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Double Dragon 2 is heading this way
and yes, it DOES have two player
combo action!

Be one of the first to have an NEC
Turbografx 16 system and games
with this special EGM contest!
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Sega’s 16-Bit Genesis system prom-
. ises great graphics like these.

Super Mario 3 and Gradius 2 are in-
tense and possibly cominghere soon!
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clearly the game of choice. It's no contest.

BAD DUDES has better graphics. Better action. Better playability.
From the arcade to the Nintendo to computer formats, you can
count on a better game with BAD DUDES. And we're even

available on more systems than they are.

The joystick play is incredible—fast, smooth and responsive.
And the game play and graphics of the home versions are

amazingly frue to the arcade original.

Check it out for yourself. The martial arts excitement of
BAD DUDES makes Double Dragon play like a dinosaur.

One soon to be extinct.

BAD DUDES. From Data East. Now available on Commo-
dore, IBM, Tandy, Amiga, Atari ST and Apple I personal
computers and the Ninfendo Entertainment System.

€ 1968 DATA EASTUSA, INC

1BM s o registered hrademark of Infemationol Business Machines, Inc; Amiga ond Commadore ore registered trademarks of
Commodore Business Mochines, Inc; Apple is o registered rodemark of Appie Computens, Inc; Alari ST is o regstered trodemark
of Alari Corporafion; Nintendo ond the Nintendo Entedtoinment System ore registered trodemorks of Nintendo of Americo, Inc.

Double Drogon Computer versions: © 1988 I ), . Licensed from Technos Jopon. Double Drogon o

font publcation of Arcodia and Trodewest,
Double Drogon Nintendo. € 1986 ond TM Trodewest, In. iensed from Technos, Jopon.
Double Drogon Arcode: & 1987 TAITO AMERICAN CORPORATION

Us,

BAD DUDES MAKES
DOUBLE DRAGON PALE
BY COMPARISO

Ask anyone who's played them both in the arcade. Bad Dudes is
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WE HAVE SOMETHING TO SAY!

Welcome to the new Electronic Gaming magazine! While this may only
be our second issue, we’re moving to make Electronic Gaming the best
video game publication around. We’ve got a new logo, a new format, and
best of all, the new carts and software for the hottest game machines!
We’ve packed more reviews, tips, and tricks between these covers than
any other electronic gaming magazine published in the USA - we hope
you like it!

First of all, we've changed our reviewing format. Do you get sick of read-
ing reviews in other magazines that sound like someone rewrote the
manual? How about critics that pretend to have something to say, only to
rave about each product in the final paragraph of their review? Well, with
our new multi-reviewer format, you get the complete picture from four of
the hottest players in the nation as well as at-a-glance number ratings that
tell it like it is! We’re promising to give you plenty of solid, up-to-date
reviews (not games that are three years old) with info that will help you
buy the games that are right for you.

Electronic Gaming is also the magazine to turn to for the hottest new
game tips, tricks, and strategies! In this issue you’ll find maps for Mega
Man 2 and Guerrilla War, tips and tricks for Gyruss, Hoops, Ultima,
Vigilante, Altered Beast and more! Our Top Secret section is also loaded
with power-ups, codes, and other tricks of the trade! You can always rely
on Electronic Gaming to blast your scores to new heights and get more

out of every game you own!

Wait! Because there’s much, much more! In addition to tips and reviews
Electronic Gaming is also on the leading edge of what’s new and what’s
coming soon. Get the first look at the amazing 16-Bit Super Famicom
from Nintendo that’s set to go head-to-head with the P.C. Engine and
Mega Drive in Japan and find out where these systems are heading here
in the States. Also look for in-depth coverage of Gradius 2 and Super
Mario Bros. 3, two of the best games available for Nintendo in Japan!

~ All of this adds up to one magazine with all the firepower you need!

Electronic Gaming is made for game players by game players who have
what it takes to finish any game that comes along.

Sure, the other guys might spend a million dollars on layouts that do a
great job of candy-coating reviews that have nothing to say. But when you
think of it, that’s sort of like having a solid gold piggy bank with no money
inside. When you buy Electronic Gaming yow’re holding a million dollars
worth of content in a container that’s every bit as good as what the com-
petition has to offer.

Why don’t you be the judge? After you've read through this issue of
Electronic Gaming go out and look at what the other mags have to offer.
See if they have the same number of unbiased reviews, game secrets, or
industry info as Electronic Gaming. And when you’re through compar-
ing, let me know what you think. I know you’ll be back for more!

Steve Harris
Editor
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. great new gaming pro-
ducts coming soon in-
cluding the NEC Tur-
bografx 16 (previously
the P.C. Engine), the
Nintendo 16-Bit Super
Famicom, and the Nin-
tend hand-held Game-
Boy. This is hot info
that you won'’t find any-

Do you have a question or comment about world events? Hf you

where else, so remem-
ber, when you want the

do then go write Newsweek. But If want to jam about video and  Jirst word on all the lat-
computer games, justdrop usaline andyou mayfindyourname est gaming develop-
inthese pages. Write to Electronic Gaming, Interface, 1920 High- ments, turn to us!

land, Suite 300, Lombard, IL 60148. You won't win anything, 4

and it'll cost you a quarter, but what the heck, you only live oncel

WANTS INFO ON
MEGA DRIVE

I really want to thank you for such an
excellent game magazine. I've par-
ticularly enjoyed your articles on the
sixteen-bit game systems. Your May
issue did a great job of providing info
on all of the new systems.

I called Sega to find out more infor-
mation about their new Mega Drive,
but they won’t talk about it at all. I
know I can count on you people to get
the inside scoop.

Thanks again for the great magazine.
Keep up the good work!

Arthur Albano Jr.
Loyalton, CA

(ed. - What a super guy - thanks for the
compliments! We try our best to give you
info that is up to date and always on the
cutting edge of what is up and coming.
Look for the complete story on the Sega
16-Bit Genesis system (Mega Drive),

The Genesis, Sega’s 16-Bit super system
which will be marketed by Sega themsel-
ves (not through Tonka).

CHIP SHORTAGE -
TRUE OR FALSE?

When Nintendo says there is a micro-
chip shortage, is there really a lack of
chips or is Nintendo holding out on us?
Most of the really rad titles like Super
Mario 2 and Ninja Gai Den are never
in. Honestly, what’s up?

Chris Logan
Kansas City, MO

(ed - While there is a chip shortage that
currently has a strangle hold on many
companies like Nintendo, it is not entire-
ly to blame. Many of the quantity pro-
blems come from Nintendo’s strict al-
location program which allows them to
designate which games are good (and
deserving of million-plus runs) and
which are not so good (productions of
around 50,000). Whether or not you see
your favorite Nintendo games on store
shelves depends largely on the grade it
receives from Nintendo.)

WHERE’S
MEGA MAN 2?

I was puzzled with regard to the cover
of your May issue. On the cover it
shows a picture of Mega Man 2 and
mentions a preview of the game, but
when I looked through the magazine, I
saw only a few paragraphs and one
screen shot of the game.

Craig Jones
Glendale, CA

(ed. - We’re sorry for the misunderstand-
ing Craig. We certainly didn’t want to
mislead anyone about the content of the
book, that’s why we labeled the Mega
Man article a preview. But, to make it up
to you, you’ll find a special two page
spread on Mega Man 2 in this issue, in-
cluding some special tricks and a map to
get through and lay waste to that evil
Boss of the Timber, Woodman. Hope
you like it!)

TECHNICAL
DIFFICULTIES

I'm really stumped! In your May
issue I found your special tip booklet to
be quite helpful, but I can’t seem to get
the Shinobi and After Burner tips to
work. How about some help!

Dean Williams
Ft. Lauderdale, FL

(ed. - We really made the postal service
a small fortune on that one! We've
received letters from quite a few people
wanting to know how to get these tricks
to work. First of all, let us say that we’re
sorry for the inconvenience, and second-
ly let us give you the tricks as they were
supposed to be printed: In Shinobi you
can select your level during the title
screen by pressing the pad down while
holding button 2 while pressing Pause
100 times on After Bumner allows you to
continue past the twelth level.

Ifyou want more tips, tricks, and other-
good stuff for both the Sega and Ninten-
do, look for our special Tricks of the
Trade section elsewhere in this issuel)

CORRECTIONS

In the 16-Bit Sizzler article that ap-
peared in our Ma?(, 1989 issue we mis-
takenly listed Jaleco as a third-party
supporter of games for the P.C. En-
gine. Jalecois not supporting the sys-
tem. What the author of the article had
meant was that Jaleco games (name-
I?{ P-47 Freedom Fighters) had been
licensed for play on the P.C. Engine.
We regret the mistake.

Also, in the TOP SCORE strategy
guide we pictured Flying Dragon in
place of Link. Wow! What was our
photographer thinking?

E BANDAI

Licensed by Nintendo for play on the

ENTERTRAINMENT SYSTEM®

ATHLETIC WORLD: TM & ©1987 Baadai America, lnc.

BANOAI GOLF: CHALLENGE PEBBLE BEACH: TM & ©1988 Baadai America, loc. + DR. JECKLE AND MA. HYDE: TM Bandai. ©1988 Toba Company LTO.
MONSTER PARTY: TM & ©1989 Baadail America, lec. + STREET COP: TM & ©1987 Bandai America, lac. + XEVIOUS: TM & ©1982 1988 Kamea LTD.
NNTENOO and NINTENDO ENTERTAINMENT SYSTEM Are Trademarks of Nintendo of America lnc. » POWER PAD s & Trademark of Ninteada of America lnc.
Distributed by Bandai America, lnc. 12051 E. 166 St, Cemites, CA 90701 (213) 926-0947
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Guerrilla War

Type: Shooter Release: 05/31
Levels of Play: 9 Difficulty: Avg.

Ironsword

Type: Action/Adv Release: 08/01
Levels of Play: Difficulty: Avg.

Fester’s Quest

Type: Quest/Adv  Release: 09/01
Levels of Play: --  Difficulty: Hard

Mega Man 2

Type: Action Release: 06/01
Levels of Play: 9 Difficulty: Avg.

3 Stooges

Type: Act/Quest  Release: 09/01
Levels of Play: 30  Difficulty: Easy
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SNK is back on the battlefield once again
with their latest arcade translation, Guerril-
la War.

Deep in the jungles you lead a revolution
against an evil dictator. By yourself, or
with a partner, you take on the army be-
hind enemy lines while rescuing P.O.W.s..
Blow the enemy away with your machine
gun, or go for the super firepower in one
of the allied tanks and do some serious
damage.

Rescue the prisoners, gather the power-
upsand head for the enemy headquarters!

Kuros is back In this sequel to the award-
winning action/quest adventure, Wizards
and Warriors. This time the challenge is
even greater, with more evil creatures, hid-
den spells and potions, and danger lurk-
ing around every corner. Search for bonus
rooms packed with surprises, find the
keys, and advance to the next level. But
first you have to deal with that Boss...
Ironsword: Wizards and Warriors Il goes
beyond the original with new characters,
password features, and plenty of adven-
turel

Poor Uncle Fester] He was the only one
who knew of the UFO invasion and now all
of the people in the town, except for the
Addams Family, have been whisked away
by this alien craft! It's up to Uncle Fester,
with a little help from you and the rest of
the Addams clan, to locate all of the tools
that will be necessary to eliminate the in-
human menace and bring all the people
back.

Lots of shoot-em-up action, first-person
mazes, and deadly Boss creatures make
this quest game one of the most difficult!

Dr. Wily is back again with a new cast of
super-human nasties! Mega Man 2 re-
turns where the first game left off, only this
time Mega must take on eight brand new
bad guys! Each one of these genetically
altered Bosses has a special ability that
Mega Man can obtain - but first he has to
beat them and the guards that patrol each
fortification.

Mega Man 2 has eight levels of play lead-
ing up to the final confrontation with the
evil old Doc himself!

Nyuk, nyuk, nyuk...

Those loveable and laughable 3 Stooges
are back for more in this video game ver-
sion of the popular computer game.

Guide each of the stooges through a
variety of obstacle courses and reflex test-
ers to gather money and pay off the mean
old land lord who holds the mortgage on
the orphanage!

Superb animated intermissions from the
movies, as well as the digitized voices of
Moe, Larry and Curly make the 3 Stooges
as fun to watch as it is to play!

The editor of Electronic Gaming
prefers to play high action
gameslike R-Type, as well as ad-
venture contests like Mega Man
2. While Steve Is an avid fan of
both the NES and Sega, the new
machines like Turbografx 16 and
GameBoy are his favorites.

m-=C m —i »

Guerrilla War follows in the footsteps of lkari
and Iron Tank. While the territory may be
familiar, the action is fast-paced and the
graphics and sounds are exceptional. The
bullt-in continue unfortunately eliminates
much of the challenge, but it is still good
game nevertheless.

| liked Ironsword a lot! Even though the
game requires the same precise jumps that
| hated from the original, Ironsword is so big,
and has so much to offer, most of the com-
petition pales by comparison. Absolutely
fantastic graphlcs and heaps of action make
Ironsword a must havel

Fester's Quest is not an exceptional action
game or adventure game. The fighting is
very straightforward and most of the real
combat is between Fester and the Boss
aliens who are next to Impossible to beat.
There are some redeeming features, how-
ver, and the opening music is very good.

Mega Man 2 is one of the best games I've
played in a long time. It has a perfect blend
of action and surprise that is usually seen
only in games like Super Mario. The first
Mega Man was a sleeper hit, but this one is
even better, with plenty of new enhance-
ments, Highly recommended!

3 Stooges is one game made up of several
"mini-games", none of which are complex
or action-packed. Most are simple obstacle
courses, with pay checks cashed depend-
ing on how well you do in each. Not a lot of
excitement, but the graphics and sounds
are absolutely incredible and worth a look.

Ed likes adventure quest games
that require thinking as well as
well as action like Spell Caster
from Sega. Ed favors the Sega
system due to its library of such
games. Ed’s got his eye on the
NEC Turbografx, and is waiting
to see the games to come.

o m

SNK's developing a reputation of making
only shoot-em-up war games. While this is
immensely better than Victory Road, it's lit-
tle more than a complex version of Ikari 2.
Extremely detailed graphics and continue
feature make this the best shooter In
months,

A worthy sequel that fortunately is better
than the original. Ironsword Is longer, har-
der, more involving, and deeper, with some
very different features that make it excep-
tional. There are more spells, weapons, and
better music and graphics. Better than the
original in every way.

The graphics in Fester's Quest are better
than average, but the whole game doesn't
supply much variety. The maze sequences
are not complex and basically only need to
be walked through, The Addams’ family
theme isn't that excliting either. Fester’s
Quest Is a very average game.

A worthy successor to the original Mega
Man. This one is better than it's predeces-
sor in several ways, it's harder, the castle is
more difficult, and Wily is back with more
dangers in more lands than before. The
power-ups, difficulty select and Password
make this a great game. Super tunes also.

3 Stooges Is oriented to an older crowd that
can appreciate the slapstick humor. For us
older gamers this game is a riot, with non-
stop laughs and entertainment. The
digitized graphics are exceptional and the
sound effects are the best in any Nintendo
game released.

Donn enjoys a variety of different
types of games, especially
shooters like Star Soldiers. Plays
more Nintendo than Sega, al-
though he’s mastered many of
the games coming out soon for
Sega's Genesis.

- -

This version of Guerrilla War s a little easier
than the arcade version and Is definitely
worth looking at although It's not quite the
game that Iron Tank was. The unlimited
continue feature ruins most of the long-term
challenge of this game, but the game Itself
Is very, very good.

Ironsword Is a very good game with nice
graphics highlighting an Involving adven-
ture theme. The game requires precise
movements that detract from play In several
areas - but it Is definitely an above-average
title.

There's not a lot of action in Fester's Quest.

You basically run around, trying to find cer-
tain items and only stopping to fight a cou-
ple of Boss characters along the way. It'sa
slow game that doesn't have much action
or adventure and Is unbalanced with Boss
creatures that are too fast for the slow pace.

Mega Man 2 is one of those must-buy
games of the year, It's just a tad too easy
and will probably be no big problem for
seasoned players to beat. Excellent
graphics and sound, with exceptional game
play that is perfect in every way!

There’s not much game here, but there are
some interesting scenes that unfortunately
don’t change from round to round. The
voice effects, of course, are what you notice
first. The stooges do look and sound like
the stooges but the game Is just too shallow
to hold up to repeated play.

Jim is the best game player on
the Electronic Gaming staff, hav-
ing mastered over 200 games for
the Nintendo and Sega systems.
Jim was the first to master
Sega's Phantasy Star and often
comes up with great tricks when
he rips through the games.

T -

I'd categorize Guerrilla War as the best out
of all the Ikari-type games that SNK has pro-
duced so far, It has great graphics and the
control is nice. There is some flicker when a
lot Is happening on the screen, but it's not
too bad. The two-player feature Is also cool.

| have nothing bad to say about Ironsword.
The graphics are great, even better than the
firstl There are more spells, weapons, and
a Passcode that makes the whole thing play
more like a quest game while retaining the
action elements. If you liked Wizards and
Warriors, you'll love Ironsword.

Awesome music, but this one only has O.K.
graphics. The game as a whole is alright,
but the quest Is just too easy. [t's basically
a bunch of mini-quests that are easily
beaten, tied together with very difficult Boss
characters that make the game un-
balanced.

Awesome! | liked Mega Man a lot, and
didn't think Capcom was going to be able
to top it, but they did! The graphics are bet-
ter than the first, it's longer, and there's even
a Password option. The only negative is
that it's easier than the first one but that's
not much of a detraction! Great game!

3 Stooges is O.K,, but it's not a great game.
The full screen graphics are very detailed
and humorous, but the rest of the game
graphics are poorly done. It seems like
most of the attention was put on the graphic
pictures and sounds and none on the game
characters or play.

10
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Adventures of Lolo

Type: Act/Adv ~ Release: Now
Levels of Play: 50  Difficulty: Avg.

Operation Wolf

Type: Act/Gun  Release: Now
Levels of Play: 6  Difficulty: Avg,

Q*Bert

Type: Action Release: Now
Levels of Play: 36  Difficulty: Easy

L -

That happy-go-lucky ball of fur, Lolo, has
quite a task ahead of him! Not only does
he have to traverse the flfty rooms of the
Great Devil's Castle, collecting heart
framers and treasures, on a mission to
save the Princess Lala and the kingdom of
Eden.

To get through each level, Lolo must move
objects and gather up the framers to ex-
pose the treasure chest and move on to
higher levels, But bewarel Acrazy cast of
enemies will shadow your every move in
an effort to put an end to your quest.

You're In command of an elite group of in«
filtrators, sent behind enemy lines to
eliminate the rebel armies and rescue the
five C.I.A. hostages. With your machine
gun atyourside and a satchel of grenades,
you advance Into combat against enemy
soldiers, hellcoptors, tanks, paratroopers,
and morel You control the action with
either your Zapper or Joysticks through six
progressively difficult stages of play as
you blast your opponents, before they
blast you!

Q*Bert has jumped straight from the ar-
cades to the NES| This cube-hopping ar-
cade legend lives on In this faithful trans-
latlon from Konaml,

In Q*Bert you must guide the two-leg-ged
nose around a pyramid comprised of
cubes. As he hops from cube to cube, the
surface of the cubes will change. As the
game becomes more difficult, it requires
multiple hits before the cube Is the right
color, A cast of wierd and wacky charac-
ters stand in Q*Bert's way and mess up his
blocks.

Mappyland

Type: Action
Levels of Play: 5

Release: Now
Difficulty: Easy

Flying Dragon

Type: Action Release: 09/01
Levels of Play: --  Difficulty: Easy

Hydlide

Release: 06/31
Difficulty: Hard

Type: Quest
Levels of Play: --

7
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You're Mappy, the mouse-policeman who
must keep law and order through five
changing levels of difficulty.

In addition to jumping and running after
the nasty Boss cat and mischievous little
cats, Mappy can also use a variety of spe-
cial enhancements like the rubber-band
trampolines and closed doors to get away
from the bad guys and rescue his beauti-
ful girlfirend. Cannons, power beams,
and special feathers can also be used to
stop the Boss and give you extra time to
collect all of the items scattered about the

Flying Dragon is Culture Brain's contribu-
tion to the ever-growing karate and kung-
fu game genres, While it shares many
things in common with earlier hits like
Karate Champ and Kung-Fu Master,
Flylng Dragon introduces a new form of
play where the game actually teaches you
the moves you need to know.

With play that progresses through training
modes, fighting scenes, and a World
Champlonship  competition,  Flying
Dragon has plenty of chop-suey kicks and
martlal arts thrills,

Hydlide Is FCl's follow-up to the hugely
popular RPG title, Ultima, Although Hyd-
lide doesn't have much in common with
Ultima, it does retain some of the same
basio play elements and guarantees plen-
ty of play value. You won't beat this one
the same night you get It.

You control the warrior Jim on a quest to
bring peace to Fairyland. On your way you
must retrieve a number of weapons and
power-ups that are necessary to complete
the adventure. Standard RPG functions
are enhanced with several action routines.

Lolo is an absolutely entrancing game!
While it may not be high on shoot-em-up ac-
tion, it does have game play that is addict-
ing beyond bellef! ItIs supported by some
slick graphics, Jazzy tunes, and Is packed
with surprises. Lolo may not be a hot ar-
cade name - but it Is great! A sleeper hit|

On Its own, Operation Wolf is a very good
shooting game, with nicely detalled scroll-
Ing background, lots of enemy characters,
and a good supply of secret power-ups, It
doesn't compare to the coin-op, however,
The joystick handling is awkward, but is bet-
ter than the gun for higher scores,

Q*Bert was always one of my favorite ar-
cade games and Konami's gotten It just
about perfect! The graphics look pretty
much the same, and although that strange
volce Is missing, the sounds are close as
well, The control will draw complaints from
some, but two bullt-in modes help out.

Mappyland is a great sequel to the original
Mappy game. The new scrolling and multi-
level features really make this game shine.
It's very easy to play, but is loaded with
things to discover and ways to increase your
score! It may not look like a revolutionary
game, but it plays better than most.

Flying Dragon has a very strange look and
feel. The colors that are used in the game
characters appear washed out, and seem to
blend in with the background. The control
of the game characters is also lacking. The
concept is nothing new, and Is further mud-
dled by a lack of direction.

Hydlide s a little tricky to get started, but
once you've worked your power up you can
concentrate more on the game. While I'm
not the biggest fan of RPG type games, this
one does have some redeeming features.
The graphics and sounds are rough, but the
game play holds many hours of surprises.

| feel sorry for this game. It is similar to
Soloman's Key, a challenging combination
of action strategy. Lolo requires exper-
menting, through trial and error, to find the
correct pattern for each level. Kiddle graph-
ics disguise a game that Is for all ages and
filled with countless hours of enjoyment!

In reviewing Operation Wolf, | see itas a gun
game more than a Joystick game. As a gun
game itis excellent, absolutely the very best
avallable for the NES. There's non-stop ac-
tion, lots of good looks, and just a touch of
strategy Is required to conserve ammo, Ex-
tremely complex and very satisfying.

Yes, Konami's version of Q*Bert Is true to
the arcades, but just like the coln-op itis too
repetitive and has only one screen, Like all
the other versions, this one has sloppy con-
trols too. This may have been cute in '84,
but today's games need more than the
same screen with little variety.

There's just no such thing as a kiddie game.
While Mappyland may have characters, set-
tings, and tunes geared toward younger
players, It is not a game that will be fully ap-
preclated by anyone under 16. The game
play is good, but the package unfortunate-
ly misses the mark.

