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WHEN
Y.oU THINKOF

GREAT HITSOOOTHINK

Now manufacturing ancl shi¡lping tlrt: lrcst ¿rrcatlc hits for ¡llay
Nintendo Entertainment Systcm'l (ìctll'ngcn ¡iarrtcs at your favorite

on the
retailer totlay!

AVAII,ABLIì NOW! AV ll.^lll.llNOW! ITS H[,RE! COMING THIS SUMMF,RI AVAILABLD NOW!

GAUNTLEIÌ @ and o1985, 
^lari 

Ganres Corp. R.B.l. II^SEBALI,: l M and ol98Z 
^tari 

(ìanrcr

Corp; @1986, 1987, Namco. PAC-MAN: @ and 01980, 198.t NanÌco, l-td. TÈTRIS: 'lM artd () l{rltl,
Academysoft [,lorg. All Rights Reservcd.'Ietris l¡censcd lo Androneda Software I.td.; and strb.

liccnscd to MIRRORSOFT ljID and Sphere, lnc. O1988'leilgen lnc. Âll Rights Reserued. Ori¡¡inrl
concept, desiSn and progranr by Alcxcy Ilazhitnov and Vad¡ûì Geras¡mov, respectivcly.

SUPIR SPRINI: @ a¡rd O1986, Atari Ganìcs Corporalion.
Nintcndo and N¡ntcDCo liìtertainnrcnt Systcnr arc tradenìarks of h{intendo of .^nrerica, lnc.

Tengen's products are designed and manufactured
by Tengen. They are not designed, manufactured,
sponsored, or endorsed by NintendoP

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

tAC - Yô r,



Double Dragon 2ís heødingthís way
and yes, it DOES have two pløyer
combo actíonl

Be one of the first to have an NEC
Turbografx 16 system and games

with this special EGM contestl

Sega's lhBit Genesis system prom'
ises great graphics like these.

Super Mario 3 and Gradius 2 are in-
tense and possibly cominghere soonl

4

I
CONTENTS

Oover Story - Next Generation Gaming 3l
16-Bit super game systems as well as hand-helds that use carts are just
a¡ound the corner and EGM has the complete story. Get the first pictures
of the 16-Bit "Super Nintendo", the Super Famicom, as well as screen shots

from this amazing machine. Also find photos of NEC's new Turbografx 16,

the American version of their wildly successful Japanese system, P.C. En-
gine, and mini-reviews of some of the first games to be made available for
the card-based unit that will also have CD-ROM and computer options!
Not to be forgotten, Sega has appeared with Genesis, the U.S. equivilent
to thei¡ 16-Bit Japanese Mega Drive. Then, on a smaller scale, look for the
follow-up to our May story on the Nintendo GameBoy hand-held game sys-

tem. Great games and portability make this machine a hot contender
despite its 8-Bit processort Plus get the advance word on Namco's new 16-

Bit and the upcoming P.C. Engine 2 from NECI Get armed and ready for
the neK generation of game machines with Electronic Gaming Monthly!

EGùl's Qevlew Orew to
An all new regular feature you'll find only in EGM! Get the insights and

opinions of four of the hottest players in the country on the latest games avail-

able for your Nintendo and Sega game systems. At-a-glance number reviews,

combined with in-depth critiques make this column the most valuable resource

of honest game evaluations available from any publication!

Next I'Vave to
Get the first sneakpeeks at some of theup andcomingvideogame contenders!

like Acclaim's Double Dragon 2, American Sammy's Thundercade, and CSG

Imagesoft's Super Dodge Ball

lntemational Outlook 44

Previews of some of the raddest Nintendogames from Japan grace this month's

International Outlook! Tnnein on Super Mario Bros.3, the second and best

sequel yet to the original Super Mario game! Warp ahead and look for pic-

turãs of Konami's souped-up Gradius 2 - one of the most incredible Nintendo

games ever!

fop Secrett Õo

Get the clues on how to beat over 25 of the best games ever and yct to come in

these pages that are defïnitely "for your eyes only!" In addition to- plenty of

secret tips, tricks, codes, and strategies from the U.S. National Video Game

Team, Quartermann, and our readers, you'll also discovcr pro tips for great

gu*"i likr stealth ATF, Gyruss, Altered Beast, and vigilante. And don't for-

!.t to dig into the g¡eat game maps for Mega Man 2 and Guerrilla War!

Also in this issue...

Interface - Letters to the Editor...Press Start...Gaming Gossip...At the Ar-
cades...Dare to Compare: Power Glove vs. U-Force...Computer Gaming

...High Scores...Electronic Gaming Top Ten...
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BADDUDESTIIAKES
DOUBTE DRAOON PATE

NCOTIIPARISON
fuk onyone who's ployed them both in the orcode. Bod Dudes is

cleorly the gome of choice. lfs no contest.

BAD DUDES hos better grophi6. Better oction. Better ployobility,

From the orcodetothe Nintendoto computerformots, you con

count on o better gome with BAD DUDES. And we're even

ovoiloble on more systems thon they ore.

The loystick ploy is incredible-fost, smooth ond responsive.

And the gome ploy ond grophics of the home vers¡ons ore

omozingly true to the orcode originol,

Chæk it out for yourself. The mortiol orts excitement of

BAD DUDES mokes Double Drogon ploy like o dinosour:

One soon to be extinct.

BAD DUDES. From Doto Eo$. Nowovoilobleon Commo'

dore,lBM,Tondy Amigo, AtorisTond Apple ll personol

computers ond the Nintendo Entertoinment System.

1850 Little Orchord Drivs Son Jose, CA 951 12 (408) 28ó'7074
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II,E HAVE SOI,IEÍ}IINO rO SAYI

welcome to the new Electronic Gamin gmagaztnel while this may only
be our second issue, we're moving to make Electronic Çaming the best
video game publication around. We've got a new logo, a new format, and
best of all, the new ca¡ts and software for the hottest game machinesl
We've packed more reviews, tips, and tricks between these covers than
any other electronic gaming maga"ine published in the USA - we hope
you like itl
First of all, we've changed our reviewing format. Do you get sick of read-

ing reviews in other magazinss that sound like someone reunote 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
ou¡ 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 ist 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 Qaming is also the magazine to turn to for the hottest new
game tips, tricks, and strategiesl In this issue you'll find maps for Mega
Man 2 and Guerrilla 'lVar, tips and tricks for Gyruss, Hoops, Ultima,
Vigilante, Altered Beast and morel Our Top Secret section is also loaded
with power-ups, codes, and other tricks of the tradel You can always rely
on Electronic Gaming to blast your soores to new heights and get more
out of every game you ownl
\ilaitl Because there's much, much morel In addition to tips and reviews

Electronic Ganing is also on the leading edge of what's new and what's
cpming 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, trvo of the best games available for Nintendo in Japan!

All of this adds up to one magazine with all the firepower you needl
Electronic Gaming is made for game players by game playeqs who have
what it takes to finish anygane that comes along.

Sure, the other grys migbt spend ¿ millie¡ 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 you'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 6aminggo 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 Çraming. And when you're through compar-
ing let me knowwhat you think. I k¡orcyou'll be back for moret
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tlo you have a quesllon or commont about world evcnts? ll you
do lhen go wrlte Naweweek. But lf wanl to Jam about vldeo ánd
computergemee,Juetdrop uea llne and you mayflnd your name
lnthoqg peges. Wrlteto Elootronlo Gamlng, lnterfacc, ig20 Hlgh-
land,,Sultc 8(þ, Lombard, lL 601,08. You won'l wln an¡hlñg,
and lt'll coslyou equartor, butwhailho heck, you onlyllvóoncel

WANTS INFO ON. MEGA DRIVE

I reallywant to thank you for such an
excellent game magazine. I've par-
ticularly enjoyed your articles on the
sineen-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 magazÅne.
Keep up the goodworkl

ArthurAlbanoJr.
Lo¡alton, CA

(ed, - What o super guy - thanlcs for the
complimentst lle try ourbest to give you
ínfo that is up to date and alwøys on the
cuttingedge of what ís up and coming.
Lookforthe complete story on the Segø
168ít Genesís system (Mega Drive),

The Genesis, Sega\ 168ít supersystem
which will be ma*eted by Segø themsel-
ves (not ihrough Tonlca).

I

as well as all the other
greot new gamíng pro-
dttcts coming soon in-
cluding the NEC Ttur-

bogralx 16 þrevíousþ
the P.C. Engine), the
Níntendo 16-Bit Super
Famicom, andthe Nín-
tend hand-held Game-
Boy. Thís ís hot ínfo
thatyouwon'tfindany-
wherc else, so rcmem-
ber, when you want the

fintwordon allthe laþ
est gamíng develop-
ments, tum to ust

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?

Chrls tagan
Kansas Clty, MO

(ed - While there ís a chip shortage thøt
cunently has a strangle hold on mony
companies like Níntendq itís not entire-

þ to blarne. Many of the Erantíty pro-
blems come from Nintendo's strict aþ
locatíon progrøm which allows them to
designate whích garnes are good (and
desening of million-plus runs) and
which are not so good þroductíons of
around 50,0ffi). Whether ornotyou see

1¿gg.føvoñte Nintendo g4me8 on store
shelves fupends largely on the grødc it
receives lrom Nintenfu. )

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 througb the magazine, I
saw only a few paragrapbs and one
screen shot of the game.

CralgJones
Glendale, CA

(ed, - We're sorry for the misunderstand-
ing Craìg, We ceftainþ dìdnl want to
mislead anyone about the content olthe
boolç thøt's why we labeled the Mega
Møn atticle a prevíew, But, to molæ ít up
to you, you'll find a specìøl two pøge
spread on Megø Man 2 in thís íssue, in-
cluding some specíal triclcs ønd a map to
get thtough and loy waste to that evíl
Boss of the Tlmber, Woodman, Hope
youlilæitl)

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 lVllllams
Ft.I¡uderdale, FL

(ed, - lile really made the postal seníce
ø small fortune on that onel Weþe
rcceived letten from quíte a few people
wantìng to lotow how to get these îiclrJ
to work, First of all, letus soy that we're
sorry for lhe inconvenience, and second-
ly let us gíve you the triclcs as they teere
supposed to be prínted: In Shínobí you
can select your level duríng the title
screen by prssing the pad down while
holding bulton 2 while pressing Pause
IM times on After Bumer allows you to
cont¡nue past the twelth level.
Ifyou want more típs, triclcs, and other-

good sufforboth the Sega and Nínten-
dq look for our special Trìcl<s of the
Tløde section elsewhere in this íssuel)

CORRECTIONS
ln the 16-Blt Sizzler artlcle that ap-

peared ln our May, 1989 lssue we mls-
takenlv llsted Jaleco as a thlrd-Dartv
suppoher of games for the P.C: En'-
glne. Jaleco ls not supportlng tho sys-
tem. What the author of the artlcle had
meant was that Jaleco games (name-
ly P47 Freedom Flghtere) had been
llcensed for play on the P.C. Englne.
We regret the mlstake.

Also, ln the TOP SCORE strategy
gulde we plctured Flylng Dragon ln
place of Llnk. Wowl What was our
photographer thlnklng?
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The edltor of Electronlc Gamlng
prelers to play hlgh action
games llke R-Type, aswell as ad-
venture contosts llke Mega Man
2. Wrlle Steve ls an avld fan of
both tho NES and Soga, the new
machlnes llke Turbografx I 6 and
GameBoy are hls lavorltes.

Guerrllla War follows ln the footeteps ol lkarl
and lron Tank. Whlle tho torrltory may be
famlllar, the åcllon le faet-paced and tho
graphlcs and sounds aro exc€pllonel. Tho
bullt-ln contlnue unforlunâtely ellmlneteg
much ol the challenge, but lt ls Bllll good
game novertheloss.

I llkcd lronsword a lotl Even though tho
gamc rcquhcr lhc same preclse Jumps thet
I hated lrom the orlglnal, lronswold ls eo blg,
and ha¡ ¡o muoh to otfcr, most ol the com.
petltlon paler by oomparlson. Absolutely
lantasllo gnphloe and heape ol actlon make
lrongwold t must hevel

E

D

Ed llkes adventure quest games
that requlre thlnklng as well as
well as actlon llke Spell Caster
from Sega. Ed lavore tho S€ga
systom duo to lts llbrary of such
gemes. Ed's got hle eye on the
NEC Turbogralx, and le waltlng
to see tho gsmos to e,omo.

SNK's developlng a reputatlon of maklng
only shoot€m-up wer gamos. Whlle thls ls
lmmeneely bottor than Vlotory Road, lt'a llt
tlc more than a complcx vorslon of lkarl 2.
å{remely detallod graphlce and contlnuc
lerturo mako thls thc beet ehootcr ln
monlhs.

A worlhy soquel lhel lodunately 18 bstter
then thc orlglnal, lron¡wold l¡ longer, har-
dcr, morc lnvolvlng, and dccpor, wllh some
vory dlflerenl lealurc¡ lhal make lt excep
llonal. Therc arc mofo sptlls, woapons, and
bettcr mudo and graphlor. Bottsr lhan the
oilglnal ln cvery way,

D
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Donn enJoye a varloty ol dlflorent
typeo of gamosr eepeclally
shootors llke Star Soldlore. Plays
morc Nlntcndo lhan ScAa, aþ
though he'8 maetered many of
the games oomlng out soon lor
Sega'e Genesle,

Thls vorslon ol Guenllla War le ¡ llttle caolel
then thc arcadc vcrslon and le dellnltely
worth looklng rt al$ough lt's nol qullc lhc
gamc lhat hon Tank was. Thc unllmlted
conllnue leelurc rulns most ol the long-term
ohallcngc of thlo gamc, bul thc gamc lteelf
le vcry, vcry good.

lronsword le a very good game wlth nloc
graphlco hlghllghllng an lnvolvlng advrn-
lurc thtm.. Thc gamc requlro prcolrc
movcmcnts that dclraot lrom play ln rcvcral
afca! - but lt ls dellnllcly rn abovc-avelagc
tltlc.

J

I

I

Jlm ls the beet game player on
the Electronlc Gamlng etaff, hav-
lng mastered over 2@ gamee lor
the Nlnlendo and Sega eyetema.
Jlm wae the llrst lo mestor
Sega'e Phantasy Star and often
comos up wlth groat trlcks whon
he rlps through the games.

lU cetegorlzc Gueffllla War æ thc best out
ol all thc lkarl-typc gam.s thet SNK has pro.
duced go lar. lt has grc¡t grephlos and thc
control ls nlcc. Thcrc ls eomclllckcrwhen a
lot la happcnlng on thc lcrccn, but lt'! not
too bad. Thc two-playct lealurc ls also cool.

I hâv. nolhlng bad to uy rboul honsword.
Thc graphlc¡ ¡rc grael, avan better lhan tho
llrstl- Thcrc arc mofc aptll!, wcapong, and
â Passcodc lhet mak¡¡ lhc wholc thlng play
morc llkc r qu.tt gamc whll. rctalnlng thc
actlon clomcnt¡. il lrou llked Wzards and
Wanlor¡, you'll lovc honswold.

10

Fostor'8 Quegt ls not an oxcoptlonal actlon
gamo or adventuro gamo. The llghtlng ls
very etralghlon¡aíd and most ol the roal
combal ls botwoon Fc¡ler and ths Boss
allens who atc next to lmpo83lble lo beat.
There are some rodegmlng features, how-
ver, end tho op€nlng muelc ls very good.

Mega Man 2 ls one ol the bæt games I've
played ln a long tlme. lt has a perfect blend
ol actlon and surprlse that ls usually soon
only ln games llke Super Marlo. The llrst
Mega Man wae a eleeper hll, but lhls one ls
evon botler, wllh plenty of new enhance.
menls. Hlghly recommendedl

3 Sloogos le one game made up of several
"mlnl€amos", none ol whlch are complex
of aotlon-packed, Most are elmple obstaclo
cour8o8, wllh pay oheok¡ cashed depend-
lng on howwell you do ln each. Nota lotot
excltement, but tho graphlcs and sounds
are absolulely lncredlble and worth a look.

The graphlce ln Foslor'8 Ouost are boüor
than average, but th¡ whole game doesnt
eupply much varlely. Tho mezo soquencos
aro not complox and badcally only nsed lo
be walkod lhfough. Tht Mdame'lamlly
theme lenl thet rxoltlng olthor, Fostor's
Quest l¡ a vory avrrago gamc.

A worthy succo3sor to the oflglnal Mega
Man. Thls ono ls bettof than ll's pred€cos.
sor ln geveral wayo, lt'e harder, thg castlg ls
more dlfflcult, and Wly ls back wlth more
dangers in more lands lhan before. The
power.ups, dltflcully eolect and Password
make thls a groat game. Super lunes also.

3 Stoogee ls orlented to an older crowd that
can appreclate the slapstlck humor. For us
older gamers lhls game ls a riot, with non.
stop laughs and onl€rtalnment. The
dlgitized graphlcs aro oxceplional and the
sound etfectö are the best ln any Nintendo
game released.

Thsre's not a lot ol aotlon ln Fcstet'g Ouest.
You baslcally run afound, lrylng to llnd cer-
taln llems and only stopplng to flght a cou-
ple of Boes charac-tcfs ¡long thc way. ll's a
slow game lhat doosnt havc muoh acllon
or advenlure and le unbalancod wlth Boes
cr€aturos lhal aro too lasl lor lhc elow pacc.

Mega Man 2 ls one of lhose must-buy
games ol the year. ['s ¡u8t e tad loo easy
and wlll probably be no blg problem for
esaeoned players to boat, E¡<cellent
graphlcs and sound, wlth excoptlonalgame
playlhat 18 perfost ln overywayl

There's not much game here, but thero are
somo lnteresting sconos that unfortunately
donl change from round to round. The
volce sffec-ts, of courso, are what you notlce
flrst. Tho sloogoo do look and sound like
tho stoogos butthogama lslusttoo shallow
lo hold up to repeated play.

Awesome muslc, butthls one only hae O.K,
graphlcs. The gamo as a wholo le alrlght,
þut lho quost ls Jusl too easy. hb baslcally
a bunch ol 4lnlqueets that aro easlly
boaten, tled logelher wlth very dlfflcult Boge
characters lhal make tho gams un.
balanc¡d.

