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SJAtEGO

to the limit.

Here's the game Jaleco created as tf,e answer lo
what players have been asking us for. . .

challenge . . . complexity. . , mystery. . . action.
RoboWarrior delivers depth of play that takes the
Nintendo player to his outmost limits,

With 27 stagee of play, 12 weapons, 14 enemies, T Lords,
6 extra powsrs, a room of ldols, treasurers, golden keys. . .

and more. RoboWarrior is set on a man-made planet where the
human population has boen driven underground by an evil,
powerful army of maraudsrs,

RoboWarrior placos hoavy domands on the player's memory
and problem-solving abillty, as woll as his aptitude for dealing with
complexity.

Market Research tolls us challongo and complexity are what
players are now buying. RoboWarrlor fills this promising new
market niche.

When collected, six powers steP
up the effect of the weaPons. Here
are two of these powers.

RoboWarrior! Depth...
challenge. . . my$ery. . . electrun¡G
terror that pushes players

RoboWarrior has to eliminate as
many enemies as he can through-
out the game. Here are some of
the 14.

RoboWarrior's 27 stages include
7 Lords of Evil. Some of these are:

At the end of every game stage
is the Key, necessary to exit to
the next stage.

12 deadly and powerful weapons
defeat fearsome enemies.

Why RoboWarrlor ls so exc¡t¡ng!

SUPER
BOMB

GLOBULA,
LORD OF AMOBES

CANDLE

RoboWarrior must find the secret
way into the Room of ldols.
Beneath some idols are hidden
valuable objects necessary to con-
tinue the game.

g,
g,
Æ,

Æ,

g,
g,
Æ,g,

t

ln certain stages the Chalice
appears, and unlocks the power
of the key. lts magical powers
help RoboWarrior toward his
goal, so he must watch for the
Chalice and carry it forward.

v,p
TI{E LORDS!

LORD OF AIR

LIFE VEST

GHOLEM, LORD OF STONE

MAGICAL BEE
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'l'he Ilapit'ut On'¡1' takt's on ll¿tl
I)udas nnd nutn'! I"ind t¡ul hou'
it antl t¡lhors did ¡his nutnth!

28
I n t cr¡t¿tt it¡n a I ( ) ut lot¡ k /octr-^r's
on the I'.O. Iingint'¡trul thc
l:¿tnt?s that nny one daY ¡tlaY
on lhe'l'urlxt!

'I'i¡ts,'îricks, Ma¡x ¿tnd nutre!
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oovrp sropy - Gtloul-s AND GtIOSTS -----...-30

Heralded by EGM as one of the best video games of all time, Ghouls and

Ghosts is bound to sell Genesis machines just as well as Mario sells Ninten'

dos! This fantastic 16-Bitter packs a full five meg of power to generate some

of the slickest graphics, most brilliant sounds, and exciting game play we've

ever seen! See if you agree in this special Ghouls and Ghosts Game of the

Month spectacular - complete with reviews, tips, and mapsl

BETIIND THE SOPTENS TOOKS AT GA,}IEBOY.2O

Find out the future of this pockct powerhouse from the white shirts and other

top-level executives that make the industry move! Get the first word on new

soit and other exciting dcvclopments going on behind the scenes at the top

game companies!

A NEìry LOOK Ar ThE p.o. INGINE ................28

Although NEC has finally givcn thc go-ahead to the P.c. Engine on these

shores under a new name, Japan is still buzzing over the 8'Bit machine that

does all the things the 16-Bittcrs clo. Gct sneak peeks at loads of new P.C. En-

gine games that may be coming this way for the TurboGrafx, as well as the latest

updat"r on the Super Famicom ancl thc first look at a new 32-Bit system!

TOp SEOpErt ...............o...............................4o)

The Game Busters strike again with a whole new assortment of super secrets

that will let you become video invinciblel Great tips for the TurboGrafx and

Genesis, combined with all new tricks for Nintendo and Sega, make this "For

Your Eyes Only" info more valuable than a Supcr Mario 3 cart! Lots of new

stuff from readers too!

p.o.lry. - Tfir lryAp aAGES ON .......................4G

EGM continues its "How to Master" photo maps of SNK's latest battlefielcJ

epicl Get Bart out from behind enemy lines and take on the ruthless leader of

the Government of Destruction! Also look for new maps on River City Ran'

som, Scramble Spirits, Blazine Lazers, and more!
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Stand hy, gamers! Capcom inlroduces two new
thrilling games to its Nintendo series. And as always,
the graphics are hol and the aclion intense.