The kung-fu theme of Flying Dragon Is over-
worked. There Is no room for an average
karate game which this Is, especially when
comparisons with outstanding titles like
Ninja Gal Den are inevitable. While the con-
cept may have been good enough a year
ago, it's just not enough to make it now.

Ican't remember what this game was about.
That's about all | can say about Hydlide,

Pretty good graphics and music enhance
this action/strategy hybrid that is highly ad-
dictive. Adventures of Lolo Is a very good
game that can be played by beginners and
hold the attention of advanced players alike.
Take a look at this one.

Solid action! Good shooting game with
above average graphics (although not as
good as the arcade version). One thing |
don't like Is the collision detection and the
control of the cross hairs in the Joystick
mode. You waste a lot of ammunition and
many times end up missing your target.

This Is a good translation from the original
arcade Q*Bert game. There’s not much to
say, it's Q*Bert,

Mappyland is a good continuation of the ar-
cade version, even though the theme is alit-
tle different. There's a lot to Interact with,
which may limit its appeal to older players,
but it is decent. Mappy starts out kind of
slow, but the graphics and other features
come together nicely.

Just another karate game.

Hydlide is a good game with graphics that
are average and music that Is not too terrib-
ly annoying. 90% of the game Is comprised
of building up energy to play the other 10%.
A good alternative to Ultima, Zelda, and
other quest-oriented RPG games.

Adventures of Lolo Is a good thinking game
with nice graphics and sounds. It's not un-
beatable, despite the number of rooms that
must be overcome. This one’s a good
change of pace if you're sick of shooters
and want an alternative to Legend of Zelda.

This was a big disappointment from the ar-
cade to home - although many of the best
features would be very hard to convert to the
NES. ltIs, however, the best Zapper game,
although, ironically, the joystick mode Is
better for rapid-fire action.

Konami's version Is good for Q*Bert, butit's
too old. The graphics are alright, but the
game doesn't demand too much. You have
to like Q*Bert to like this game.

This game is addicting - | started and didn’t
want to stop. The graphics are average, but
it's a good game with challenging play
that's loaded with secrets, yet not too com-
plex to get the hang of,
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Flying Dragon is repetitive and not much
fun. The control is jerky as well as the scroll-
ing. Besides these problems, however, it is
probably my favorite one-on-one kung-fu
kick-em-up due to the ease of play and the
way the game teaches you how to become
more effective in higher rounds,

The graphics in Hydlide are not too good. |
was also confused by the action sequences
and what was supposed to be done. Ittakes
a while to catch on and start the game and
it Is probably good if you already beat
Zelda, but | don't care enough about role-
playing games to put in that much effort.




Alex Kidd in High Tech

Type: Quest Release: 07/01
Levels of Play: --  Difficulty: Avg.

Reggie Jackson

Type: Sports Release: Now
Levels of Play: --  Difficulty: Avg.

Galaxy Force

Type: Shooter Release: 10/10
Levels of Play: 5 Difficulty: Avg,

PRINCE ALEX "PAPA.DID Y(
SE A SHEET OF NOTE PAPH
BY ANY CHANCE?"™

Alex Kidd is back again with a whole new
adventure that is very different from his
two previous games.

This time Alex takes on the High Tech
World in search of a map that will lead him
to the local arcade. He must talk with the
various people who populate High Tech
World who will give clues and reward him
with sections of the map. Action sequen-
ces are placed between the different
rooms that Alex must explore to add great-
er depth to this quest game.

Step up to the plate for some super
baseball thrills courtesy of Sega and Reg-
gie Jackson. In this new baseball game,
which improves upon their Great Baseball
title, you command a team for an entire
season.

The centerpiece of this game is a highly
detailed pitcher-hitter dual while simultan-
eously controlling your outfielders and
base runners. Hit bunts, line drives, pop
outs, and home runs in this realistic sim-
ulation of baseball that carries the signi-
ture of one of the game’s all-time legends.

Blast into orbit with Activision's fourth
release for the Sega Master System,
Galaxy Force. Commanding an intergal-
actic star fighter, you must choose the
planet to attack and blow your way
through the alien defenses on the surface.
Reach the inner chambers of the planets
and game play switches to inside the
planet where you must traverse the wind-
ing corridors that lead to the nuclear reac-
tor. Destroy the power core and blow the
planets out of the stars.

| was not overly impressed with Alex Kidd in
High Tech World. |loved the first Alex Kidd
game and felt that the second was too much
of a kiddie game. The third try at Alex Kidd
doesn't have enough action in the action
scenes and the whole quest is slow and
tedious. Not much fun.

Reggle Jackson Is an exceptional baseball
game that is much better than Great
Baseball. If you want a Baseball game this
one will do fine. It would be neat, however,
if someone would take a sports theme and
jazz it up a bit. How about Blood and Guts
baseball?

For a 1 meg game, Alex Kidd is unbelievab-
ly complex. Not as much action as the first
and no where near as simple as the second.
The game consists of a large number of
games within the game - a feature | espe-
cially like. This one is very hard - but the
Pass Key and time limit helps out.

Definitely Sega's best attempt at a baseball
game that compares favorably with
Nintendo's Baseball. Simulates all aspects
of the game, including relief pitchers, steal-
ing, etc. RJ has a nice close-up of the Im-
portant batter/pitcher confrontation. Worlds
ahead of their first baseball game.

Galaxy Force was nothing special in the ar-
cades and It hasn’t been improved much
here. The game does have some fantastic
graphics, but doesn't take advantage of the
four meg powering it. Instead of an inter-
galactic conflict, you're treated to another

shoot-em-up - this time with pretty graphics.

This is After Burner in a spaceship with

graphically detailed action sequences setin
outer space. However, with only four dif-
ferent landscapes in a four-meg cart, Gal-
axy Force just doesn't have enough. It's
outstanding in many ways, but with more
screens and variety it could be superb.

This one seems like a fun game, and it
probably is if you're in the 5-12 year-old
group. The graphics are good and | like the
Alex Kidd theme, but for a quest game it is
very easy. This one will hold your interest
for a few minutes unless you're very young.

Adecent baseball game with some nice fea-
tures that are not always useful (like having
the ability to have the outfielders jump). Lots
of good looks, but not overly exciting to

play.

Above average graphics help this pretty
straightforward shooter. Things get kind of
choppy In some areas, however. Not a lot
of variety - if you get through one round
you've basically gotten through them all.

Asaquest Alex Kidd has its good points, like
requiring one step to be completed before
the next can be attempted. The quests
within the main quest are good and the Pass
Word is extremely useful, especially when
you're high into the game. The graphics are
only average - good for a kiddie quest.

Cool baseball game. Graphics and anima-
tion of pitcher and batter look extremely re-
alistic. Overhead of stadium is nicely done
as well, especially when the ball is hit high
and you can see the depth. The sounds are
also good, with a nice aluminum bat hitting
the ball whenever contact is made.

Activision’s After Burner with better graphics
but not as many levels. The backgrounds,
especially over the fire world and when
fighting the last Boss, are extremely cool. If
it had more rounds it would have been bet-
ter, but as it is now Galaxy Force is pretty
good for a shooter.
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troops. With moves you've never seen on the

screen before, 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.

| Mappy-Land." Finally, a game that's tough enough
to challenge the Nintendo expert, while

still being fun for children of all ages.
Mappy, the policeman, takes you on

Now Japan's hottest games are
getting America’s highest reviews.

A whole new crop of Japanese
Nintendo® favorites are getting thumbs-
upacross the U.S. Intense graphics.
Endless action. Blasting sounds. Cool
moves. They're here now from Taxan.

Star Soldier." 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 you meet the final Starbrain, you'll
have to outwit, and outfight a slew 3
of evil warriors, each with their 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 playing.

Mystery Quest.” 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 will discover the
sources of energy to continue your quest.
Weird creatures lurk in every corner. Get
pastthem all, find the keys, get to the magic
and become a wizard! Get really good and
go for 100 million points!

Fist of the North Star." In this thriller,
you are Ken, the Fist. You have returned to

~ entrances, exits, and complex sub-

" bearmed 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 tdss you another surprise.

What are you waiting for? Try out these fun,

exciting new games today and find out why

the most dedicated Nintendo players think

Taxan games are so “Rad.” Call or write us

for further information: Taxan USA,

161 Nortech Parkway, San Jose,
CA 95134.

LICENSED BY NINTENDO
FOR PLAY ON THE

ENTERTRAINMENT
SYSTEM*

_ fourincreasingly difficult adventures
- through eight lands, each with secret

* areas. In your various adventures, you'll

TAX/AN

Consumer Division

Taxan isaregisic of Taxan USA C: Nintendo and

of America Inc, Star Soldier |5 a trademark of and licensed from Hudson
Soft. Mystery Quest is a trademark of and licensed from Carry Lab. Fist
of the North Star copyright by and licensed from Toei Animation.
Mappy-Landisa mﬁrmm of and copyright protected by Namco Lid.

the Central Imperial Capital to free it from the
malevolent Emperor Heaven and his battle-hardened

Nintendo are registered of Nintendo
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Acclaim’s

Double Dragon M2
THE REVENCGE

Double Dragon, the runaway award-winner of 1988, is
getting ready to strike again in both the arcades and at
home! Courtesy of the folks at Romstar (through a
special arrangement with American Technos), Double
Dragon II: The Revenge is on the coin-op horizon and it
is a blast!

In this super arcade follow-up, Double Dragon II
continues the adventures of Billy and Jimmy Lee, out to
clean up the city and eliminate an evil alliance of
criminals who have taken over the cities as well as the
beautiful Marion. Needless to say, you are mad and out
for blood!

Although the game play may be similar to the original
in many ways, it expands upon the first game’s appeal
with a whole new cast of maniac street thugs as well as
some additional punching and kicking techniques (like a
reverse kick, for instance). These new features, com-
bined with a whole new world of spectacular scrolling
graphics, giant animated characters, and sound effects
make Double Dragon II: The Revenge play like an
entirely new game in many respects.

In addition to boasting game play and graphics that are
even better than the first Double Dragon game, Double
Dragon II: The Revenge offers the same simultaneous
two-player action that lets you and a friend take on the
mean streets together! Not only does this make The
Revenge look, and feel more like a brand new game, it
also helps out the odds when a gang of hoods has you
surrounded!

One of Double Dragon II: The Revenge’s most stun-
ning features are the incredible background and fore-
ground graphics which serve as the setting for each of
your kick-em-up encounters! The playfield scrolls
smoothly by as you take on each new set of attackers.
The enemy characters themselves are also rendered with
exceptional detail and clarity, with a different person-
ality and mode of attack evident with each new member
of the gang’s varied cast of killers! Without a doubt,
these are some of the best graphics ever seen in an arcade
action title!

If a good street fight is what you’re looking for, then
Double Dragon II: The Revenge will more than likely fill
any needs you may have. The entire game is very
impressive — when you see the bad guys flying through
the air with knives in their hands you can begin to
appreciate the extra work that went into making this
game as perfect as it could be. The Revenge is more
difficult than the original Double Dragon, but by the
same token, it’s a lot more fun!

While American Technos has announced that the
home version of Double Dragon II: The Revenge will

Double Dragon lI: The
Revenge has plenty of
new features like spec-
tacular scrolling
graphics, and giant
animated game charac-
ters throughout!!!

be going to Acclaim and not Tradewest, advance copies
of the home version appear to be equally outstanding,
capturing most of the elements of the arcade counter-
part! Although it's not expected to be seen for play on the
Nintendo Entertainment System until the end of the year,
you can bet that this great new game will get plenty of
attention when it’s released!
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Team USA is on its way to a Cinderella
success story in the Super Dodge Ball
World Cup Ehampionships. From out of
nowhere, this scrappy bunch of rookies
is avancing to the final round of com-
petition. But, seven powerful teams Still
stand between Team USA and their ulti-
mate challenge; the long awaited grudge
match with the undefeated, defending

world champions, leam Russia. Only you
can lead the U.S. to vigtory over the
highly-favered compelition, and give them
the chance to crush the mighty Soviets.

= 1 or 2 players

= Multi-dimensional, high-resolution
graphics

= 7 increasing levels of challenge

COOnl,

Watch for detaifs on the Super Dodge Ball World Cup.
It's coming soon to 3 city near you,

Go-sponsored by GSE Imagesoft Ing~ and

Sony " Corporation of America.

licensed By Nintendo for Play On The

ENTERTARAINMENT
SYSTEM’
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SNK's

P.O.W.

The runaway arcade hit of 1988
is coming home for play on the
NES very soon, courtesy of SNK.
While the two player simul-
taneous feature is unfortunately
missing, P.O.W. still stands as one
of the best looking and best play-
ing Nintendo games on the
horizon.

Similar in approach to Double
Dragon and other fighting games,

P.O.W. is set in the jungles of
some far-away jungle land.
Fantastic graphics, with amaz-
ing detail and animation, serve
as the backdrop to the main
combat action.

The home version of P.O.W,
expands upon the coin-op with
additional rooms that contain
secret weapons and bonus
power-ups. Great game!

Double Dragon style fighting action
meets military combat in SNKs latest
warfare epic, P.O.W. - Prisoner of War!

American Sammy's

THUNDERCADE

Hot on the heels of their first
NES release, Amagon, American
Sammy is back again with an ar-
cade shooter adapted from the
coin-op original.

Thundercade is similar to many
other scrolling shoot-em-ups,
only this time you’re not in a plane
or space ship. You command a
motorcycle packed with fire-
power on a secret mission to stop

an enemy aggressor.
Thundercade is loaded with
special incentives, secret pow-
er-ups, and lots of intense
slam-bam-boom-bang fighting
action. Thundercade continu-
ously throws something new at
you with every twist and turn of
the road. This one definitely
puts American Sammy on the
road to NES prominence.

Lay waste to the enemy compounds to
reveal secret power-ups and 1Up bonus
lives!

CSG Imagesoft's

SUPER DODCE BALL

Developed by the brains behind
Double Dragon, Super Dodge
Ball brings all of the fun and
strategy of the backyard game up
to the professional level in a chal-
lenging contest of skill against
some of the nastiest video athletes
around.

Based on the little seen arcade
sleeper of the same name, Super
Dodge Ball is divided into several

matches that place the U.S.
team (which you represent)
against pro teams from around
the world. You work your way
up through the rankings, using
a variety of special moves and
power throws, to take on the ul-
timate opponent - the Russ-
ians! Super Dodge Ballis filled
with great graphics and plenty
of challenge.

backdrop for the Super Dodge Ball
championships!

many other joysticks currently on the

market, with a base measuring roughly ULTIHATE B,,/
8" X 6", with a sleek, sloped design and @M@E@@Uﬂ@
suction cup feet for optimum stability. | (Beeshu)
The joystick graces the left portion of
Here comes the 1z

NED ADVANTAGRE %
(Nintendo)

True to its name, this joystick offers
playing advantages plus a host of other
benefits that together made it unlike
anything ever seen before when it was
released; both in and out of the ar-
cades!

This attractive unit boasts the sag

I TERRUPT THIS MAGAZINE TO BRING
NES master unit. Measuring r¢
ey esid] THIS IMPORTANT ANNOUNCEMENT:
of the first to claim honors for *
eight direction "arcade-style"
tions, The joystick exten
proximately three inches from
favoring the left portion of
The meétal stem is topped wit,
plastic ball just like the joyst;
on most of your coin-op fav
Connecting the NES Adv:
the main systemis a6’ cord
at the end to accommoda
tick ports. This thoug
makes it easier for two pes
ing between plays to enij

THE PEOPLE WHO DEVELOPED MAT MANIA,
MANIA CHALLENGE, RENEGADE, DOUBLE DRAGON,
VBALL, AND DOUBLE DRAGON II “THE REVENGE]
HAVE JUST RELEASED THEIR FIRST
NINTENDO ENTERTAINMENT SYSTEM GAME

RIVER CITY RANSOM.

FOR A PREVIEW, VISIT YOUR NEAREST NES DEALER.

AIMERICAN TECHNOS INC

simultaneous game
Bros. or Ikari Warri;

The |IA1I and ||Bl! |
to the right of the ¢

WE NOW RETURN YOU TO YOUR MAGAZINE.
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A NEW BREED OF JOYSTICK
THAT DOES IT ALL - BEESHU’S GIZMO!

Beeshu, the New Jersey manufacturer of high action
joysticks, has long been known as a leading producer of
quality peripherals for every game system on the market.
Now the folks at Beeshu have their sights set on a remark-
able new joystick that’s sure to leave the competition in
the dust!

Called the GIZMO, this remarkable new stick is pack-
ed with all the firepower you need to take on the dead-
liest of video game adversaries. Not only does the Gizmo
have the quality design and craftsmanship that have be-
come Beeshu trademarks, it also allows gamers, for the
first time ever, to enjoy games in
complete privacy - thanks to a pair of
earphones that plug into the stick it-
self!

The Gizmo uses the same leaf-
switch assembly that Beeshu pop-
ularized with their discontinued
Jammer joystick. This gives the Giz-
mo a very smooth feel that is practi-
callyidentical to what you would find
in an arcade!

In addition to superior control, the
Gizmo also offers a multitude of ad-
ditional options. These unique fea-
tures include dual Dial-A-Speed sel-
ect knobs for rapid fire action, Slow
Motion to put the enemy in its place,
and a one or two player switch that
allows two people to share the same
stick!

But the Gizmo doesn’t stop there!
Add to the list of enhancements two
sets of buttons for both left and right-
handed players, and special buttons
that disable specific buttons so that
you don’t accidentally hit a button on

the opposite side of this oversized unit. And to top it all
off, the Gizmo has a volume control that lets you adjust
the sound of your games while playing with headphones
on! Without a doubt, the Gizmo’s got it all!

Besides all of these incredible embellishments over the
conventional joystick, the Beeshu Gizmo also passes the
test by which all joysticks are compared - it improves your
game play and your scores!

So if you want a stick that has it all and does it all, you
don’t need to look any further, the Beeshu Gizmo is for
you!

Beeshu’s gone absolutely Gizmonic with their latest joystick invention. Called the
Gizmo, it has great control and is the first Nintendo stick to use headphones!

Terrorism has reached new heights. AATOM
(Atomic Age Terrorist Organization of Miracali) has
constructed its own nuclear power plant, and threat-
ens the world with atomic terror.

The world powers have decided to initiate operation
THUNDERCADE to stop AATOM. Equipped with a
high-performance combat motorcycle, sidecar can-
nons, and backed by a precision B-7 bomber, you
set out on your dangerous mission.

Start in the city streets and continue through bases,
woodlands and the fortress before reaching the
heavily guarded nuclear power plant.

With a hit-miss ratio display at the end of each
stage, you can improve your attack efficiency.
Have a friend join in and save the world together!

#0400
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Sammy

 LICENSED BY NINTENDO®
FORPLAYONTHE

« Simultaneous two-player game!
» Arcade Megabhit!

2421 250th Street, Suite D-104, Torrance, California 90501
Phone: (213) 320-7167

Sammy™ and THUNDERCADE™ are trademarks of American Sammy Corporation. Nintendo"
and Nintendo Entertalnment System” are registered trademarks of Nintendo of America Inc.




A DOMINATING FORCE IS COMING...

Nexoft may be a new name to you, but
in the months to come we can guaran-
tee that you'll be hearing more and
more from this exciting new company.

Like many of Nintendo’s third-party
licensees, Nexoft has its roots planted
firmly in Japan where its parent com-
pany, ASCII Corporation, is involved
in many different areas that include
publishing, software development, and
peripherals. Believe it or not, the Nin-
tendo "Advantage" joystick is manufac-
tured for Nintendo by ASCII! While
ASCII is involved in many different

things, video games and video game re-
lated items continue to be their strong-
est products.

Now that ASCII has secured a Nin-
tendo license, they will begin distribut-
ing several of their biggest Nintendo
hits under the Nexoft label. Nexoft also
has big plans to begin distributing a new
line of joysticks and peripherals under
the "Dominator Series" title. One of the
company’s first endeavors will be a
wireless joystick (similar to the Cam-
erica Freedom Stick and Beeshu Re-
mote Ultimate) that will also let you

P EEESETET ASSSESTITTEDT T h
AT o S e i iy
= == =
— = &

NEXOFT CORPORATION

plug in your other Nintendo peripher-

als and enjoy the freedom of remote -

control play! That means you can hook
your NES Advantage, Beeshu Ulti-
mate, or other joystick into the same
adapter and go at it from anywhere in
the room! Recognizing Nexoft’s lead-
ership in the competitive peripheral
market, you can bet that the Dominator
series will be state-of-the-art and def-
initely improve your scores!

Nexoft also has several other surprises
waiting in their goodie basket, in addi-
tion to the joysticks and video games
they will soon have for available
for your Nintendo Entertainment
System. Watch for this company
to make a big move very soon.

Nexoft Corporation
3868 Carson Street, Suite 211
Torrance, CA 90503

A SUPER CONTEST...

Video game contests never seem to
be frequent enough for those who can
really rip up the games. Now, thanks to
the folks at CSG Imagesoft, hot shot
players across the U.S. will be able to
show off for fame and prizes in their
Super Dodge Ball World Cup competi-
tion!

Super Dodge Ball, based on the ar-
cade cult classic, puts you in control of
the meanest bunch of athletes ever seen
in a video game. You must use your
skills at avoiding and throwing a ball at
opposing teams from around the world.
Master the various techniques and
throws and you could find yourself bat-

tling those ruthless Russians and their
number one ranked team of Super
Dodge Ball superstars!

If you're lucky, you could also find
yourself competing with other Super
Dodge Ball enthusiasts around the
country for the title of Super Dodge
Ball World Cup Champion of 1989!

The regional contests will be held in
Boston, New York, Chicago, Los
Angeles, and Seattle, with the winner
from each region meeting in Seattle on
October 27th and 28th for the World Cup
Finals!

Special gifts in the form of an assort-
ment of products from the "My First
Sony" series will be awarded to winners,

CSG Imagesoft
9200 Sunset Boulevard, Suite 820
Los Angeles, CA 90069

A Videocassette On
Nintendo® Compatible Games
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SEEING IS BELIEVING!

NINTENDO’S FOUR-
PLAYER COMBO

Up until now, if you wanted the
hottest video game secrets, you had
to pick up the latest copy of Elec-
tronic Gaming Monthly. But now,
thanks to MPI Home Video, you
can get the complete scoop on over
two dozen top secret tips with their
new video cassette tape, "Secret
Video Game Tricks, Codes, and
Strategies."

This one hour instructional video
has everything you need to know to
blast past hot games like Simon’s
Quest, Life Force, Contra, Double
Dragon, Metal Gear and more!
This fast-paced program shows
you how to perform hidden power-
ups, level selects, and continues, as
well as locations of hidden rooms
and ways to pump up your score
like never before! You'll be play-
ing like a seasoned pro in no time
thanks to the info on Volume One

ofthe "Secrets" tape. Want to know
how to warp to higher levels of
play? Or what about the hottest
codes that start you with everything
you need to win? Secret Video
Game  Tricks, Codes, and
Strategies is packed with all this
and more!

The game secrets come straight
from the U.S. National Video
Game Team, the only group of re-
cognized video game champions in
the world! These superstars strut
their stuff and actually demon-
strate each trick. Team Captain
Donn Nauert along with team
members Jim Allee and Shane Oli-
vo, walk you through each tip and
show you had to send your scores
out of this world!

To order call toll-free:
1-800-338-7710
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Very soon Nintendo will make it possible to play
games with up to four player simultaneous invol-
vement. Just think...no more two player versions
of coin-op classics like Gauntlet and Super Sprint!

