486,700

38,002,920
162,780,900

24,091,9?ß

72,493,44¡
38,483,400
13,680,400

nla
07/24t88
07101.t88

nla
nla

09t?ß/87

nla
nla

02t02/88

NewYork, NY
Huntington Beach, CA
Los Angeles, CA
NewYork, NY
Tustin, CA
Marshalt TX
NewYork, NY
NewYork, NY
Tustin, CA

A¡kuniotl
Contr¡l
Doublc l)rn¡¡on
Gradiu¡
Gun.Smukc
Ka¡nov
længcndtry Wings
Mega Man
Mighty Bonrb.lrck
Rad Raccr
Rush'n Attack
SkyKid
Solomon's Kcy
Spelunkcr
Spy Hunter
Sta¡ Force
Super Pitfall
Wizards and Warriors
Zanac

Chris Ryan
Jin Hernandaz
Jim Hernandaz
Nigel Planner
Donn Nauert
Ralph Mendcs
Donn Naucrt
Brent Walkcr
Ron Perelman
JeffYonan
Jeff Yonan
Howard Kim
Steve Harris
Cha¡lesW. Lconnr(l III
Mike Dean
Donn Naucrt
Jim Hernanrlrr¡
Jin Killy
Jeff Yonan

Home Games
Nlntendo

224,900

6,553,500
1?ß,350

9843m
g9g,gg0

534,500

5,1-59,000

357,200
1,,0?Å,470

54,697

2,321,400

250,6?n

L,207,900

1,699,450

89,035

5,921,5æ
2,115,000

639,500
15,797,360

Kenosha, WI
Fremont, CA
Fremont, CA
Dayton, OH
Austin, TX
NewYork, NY
Austin, TX
Austin, TX
Costa Mesa, CA
Fremont, CA
Fremont, CA
Chicago,IL
Etiwanda, CA
Anaheim, CA
Miami, FL
Cucamonga, CA
Fremont, CA
Huntington Beach, CA
Fremont, CA

Jeff Yonur¡

GregWood
JeffPetcrs
JeffYonon
Jeff Yorrllr
Mark Rozupantki
Danny l,cc
Bill Day

9,704,000

A8:26:07

7,949,200
t6,22L,LW

715,570

637,W
54,249,L60

7,?ß6,90

t2122187

0st02/88
05t29t88
tLtL2/87
05t22t88
02/Lu88
08/09/88

nla
04t04t88
04t25/88

06t05t88
10t29t87

02t26tæ
t2/u/87
02127t88

04t12/88

04t27188

07t20tæ
04174/88

05t28t88
LzlL4/87
0uzLl88
06/L7/88

05t12t88
LLt29t87

05/10/88

wLa87

Fremont, CA
Riverside, CA
Etiwanda, CA
Fremont, CA
Fremont, CA
Seattle, rilA
San Jose, CA
Des Moines,IA

Sega

For lnformation on how to submit a high score to the APA lnternational Scoreboard,
send a self-addressed, stamped envelope to:

APA lnternatlonal scoreboard, igo20 plnon, Eilwanda, cA glzgg.
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firy",*yYQ U R CO M P E/T I T fO N

Dual auto-f¡re'
left and right
hand plaY.

Màchines.

Arcade Excitement at Home'

for Video Game Accessor¡es bY

I"
Auto-fire,
left and r¡ght
hand play.

Micro-switch control,
2 auto-f¡res.

N¡nlendo ¡s a req¡slered trademark of
N¡nlendo ol Amelica lnc.

t
ULTII"I ATE'":Earars(íc(-

Micro-switch
control. 2 auto'

fires. 2 LED
lights.

þ"
Joyst¡cks

are available
for Enterta¡nment

Systems by
N¡ntendo of

America, Sega ot
America, Atari

Corporation, and -Commodore -/ULTIT{ATE'-
-srtetE(íc(:All the features of our
standard Ult¡mate plus
2 players and NO WIRES!!
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