First, experience the ult¡mate characler advenlure
game! As MegaMan, you must conquer and conlrol lhe
eight empires ol the evil Dr. Wily. 8ut beware ol his
sinister rohots lhat rule each empire. Their special
powers present a unique challenge at every level.

Ïhen, prepare lor undercover action as lhe Strider.

¡t
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Slidet Screen Shol

Your orders are to enter Russia and inliltrate the Red Army, relurning enemy secrets
lo your superiors. But be extremely caulious. You know what the ßussians do to spies!

So get set for radical action in these exciting additions to the Nintendo Entertainment
System. From Capcom, U.S.A.

CAPCOM'
Call or write: Capconr U.S.A.. lnc 3303 Scott Blvd Santa Clara, CA g5054 {40S) i2i.0400 Tolt lrcc: {800) 843.4632 h Cal¡lorila lEOOl ?2? $?8
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YOU ASKED TOR ¡T, YOU OOT Jf...

MORE SEEAII!

out of all the mail we receive each month here at EGM, one topic is dis-

cussed more by readers than any other. While there has been universal in-

tcrest in the nåw 16-Bit game systems and developments in the hand-held

ficlcl, the one theme that ãonstantly appears in your letters is our coverage of

thc Sega systems.

Many gamers accuse us of abandoning Sega by giving more play to the Nin-

tcnclo, a"rguing that the majority of thc editorial and advertising is geared

towarâs tle'Ñ' machine. This is not the case. Despite our equal interest in

both systcms, there are simply more games available for play on the NES as

wcll ai more NES owners. That is the primary reason why we devote more

attcntion to the Nintendo systems in our editorial space - not because we like

thc Nintendo better than the Sega - but because there is more to write about'

unlortunately, there are far fewer companies that have sega-related

clucts and gamcs to
are
sell, thus reducing the number of Sega ads in

Stcve llarris
Erlitor

pro-
our

magazlne.

ñitn tn" continuing success of the Master System and the recent release

of the 16-Bit Genesis, we realize that you Sega fans out there want more'

however, and we,re gonna give it to you! Beginning with this issue, EGM is

pledged to devoting more pages for Sega reviews, previews, and game maps!

ñow-you'll find evin *orr nr*. and clues for your favorite Sega games!

We,ré commited to expanding our Sega coverage in the months to come and

look forward to becoming the number-one resource for new Sega games and

information.
Don't get us wrong, you'll still probably see a few more pages on the NES

then yotido on Segal but no* yoo'll also find super maps of great games like

Ghoils and Ghosti for the Genesis, mini-maps on Scramble Spirits and Dead

Angle for the Master System, previews of upcoming carts like Dynamite Dux

and"Captain Silver, aná a slew of new game secrets' When you think of Sega'

think EGM!
owners of other machines who look forward to the hottest info on all the

new games for the Nintendo Entertainment System and GameBoy' the

TurbãGrafx_16, and the Atari 7g00, XE, and Lynx don't need to worry - wc're

behindyour machines 1007o. We'll also continue to report thc latcst_rclcases

in the arcade world to try and give you an advancc pcck at what thc home

ä.** "f 
,"rnorrow mighi be. Coueiing all of.thcsc groat ganìos may be dif-

ñlult, but it's the onlyiay to keep you up-to-datc no mattcr which game sys-

tem You own.

ô)
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EUERYTHI]IG E1ST IS CHIID'S PIAT,
The Power Glovel" You plug it in like any joystick. But the similarity stops there.

Because now you dont just guide the action. You are the action.
3-D sensors track the position of your hand, giving you free-flowing, instant

response. It's a complete connection. Intense. And powerful.
Plus, the Power Glove has a unique programmable keypad that gives you amazing

new ways to play almost every Nintendo@ game. All your joystick games become
different. More exciting. And with games specifically clesigned for the Power Glove,
you ll be blown into another dimension.

So look for the Power Glove when it hits stores this Fall. Once you put it on,
everything else becomes child's play. ,a¡,1,híN¡,F¡r,,ro0bìrn,h,ffiffiw"=.,;;=:.{}
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Got a oroblem? Fllled wlth pralse? Open up your mlnd and be'
come ä star ln the pages ol Electronlc Gamlng Monthlyl lf your
leüer lmpresses us'enóugh we'll put your namg ln llghts (well, ac'
tuallv ln 

'black lnk) for thousands to eeel Send your video gamlng

esca'oades to us at Sendal Publications, lnlerface'Lôtters to the

Editór, 1920 Highland Avenus, Suite 300, Lombard, lL 601¿18,

lnterface Promblems

Wow, what a great magazine! I'd like
to shake the hand of everYone who

works at EGM for all of the awesome

coverage and previews you guys have

shared with us. I first heard about the

P.C. Engine from your maglast fall, and

have since purchased one based on

your review.
I own aNES, SMS, C-64 and P.C. En-

gine. I've been comparing your pic-

tures of the TurboGrafx-16 to my NEC
and the card slot sure looks familiar. I
was just wondering if the P.C. Engine

and the TurboGrafx games will be com-

patible.