The Nintendo Entertainment
System is a great machine that can
duplicate the fun and excitement of
the arcades in many ways. One of
the shortcomings of the system,
however, is the limited number of
players that it can accommodate at
any one time. While there are sev-
eral games that take advantage of
two player, simultaneous options,
many of the most popular arcade
titles (like Gauntlet for instance)
allow up to four people to compete
at the same time.

It now appears that Nintendo may
have the answer to this dilema in
the form of a new four-player adap-
ter that lets you plug four pads,
joysticks, or other peripherals into
one unit, This special add-on
makes it possible to enjoy games

with up to three other friends - all
playing at the same time!

Nintendo and certain third-party
licensees are now developing
games that will take advantage of
this new peripheral’s extraordinary
capabilities.

While an exact retail price and
date of availablility were unknown
at press time, we should know more
about this incredible expansion
unit in the months to come. It is
known that the plug-in will be given
a special preview during the up-
coming CES show in Chicago.

Nintendo of America
48520 - 150th Avenue, NE
P.O. Box 957
Redmond, WA 98052
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* Are You Tired Of Playing The Same Old NINTENDO® Games Or Buy One You Didn’t Like? : SECRET VIDEO GAME
* Tired Of Your Local Toy Store Always Sold Out Of Your Favorite Games ? ' & TRICKS, CODES & STRATEGIES
* Tired Of Just Paying Too Much For Games & Accessories ? : A Video Cassette
P % OFF RY NIN oe @G & ACCESSO
& SAVE UP TO 20% EVERY NINTENDO® GAME & ACCE. RY!
We Buy, Sell & Trade New & Used NINTENDO® Games, Sega & Atari. As A Member You Are Entitled To The Following:
1. We sell new & used Nintendo games at the lowest prices possible! 8. We offer Discount Prices on practically everything PLUS monthly
2. We buy your used Nintendo games at the highest price possible! specials on top of that!
3. We provide prompt efficient service with a 100% satisfaction 9. We have a toll free hotline for all new memberships & orders
guarantee! ; ard 1-800-TOY-CLUB (1-800-869-2582) 9 AM-9PM EST! For geoﬂple inCT
4. We test & clean all used games for maximum efficiency! or Canada and any questions you may have dial 1- 203-388-6366!
5. We provide the largest stock of any other mail order firm! 10. We accept MC, Visa, check or money order!
6. If we do not have the game you want in stock, we'll reserve it for you 11. We'll also give you a free Club Membership Diploma & subscrip- 4
& ship it to you as soon as we get it. We'll even reserve new titles tion to our quarterly Newsletter, Hot New Catalog plus details on
before they’re available! up & coming games.
7. For every 10 friends you get to join the club we'll give you a Nintendo 12. You get all this for the low cost of $10! So Hurry! Membership is
game of your choice Free! That’s right FREE! limited! |
The First 500 Members Get A Free Prize With Membership Worth Up To $100!
TO JOIN OR ORDER ANYTHING IN THIS AD DIAL 1-800-TOY-CLUB
Or Send Check or Money Order To: ULTIMATE GAME CLUB, 1491 Boston Post Rd., Old Saybrook, CT 06475
Suncom Suncom I
Docking Bay 20" 2.Bag Official Nintendo Carry Case | Mother Ship™ This 60 min. video cassette Is loaded with secret passwords, winning Below Is a complete list of Nintendo games available now! '
Hold 20 Nietendo gemet LisvFrice ://20.99 Control Knhancer strategies, and amazing tricks for your favorite Nintendo games.
ist Price X ub Price  24.99 For use with Nintendo
Club Price Entertainment System™ WE WE WE WE
How to Win at Nintendo Turns Standard Controller BUY WE WE BUY WE WE BUY WE WE BUY WE WE
i i i N SELL SELL N SELL SELL N SELL SELL cLuB
Over?r? g;:?i;?]vg:g EL‘: é‘,’;‘éﬁ,"“ 13.99 m’l'c'nt ﬁ:’ilé i‘i‘i’i TRADE USED NEW TRADE USED  HEW TRADE USED NEW PRICE
i y 5e] 900 2090 | Godzill 5 . * | Pebble Beach 1250 2009 3999 | The Legend of Zelda 1000 2499 3899
iﬁ‘;ﬁﬁ:rﬂﬂgfiﬁ.:' i tis g 134?"’ gl }8% ;1.39 3233 Goif 1000 1999 2999 | Pinbal 1000 1999 2999 | The Legacy of The Wizard 1750 3499 4499
Supply is limite di 1943 1250 2499 35990 | Golgo 13 1500 3299 4499 | Pinbot ;S s 4 Three Stooges 2 2
LiBrce 35 ghsau b ARG 280, St s 1008 Eigt deg8 | cwoon 1490 8488 1as8 | fhunc e
! é ¥ g 7 h i
Club Price 2.95 Kraft Daluxe e 1250 2899 3999 | Gotcha 1000 2599 3399 | POW, 1780 3499 4499 | Tiger-Hell 1000 2299 3799
Starmaster Joystick Adventures In Disneyland 1500 3499 4499 | Gradius 1000 19.99 2089 | Predator . . * | ToThe Earth 4 3
List Price 14.99 Adventures of Bayou Billy 2000 3499 4489 | Guerllla War 1750 3490 44.90 | Price Is Right 4 ; 2 Top Gun 1000 2499 39.99
Club Price 12,99 Adventures of Link 1750 3499 4299 | Gumshoe 10.00 1999 2089 | Pro-Am Racing 1250 2609 3699 | Town and Country Surf Design 10.00 2499 3799
Adventures of Lolo 5 iy % un Smoke 1000 2598 3598 | Pro Basketball & 5 . Track and Fleld | 1000 2299 3299
Advenlures of Tom Sawyer d " s Gyromite 1000 1998 20689 | Pro Wreslling 1000 2290 3400 | Track and Field Il 1500 3299 4298
Air Fortress * A % yruss 1500 2699 3899 | Punch Out 1000 2409 3499 | Trick Shooting J B 2
Airhawk . . * | Heavy Barrel . * * | Qbert 1500 2799 3590 | Tojan 1000 2299 3299
Alrwoll 1750 3499 4490 | Hollywood Squares 1500 3299 4289 | Qix 3 : * | Uliima 1500 3499 4999
Alpha Mission 1000 2499 3499 | Hogan's Alley 1000 1999 2099 | Racket Allack * 1500 3499 4499 | Urban Champion 1000 1999 2099
Amagon ' * % Hoops 1750 3499 4499 | Rad Racer 1200 25909 3400 | Vegas Dream
Suncom Beeshu Jazz Stick Antiaipation 1250 2099 4299 | Hudson's Adventure Island 1250 2699 3999 | Raid on Bungling Bay 1000 2299 3299 | Volley Ball 1000 1999 2099
W List Price  29.99 Arkanoid 1250 2099 4299 | Hydlide : ' * | Rambo 1280 2599 3999 | Wheo! of Fortune 1750 3499 4299
i A Club Pri Club Price 2599 Aat 1803 7098 369 | Ico Hookay 1880 2695 3605 | RB Bagenel 1800 3298 4203 | Wno Framed Roger Raboir 1780 3496 449
e T VRPIIER (400 866 list nex! page for more Sﬂ‘é‘.‘:’ﬁé’!ﬂ"" :?'gg 3509 440 | lhar arrors 1250 2769 3799 | RC ProAm. 1250 2699 3699 | Wild Gunman 1000 1999 2999
eashu joyslicks) Ballon Fight 1000 1999 2098 | lkari Warriors Il 1250 2099 3099 | Renegade 1250 2699 3689 | Willow [ ) 2
Bandal Goll . ¢ * | Indiana Jones and The Temple of Doom 1500 3499 4499 | Rescus Rangers : ‘ * | Winter Games 1000 2299 3699
Baseball 1000 1999 2009 | Infiltrator A & * | Ring King 1000 2299 3699 & 1250 2699 3999
Baseball Stars : 3 4 Ironsword 1760 3999 49899 | Road Runner . A : 1250 2499 3699
Calbrce 50 " Balnay e o - E 2im S8 | Rl e e | MR o) R
i i i z 2 5 ! obo Warrior £ : - ! X X
Lat oo ABnfTies,, 4.9 p:,.f: Eﬂ:‘: ;m‘;ﬁ gmgncommmu 1500 3290 4299 | Jaws 1000 2499 3899 | Rollerball 1750 3499 4499 | Wrocking Crow 1000 1999 2099
Super Extendo Cables il Black Bass Il 3 s 5 Jeopardy 1250 2899 3899 | Rush 'N' Attack 1000 2299 3289 | Wrestlamania 1750 3499 4499
6' extension for controllers & light gun List Price  14.99 Blados of Steel 1500 2699 3999 | Jeopardy Jr. 1000 2499 3899 | Rygar 1250 2689 3699 | Xenophoba 1600 3499 4499
$ List Price 9,99 Club Pri Club Price  12.99 Blastar Mastor 1500 3489 4499 | John Elways Quarterback 1750 3599 4499 | Section Z 1000 2499 3499 | Xevious 1500 2009 3799
M om o LRaca s 4b Frice’ 8.99 Bomberman 1500 2099 39899 | Jordon vs, Bird: One-On-One © T T Saicross 1600 2089 3099 | Zanac 1000 2290 3899
Docking Bay 10 Broak Thiu 1250 2799 3999 | Joust 1000 2289 3299 | Sesame St. ABC 1000 2499 3499 | Zelda Il-The Adventures of Link 1750 3499 4299
List Price  16.99 Club Price 14.99 Bubble Bobble 1250 2699 3799 | Jump Burger x 2 * esame St. 123 1000 2499 3499 | Accessories
Bump ‘N Jump 1250 2499 3499 | Karale Champ 1000 19.99 2999 | 720 Degrees 5 ] x Suncom Docking Bay (holds 10 games) Storage Case 1699 1499
s Burgeriime 1000 1999 2999 | Karale Kid 1250 2099 3099 ide Pockel 1000 2499 39.89 | Suncom Transporler (holds 12 games) Carry Case 889 599
Ll California Games 1500 3269 4299 | Karnov 1250 2880 3889 ilent Service A 2 . LEBO Video Game Carry Case 2799 2399
Transporter 4 California Ralsins 1500 3499 44.99 | Kid lcarus 1000 2399 3389 | Silkworm . x - Beeshu Zinger Controller 1499 1209
List Price 6.99 Casllevania 1250 2699 3799 | Ki 4 4 x imon’s Quest 1750 3499 4299 | Beeshu Jazz Stick 2599 2399
Club Price  4.99 Cat Runner 2 2 £ Kid Niki 1000 2399 3988 | Sheoting Gallery ¥ ‘ 5 Beeshu Ultimate Superstick 3999 3699
: Challenge Pabble Beach 1250 2899 3999 | Knight Rider 1750 3499 4499 | Skale or Die 1500 2899 3899 | Beeshu Zoomer Steering Wheel 4999 4699
Chester Fiald 1250 2699 3799 | Kung Fu 1000 1999 2999 Ky Shark * * 5 Beeshu.Wiraless Ultimate Superstick 5989 5509
Chubby Cherub 1000 1999 2099 | Kung Fu Heroes 1750 3499 4499 kykid 1000 2299 3299 | Beeshu Zipper Controller 15089 1399
City Connection 1250 2495 3495 | Legacy of the Wizard 1750 3498 44988 lalom 1000 2299 3299 | Acclaim Wireless Remote Control 5599 4009
Nintendo T-Shirts & in Plastic Nintend Clash at Demonhead 2 4 4 Legend of Kage 1000 2389 3399 | Soccer 1000 2299 3299 | Alpha Video Game Carry Case - Blue or Red 1899 1199
Sweatshirts Nintendo Cartridge Organizer Aladin Plastlo Nintendo Clu Clu land 1000 1999 2099 | Legend of Zeida 1000 2499 38399 | Solomon's Key 1000 2299 3299 | Alpha Video Game Organizer 489 459
ist Pri | Lunch Kit & Thermos Cobra Command 1500 3499 4499 | Legendary Wings 1250 2699 36989 | Speed Rumblers 1000 2299 32.99 | Alpha Clear Nintendo Case 99 89
el Supsrivatiol o bistidee B850 thubbrice;<4.99 ListPrice 9,99 Cobra Triangle 1800 3299 4299 | Life Force 1250 2799 3799 1000 2299 3299 | Hartzell Nintando Game Holder 2799 2399
Nintendo Logo, Super | Also holds 18 Sega carlridges Club Price 8,99 Commando 1000 1999 2099 | Lode Runner 1000 2299 3299 | Spy Hunter 1000 2499 3699 | Nintendo T-Shirts (assorted colors & designs) 898 795
Mario Club & other de- ol : NINTENDO | Conlra 1250 2699 3999 | Lunar Pool 1000 2599 3599 | Spy vs. Spy | 1250 2699 39.89 | Nintendo & Mike Tyson's Punchoull Hat 599 499
signs. Youlh sizes 6-16 LIST CLUB 4 Dance Aerobics 1000 2299 3999 | Mach Rider 1000 19.99 2099 | Spy vs. Spy Il 1500 3498 4489 | Nintendo Logo Paich 499 399
THCR ACCESSORIES pmce prce | ke R R o e s 0 Syl o g Hane, = 12
3 T ! nson's f:] ! . X .| &
Sweus | togs  CuePmee Tee Enartsinment B e s i | gt el g g g | St % 5588 5 | N nigpored e ooy 388 3
i 0. ! g r \ . ar For £ .
s e Center Banda! Super Controller 6.99 5.99 D:r‘ﬂ.(:y KnT;m b 10% 2200 3490 M::pyl:: pigs 1750 3499 4499 | Star smg?ur 1600 2799 3799 | Super Mario & Zelda Mug 399 349
Holds control deck, Bandai Mega Controller 59,99 54.99 | Donkey Kong Classics 1000 2299 3490 | Marble Madnass 15% gggg ;ggﬁa tar Trok V. 1750 3499 ;:sag Mario "?ng;::::g:icv Bank B AR 809 49
i i i . A X b ul
zapper, 2 hioon; Camerica Gift Pax (2 Freedom Sticks) 129.99  119.99 { gg:kk:; ﬁ:gjr. 000 2580 s4mb h 1905090 B :::n:?;‘ acior 90 2499 TTB0 | Cncom Docking Bay 20 orage Case (Holds 20 games) 2549 2290
trollers, 12 game Camerica Freedom Pad 39.99 34.99 | Donkey Kong Jr. Math 1000 2290 3409 1500 3499 4499 | Stealth Eagle *+ = | Gurlis Game Caddy (Holds 10 games) 509 499
carlridges.  Also : : i 3 Double Dragon 2000 3590 4490 | Megaman 1000 2290 3499 | Street Cop 1750 3499 4299 | Curlis Super Extando Cables 999 890
holds  complete Camerica Freedom Stick 69.99 62.99 Double Dribble 1250 2499 3800 | Megaman Ii 1750 3499 4489 | Stinger 1000 2299 3299 | Nintendo Lunch Kit & Thermos 999 890
Sega System Camerica S ic J tick 59.99 54.99 Dragon Power 1250 2500 3800 | Metal Gear 1250 2099 3999 trider 1750 3499 4499 | Nintendo & Video Game Stickers (10 per set) 100 169
rica Supersonic Joystic - . Dragon Warrior 1500 2099 3999 | Molrold 1000 2299 3499 | Super Dodge Ball 1750 3499 4299 | Nintendo Sticker Album 689 599
List Price ~ 27.90 Camerica Video Blaster 2099  25.99 Dr. Chaos 1500 2099 4290 1000 2299 3999 | Super Hang-On S0 T ' | TaRa Game Pak Carry Case (Holds 10 games) 699 599
Club Price  22.99 ; : : Dr. Jakyll & Mr. Hydo 1500 2090 4290 LS uper Mario Bros. 500 1699 2099 | Nintendo Rain Slicke? 1499 1190
Eclectic's Pro Play Home Arcade 249.99 229.99 Duck l-runl 500 1290 2000 1000 2299 3499 | Super Mario Bros 2 2000 3499 4209 | Competition Pro Joystick #5000N By HAP 2499 2209
Doc's Fix A G Duck Tales 1500 2099 4499 1000 2499 3499 | Super Pitfall 1000 2299 3289 | Kealt Deluxe Starmasior Joystick i 1499 1299
0C S FIX ame Elevator Action 1000 19.90 2000 ipade 1250 2409 34989 | Super Rescue g Call us if you are looking for other accessories not on this list.
(cleans all video game cartridges) 9.99 8.99 Empire City 1931 < T TR Milan's Sacret Castle 1600 3209 4299 | Supor Sushi Pinball © o+« | Hintando Hand Held Qamas
Pintondo Riagch Tawele Matioy Pary Fissnedy A N L 1060 1693 2003 | Superman” o 1830 3705 4299 | Bor Swoeper 1]
Y i 3 5 ", ! X 1 rman 1 ) i ;
MRS USRI 000 1000 e e g s | e e 18 8| MG i e | 2
A A Fightl 15 . S ootba A 2 2 fleam Wrestlin L 3 . :
N!men 0 Slumberbag a2 FIEI u??’huoNonh Star 1750 3489 4499 | Nightmare on Eim 8. 1750 3499 4409 Tugme Basaball q 1750 3499 4489 | Donkey Kong Il 2099
Nintendo Underwear 3/6.99 3/5.99 Flying Dragon ’ ‘ ‘. Ninja Gaiden 2000 3609 44.09 | Tocmo Bowl 1750 3499 4499 | Donkey Kong Jr. 2499
Nintendo Suspenders 6.99 5.99 Flying Dragon Il . . . #:nju ¥Id 1000 2280 3200 Elnlnqn Mutant Ninja Turtles :ggg :};gg ;;gg Bon::y KKg:g: . gggg
i 5 Freedom Force » 1250 2589 3769 nja Tare Y , g nnis I . . onkey ockey .
Nintendo List Club Nintendo Belts 4,99 3.99 Friday The 13th 1750 3499 44.99 | Nobunaga's Ambition L) L g Torminalor o L % Life Boat 2099
i | . { Operation Woll 1760 3409 4209 | Terra Crest 1500 20.89 3989 | Mario Brothers 2099
Baseball Caps Price  Price Nintendo Rain Slicker LJN Roll & Rocker 5099  49.99 oy 1785 2595 4408 | ommeno 1250 2000 3099 | Towrs 1750 3299 4299 | Marios Camant Factory 2499
Mesh 499 3.99 3 designs & assorted colors Tara Deluxe G Pack 15 G Ghostbusters 1800 2799 3799 | Pacman 1250 2799 3799 | The Bailie Fields of Napoleon © 7T ST | parachule 2499
Cotton 599 499 | Nintendo Cartridge Cabinet List Price 14,99 ara Deluxe Game Fac ame Ghos! ‘N Goblins 1000 2209 3699 | Paperboy 1600 3299 42909 | The Guardian Legend 1750 3299 4299 | Super Mario Bros. 2499
Corduroy 6.99 5.99 | ListPrice 14.99 Club Price 10.99 Club Price  11.99 Carrycase 11.99 9.99 Goal 1750 3599 4599 | Password 1600 3299 4209 | The Legend of Kage 1000 2290 3289 | Callusifyou are looking for other games that are not on this list.
‘This is a new title and may nol be available whan you read this ad. Please call for availability & pricing. It it Is not available. we can reserve it for you till it is available. All orders must include $350 postage & handling.
WE ALSO CARRY A WIDE SELECTION OF SEGA & RI GAMES & ACCESSORIES. CALL FOR DETAILS TO GET OUR FREE CATALOG! ’ and Nintend System” ara trademarks of Nintendo of America. Inc. : ;
IF YOU DON'T SEE WHAT YOU WANT, THERE'S MORE ON THE NEXT PAGE. IF YOU DON'T SEE IT THERE CALL US & WE'LL GET IT FOR YOU! ULTIMATE GAME CLUB, 1491 Boston Post Rd., Old Saybrook, CT 06475, Allgamesaresoldona 1stcome 1st serve basis so the sooner you call the better!
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P.C. Engine and Mega Drive get American names...Namco and Atari developing 16-Bit game machines...Double
Dragon 2 going to Acclaim...Epyx and Nintendo set to go head to head...Dragon Warrior is coming for Christmas

...Hey boys and girls, Quartermann here with latest gossip from the video game grapevine! In this issue yow'll find exclusive
info from the wonderful world of Electronic Gaming, including juicy stuff that most of the industry doesn’t even know about
yet! I can’t wait to see what the other mags have to say...

...Both NEC and Sega have announced spiffy new names for their next generation game machines. NEC has come up with the
very descriptive TURBOGRAFX 16 while Sega has come up with the colorful title of Genesis. Well, the lines are being drawn,
we'll have to wait and see which system takes command of the 16-Bit market...Don’t look for Tradewest to be distributing
Double Dragon 2: The Revenge. American Technos, the developers of the original coin-op version have apparently inked a
deal with Acclaim Entertainment to produce Double Dragon 2 and will not renew Tradewest’s license of the original when it
expires at the end of the year. This arrangement appears final with a prototype of number two expected to be unveiled at the
upcoming CES...

..Nintendo won’t confirm or deny, but yours truly has it from a very good source at Nintendo that the Japanese mega-hit,
Dragon Quest, will be Nintendo’s big release this Christmas. This fantastic RPG title has spawned three sequels in Japan, and
people are so enthralled by the game that over 300 kids were arrested for truency waiting for the latest chapter to be released
at stores instead of being at school! Don’t know how different the U.S. version will be from the Japanese blockbuster, but I
have seen a prototype and it looks cool!...

..Games, games, games! Tons of super stuff is making its way from Japan and we have it alll American Sammy, who made
their intro with the very average Amagon, have secured Thundercade and possibly Twin Cobra, two excellent coin-op titles
originally released by Romstar...Romstar, meanwhile, has gotten the Nintendo rights to Twin Eagle, an arcade shooter, from
Taito...Taito may be releasing the cult coin-op classic, Halley’s Comet later in the year...Other unannounced releases that have
debuted in Japan include Rolling Thunder, Garfield, Holy Diver, Gradius 2, Dragon Spirit, Super Pitfall 2 and more...

...Tengen and Nintendo are at it again! After suing each other for the right to make independent carts that work on the Nin-
tendo Entertainment System, Nintendo has gone directly to Russia in an effort to snatch away the rights to produce the award-
winning computer title Tetris for the NES. Tengen seems unfazed, however, and plans to start shipping the exceptional puz-
zle game (Game of the Month in the May issue) in late May . What’s to come of this Tengen - Nintendo rivalry? Lots of happy
lawyers!...

...In other news: GameBoy, Nintendo’s portable game machine that can be best described as a portable arcade, is attracting
a lot of attention from major third-party licensees. No wonder, Nintendo plans to sell 5,000,000 of the LCD cartridge game
systems...In a somewhat related story, Epyx appears to have bet the bank on their color portable game system, which is over-
priced and has no title strength. Sorry guys, I don’t care what you’ve got in you bag, GameBoy has you whipped!...Underwater
movies are the rage! Deep Star Six and Leviathan both stunk of rotten fish, but I still have my money on the Abyss due out

later in the year...