Awesomel I llked Mega Man a lot, and
dldn't thlnk Capcom was golng to be able
to top ll, but lhey dld I The graphlce are bet-
lef than lhs flrst, lt'e longer, and lhere'g oven
a Pagsword opllon. The only negallve ls
that lt's easler lhan the flrst ono but that's
not much of e detractlonl Great gamel

3 Stooges ls O.K., but lt's not a grgat game.
The lull screen graphlcs are very detailed
and humorous, but the rost of the gamo
graphlcs are poorly done, lt seems like
most of lho atlontlon was put on lhe graphlc
plctures and sounds and nong on lhe game
characters or pley.



Adventures of Lolo
Tþe: AclAdv Release: Now
Iævelsof Play:50 Difficult¡r Avg.

Operatlon Wolf
ï!pe: AclGun Release: Now
I-cvels of Play:6 Difficulty: Avg.

Q*Bert
Tþe: Action Release: Now
Levels of Play: 36 Difficulty: Easy
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That happygo.luoþ ball ol lur, Lolo, har
qulte a taek ahoad of hlml Nol only docr
he havc to lrevorsc fho ilfty room¡ of thc
Great Devll's Caellc, cóleotlng hcart
framers and lteaeurcS, on I ml¡slon to
save the Prlncess L¡la rnd lhc klngdom ol
Eden.
To getthrough caoh lcvcl, Lolo mu¡t movc
objocts and gathcr up thc lramors lo cx-
pose lhc lrcarurc ohc¡t and movc on to
hlgher lcvcla. Bul bcwercl Aora:y oast of
enemle¡ wlll ¡hadow )rour cvcry movc ln
an efloft lo pul an cnd to your qucst.

You'rc ln oommand of an clllc aroup ol ln.
llltralorc, sent bohlnd cncmy llnca to
ellmlnato lha rcbel armles and resouc thc
llvc C.l.A, hostaecs. Wth your meohlnc
gun el yoursldc and a salohol ol grcnadee,
you advancc lnto combat agalnet cncmy
eoldlers, hcllooplore, tanke, paralroopcli,
and morcl You oontrol thc eollon'wlth
clthcr your äppcr or loystlcks through slx
progrcselvely dlfllcult stagcs of play ae
you blaet your oppononlr, bclorc lhcy
blast youl

QfBort ha¡ Jumpod stralght from lhe ar-
osdos lo the NESI Thle oube-hopplng ar.
oade legond llve¡ on ln thle lalthful tranE-
lallon lrom Konaml,
ln Q*Beñ you muel gulde the two.log€ed
noge around a pyramld comprlsed of
oubee. As hc hops from oube to cube, the
sulacc of the cubea wlll ohange. Ae the
gamc becomee morc dlfllcult, lt roqulres
multlplc hltg belorc the cube le the rlght
oolor. A cast of wlerd and wacky charac-
lcr¡ aland ln QiBcrl'sweyand mess up hls
blook¡.

tolo le an sbsolutcly cntrenclng gemel
Whlle ll may not bc hlgh on shool{m.up ec.
tlon, lt dooe havo gamc pley thet le addlct-
lng beyond bollctl h l! supportcd by oomc
sllck graphlce, Jazzy tuncs, end la þeckcd
wlth surprlecs. Lolo may not bc r hot er.
cade name. but lt l¡ greatl A eleepcr hltl

On lls own, Operallon Woll l¡ ¡ vcry good
ahoollng gamc, wlth nlooly detallod scroll.
lng background, lots of cnemy characterr,
and a good eupply ol .corct powor.upt, lt
docsn't oomplrc to tha coln€p, howcvcr.
Thc Joystlck handllng lr rwkward, but lr bct.
ter than thc gun for hlgher rcorer.

Q*Bcrl wa¡ rlwaye one ol my lavorlte ar.
oadc gamca and Konaml'e gotten ll Just
rbout pcl.otl The graphlcs look prãtty
muoh lhc !rmc, and although that strange
volcc ls mloelng, tha sounds are close ãs
wcll, Thc conlrol wlll draw complalnts from
somc, but lwo bullþln modes help out.

I feel sorry lor thls gamc, lt lB slmllff to
Soloman'e Kcy, a ohrllcnglng comblnatlon
of aollon slratogy, Lolo rcqulrca cxpcll.
mentlng, through tfl¡l md cror, lo llnd thc
corroot patlcm lor rach lcvcl. Klddlc graph.
lcs dlsgulee I gam. lhrl l¡ lor all agca and
lllled wlth countlose hourc ol cnJoymentl

ln rcvlcwlng Opcrallon Woll, llrc lt rr r gun
gtmc mor. than ¡loydlok grmc. Ar a gun
gamc lt la cxocllcnt, ¡brolutrlythc vcry bcst
avallablc lor lhc NES, Thcrc's non.stop ao.
tlon, lote ol good looko, and Juel a louch ol
8tralcAy ls rcqulrcd to congsrvc ammo, Ex-
trcmcly complcx end vcry satlsfylng,

Ylt, Konaml'l vcrslon ol QÊBert ls true to
thc rroadcc, butJud llka lho colnop lt ls too
rcpctltlvc and ha¡ only onc screen, Llke all
lh. othor vorslone, lhb one hae sloppy con.
trols too. Thlo may havc been cute [n '84,
bul today's gamer nccd moro than tho
oamo ocroon wlth llttlo verlety.

Protty good graphlcs and muslo cnhancc
thls actlon/etrategy hybrld that ls hlghly ad-
dlctlve. Adventure¡iof Lolo lg a very good
gamc that can bc pliycd by bcglnnórCand
hold tho atlontlon of advanccd playcre allke.
Take a look at thls onc.

Solld ralonl Good shootlng gamc wlth
abovc avcragc grçhloe (although not rs
good as the arcadr verslon). Onc thlng I

don't llkc lg thc colll¡lon dclecilon and lho
control of lhc crols hrlre ln thc Joysllck
modc. You wastc a lol of ammunltlon and
many tlmes cnd up mleslng your tergcl,

Thls le a good lransletlon lrom the orlglnal
arcade QiBert game. There'e nol much to
8ay, lt'g O*Bort,

Advenluresol Lolo le agood thlnklng game
wlth nlcc graphlor and rounds. lt's nót un-
beatablc, dcsplte tht numbor ol rooms that
must bo overcome, Thlg one'g a good
chango of pace ll ¡/ou're slck of shoóters
and want an eltornaüve to Legend of Zelda.

Thle was a blg dleappolntment lrom thc er.
cado lo homc - allhough many of thc bosl
feature¡ would be vcry hrrd to convert to tho
NES. lt le, howovcr, tha bost Zeppor game,
although, lronlcally, lhc Joystlck modo ls
botter lor rapld-llre aollon.

Konaml'sverslon ls good lor OrBert, but lt'e
too old. The graphlcc are alrlghl, but the
game doesn't demand too much. You have
lo llke Q*Bort to llkô thls game.

I
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Mappyland ls I groat s€quel to the orlglnal
Mappy game, Tho nsw ¡crolllng and multl.
level leaturcs really make thle game shlne.
ll's very easy to play, bul le loaded wlth
thlngsto dlscovor and waysto lncroageyour
scorol lt mey nol look llke a revolutlonary
gamo, but lt plays bôtter then mosl.

Flylng Dragø hae a very slrange look and
foel. Thc colors that arc ugcd ln tho gamo
characters eppear wa¡hcd out, end seom to
blend ln wlth lhe background. Tho control
of the game chareclers ls also lacklng. The
concept 18 nothlng new, and ls lurther mud.
dled by a lack of dlrectlon,

Hydlldo l! r lltll. lrloky to g.l rtart.d, but
oncc youlc workcd ¡our powcr up you oan
concenlratc morc on tha gamc. Whllc I'm
not thc blggost lan ol RPo typc gamo8, thls
one does havc comc fadarmlng leelures,
The graphlce and ¡ound¡ rrc roueh, butthe
game play holde mrny houre of ourpileee.

Therc'olual no euch thlng ae a klddle game,
Whlle Mappyland mayhave charactets, set.
llnge, and lunes goerad toward younger
playere, lt ls not a gemo lhet wlll be fully ap.
preclated by anyonc undar f6. Thc game
play ls good, but the packago unforlunate.
ly mlssee the mark,

The kung-lu lheme of Flylng Dragon ls over.
worked. There le no room lor an average
karale game whlch lhls le, eepeclally when
comparleons wlth outstandlng tltlos llko
NlnJa Gal Don are lnevltablc. Whllc thc con-
ccpl mey have becn good enough a year
ego, ll's Jusl not enough lo mako lt now.

I can't remombcr vrh¡l lhlr Ormc waa aboul.
ïhat's aboul all I o¡n lay about Hydlldc,

Mappyland ls a good conllnuatlon ol the ar-
cade verolon, even though the theme le a lll.
tlo diflerent. Therc'e e lot to lnleract wlth,
whlch may limlt lts eppoal to older players,
but ll ls d€cent, Mappy slarls out klnd of
slow, but the graphloo end other loâture8
come togelher nlcely,

Just anolher karalo gamo. Hydllde le a good gamc wlth graphlcs thal
ero everagc and muglo lhat l! not too terrlb-
lyannoylng. 90% olthc Aamc lc oomprlsed
of bulldlng up onereyto playtho other 10%.
A good elternatlvc to Ulllma, Zelda, and
other quesl-orlentcd RPO gamo8.

Thls game ls addlcllng - I startod and dldn't
want to stop. The graphlce are average, but
¡t's a good gam. wlth challenglng play
that's loaded wlth secrels, yel not too com-
plex to got lho hang ol.

Flylng Dragon ls ropelltlvo and not much
lun. The conlrol lsJeùyae well aslhe ecroll-
lng, Bosldos theeo probleme, however, lt ls
probably my lavorltc one€n{no kung-lu
klckcm-up due to the easo ol play and the
way the game teachea you how to beçome
more effectlve ln hlgher rounds.

The graphlce ln Hydlldc are not too good, I

wae also conlusod bythc actlon sequonceg
and what was supposed to be dono. lt tekos
a whlle to catch on md starl tho game and
It þ probebly good ll you already beat
Zelda, but I dont cerc cnough about role-
playlng gamos to put ln lhat much eflort.



lwas nol ovsrly lmpressed wlth AIex Kidd ln
High Tech World. lloved the lirst AIex Kidd
game and lelt lhat lhe second was too much
of a klddle game, The lhlrd try at Alex Kldd
doesn't have enough ectlon ln the actlon
scenes and the whole quesl ls slow and
tedious. Nol much lun.

Reggle Jackson ls an sxceptional baseball
gamo that ls much better lhan Great
Baseball. lf you want a Baseball game thle
one will do llne. ll would be neal, howevor,
lf someone would take a sports thomo and
jazz lt up a b¡t. How ebout Blood and Gute
baseball?

Galaxy Force was nothlng spscial ln the ar-
cadee and lt hasn't been lmproved much
here. The game does have some fantaslic
graphloa, but doeenl take advantage ot the
lour meg powerlng lt, lnstead ol an inter-
galaotlo confllct, you'le lreated to anolhor
shooþom.up - lhls tlme wlth pretty graphics.

Fora I meg game, Alex Kidd ls unbelievab-
ly complex. Not as much actlon as the first
and no where near as slmple asths s€cond,
The game conslsls ol a large number ol
games wlthln the game - a leature I espe-
cially like. This one ls very hard . but lhe
Pass Key and time limit helps out,

Dellnitely Soga'8 bost att€mpt at a baEeball
game that comperes favotably wlth
Nlntendo's Baseball. Slmulatee all aspectg
of the game, lncludlng rellol pltchors, steal-
lng, etc. RJ has a nlce close-up ol lhe lm-
porlant battor/pltcher conlronlatlon. Worlds
ahead ol their first baseball game.

Thls ls After Burner ln a spaceship with
graphlcally detalled aollon sequences set ln
outor 8pace. Howevor, wlth only lour dif-
lerent landscapes ln a lour-meg cart, Gal-
axy Force Just doesn't have enough, h's
outstand¡ng in many ways, but with more
scroons and variety it could be superb.

Thls one seems like a lun gâme, and lt
probably ls il you're ln the 5.'12 year€ld
group. The graphlcs ue good and I like the
Alsx Kidd lhemo, but lor a quesl gamo lt ls
very oasy. This one wlll hold your lntorest
lor a few mlnutes unless you're very young.

Adoc€nt basoball game wlth somo nlce fea-
tures that are not always useful (like havlng
tho abil¡ty to havo lhe outlleldersJump). Lots
of good looks, but not ovetly excltlng to
play.

Above average graphlcs help thle pretty
stralghtfonrard shooter, Thlngs get klnd ol
choppy ln some areas, howovor. Not a lot
ol variety - ll you gel through one round
youle baslcally gotten through them all.

Cool baseball game. Graphlcs and anlma.
tion ol p¡tcher and þettet look oxtremely re-
alistlc. Overhead ol stadlum ls nicely done
as well, especlally when the ball ls hit hlgh
and you can see the depth. The soundg are
also good, wllh a nlco alumlnum bat hitting
the ball whenever contact þ mado.

Activislon's Atter Burner wlth bettor graphlcs
but not as many levele. The backgrounds,
especlally over thc lire world and when
fightlng tho lasl Boss, are extremely cool, lf
it had more rounds ltwould have been þet'
tor, but as it ls now Galaxy Force ls ptetty
good for a shooter.

As a quest Alex KIdd has lts good polnle, like
requiring ono stop to be completed bofore
the nexl can be attompted. The quests
w¡thlnlhe maln questerogood andthe Pass
Word ls oxlromely ueeful, especlally when
you?o hlgh lnlo the game. The graphics are
only average - good for a klddie quest.
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Star Soldieri' The same game
used forthe Japanese Nintehdo
game drampionships. A tough,
riveting, fast-moving classic.

troops. with movesyou've never seen onthe
screen before, you must confront and defeat eight
opponents, and their martial arts gangs. Even
when you get realìy good, you'll probably never
get past Shula. Only the best ever do.

Ùlappy-Iandl" Finally, a game that's tough enough

a to challenge the Nintendo expert, while
still being fun for children of all ages.

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

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

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

- 

youthinkyou'vegotitdown,
Mappy-tand will tdss you another surprise.

What are you waiting for? Tfy out these fun,
exciting new games today and find out why
the most dedicated Nintendo players think
Taxangames are so "Radí Call orwrite us

for fu rther information: Taxan USA,
16l Nortech Parkway, San Jose,

cA 95134.
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"Outryousl
Now Janant hott€st qames are
getting hmericat higÏest reviews

A whole new crop of Japanese
Nintendo' favorites are getting thumbs-
up across the u. s. Intense graphics.
Endless action. Blasting sounds. Cool
moves. They're here now fromlhxan.

Masterthe 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
of evil waniorg 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 Questl'You are the wizard's
apprentice, Hao. To prove yourself
worthy of becoming a wizard,
you mustjourney to four
mysterycastles on a quest for
the magic talismans. Through
endless underground passages

and inuicate mazes, you will discover the
sources of energy to continue your quest.

Weird creatures lurk in every corner. Get
past them all, find the keys, get to the magic
and become a wizard! Get really good and
go for I00 million points!

Fist of the North StarÏ rr this thriller,
you are Ken, the Fist. You have retumed to
the Central Imperial Capital to free it from the
malevolent Emperor Heaven and his battle-hardened

14
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Acclalm's

Double Dragon ll:
T]IE PEìtNGE

Double Dragon, the runaway award-winnerof 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 Eang 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 ofthe best graphics ever seen in an arcade

åction 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 ll: 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 Tiadewest, 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 yea¡

you can bet that this great new game will get plenty of
attention when it's released!
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p-o.ìry.

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 unfortunatcly
missing, P.O.V/. still stands as one
of the best looking and bcst play-
ing Nintendo gamcs on the
horizon.

Similar in approach to Double
Dragon and othcr fìghtinggames,

American Sammy's

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 mâny
other scrolling shoot-em-ups,
only this time you're not in a plane
or space ship. You command a

motorcycle packed with fìrc-
power on a sscret mission to stop

CSG lmagesoft's

SNK's

THTJI\DEPOADE

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 SNI{s latest
warfare epic, P. O.W. - Pri s one r of War!

Laywaste to the enemy compounds to
reveal secret power-ups and lUp b onus
lives!

The Snrue of Libeny serues as the

backdrop for the Super Dodge Bøll
championshipst

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.

ffiæ

S1JDEP DODCE BAtt
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 Ball is filled
with great graphics and plenty
of challenge.

many other joysticks currently on the
market, with a bæe measuring roughly
8u X 6n, wíth a sleek, sloped design and
suction cup feet for optimum stability.
The joystick graces the left portion of

NEO ADVAhilTAQE +
(Nlntenclo)

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
geyhlacVred color tones found
NES master unit. Measuring rr
9" x7" x2", the NES Advantage
ofthe first to claim honors for
eight direction "arcade-style"

Q'LüOMATE
ÖUPERÖ
(Beeshu)

Here comcs the
ofhigh-controlj
do Entertai
Mastcr Sysl
thc grcat
mcshcd r1,:

bring
f:

tions. The joystick exte
proximately three inches from
favoring the left portion of
The mdtal stem is topped wi
plastic ball just like the joystr¡

on most of your coin-op fav
Connectingthe NES

the main system is a 6'
at the end to accomn
tick ports. This thoug
makes it easier for two pe(
ing between plays to e

of playing with the
without having to pu
stick (unless, of
simultaneous game
Bros. or Ikari Warri

The "A" and "8" i
to the right of the I

equally vibrant
slightly raised f
and are oversi
Directly above
"Turbo" knob
with de
rapid fïre

A L.2
switch,
are also i
ingwellwi
joystick. T
tion is
the 1-2
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Terrorisrn has rcat;ltrtrl tltlw lrtlit¡ltls. AATOM
(Atontic Aç¡e Tcrrorist Or<¡;rttiz;rtiolt of Miracali) h¿ts

r;onstructctl its <twlt ttttt:ltt¿¡t l)()wor ¡llarrt, :trtcl thrtlat
orls tllc wolltl willr ;rtottlit: ttlttor.
Thc wor lrl ¡rowcts; lt¿tvr: tlccitlt:cl ttl irliti¿ttc rlllt:rtlti<ltr
THUNDtIìCAt)t to stop AAIOM. Et¡Lri¡rperl with a

Iriglr ¡tcr f or rn¿rtìt:tl t:<ltttllat rlotorcyclc, sitlccar carl
lrorrs, arttl lr¡¡ckctl lly ir ¡rrccisiorl B T llotnl;er, yott
s()l out ()rì y()ur tlitttl¡tlrtltts rrlissirltl.
Start in tht: <:ity strcots ¿ìntl cor.ìt¡nLre throtrç¡h llases,
wooill¿rnrls ¿ttrtl tht: fttrtrt¡ss llcfrlrtl reaclting the
heavily c.¡Lrartictl nuclear power platrt.
Witlr a hit nriss ratio <iisplay at tlre enrl of each
stage, yor.t catì irnprovc yottr attack efficiency.
Have a fricntl join in and save the worlcl together!