Ed Malin
Park Ridge, NJ

(ed. Sorry EQ btu Your P.C. Engine in'
vestnrcntwott't pay off on the Turbo' The

pín configtration of both machínes is

dífferent so lapanese software wort't

work on the new NEC sYstem.)

The TcboGrafx-Iíversiott of R-Type ß

the best that we've seen so far, witlt very

few flicker problents.

A Case of
Mlstaken
ldentity

I thought your article
on the 16-Bit systems

was awesome! I have a

question about the

TurboGraft-l6 mach'
ine. You said it used

cards similar to the

Sega Master SYstem's

cards. Since they are

close to being identi-
cal, could you play

Sega cards on the

TurboGrafx, or vice versa?

Keep up the good work!

Joe Neiklrk
Montville, NJ

(ed. While they appear the sante, the

Sega Master Systent ond the TurboGrafx

are about as different as Super Mario

Bros. One and Two! The cards used in

ttrc P.C. Engine, TurboGrafx and the

new Atari hand-held are essentially the

sanrc øs ttrc cañridges used ín the NES

and otlrcr popular game møchines. In-

stead of ttsirtg the entire chip to hold the

gante, the cards use only the area of the

cltip that contains the memory.

On Again, Off Again

Since the NEC TurboGraft has the

same 6502 processor that the NES has,

would a game as comPlex as R-TYPe

cause problems like blinking and flick-

ering like most Nintendo games do?

Joe (Score Breaker) Negrete

Lincolnwood, IL

(ed. Atthouglt R'Type uses advanced

graphics and aninntion routines there is

very tittle fticker in the prototype Turbo

card tlnt we played. The NES processor

cøtt only handle a small nunùer of ob-

jects or characters on tlrc screen, hence

the distractitry fticker that is foturd irr

sonrc ga,nes. 71rc 6502 used in the Tur-

bo is an advanced versio¡t of the slatú'

ard ó502 thøt enables it to manípulate

m ore s cre en ínþm ation I )

Dlsagrees wlth Donn

You probably won't print this, but I
hope you do. In issue number two, I
think that Reggie Jackson Baseballwas

misjudged. Not only does it dsserve a

"10", but it is very fun to pla¡ the op'
posite of what Donn said. I've played

all the baseball games for the Nintendo
and I feel RJB has better graphics, is

more realistic and more exciting.

Anonymous

(ed. We appreciate your comments, Mn

Anonymoust The main reason for our
multiple player revíew format is to give

yott the abìlìty to read the opiníons of
several ganrcrs wlto each have dffirent
likes and dislikes. There's nothing
wrong with the fact that you líked NB
ntore thon Donn. Generally the entite

review crew gave it shining ratíngs that

are well above average. Your praíse for
tlrc gante shows that great gamers think

atikel Seriously, when only one reviewer

looks at ø ganrc, thq might enioY game

ptay that has little appeal to anyone else

orvice versa. By havingfour players who

know games ínside and out review eøch

title, you know you're Setting an honest,

unbiased appraisal of the Same that

won't leove you bumed afteryou've put

down your fortY or îîftY bttcks!)
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DOUBTE DRAOON PATE
BADDUDESTNAKES

NCOTAPARISON
Ask onyone whot ployed them both in the orcode. Bod Dudes is

cleorly the gome of choice. lfs no contest,

BAD DUDES hos better grophics. Better oction. Better ployobility.

From the orcode to the Nintendo to computer formots, you con

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

ovoiloble on more sy$ems thon they ore.

The ioystkk ploy is incredible-fo$, smooth ond responsive.

And the gome ploy ond grophics of the home versions ore

omozingly true to the orcode originol.

Check it outfor yourself.The mortiol orts excitement of
BAD DUDES mokes Double Drogon ploy like o dinosour

One soon to be extinct.

BAD DUDES. From Doto Eost. Nowovoilobleon Commo-

dorg lBM,Tondy Amigo, AtoriSTond Apple ll personol

computers ond the Nintendo Entertoinment Sy$em.

0 19880ÀIA tAStUSd[{C
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Cfrño&n 8¡rrbð Àlod¡ü hq AprL ¡ o rqifïd hodooif of Ap9þ CdlplBt lnq Alqi 5I ¡ o agiM nodwrt
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Teenage Mutant urtlgs ls a decont
gamo that has action s€-

by the ad-
about the

qusnces that get
v€nture aspect
game ls it do€s Possess

charactefs.