..Nix on Howard Phillips! The bow-tie boy blew it in his recent Newsweek interview when he said that Konami’s fantastic
Super Mario-ish Babyland game was not good enough for the American market. It’s one of the best games I've ever played
for the Famicom (the Japanese Nintendo) and is loaded with hidden bonus items, risk incentives, and other goodies. He could
only hope to have a game that good...Here’s a hot rumor: Look for Total Recall, the upcoming Arnie Schwarzennegger action
movie, to be turned into a video game by someone for play on the Nintendo - possibly even Nintendo themselves...Happy trails
to Atari’s Mike Katz. This veteran of the video game wars has done tours of duty with practically every major game company

that ever opened two doors including Epyx, Coleco, and Atari. He’s left Atari to travel the world, see exciting ports of call, §

and take some time to relax. Best of luck guy...That’ll do it for this chapter. Tune in next issue for more of the hottest scoops...

@ QUARTERMANN
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ENTER AND WIN!
The Incredible I”RB"ERHFH@

From NEC

NEC’s new state-of-the-art super game system will be here soon, but thanks to
your pals at Electronic Gaming, you can be one of the first to play this revolution-
ary new machine - absolutely FREE! Simply fill out the contest reply card and
send itto us. One lucky gamer will win a Turbografx 16 and games! Enter today!

Also Win A Library of Great Turbografx 16 Games:

The Legendary Axe Victory Run

USE THE ENTRY CARD IN THIS ISSUE!

Rules: All entries must be received by August 31, 1889, Sendai Publications Inc., or the staff of EGM assume no responsibility for postal service mistakes or other events which could delay
or prevent your submission from reaching our offices. No relatives of the EGM staff m.ag participate in this contest, Limit one en,tf¥ per person please. The selection of the games as well as
the delivery of the Turbografx 16 system depend on NEC's production schedules. Void where prohibited by law. Now stop straining your eyes and enter!
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ol It takes more than guts
AT THE ARCADES | < ' ~ :
. to command Airwolf.
Atari Games' ,ﬁ .
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From Russia With Love...

Drastvitye, droogies!! Ubh, that’s block will begin to fall from the top. =~ TETRIS, four lines at once. After a
"Hello friends!", in Russian of You can rotate each brick, move it to  given number of lines have been filled,
course! O.K, so you could the left or right, and increase its de- the round is completed and bonus
care less about the language scent toward its final destination.  points are awarded for any blank lines
lesson, but I think you will be When one or more lines are formed by  in the area before the next round be-
interested in Tetris, the block- the various pieces of several bricks, gins,
buster puzzler from the Soviet they are eliminated from the area and ~ The game features three levels of play
Union that is infiltrating your allow the bricks resting on top to drop  and a two player challenge game. Ina : ‘
local arcade now! lower into the area, creating more two player game, the screen is divided '

Based on the award-winning com- space and time to manipulate the next  vertically. Each player plays the same
puter game, which itself has become an  piece. Double points are game on each side of the : 7
award-winning Nintendo game cour- awarded for filling two lines at screen and an arrow indi- g
tesy of Tengen, Tetris combines ele- once, triple for three lines, cates which player is ahead o
ments from both strategy and fast-ac- and a special bonue for a in the round. The player that
tionreflextitles. The object of the game completes the round first receives bon-
is to manipulate various shaped bricks us points, ithi i
to form solid horizontal lines while not § Vs Atari has also included all the "bells ; / fe]%?goti?:crigﬁrg;/eferrlfory U
allowing the bricks to stack to the top =% - % and whistles" (or are those "bells and fraegas ‘ / imprisoned. Only one é y
of a rectangular playing area. A brick, . j_ i missiles?") for even more fun. The L % '/ man would dare at-
which is composed of four square pie FEPRITERGY # demo mode displays the top player’s in- ! P "“""%‘7 tempt to save them.

ces, will fall from the top to the  SF#e L 8 itials in bricks at the bottom of the play : 4 You, Stringfellow Hawke
bottom of the area or until it [T S l | area (similar to Crystal Castles) and ' s, commander of Airwolf the Mach |
hits another brick below [P E==SEERRI bl Continued on page 78 _— , ‘ [ 5 jetcopter. Your heat-

it, after which another [ JECRSEE e | ‘- Vi seeking missles and
: . e : : ' superpowered ma-

L O/DN A G =

Ve lad A A )"

ENTERTRINMENT SYSTEM'

s B2 chine guns are fired
Y Dﬁa@%ﬁ; : up. But can you
ﬁ\ﬁﬁﬂ.,, A\ i evade the enemy? Headquarters
‘{:’: DO " knows you have the firepower and

skill. You say you've got the guts. ..
now prove it!

Alaim

enterfitainment inc

Maisters Qf the Game’

Acclaim ™ and Masters of the Game * are frademarks of Acclaim Entertainment, Inc
Alrwolf ™ Is a rademark of and licensed by Unlvarsal Clty Studios, Inc ¢ 1984
Universal City Studlos, Inc Nintendo® and Nintendo Entertainment System® are
trademarks of Nintendo of America inc ¢ 1989 Acclalm Entetfainment, Inc
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By Steve Harris

The war is about to begin!

After successfully invading Japan, we
are about to witness the first wave of
next generation gaming on these
shores. Manufacturers are promising
enhancements over the current field of
systems (NES, SMS, 7800), with graph-
ics, sounds, and play that is nothing less
than incredible. But even before the
American game playing public has had
a chance to examine the potential of a
new machine, there is already a flood
of 16-Bit and portable units on the way
and headed for store shelves this Sep-
tember!

The lines have been drawn and the
heavy artillery is
about to be reveal-
ed to the game play-
ing public. Three
gaming Ssuperpow-
ers- NEC, Sega, and
Nintendo - are flex-
ing their muscles
with a variety of pro-
ducts that have to be
seen to be believed!

Both NEC and Se-
ga are poised to en-
ter a heated battle
for control of the 16-
Bit system sweep-
stakes! Both com-
panies are well-equipped with mach-
ines that have plenty of firepower and
great games to match,

Sega is showing the 16-Bit Genesis, an
American version of their recently re-
leased Japanese system, the Mega
Drive. The unit uses cartridges and
currently has a limited library of games.
NEC, on the other hand, is set to intro-
duce a retooled version of the wildly
successful Japanese P.C. Engine.
While their Turbografx 16, as it’s being
call in the U.S,, is not a true 16-Bit, it
does offer the same types of mesmeriz-
ing graphics that are the most obvious
trademark of any 16-Bit system. Since
Turbografx 16 is virtually identical to
the P.C. Engine, more than 50 games
are potentially available for the mach-
ine.
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The simulator chair for the Konix
Slipstream systems offers increased
game interaction

NEC and Sega are also unveiling next
generation peripherals simultaneously
with the debut of their new systems.
NEC has an innovative CD-ROM unit
that plays expanded games that are
packed with incredible detail! The unit
can also play conventional CD’s and
add video images to your favorite mus-
ic! Sega, meanwhile, is launching a
modem interface, rumored to be called
"Tele-Genesis", that will enable you to
play games, like their Baseball title,
with friends over the phone lines!

Nintendo, not to be counted out, is
also developing an advanced 16-Bit
game system for the Japanese market
called the Super Famicom. This up-

graded NES has
been called, by
those who have
. seen it, the most
incredible game
system ever de-
veloped! Even-
hough it proba-
bly won’t make
an appearance
~~=-=. in the US. for

f some time since

- the NES is doing

so well.

Instead of 16-
Bit game mach-
ines, Nintendo is
going after an entirely different, but
equally exciting technology: portable
cartridge-based hand-helds. Their
state-of-the-art unit, GameBoy, uses
small cartridges and a 2" dot matrix

Tennis is another new GameBoy game
that uses the two-player interface

Set to go head-to-head with the Sega
Genesis this September, NEC’s Turbo-
grafx 16 has a wider variety of games, but
fewer recognizeable titles

screen that can produce some dazzling
images despite its size! With plenty of
software support guaranteed from a le-
gion of third-party licensees, the future
of GameBoy is, without a doubt, very
solid.

Epyx will set out to give Nintendo’s
GameBoy a run for the money,
however, with their color portable
cartridge system. Reportedly a very
impressive self-contained unit, the
machine’s 3" color monitor and daz-
zling graphics are tainted by a lack of
software support and a heavy price tag
($160). Definitely a good system that’s
loaded with features, but in a different
league from GameBoy.

With the lines drawn and the battle
about to begin, still more participants
are eagerly awaiting to enter the war.
Konix has shown their 16-Bit Slip-
stream to lukewarm response. The sys-
tem is shown with a special simulator
chair which is just too slow. Namco has
a machine comparable to the Super
Famicom almost completed, but is un-
sure about which way to market it with
so many other game machines already
in the marketplace. Then there’s
NEC’s 16-Bit P.C. Engine-2, which is
also expected to blast into Japan some-
time next year, promising even better
graphics and sound than their original
P.C. Engine.

No matter which way you look at it,
the evolving of video game technology
means two things for certain: A lot
more fun for you and me and a bigger
and better Electronic Gaming covering
it all!

One great
quartcrback

It’s third down
and a long four to
the first down that

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
ca_tTl_Iéo:f a quick pass to the tight end. He breaks it for
aTD.!

It's not the SuperBowl, it's the super new video
football game for Nintendo Entertainment Systems,
John Elway’s QUARTERBACK™ So real you see the
game like a quarterback does, from the line of scrim-
mage. You call the plays, you beat the blitz, you make
it happen.

©1988 TRADEWEST, INC.
NINTENDO AND NINTENDO ENTERTAINMENT SYSTEM
ARE TRADEMARKS OF NINTENDO OF AMERICA INC.

will stop the clock.

deserves

another.

Named for the quarterback who twice won the AFC
Player of the Year Award, this is the game cartridge
made for every kid or grownup kid who ever wanted to
play the game as well as John Elway.

Get it now before time runs out. Remember, you
have no time-outs left.

Look for
John Elway's 1
QUARTERBACK™ | ¥
wherever you find “ .
Tradewest’s other |
block- buster hit, *
Double Dragon™!

Sealof Quallty

OUR NAME GUARANTEES A GREAT GAME.

TRADEWEST %=

2400 S. Highway 75, Corsicana, TX 75110
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The American version of
the Japanese P.C. En-
gine, NEC’s Turbografx
16, has all of the good
looks of the rival 16-Bits
and great game play as
well! Combined with a
library of games larger
than any other next gen-
eration system, Turbo-
grafx is ready take com-
mand of the 16-Bit wars!
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T he secrecy is over! The first mag-
azine to report on the advanced P.C.
Engine game machine from Japan is
now here to let you in on the future of
this system in the U.S.! No longer to be
known as the P.C. Engine, NEC is get-
ting ready to blast their advanced game
machine, the Turbografx 16, into the
hands of game players everywhere this
September. Boasting all of the fantas-
tic graphics and sound capabilities of
its Japanese cousin, the Turbografx is
poised to take an early lead in the 16-Bit
system wars!

The brain behind this amazing system
is identical to that of the NES. But the
wizards at NEC have enhanced the nor-
mal 6502 processor with an inde-

pendant picture processing unit that
lets the system produce truly dazzling
background and character images.

In addition to producing games in-
house, NEC is also aggresively seeking
third-party support for their system.
Many companies have pledged to deve-
lop for the unit which means that, in ad-
dition to the titles NEC will be showing
with the unit (The Legendary Axe,
Keith Courage in Alpha Zones, Vigi-
lante, etc.), many more games will be
just over the horizon. NEC can also
take advantage of a growing library of
games for the P.C. Engine (now total-
ing more than fifty) that are potentially
available for the Turbografx. Hot ar-
cade properties like R-Type, Dragon

Spirit, Galaga ’88, Twin Cobra, The Nin-
ja Warriors, and Side Arms as well as out-
standing original efforts like Honey in the
Sky, Victory Run, Son Son 2, and Deep
Blue. Turbografx will also have a multi-
tude of sports games like Power League
baseball and Winning Shot golf that also
share the same high level of playability
and spectacular graphics and sounds.

Besides a great game titled Keith Cou-
rage in Alpha Zones (see game preview
for more info), the Turbografx 16 will also
come packed with one Turbopad control-
ler that is very similar to the Nintendo flat
pad that comes with the NES. The Tur-
bopads, however, come equipped with
rapid-fire capabilities built right in! If
you want the feel of a joystick, both NEC
and third-party licensees like Beeshu will
have replacement controllers that are
sure to up your score!

Expandability will also be another of the
Turbografx strong points, with a CD-
ROM player due to be released very
closely after the initial appearance of the
main system. Besides playing games on
Compact Discs (which are equal to over
2,000 of the regular cards), the unit can
also play regular CDs and has an on-
screen control panel that lets you pro-
gram your own music! The CD-ROM
player, as well as other attachments like
an AV Booster for stereo sound and a
multi-player joystick interface that offers
play for up tofive people at the same time,
plug into the back of the unit where an ex-
pansion port is located.

Since many of Turbografx 16’s initial
games are not highly recognizeable ar-
cade names, the system will have to sell it-
self more on great games than on great tit-
les. With a diverse selection of truly mag-
nificent games already programed for the
P.C. Engine, the Turbografx unit appears
tobe ina better position that the competi-
tion to offer a wider variety of games.

NEC’s plan of attack is simple: offer a
multitude of outstanding games on one of
the most advanced gaming systems ever
released. While they don’t have a Shinobi
or Space Harrier in their bag, they do
have the best selection of games and the
best playing games of all the next genera-
tion systems previewed. While NEC may
not beat the Nintendo Entertainment
System in the video game wars, the Tur-
bografx 16 is well positioned to win the 16-
Bit battle.

This computer add-on for the P.C. En-  The multi-player bus allows you to plug
gine could possibly be made available for  up to five controllers into the Turbografx!
the Turbografx 16 - making your game  Five people can now play games simul-
machine a full-fledged computer! taneously!

INITIAL TURBOGRAFX 16 GAMES INCLUDE...

OME . 4C 1 |

THE LEGENDARY AXE - A definite  VICTORY RUN - A new breed of racing
10! One of the best video games we’ve game! Victory Run challenges you to a

everplayed! Great play compliments the road rally through Europe. First person
incredible graphics! graphics enhance this addicting game.

KEITH COURAGE INALPHA ZONE VIGILANTE - The arcade mega-hit
(comes with Turbografx 16 system) - comes to the Turbografx16! This version
Guide Keith Courage in a battle against  surpasses any other (including Sega’s),
underworld creatures! Multi-levels, pow- and comes with lots of street fighting ac-
er-ups, nasty Bosses, and more! tion. Incredible graphics and game play!

THE TURBO-CHIP
CARD

The Turbografx 16 uses powerful cards,
similar in appearance fto those used in
the Sega Master System, to store game
info. The Turbochip cards hold up to 6
meg of program power! These tough
cards are about the same size as a credit
cardand come in anifty CD case for easy
storage!

35




16 - BIT
SYSTEM

PREVIEW

GENESIS =

Sega’s Mega Drive, the
first true 16-Bit game
system to be released in
Japan, is set to become
the first high-powered
machine to premiere in
the U.S. as well. With a
handful of strong titles
that include Space Har-
rier 2 and Super Thun-
derblade, Sega has the
goods, but do they have
enough to support it?
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Sega’s

ega has long been seen as a com-
pany that had a superior piece of hard-
ware (the 8-Bit Master System) that un-
fortunately wasn’t supported properly
by the company or third-party inter-
ests. While that has changed somewhat
since Tonka took control of the unit,
you can’t help but wonder if Sega will
commit the same mistakes again now
that they've officially announced that
they are producing and marketing the
American version of the Japanese
Mega Drive, now called the Genesis
system.

Genesis is a marvel of advanced gam-
ing technology. It has the ability to do
an enormous number of tasks simul-
taneously and can generate up to 512

w18 ¢ IC ) P
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stores?

colors on screen resolution of 320 x224
(identical to the NEC Turbografx 16).

The Genesis system is sleek in its look
and design. On the lower-left portion
of the unit there is a special earphone
jack, with a volume control for private
stereo sound control. Next to the vol-
ume control, the main power switch as
well as the reset button can be found.

The surface of Genesis is embellished
even further with a disc-shaped cart-
ridge port that extends slightly above
the surface of the machine. The cart-
ridge slot is located in the middle of the
disc and uses carts that are similar in
shape to the games that are used with
the Master System, although they are
not compatible.

Game Control

The Genesis system comes with an ad-
vanced three button joypad that offers ex-
ceptional control. The controlleris larger
than any previous type of gaming pad, and
has a crescent design that makes it fit
comfortably in both hands (the thumb of
the left hand controls the pad, while the
thumb on the right hand press the ’A’,’B’,
and ’C’ buttons.

Tele-Genesis

One of the Genesis machine’s most in-
teresting features is the Tele-Genesis
peripheral. This state-of-the-art add-on
will enable you to play specially
developed games simultaneously with
friends down the street, across town, or
even in another state! You'll see the ac-
tion at the same time they will and vice-
versa.

While the idea of modem games is noth-
ing new (computer enthusiasts have been
using them for years), it i§ a definite ad-
vancement in video game technology.
The real uses are questionable, however,
since the type of games that will really
benefit from the Tele-Genesis system will
probably not be the high-action arcade-
oriented titles. If the unit enables you to
play Altered Beast with another friend
across the phone lines, however, then the
concept becomes a bit more viable.

Software Support

Although the Genesis is technically the
most advanced game machine set to ap-
pear any time soon, it faces stiff competi-
tion from the Turbografx 16, which is set
to be released in September, around the
same time as Sega’s 16-Bit. Sega does
have an advantage in recognizeable ar-
cade titles (such as Space Harrier 2, Sup-
er Thunder Blade, and Altered Beast),
but these initial attempts do not take full
advantage of what the machine can do.
Even though they look nice, they're real-
ly nothing new, and Sega only has a hand-
ful of other games available for the unit

" (compared to the dozens of potential

Turbografx games that are currently ava-
ilable on the P.C. Engine). At this stage,
Genesis has great titles, but Turbografx
has great games. It’s up to the Genesis
game developers to create competitive
games, if the machine is to have a future.

8 BIT VS. 16-BIT...A DIFFERENCE YOU CAN SEE
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Altered Beast will be one of the first
games available for the 16-Bit Genesis
system. It has all of the features found in
the arcade version, includingfive levels of

THE GENESIS GAMES -

The first Genesls games are spec-
tacular In appearance, but fall flat in
some Important areas of game play.
The system does promlse plenty of

TR T 4 ‘-4[ L by |
s e 3

great garnes in the future, however
with overadozenlicensees (like Talto
and Namco) already announcing de-
velopment for the unit in Japan This

means that Genesis will have a con-
stant stream of original as well as ar-
cade hits!

’

play and excepttonal graphtcs and
sounds. The 8-Bit version for the SMS is
an equally outstanding game, but the dif-
ferences between the games is obvious.

ONLY GOOD LOOKS?

Alex Kidd - Good ol’ Alex is back for
more fun than ever! Find your way
through all new lands of surprise in this
16-Bit improvement on Miracle World.

Super Thunderblade - A close version of
the arcade hit that's loaded with great
first-person graphics, scrolling overhead
attacks, and huge Boss weapons. A bit
difficult to control with some rough edges
showingup in the first-person animation.

TELE-GENESIS

Tele-Genesis brings modem control
into the world of video gaming! Connect
the adapter to the unit and plug into your
phone lines. Other attachments that
may appear include a full-fledged com-
puter, CD-ROM (like that employed by
Turbografx 16), and an art tablet. These
could appear as early as next year.
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SYSTEM
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SUPER NINTENDO

Touted by many as the
most spectacular game
system ever designed,
Nintendo’s 16-Bit Super
Famicom is loaded with
great looks and sounds
as well as plenty of mus-
cle. Get the first word on
this system of tomorrow
and the fantastic games
(like Super Mario 4 and
Zelda 3) it plays...
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THE AMAZING

Nintendo has done an excellent job
of revitalizing the video game industry
with their NES. Good graphics, com-
bined with superior game play and hot
arcade titles, helped make the Ninten-
do machine the system of choice in the
post-Atari age of electronic gaming.
Even the Nintendo Entertainment Sys-
tem, however, is starting to show some
signs of age. In the face of competition
from recent 16-Bit entries like the NEC
Turbografx 16 and Sega Genesis sys-
tems, the NES can no longer be called
state-of-the-art.

Not to remain content with complete
control over the 8-Bit game system
market, Nintendo is now ready to take

on all comers with their fantastic 16-Bit
Super Famicom. ;

Set for release in Japan this July (with
a U.S. release date expected to be in
early 1990), the Super Famicom is on
the cutting edge of video game technol-
ogy. Besides boasting a control pad
with four buttons, the Super Famicom
is filled with special functions built
directly into the hardware. It also uses
5 LSI’s which utilizes the most ad-
vanced semiconductor technology.

.What does all this mean? Well, for
one thing, the Super Famicom can pro-
duce graphics and animation that are a
world above what can be attained with
the current Nintendo 8-Bit system. By

using special PPUs (or Picture Process-
ing Units), the Super Famicom can
throw some truly amazing visuals up on
the screen. While the Nintendo Enter-
tainment System can select four colors
out of a possible 52, with four palettes
or groupings, the Super Nintendo can
choose from 16 colors out of a possible
32, 768 in the eight palette mode or 256
colors out of the same 32,768 in the one
palette configuration. This enables the
unit to produce graphics that are life-
like in appearance with movements that
are highly realistic.

Famicom is also far superior to the NES
in its ability to generate and manipulate
graphic shapes and characters (known
as sprites). The current NES can move
up to 64 sprites no larger than 8x8 with
no more than 8 on any one line. The
Super Famicom can animate 128 sprites
of varying sizes, including 8x8, 16x16,
32x32, and an incredible 64x64. This
enables the 16-Bit Nintendo to create
and move very large characters with
ease.

Also in Super Famicom’s bag of tricks
are enhanced special effects modes that

screen images in and out. Mosaic map-
ping abilities, fade-in and out options
and scrolling functions that allow the
shifting and movement of multiple
background images horizontally as well
as the ability to shift parts of these back-
grounds in four independant directions
can all be achieved with the Super Fami-
com. None of these special functions
are available on the present Nintendo
system.

The Super Famicom is equally out-

(Continued on page 76)

Speaking of animation, the Super let the system rotate and zoom whole
lb‘BlT STATSou
System Est. Release Date Est. Price Processor | Colors Resolution | Games
NES Now Available $99, $30-$50 Carts 6502 52 256 x 240 100's
SEGA Genesis September $179-199, $40-60 | 68000 + Z80| 512 320 x 224 10
TurboGrafx 16 September $199, $40 Cards Hu6502 512 320 x 224 50
Super Famicom Unknown - 19907 Unknown 65816 32,768 512 x 448 4

The number of games compatible with each system Is based on the library of titles available for the Japanese versions of each machine - except for the NES which is total American releases.

SUPER FAMICOM
GRAPHICS

The most visible enhancement over the
original Famicom or our American
Nintendo Entertainment System, the
graphics and animation of the Super
Famicom are unequaled by the com-
petition. Some of the systems unique
features include...

[
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Super Famicom takes the ori-
ginal image and stretches it...

...or rotates the original image a
full 360 degrees!

SUPER FAMICOM
GAMES -

Like the original Nintendo, the Super
Nintendo is expected to possess a long
line of hot arcade titles and many ori-
ginal properties. Among the first of ten
initial planned releases are Super Mar-
io Bros. 4 and Legend of Zelda 3.
After the first games are intro-
duced with the system’s launch,
Nintendo has plans to unveil at
least one title a month for the
following year. A key to the suc-
cess of the Super Famicom both in Ja-
pan and in the states is sure to be the
number of third-party game licensees
that Nintendo can court,

....

anmetes SPEED

This ight simulator was used
to show off many SF features.

WHAT IS
FAMICOM?