1* ,\,
fll

5ammy
2421 25OTh Street, Suite D-104, Torrance, California 90501

Phone: (213\ 320-7167

Sarnmy,r' anrl THUNDERCADE I'r ¿ìro tra(len'ìarks of Amcrican Samrny Corporalion. Nintctl<lo
ancl Nintcrrclo Etìtc.rtatnnìcnt Systcrn' arc rcgistcrcrl trarlcm¿¡rks of Nintcnrlo of Allrcrica lnc.

. Simultaneous two-PlaYer game!

. Arcade Megahit!
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ANEWBREED OFJOYSTICK
TIIAT DOES ITALL. BEESHU'S GIZMO!

Beeshu, the New Jersey manufacturer of high action
joysticks, has long been known as a leading producer of
qualityperipherals for everygame system on the market.
Now the folks at Beeshuhave their sights set on arema¡k-
able new joystick that's sure to leave the competition in
the dustl

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 adversa¡ies. Not only does the Gimo
have the quality design and craftsmanship that have be-
come Beeshu trademarks, it also allows gamers, for the
fi¡st time ever, to enjoy games in
complete privacy- thanks to a pair of
earphones that plug into the stick it-
selfl

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-
cally identical 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 fìre action, Slow
Motion to put the enemyin its place,

and a one or two player switch that
allows two people to share the same

stick!
But the Gizmo doesn't stop therel

Add to the list of enhancements tlvo
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 Çizms has a volume control that lets you adjust
the sound of your games while plaþg with headphones
onl Without a doubt, the Gizmo's got it alll

Besides all of these incredible embellishments over the
conventional joystick, the Beeshu Gizmo also passes the
testbywhich all joysticks are compared - it improves your
game play and your scoresl

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
youl

Beeshu's gone absoluteþ Ginroníc w¡th theþ løtest ioystíck ínventíon, Colled the

Gízmo, ít has great control and ís the frrst Níntendo stíck to use headphonesl
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A DOMINATING FORCE IS COMTNG...

- 
Nexoft maybe a new n¡me to you, but 1þings, video games and videogame re- plug in your other Nintendo peripher-

in the montbs to come we can guaran- lated items continue to be theñ strong- ah äd'eo¡oy the freedom Jf ,emote
tee thlt you'll be hearing more and estproducts controlplay!'Thatmeansyoucanhoot<
morefromthis^exgiting-newcompany. NowthatAscIIhassecuredaNin- yo* ttiis-Advantage, É*rtu ulti-
- Like many of Nintendo's third-party tendo license,-th9y will beein distribut- Late, oi other joystì'ck ioto iie ,u*"
licænsees, Nexoft h* tt: roots planted ing several_ of tnèir bigge--st Nintendo adapier a"a goäíit from anyvhere in
firmly in_Jqa¡ whsre its parent com- hitsundertheNexofthÚ-el. Nexoftalso theioom! Rãcognizing Nexofrs lead-
pany' aSC! Corporation, is involved hasbigplanstobegindistributinganew ership in the .J.p"tiíiu" p"iipn".at
io g-l different areas that include lineofjoysticksandperipherals-under ."rf"t,you"anbetthattheDominator
pubfühing software deveþment, and the'DõminatorSerieì" title. Oneofthe series will be state-of-the-art and def-
peripherals. Believe it o-r-not, the Nin- compan/s first endeavors will be a initeþ improve your scorest
tendgladygtage"joystickismanufac- wireless joystick (similar to the cam- NeóRaisohaiseveralothersurprises
tll{-f"J !'lintgndo by ASCIIT While erica Fréedom Stick and Beeshu Re- waiting in their goodie basket, in addi-
ASCU is involved in many different mote Ultimate) that will also let you tion tJ the joysiicks and video games

they will soon have for available

- - 

rM foryour Nintendo Entertainment

-- = 
System. Watch for this company

: 
= 

to make a big move very soon.
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NEXOFT CORPORATION
Nexoft Corporatlon

3868 Carson Strêet, Suite 2fi
Torrance, CA 90503

---(Ð

¡-t Videocassetie On
iriintendo' Compatible Games

SEEING IS BELIEVINGI
Up until now, if you wanted the

hottestvideo game secrets, you had
to pick up the latest copy of Elec-
tronic Gaming Monthly. But now,
thanls to MPI Home Video, you
can get the complete scoop on over
two dozen top secret tips with their
new vÍdeo cassette tape, nsecret

Video Game Tricks, Codes, and
Strategies.n

This one hour instructionalvideo
has ever¡hing you need to know to
blast past hot games like Simon's
Quest, Life Force, Contra, Double
Dragon, Metal Gear and moret
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 beforet You'll be play-
ing like a seasoned pro in no time
thanls to the info on Volume One

of the "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 worldl These superstars strut
their stuff and actually demon,
strate each trick. Team Captain
Donn Nauert along with team
members Jin 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

Video game contests never seem to
be frequent enough for those who can
reallyrip 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-
tionl

A SUPER CONTEST...
Super Dodge Ball, based on the ar-

cade cult classig puts you in control of
the meanest bunch ofathletes ever seen
in a video game. You must use your
skills at avoiding and throwing a ball at
opposing teams from a¡ound 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 superstarst

If you're lucþ, 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 19891

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 nMy First
Son¡/ series will be awarded to winners.

CSG lmagegoft
9200 Sunset Boulevard, Sulte 820

Los Angeles, CA 90069
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Very soon Nintendo will make it possible to pløy
games with up to four pløyer simultaneous ínvol-
vement. Iust thìnk,,no more two player versions
of coín-op classics like Gauntlet and Super Sprintl

NINTENDO'S FOUR-
PLAYERCOMBO

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 acco¡¡rmodate 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)
allowup toþrrpeople to compete
at the same time.
It now appears thatNintendo may

have the ans$rer 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

wíth up to three other friends - all
playrng at the same timel

Nintendo and cortain 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 availablilitywere unknown
at press time, we should know more
about this incredible elçansion
unit in the montbs to come. It is
knoum that the plug-in will be given
a special preview dudng the up-
coming CES show in Chicago.

Nlntendo of Amer¡ca
¡t8520 - 150th Avenue, NE

P.O. Box 957
Redmond,llYA 98052
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Ch$lrr Fl.ld f25(, 20.00 g'.e'o I K¡¡a Fo
Chubby Ch.rub lO(|0 Í9,09 æ99 | tong Fu H.,ü
Clly Conndlon l2ßO 2a.06 34.0¡ I L.¡acy ol lhc Wr.d
Clrh rl OaMhaad ' I L.o.ñd d bo.
Cluolul.nd lO00 10.00 æ,00 | L!õrndolzlfdt
Coò..Conm¡nd fA00 3a¡e a¿.et I Lrqand¡ryWngr
Oobr¡ Î|.ñClr tt00 32.0e a2.og I Llli Forcc
Coññ¡ñdo lû00 tg.Ce æs I Loda Runnat
Co¡|.! 12Ã, 26,ee Sete I tunlr Pool
0!n@ Aorcblo lOO0 e?.0¡ 3e¡e I Mrch Êldc,
o.¡dry Tmn tt¡o Éf.9e 3e¡e I M¡Cmü
Dcf.ndü ll r¿10 zùee SAee I M¡010 JohnMt F||| 8r.¡k
OrLndc. ot lhr C@n e0¡þ 3t0e ae.Oe I Mmþ ol thlh,ud
Oar.d Connrndtr eqoo il,ge aa¡9 | M¡Jd Lllouc Buùdl
Do¡l€y lOnO lO00 2r¡e ta¡e I MrDpyhnd
oonk y l(ong Clulq lûqt 22.ee 3a¡e I Mrrbl. M¡dnor
Oonkry l(onC 3 lt00 ¿e¡e t.¡g I Mtrlo 8rø,
Oonlay løro J¿ tO00 22¡e t.,ee I M¡mlr X'M¡n
Oonkry lbnq Jr Mlrh r0¡,0 ¡¡¡e ü¡e I Mot 8lø,
Ooubl. D.¡Con 2000 Stee ¡a¡e I MaCrm¡n
OoubL O,lbbl. l2to 2afi ¡te9 I Mmrn¡n ll
On¡pn Poör l2lo 2Aee t¡ge I Malll O[r
ongoñ w¡..¡q t!.0(, æ.ee 39.e0 | Matold
O,, Chlo tA00 2e.oe a¡¡e I Mþkry Moursrprdr
O,. J.kvll ¿ Mr. Hvd. l8.m zl¡e a2.ee I Mb Nunlrr
Ouck {unr 600 t29e æte I MÈhly lonù Jrck
Dúck Ttlo tó¡0 æ¡e aa¡9 | Ml*, Íylon'a Punoh oufl
ËlÍ.to. 

^.ild 
t0,C,0 t9,9e 2ere I Mlllltrda

Empka C[y t03r ' I Mllon'a t$r.l CÍtl.
E¡cll'brkr 

- rooo ro.ge æ.oe I Mmrll, Prty
FMn¡du ' I Murola
Fa.t.r'.Ou.at tlOO 32.9e a2.0e I MnlrryOu.rt
Flohrlno Coll r0¡o æ¡e 3o.ee I NFL Færòrll
FlÍolÎh.Noilh8llr lTlO 34,0e aa.eo I Nllhh¡raonElnSl.
Flylno D[!oñ ' | illñll Oddrn
FMng orrCon ll ' I Nlñlr Xld
F rrdom Forc. , t¿to 269e O.oe I Nlnh ûro
F.ldry lhc lSrh l7¡0 3,1¡0 4,l.lt0 | Nobunror'r Amblrlon
Ofh¡! t2t0 28,û 3aee I Op.r.llo¡ Woll
Otuñltot tt¡o 3g.ea at,oe I Othllto
Ohütbud.n tl,(þ ã.to 9.00 I P.cñ¡ñ
Oh6r'N Oobllñr to¡Xt 22.ee 3tee I PDrboy
Coll t7l0 3t,oe a3.00 I PImrd
'lhb b r nd l¡lla and mry nol ba orllablr whañ yos rart lhla .d. Plaraa crf 10. ¡vrlhblllly
Nlñrndo' ¡nd Nlñtando Enlatuhmañl 8yÍam, atr rdana.lc of N¡nlañdo of Amadc¡, lño

Nlñlañdo f.Shldr (u(
Nlñ|.ñdg & Mlko ìÞon
Nlñtañdo LoCo Pdch
Sup€r MÍlo t ltoand
guplr M!.lo E Lrgrñd
l{lñlañdo Plú leodal

wa cañ taaada ll lô,

^ Thls 60 mln. vldoo ca¡¡otto lt lo¡dcd wllh ¡ccrel pae¡words, wlnnlng
I strategles, and amazlng trlckc lor your lavorlte t'llntondo gamcs. - Bdow l¡ a complsto llst of Nlnlendo games avallaþle nowl Y

ULTIMATE GAME CLUB, 1491 BOStOn POEI Rd., Old SaybfOOk, Cf 06475. AttsamosarosotdonaistcometstssrvebaalssothoBoonoryoucalltheb€ttorl

* Are You Tlred Ot Playtng The Same Old NINTENDOo^ Games Or Buy One You Dldn't Llke?*''**oll,3ä'tfií!{Ê{r?:3'î#'íil:r'n:i8:,:,?:1"#ÆZ',ül:,f ames?

THEN JOINTIIE ULTIMATE GAME CLUB
& SAVE UP TO 20o/o OFF EVEîY MNTENDO@- GAME & ACCESSO?YT

We Buy, Sell & Trade New & Used NINTENDO@ Gamos, Sega & Atarl. As A Member You Are Entltled To The Followlng:

l{ow lo Wln.l }llnt.ñdo
Ovor40osmos rovlowodr40gsmoo rovlewod

¡n detrll with tocrot
codos unovallablo in
any olhgr magazine,

Supply ls llmilod!
L¡ol Prlco 3.95

Club Plc. 2.95

Curll. O¡n. Crdd,
LlstPrlco 5.99 ClubPrlco

auÞ.r !rtañdo Crbla.
6 oxlenslon lor controllers & light gun
Llsl Prlce 9.99 Club Prlco

lllnl.ndo Crrlrld¡. Or¡.nht
Lisl Price 5.09 Club Pr¡ca 4.99
AlEo holds l8 Sega cartridgss

!llñt.ñdo
Eñlarlrlnñ¡ñt
Canlat
Holds conlrol dsck,
zappeL 2 coî-
trollsrs, l2 gams
carlr¡dgss. Also
holds complotg
s€gâ syslsm
Lisl Prico 27.59
Club Prics 22,99

illnl.ndo C¡rtrldg. G.bln.t
LislPrics 14.99 ClubPrlco 10.99

lllnt.ndo ir¡n tllck.t
3 dgslgns & ¿ssorled colors

List Pdce 14.99
Club Pricê 11.99

Club Prlo. 4.0e

l(t.lt Dalrr.
¡l.rm¡.1.r Jot.llol

Lisl Prlce 14.99
Club Prlc. 12.99

L¡st Ctub
Price Prlco
4,99 3.99
5.99 4.99
6.99 s.99

8.

9.

10.
11.

12.

We offer Dlscount Prlces on practically everyth¡ng PLUS monthly
speclals on top of thatl
We have a toll free hotline for all new membershlps & ordsrs
1-8OOjIOY-CLUB (1.800.869-2582) I AM-9PM ESTI Forbeoole tn CT
or Canada and any quest¡ons yoú may have dial 1- 203.3d9.6366t
We accept MC, Vlsà, check -or 

moñey orderl
We'll also give you a free Club Membershlp Dlploma & subecrlp-
tlon-to our quarterly Newsletter, Hot New Catalog plus delalls ón
up & coming games.
y-oq Sel- all this for the low cost of $101 So Hurryl Membershlp le
l¡mltêdl

The Flrst 500 Members Get A Free Prlze Wlth Memberehlp ÌVorth Up To gt00t

ro JolN oR oRDER ANYTHING lN rHls AD DIAL I.8OO'TOY.CLUB
Or Send Check or Money Ordor To: ULTIMATÊ GAME CLUB, 1491 Boston Post Rd., Old Srybrook, CT 06425

l.¡.e Otllolal lllnt.ndo C¡rt Ctt.èbti;l:r;i33
¡unoom
foth.r lhlt"
Conlrol lnhrño.?
For use with Nlnlondo
Enterlainm€nt Systgm"
Turß Slandard Conlrollsr
ínlo Joyslick
List Pr¡ce 13.09
Club Prlco l2,go

Rv
ll f Í.rpcornp.l¡t¡Y.
\- f. Pro Joy.llok llootlp7n bïiiË:i"",li88

:/ *.r#$Arh

^l.dlñ 
tlmtlo lllnl.ndo

lunoh Xll I Tñanno¡
Llst Prlco 0.09
Club Prlcc 8.99

..""-,@E
Dool¡n¡ ¡.y lO"
ListPrice 16.99 Ctubprico 14.99

lllnt.ndo l.lhhlr ¡
awaal.hlrl.
Zolds ll. Supor Mar¡o ll,
Ninlendo Logo, Sup€r
Mario Club & olher de.
s¡gns. Youlh sizos 6.t6
Adull sizos S.M.L

Club Prlco 7.ggToos Lisl Prico 8.99
Swsats 19.99

lllnlando
¡.r.brll G.pr

Mosh
CoÍon
Corduroy

1.
2.
3.

4.
5.
6.

7.

We sell new & used Nintendo games at the lowest prlces possiblel
We buy your used Nlntendo games at the highest price possiblel
We provlde prompt efficlent service with a 100% satfofactlon
guaranteel
We lest & clean all used games for maxlmum efllclencyl
We provide the latgest etóck of any other mail order firhl
lf we do not have the game you want ¡n stock, we'll reserve it for you
& shlp lt to you as soon as we get ¡t. We'll even roserye new tltles
belore they're avallablel
For every 10 friends you gel to Jo¡n the club we'll glve you a Nlntendo
game ol your cholce Freel That's rlght FREEI

LIST CLUB
PñICE PRICE

6.99 5.99
59.99 54.99

129.99 119.99
39.99 34.99
69.99 62.99
s9.99 54.99
29.99 25.99

249.99 229.99

9.99 8.99

iltilTEilDO
ACCESSOß|ES
Bandai Supgr Controllgr
Bandai Mega Controller
Camerica Gilt Pax 12 F sodom Sricksl

Camerica Freedom Pad

Camerica Freedom Sl¡ck
Camorica Superson¡c Joystick
Camorica Vidoo Elasler
Eclsctic's Pro Play Hom€ Arcade
Doc's Fix A Game
lclgans 8ll vdæ gamo carlrdgosl
Ninlêndo Beach Tow6ls: Ma.¡o6 Pa.rv.
Maro s 8each. Ma.o E Lu¡gr. lírar¡o I Zelda' 19.99 16.99
NinlendoSlumbsrbag 36.99 32.99
Ninlsndo Underwear 3/6.99 3i5.99
N¡ntondo Suspôndors 6.99 5.99
Ninlendo Bglts 4.99 3.99
LJN Roll & Rocksr 59.99 49.99
Tara Doluxo Game Pack 1 5 Game

Carrycase 1f.99 9.99

WE ALSO CARRY A WIDE SELECTION OF SEGA & ATARI GAMES & ACCESSORIES. CALL FOR DETAILS TO GET OUR FREE CATALOGI
IF YOU OON'Î SEE WHAT YOU WANÍ, THERE'S MORE ON THE NEXT PAGE. IF YOU DON'T SEE IT THEEE CALL US & WE'LL GET IT FOB YOU!
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ïuRBrIRRn{ @P.C. Englne and Mega Drlve get Amerlcan names...Namco and Atarldeveloplng 1&Bit game machlnes...Double
Dragon 2 golng to Acclalm...Epyn and Nlntendo set to go head to head...Dragoñ Wanloils comlng for Chrlstmas

The lncredible
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 FREET Simply fill out the contest reply card and
send it to us. One lucky gamer will win a Turbografx 16 and gamest Enter todayt

Also Wln A Llbrary of Great Turbografx 16

USE THE ENTRY CARD IN THIS ISSUE!
lh.i drlivtrl ot lhc Turbografx l0 systcmlcp€nd on NEC'8 producllon schôduloe. Vold úvherc þrohlbltcd by law. Nor¡, stop stralnfnþ yóur cyaé and cntcrl
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-.Hey boys and girls, Quartermann here with latest gossip from the video game grapevine! In this issue you'll find exclusive
info from the wonderful world of Electronic Gaming, including juicy stuff that most of the industry doesn't even know about
yett I can't wait to see what the other mags have to say...