Th6 hoad honcho at EGM has
been concenlrating on ssveral
new shoot-em-ups such as
Thunder Force ll lor the Genesis
and Twin Cobra lrom American
Sammy, Several of lhe new
Lynx shooters are also ln lhe
process ol being mastered,

Bad Dudes has most of the elements lound

hl,+,lffiffiffi
sed) and should please most action fans'

s
T

E

v
E

Ed still loves tho Sega Master
Svstem, although a lack of new
tiiles has him somewhat dis'
couraged. New lavorites in-
clude Dead Angle and Scramble
Spirits. Oh Yes, don't listen to
what other PeoPle saY"'he
LOVES game maPs!

The name says it lllbine trendy char'
acters with a fun'to'plúame and you get

an instant hit! Wt'hfs party wagon lor
wheels and oizza to l, who needs an¡hing
more! One'of tne ¡It games this lall!

Ærother Double . While the
game is hampered with a
not-so-smooth movemenl
which gets a while and de-

tracts from thg play. Nothing
action game.special, iust

E

D

D

0
ll
ll

Donn enioys all kinds ol games
ranging from the most act¡on'
oacked shooters to the most dif-
iicult RPG entries. He's recently
mastered Taito's uPcoming
Demon Sword, a slew ol P.C' En-

gine games and all of the new
Lynx soltware'

IYH îï:'H:î'ä;:i:? ;:'ff : 3ll Ü

t.liltiå'iüHf¿-i*;-

A great all-around gamer, Jim
haõ beaten over 200 games for
thê Nintendo, Sega, and 16'Bit
svstems. His recent accomPli'
sÍrments include smashing his

way through Sfider, Legendary
Axé, and Keith Courage in AlPha
Zonø.

The graphics and animation ìn Bad Dudes

afg nol very the game is far

too easy for anYot
The sounds are O.

beginning PlaYers.
vocal effects at

the ond of every ol the ar-

cade) is poor. play is intact, it's
just nbt intense enough to match the arcade'

The controls in too ¡erky and it
to control Youl
also hinders the
vulnerable Posi-

, butlhe rest
Not a tlue

quickly becomes
characters. The
game by
tions. The
of this cart is a
Konami game.

þ.:r,"ïîïff ;ff','ïiiini'il:
lii,$li 5i¡:î îl 8#"üriî;':ff ,Î î i : ì
anything sPecial.
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Sky Shark has some great scrolling back-
n enemles. There'sgrounds and

nol a lot that's get your com-
powef-ups,

bombs, and lS a solid shoot-
orwith nice in higher
tounds, but as a

Strider otlers plenty to interact with, lots of
woaoons and im¡ll} to lind. and an
expansive adventu-?é-flwill keep you oc-
cupied for some tirryJ The graphics are
above-average andllp compliment the
rest ol the game. Çcom's second hit of
the season (behindlvlega Man 2)l

DOTC was an lntorostlng computer game
that successfully
gaming wllh somo
ics around. The
the sharp visuals
end up with ls a caft that will
appeal to die-hard wai-gamers only.

Sky Shark has great background detail with

I'i:i,?:'i?,{'i::ïA#iu!:ü3ïlx;
;ti;:ffiJ :$årl@:l*;x*riffvJ

Capcom's games follow a similar pattern,
whether it's or Mega

Str¡der ¡sMan ll, the
good, and has a
variety of stages . Definitely not
the average Strider is a cut
above the rest,

A new type ol game that combines lhs
board-style war a lew aclion se-
quences, lt's boring and will
appeal only lo the
Not nearly as d{

crowd.
ln terms of

graphics and orlglnal versions,
Not lor the avsrago NES Player.

Slqy Shark has very good ame play that ¡s
flaws. Some oftoo short and

the founds are ditlicult due to the
lact that the lhat aro
used make diflicult to s€0,

The collision is alilìlh - more like youTe

llying a Winnebago than a sleek f¡ghter.'

DOTC is very tough. ln lact it may be too

:i:fi X'åiJf 
'TIItl'åJå'l; 

ili' :åli
itrip graphici. Thqlw Môrning Star se'
quencg is a nice aflion also' lf you want
a war game that fesn't requird tons of
documentation, DOTC is lor Youl

lf you like games like Bionic Commando,

il::'lilf 
".:$| 

j;,ät;å""1,',:l;Jlil
expectto f¡nd in this |tb of game, The one
thing I didn't like G having to traverse
eacñ level and thftransfer-back lo the
main screen over and over again.