The Famicom game system is essential-
ly identical to our American Nintendo
Entertainment System (NES). It was
released in Japan in 1985, where game
players there have enjoyed games like
Super Mario Bros., Gradius, Contra,
and Mega Man months or even years
ahead of when we see them. When we
were getting our first glimpses of Super
Mario Bros. 2, for instance, Japanese
players were buying up Super Mario
Bros. 3, a game that probably won’t be
on store shelves until late this year or
early next in 1990! Famicom games
often have more features than
NES versions as well!

Super Famicom and the original
Famicom - cousin to our NES.
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With plenty of talk circulating about
the new high-tech 16-Bit game systems,
not much attention has been focused
towards another area of gaming that is
growing increasingly large - hand-held
video games. Several companies are
producing these self-contained games
that are limited in what they can do, but
nevertheless provide some decent
thrills for fifteen bucks. The graphics
are usually fixed and have little anima-
tion, the sounds are nothing but a
chorus of beeps and tones, and game
play is extremely rigid in most hand-
held efforts.

Nintendo plans to change all that,
however, when they release their port-
able cartridge game system, GameBoy.
Already released in Japan and rumor-
ed to be coming to this side of the Paci-
fic sometime in August, the GameBoy

Super Mario Land takes Mario into a
whole new world of action and surprise!
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Nintendo’s
Portable
Game System...
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HANDY GAME MACHINE

GAME BOY

is a hand-held cartridge game system
with plenty of potential.

First of all, GameBoy is about the
size and shape of a portable radio, with
a 2" x 2" LCD screen and a standard
Nintendo flat pad, two buttons, and
select and start buttons built into the
face. The unit is easy to handle and

mGAMg BOY..
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Name: GAMEBOY (Around $90)
Games: CARTS (Around $20 ea.)
Screen: 2"x 2" GREEN LCD
Processor: 8-Bit, 2 64K S-RAMS
Licensees: 20 including SNK, Cap-
com, Kemco, Konami, Sunsoft, Jal-
eco, Seta, Data East, Tecmo, Ban-

dai, Vic Tokai, Hot-B-In Japan

comes with an optional ear phone jack
to play the games in privacy or to take
advantage of the unit’s stereo sound.

The GameBoy system also uses pixels
on a dot-matrix screen to create the
game characters and settings. This al-
lows the system to generate new shapes
for every game instead of having the
different images burned into the game
screen permanently.  Crisp back-
ground graphics and amazingly detail-
ed characters that come to life with
shading and multiple frames of anima-
tion make Gameboy as nice to look at as
it is to play!

You can even connect two GameBoy
systems together for simultaneous mul-
ti-player interaction. In GameBoy
Baseball, for instance, one player can
control the batting from his system,
while the other controls the pitching

Alleyway is an Arkanoid type game that
features brick-breaking reflex action!

from his, This type of two-player game
action is just one of the many enhance-
ments that GameBoy boasts.

GameBoy is already enjoying some
strong title support from a growing
number of third-party licensees in Ja-
pan. Many companies that currently
produce games for the NES have al-
ready signed on to become GameBoy
developers. That means that many of
the most popular arcade and NES tit-
les will be available as GameBoy carts!
The list of third-party companies is ru-
mored to include ASCII, Asmic, At-
ena, Imaginia, SNK, Capcom, Kemco,
Coconuts, Konami, Sunsoft, Jaleco,
Square, Seta, Data East, Tecmo, Towa-
tiki, Bandai, Victor, Vic-Tokai, and
Hot-B.

Since GameBoy is only slightly limit-
ed in what animation and sounds it can
produce, it will need to have games that
are, above all, fun to play if it’s really
going to catch on. Without wow'em
color graphics, future games will have
to have the same strong play value as
the system’s first three releases while
retaining some challenge under repeat-
ed play.

With a retail price for the main sys-
tem rumored to be around 70 to 90 dol-
lars, and carts coming in at aproximate-
ly 20 dollars apiece, GameBoy is well
positioned as a portable game system.
The only real competition will come
from Epyx who also reportedly have
developed a cartridge-based hand-
held game system that uses a three inch
color game screen. With a rumored
retail tag of around $160 bucks for the
system and thirty dollar games, the
Epyx unit appears to have priced itself
out of existance in the face of Ninten-
do’s competing GameBoy machine.
Although not much is known about the
Epyx hand-held, industry insiders have
revealed that Epyx is having difficulty
courting the companies with the big ar-
cade titles away from Nintendo’s camp.
With the entire company supposedly
riding on the system, Epyx is very wor-
ried about GameBoy’s growing pop-
ularity.

Plenty of good times are yet to come
from Nintendo. GameBoy is advanced
in its delivery, with games that are in-
teresting and challenging. Nintendo
does indeed have another winner!

THE GAMEBOY GAMES

Do they have what it takes to
support the system?

The worth of any new system, no mat-
ter how versatile or technologically ad-
vanced, is in the software that the
machine runs, After all, why buy a
GameBoy if the system can’t play de-
cent games? With our advance copy of
the GameBoy system we also received
the three games that are currently avai-
lable: Super Mario Land, Alleyway,
and Baseball, In addition to these we
have also gotten sneak peeks at Tetris
(which will come with the unit), Ban-
dai’s King of Lode Runner, Square’s
SAGA (RPG for GameBoy), as well as
Tennis and Golf from Nintendo. Here
are some short reviews of the three
games we’ve played...

SUPER MARIO LAND

Mario’s adventures continue in this
incredible game. All of the features
that made the first Super Mario game
so much fun have been captured on
GameBoy’s 2 inch LCD screen. Many
of the original characters, as well as a
whole new cast of challenging crea-
tures, make Super Mario Land one of
the best games ever!

The game is divided into four worlds,
with three rounds in each. In addition
to the familiar Mario play features
(grabbing mushrooms to become Sup-
er Mario, getting flowers that allow
Mario to shoot, and collecting stars for
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The Nintendo GameBoy packs a big punch
despite its small size! While the games are
much smaller than the normal NES carts, the
games they play (like Tetris - the game that
comes with GameBoy), are every bit as good!

invincibility), this version also intro-
duces anumber of unique elements like
upside-down pipes, and special coin
rooms as well as submarines and planes
equipped with rapid-fire guns that
Mario can use to rescue the Princess
Daisy who has been put under an evil
spell. Super Mario Land is a great
game with plenty of new sights and
sounds that’s just as challenging as the
original, but unfortunately a bit shorter
(4 worlds with 3 rounds in each).

ALLEYWAY

Alleyway can best be summed up as
an advanced version of Breakout or
Arkanoid without the power-ups. You
control a paddle that deflects a re-
bounding ball off of a wall of bricks,
chipping away until all are gone. A
number of levels, each broken into
three rounds of play, take several brick
patterns and scroll left and right as well
as down. Between each level, a bonus
round is played, with the bricks arrang-
ed in the shapes of different Super
Mario characters. A nice game that is
very well suited for the GameBoy sys-
tem,

BASEBALL

GameBoy Baseball plays a decent
game of baseball, but it doesn’t have a
lot of the artificial intelligence needed
to run a team and some important fea-
tures (like stealing) are absent. You
can hook up two units together with a
special adapter, however, so two can
play against each other.
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Now get behind the wheel or in the
cockpit. 2 auto-fires.

For Ultimate Arcade Excitement at Home,
look for Video Game Accessories by

Send for your FREE Catalog to: 101 Wilton Ave., Dept.12
Middlesex, N.J. 08846 - (201)968-6868

These items are also

available for : ATARI®, VISIT YOUR RETAILER OR CALL
SEGA"Y, and NINTENDO™ FOR VISA/MC ORDERS

UOLTIMATE"

superstick:

Micro-switch

control, dual
auto-fire, *

left and right
hand play,

* A4 LED lights.

Auto-fire,
left and right
hand play.

Commodore , Atari v, Sega ', Nintendo « , are registered Trademarks of Commodore
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It’s currently the number one game in
Japan, and judging by the way it’s sell-
ing, it’s going to stay on top for quite a
while! The game? None other than
Super Mario Bros, 3!

Both Mario and Luigi are back, as are
their arch enemies - the Kuppas. This
time though, besides kidnapping the
Princess, the Kuppas have used their
new magical powers to turn the kings of
each of the eight worlds into animals
and insects, It’s up to the dynamic duo
(namely Mario and Luigi) to restore
each of the kings to his original human
shape. This can only be done by find-
ing the magical wand which controls
the spell over each king. Unfortunate-
ly, the wand is held by the guardian
Kuppa on each world. QOur heroes
have to travel through the dozen or so
areas in each world to get to the moving
pirate ship where the Kuppa is hiding.
Then, after defeating the Kuppa, the
wand can be returned to the king who
gets turned back into his original form,
Do this in each of the first seven worlds
and it’s on to the Boss Kuppa. Destroy
him and the Princess is safe once again!
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Watch out Mario! One false step and
you'll fall off this platform!
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Like the original Super Mario Bros.
game, Super Mario 3 has eight different
worlds. Each world can, however, have
up to a dozen different areas. To help
you along there is a map of the world
with the paths to and from the various
areas. The first world, for example, is
called the Grass Land. Here Mario
and Luigi travel through unfriendly ter-
rain loaded with relatives of the old
Goombas, various versions of the old
turtles, and plenty of new characters as
well!

The second world, called Desert Hill,
has lots of sand, pyramids, and palm
trees. The familiar Mario-eating pir-
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Look out for the deadly Smashers that
try to crush the Mario Bros. from above!

anha plants are back, but with a new
twist! Some shoot fireballs at Mario!
World three is Ocean Side and, like
the ocean, there are tides which rise
and fall. When the water is low, Mario
can proceed as normal, but when the
tides rise the land is overtaken by the
ocean! Mario can continue running
and jumping, but his progress is hind-
ered by the waves, That’s just part of
his problem, however, because waiting

By Edward Semrad

in the waters are giant man-eating fish
who think Mario would be the perfect
meal!

World four is called Big Island and
here everything is HUGE! Each block
is the size of four normal blocks and the
turtles are gigantic!

World five is The Sky and you must
jump carefully from moving block to
moving block while the screen scrolls
from right to left.

World six is Ice Land and the going
gets very hard when you discover that
everything is coated with ice! Traction
is difficult and stopping is even harder!

World seven is the Pipe Maze and it’s
in one pipe and out the other - bringing
you to a new location. Find the right
pattern and you’ll make it to the end.

Make it to world eight - the Kuppa
Castle - and they have the heavy artil-
lery waiting. You must run over giant
tanks bristling with cannons while stay-
ing away from the land mines which
have a tendancy of blowing up in your
face! Survive the gauntlet and it’s head
to head with the fire-breathing Kuppa
king!

RS se e e w e Sewal

You’ll get lost if you don’t know your way
through the pipes in world seven!

-

POWER-UP- Asin the original, Mario
starts off small. Get a mushroom and
you become Super, get a flower and
you’re Fiery Mario. Now you can be-
come a frogto swim, raccoon to fly and
break bricks with your tail, or bear!
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¥0oOU GOT A CARD

BONUS SQUARE - At the end of each
area there is a rotating bonus square.
By jumping up and hitting the square it
will stop rotating and award you the
card shown. Mario can get bonus lives
by matching three cards in order.

FACE GAME - The face game is a slot
machine type of contest that requires
precise timing. Stop the different sec-
tions of the Mushroom face, Star face,
and Flower face to get 1Up awards of
up to five free Marios!
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TREASURE ROOM - Find the trea-
sure chest room and you will discover
three closed chests. Pick one and'a spe-
cial power-up item will appear and be
added to Mario’s inventory (which can
be selected before starting a round).

Konami powers-up an
all-time classic...

Another hot cart that has ripped up
the Japanese charts is Gradius II by
Konami. Not to be confused with the
already released Lifeforce, Gradius IT
is the real sequel to the original game.
And what a sequel itis! With very spe-

F ightyourway rhrough. the crysral zone..

cial chips this game goes where no Am-
erican Nintendo game cart has gone
before! If you though the solar prom-
inence screen in Lifeforce was great,
this version does it with much more

BRR St 2
CARD GAME - At certain intervals
throughout the game, a special card
matching room will appear. Eighteen
cards are turned face down. Match two
and you get what'’s underneath (1Ups,
Coins, Flower Power, etc.)!

SAVE THE KING! - You did it! The
magic wand has been returned to the
palace and the king is there (with
Toad), to give thanks for a job well
done! Now it’s off to the next world to
battle even tougher Kuppas!

ped with the standard laser for the next!

As good as Gradius was when it came
out, Gradius ITis that much better. The
graphics are second to none and the
game play will be more than equal to

graphic detail, smoother scrolling, and  yourbest. If the cart makes it across the

a true to life voice which tells you the
name of the power-up you have just
selected. And to help you through the
game, you can even select from four dif-
feren power-up configurations, That
means you might choose a pattern with
ripple laser one game, and one equip-

Pacific, you can bet that Konami will
have another hit. Look for more info
on Gradius II (including game maps
that show you the power that this cart
really packs) as well as other new world
events in the next issue of Electronic
Gaming!

P 00'339(:(‘: HI SCORE 0053900
O HISSILE DOUBLE LASER OPTION 7
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..the laser breathing Mechanical Skull...

...and past the giant Firebird Boss to...

45




——

@%mnﬂ[@; i
Coomompare

U-FORCE
(Broderbund)

vs.

POWER GLOVE
(Mattel)

(Editor’s Note: Since the explosive in-
troduction of the Nintendo Entertain-
ment System, a number of manufac-
turers have introduced peripherals that
enhance or improve play value. Joys-
ticks, pads, and controllers of all kinds
have been introduced that claim to in-
crease scores and the overall enjoyment
one will receive from the games themsel-
ves. Since this is the ultimate test of any
good joystick or controller, we rated both
the Broderbund U-Force and the Mattel
Power Glove on a number of points that
included ease of use, compatibility with
game carts, and how the controllers af-
fect game play. Because no matter how
interesting these new technology control-
lers may be, if they don’t make the games
more playable, they fail. With this in
mind, special reporter Marshall Rosen-
thall answers all of these questions and
finds out if the U-Force and Power Glove
are all they claim to be. Find out which
is best for the games you play or if you
should just stick with your Beeshu...)

H

The amazing U-Force with Punch-Out
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"Nothing up my sleeve" takes on a
whole new meaning with the revolu-
tionary U-FORCE. Short for Ultra
Force, this fantastic new controller
from the wizards at Broderbund uses a
number of proprietary sensors design-
ed to sense presence and motion. In-
stead of gripping a joystick and pushing
a fire button, U-Force lets you place
your hands over a special field that can
detect the manner in which you move.
Tilt your hands this way and your Top
Gun fighter zooms to the right, angle
them in the opposite direction and the
your plane flies left. Shake your hands
quickly and burst of gunfire will strike
out at your on-screen opponents.

U-Force resembles a thin square
which opens up like a clam to reveal a
red sensor plate that contains all of the
circuits that enable the machine to de-
tect where your hands are and what
they’re doing.

The Mattel Power Glove, on the other
hand (no pun intended here folks),

Glove Pilot - designed specifically for the
Power Glove controller

By Marshall Rosenthall

takes a more physical approach. It is
closer to a true joystick controller in
that you actually touch buttons and feel
the unit. The black glove slips on your
hand and works by sending sound sig-
nals, depending on what position your
fingers and hand are in, to an L-shaped
bar that rests over the television. This
bar contains three receivers which
bounce the high-pitched sounds (so
high, in fact, that the human ear cannot
hear them) back to the glove and cor-
rectly manipulate the on-screen move-
ments of your character. This keeps
the glove’s microprocessor (which
rests in a small hump on the back of the
unit) very busy, triangulating the sonic
beacon; feedback that enables the
glove to say "This is where I am now"
nearly thirty times every second!

Four sensors are found in each finger
(except for the pinky). These sensors
detect all motions, including which fin-
gers are moving and how much they are
bent. This translates into game move-

The U-Force in action!

DAVE CAPPER
The Mastermind Behind
the U-Force...

Dave Capper seems average enough.
He dosn’t have hair to his knees, isn’t
afraid to smile, and wears a suit. And
he’s not in his early 20’s; this guy is ac-
tually an adult! But don’t let this con-
servative appearance fool you. Cap-
per’s head is way, way out. He’s the in-
ventor of U-Force, and boy does he
have plans for gamers!

After tours of duty with Mattel Toys
and Galoob, Capper has finally
brought his creative juices to Broder-
bund, the company that will be market-
ing his U-Force idea.

"I've been creating things since I was
a kid," begins Capper, "teaching myself
electronics. I've always had the idea of
wanting to expand on the way you can
play games, to eliminated physical con-
tact that forces you to follow a set rou-
tine, that inhibits the flow of the action.
I had an idea for a device that would
break the chain and free a player from
having to hold something while he
played.

When video games returned under
the Nintendo title, Capper saw this as
an opportunity to introduce his
brainchild to the game playing public.

"I had a device that could interact with
video games, which I feel constitutes
the wave of the future because it brings
electronics and the use of technology
into the common fold. Kids ten years
ago didn’t know of any kind of comput-
ers, but look around at today’s world."

(Continued on page 48)

David Capper, U-Force inventor

movement by enabling special coding
to be "turned on" from the keypad. A
single finger wiggle can turn Mario
around and make him jump for some
coins, or allow you to kill an enemy,
pick up the power-up left behind, and
run off - all in one gesture!

Game Compatibility

Neither the U-Force nor the Power
Glove is immediately compatible with
any Nintendo game on the market. To
use either controller you must first key
in a series of switches which let each
unit recognize the games and properly
manipulate the game action.

U-Force comes with six small sliding
switches on the right side of the bottom
panel. Two activate the turbo firing
features for the A’ and B’ buttons,
while the remaining four configure sen-
sors for the specific game. A manual is
included that lists how to set these
switches for 60 of the most popular
games.

The Power Glove, meanwhile, uses a
somewhat similar coding mechanism
located on the back of the glove. A
numerickey pad allows you to enter the
proper reference coding to the games
that your are playing. The exact num-
ber of games that the Power Glove
plays was not available at press time,
but it is rumored to be at least the same
number, if not more, than the U-Force.
The need to do something other than
plug in and play makes both of these
systems equally handicapped when it
comes to direct comparisons with con-
ventional sticks. Punching in numbers
or sliding switches is not that difficult,
however, and does not in any way
provide enough of a reason to count
either controller out.

Interaction

Both the U-Force and Power Glove
take very different approaches when it
comes to player-game interaction. The
obvious goal of both controllers was to
improve the interaction between you
and the game, so that you feel like
you’re part of the action rather than just
controlling it. Both units marginally
succeed at what they’re trying to do, al-

(Continued on page 48)

SCOTT GOODMAN
Bringing the Power to the
Glove...

When we first heard of Mattel’s
Power Glove control last December,
we were, needless to say, extremely
curious as to just how the unit really
worked. It scemed like an interesting
concept, and the promotional litcra-
ture sure made it sound great, but until
we discovered exactly how it worked
did we really get a complete idea of just
how advanced it really is.

Scott Goodman, Mattel’s Senior Pro-
duct Manager, oversees the Power
Glove project along with Senior Pro-
ject Designer Novak, who is producing
a number of games specifically for the
Power Glove control.

"The glove is really the first cybernetic
device to be available to the home mar-
ket," begins Goodman. "We took tech-
nology developed by NASA to use in
space so that satellites could be re-
paired. Robot arms articulated in tune
with a glove worn by the astronauts -
with precise movements being the re-
sults. Of course we had to lower the
cost, since NASA’s version costs about
$10,000.00"

For a deeper insight in to how the
Power Glove works, as well as a pre-
view of some of the specially designed
games, we turn to Novak, who started
out working with synthesizers in the
60’s and became a punk rock record
producer in San Francisco in the 70’s.
Certainly not the button-down collar
type for sure.

(Continued on page 48)

The Power Glove in action with Super

Glove Ball




(Dave Capper Continued)

Looking around showed Capper that
Nintendo was the way to go. "It became
my target system," he said, "because it
reached out to the most young people."

Names for the device went in and out
of Capper’s head. One kept popping
up - Ultra-Force. "I liked the way it
sounded," says Capper. "The more it
ran around my head, the more I liked
it, and it naturally shortened itself to U-
Force. Asin YOU, your body, a force
field being an interactive part of what
YOU are doing."

Capper is always ready to talk about
what his device will do, just not how it
does it. "Let’s take Top Gun as an ex-
ample," he says. "You can just use your
hands - move them around and shake
them to fire missiles and machine guns.
Or use the joystick handles with or
without the T-Bar (an optional control
that is inserted into the front of the U-
Force unit that enables you to actually
grab on to something besides thin air)
if you’ve the mind to. U-Force lets you
really get involved in the game, and be-
come a part of it. It’s for the next
generation of game playing, where in-
volvement in the electronic world on
screenis total - there’s nothing between
you and the action."

He only smiles when we ask for
specifics on how this interaction is
achieved. What it comes down to is
that U-Force does what it’s supposed
to, which is to junk having to push a
joystick or press a button. What more
explanation is needed?

Marshall Rosenthall gives U-Force a try
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though this "enhanced interaction" is
really added involvement with the con-
troller units rather than an improved in-
volvement with the games.

It takes a while to get accustomed to
both the U-Force and Power Glove.
Moving your on-screen heroes is not as
straightforward as it is with convention-
al joysticks. Each type of game involves
a learning process of how to play with
the controller before you can play the
game, This "set-up" time is more
noticeable with the U-Force than with
the Power Glove.

The Power Glove requires more sub-
tlety than the U-Force in controlling
game action - but you also don’t have to
be as precise in your movements.

The Power Glove is also easier to use
on horizontally scrolling action games
such as Super Mario Bros. U-Force
seems to slow down the action more
than enhance it in these types of games.

Improving Game Play

Neither the U-Force nor the Power
Glove boast any advantages over your
standard rapid-fire joystick, except, of
course, to draw you physically into the
game.

The U-Force does succeed at provid-
ing an invisible controller that is espe-
cially effective with games like Top
Gun, Stealth ATF, and Punch-Out!!.
But the U-Force is painfully tedious to
use when it comes to non-first person
perspective games.

Also, when the action really heats up,
the U-Force almost becomes redun-
dant in what it is trying to accomplish.
The feeling is hard to explain, but it’s
sort of like driving a car with no steer-
ing wheel or riding a bike with no hands;
that physical aspect of the game is
missed. The T-Bar attachment helps,
but that defeats the purpose of the unit.

The Power Glove produces play inter-
action that more closely approximates
what a joystick would produce, al-
though it does restrict the movement of
your gloved hand. It’s not a pair of
handcuffs, but you won’t last long if you
throw your hands into the air after
you've just performed a fantastic move
on Ninja Gai Den.

Both U-Force and the Power Glove
are interesting advancements, but don’t
look for higher scores and be prepared
to play by a whole new set of rules.

(Scott Goodman Continued)

It’s important to note that the glove
takes advantage of three-dimensional
space," Novak says. "A joystick is 2D, it
only knows a flat world. Even great
graphics on computers like the Amida
are still limited by 2D input devices -
whether that’s a mouse or joystick."

"But the glove enables interaction in
all dimensions," states Novak, his eyes
gleaming with the intensity of the true
believer. "And my three upcoming
games are all designed with this in
mind."

First on Novak’s list is Super Glove
Ball. "I admit that this owes a bow to
Breakout, but the resemblance ends
quickly. It’s futuristic handball, with
your on-screen hand racing and slap-
ping a ball against rooms filled with tile-
lined walls, There is the necessary
supply of enemies to conquer and se-
crets to discover, as well as special balls
to use. But what really makes this and
all the Glove games so good is the
three-dimensional quality added to
play. You actually grab a ball in real
life by wrapping your fingers around it
- not by pressing a button or moving a
joystick."