...Both NEC and Sega have announced spif$ 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 orign"al coin-op version have apparently inked a
dçal with Acclaim þ¡fs¡tainment to produce Double D ngon? and will not renew Tradewest's license of the origral when it
expires at the end of the year. This arrangement appears final with a protot)?e 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 Ch¡istmas. 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 schooll Don't know how different the U.S. version will be from the Japanese blockbuster, but I
have seen a protot'?e and it looks cool!...

...Games, games, gamesl Tons of super stuff is making its way from Japan and we have it alll American Samm¡ who made
their intro with the very average Amagon, have secured Thundercade and possibly lnin 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...Taitomaybe releasingthe cult coin-op classic, Halle/s Comet later in theyear...Other una¡rnounced releases that have
debuted in Japan include Rolling Thunder, Garfield, Holy Diver, Gradius 2, Dragon Spirit, Super Pitfall 2 and more...

...Tengen and Nintendo a¡e at it againl After suing each other for the right to make independent carts that work on the Nin-
tendo Entertainms¡1$ys¡em, Nintendo has gone directly to Russia in an effort to snatch away the rigbts 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
lawyerst...

...In other news: GameBo¡ 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 Epyn 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 Phillipst 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 gâmes I'v€ ever played

foithe Famicom (the Japanése Nintendo) and is loaded with hidden bonus items, risk incentives, and other goodies. He could

only hope to have'a gamè that good...Here's a hot rumor: I¡ok for Total Recall, the upcoming Arnie Schwarzßñregge;r action

moíie, io be turned into a videó game by someone for play on the Nintendo - possibly even Nintendo themselves...Happy trails

to Atarls 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 Epyq 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...

O QUARIIERÙ(IANN

The Legendary Axe Vlctory Bun
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AT T}IEAPCADES

Atari Games'

ffiflIS
Fron Russi¡ With LoYo...

block will begin to fall from the top.
You can rotate each brick, move it to
the left or right, and increase its de-
scent toward its final destination.
Whenone or morelines areformedby
the various pieces of several bricla,
they are slimin¿¡sd from the area and
allow the bricks resting on top to drop
lower into the area, creating more
space and time to manipulate the noxt
piece. Double points are
awarded for filling two lines at
once, triple for three lines,
and a special bonuo for a

TETRIS, four lines at once. After a

given numberof lines have been filled,
the round is completed and bonus
points are awarded for any blank lines
in the area before the next round be-
gns.

The gamefeatures three levels of play
and a two player challenge game. In a
two player game, the screen is divided
vertically. Each player plays the same

game on each side of the
scr€en and an arrow indi-
cates which player is ahead
in the round. The player that

completes the round first receives bon-
ue points.

Ata¡i has also included all the "bells
and whistles" (or are those nbells and
missiles?") for even more fun. The
demo mode displays the top player's in-
itials inbricks at the bottom of the pþ
area (similar to Crystal Castles) and

Contínued on pøge 78
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Deep wilhrn enemy lerritory your

fellow counlrymen ore
imprisoned Only one
mon would dore o1-
tempt to sove them.

, 'fi

You, Slri ngfellow Howkd'----:
commonder of Airwolf the Moch I

T

¡etcopter. Your heot-
seeking missles ond
superpowered mo-
chine guns ore fired

'-.---,----" up. But con you
evode the enemy? Heodquorters
knows you hove the firepower ond
skill. You soy you've got the guts
now prove itl

AKlqim
eolajflornmenl, Inc

Mosters of the Gome"
Acclorm' ond Mosl€rs Ot lhg Gomo' olr, ltod€,mork3 <j' Àcr-,o,',' irrortrj r:rngnt Inc

Ajrwoll ' 15 o lrodemork of ond llc€nsg(t by lJnlv€rsol Cil r, 5ru.Jtos Inc 198¿
Unlvorsol Clly Sludlos lnc Nlntondot on J Nlnle^dc Enlerlcrnmer,l Sysl€m'o16

lrodomorks ol Nlntondo of Arnô'rcc inc ' 1989Acclolm ['r:orlolnmanl lnc

Drastvitye, droogieslt Uh, that's
"Hello friends!", in Russian of
course! O.K., so you could
care less about the language
lesson, but I think you will be
interested in Tetris, the block-
buster puzzler from the Soviet
Union that is infiltrating your
local arcade nowl

Based on the award-winning con-
puter game, which itself has become an
award-winning Nintendo game cour-
tesy of Tengen, Tetris combines ele-
ments from both strategy and fast-ac-
tion reflextitles. The object of the game

is to manipulate various shaped bricks
to form solid horizontal lines while not
allowing the bricks to stack to the top
of a rectangular playing arca. A brick,
which is composed offour squarepie

ces, will fall from the top to the

bottom of the area or until it
hits another brick below
it, after which another
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0n this playground, basketball is very serious
business. A half court battle of fast hands and moves,
monster dunks and defense. Featuring I different
players shakin' and bakin' and showcasing the¡r own
individual styles.

You can team up wilh another player against the
computer. 0r play one-on-one 0rtwo-on-two, against
the computer or another player. And you've got allthe

moves: steals, blocla, lightning passes and
monster slams,

ln fact, you control iust abouleverything
in this incredible new t¡tle from Jaleco:"
What "Bases Loaded'" is to baseball,
"H00PS'" is to basketball: sports action
at its very best!

8r^Ego-
I**¡ ü'r

)¡¡
tû*r

3])

IIEW IROTII THE JATECO TIBRARY

0F SPoRTS Alllt AcÍloll GAttlEs!
FOR THE III]ITEIIDO
ElITERTAII{MElIT SYSTEiI@

First came the Atari 2600, Mattel lntellivision, and Colecovision. Now we have the Nintendo Entertainment System, Sega
Master System, and Atari 7800. What we've come to expect f rom home video gaming, however, is about to change forever
when mega-powers, Nintendo and Sega, as well as some new names, load their guns to deliver the ultimate 16-Bit and
Portable game systems. NoW EGM brings you the complete story . . .
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H00PS,' Bases L0aded,' Racket Anack,- GoAL!,* Robowar¡or" and Jaleco"
are tradbmarks 0fJaleco USA lnc. Nintendooand Nintendo Enterlainment

Systemoare trademarks of Ninlendo ofAmerica lnc. O1989 Jalsco USA lnc.



By Steve Harris
The war is about to beginl
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-

temberl
The lines have been drawn and the

heavy artillery is

about to be reveal-
ed to the game play-
ing public. Th¡ee
gaming superpow-
ers - NEC, Sega, and
Nintendo - a¡e flex-
ing their muscles

with a varietyof pro-
ducts that have to be
seen to be believedl

BothNECandSe-
gaare poised to en-
ter a heated battle
for control ofthe 16-

Bit system sweep-
stakes! Both com-

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
packedwith incredible detailt The unit
can also play conventional CD's and
add video images to your favorite mus-
icl Sega, meanwhile, is launching a

modem interfacc, rumored to be called
nTele-Genesis', that will enable you to
play games, like thei¡ Baseball title,
with friends over the phone linesl

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-
velopedl Even-
hough it proba-
bly won't make
an appearanc€

Set to go head4ohead with the Sega

Genesís thls September, NEC's Turbo-
gralx l6has øwídervøriety of games, but

few er re c o gni z¿ ab I e tí t I e s

screen that can produce some dazzling
images despite its sizel \ilith plenty of
software support guaranteed from ale-

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, their color portable
cartridge system. Reportedly a very
impressive self-contained unit, the
machine's 3n color monitor and daz-
zling graphics are tainted by a lack of
softwa¡e support and a heavy price tag
($160). Definitely a good system that's
loaded with features, but in a different
league from GameBoy.

rJfith 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 lukerflarm 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. Engne-Z, 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 technolog¡r

means two things for certain: A lot
more filn for you and me and a bigger

and better Electronic Gaming covering

it alll

a
with

The símulator chaír for the Konix
Slípstream systems offen increased

game intemction

panies are well-equipped with mach-

ines that have plenty of frepower and
great games to match.

Sega is showingthe 16-Bit Genesis, an

American version of thei¡ recently re-
leased Japancse system, the Mega
Drive. The unit uses cartridges and

currentlyhas 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 Turbograô< 16, as it's being
call in the U.S., is not a true 16-Bit' it
does offer the same t¡pes of mesmeriz'
ing graphics that are the most obvious

trademark of any 16-Bit system. Since

Turbograft 16 is virtually identical to
the P.C. Engine, more than 50 games

are potentially available for the mach'
ine.
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going after an entirely different, but
equally exciting technologn portable
cartridge-based hand-hclds. Their
state-of-the-art unit, GameBo¡ uses

small cartridges and a 2' dot matrix

H
Tennis ís ønother new

that uses the two-plaYet

Instead of 16-

Bit game mach-
ines, Nintendo is

GomeBoy game

ínterface

-l

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

You check-off the play at the line of scrimmage and
call for a quick pass to the tight end. He breaks it for
aT.D.l

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

oI988TRAOEWEST, rNC.
NINTENOO ANO NINTENDO ENTERTAINMENT SYSTEM
ARE TRAOEMARKS OF NINTENOO OF AMERICA INC.

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.

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

OUR NAME GUARANTEES AGREAT GAME

Looklor 1!
John Elway'e ìl
OUARTERBACKTI \
whereveryoullnd \
ladewest'l other ì
block. bueter hlt, I

2400 S, Highway 75, Corsicana, TX 75110



16 - BIT
SYSTEM
PREVIEW

The American version of
the Japanese P.C. En-
gine, NEG'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-B¡t wars!
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NEG's

ÏllRB[[RRFII @
tT!
I ne 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 isget-
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 Tirrbografx is
poised to take an early lead in the l6-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 aggresivelyseeking
third-party support for their system.

Many companies have pledged to deve-

lopfor the unitwhichmeans 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, TVin Cobra, The Nin-
ja Warriors, and Side A¡ms as well as out-
standing original effortslike Honeyin the
Sk¡ Victory Run, Son Son 2, and Deep
Blue. Turbografr( $,ill also have a multi-
tude of sports games like Power l-eague
baseball ¿¡d \f,/inning 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 Tanes (see game preview
formore info), the Turbograft16will also
come packed with one Turbopad control-
ler that is verysimilaÍ fs tfte Nintendo flat
pad that comes with the NES. The Tur-
bopads, however, come equipped with
rapid-fire capabilities built right inl If
youwant the feel of a joystick, both NEC
and third-party licensees like Beeshu will
have replacement controllers that are
sure to up your scorel
Expandabilitywill alsobe another of the

Turbograôr strong points, with a CD-
ROM player due to be released very
closely after the initial appearance of the
main system. Besides plaing 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 to five people at the same time,
plugintotheback of the unitwhere an ex-
pansion port is located.

Since many of Turbograft 16's initial
games are not highly recognÞeable 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
to be in a better position that the competi-
tion to offer a wider varieg of games.

NEC's plan of attack is simple: offer a
multitude of outstandinggames on one of
the most advanced gaming systems ever
released. \ilhile they don't have a Shinobi
or Space Harrier in their bag, they do
have the best selection of games and the
best plaþg games of all the next genera-
tion systems preyiewed. tWhile 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.

TURBOGRAFX 1 6 PERIPHERALS

Thís computer add-on for the P,C. En-
$ne could possibþ be made availøble for
the Tfurbogralx 16 - making your gøme
møchine a full-fledged computerl

INITIAL TURBOGRAFX

The multí-pløyer bus allows you to plug
up tofive controllers ínto the Turbografxl
Fíve people can now ploy games simul-
taneousþt

16 GAMES INCLUDE...

THE LEGENDARY AXE - A definite
101 One ol the best video games we've

ever pløyedl Great play complíments the
ínøedíble graphicsl

WCTORY RUN - A new breed of racing
gamel Wctory Run chøllenges you to a
rood rølly through Europe. First person
graphics enhance thís addíctíng game.

KEITH COURAGE TNALPTU ZONE
(comes wíth Turbografx 16 system) -
Guíde l{eith Courage in abattle against
underworld creatures! Multi-levels, pow-
er-ups, nasly Bosses, øndmorel

WGIIANTE - The arcøde mega-hít
comes to the Tuùografxl6l This version
suryasses any other (íncludíng Sega\);
ønd comes with lots of street ftghtíng oc-
tion, Incredible grøphícs ønd game pløyl

THE TURBO.CHIP
CARD

The Twb ograþ 1 6 us es p ow erfu I c ørds,

similar in appearance to those used ín
the Sego Master System, to store game

info. The Turbochíp cørds holdup to 6
meg of program powert These tough
cards are about the same size as a credít
card and come ín a nífty CD case for easy

stora.gel

¡lt¡a¡ra¡aaa fu_raaaaaaal¡rs ñ :.¡¡a¡¡l¡¡¡r I
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16 - BIT
SYSTEM
PREVIEW

Sega's

GENESIS
S 

"gu 
nu, 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 technolog¡r. It has the ability to do

an enormous number of tasks simul'
taneously and can generate up to 5L2

,':l*Ä

i-foo 
"
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( 
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Sega's Mega Drive, the
first true 16-B¡t game
system to be released in
Japan, is set to become
the f irst 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 ¡t?

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

The Genesis system is sleek in its look
and design. On the lowerJeft 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-

vancedthreebutton jo¡pad that offers ex-

ceptional control. The controller is larger
than any previous t¡pe of gaming pad, and
has a crescent desþ 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-Genesls
One of the Genesis machine's most in-

teresting features is the Tele-Genesis
peripheral. This state-of-the-a¡t add-on
will enable you to play specially
developed games simultaneously with
friends down the street, across town, or
even in another statel You'll see the ac-

tion at the same time they will and vice-
versa.
rilhile the idea of modem games is noth-

ing new (computer enthusiasts have been
using them for years), it is a definite ad-
vancement in video game technologt.
The real uses aÍe questionable, however,
since the type of games that will really
benefit from the Tele-Genesis system will
probably Êot be the high-action a¡cade-
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.

Sottware 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 Turbograô< 16, which is set

to be released in Scptember, around the

same time as Sega's 16-Bit. Sega does

have an advantage in recognizeable a¡'
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, the/re real'
ly nothing new, and Segâ only has a hand'
ful of other games available for the unit
(compared to the dozens of potential
Turb'ografrgames that are currently ava'

ilable on the P,C. Engrns). At this stage,

Genesis has great titles, but Turbografr
has gteat games. It's up to the Genesis

game developers to create competitive
games, if the machine is to have a future.

' t l91o
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8 BIT VS. 16.8IT...A DIFFERENCE YOU CAN SEE

great gamss ln the future, however,
úhh oùer a dozen llcenseeé (ttke talto
and Namco) already announclng de-
velopment for the unlt ln Japan. Thls

Altercd Besst will be one ol the frrst
games avoìlable for the 168ít Genesís
system, It has ail of the features found in
the arcade versìon, íncludingfive levels of

THE GENESIS GAMES

The flrst Genesls games are spec-
tacular ln appearance, but fall flat ln
some lmpoitânt areas of game play.
The system does promlse plenty of

pløy and e.xceptíonal grophícs and
sounds, The &Bítversíonforthe SMS ís

an eEtally outstøndínggame, but the dif-
ferences between the games is obvious,

- ONLY GOOD LOOKS?

Alex Kidd - Good ol'Ålex is back for
more fun than everl Find your woy
through all new lands of surprise ín this
lGBit improvement on Miracle World,

Super Thunderblade - A close version of
the øtade hít thafs loaded wíth great

firstperson graphícs, scrolling bverhead
attacks, and huge Boss weapons. A bít
dfficult to control with s ome 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 unít and plug into your
phone lines. Other attachments thøt

møy appeør include a full'fledged com'
puter, CD-ROM (ike that emPloYedbY

Turbogralx 16), andan afttablet. These

could appear as eaþ as nextYean

msans that Genesls wlll have a con'
stant stream of orlglnalas wellas ar-
cade hltsl
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SYSTEM

using special PPUs (or Picture Process-
ing Units), the Super Famicom can

th¡ow some truly amazing visuals up on
the screen. rilhile the Nintendo Enter-
tainr¡ent System can select four colors
out of a possible 52, with four palettes
or groupings, the Super Nintendo can

choose from 16 colors out ofa possible
32,7æ in the eigbt palette mode or 256

colors out of the same 32,768 in the one
palette confïguration. This enables the
unit to produce graphics that are life-
like in appearanc¿ 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 8lE, 16x16,

32ß2, and an incredible 64x64. This
enables the 16-Bit Nintendo to create
and move very large characters with
ease.

Also in Super Famicom'sbag of tricks
are enhanced special effects modes that

screenimages in and out. Mosaicmap-
ping abilities, fade-in and out options
¿¡d se¡elling functions that allow the
shifting and movement of multiple
background images horizontally as well
as the abilityto 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
tó-B]f STATS...

System Est. Release Date Est. Prlce Processor Colors Resolutlon Games

NES Now Available $99, $30-$50 Carts 6502 52 256x240 100's

SEGA Genesls September $179-199. $40-60 68000 + 280 512 320x224 10

TurboGrafx 16 September $199, $40 Cards Hu6502 512 320x224 50

Super Famlcom Unknown - 1990? Unknown 65816 32,768 512x448 4

of tlllc! avallrblc forlhcJapancscl/rrllonr ot.ach machlnt - ôxcôpl lorlh. NEgwhlch l! lotal Amùdcan rcloasca.

WHAT IS
FAI{ICOI{?

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. lVhen we
were getting our first glimpses of Super
Mario Bios. 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 qr

early next in 1990! Famicom games

oftenhave more features than
NES versions as well!

SuperFamlcom and the orlglnal
Famicom - cousln to our NES.