Both Manipulator - Glove Adventure
and Glove Pilot take advantage of the
glove’s abilities as well in even more
complex and action-packed environ-
ments. You pick up objects, move
things around, and do other things in
real space. For these games the glove
is an absolutely riviting item that de-
finitely opens up new doors.

Manipulator - another game designed
exclusively for the Power Glove control

Finally...
the first realrole
playing game!

Licensed by Nintendo
forplay onthe

ENTERTAINMENT
SYSTEM:*

Official

Seal of Quality

Ultima® is a registered trademark of
Richard Garriott, and is licensed by
FCl for play on the Nintendo
Entertainment System.® Nintendo
and Nintendo Entertainment
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VIDEO GAMES

You paddled your last Pong...you packed up your Pac-Man...you
mastered Mario Bros. Now you're ready for the ultimate
challenge! Ultima, the popular PC role playing game, is available
for NES players who want to move up to a grown up game.

Put together your team of four characters and set out on
your quest to conquer the evil Exodus. Fight your way across
treacherous terrain with your wits, weapons and skills to save
you from the dangers that lay in your path. It's role playing fantasy
at its best!

B Choose your team from a variety
of fantasy characters.

W 5 year lithium battery saves
scores and play positions.

B Animated graphics and full sound
effects add to your excitement.

W Over 100 hours of game time.

Fujisankel Communications International, Inc. 150 East 52 Street, New York, NY 10022
Tel. (800) 255-1431 In NY State (212) 753-8100 Phone Counseling Hotline (312) 968-0425

GET THE HINT!

The Ultima Hint Book

Get the tips and tricks that can
helﬁ you complete your quest
in this 64 page handbook

of Ultima’s secrets. Only $8
wherever you buy video games.
To order by credit card, call toll-
free (800) 422-9001 Ext. 576.
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SPECIAL TIPS, PLAYING TECHNIQUES

STRATEGIES, HIDDEN POWER-UPS,
LEVEL SELECTS, AND CONTINUES...

BLASTER MASTER
Secret Boss Attack!

This trick will let you wipe out the
Bosses at the end of level two, four,
six, and seven! Get the grenade
and walk in front of the Boss. Toss
agrenade and at the very instant it
hits the creature, press the ’Start’
button to pause. Wait at least one
minute and the Boss is destroyed!
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ZANAC
Hidden Level Seloct

To start on any level of Zanac, hit
the RESET button on the NES
console 13 times right after you
turn the system on with the game
plugged in. Hit ’Start’ and move
the cursor prompt to Continue.
You will then be able to move left
and right to select the level!

MEGA MAN
Defeat End Boss
Dr. Wily’s monster can be really
nasty in Mega Man 1, but with this
trick you can easily cut him down
to size! When battling Wily’s evil
creation, jump up and shoot the
monster in its eye. Right when the
shot hits, press 'Start’ to pause the
game and slow down the Boss!

STAR SOLDIER

Secret Laser Weapon and Energy Power-Up

Star Soldier is a really tough game,
but with the super secret power-up
you can blast your way through the
game with multiple firepower and a
special laser beam weapon that you
won’t find anywhere in the game!

Toinitiate this awesome trick, before
turning on the game, hold the ’A’ and
'B’ buttons while pressing up and to
the left on the controller one pad
while pushing the controller two pad
down and to the right. While this is
being done, turn on the unit and dur-
ing the title screen press the *Select’
button on the controller one pad ten
times. If you did everything right, the
screen will flicker for just an instant -
this lets you know that the trick has
been done.

Press Start’ to begin play and hit
‘Select’ to switch to the special laser
weapon that wipes out everything!
You can switch back to regular fire by
pressing ’Select’ again. The laser is
especially effective on the Star Brains,
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WIZARDS AND WARRIORS
Special Lovel Skip
When you get to the second forest
scene, which is just after the red
caves, walk all the way to the left until
your character is at the edge of the

screen. Then levitate and stop levi-
tating very quickly by tapping Up on
the controller repeatedly. Your cha-
racter will go off the screen to the left
and appear again on the right side.
You'll find that the scene has now
changed and you will be back to the
first forest! Go to the end of this
stage and defeat the Skull. The Prin-
cess that you save this time will be
Penelope, the Princess that you usu-
ally save at the end of the second
forest! Continue playing, and in a
few stages, the last Princess will be
saved!

Brandon Macaluso
Pottsville, PA

MILON'S SECRET CASTLE
Special Point Award
Here’s an easy way to rack up mega-
points on Secret Castle! Get the
Crystal Ball and then die on pur-
pose. Before continuing, hit either
fire button (use a turbo stick for this
one) and your score will soar into the

KID ICARUS

Sseret Password Codes
Here are a couple of nefty codes that
will warp you to the last level of the
game and award other bonuses!

Lastlevel:  panger 111111
TERROR  HORROR

Last level plus points, endless supply of
life, and 640 Hearts:

Suuuue uuuuuN
uuuuu (T

Tim Holm
Wyomissing, PA
and
Mikkel Way
Bell Canyon, CA

= stratoshpere! ’
RING KING Although it was the wide receivers
Iovinelbility designed as a two- very quick, as well
This controller code is a bit com- player game, John as the quarter-

plicated, so pay close attention!
First of all, start by pushing the ’A’
button on controller two, then
press the A’ button, followed by
the ’Select’, and the ’A’ button
again on controller one. Next,
press the "B’ button on controller
two and then the "Select’ button
on controller one. Wrap this one
up by pushing the ’A’ button and
then the ’B’ button on controller
two, and finally press the ’B’ but-
ton on controller one two times.
Now when you push ’Start’ to
begin play, you can take as much
abuse as the other boxers can dish
out and you won’t ever take a fall!

Elway’s Quarter-
back can be play-
ed against the
computer. These
tricks will help
you pound CPU
into the turf by

of some super

: John Elway's Quarterback
taking advantage Super Fast Players and Defensive Tips

back! To score a
touchdown easily,
simply press the
pad down to snap
the ball, hit the 'B’
button right after
the snap to pass
the ball, and
quickly run to the

Remember to enter these moves sor sit there until the time runs out for Daniel Bodnovich
during the title screen. picking a play. Doing this will make Masury, Ohio
i AR AR DR S

secret playing techniques that give
you the upper-hand!

The first trick can be used whenever
you are on offense and will almost al-
ways result in an instant touchdown!
When you are in the play select mode,
move the cursor to the Nor-
mal/Reverse window and let the cur-

sidelines and up the field. Yourun so
fast that nothing can catch you!

Also, during the kickoff, press Up
on the pad and the B’ button together
rapidly. This will allign your men in a
V formation and enable you to tackle
your opponent on or around the 10
yard line!

51




METAL GEAR

Avold Super Computer
With this trick you don’t Heaven’s room! Now you can attack
I need to destroy the Super this Boss without having to fool |
Computer! When you en- around with Solid Snakel
ter the computer’s room,
Solid Snake appears in the
door frame. As soon as he
appears, hold the control
pad or joystick to the right
and you’ll appear in Outer

Jean-Sebastien Canicchio
Quebec, Canada

RBI BASEBALL
Coaching Staff Sereen
On RBI Baseball, if you hold the
’A’ and B’ buttons down at the
same time during the title screen
and press 'Start’, the Coaching
Staff (Designers) will appear!

Doug Schulze
Minneapolis, MN

METROID
"Steange" Code

This special Password code lets
you do many unusual things like
get bombs without having the ball,
There is no Varia with this code,
which makes it a bit harder to
reach the ending, but if you do you
will get another special surprisel...

999999 999999

KKKKKK KKKKKK

o Sega's POSIDEN WARS 3-D
i Hidden Sound Tost and Continve
To listen to the music selections
on Poseiden Wars 3-D, push the
pad Up once, Left twice, Down
three times, and Right four times.
To continue your game after the
enemy has defeated you, press the
pad Down four times, Right three
times, Up twice, and Left once.
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TRACK AND FIELD Il
Codes by Day

Track and Field 2 is broken up into
eight days of competition. After com-
pleting each sequence of events, you
are given a Passcode that will let you
start at a higher day of competition.
The passcodes for each day are:

Fourth Day
RDE36URN4

Fifth Day
JDSFKVIN4

Sixth Day
XAXF6VING

Seventh Day
TAIKUJs!

Elghth Day
421IPJJ5S

Videotic Maniacs
Houston, TX

‘: v‘: '-.””“"::':
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Ivinvicible Mode
Before turning on the Sega Master
System, press and hold the pad in the
lower right-hand corner on controller
one while simultaneously holding up

and to the left and pushing button
one on controller two. Turn the
power on and keep holding the con-
trols in the above positions until the
R-Type logo appears on the screen.

There’s also a hidden stage in R-
Type that can be found at the very
beginning of the fourth stage. You
will see two large blank parts at the
top of the screen. Touch the first
blank with the left back part of your
ship. At that time the hidden stage
will begin!

Bruce Frausto
San Diego

Ty S T e S s T T T T T i S U s csemmnr

RAMBO
Secret Second Ending
Unknown to most, there are two
endings to Rambo, one where
Rambo’s friend Co dies, and
another where she doesn’t. The
trick to having her survive the
game is not talking with her under
the waterfall after she rescues you
from the enemy camp. If you do
this she’ll be waiting for youin the
helicopter after you rescue the
POWSs and again at the very end
of the game - just make sure you
find her before you talk with
Trautman, Here’s the code for
the second ending:
WLsk Xv57 TwoB WU3C
BDAT wJ7 2PtH 9EO4

Dave Edwards
West Hartford, CT

#

e you to finish the game. Use these

SIMON'S QUEST
Ditferent Endings
Castlevania Il has three different en-
dings depending on how long it takes

codes and destroy Draculato see the
other endings!

Second Ending: Third Ending:
CTMY W26k CIDF 026D
R5KN  SIBK LIKN SwJK

KID ICARUS
Lower Prices in the Shops ;
Beat the high costs of inflation with
this tip! When in a merchants shop,
press the A’ and ’B’ buttons on con-

troller two simultaneously. The mer-
chant may raise or lower his prices! |
#

TRACK AND FIELD Il

Hammer Throw Trick
On the Hammer Throw event, make
sure you have very little power when
you throw and release it at 80 degrees.
Peter Siamidis, Raffi Karaoglanian
Montreal, Quebec

With this trick
you can get all of
the hearts in Mis-
sion two! First,
get to the second
round and play
until youreach the
Williams with the
baseball bat on
top of the ledge.
After you defeat
the Williams, walk
slowly to the right until you are facing
apile of red girders. YOUMUST BE
AT THE VERY TOP OF THE
SCREEN AGAINST THE GIR-
DERS! A Williams will come out at
the right of the screen to get you.
While he is approaching you, walk
back to the left towards the wire
fence. When Williams is right in front
of the left edge of the girders, begin

DOUBLE DRAGON

Seorets Points

climbing up the
wire fence. Asyou
climb, Williams
will stay where he
is standing. Climb
to the top of the
fence and walk on I

the ledge, going
left. Climb down
the first wire fence
on the left and go
as far to the left as

you can go. Once your man cannot go
any further, go all the way back to
where you left the Williams standing,
If you keep hitting the exact spot
where Williams was standing (he
won’t be there now), you will keep
getting points. Keep hitting and get
all your hearts!

Dave Edwards

West Hartford, CT
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Secret Code

Legacy of the Wizard is an extremely complex and
detailed game that unfortunately has an inadequate save
feature. Here’s a code, however, that will let you begin
your quest with all of the tools and weapons available -
including the four crowns that let you warp from area to
area (when you jump into the pictures of the Princess) as
well as the Magic Sword which is the only weapon that
can destroy the Great Dragon at the game’s finale
(remember to jump underneath the Dragon mural while
holding the sword to bring the beast to battle):

C4TB RSSH 6RXC 1TJH
CUTK 3NFT YWMC WJVU

LEGACY OF THE WIZARD

Cane, Bowl

DESERT FALCON

Hisroglyphic Combinations
Depending on the combinations of three hieroglyphic
characters that you collect from the surface, you will be
powered-up in one of several different ways. Here are
some of the most useful combinations of characters:

Invincible - Cane, Bird, Bird or Bird, Sun over Water,
Man or Bird, Cane, Feather.

Quick Shots - Bowl, Cane, Bowl or Man, Bird, Cane or
Bird, Sun over Water, Eye.

Warp - Ankh, Bowl, Ankh or Bird, Bird, Eye or Bird,

Hold Sphinx - Man, Man, Bird
Extra Life (on higher levels) - Bird, Bird, Bird or Eye,
Eye, Sun over Water.

ZANAC
Bonus Lives and Weapon Selest

While we’ve printed quite a few tips
and tricks, none of them compare
with the incredible stunts you can
perform on the FCI game Zanac! Be-
side continues, sound tests, and free
men tricks that have all been pub-
lished before, you can also select the
weapon that you want to use (and
have it fully powered-up) as well as
earn as up to 254 extra ships! Unlike
most tricks, however, this one is a bit
complicated to initiate so pay close
attention!

To initiate either of these tricks, you
must first prepare the game by plug-
ging ajoystick or pad into the control-
ler one port and a light gun (if you are
doing the extra men trick) into the
controller two port. Now, place the
Zanac game cart into the system and
press the receptical tray down to set
the game in place. Here comes the
tricky part - you must press down on
the tray again (as if you were taking
the game out), but instead of remov-
ing the game from the system, slowly
let the tray start to pop up. Before

you let the tray pop up into place (ex-
posing the game for removal) push the
tray back down so that the game is now
fully in place inside of the system once
again. If this procedure is done cor-
rectly (and remember, it is not easy to
do) you will see a short glitch from the
system and see the "Top Score” messed
up in the title screen.

When this has been successfully done,
press *Start’ and you will go directly to
the Continue prompt. Press ’Start’ ag-
ain to begin play. If you have the light
gun in port two, you can hit’Start’ at any
time during play to finish the round and
max out your remaining men! When-
ever you need more men, press "Start’
again!

To select your weapon, start the game
in the same manner outlined above (ex-
cept do not have the light gun in port
two) and then press "Select’. Move the
pad left and right and you will see a
number in your score that indicates the
weapon you will power-up to. Hit ’Sel-
ect’ again to finish the round and begin
play with a new weapon!

O YTOPNZS51

Doing the Trick - Here’s what the title
screen will look like if you successful-
ly screw up the game. Notice the Top
Score in the upper-left corner.

- = ’;-:“,

Weapon Select - Depending on the first
digit of your altered score, you can
select any one of the possible weapons
and also power them up completely!
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GOLVELLIUS
Ending Code

Golvellius may be a difficult game,
but with this special password code,
you can warp right to the ending of the
game! Goto the password screenand
type in the following letter and num-
ber combination:

VRKX A725 FMNM CDNF
SQX4 Cwys YPsL QLUL

FANTASY ZONE
Unlimited Use of Weapon
Destroying your opponents in the
Fantasy Zone is much easier with the
laser, wide beam, and seven-way shot,
and with this trick you can use these
ordinarily timed weapons forever!

First, buy all four engines, but don’t
use them. Next, by a weapon and it

will last until you lose a life.

Bruce Frausto
San Diego, CA

2=
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DOUBLE DRAGON
Fourth Level Continue

When the fourth level appears in
Sega’s Double Dragon, don’t move
left or right, but instead jump up and
down fifty times. After you do this
you will be able to plow through the
final level and straight to the ending,
with an unlimited number of contin-
ues at your disposal!

Extra Money
To begin your Ghostbustin’ adven-
ture with a ton of money ($1, 975,800
to be exact), enter AA when you are
asked for your initials and then enter
#1173468723 and push button one.
Forget about starting with $10,000,
this much money will let you get what-
ever you may want!
John Stanford
Hackensack, NJ

\SECRET Fairfidld, IA
Juan F. Conde Jr. \ [ »
Temple City, CA o
A
-
GHOSTBUSTERS ROCKY QUARTET

Defeat Drago
To beat Drago, you must score at
least 85 during training and score a 7
on the sandbag against Lang. By do-
ing both of these things you will do a
lot of damage each time you hit Dra-

go!

Bruce Frausto
San Diego,CA

Sound Test
During the title screen press the
’Pause’ button four times and then
press button one on control pad two.
You can then select any one of the
Quartet sound and music effects.
* Wide Beam
During the title screen press the
'Pause’ button fourteen times and
then press button one on controller
one.

| s e i e D S S
e

KENSEIDEN
Level Select

Before turning on the System hold
down both buttons and then turn the
unit on and continue to hold the but-
tons until the title screen appears.
Release both buttons and then press
the upper-left corner of the pad and

button one at the same time
Bruce Frausto

WIN A FREE GAME FROM EGM!

We want you to play like a winner,
and we're ready to pay! Give us
your tips and clues, your secret
continues, level selects, power-
ups, and codes! If we print your tip,
we'll give you credit in these pages
as well as a free game! You can't
lose - get the best tips anywhere
and get some great games as well!

Send your tips and tricks to:
Quartermann

c/o Electronic Gaming Monthly
1920 Highland Avenue, Suite 300
Lombard, lllinois 60148

Sendal Publications Is not responsible for the submis-
sion of similar or identical llps?oand is not oblicated to
award free game carts to those people who submit infor-
ation gw.?has %Ifrs?dry been ag inted or waﬁ Previnun
mcatod Ylheaia of ti emag ne or any al Ia1ed|pu
lication of media source.Void where prohibited by law.
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Mega Man 2 begins right where the
original left off, with that crafty old Dr.
Wily back again with a whole new set of
super-human enemies!

The rules remain essentially the same
as Mega Man faces eight new Boss
characters in eight new worlds of ad-
venture and excitement. Mega Man
must stand up against evil villains like
the ruthless Heatman who launches
fireballs and Bubbleman who attacks
underwater! Defeat the alien Super
Bosses and capture their super-
weapons to enhance your fighting
abilities!

Make it past the guardians and you'll
find yourself in the skull cave; home to
the evil Dr. Wily. Find your way
through the Wily’s underground palace
and you'll be face to face with the Mad
Doc himself for one of the most ex-
plosive video game battles ever!

NINTENDO - Capcom 06/01/89

Boss ATTACKH! Defeat the Bosses with the weapons and in the order listed below...

BUBBLEMAN AIRMAN

Bubbleman - Use Metal Airman - Use Wood
Heatman - Use Bubble
Metalman - Use Quick  Flashman - Use Metal

QUICKMAN

)

Quickman - Use Freeze
Woodman - Use Air
Clashman - Use Air

CHICKS IN THE STARS!

When you are in the round select
mode, press both the ’A’ and ’B’
buttons simultaneously while
pushing the pad in the direction
of the Boss you would like to
fight. When the Boss is introduc-
ed he will be surrounding by
chicks flying through the stars!
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WOODMAN - A MEGA MAN 2 BOSS ATTACKER!!!

Mega Man 2 is packed with 8 dif- creatures and a very powerful Boss o s oo
forent lovels of ghallenge and ex- attheend ofthelevre)q.pTImlng iscru-  TAKE ON THE MECHANICAL ATTACK
citement. One of the most difficult cialthroughoutthisround,and mas-  WHEN YOU REACH THE UNDERE
rounds is the Woodman level, popu-  tering the "jump and shoot" techni- NS e e
lated by all kinds of strange forest que is vital to beating the bad guys. ~ Thesedeadlyopponentsuse
' chains of fire to attack Mega.
Jump and fire shots or store
up heat power. Remember,
timing is important!

R R b o]

BE CAREFULI
The forest is filled with many dangers.
Arm yourself with the other Power-Ups

before you enter the woods.

Use the Bubble or shot wea- The rooster will come hopping
pons to knoek the evil rabbits toward Mega - move slowly
out before they reach you! and constantly fire a 1

Stay above the platforms that the Gorillas climb
on and keep moving - sometimes you can avoid
their attacks. If one of the monkeys does happen
to lunge at Mega, it will jump through the air and
try to land on top of you. If you see one of the
apes start to jump, reverse your course or seek

- a better position
from which to re-
taliate. Walk back
and fire repeat-
edly as the goril-
las draw near.

~ DEFEATWOODMANI

To conquer Woodman, timing
is very important. You must
jump his leaf attack (which will
block your shots), and come
back firing the 'Air' weapon to
Intercept him as he jumps. You

- BUT TON 3 : ‘must do this while deadly lea-
: ves constantly float down. Whefa Slteabest"




NINTENDO - SNK Corp. - 06/31/89

STORY

In Guerrilla War, you and your buddy
fight to survive against the military
stronghold of an evil and vicious dic-
tator. At your disposal are machine
guns, grenades, and other weapons and
power-ups that can be collected along
the way.

In addition to your primary objective
of overthrowing the Commie govern-
ment, you mission will also bring you
face to face with dozens of friendly
P.O.W.s who are being held hostage by
the enemy. Collect these prisoners for
more points and expose power-ups that
increase the firepower of your
weapons!

Guerrilla War is loaded with intense
combat action over nine different levels
of play. You can play by yourself or
with a friend simultaneously in this
faithful arcade to home translation of
SNK’s best Ikari spinoff ever! Great
graphics, music, and play combine to
make Guerrilla War outstanding!

LEVEL SELECT

To select any of Guerrilla War’s
nine levels of action, press both
the A’ and ’B’ buttons and hold
them during the title screen, and
then press start. You will enter
the level select mode and be able
to choose any mission you wish!

COMMAND SELECT ION

START FROM 9TH AREA

EASY LEVEL

SECRET 1UPs

To uncover hidden power-ups
and secret free men, always
remember to use your grenades
to blow away the rock walls that
fill the battlefield. Hop in a tank
and use the cannon to clear the
walls away even faster!

BONUS POINTS IN AREA 5

You begin this round inside a
mine, riding a mine car. Using a
whip, rescue the hostages that
line the walls to the right and left.
Use a friend on this stage with
one person whipping left and one
concentrating on the right.

; Use the tank
— your grenadez ?t: E w
i P N E
E A
M P
Y 0
enemy transports N
and helicoptors!
S
Begin y':)ur
battle be-
1 USE TRENCHES tle
| FOR EXTRA senerhy
w lines in the
E PROTECTION!! jungle!
R i y
U Collect the wea-
P pon capsules to
enhance your fire-
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BATTLE ON WARRIORS!!!

'ENEMY SURRENDER! |

BONUS POINTS!

8 Free the Pri-
soners...

Over-

for extra firepower
and defense!

Power-up for even
greater rewards!

power and mobility!




ARERE AN WA

W w

STORY

In the intergalactic year 25XX, the
solar system has been invaded by dead-
ly aliens from beyond the rim of our
galaxy. These invaders, known as the
Gyrussians, are bent on conquering
every star system they encounter, in-
cluding Earth’s!

Gyruss is based on the arcade game
of the same name. Although the game
play is slightly different here, with plen-
ty of additions and enhancements, any-
one who is familiar with the coin-op
shouldn’t be disappointed. Your ship
occupies the outer rim of the screen
and circles the perimeter, firing in at
the invaders. The game is divided into
ten levels, with the setting for each be-
ing a different planet or the sun. A wide
variety of opponents drift from the cen-
ter of the void and prove to be extreme-
ly challenging. After every planet has
been saved you can refine your talents
even further (while racking up some big
points) during the chance rounds.

UEMIS
© ¢ o

MERCURY EnnTn

30 MAN TRICK

In Gyruss you can receive 30 men
at the beginning of play by press-
ing ’A’, 'B’, Right, Left, Right,
Left, Down, Down, Up, Up, and
then start during the title screen
and before the demo starts,

HaaIR0n.