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 fi¡st of ten
initial planned releases are Super Mar-
io Bros. 4 and Legend of. 7,elda 3.

After the first games a¡e intro-
duced with the system's launch,
Nintendo has plans to unveil at
least one title a month for the

I followingyear. Akeyto thesuc-
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.

Thls flight slmulator was used
to show olf many SF features.

SUPER FAIJ|ICOIII

0AI,lES

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

Super Famlcom takes the o.rl.
glnal lmage and strctches 1t...

SUPER FAiIICO}I
oRAPtlrcs

full 360 degrees!

THE AMAZING

SUPER NINTENDO
Touted by many as the Niot"o¿ohasdoneanexceltenrjob
most spectacular game
system ever deslgned,
Nintendo's I 6-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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of revitalizing the video game industry
with their NES. Good gtaphics, 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 Entert¡inms¡¡ $ys,-

tem, however, is starting to show some

signs of age. Inthe face of competition
from recent 16-Bit entries like the NEC
Twbografx 16 and Sega Genesis sys-

tems, the NBS can no longer be called
state-of-the-a¡t.

Not to remain content with complete
control over the 8-Bit game system

market, Nintendo is now ready to take

on all comerswith their fantastic 16-Bit
Super Famicom.

Set for release inJapan thisJuly (with
a U.S. release date e:çected to be in
early 1990), the Super Famicom is on

the cutfing edge of video game technol-
ogy. Besides boasting a control pad

with fourbuttons, lhe Super Famicom
is filled with special functions built
directlyinto the hardware. It also uses

5 fSI's which utilizps the most ad'
vanced semiconductor technology.

.What does all this mean? rWell, 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
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Nintendo's
Portable
Game System.,.

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

First of all, GameBoy is about the
size and shape of a portable radio, with
a2" x2" 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

rtt¡rrltlrrl¡trt¡rlIr
HANDY GAME MACHINE

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

screcn 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

feøtures brick-breaking reflex actìonl

With plenty of talk circulating about
the newhigh-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 compa"ies 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-
ñc sometime in August, the GameBoy

Super Marìo Lønd takes Marío ínto ø
whole new world of action and surprísel
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Name¡ GAMEBOY (Around $90)
Games: CARTS (Around $20 ea.)
Scrten: 2nx2n GREENLCD
Processor¡ E-Blt,2 64K S-RAMS
Llcensees: 20 lncludlng SNII Cap-
com, Kemco, Konaml, Sunsoft, Jal.
eco, Seta, Data East, Tecmo, Ban.
dal, Vlc Tokai, Hot-B-In Japan

ñÑ

from his, This t¡pe of two-player game

action is just one of the many enhance-
ments that GameBoy boasts.

GameBoy is already enjoþg 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
devolopers. That means that many of
the most popular arcade a¡d NES tit-
les will be available as GamcBoy cartsl
The list of third-party companies is ru-
mored to include ASCII, Asmic, At-
ena,Imaginia, SNIÇ Capcom, Kemco,
Coconuts, Konami, Sunsoft, Jaleco,
Square, Seta, Data East, Tecmo, Towa-
tiki, Bandai, Viðtor, Vic-Tokai, and
Hoþ8.

Since GameBoy is only sligbtly linit-
ed in what animation and sounds it can
produce, itwill need to havegames that
are, above all, fun to play if it's really
going to catch on. Without wodem
color graphics, future games will have
to have the same strong play value as

the system's frst three releases while
retaining some challenge under repeat-
ed play.

tilith a retail price for the main sys-

tem rumored to be a¡ound 70 to 90 dol-
lars, and carts comingin at aproximate-
ly 20 dollars apiece, GameBoy is well
positioned as a portable game system.
The only real competition will come
from Ep¡x who also reportedly have

developed a cartridge-based hand-
held game system that uses a th¡ee inch
color game screen. tilith 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.
Althoughnot much is known about the
Epy< hand-held, industry insiders have

revealed that Ep1x is having difficulty
courting the companies with the big ar-
cade titles away from Nintendo's camp.
tilith the entire company supposedly
riding on the system, Ep1x is verywor-
ried about GameBo/s growing pop-
ulæity.

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

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 softna¡e that the
machine runs. After all, why buy a
GameBoy if the system can't play de-
cent games? With ou¡ advance copy of
the GameBoy system we also rec¿ived
tho three games that are currently avai-
lable: Supcr Mario Land Alle¡wa¡
and Baseball. In addition to theso ws
have also gotten sneak peels at Tetris
(which will come with the unit), Ban-
dai's King of Lode Runner, Square's
SAGA (RPG forGameBoy), aswellas
Tennis and Golf from Nintendo. Here
are some short reviews of the three
games we've played...

SUPER MARIO LAI{D
Mario's adventu¡es 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 screpn. Many
ofthe original characters, as well as a
whole new cæt of çþ¿llsnging crea-
tures, make Super Mario Land one of
the best gamss sttr¡

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

invincibility), this version also intro-
ducesanumber of unique elements like
upside-down pipes, and special coin
rooms as well as submarines and planes
equippod with rapid-fire guns that
Mario can use to rescue ths 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 abit shorter
(4 worlds with 3 rounds in each).

ALLEYTVAY
Alle¡'waY can best be summed uP as

an advanced version of Breakout or
A¡kanoid 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 ofpla¡ take several brick
patterns and scroll left and right aswell
as down. Between each level, a bonus
round is played, with the bricks arrang-
ed in the shapes of different Super
Ma¡io characters. A nice game that is
very well suited for the GameBoy sys-

tem.

BÀSEBALL
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.

The Níntendo GømeBoy paclc e bíg punch
despite ís small síz¿t Whíle the gnmes øre

much smallerthan the normal NES cafts, the

günes thq play (íke Tenís - the gane that
comes wíth GøneBoy), are everybít as goodl

lI
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cuTLccl( P OWE R-U P - As ín the original, M øri o
.starts offsmøll, Get ømushroom ond
you become Super, get a flower ønd
you're Fíery Mario, Now you can be-

come afrogto swím, raccoontofly ønd
break bríclcs with your taì|, or bearl

b#

FACE GAME -Thefacegameis ø slot
møchine type ol contest thot requires
precise tímíng, Stop the dìfferent sec-

tions of the Mushroomfoce, Starface,
and Flower face to get IUp awards of
up to five free Mariosl

URD GAME - At ceftain interuals
througþout the game, a speciøl card
møtching room will appean Eighteen

cørds are tumed føce down. Match two
andyou getwhat's undemeath (|Ups,
Coins, Flower Power, etc,)lBy Edward Semrad

It's currently the number ono game in
Japan, and judging by the way it,s sell-
ing, it's going to stay on top for quite a
whilel Tho game? None other than
Supor Mario Bros.3l
BothMario andLuigiarebacþ as are

their arch enemies - the Kuppas. This
time though, besides kidnapping the
Princess, thc Kuppas have used their
new magical powers to turn the kings of
each of the eight worlds into ani'nals
and insects. It's up to the d¡marnic duo
(namely Mario and Luigi) to restore
each of the kings to his original human
shape. This can only be done by fìnd-
ing the nagical wand which controls
the spell over each king. Unfortunate-
ly, the wand is held by the guardian
Kuppa on each world. Our 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 cari 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 Princoss is safe once againt

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 tbrough unfriendly ter-
rain loaded with relatives of the old
Goombas, va¡ious versions of the old
turtles, and plenty of new characters as
welll

The second world, called Desert Hill,
has lots of sand, pyramids, and palm
trees. The familiar Mario-eating pir-

Look out for the deadþ Smashers that
try to crush the Mario Bros. lrom abovel

anha plants are back, but with a new
twÍstt Some shoot fireballs at Mariot

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
oceant 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

in the waters are giant man-eating fish
who think Ma¡io would be the perfect
meall

World four is called Big Island and
here everything is HUGEI Each block
is the size of four normalblocks and the
turtles are giganticl

World five is The Sþ and you must
jump carefirlly 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 icet 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 bristlingwith cannons while stay-
ing away from the land mines which
have a tendancy of blowing up in your
fac¿t Survive the gauntlet and it's head
to head with the fire-breathing Kuppa
kingl

You'll get lost ifyou donl løowyoutway
through the pípes ín world sevenl

BONUS SQUARE-Atthe endof each

area there is a rotaling bonus sEtare,
By jumpingup andhittingthe sEtare it
wìll stop rotøtìng and award you the

card shown, Mario can get bonus lives

by matching three cørds in order.

TREASURE ROOM - Find the trea-

sure chest room and you will discover
three closed chests. Pick one anda spe-

cial power-up item will appear andbe
qddedto Mario's inventory @hich can

be selected beþre stafting a round).

SAW THE KINGI. You did it| The

magic wand høs been retumed to the
palace and the king ß there (wíth
Toad), to gíve thanl<s for a job well
donel Now it's off to the next world to
battle even tougher lfuppasl

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 II
is the real sequel to the original game.

And what a sequel it isl tvVith vcry spe'

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
graphic detail, smoother scrolling, and

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'

pedwith the standard laser for the nextl
As good as Gradius was when it came

out, Gradius I[ is that muchbetter. The
graphics are second to none and the
game play will be more than equal to
your best. If the cart makes it across the
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
Gamingl

Watch out Mañol One false
you'll fall off thís platforml
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Fight your wøy through the crystal zone' .,.and past the giant Firebird Boss to.,.

step and
.,the løs er breathing Mechanical S/r.:.tll,,,



lTlrutr@ ro U.TORCE
(BroderbundI

CtDnln¡pruP@ ''-dliw'

(Editofs Note: Since the explosive in-
troduction of the Nintendo Enteftain-
ment System, a number of manufac-
turers have introduced peripherals that
enhance or improve play value. Ioys'
ticks, pad.s, and controllerc of all kinds
have been íntroduced that claim to in'
crease scores and the overall enioyment
one will receive from the games themseb

ves. Sínce this is the ultimate test of any
good joystíck or controller, we rated both
the BrodeùundU-Force andthe Møttel
Power Glove on ø number of poínts that
included ease of use, compatibility with
game cofts, and how the controllen af-

fect game pløy. Because no møtterhow
intere s ting the se new technologt control'
lerc maybe, if thq don'tmøkethegames
more playable, thq foil. With this in
minQ special repofter Marshall Rosen-

thall answen all of these questions and

finds outif theU-Force and PowerGlove
are all thq claim to be. Find out which

is best for the games you pløy or if you

shonld just stick with your Beeshu...)

"Nothing up my sleeve" takes on a
whole new 6saning 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-
steadof gripping ajoystick 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 rigbt, 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 ofthe
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 folk),

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 Lshaped
ba¡ 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 bus¡ triangulating the sonic
beacon; feedback that enables the
glove to say "This is where I am nou/
nearly thirty times every second!

Four sensors are found in each finger
(except for the pinky). These sensors

detect all motions, includingwhich fin-
gers are movingand howmuchtheyare
bent. This translates into game move-

)

I

l

I

Glove Pilot - desígned specificaþforthe
Power Glove controller

t,

The amazingU-Fotte with Punch'Out

I lit 11

:-h':
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I

The U-Fotte ín actíonl
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DAVE CAPPER
The Mastermlnd Behlnd
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. end
he's not in his early20's; this guy is ac'
tually an adult! But don't let this con-

senative 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!
Aftãr 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.

nl've been creating things since I was

a kid," begins Capper, "teaching myself

electronics. I've always had the idea of
wanting to e:çand on the way You can

playgames, 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 some¡hing while he

played.
rJVhen video games returned under

the Nintendo title, Capper saw this as

an opportunity to introduce his

brainchild to the game playrng public.
nI had a device that could interact with

video games, which I feel constitutes

thewave of the future because itbrings
electronics and the use of. technology
into the common fold. Kids ten years

ago didn't know of any kind of comput-

eis, but look around at toda/s world.n

(ContinuedonPage 48)

Davíd Capper, U'Force ¡nventor

1 lZ¡
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movement by enabling special coding
to be "turned on" from the kelpad' 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 thc turbo firing
features for the 'A' and 'B' buttons,

whilethe remaining four configurc sen-

sors for the specific game. A manual is

included that lists how to sct thcse

switches for 60 of the most PoPular
games.

The PowerGlove, meanwhile, uses a

somewhat similar coding mechanism

located on the back of the glove. A
numeric key 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

iystems equally handicapped when it
comes to direct comparisons with con-

ventional sticks. Punching in numbers

or sliding switches is not that diffìcult,
however, and does not in any way

provide enough of a reason to count

either controller out.

lnteractlon
Both the U-Force and Power Glove

takc very different approaches when it
comes to player-game interaction. The

obvious goal of both controllers was to

improve the interaction between you

anã the game, so that You feel like
you're part ofthe action rather thanjust
tontroiling 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 frst heard of Mattel's
Power Glove control last Decembcr,

were, needless to say extremely

curious as to just how the unit really
worked. It sccmed like an intcrcsting
concept, and the promotional litcra'
ture sure made it sound great, but until
we discovered exactly how it worked
didwe reallyget a complete idea ofjust
how advanced it rcally is.

Scott Goodman, Mattel's Scnior Pro'
duct Manager, oversees the Powcr

Glove project along with Scnior Pro-
ject Desþer Novak, who is Producing
a number of gamcs spccifically for thc
Power Glove control.

"The glove is really the first cybcrnctic
device to be available to the home mar-

ket," begins Goodman. "We took tech'
nology dcvelopcd bY NASA to usc in

space so that satellites could be rc'
paired. Robot arms articulated in tune

with a glovc worn by the astronauts -

with precise movements bcing thc rc'
sults. Of coursc wc had to lowcr the

cost, since NASA's vcrsion costs about

$10,000.00!"

the

For a deeper insight in to how thc
Power Glove works, as well as a Prc'
view of some of the specially designed

games, we turn to Novak, who startcd

out working with synthesizers in thc

60's and became a punk rock rccord
produccr in San Francisco in the 70's.

Òertainly not the button'down collar

type for sure.

The Power Glove in
Glove Ball

acliort witlt SuPer



(Dave Capper Contínued)

Looking around showed Capper that
Nintendo was the way to go. nlt became
my target systemrn he sai{ "because it
reached out to the most young people."

Names for thedevicewent in a¡d out
of Capper's head. One kept popping
up - Ultra-Force. "I liked the way it
sounded" says Capper. "The more it
ra¡ around my head the more I liked
it, a¡dit naturallyshorteneditself to U-
Forco. As ¡n YOU, your body, a force
ñeld being an interactive part of what
YOU are doing.n

Capper is always ready to talk about
whatbts devico will do, just not how it
doss it. "Iæt's take Top Gun as an ex-

amplc,n ho says. "You can just use your
ha¡ds - move them around andshake
them to fi¡o 'nissiles and machine guns.

Or uso the joystick handles with or
without the T-Bar (an optional control
that is inserted into the front of the U-
Forcc r¡nit that enables you to actually
grab on ¡e ssnsthing be.sides thin a¡r)
if you'vo thc miad to. U-Forcs lets you
really get involved in the garne, and be-
como a part of it. It's for the next
generation of game plaing, where in-
volvenent in the electronic world on
screo¡is total - [þe¡e,s, ¡sfhingbetween
you and thc action.n

He only smiles when we ask for
specifics on how this interaction is

achieved. What it oomes down to is
that U-Force does what it's supposed
to, which ¡s to junk having to push a
joystick or press a button. What more
explanation is needed?

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

straightforwa¡d 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
g tn.e, This "set-up" tims 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 ss¡slling action games

such as Super Mario Bros. U-Force
seems to slow down the action more
than enhance it in these types of games.

lmprovlng Game Play
Neither the U-Force nor the Power

Glove boast any advantages over your
standa¡d 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 painfirlly 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 ís

missed. The T-Bar attachment helps,

but that defeats the purpose ofthe unit.
The Power Glove produces playinter-

action that more closely approximates
what a joystick would produce, al-

thougb 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 Gooilman Contínued)

l¡'s, important to note that the glove
takes advantage of three-di-ensional
space," Novak says. "A joystick is 2D, it
only knows a flat world. Even great
graphics on computers like the Amida
a¡e still limi¡ed by 2D input devices '
whether that's a mouse or joystick.n

"But the glove enables interaction in
all ¡limensions,n states Novak, his eyes
glea-¡"g with the intensity of the true
believer. "And my tlree upcomi"g
games a¡e all desþed with this in
rnind.il

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 - GloveAdventure
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 ¿¡'6und, and do other things in
real space. For these games the glove

is an absolutely riviting item that de-
frnitely opens up new doors.

Monípulator - ørclher game designed

exclusively for the Power Glove control

VII'EO EAMES ENOW UP

Llconlcd by Nintondo
lor playoñ th.

Ult¡ma! b a.eg¡sto.od tradomark ot
Ridrard Gariott, and ¡s liænsod by
FCI for play on tho Nintondo
Ente¡talnm€nl Sysl€m.o N¡¡tgndo
md Nint€ndo Entena¡nmgnt
Syslemo are rsg¡stersd lradsmarks
ol Nintondo olAm€ri€ lna, FCI ls a
lradômark ol Fujisankel
Communl€t¡oß lnlomational, lnc.

You paddled your laat Pong...you packed up your Pac'Man...you
masterod Marlo Bros. Now you're ready for the ultlmate
challengel Ultlma, the popular PC role playlng game, ls avallable
lor NES playere who want lo movo up to a grown up game.

Put togother your leam ol four characters and set oul on
your quosl to conquer the evll Exodus. Flght your way across
troacherous terraln wlth your wlts, wsapons and skllls to save
you lrom lho dangors that lay ln your path. lt's role playlng fantasy
at lts bostl

Choose your team from a varlety
of fantasy characters.
5 year llthlum batlery saves
scores and pley posltlons.
Anlmated graphlcs and full sound
effects add to your excltement.
Over 100 hours of game tlme.

Fu,lsenksl Communlcations lntorñålional, lnc. f 50 East 52 Street, Now Yotk, NY 1 0022

Tel. (800) 255-1431 ln NY Slale (2f 2) 753.8100 Phone Counsêllng Holllne (312) 968-0425

I

I

I

¡ FCIU

OET lHE HI]ITI
The Ultlma Hlnt Book
Get the tips and tricks that can
help you complete your quest
in thió 64 oaoe handbook
of Ultima'è sõcrets. Only $8
wherever you buy video gam€s.

To order bv credit card, call toll-
free (800) 422-9001 Exl,576.

4

Finally..,
the first real role
playing game!