BASE ALERT!

During the second round of each
planet, you will encounter a
quartet of Gyrussian bases.
Eliminate these ships with your
plasma cannon or with regular
shots - they produce enemy craft
and speed up play!

BATTLE THE SUN

When you are one warp from the
Sun no Gyrussians will attack, In-
stead, the sun will erupt, sending
solar flares toward your ship at
lightning speed. Don’t try and
fight these fireballs, stay at the
bottom and avoid them!

Uranug

This Boss is similar to Neptune,
but instead of firing 3 missiles,
each pod releases 2 guided mis-
siles when open. The homing
bombs follow your ship but they
can be shot. When only one pod
remains, 6 bombs are fired.

Earth

Each ship rotates in the middle of
the screen, although the blue
ship spins very fast. Orange
shoots dual missiles, purple fires
homing bombs, and blue shoots
plasma balls. The last ship spins
quickly - don't stay in one placel

Neptune
3 1
5
2 4
Jupiter
Ll
S5

Here’s all you need to battle the Gyruss
Bosses guarding each planet! Blast your
way through with these winning tips and
free the solar system from the clutches of
the hideous invaders!

Satura

The Saturn Boss has six pods
that fire homing missiles and in-
destructable barriers. Circle and
follow the opening pods in a
clockwise direction. There is a
delay between the top and bot-
tom pods - draw off the barriers.

Yenus

The Venus Boss has 8 pods that
shoot 3-shot sprays, destructable
barriers, and indestructable bar-
riers come from the top, right,
bottom, and left. Use same tech-
nique as Mars Boss and avoid ad-

ditional enemy fire.

Neptune

A Gyrussian base with four pods
on the top, bottom, left, and right
occupies the screen. Each pod
fires 3 shots in clockwise rotation,
The pods can only be destroyed
when they are open. Concen-
trate on one pod at a time.

Juptter

A large meteor circles the outer
rim, releasing meteors as it goes.
Once the large meteor has been
hit 4 times, an alien organism Is
revealed, The allen uses two ten-
tacles to reach out and attack-
Concentrate shots on the alien.

Mereury

&2

This Boss uses meteors that are
released from special pods. Me-
teors reach out toward the edge
to attack and then return to brain.
Bubble explodes when pods are
destroyed revealing Brain that
fires lasers. Circle clockwise.

Plute Uranus

Satura

An orb will appear and release 11
green globes that wander about,
reaching the edges of the screen
to attack, while the orb circles the
outer rim. Fire at the globes and
watch out because they return
fire when hitl

Mars

This Boss has 8 pods that fire 3-
shot spreads. At the same time,
pods at the top, bottom, left, and
right release blue barriters that
drift to the edge and quickly
separate. Concentrate on these
pods first - then destroy the rest.

The Sum

The final Boss shoots sun bursts
at high speed. Avoid them and
concentrate your fire on the sun
itself. Once the sun has been hit
enough, a giant eye is revealed
that shoots smaller destructable
eyes. Shoot these to get a good
ghot at the main eye. As more
damage is sustained, the Eye will
fire lasers so keep moving! Stay
at the bottom, clear out the small
eyes, and shoot until the solar
system is free!
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SECRETS, CODES
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IES

For Nintendo™ Compatible Games
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are not in dny way respohSible for content of the tape or the packaging.

To Order Your Video - Call TOLL FREE:

1-800-338-7710

NO C.O.D. ORDERS PLEASE.

Now for the first time on videocassette you
can learn the top secrets from the top
players. Includes never-before-seen hidden
rooms, invincibility tricks, joy-stick
maneuvers and more! Demonstrated by the
U.S. National Video Game Team.

Power-up your game with this new
videocassette. Included in this video are
tricks to:

* Double Dragon
* Iron Tank
* Simon’s Quest
* Rambo
* Blaster Master
* Contra

* Metal Gear
* Life Force

* Plus 16 more of your
favorite video games
featured.

#2884  Approx. 60 min.  ONLY $19.95

] ) e S G () ) (G S e S (R N RS P [
TO ORDER, please send check, money order or credit card (no cash) to:
FUSION VIDEO
17214 So. Oak Park Ave. - Dept. EG905 - Tinley Park, IL 60477

ALL CASSETTES ARE VHS ONLY.
Inside lllinois 312-532-2050

1-800-338-7710

Name

Address

City State Zip
CASSETTE
NUMBER: 2884

Bill my credit card: D Visa O Master Charge

Account Number Expiration Date

Authorization Signature of Cardholder
Video Cassette Total $

Shipping & Handling $4.50*

TOTAL Amount $

*Canada orders add %5.00 for ship‘pi & handling. d
*All other Foreign countri*Canada orders add $5.00 for shipping & handling.
*All other Foreign countries add ¥10.00 for shipping & handling.

lllinois residents
add 7% sales tax.

FUSION VIDEO is a division of FUSION INDUSTRIES, INC. 1A5A
T [ Y P D R ) () ) o (R [P ) (e 3 E) e
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NINTENDO - Activision - 06/01/89

STORY

You’re in command of the Air Force’s
latest high-tech weapon: the F-117A
Stealth ATF. With this powerful flying
fortress at your disposal, you've been
assigned to a mission that will take you
around the world, and into the dead-
liest skies you’ve ever seen!

This high-action flight simulator is
designed to duplicate all of the capa-
bilities of this state-of-the-art aircraft.
You must shoot it out in hot spots
around the world. Don’t worry though,
because if things really heat up you can
switch to "stealth" mode which will fur-
ther confuse the enemy.

In addition to packing in plenty of
aerial combat thrills, Stealth ATF also
requires a constant survellience of your
surrounding area and controls - long
range radar, altitude, ammo, etc. Get
hit and you can become damaged or
lose valued instruments,

Fly the unfriendly skies - with Stealth
AFT!

NO STEALTH FLYING

While the "Stealth" mode works
fine and will confuse the enemy
to a point, it is unnecessary. Let

the enemy come to you if you'’re
beginning, or do aloop whenever i

an enemy plane flys past to catch
up quickly.

PO E Y,
11 551 [
' 1EE L ey

+ -

10,000 POINT BONUS

To score a quick 10,000, bunch
up a lot of planes into a small
area. When you get then in visual
sighting, move to the right or left
slightly to get two overlapping.
Wait for the "Lock-On" signal
and let go with a missile!

EASY LANDING

Don’t fool with adjusting your
angle when you come in for a
landing. Simply lower your land-
ing gear and tap the ’B’ button
four times. This will break you
enough to make a safe landing
and move on to higher rounds!
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(312) 968-0425

8 am - 7 pm Central Standard Time

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

e Find out about new FCI games

e Put your name on the FCI
mailing list

FCI$

Fujisankel Oohmunlcaﬂons International, Inc.
150 East 52 Street, NY, NY 10022

Dr. Chaos, Zanac and Lunar Pool are trademarks
of Fujisankei Communications International, Inc.
Ultima is a trademark of Richard Garriot. MagMax
and Seicross are trademarks of Nihon Bussan
Co, Ltd. These games are all licensed for play on
the Nintendo Entertainment System®
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NINTENDO - FCI - Now Available

STORY

This just may be the most challenging,
intricate Nintendo game ever! Your
four mighty adventurers must explore
the land of Britannia, collecting valu-
able clues and information from the
towns folk while fighting - or avoiding -
the dangerous monsters that roam the
countryside. Your mission is to find
the way to the dreaded castle of the evil
Exodus.

Adapted from the hit computer game
of the same name, Ultima is quite faith-
ful to the original in most respects.
You have a choice of five different
character types and professions from
which to draw your adventurers. There
are ten different cities and eight dun-
geons (ecach with eight levels!) to
search, along with citizens, guards,
patrons, and monsters populating each
one. A battery memory feature allows
you to save your adventures easily for
up to three years! Ultima is video role-
playing at its best!
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FIND THE MYSTIC SWORD

First get the silver pick from the
Cave of Death on the 8th level.
Take it to a small island on the
north coast. Dig on the island to
uncover the mystic sword. Now
pass the pick around and have
each member dig up the sword!

RAISE YOUR MAGIC

Defeat the pirates when your
party reaches Sth level. Take
their ship and sail it into the whir-
pool to travel to Ambrosia. Find
the 4 shrines of Ambrosia (Int.,
Wis,, Strgth,, Dex.). Donate
gold to raise your abilities and
use ’Select’ to activate higher

THE LOST CITY OF DAWN

Starting at Lord British’s castle,
walk 7 steps west and 35 steps
south and Dawn will appear
when both moons are black (hit
'B’ button to make the moons
change faster). Now, get the
gold pick in the guild shop to dig
up the mystic armor.
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Experience a New Phantasy...

Attack! The galactic tyrant Lassic hurls
lightning bolts at you.
But your magic blade
responds with a blast
of blue fire...and your
team of adventurers is
about to join the battle!
Welcome to the worlds of Phantasy Star,
Sega’s newest adventure role-playing muss
video game. Phantasy Star is full of
traps and treasures, magic and mon-
sters, not to mention dungeons and
towers so real you'll
want to wipe the
slime from your
boots...and

8¢

recoil from dragon fire!

Phantasy Star features space travel to
three worlds, a magician’s g @& g8 - 3
dream book of spells, 16- zg..gzgg
level dungeons, and more | g ;
monsters that you can oty
cremate with a laser gun!

And Phantasy Staralso & @& A T
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 Sega video game system.
Look for MIRACLE WARRIORS™

9 and LORD OF THE SWORD™
a, S coming soon!

Phantasy Star™
The Next Wave §

in Video Gaming.
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In Altered Beast you're a Roman
Centurion soldier revived from the
dead by the mighty Lord Zeus. It
seems that Neff, the Lord of the Under-
world, has kidnapped Zeus’ daughter
and taken her deep within his subter-
rainian for-tress. The lair of Neff is a
strange and mystical place where
powerful demons carry Spirit Balls and
Zeus' incredible powers can not
protect you.

Based on the recent Sega arcade
game, this 2 meg translation does a
good job of capturing most of the fam-
iliar play mechanics of its arcade cou-
sin, There are four levels of play filled
with underworld creatures that con-
stantly appear for battle. These guar-
dians protect the demon warrior Neff,
who guards the end of each round and
transforms into a bizarre cast of giant
monsters once you have captured the
Spirit Balls and made the transforma-
tion into any one of the magical crea-

SECRET CONTINUE

To continue the battle after you
die, hold the pad up and to the
left while pressing the A’ and ’B’
buttons when the "Game Over"
screen appears. Goto the lower-
left, lower-right, and upper-right
for subsequent continues.

POWER-UP

To successfully power-up your
character into the Werewolf,
Weredragon, Werebear, or the
Weretiger, you must first capture
three of the Spirit Balls that ap-
pear whenever a silver wolf is
eliminated.

FIGHT NEFF AS A HUMAN

Although this trick makes the en-
counters with the Boss monsters
more difficult, it is interesting.
During each round avoid power-
ing-up. You will encounter Neff
several times but he will even-
tually attack you as a human,
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In King’s Quest, the latest quest/ad-
venture game available for play on the
Sega Master System (this time from
licensee Parker Bros.), you assume the
role of a brave warrior on a mission of
life or death! It seems that the old King
Edward is looking for a successor wor-
thy enough to take his throne. You
have been elected to take his place, but
before you can take the King’s seat, you
must uncover three magic objects that
are hidden in various locations around
his kingdom. These include the magic
shield, magic mirror, and magic chest
of gold.

Along the way you’ll encounter all
kinds of people, places, and monsters,
who each fit into the entire puzzle. Lo-
cate magical objects and use your
thinking cap to make it around the
obstacles that stand in your way.
Present the three magical items to the
King to win the game and take control
of the entire kingdom!

Get Your Goat

To get around the Ogre guarding
the bridge, go to the goat pen and
"Show Carrot" to lure the animal
away. He will follow you to the
bridge at which time you’ll dis-
cover that goats hate Trolls.
Another way to get past the Ogre
is with a special gift.

Beat the Gnome

When you get to the old Gnome,
guess his name and you will re-
ceive magical beans. Use the ad-
vice from the note in the witch’s
cottage and read the alphabet
backwards to input his name,

Rumplestiltskin, correctly:
IFNKOVHGROGHPRM

Climb to the Clouds

After getting the magical beans
from the Gnome, find a clear
spot on the ground and "Plant
Beans". A beanstalk will grow!
Climb the beanstalk and you will
be in the clouds where a Giant
will confront you and the magical
chest of gold is waiting!

NEDTY s | *

PUREN START SUTTON

STORY

Where you come from street fighting
is a way of life. With years of street
smarts and tai kwon do skills, the other
gangs have learned to leave you alone -
and not to mess with your territory. But
now a new gang, the Rouges, have
entered your neighborhood. These
ruffians are bad to the highest degree.
Not only have they filled your streets
with violence, but they’ve kidnapped
your number one babe, Maria, just to
get your attention!

Vigilante brings all of the kick-em-up
action of the arcade sleeper home for
play on the Sega Master System. In
each round there are dozens of thugs
roaming the streets using knives, clubs,
chains, guns, dynamite, motorcycles -
anything they can get there hands on!
If you're lucky you may discover a pair
of nunchucks which are nice for going
after the Boss in each round.

Hang on Maria, the Vigilante is com-
ing to your rescue!

TNE VAN 1= CcARRIMNG MAR!A
YO TANE!'R NFADOUARTFAS
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BOSS STRATEGY

The Vigilante Boss characters
are the meanest thing in the
game. To quickly and easily eli-
minate the Bosses, get in close
kneel down, and let them have it
where it hurts, You’ll be moving
along in no time!

AVOID ATTACKERS

If you want to quickly blow
through each round, don’t con-
front the enemy gang memebers,
just jump past them. Start jump-
ing to the right and continue this
hopping technique until you
reach the Boss. You can’t lose!

DEFEAT DYNAMITE BOSS

The level two Boss attacks from
a ledge and throws dynamite.
Get under the Boss so that you
are facing him and slightly to his
side. Jump up and unload pun-
ches into his lower section while
avoiding dynamite. Use the Boss
strategy when he jumps down.




T.V.SPORLTS FOOTBALL

Sports games have been around since
the early days of computer gaming.
The earliest, such as those on the Atari
2600, were very simple and focused
mainly on the action aspect, with
graphics being very limited, or in some
cases, even non-existent. Recently,
with the power of some of the more cur-
rent machines, focusing on simply one
of these aspects is simply not enough to
satisfy today’s players who demand
both more action and high-quality
graphics from their video and comput-
er games.

This is the niche that TV Sports Foot-
ball is aiming to fill. Produced by
Cinemaware, famous for Defender of
the Crown and other graphic-based ad-
ventures, TV Sports Football combines
the action of the sport, the strategic
coaching and thought, and carefully
scripted graphics to form a very attrac-
tive game in this highly competitive
niche.

"...While I was initially daunted by the
detail in the game, it did not take too
long to get up and running, Idid get ex-
tremely frustrated with the computer’s
ability to continually beat me as I
learned the game. But TV Sports Foot-
ball has that enduring quality that can
draw even the most frustrated player
back for Just one more try’."

- R. Bradley Andrews
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TV Sports Football covers a 28 team
league patterned after the NFL teams
we all know and love. Unfortunately, it
does not use exact team and player
names, likely to avoid the high royalty
rates required by the NFL and the
Player’s Association. While this is a bit
of a disappointment, it does not matter
that much and is easily forgotten. The
games themselves are divided into two
categories: Exhibition and League
Play. Exhibition games occur outside
of the normal season and any two teams
can play together. League games occur
during the actual season according to
the team’s play schedules and are
predefined at the start of a season.

Also included is a limited ability to
practice the plays themselves. Both
kicking (field goals and point-afters)
and offensive plays can be thoroughly
practiced outside of actual game play.
This option is limited though; only the
offense is modeled and several exhibi-

Cinemaware - Amiga - $49.95

tion games must be played before a
player truly knows how to perform the
patterns with an active opponent. A
scrimmage option would have been
very nice here, with the ability to play
against opponents while still in the
practice mode,

During the game, the player takes an
active role in both the calling of plays
and their execution. Offensively, a
number of formations are available,
while defensive plays are also offered.
While they do not cover all the possible
variations, there are four different
plays (with the mirror image of each
play making eight total) and those in-
cluded are the most common and
provide sufficent variety.

Once the offense and the defense are
chosen, the view switches to the
playfield itself. Here the defender can
set one or more players into rush mode
while the quarterback will handoff at
the first available opportunity and con-

(Continued on page 79)

One of the many graphics-oriented game screens that add to TV Sports Football.

THE DUEL: TEST DRIVE 11

The Duel: Test Drive II is the long-
awaited sequel to the mega-hit original,
Test Drive. One of the first arcade-
style driving games for the computer,
Test Drive brought the great action and
good looks of popular coin-ops like
Pole Position home.

The basic concept behind The Duel
are similar to the original: after load-
ing the game up (easy on floppy-only
machines, but slightly confusing if you
want to run it from a hard drive) you
are prompted to pick your car, then
choose your opponent’s vehicle. Next,
you must select the level of driving dif-
ficulty (automatic  transmission,
manual shift, more challenging adver-
saries and more traffic at higher levels).
Then drive like hell. Avoid potholes
(realistic public works, eh) and lethar-
gic commuters (remember, youw're ona
public road, not a race track). Don’t
run afoul of Smokey, heed your trusty
radar detector and if that fails, use

T e N L B P W I

"..When I heard that Accolade was
coming out with a sequel to its 1987
driver Test Drive, I thought, "so what,
big deal." But when I had a chance to
test drive The Duel, Test Drive I, I was
pleasantly surprised with the revamped
game. It proved to be a solid piece of
product improvement, from the
scenery and steering control to the
ability to expand the available
scenarios through add-on disks. The
Duel is a definite improvement on an
already fantastic game!"

- David Harris
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horsepower to allude the cops and es-
cape a costly speeding ticket.

While the original Test Drive road
conditions and scenery quickly became
monotonous (you continuously drove
through the mountains), The Duel:
Test Drive II's Master Disk scenery is
varied from wide-open desert and
winding mountain roads to meandering
rural highways. If the settings provided
by the master disk become too familiar,
Accolade offers a special California
Challenge, an after-market add-on
scenery disk, for $19.95. It features
more colorful and more panoramic vis-
tas which have some relation to the real
world. Both the Master Disk and Cali-
fornia Challenge road courses are
divided into seven sections: you are
timed and given a score for each seg-
ment. At the end of the last section ex-
pect to be promptly arrested by a bux-
om Highway Patrolperson and wind up
in the pokey for 30 days!

Accolade - IBM - $44.95

Test Drive One included the specs
and driving parameters for five sports
cars, while The Duel has only two cars
included (Ferrari F40 and the Porsche
959). This is partly because Test Drive
One was just that - a test drive. The
player could maneuver the course with
different machines and compare his
score. In The Duel you are pitted
against a worthy opponent (the com-
puter) in a car of your choosing. It’s
more of a competition, a test of skill.
The Duel may also be enhanced via a
Supercars disk whick is also $19.95 and
contains five of the hottest autos avail-
able to the wealthy including a
Tesstarossa, Lotus Esprit, 911 RUF,
Countach 50008, and the ZR1 Vette.

Fans of the original Test Drive will
probably be at first puzzled and later
pleased with the new steering algo-
rithm incorporated into The Duel. The
biggest problems involved in creating a
driving game are overcoming the con-

(Continued on page 79)
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Putting the pedal down all the way with the IBM version of The Duel with Califor-

nia add-on disk.
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CALACTIC CONQUELROR

The Stellar League is assigned to pro-
tecting the freedom of every human
throughout the galaxy. It has just de-
tected, with its sensors in the far corner
of the galaxy, what appears to ba a small
enemy invasion force. While its size
and danger is not known at this time, a
defense will be launched immediately
to directly confront this threat. Only

the player has the needed ability to fly

the mighty Thunder Cloud II, suppress
this invasion, and return peace to the
galaxy.

Galactic Conqueror is the latest re-
lease by Titus Software for the Amiga.
Following in the style of Offshore War-
rior and Fire and Forget, the emphasis
here is on fast and intense action. Only
those with quick trigger fingers will
prevail. A strategic aspect is added to
tie the action scenes together, but the
action is the focus of the program.

Play begins with a map of the galaxy
before the player. By observing the

"..Once again Titus Software has
produced a sharp looking game, but the
play mechanics are too mindless and I
rapidly got bored with freeing "still
another" planet through the same
mindless excercise."

- R. Bradley Andrews
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current location of the threat a player
can determine which planet to liberate
next, returning it to the Stellar League’s
control. When a given planet or moon
is selected, a small view of the planet is
shown, if it is under enemy control, then
aview of the fighter types patrolling the
planet is also shown. If the planet is
then selected, the action begins.
Liberating each planet involves suc-
cessfully flying through three different
waves of opponents. The first phase is
a surface run where the craft is limited
to fairly simple left-right, and up-down
movements. The second phase occurs
in the air, and allows the craft to do full
rotations, like a jet fighter. The final
phase occurs in the space just outside
the planet as the player destroys the last
remaining remnants of the alien fleet.
Between each phase, the player re-
turns to the mothership for shield rein-
forcement and ship repair in prepara-
tion for the next phase. This is vital,

Blastyour way through the alien armada with Titus’ new Galactic Conqueror shooter

Titus Software - Amiga - $44.95

since any hit after the shield is down
destroys the craft.

The view out the front of the craft
takes up the entire screen during these
runs and the simple goal is to shoot
everything in the way before it shoots
or collides with the Thunder Cloud II.
Many detailed objects move very
smoothly on the screen, but much of the
background is the simple two color pat-
tern seen in Titus’ earlier games.

Unfortunately, the game suffers from
the same drawbacks of its predeces-
sors. The strategic option is almost a
gratuitous add-on, and the action
seems to have little logic to it. The main
way to stay alive seems to be to fire con-
tinuously and spin in circles, clearing a
narrow enough path to fly your craft
and minimize hits till the next rendez-
vous with the mothership. Sufficient
other action titles outdistance Galactic
Conqueror, to make it only a secondary
choice in its category.

It’s not just a job, it’s an adventure!
And now it’s a computer game from
Mindscape called Combat Course.
Now you can wallow through muddy
trenches, dodge bullets, and fend off at-
tackers in the comfort of your living
room or office.

The object of Combat Course is sim-
ple. You are a Special Forces recruit.
You are to be trained at a camp known
only as "Combat Course" (very ori-
ginall)., Your training consists of run-
ning the gauntlet of obstacle courses lo-
cated at the base. There are five dif-
ferent courses, each more difficult than
the previous,

The "Physical" obstacle course is your
first challenge. This is really just a
warm up. You get to scale a few brick
walls, crawl through a few drain pipes,
and avoid a few friendly German shep-
hards by jumping out of their reach.
Easy stuff for a well-conditioned re-
cruit.

"..Combat Course is an entertaining
and challenging game. But it’s the
added "Consruction Set" that makes it
a real winner, A course, consisting of
256 numbered sections, can be tailor-
made to any level of difficulty you
desire. You design the terrain, you
determine the obstacles and traps.
Combat Course is a game that lets you
satisfy your masochistic tendencies by
running through the courses, and your
sadistic ones by designing courses that
are even tougher."