Marshall Rosenthall gives U'Force ø try
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SPECIAL TIPS, PI.AYING TECHNIQUES,
STRATEGtES, HTDDEN POWER-UeS,
LEVEL SELECTS, AND CONTINUES...

BTâSTER HASÍER
Sla.r Blr ârh*t

This trickwill letyouwipe out the
Bosses at the end of level two, four,
si:r, and sevent Get the grenade
and walk in front of the Boss. Toss
a grenade 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!

zAttÂc
lllldu lad Srhot

To start on any level of Zanag hit
the RESET button on the NES
console 1iì 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 !o move left
and right to select the level!

ilEEâ MAil
Ddat hl Br¡¡

Dr. tffilt's monster canbe really
nasty in Mega Man 1, but with this
trick you can easily cut him down
to size! When battling tili$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!

50

sÎâR SorDtER
Srcrt l¡¡rr Ío¡or ml tarlg¡ Pcw-U¡
Star Soldier is a really tough game,

but with the super secret power-up
you can blast your way through the
game with multiple ñrepower and a
special laser beam rveapon that you
won't find an¡rrvhere in the gamet
To initiate 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 ever¡hing 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 switc.h back to regular fire by
pressing'Select' again. The laser is
especiallyeffective on the Star Brains.

uflzâRDS âtlD ï,ARR|0RS
Spohllrd Stþ

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 forestl 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 playrng, and in a
few stages, the last Princess will be
saved!

Brandon Macaluso
Pottsvllle, PA

KID ICARUS
S¡orct P¿¡¡roll Codrr

Here are a couple of nefty codes that
will warp you to the last level of the
game and award other bonuses!
Lastlevel: DÂileER t t t I I I

TIRROR IIORROR

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

tuouur tuu¡ct
türl0Út 1000!r

llm Holm
lVyomlsslng, PA

and
MikkellVay
Bell Canyon, CA

iiltoll's sEcREf cAsTtE
S¡rohl Pd* Arcrd

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
stratoshpere!

. Rile Kn¡e
lnholtllltl

This controller code is abit com-
plicated, so pay close attention!
First of all, start bypushing 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 pla¡ you can take as much
abuse as the other boxers can dish
out and you won't ever take a fall!
Remember to enter these moves

during the title screen.

Althougù it was
designed as a two-
playergame, John
Elwa/s Quarter-
back can be play-
ed against the
computer. These
tricks \{,ill help
you pound CPU
into the turf by
taking advantage
of some super

secret plaþg techniques that give
you the upper-hand!
The frst 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-
sor sit there until the time runs out for
picking a play. Doing this will make

the wide receivers
veryquick, aswell
as the quarter-
back! To score a
touchdown easil¡
simply press the
pad down to snap
theball, hit the'B'
button right after
the snap to pass

the ball, and
quickly run to the

sidelines and up the field. You run so
fast that nsfhing can catch yout

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

yard line!
Danlel Bodnovlch
MasuryOhlo

Su¡a hn ?h¡lr rnl Drfinfir fþt
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With th¡s trick you don't
need to destroy tho Super
Computerl lVhen you en
ter the computor's room,
Solid Snakc appears in the
door frane. As soon as he
appcars, hold the control
pad or joystick to tbe right
and you'll appcar i¡ Outer

Jean.Sebastlen Canlcchlo
Quebec, Canada

Heaven's rooml Now you can attack
this Boss without haviag to fool
a¡ound with Solid Snakol €=-\!{ TOP r¡

Lrrt*rGa\ 
=g¡

KID ICARUS
lorlr Prlor h lh Eho¡l

Beat the higù costs of inflation with
this tipt When i¡ a merchants shop,
press the'A' and'B'buttons on con-
troller trvo simultaneousl¡ The mer-
chant may raise or lower his pricesl

ÎRACK âIID TIEID II
lhrro lhr ftlol

On the Hammer Throw event, make
sure you have very little power when
you throw and release it at 80 degrees.

Peter Slamldls, R¡fIl Karaoglanlan
Montreal' Quebec

stit0t¡'s QUEsl
Dlllrmt ldlr¡t

Castlevaniall has th¡ee different en.
dings depending on how long it takes
you to finish the game. Use these
codes a¡d destroy Dracula to see the
other endingsl

Srrrrl hdlr¡: lllrl hllr¡:
filY f¿ór ô0f 02óD

rrn sBr lilI sfJr

RA[IBO
tmt turl hllq

Unknonn to most, thore are two
endings to Rambo, one where
Rambo's friend Co dies, and

anotler where she doesn't. The
trick to having her survive the
game is not talking with hor under
thewaterfall aftor sho roscuæYou
from the enomy camp. If you do
this she'll be waiting for you in tho
helicopter after you rc¡cuo tho
POWs and again at tho vorY ond

of tho game - just mako suro You
find her before you talk with
Trautman. Here's thc code for
the second ending:

Í]St Ír5? fr03 flrt0
tDl? rJ? ¿Ptll 9l0t

Dave Eduards
lVest H¡rtford' CT

/-\gf TAP r¡

frr¡rrÈ
\,p

üENOD
'tlnqf tdr

This special Password code lets
you do many uûusu¿1 things liko
get bombs without having the ball.
Therc is no Varia with this code,
which malces it a bit hardor to
rcachthc ending but if you doyou
will got another special surprisel...

999999 999999rrrrÍ[ rrrrrr

Sr¡r'r P0SlDEll lrâRS 3-D
llllln 3¡rd ft¡t rd tmlrr

To listen to the music selections
on Poseiden lVars 3-D, push the
pad Up once, Iæft twice, Doum
three times, and Right four times.

To continuoyour game afterthe
onomy has defeated yot¡ press the
pad Down four times, Right three
times, Up twice, andlæft once.

E2
I
I

I

R.TYPE
lrlrhôL Xd.

Before truning on thc Sega Master
System, press and hold the pad in the
lower right-hand corncr on controller
one while simultaneously holding up

and to the left and pushing button
one on controller two. Turn the
power on and keep þ6lrling fhe con-
trols in the above positions until tho
R-Tþe logo appears on the screen.

There's also a hidden stago in R.
Tlpe that can be found at the very
beginning of the foruth stage. You
will see two largc blank parts at the
top of tho screen. Touch the first
bla¡k with tho left back part of your
ship. At that timo the hidden stage

wí[beginl

Bn¡cc X'rausto
San Dlcgo

:X\
-ìl'". 1.
-.\/

-ñ.
l4f
?":r'

r-.t?.I*¡';l+T
I
-"5t.; f

RBI BâSEBâLT
Crûlï ttdl Smrr

OnRBIBaseball, if you holdthe
'A'and'B'buttons donm at the
same tins duing the title screen
and prcss 'Start', the Coaching
Staff (Des¡g¡erÐ will appearl

Doug Schulze
Mlnneapolls,MN

ÎRACK âI¡D FIETD II
Cotu [ h¡

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

turtl h¡
RDO'óURII{

tlttl h¡
JDS.TYJil{

th.tt h¡
TA$ôYJIIC

Srmtl h¡
lAilTUJ5I

ll¡hl h¡
{alPJJsS

Vldeotlc Manlacs
Houston' ÎX

tilith this trick
you can get all of
the hearts in Mis-
sion twol First,
get to the second
round and play
untilyoureachthe
Williams with thc
baseball bat on
top of tho ledgo.
Aftor you defeat
¡¡sg/illinm¡,walk
slowlyto the rigbtuntil you are facing

a pile of red girders. YOU MUST BE
AT TI{E VERY TOP OF TTTE

SCREEN AGAINST THE GIR.
DERSI A Williams will come out at

the right of the søeen to get You.
Wbile ho is approaching You, walk

back to the left towards the wire
fenc¿. Whenwilians is right in front
of the left edge of the girders, beþ

you can go. OnceYour man cannot go

any further, go all the way back to
where you left the \Villiams 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 heartsl
Dave Edwards
lVest Hartford, CT

climbing up the
wirefencp. Asyou
clinrb, Williams
will stay where he
isstanding. Clintb
to the top of the
fence and walk on
the ledge, 'going

left. Climb down
thefirstwire fence
on the left and go

as fa¡ to the left æSrod¡ Prlnt¡
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UEACY OF TIIE U'IZARD
Srort Cdr

L.egacy 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 guest with all of the tools and weapons available -
including the four cro\ilns 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):

c{rB RSS|I óRXC tfJ[
cufr r[Í vflxc tJvu

DESIRÍ Får0ot¡
llhn¡f¡llc Cubhtl¡r¡

Depending on the combinations of three hierogllphic
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 cha¡acters:

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

QulckShots - Bowl, Cane, Bowl or Man, Bird, Cane or
Bird, Sun over Water, Eye.
lYar? - Ankh, Bowl, Ankh or Bird, Bird, Eye or Bird,
Cane, Bowl
Hold Sphlnx - Man, Man, Bird
Extra Life (on higher levels) - Bird, Bird, Bird or Eye,
Eye, Sun overWater.

l-\gr TAP rr

[rrl ,rj.\-1

EilOSTBUSTERS
lrln lloq

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
#L173/68723 and push button one.
Forget about starting with $10,000,
this much money will let you get what-
ever you may wantt

John St¡nford
Hackensaclq NJ

TEilSEIDEII
lrd Súæ

Before turning on the System hold
downbothbuttons 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

QUARfN
Soond Tr¡t

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

Qua¡tet sound and music effects.
' Íldr 8¡r

During the title screen press the
'Pause' button fourteen times and
then press button one on controller
one.

rAr¡TâsY z0t¡E
U¡llrll¡l Ur rl frr¡u

Destroying your opponents in the
Fantasy Zone is much easier with the
laser, widc 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

e0rYEuus
tdln¡ ôdr

Golvellius may be a difficult garne,

but with this special password code,
you can warp right to the ending of the
game! Go to the password screen and
type in the following letter and num-
ber combination:

vRn â72r mlx cDr¡t
SQÍ{ CfYS YP'T qUT

Juan F. Conde Jr.
Temple Cit¡ CA

DOUBTE DRAOOI¡
fcurll kvd Co¡llnur

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 tbrough the
final level and straight to the ending,
with an unlimited number of contin-
ues at your disposal!

Toni Felt
Fairlield,IA

HI¡AC
B¡rr¡ lþlr ul Ín¡rr Sdæt

Whilewe've printed quite a fewtips
and tricks, none of them compare
with the incredible stunts you can
perform on the FCI game Zanact, 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 eKra 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 prep¿Ire the game by plug-
ging ajoystick or pad into the control-
ler oneport and a ligbtgun (if you are
doing the extra men trick) into the
controller two port. Now, place the
Zanacgame cart into the system and
press the receptical tray down to set

the game in place. Here comes the
tricþ 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
trayback 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 Scoren messed
up in the title screen.
When this hasbeen 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
v/eapon you willpower-up to. Hit'Sel-
ect' again to finish the round and begin
playwith a newweapon!

Doing the Trick - Herc's what the title
screen wíll look lìke íf you successful-

þ screwup the gane. Notíce the Top
Score in the upper-left comen

Weapon Select - Depending on the frrst
digit of your altered score, you can

select ony one of the possible weapons

and also power them up completelyl

ROCTY
Ddd Dn¡r

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

u'ltl A FREE eAüE tRoil Eoill
We want vou to play like a w¡nner,
and we'ré readito'payl Give us
Your t¡ps and clues, Your secret
ðontlnúes, level selects, Power-
ups, and codes! lf we Prlnt YourtiP,
we'll glve you credit in these page.s
as well as a free gamel You can't
lose - get tho be-st tlPs anYwhere
and get some great games as well!

Send your tlps and trlcks to:
Quartermann
c/o Electronlc Gamlng MonthlY
1920 Highland Avenue, Suite 300
Lombard, lllinols 60148

S.ndal Publlcatlont 13 not rcaponslbl. for lhQ.lubtTllr'
slon ol slmlla¡ or ldrntlcal llÞs; tnd lt nol oÞllc$gl- ¡o
awd frcô oamc carlt to lhoac ocoÞlc lvno tuÞmn-lnlof'
mCtlon thaf ha3 alfcadv b.cn Èdntôd or ì.vat.Þr.cvlouQly

lËî13ÍåI$SdiFg''llf3.0¡ît#ß?."åiltr8äl3tiåif
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STORY
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-
vgnture and excitement. Mega Man
must stand up against evil villains like
the ruthless Heatman who launches
fi¡eballs and Bubbleman who attacks
underwater! Defeat the alien Super
Bosses and capture thei¡ super-
weapons to enhance your fighting
abilitiesl

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 Wil/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 everl

,

Meoa Man 2 is oacked with I dif-
ferãnt levels of ôhallenge and ex-
citement, One of the most difficult
rounds istheWoodman level, PoPu-
lated by all kinds of strange forest

creatures and a very powerful Boss
atthe end of the level, Timing is cru-
cialthroughout thls round, and mas-
tering tha"jump and shoot" techni-
que is vital io beatlng the bad guys.

fArE 0l¡ ilE ]lEcllAl¡lcAt AffAcK Dogs

I,IIEI¡ YOU REACII TTIE UI¡DEREROUND...

These deadly opponente use
chalns ol llre to atlack M€ga,

I

OORIIIA DAilETR

Stay above the platforms that the Gorillas cllmb
on ànd keep movlng - somotimes you can avold
tho¡r attacks. ll ono ol the monkeys does happen
to lunge at Mega, ¡t will Jump through the alr and
try to land on toP ol you. lf you see one ol the
aþes start to Jump, revslsg your course or seek

a better posltion
lrom whlch to re-
tallste, walk back
and llre repeal-
edly as lho gorll-
lag draw near,

r¡Nfv BuNllY

Use the Bubble or shot wea.
pons to knock tho €vll rabblls
out belore they rgach Youl

ROOSÍER ATTACI(

The rooster wlll come hopplng
toward Mega - move slowlY
and constantly flre aheadl

'/i

1.à' z4 ..
r 4t -}a .
/ .¡'l *:-' .-/
f/¿1¿n
/.1!!,-/za -'1¿/.4,,q¿ z-r

Bubbleman - Use Metal
Heatman - Use Bubble
Metal¡nan - Use Quick

Airman - Use Wood

Flashman - Use Metal

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

Use the Mega Mm 2 P$looda aor.tn to ¡Yerp to
the hlghest lovol¡ ol th. glm. w¡lh all ol the
waapon Powor-Upr you!. atofad uP.

cl{tcKs lrl TllE sfåRsl

When you a¡e 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!

To conquer Woodman, tlmlng
ls very lmportant, You must
lump hle leal attack (whlch wlll
block your shots), end como
back llrlng lhe 'Alr'weaPon to
lnlercopl hlm as he JumPe. You
muet do thlE whlle deadly lea'
vea conetantly lloat down.

DrtEAf urooDilAill

Jumo hl! ¡Dhallno
rhl.fd ot l.av.¡l '

DR. WILY IS WAITING FOR YOU!!

WOODMAN - A MEGA MAN 2 BOSS ATTACKER!!!

tl TOP
íEtrRET'

líaËr':i ,.-l: ,. NINTENDO - Capcom 06/01/89 BE CAREFUII

The foresl is lilled with many dangers.
Arm yourself wlth the other Power.Ups
belore you onter the woods.

B0SS AIfACI(llf o*"t tl¡r Bo¡¡c¡ rtth thc rô¡ponr ¡nd ln th¡ ordcr llcrcd bclor...

7FVv9,úrãvtr,çça
GUÇ
V¿UJUa,ú,
çJ)

,7
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NINTENDO - SNK Corp. - 06/31/s9

SECREÍ lUPc

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!

Bot¡us P0lr¡Ts lt¡ AREâ 5

You begin this round inside a
mins, ¡iding ¿ mine car. Using a

whip, rescue the hostages that
line thewalls to the right andleft.
Use a friend on this stage with
one person whipping left and one
concentrating on the right.

BATTLE ON WARRIORS!!!

Over-
powof
the
enemy
and
lhoy
glve upl

0sE TRErlCllEs

ruR Amå
PR0fEtfrotüt

€=-\!{ TOP r¡q# "Jliþï$T

lBlast
tho
pofier
for
onfe
polnlrl

Tâ
/rT
llT
râ

c
K
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rlE
Eâ
llP
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l¡
s

P

0
w
E
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U
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Collocl tho wee-
pon capeules lo
enhance your llre-
Fiowei and mobilltYl

B0lrus Pon¡Tst

PO['TR-UPI

): J: J: IJ L Ll,Ja Í- t: - t:
l', ç- L t ,L ,L.-L -Í:,-t.--t -ç--,L,STORY

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

In addition to your primary objective
of overthrowÍng 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 rilar 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 Ika¡i spinoff ever! Great
graphics, musig and play combine to
make Guerrilla \üar outstanding!

IEVET SEIECT

To select any of Guerrilla Wa¡'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!

(' ()l.lHAHlì ò..I:I. llf ''l' l riN

':..-l'Àlì1' l:li(rH 1)"1'lI Àli!lr:ì

ì' l;es'Y t- t:\¡t:t.

Use lhe tanks or
your gronedgs to
destroy... $q

Begin your
battle be-

hind
enemy

lines in the
junglel

START
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NINTENDO - Ultra - Avallable Now

BISE âTERTI

Duringthe 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 playl

BATftE TIIE SUII

When you are one warp from the
Sun no Gyrussians will attack. In'
stea{ the sun will eruPt, sending

sola¡ flares toward Your shiP at

lightning speed. Don't trY and

fight these freballs, staY at the

bottom and avoid theml

STORY
In the intergalactic year 25XX, the

solar system has been invaded by dead-

ly aliens from beyond the rim of our
galarl'. These invaders, known as the
Gyrussians, are bent on conquering
every star system they encounter, in-
cluding Earth'sl

Gyruss is based on the arcade game

of the same name. Althortgh 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 gane is divided into
ten levels, with the setting for each be-
ing a different planet or the sun. A wide
varietyofopponents d¡ift from the cen-

ter of thevoid and provetobe 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.

!'.r-f\¡. .'

xr rìr:tllrw t f¡ttlll

30 üârl lRlcK

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.

1..

.j.i

iti È. s rn-r
I

60 61

$sN
Here's all you need to battle the Gyruss
Bosses guardlng each planetl Blast your
way through w¡th these wlnnln n I n g tl ps a nd *1ll,l1p;filll:l.t'.Tl'lsil gj::1*s!I1'jHïlL{.i g:-i--r---- ---s- .- -:- :;-----Y:'-.-----; ocouplesthoscroon.Eachpod reachlngtheodgesoflhcoorren
f ree the solar system from the clutches of lll1"g^.!^"t^'¡9Þply!'9l9Èlaq iõinääi,ü¡tt-Jinãc,itä'-"I.f,¡ï

The pode oan only bo destroyed outer rlm. Flre at thc globeo and
whon they are opon. Concen- welch out becau¡c they rcturnthe hideous lnvaders!

Thls Bosg ls slmllar lo Neptune,
but lnetead of flrlng 3 mlssllee,
oach pod releases 2 gulded mls-
slles when open. The homlng
bombs lollow your shlp but thoy
can be shol. When onlyone pod
remalns, 6 bombs are llred.

hrtl

lhat flre homlng mlesllee and ln.
doslructable barrlers. Clrcle and
follow the openlng pods ln a
clockwlse dlrectlon. There ls r
delay between tho top and bol.
tom pods. dråw off lhe barders,

. V¡m¡

whon they are opon. Concen-
trstc on one pod el e tlme. flre when hltl

A largr mrlcor olrolee the outor
rlm, relcr¡lng motcors as ll goes.
Onoc thl lffgc mctcor has been
hlt 4 tlmc¡, rn ¡llen organlem le
lcvc¡ltd. Thc allen usostwo len.
trolar to roaoh out end attack
Concenlrete shots on the allen.

llaow¡

Thls Eoss hes 8 pods that lk S
shot spreads. At thc sama tlmc,
pods et the top, botlom, lclt, and
rlght release blue ballltcr¡ that
drlfl to the edge and qulckly
ooparete. Concontrato on lhe¡c
pods llrst - thon dostroy tho rcal.

Ih 3¡r

Each shlp rotates ln the mlddle of
the screen, although the blue
ehlp splns very last. Orange
ghoots dual mlsslles, purple llros
homlng bombs, and blue ehoote
plaema balls. The last shlp splne
qulokly. don'l etay ln one placel

The Venug Boss ha¡ I pods that
Bhoot &shot sprays, dostruclablo
barrlere, and lndeetructable bar-
rlers come lrom the lop, dght,
bottom, and left. Use såme toch-
nlque ae Mars Boes and avold ad-
dlllonel enemy llre.

Thls Boss u86s moteors lhat are
releasod lrom speclal pods. Me-
tooro reach out loward lhe odgo
to etleck end then return to braln,
Bubble explodes when pods are
destroyed reveallng Braln that
llros leeers. Clrcle clockwlse.

The llnal Boss shoots aun burd¡
at hlgh epeed. Avold thom and
concsntrate your llre on thc lun
Itsoll. Once the sun hao bocn hlt
enough, a glant eye le revealed
that shoots smaller destfucteble
eyes, Shoot those to get e good
óhot at lho maln eye, As morc
damago ls sustalned, the Eyewlll
llre lasers so keep movlngl Stay
at tho botlom, clear out lhc small
eyes, and shoot unlll thc soler
systom lB froel
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m CODES
A VIDEOCASSETTE ON:

For Nintendo* Compatible Games

lBsfliT,8'[å*s333tgiïlll'#8yfifilsftt8rxflsfialllt':ff¡lìf,ålF.8sç!â$1s,3'fd1ffiJiã8*p.n¡.,
ale nol in ány way fespohsible for conlent 0l he t8p0 0l he packaging.

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:

* EDorrl¡le EDragon
* lron Tânft
* Sftnon's CÞrest
* Rannl¡o
* Blaster
* Conlra

wlaster

* Dtetal Gear
* L[fe Forae
* Pnts 16 rrnore of your

tarctttewÍdtæ garnnes
featt¡¿red,.

*2884 Approx. 60 mln. ONLY t19.95

T0 0R0ER, ploase sdú droch monôy or&rorclodil cârd (mceshl b:

Ft r8tolf vrÐE.o
17214 So. Oak Palk Avo. - Dept EG905 - Tinloy Part(, lL 60477

ALL CASSETTES ARE VHS ONLY.
I -800-338-771 0 lnslde lllinois 3f 2-532-2050

City-Stato-Zip-
fiffi,ÈH'I ,os4 I

Bill mycreditcard: oVßa trMastotChargo

Account Numbor Explraüon Dato

Authorlzation Slgnature ol Cardholdor
Vidêo Cassette Total $

Shipping & Handling

TOTAL Amount $
'Canoda ordors ertd 5.00 ld rtrlDfim & handlim.

'All dEr Forohn counùi'Cånedå ordo6 odd 15.00 lor thlgdng A handlh.
'All dloiForolgn counül€ âdd rf0.0O lor 0hlpplrtg & håiìdling.

ffi
iíñuneg

To Order Your Video - Gall TOLL FREE:

1.800.338-7710
NO C-O.D. ORDEFÌS PLEASE.
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N¡NTENDO - Activlslon - 06/01/S9

r¡0 stEÂrTll ilnile
While the "Stealthu mode works
fine and will confr¡se the enemy
to a point, it is uttnecessary. Let
the enemy come to you if you're
beginning, or doa loopwhenever
an enemy plane flys past to catch
up quickly.

t0,000 Polt¡T B0t¡us

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

EâSY lâl¡Dlllo

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!

STORY
You're in command of the Air Force's

latest high-tech weapon: the F-1174
StealthATF. With this powerful flþg
fortress at your disposal, you've been
assigred to a mission that will take you
around the world, and into the dead-
liest skies you've ever seen!

1¡¡s higù-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,
þes¿¡ss if¡hings really heat up you can
switch to nstealth" mode whichwill fur-
ther confi¡se tbe enemy.

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

Fly the unfriendly skics - r{,ith Stealth
AFTI
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FCI Phone Counseling

OTLINE
(3 121 968-0425

I am - 7 pm Central Standard Time

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

o Find out about new FCI games

o Put your name on the FCI
mailing list

FCIU
FuJllrnkcl Conmunlcrllonr lntcrmtlonrl, lnc.
160 Ertt 52 sr.d, NY, NY 10022

Dr. Chaoo, Zanac and L¡Jnar pool aro tradomerks
of FuJlsankel Communlcatlons lntematlonal, lnc'
Ultlma ls a tredemark of Rlchard Garlot, MagMÐ(
and Selcross are tradomarks ol Nlhon Bugsan
Co, Ltd. Theee gameo aro all llc€nsod lor play on
the Nlntendo Ent€rtalnmenl Systemg

NINTENDO - FCI - Now Avallable

RAISE YOUR I,IAOIC

Defeat the pirates when your
party reaches 5th level. Take
their ship and sailit into thewhir-
pool to travel to Ambrosia. Find
the 4 shrines of Ambrosia (Int.,
Wis., Strgth., Dex.), Donate
gold to raise your abilities ancl

use'Select' to activate higher

TllE rosT ctfY 0F DÂl',il

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.

t
t ,"!''

I

f T l+t ¿*,-.ri| -, ..r t J t J ), '.

.F X fl,r} f-J ç

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 drawyour advcnturcrs. There
arc tcn cliffcrcnt cities and cight dun-
geons (cach with cight lcvcls!) to
search, along with citizcns, guards,
patrons, and ntonstors populating each

one. A battcry monlory fcaturc allows
you to savc your advcnturcs casily for
up to three ycarsl Ultim¡r is vidco rolc-
playing at its bcstl

.: i .., ¡

¡.
Tfr]*-'u, 

Ifl
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fll¡D TtlE llYsTlc suloRD

First gct thc silvcr pick from thc
Cave of Dcath on thc Sth levcl.
Take it to a snrall islancl on thc
north coast. Dig on thc islancl to
uncover thc mystic sword. Now
pass the pick around and have

each membcr dig up the sword!

îffiWffi
wffi

:
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Dxperienee a lïerv Phantasy. .
recoil from dragon fire!

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

lù(/elcome to the wodds of Phantasy Staç
Sega's newest adventure role-playing
video game. Phantasy Star is full of
traps and treasures, magic and mon'
sters, not to mention dungeons and

towers so real you'll
want to wipe the
slime from your
boots...and

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

about to ioin the battle!

trffid*:r;i'- rE
monsters thatyou can
cremate with alaser gun! :

And Phantasy Star also i:,.'

li{*,
t

È

€--^\lr TOP r¡w!
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'^'

and LORD OF THE S'!ùøORD"'
comingsoon!

inVideoGamin$

SEGA-Sega-05/31/89

sEcREf com0¡uE

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 Overn

screen appears. Go to 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
Weretþr, you must first caPture
three of the Spirit Balls that ap
pear whenever a silver wolf is

elimin¿¡sd.

florÌf I¡EFF âS A llullål¡

Althougb this trick makes the en'
counters with the Boss monsters
more difñcult, it is interesting.
During each round avoid Power'
iog-up. You will encounter Neff
several times but he will even'
tually attack you as a human.

EE
FI

STORY
In Altered Beast you're a Roman

Centurion soldier revived from the
dead by the mighty Lord Zeus. It
seemsthat Neff, the Lordof theUnder-
world, has kidnapped Zeus' daughter
and taken her deep $,ithin his subter-
rainian for-tress. The lair of Neff is a
strange and mystical place where
powerful demons carrySpirit Balls and
7&ttd 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 appcar 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 mado the transforma'
tion into any one of the magical crea'

pHôÀlfÀcv ef^ô ¡¡lo^^r c lA,^ Þnr^oa ^-¡ I hõñ 
^F 

Y
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Oal Ycur Oo¡t

To get around the Ogre guardi"g
the bridge, go to the goat pen and
nShow Carrot" to lure ¡[s animal
away. He will follow you to the
bridge at which time you'll dis-
cover that goats hate Trolls.
Anotherwaytoget past the Ogre
is with a special gift.

Bc¡t thc 0nonc

Whenyou 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
bacln¡¡ards to input his name,
Rumplestiltskin, correctly:

rtlrKoY[0R00rlPRr

Cllnb tc thc Cloud¡

After getting the magical beans

from the Gnome, find a clear
spot on the ground and "Plant
Bea¡s". A beanstalk will growl
Climb thebeanstalk and youwill
be in the clouds where a Giant
will confront you and the magical

chest of gold is waitingl

STORY
In King's Quest, the latest queslad-

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
ofgold.

Along the way you'll encounter all
kinds of people, places, and monstors,
who each fit into the entire puzde, I*
cate magical objects and use your
thinking cap to make it around the
obstacles that stand in your way.

Present the th¡ee magical items to the
King to win the game and take control
of the entire kingdoml

,db, u**

{1,.Ð ¡ìr, rt,'-^
,r.SGrr
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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 the¡/ve kidnapped
your number one babe, Maria, just to
get your attentiont

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 tho streets using knives, clubs,
chains, guns, dynamite, motorcycles -
anything they can gct thcrc hands ont
If you're lucky you may discover a pair
of nunchucks which arc nlcc for going
after the Boss in cach round.

Hang on Maria, thc Vlgilantc is com-
ing to your rescuol

-rtt l, arr | õ 1ñtr.\ .t lra' tlñ r) t î

-a '4rtf: ltrnrtattnff r(r"

lll ll' ''' 
^

-pF .¡ttrrl(... Ãr-D

€=-\gr TOP r¡q7
SEGA-Sega-06/31/89

B(ISS STRåTEOY

The Vigilantc Boss characters
are the mcancst thing in the
game. To quickly and easily eli-
min¿fe the Bosses, get in close
kneel down, and let them have it
where it hurts. You'll be moving
alongin no timel

DEFEÂT DYIIIIIÍÍE BOSS

The level two Boss attacks from
a ledge and th¡ows'dynanite.
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 d¡mamite. Use the Boss

strategtwhen he jumps down.

AYOID åTÍACKERS

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



I
T.V. SPOPTS FOOTBALT

Sports games have been around since
the early days of computer gaming.
The earliest, such as those on the Atari
?ß00, werc very simple and focused
mainly on the action aspect, with
graphics being very limi¡sd, or in some
cases, even non-existent. Recently,
with the power of some of the more cu¡-
rent machines, focusing on simply one
of these aspects is simply not enough to
satisff toda/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
Cinemawa¡e, 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 thougbt, and carefully
scripted graphics to form a very attrac-
tive game in this highly competitive
niche.

TV Sports Football covers a?ßteam
league patterned after the NFL teams
we all know and love. Unfortunately, it
does not use exact team and player
nañes, likely to avoid the high royaltl
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 trvo
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 a¡e
predefined at the start of a season.

AIso 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 limi¡sd thougb; only the
offense is modeled and several exhibi-

Cinemaware - Amlga - $49.95

tion games must be piayed before a
player truly knows how to perform the
patterns with an active opponent. A
5s¡imn¿gs 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 thepossible
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-

n...While I was initially daunted by the
detail in the game, it did not take too
long to get up and running. I did 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 tr/.n

. R. BradleyAndrcws

(Continued on page 79)
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One of the many graphics-oñented game s$eens thAt ødd to W Sports Football,

TTIE DUEL: TEST DPIIT TI

The Duet Test Drive II is the long-
awaited sequel to the mega-hit original,
Test Drive. One of the frst arcade-
style driving games for the computer,
Test Drive brougbt 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-
sa¡ies and mo¡s ¡¡atms ¿¡ higher levels).
Then drive like hell. Avoid potholes
(realistic public works, eh) and lethar-
gic commuters (remember, you're on a
public road, not a race tracÐ. Don't
run afoul of Smoke¡ heed your trusty
radar detector and if that fails, use

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
througb the mountains), The Duel:
Test Drive II's Master Disk scenery is
va¡ied from wide-open desert and
winding mountain roads to meandering
rural highways. If the settingp provided
by the master disk become too familiar,
Accolade offers a special California
Challenge, an after-markct add-on
sc€nery disk, for $19.95. It features
more colorful and more panoramicvis-
taswhich have somc relaiion 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 daysl

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
çs¡lains five of the hottest autos avail-
able to the wealthy including a
Tesstarossa, Lotus Esprit, 911 RUF,
Countach 50005, and the ZRl 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-

n...When I heard that Accolade was

coming out with a sequel to its 1987

driver Tcst Drivc, I thought, nso what,
big deal." But whcn I had a chance to
test drive The Ducl, Tcst Drive II, I was
pleasantlysurprised with thc revamped
game. It proved to bc a solid piece of
product improvemcnt, from the
scenery and steering control to the
ability to e:çand thc available
scenarios through add-on disks. The
Duel is a definite improvemcnt on an

already fantastic gamel n

- Davlil Harrls

htttíngthe pedal down all the wøy wúth the IBM venion of The Duel with Califor'
nía add-on disk

(Contínued on pøge 79)



GAL\CTIC CCNQUEACP

The Stellar L¿ague is assþed to pro-
tccting the freedom of every human
throughout the galaxy. It hasjust de-
tected, with its sensors in the far corner
of the galaxy, what appears to ba a small
enemy invasion force. rWhile 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
¡þs mighty Thunder Cloud II, suppress
this invasion, and return peace to the
gala¡ry.

Galactic Conqueror is the latest re-
lease by Titus Softrvare for the Amiga.
Followingin 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 progam.

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

cu¡rent location of the th¡eat a player
can determine which planet to liberate
De:rt, returning it to the Stellar League's
control. When a given planet or moon
is selected, a small view of the planet is
shorvn, if it is under enemy control, then
a view of the fighter tlpes patrelling the
planet is also shoum. If the planet is
then selected, the action begins.

Liberating each planet involves suc-
cessfully flþg through th¡ee different
waves of opponents. The fi¡st phase is
a surface run where the craft is limited
to fairly simple left-rigbt, and up-down
movements. The second phase occurs
in the air, and allows the craft to do full
rotations, like a jet figbter. The final
phase occurs ín the space just outside
the planet as tho player destroys the last
¡s6aining remnants of the alien fleet.

Between each phase, the player re-
turus to the mothership for shield rein-
forcement and ship repair in prepara-
tion for the next phase. This is vital,

Tltu¡ Softwaro - Amlga - $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.

Unfortunatel¡ 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
wayto stayalive seems tobeto fire con-
tinuousþ and spin in circles, clearing a
narrorv 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 onlyasecondary
choice in its category.

"..,Once ag¡in 1'¡¡ut Software hâs
produced a sharp lookinggame, but the
play mechanics aro too mindless and I
rapidly got bored with freeing "still
another' planet througb the same
mindless excercise.n

- [LBradleyAndrcws

Blastyourway through the alien armadawith Titus' new Gølactíc ConEteror shooter
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CCMßAT CCUPSE

It's notjust ajob, it's an adventuret
And now it's a computer game from
Mindscape called Combat Course.
Now you can wallow througb nuddy
trenches, dodge bullets, and fend off at-
tackers in the comfort of your living
room or offìce.

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

The "Physical" obstacle course is your
fïrst 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.

Tho nRisk" oourse, as the name im-
plios, hae you putting a little more than
just your swcat on the line. A few
choico clçlosivcs h¡ve becn added to
this courso. Land mines ars strewn
about, and grenades and d¡,namitewill
nct you bonus points if you know how
to use them.

The third course is known as nCom.

batn, and this is whero thc fun really
startsl All the obstacles that you þew
and loved from the first two courses
have been brought back, But nowyou
have to worry aboutanlmafe objccts as
well. Machine gun-toting guuds ap
pear - you must make them duck for
cover by firing off a few quick rounds
from your M-16. Una¡med guards,
whose sole desire in life is to punch
your lights out, attack you from the
front. Others will try to ambush you
from the roar. You must turn and shoot
at the rear attackers, and outduke tho
guys up front. Be a good sport, no

Mlndrcape -C-0/,1128 - $29.95

shooting them in the back - you'll re-
ceive a penaltytt

The fourth oourse is tho "Combined"
rou¡d. It is exactlywhat the name sug-
gests: a combination of Physical, Risk,
and Combat. Not for the weakl

Once you'vo mastered all the skills
necessa¡y to su¡vive the previous cour.
ses, you're ready for the ultimate chal-
lenge. The CCS or Cobra Construc-
tion Set has been desþed to break the
strongest recruit. It's a mix of all the

"fun" obstacles in the other courses,
theyjust 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 ¡vo portions: the control panel
and the display scrcen. The control
panel contains the timer that starts at
4000 and counts dorm to zero onceyou
start the course, the score, and a VCR
that replays portions of the game (not

".,.Combat Courss is an cntertaining
and challenging game. But it's the
added "Consruction Sot" that makes it
a real winncr, A couroo, consisting of
256 numbered ecctlons, c¡n bc tailor-
made to any lcvel of difficulty you
desire. You dcsign tho tcrrain, you
determine the obstaclcl md traps.
Combat Course is a gamo that lcts you

satisfy your masochistic tcndcncios by
running through thc coursos, and your
sadistic ones by designing coursos that
are even tougher."