K.C. Maxwell

R

The "Risk" course, as the name im-
plies, has you putting a little more than
just your sweat on the line. A few
choice explosives have been added to
this course. Land mines are strewn
about, and grenades and dynamite will
net you bonus points if you know how
to use them,

The third course is known as "Com-
bat", and this is where the fun really
starts! All the obstacles that you knew
and loved from the first two courses
have been brought back. But now you
have to worry about animate objects as
well. Machine gun-toting guards ap-
pear - you must make them duck for
cover by firing off a few quick rounds
from your M-16, Unarmed guards,
whose sole desire in life is to punch
your lights out, attack you from the
front. Others will try to ambush you
fromthe rear. You must turn and shoot
at the rear attackers, and outduke the
guys up front. Be a good sport, no
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Mlndscape 064/128 $29 95

shooting them in the back - you’ll re-
ceive a penalty!!

The fourth course is the "Combined"
round, Itis exactly what the name sug-
gests: a combination of Physical, Risk,
and Combat. Not for the weak!

Once you've mastered all the skills
necessary to survive the previous cour-
ses, you're ready for the ultimate chal-
lenge. The CCS or Cobra Construc-
tion Set has been designed to break the
strongest recruit. It’s a mix of all the
"fun" obstacles in the other courses,
they just appear a little quicker...

One of the game’s more interesting
elements is its graphic structure.
Rather than just having you pick a
course and run it, the screen is divided
into two portions: the control panel
and the display screen. The control
panel contains the timer that starts at
4000 and counts down to zero once you
start the course, the score, and a VCR
that replays portions of the game (not

(Continued on page 79)

Take on the toughest training mission imaginable with Mindscape’s Combat Course
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(Continued from page 39)

standing when it comes to musical abi-
lities and sound effects. The system has
a unique sound sampler which enables
it to generate eight sounds at the same
time! The sound sampler allows pro-
grammers to use sounds that are creat-
ed by musical instruments, real sounds,
or even human voices. The simultane-
ous eight sound generator function al-
lows the system to create a dynamic
sound field. Imagine playing a game
with the latest Guns and Roses tune
providing the background music, With
the Super Famicom, effects like these
will be possible and since the system

has a special ear phone jack, you can
play in complete privacy. Add to this
digital echo and synthesized sound ef-
fects and you can quickly see that the
games that the Super Famicom plays
will not be chained to the same field of
limited sounds that the NES is now held
to.

The Guts of
the Super Famicom

Inside the Super Famicom is a highly
complex game machine capable of do-
ing a multitude of extraordinary tasks.

A New Force
is Arriving Soon
to Entergize
Your

ENTERTAINMENT
SYSTEM®

NEX=—===

NEXOFT CORPORATION

See Us At The Nintendo Showroom.

Nintendo Entertainment System® is a
trademark of Nintendo.

™
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The system uses a 16-Bit CPU (Central
Process Unit - the brains of a game sys-
tem) that is equipped with a CPU uti-
lizing an 8-Bit Data Bus and a 24-Bit
Adress Bus. These aren’t the kind of
buses that you in the 18 and under lot
may take to school either! The 8 and
24-Bit internal buses indicate what
types of software you can run on the
machine. The 8-Bit Data Bus will allow
you to play existing Nintendo games on
the super 16-Bit machine (probably
through the use of a low-priced adapt-
er). The 24-Bit address bus is expand-
ed over the original Famicom’s and al-
lows direct access to up to twelve mega-
bytes of memory (over 100 times as
large as some current NES titles).

The Super Famicom has a built-in
math function that uses 8bit x 8bit mul-
tiplication and 16bit / 8bit division math
that allows the unit to obtain high speed
calculations in hardware as opposed to
software. This greatly reduces the
amount of programming time that de-
signers need to spend when making
new games. The end result is higher
quality games.

Super Famicom also has as exclusive
CPU just for sounds that allows the
machine to create effects regardless of
what is happening on the screen.

Have you ever played a Nintendo
game that slowed down or encounter
problems in playing music when a lot of
characters were on the screen at once?
Well, with the Super Famicom, this
problem is a thing of the past!

Super Famicom Cartridges
and Expansion Possibilities...

The Super Famicom uses a 64-pin
cartridge connector similar to that used
in the original Famicom. The structure
of these cartridges makes it impossible
to insert or remove the carts while the
machine is in use.

Super Famicom can also expand its
current use if any expansionary peri-
pherals are ever developed for the 16-
Bit Nintendo. Such expansion would
take advantage of the Super Famicom’s
cartridge connector. Many possible
enhancements include an 8-Bit inter-
face to play existing Famicom carts as
well as CD-Rom, computer terminals,
etc.

Super Famicom Controllers...

The Super Famicom uses a newly
developed controller that has a set of
four buttons arranged in a diamond
formation. The Super Famicom comes
with enhanced key functions for com-
plicated manuevers, although the sheer
number of buttons on the face of the
pad would seem to make the unit dif-
ficult to use or at least require the mem-
orization of how the ’A’, ’'B’, ’C’, 'D’
buttons are arranged. In addition to
the buttons on the surface of the pad,
however, there are also two longer spe-
cial function buttons near the top of
each controller. These buttons are long
and carry additional options that are
sure to be incorporated into future re-
leases for the Super Famicom, Al-
though keeping track of the number of
buttons may seem complicated, the 16-
Bit Nintendo’s pads will probably just
take a bit of getting used to before they
are as confortable as the NES control-
lers that we use today.

Besides the six fire buttons, the Super
Famicom also comes equipped with
the standard ’Select’ and "Start’ buttons
that are similar to those found on the
NES. The Super Famicom has two
controller ports so that two people can
join in on the fun!

What Does All This Mean?

Without a doubt, the Super Famicom
is an incredible machine with the capa-
bility to perform some truly amazing
feats and create outstanding games.
This much power, however, does have
certain drawbacks. For instance, the
amount of time it will take developers
to design and program games on this
new 16-Bit system may be twice as
much as it takes on the regular 8-Bit
Nintendo, Creating graphics that are
more advanced and taking advantage
of the enhanced sound and animation
abilities will also require additional
programming time. Since many of the
most complicated development proce-
dures are handled in the hardware,
however, the Super Famicom may be
able to get around many of the time
consuming problems.

Another factor which comes into play
with any new game system is the learn-
ing curve that developers must climb in
their quest to produce high quality
products. It requires programmers
some time to become familiar with any
computer; learning how to piece all ~f
the system’s great features together to
make a fantastic game. The games that
were released with the NES when it
made its debut were no where near as

Then enter the
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Star!

For the low price of just $2.00 you can get all the
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video games! G.oat NES carts like Star Soldie:,
Mappjand, Mystery Quest, and Fist of the North
ach issue of the official Videodiction newslet-
ter contains previews, contests, playing tips and
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advanced as the games that we play
today. While the games for the Super
Famicom will most likely blow us all
away, the best things on this system are
yet to come,

The Super Famicom does have plen-
ty of fire power and Nintendo is look-
ing to release 300,000 of the machines
when the system is released in Japan
later this year. But with competition
coming from NEC and Sega, who will
both be showing advanced systems of
their own in the U.S. this September,
Nintendo may be placed in the awk-
ward position of playing catch-up when
or-if the Super Famicom is released
stateside (with the NES doing so well,
many analysts suspect that the 16-Bit
Super Famicom won’t find its way to
these shores for some time). With all
of these advanced features, and great
games like Super Mario Bros. 4 and
Zelda 3, however, the Super Famicom
will definitely be the system to watch in
the months to come!

(Editor’s Note: All of the facts gathered
in the preparation of this Super
Famicom article were obtained from
reliable sources in Japan. Since the unit
will not be released in the U S. for some
time, however, many things contained
herein are subject to change.)

Win-A-Game Competition

Here's your chance to show what you've got with
Taxan's latest contest! All you have to do Is grab
w a copy of Taxan's latest and greatest game,
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ofthe game! So go after your highest score or level
and send us the results of your efforts. Remember,
with Taxan you're always a winnerl
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[nvasion Of The
Nintendoids

They're here! The official clothing and
equipment for serious Nintendo players.
Order yours today!

Show your allegiance with
Nintendo Power Patches.
Collect all six.

1599

Arm yourself with a

Take cover under this
Ninetendo Cap.

5 Designs in Men's/
Children’s sizes.

#4.99

Gear up for the

Camerica CAC280 games in this Nintendo
Supersonic Joystick Sweatshirt.
with wireless

Men’s 5249 5
Chi%dren‘ssl9.95
g;?i?clliren‘s $ 17 9 S

Honor vour victories
with Nintendo Pins.
Collect all eighteen.

13,99

Go where the action is with the
Z-Bag HD28Q Nintendo
Custom Carrying Case.

Ercw $2995

Take the offensive using the
MPI Video. You'll learn the
secrets of 22 Nintendo

games. ) 1995

remote.

$4995 &

These fine Nintendo

Keep a back-up Nintendo
Accessories are fully

T-Shirt for those surprise
attacks. 4 Designs in

guaranteed
Men’s/Children’s sizes.
; 6‘99 or C...

4.

Omaha, NE 68137

1-8_00*456-9189
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Taito’s

SUPERMAN

It’s a bird (...it looks more like a pigeon), it’s a plane (...but
it lost an engine), oh no, it’s Superman! Beware, fellow
gamers, this caped crusader won’t save you from a plethora of
mediocre games in the arcades, but rather make them look
good by comparison. Taito has obviously underestimated
today’s arcade audience in banking on the comic book license
and sacrificing game play in this Double Dragon look-alike
(as if we need another one).

The object of the game is to defeat an onslaught of enemy
characters that approach Superman. The caped crusader may
punch or kick the enemy. By holding the punch button down,
Superman can increase strength and then release a powerful
Blast Punch to knock out several enemies in one blow.
Superman can also pick up garbage crates, and cars and lift
them overhead to throw at an enemy. Power-up items can also
be collected and include an item to destroy all enemies on the
screen, additional energy, and a Super Blast Punch. Unfor-
tunately, the enemy’s actions are simple and predictable.
Even the Boss enemies at the end of the round are not all that
intriguing. A two-player cooperative option is also included
(ala Double Dragon) for team play (an odd looking red
Superman joins the action).

To its credit, the graphics are above average. Superman
and the enemies are large, well designed, muscular charac-
ters that look like they popped right out of a comic book.
Unfortunately, the animation is so simplistic that the char-
acters just don’t come to life like they should. Further-
more, and this is the most detracting feature of the game,
the character graphics are obviously overlayed on top of
the background graphics. The background images serve
only as wallpaper; there is no collision detection with the
buildings and other background objects.

To be honest (sorry Clark), not even cryptonite can save
this game. Superman is a conservative effort that lacks
game play depth or originality. The game may perhaps
serve as a training ground for younger gamers, but for you
veterans, your heroic efforts are better spent somewhere
else.

(Continued from page 28)

Russian dancers tap their toes if you take too long to com-
plete around. Though the graphic quality is below par, the
Russian musical score and addicting game play more than
compensate.

Tetris can best be described as video game’s answer to
the Rubik’s Cube. It’s refreshing to play a game that
doesn’t say "Hey, I look and play just like Double Dragon".
A tribute to its designers, Tetris effectively hides its depth
of play behind a simple joystick control and even simpler
rules.

Yes, it seems we have been invaded, but it appears that
the enemy is here merely for a friendly challenge. Tetris is
a great game and the coin-op version is the best format yet.
Dosvedonya!! (Goodbye!!)

(Continued from page 70)
trol then shifts to the ball carrier him-
self. If a pass is chosen, the quarter-
back can drop back to pass to one of his
receivers, Quarterback sneaks are also
available and can be quite pro-fitable if
the defense plays too far back.

The defense will control one of the
four defensive backs. It is often good
to assign this person to blitzing and
then guide him in, increasing the
chance for a sack and pressuring the
quarterback.

Two exceptions to the basic play se-
quence occur. Kickoffs at the start of a
half and after a score are calculated by
the computer and only the run back is
shown. Fiel goal attempts and point-
after-touchdown attempts (PATs) also
use a different screen that shows a close
up view with a perspective just behind
the kicker. Either the computer or the
player himself can control the actual
kick. The computer is fairly adequate,
but a skillful player can often make the
hard shots the computer would miss.

As mentioned, League play consists
of an actual season, with each team
playing its opponents one week at a
time. Human players can take control
of any or all of the teams, making an en-
joyable time for all. The computer can
quickly play out any of the current
weeks’ match-ups itself, providing the
statistics for later viewing. Alternative-
ly, a player can choose to watch the
computer play out the game in front of
his eyes to get a better feel for his next
opponent, or just to have fun.

In addition to the head-to-head
mode, two players can also cooperate
against the computer, in effect increas-
ing the available plays and allowing
more flex-ibility during a game.

The joystick is used exclusively for
control during the game. While it will
take several exhibition games and
much practice for the player to learn
how to effectively carry out the avail-
able plays, the joystick does an admir-
able job of controlling the action, once
its quirks are learned,

The graphics are definitely the game's
strongest point. Not only do most of
the players move inrealistic ways on the
screen, film like sequences abound
throughout play. The game begins with
a short introduction from a commen-

tator, a short midgame report from
Don Badden occurs at half time, and a
final wrap-up at the end of play. Also
included are short ad sequences for
mythical companies and views of vari-
ous football crowd activities. While not
critical to game play, these do add a
certain feel to the game and are usual-
ly enjoyable to watch. All of this infor-
mation takes up two floopy disks and
users with a single drive will do much
swapping during a complete game.

The game is not without its faults
though. While the rulebook and in-
struction sheet cover many of the play
fundamentals, it is very difficult to get
started and learning to play will often
mean getting thoroughly beaten at sev-
eral exhibition games. It can be ex-
tremely frustrating to keep getting out-
hustled by the opposition and not
making any successful offensive drives
for a long while. Although the docu-
mentation claims that the game was
designed to be easy for a beginner, this
is only true if the beginner lets the com-
puter control the action. Once the
player takes control, a significant
amount of skill is needed to effectively
carry out the plays.

Many other little factors were in-
cluded that make TV Sports Football,
despite its shortcomings and frustra-
tions, a very enjoyable game that should
provide hours of entertainment to foot-
ball fans everywhere.

(Continued frompage 71)

version of a digital input (the joystick)
to an analog real-world control like a
steering wheel. In Test Drive One the
steering wheel of your car would turn
left or right at the command of your
jovstick and would stay turned until you
centered it with an additional, opposite
command. The cars in The Duel will
turn on command, but the steering
wheel will slowly center itself once it no
longer receives a turning command.
This is akin to turning the steering
wheel of a car while it’s rolling forward
and releasing if, the steering wheel will
thus return to the center position.
There are a few other, more subtle
changes from Test Drive One, which

yields a more realistic simulation of
driving,.

The IBM version of The Duel sup-
ports all standard graphics modes up to
EGA and will run on all 100% clones
and the Tandy 1000 and 3000. Al-
though it retails for only five bucks
more than the original, it’s twice the
game of the original. If you liked Test
Drive, you're gonna love The Duel.
And if you enjoy driving-type games at
the local arcade, you should look at this
one as well - it’s a blast!

(Continued from page 73)

available in the Commodore version of
the game).

Get youself a joystick that can take
some punishment and pull up a chair,
Combat Course from Mindscape will
provide you with plenty of military ac-
tion. Be careful though, you may find
yourself fighting the urge to get a crew-
cut once the game ends.

WE BUY USED

NINTENDO
GAMES

HIGHEST PRICES PAID!

Send For A Price List
With A Self-Addressed
Stamped Envelope To:

U.V.T., InC.
Olympia Plaza
Route 22 East

Scotch Plains, NJ 07076

(201).232-3222
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Player’'s

Seal of

The U.S.
National Video |!
Game Team
: A‘ecogrlnzes

ese players

for #\&Pr/
outstanding
game playing
achievements

e
LTS

T

5

TOD SCOLE CLUE

HIGH SCORES

Effective May 1, 1989

— Game Format Name Score Location
After Burner Sega Jeff Yonan 9,704,000 Fremont, CA
Arkanoid Nintendo Chris Ryan 224,800 Kenosha, WI
Bubble Bobble Nintendo Larry Erickson 1,080,900 Chicago, IL
Contra Nintendo Jim Hernandez 6,553,500 Fremont, CA
Doubie vragon mnantendo Jim Hernandez 128,350 Fremont, CA
Double Dragon Sega Matt Gockel 67,800 New Orleans, LA
Fantasy Zone Sega Steve Ryno 11,928,100 Lisle, IL
Fantasy Zone 1I Sega Jeff Yonan 16,221,100 Fremont, CA
Global Detfense Sega Jeff Yonan 715,570 Fremont, CA
Gradius Nintendo Nigel Planner 984,300 Dayton, OH
Gunsmoke Nintendo Donn Nauert 999,990 Lisle, IL
Gyruss Nintendo Larry Erickson 653,240 Chicago, IL
Karnov Nintendo Ralph Mendes 534,500 New York, NY
Legendary Wings Nintendo Donn Nauert 5,159,000 Lisle, IL
Marble Madness Nintendo Steve Ryno 42,300 Lisle, IL
Mega Man Nintendo Brent Walker 357,200 Austin, TX
Mickey Mousecapade Nintendo Judy Williams 111,800 Fairfield, IA
Missile Defense 3-D Sega Mark Rezapanski 637,000 Seattle, WA
Ninja Gai Den Nintendo Jim Allee 228,440 Milwaukee, WI
Out Run Seya Danny Lee 54,249,160 San Jose, CA
T aperboy Nintendo Mark McCormick 69,000 Hedrick, IA
F.OW. Nintendo Jim Allee 48,300 Milwaukee, WI
(U ‘Bert Nintendo Mike Nichols 219,820 San Francisco, CA
Rad Racer Nintcndo Jeft Yonan 54,697 Fremont, CA
Rampage Sega Leslie Ford 81,900 Galveston, TX
Ramp-ge Nintendo Mike Nichols 324,990 San Francisco, CA
Robowairior Nintendo Donn Nauert 701,800 Lisle, IL
Rush u Aitack Nintendo Jeff Yonan 2,321,400 Fremont, CA
Space iiar.ier Sega Bill Day 1,266,990 Des Moines, IA
Speluaker Nintendo Charles Leonard 1,689,450 Anaheim, CA
Spy Hunter Nintendo Mike Dean 88,035 Miami, FL
Star Force Nintendo Donn Nauert 5,921,500 Lisle, IL
Star Soldier Nintendo Donn Nauert 1,892,900 Lisle, IL
Starship Hector Nintendo Donn Nauert 1,234,000 Lisle, IL
Super Pitfall Nintendo Jim Hernandez 2,115,000 Fremont, CA
Wizards and Warriors Nintendo Jim Killy 639,500 Huntington Beach, CA
Wizai ds and Warriors 11 Nintcndo Jim Allee 229,850 Milwaukee, W1
Xevious Nintendo Dave Schultz 366,750 Boston, MA
Zanac Nintendo Jeff Yonan 15,197,360 Fremont, CA

For information or: how to submit a high score to the U.S. National Video
Game Teain, send a stamped, self-addressed envelope to:

U.S. National Video G
go dai Publications, 1920 Hig

ame Team’s High Score Club, c/o Sen-
hland, Suite 300, Lombard, IL 60148

* Mail or phone orders only

GET THE HINT!

ULTIMA EXODUS HINT BOOK

Yes, you can save Brittania! All you need is the Ultima
Hint Book! This 64 page handbook of hidden secrets
lets you in on some of the tips and tricks that can help
you complete your quest.

Look for the official Ultima Hint Book wherever you buy
video games. Or call the number below to order direct.

pur Hint Books by phone, have your credit
d ready and call toll-free (800) 422-9001 EXT. 576

Ultima® is a registered trademark of Richard Garriott; MagMax™ is a trademark of Nihon
Bussan Co., Ltd_.. and both are licensed by FCI for play on the Nintendo Entertainment System®.
Nintendo and Nintendo Entertainment System® are registered trademarks of

Nintendo of America Inc.

FCl&

Not Just Kid Stuff

Fujisankei Communications International, Inc. 150 East 52 Streat, New York, NY 10022 Tel. (800) 255 1431 In NY State (212) 753 8100 Phone Counseling Hotline (312) 968 0425



THE BEST
OF THE BEST!!!

They do it for movies, they do it for
music, so now Electronic Gaming is do-
ing it for games. The following list of
video games, computer games, and ar-
cade games have been compiled by
various sources that track the success |
of games. The ratings are based on
sales and receipts from locations ¥
around the country. How many of your
favorites are listed below?

As of May 1, 1989

VIDEO GAMES

1. Ninja Gai Den (Tecmo) 6. Gyruss (Ultra Games)
2. Operation Wolf (Taito) 7. Adventures of Link (Nintendo)
3. Friday the 13th (LJN Toys) 8. WWF Wrestlemania (Acclaim)
4. Tecmo Bowl (Tecmo) 9. Skate or Die (Ultra Games)
5. Super Mario Bros. 2 (Nintendo) 10. Top Gun (Konami)
1. The Duel: Test Drive Il (Accolade) 6. Jorden vs. Bird (EA)
2. Pool of Radiance (SSI) 7. F-19 Stealth Fighter (MicroProse) '
3. Space Quest lll (Sierra) 8. Jetfighter (Velocity) ‘
4. Operation Wolf (Taito) 9. Steel Thunder (Accolade) !
5. King’s Quest IV (Sierra) 10. Man Hunter New York (Sierra)
ARCADE GAM ES ! LICENSED BY NINTENDO
FOR PLAY ON THE
1. Off Road (Leland) 6. Chase H.Q. (Taito) 4
2. Hard Drivin’ (Atari Games) 7. Team Quarterback (Leland) _
3. Operation (Taito) 8. Robocop (Data East) ;
4. Narc (Williams) 9. Double Dragon Il (Romstar/Technos) ENTERTHITY mE Nt
SYSTEM
5. Cyberball (Atari Games) _ 10. Double Dragon (Taito) 5 -
The Video Game and Computer Game Top Ten ratings were compiled from game distributors and retailers around the SNK CORPORATION OF AMERICA 1388 SN CORMN OFAMERICA. [
country, and are based on total number of units sold. The Arcade Top Ten is based on the earnings opinions of game 246 SOBRANTE WAY %RL%%HAWS%I %TSTTEHD%RE f
operators and is reprinted with permission from RePlay magazine - the coin-op industry’s leading trade magazine. EHEF(YB\(I]%%EP,L%%%?\R(RMA 94086  oF AMERICAINC. —'_
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ULTIMATE’"

==supecrstick===

Dual auto-fire,
left and right
hand play.

Micro-switch
control, dual
auto-fire, slow-motion,
Now, get behind the wheel or in the left and right hand
cockpit, 2 auto-fires, slow motion. play, 4 LED lights.

do for play wih
ENTERTRAINMENT
SYSTEM'

ENTERTAINMENT
SYSTEM'

Micro-switch
control, 2 auto-
fires, 2 LED
lights.

Auto-fire, |
left and right
hand play.

Joysticks
are available
for Entertainment
Systems by
Nintendo of

e : f W : America, Sega of
2= l./ = ! ica, Atari
REMMOTE America, Atari
~ OLTIM ATE 5 ~ Commodore

supe "‘(“ Business Machines.

All the features of our o; Ulﬂ;rat: dAercage E::teme:;:te: gme,
standard Ultimate plus i o L ¥

\ _ Micro-switch control,
2 players and NO WIRES!! U M

\ 2 auto-fires.
Licensed by Nintendo for play with ﬁ“ /? b
: L Nintendo is a registered trademark of
% ‘B Nintendo of America Inc.
e EATELY, Send $2.00 for your Catalog to: 101 Wllton Ave, Dept.2 '} )
Middlesex, N.J. 08846 - (201) 968-6868

- 1988