KC.Maxrell

Take on the toughest trøíningmission íma$nable wíth Mindscape\ Contbøt Course
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THE NEKT TIME YOUNE BORED,
TWIDDTEYOURTHUMBS,

Pop your knuckles and fire up your fingen,
becausè Konami's coming atyou w¡th six awe'
some new hand held video games.

Based onyour favorite arcade and home
video hits, thes-e boredom busten are packed
with action.

And theyre portable, soyou can slam dunk
a basketball ln the car take the Teenage Mutant
Ninja Turtles@ outto lunch, or launch a heat
see-king missile fromyour grandma's condol

+ toNAIAr

oouble Oriþble:¡ C:'and Gradiusr ¿re
úademårts ot lonami fr. Konåmp is a regls'
rered ùademart of Korxlmi lndusry Co' L¡d.
Cffiioht O 1989 Èraíþunt Phúr€s Cor'
æiÍ¡õr.¡lt non¡s æse Èd. loPGUN" ß a
Ïia¿eruû ol ãamount Flctures CoDo
radon.T€enaoeMu¿rìtN¡nj¿lurd6' /
is å r€oiíeredr¿demå¡t ot M¡r¿ge t
gudio-s. AJI r¡ohts resened. O lS9 Igudio;s. AJI r¡qhts reser\,ed. O lS9
Mlreoe Sn dlõs U.SA st¿te or DIC
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$19.95 for a full year (that's 12 lñcredlble
I'ssues for 50% off thd cover prlce).
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1920 Highland Ave
Suite 300' DePt. A
Lombard, lL 60148

U.S. National Video Game Team's
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( Contínue d from p age 39 )

s¡¿¡dingwhen it comes to musical abi-
lities and sound effects. The system has

a unique sound sampler which enables
it to generate eigbt sounds at the same

timel The sound sampler allows pro-
gammers to use sounds that are creat-
ed by musical instruments, real sounds,

or even human voicos. The simultane'
ous eight sound generator function al'
lows the system to øeate a dYnamic

sound field. Imaþe playtng a game

with the latest Guns and Roses tune
providing the background music. tilith
the Super Famicom, effects like these
will be possible and sincp the system

has a special ear phone jack, you can
play in complete privacy. Add to this
digital echo and syrthesized sound ef-
fects and you can quicHy see that the
games that the Super Famicom PlaYs
will not be chained to the same f¡eld of
limi¡sd ss¡¡ds that the NES is now held
to.

The Guts of
the Super Famicom

Inside the Super F.amiçs6 is a highly
complexgame machine capable of do'
ing a multitude of extraordinary tasks.

The system uses a 16-Bit CPU (Central
Process Unit - thebrains of agame sys-

tem) that is equipped with a CPU uti-
lizing an 8-Bit Data Bus and a?4-Bit
Ad¡ess Bus. These aren't the kind of
buses that you in the 18 and under lot
may take to school eitherl The 8 and
2,1-Bit internal buses indicate what
types of softwa¡e 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 etçand-
ed over the orig¡nal Famicom's and al-
lows di¡ect access to up to twelve mega'
b¡es of memory (over 100 times as

large as some current NES titles).
The Super Famicom has a builçin

mathfunction that uses 8bit xSbit mul-
tiplication and 16bit/ Sbit 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
qualitygames.

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 plaþg music when a lot of
characters were on the screen at once?

Well, with the Super Famicom, this
problem is a thing of the pastl

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 e:çand its
current use if any expansionary peri-
pherals are ever developed for the 16-
git 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 Confrollers...

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 enha¡ced 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'r''C', 'D'
buttons arc arranged. In addition to
the buttons on the surface of the pad,
however, there are also two longer spc-
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-
thougb keeping track of the number of
buttons may seem complicated, the 16-
Bit Nintendo's pads will probably just
takc a bit of getting used to before they
are as confortable as the NES control-
lers that $re use today.

Besides the six ñre buttons, the Super
Famicom atso comes equipped with
the standard'Select' and'Start'buttons
that are similar to those found on the
NF,S. The Super Famicom has two
controller ports so that two people can
join in on the funt

Vl'hat Does All Thls Mean?

tilithout 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 poÌver, however, does have
certain drawbacks. For instance, the
amount of time it will take developers
to dcsign and program games on this
new 16-Bit system may be twice as
much as it takes on the regrlar 8-Bit
Nintcndo. Creating graphics that are
morc advanced and taking advantage
of thc enhanced sound and anirnation
abilities will atso require additional
programming time. Since many of the
most complicatcd development proce-
dures are handled in the hardware,
however, thc 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 curvc that developers must climb in
their quest to produce high quality
products. It requires progra¡nmcrs
some time to become familiar with any
computer; learning how to piece all rf
the system's great features together [o
make a fantastic game. The games that
were released ìvith the NES when it
made its debut were no where near ls

advanced as the games that we play
today. While the games for the Super
Famicom will most likely blow us all
awa¡ the best things on this system are
yet to come.

The Super Famicom does have plen-
ty of ñre 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-upwhen
or-if the Super Famicom is released
stateside (with the NES doing so well,
many anaþts 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
7*lda3, however, the Super Famicom
will defïnitely be the system to watch in
the months to come!

(Edítor's Note: All of thefacts gothered

in the preparation oÍ thß Super
Fanúcom artícle were obtained fronr
reliable sources in lapan, Since theunit
will nol be released ín the U S. for some
tîme, however, many thíngs contained
herein cre subject to chønge,)

DO YOU HAVE WHAT IT TAKES TO BE A WINNER?
Then enter the

VIEIEOT]ltrilON,
Win-A-Game Competition i

Hgre's your chance lo ghow what you've got wlth
Taxan'C latost contesfl All you have to do ls grab

For the low prlce of lust $?.00 you can get all the
latest lnformatlon ahbut all of your favorite Taxe.sr
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See Us At The Nintendo Showroom.
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Nintendo Entertalnment Systemo ls a
trademark of N¡ntendo.

76 T7



Invæion Of The
l{intendoids
Thefre here! The official clothing and

equipmi:nt for serious Nintendo players.

å1ru,",u'.'l|)ä'l,. \ Irr.,".,uïf,i,',ç,,t?J.'åå
:)iofie'i'd$"'on ^z /:xi'i'l'**t524,95
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@- \Honor),ourvicrories

with Nintendo Pins.

Collect all eighteen.

s3,99

Go where the action is with the
Z-Bag HD28Q Nintendo

Custom Carrvins Case.

2r*- s2gg5

Order yours today!
Shovl'ourallegiance with Ã- Ninetendo Cap,

63,99 \ 

- 

\$4,99

Take the offensive using the
MPI Vicleo. You'll learn the

secrets of 22 Nintendo

8g': \ 619.95
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Talto's

SUPERiIåI¡

It's a bird (...it looks more like a pigeon), it's aplane (.. '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. Ti¡ito 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-

tunatel¡ 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.

Unfortunatel¡ 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

ie*e as atraining grou¡d for younger gamers, but for you

veterans, your herõic efforts are better spent somewhere

else.

(Continued from Pøge 28)

Russian dancers tap their toes if you take too long to com'

plete a round. fhougb the graphic quality is below par, the

iìussian musical scoie and addicting game play more than

compensate.
Tetris can best be described as video game's ansr4'er to

the Rubik's Cube. It's refreshing to play a game that

doesn't say "Hey, I look and play just like Double Dragonl'

A tribute io its desigrrers, Tètris effectively hides its depth

of play behind ¿ si"rple joystick control and even simpler

rules.
Yes, it seems we have been invaded, but it appears that

the eáemy is here merely for a friendly ch.!tng9. Tetris is

a great game and the coin-op version is the best format yet'

Dosvedonyatl (GoodbYelt)

(Continued from pøge 70)

trol then shifts to the ball carrier him-
self. If a pass is chosen, the quarter-
back can d¡op back to pass to one of his
receivers. Quarterback sneaks are also
available and can be quite pro-ñtable if
the defense plays too far back.

The defense will control one of the
four defensive backs. It is oftengood
to assþ this person ¡s þftfzing and
then guide him i¡, increasing the
chance for a sack and pressuring the
quarterback.

TVo exceptions to the basic play se-
quenc€ 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-touchdorvn attempts (PATs) also
use a different screen that shows a close
up viow 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 ca¡ often make the
hard shots the computer would rniss.

As montioncd, Iæague play consists
of an actual season, with each team
playrng itr opponents one week at a
time. Human players can take control
of anyor allof the teams, makingan en-
joyablc timc for all. Tho computer can
quickly play out any of the cu¡rent
weeks' match-ups itself, providing the
statistics for later viewing. Alternative-
l¡ a player can choose to watch the
computer play out tbe game in front of
his eycs to gct a better feel for his next
opponent, or just to have fi¡n.

In addition to the head+o-head
mode, two playcrs can also cooperate
against tho computer, in effect increas-
ing the availablc plays and allorving
nore flex-ibility during a game.

The joystick l¡ u¡cd cxclusively for
control durlng tho gamo. \lVhile it will
takc sovoral oxhlbltlon games and
much practlco for tho playor to learn
how to cffoctlvoly cûrry out thc avail-
able playe, tho joystlck doo¡ ¡n admir-
ablejob of controlllng tho actlon, onco
its quirls arc lcarncd.
The graphics aro doflnltoly tho gamo'a

strongest point. Not only do moot of
the players move in rcall¡tic wayc on thc
screen, film like sequonoos abound
throughout play. The gamo bcgins with
a short introduction from a commen-

tator, a short midgame report from
Don Badden oocurs 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 va¡i-
ous football crowd activities. lVhile not
critical to game pla¡ 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 ¿ single drive will do much
swapping during a complete game.

The gamc is not without its faults
though. lilhile the rulebook and in-
struction sheet cover many of the play
fundamentals, it is very diffrcult 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 keop getting out-
hustled by the opposition and not
making any successful offensive drives
for a long while. Although the docu-
mentatio¡ claims that the gamc was
desþed to be easy for a beginner, this
is onlytrue if thebeginner lets the com-
puter control the action. Once the
player takes controt, a significant
amount of skill is needed to çffectively
carry out the plays.

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

( C ontinued fro mpøg e 7 I )

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 rigbt at the command of your
joyetick and would stay turned until you
centered it wÍth an additional, opposite
co-mand. The ca¡s in The Duel will
turn on command, but the steering
wheel will slowly center itself once it no
longer receives a turning command.
This ¡s akin to turning the steering
whcel of a car while it's ¡glting forward
and rclcasing i[, the steering wheel will
thus return to the center position.
Thoro a¡e 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 L00Vo clones
and the Tandy 1000 and 3000. Al-
though it retails for only five bucls
more tlan the original, it's twice the
game of the origrnal. 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 blastt

(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 figbting the urge to get a crew-
cut once the game ends.

WE BUY USED

NINTENDO

G.A.M.E.S
HICHEST PRICES PAIDI

Send For A Price List

With A Self'Addressed

Stamped Envelope To:

U.V.T., hlc.
Olympia Plaza

Route 22 East

scotch Plains, NJ 07016

Q01) 232-3222
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GETTHE HINT!

Sega
Nintendo
Nintendo
Ni¡tendo
nintendo

Sega

Sega

Sega

Sega
Nintendo
Nintendo
Nintendo
Nintendo
Nintendo
Nintendo
Nintendo
Nintendo

Sega
Nmrendo

Sega
Nintcndo
Nintendo
Ninte,ndo
Nintcndo

Sega

Nintendo
Ninte,nclo
Níntendo

Sega
Ninte.ndo
ì{intendo
Nintendo
Nintendo
ì,iinttndo
Nintr,ndo
Nintcndo
Nintc.ndo
Nintsndo
ì.íintendo

For information on how to subm¡t a high gcofq to the U'S' NationalVideo

Game ¡eã,n, send a stamped, self-addres€ed env€lope to:

U.S. Nationatîic¡eo Cãme Teamls tltgþlcore Club c.[o 9"n'
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Fremont, CA
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Fremont, CA
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NewOrleans,I"A
Lisle,IL
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Daytoq OH

Lisle,lL
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Lisle,IL
Lisle,IL

At¡stin,TX
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Soattlo,WA

Milwaukee, WI
SanJoso' CA
Hedrick,IA

Milwaukee, WI
San Francisco, CA

Fremont, CA
Galveston, TX
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Lisle,IL
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Anahei¡q CA

Miani' FL
Lisle,IL
Lisle,IL
Lisle,IL

Fremont, CA
Huntin$on Beacb CA
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ULTIMA EXODUS HINT BOOK
Yes, you can save Brlttanlat All you need ls tho Ultlma
Hlnt Bookl Thls 64 page handbook of hldden socrsts
lets you ln on some of the tlps and trlcks that can he¡p
you complete your quæt.

Look for the offlclal Ultlma Hlnt Book wherever you buy
vldeo games. Or call tho numbgr below to order dlrect.

dltlnt Books by phone, have your credlt
and calltoll-free (800) 422-9001 Exr. 576

Ultlmao ls a rogblorsd tradomark of Blchard Garlon; MaoMaxrn ls a tradomark ol Nlhon
Bu8san Co., Ltd., and bolh aro llconsåd by FCI lor play on lho Nlnlondo Enlertalnmenl Systemo.
Nhtondo and Nlntendo Entenâlnmenl Systemo are rgllolered lrademarks ol
Nlntondo ol Amerlca lnc.

' Mall or phone ordor¡ only,
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HIGH SCORES
Etfectlve May 1, 1989

JeffYonan
Chris Ryan

Larry Erickson
Jim Hernandez
JimHernandez

MattGockel
Steve Rymo

Jeff Yonan
Jeff Yonan

Nigel Planner
Don¡Nauert

Larry Ericlson
RalphMendes
Donn Nauert
Steve RYno

Brent lValker
JudyWillians

Mark Rezapanski
JimAllee
Dannyl-ee

Mark McCormick
JimAllee

MùeNichols
Jeft Yonan
Iæslie Ford
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After Burner
Arkanoid
Bubble Bobble
Contra
Doubie Dt'agon
Double Dragon
Fantasy Zone
Fantasy ibnøIl
Global Defense
Gradius
Gunsmoke
Gyruss
Karnov
IægendaryWings
Irfarble MaCness

MegaMan
Mickey Mousecapade
Missile Defense 3-D
NrnjaGarDen
OutRun
laperboy
r.o.w.
Q'Bert
Rad Racer
Rarnpago
Ranp:ge
Robo'wairior
Rush nAttack
Space iiar;ior
Speluaker
Spyllunter
Star Fotce
Star Soldrer
Starship Hector
Super Pitfall
Wizads and Warriors
Wíza¡:ls and ll'artiors II
Xevious
Zanac

FCIU
Not Just Kld Stuff

Fulisankel Communlflllonr lnlarnrllonal, lnc. 150 East 52 Stroct, Naw Yorf, NY 10022 Tol. (800) 255 l¡l{ìt ln NY State (212) 753 8100 Phone Counsellng Horine (312) 988 0426



THE BEST
OF THE BEST!!!

They do lt for movles, they do lt for
muslc, so now Electronlc Gamlng ls do'
lng lt for games. The following llst of
vldeo games, computer games, and ar-
cade games have been comPlled bY
varlous sources that track the success
of games. The ratlngs are based on
sales and recelPts from locatlons
around the country. How many of your
favorltes are llsted below?

As of May 1, 1989

COMPUTER GAMES

6. Gyruss (Ultra Games)
7. Adventures of Llnk (Nlntendo)
8. WWF Wrestlemanla (Acclalm)
9. Skate or Dle (Ultra Games)

10. Top Gun (Konaml)

6. Jorden vs. Blrd (EA)
7. F-19 Stealth Flghter (MlcroProse)
8. Jetflghter (VelocltY)
9. Steel Thunder (Accolade)

10. Man Hunter New York (Slerra)

6. Chase H.A. (Talto)
7. Team Quarterback (Leland)
8. RobocoP (Data East)
9. Double bragon ll (Romstar/Technos)

10. Double Dragon (Talto)
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VIDEO GAMES
1. Nlnla Gal Den (Tecmo)
2. Operatlon Wolf (Talto)
3. Frlday the 13th (LJN ToYs)
4. Tecmo Bowl (Tecmo)
5. Super Marlo Bros. 2 (Nlntendo)

1. The Duel: Test Drlve ll (Accolade)
2. Pool of Radlance (SSl)
3. Space Quest lll (Slerra)
4. Operatlon Wolf (Talto)
5. Klng's Quest lV (Slerra)

The video Game and computer Game Top Ten ratings were compiled from game distributors and retailers around the

country, and are based on total number of uniis sold.-the Arcadð Top Ten \based on.the earnings opinions of game

õ;;;i'Ä;;Jil t6;"dd Jtrt p"i.i.rion from nept ay magazne- the coin'op indust4t's leading trade magazine'

82

ARCADE GAMES
1. Otf Road (Leland)
2. Hard Drlvln' (Atarl Games)
3. Operatlon (Talto)
4. Narc (Wllllams)
5. Gyberball (Atarl Games)

ilÍiffi,ffiJÏ'îi itirruftffiþikffi'rl 51 5 N K



g\t%M/Y, UR OMPE,TITION

Dual auto-fire,
left and right
hand play.

Æwlw
For Ultimate Arcade Excltement at Home,

í^ 2.

Now, gÞt behlnd the wheel or in the
cockplt, 2 auto.lires, slow mot¡on.

Micro-switch
control, 2 auto-

fires,2 LED
lights.

play,4 LED lights.

! aa"ra¡ rr \ -.a^c.,g.t¿r . tr
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Auto-flre, i

left and r¡ght
hand play.

\

ULTIIVIATE"
-trtercgic(-

Micro-switch
control, dual
auto-fire, slow-motion,
lelt and right hand

M¡cro.sw¡tch control,
2 auto-fires.

Nlnlcndo 18a rcglslorod tradsmark ot
Nlnlondo ol AmârlÉ lnc-

ic. 1988

[ñ7t7t
Slfll,Of',,-.

All the features ol our
standard Ullimate plus
2 playersand NO WlREStt
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