Sky Shark is a good arcade translation that
holds true to the lI] in most respects.
Tho oame olâv ismit easier than thg coin-
op aão rn"r" ,. r[ìtg - you Jusr Ke€p

lY:?' 
j! :ï'l,ll sti;;" 5:i; î"'^ï:

shooter it's O.K,, but it could be better.

I liked DOTC a lot - the game play is addict'
¡ ns a"o h ad 1ffi öï iJltr."T,lI
are only average lor¡Je Nintendo, but the
o¡cturo scenes AREITv well done. The ac-
iual game play isrfró DOTC excels, how'
ever, with many opl-rorìs and ditliculty levels.

The NES version of Strider is not as good as

*iil:i:i''x"",4illtffiÊiï:"¿f åi:
lhe maze is very com¡[, and many h¡dden
¡tems to find, Theläss-word isn't really
needed because ttfgame isn't too hard,
but the last Boss is very challenging.



l*r,Action Release: 10/L5 
I

lLævels 
of Play: -- Difficulty: Avg. 
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I
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Levels of Play: -- Difficulty: Easy 

I

ffi,-
| ,*r, Shooter Release: lo/15 I

I 
Levels of Play:9 Difficulty: Hard 
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Last Battle for the Sega Geneele moves
and plays in a manner that le very slmllar
lo Altor€d Boasl, but revolves around
kung.fu actlon lnstead.

You are on a quest lo doleat an army of
marauders who havo takon control of gev-

oral citi6s. On your way to the arenas and
confrontations with Boss oppononts, you
must light your way through sevoral lypos
ol guards - some who are also equlpped
with deadly weapons,

Hlghly detalled ecrolling backgrounds
help brlng the battles to l¡le.

The flrst of whal appears lo be many
sporls.orlontod gam€s for the Sega Gene-
sls, Tommy Lasorda Baseball not only in-
Jecle powerlul 16-Bitgraphlcsand sounds,
but also lncreases the number of avallable
opllone and modes open to the play€r.

You can control the on-screðn fielders,
as ln mosl gamos, but in TL Basebqll you
can also play a full season, against othor
tsams that aro compsting against you.
Other optlons are also lncluded and help
expand the ecope of this cartridge.

Thunder Force ll is the Genesis'answer
lo R.Type and countless other horizonlal-
ly scrolling shoot-em-ups. Thunder Force,
howover, also lncludes a completely sep-
arate battle perspoct¡ve with overhead
rounds that play in a similar lashion to ths
classic Konami shooter, TlmE Pilot.

Thunder Force ll ls loaded wilh a dozen
power-ups that affect your lire power ln all
klnds ol radical ways. The overhead con-
llicls requlrs good maneuvering skills,
whlle the side-scrolling scenes always end
with high-powered Boss attacksl

Lâst Battl€ reminds me ol a souped-up ver-
slon of Altered cheracters are
lho seme size the same spoed
(at a crewl).
the same la

also scroll ¡n

chafactgrg, maps;
There are Boss
detalledgraph-

lcs, but the game w-sn't that exc¡t¡ng.

TL Baseball ls wlthout a doubt, the best

x',X""i,?ï:ii'ii:fllñ;":i.iî'.':i,Jå:
rìrsr-crass, 

"no 
tnff,game very en¡oy-

*ii,iïfåJii.ttil';"ffiï'i,i:
game that ls nearly perfect alreadyl

Thunder ll is one of lho better shooters to

i^T,'"i"-L',ål;,"Íl!¡hJi:åff l"li,i
ano rne tóuno jJfe grves you rwo

fl å[T.' :îJü "*t "91 ;:3:; lii;:
whole package ls definitely lop-notchl

Take an averagE kunE-fu gam€ but change
me oravef s srzil Inreg rncn slrcx
ttgure tó nar me neig¡ft tne TVscreEn and
you have awhole ngJtype of game. Throw
ln 16-Bit graphicsfd multi{ayered back.
grounds and you tve a game that goes
from average to excellentl

\Mththe new the 16-Bitmach-
ines, baseball step closor to
reality, TLB ls on the markel:
Players have wgaknesses

is the bestand the
around. The newñard to which all fu.
ture baseball games will be compared.

You haven'l s€€n you've
seen Thunder the best vls.
uals in a both horizontal
and vertical
has more than
ls ¡nlonse and
of how mûch betler a 16-Bit cart can

the game
The action

Thoro's a lot to do ln Last Batlle, with separ-
âte screons lof action scongs
and an expands asyou
progress. The
the cart has a

well done, and
timo, but the

game ls not LB is an
averago kung-lu kicker with a nice suit on.

The graphlcs ln TL Baseball are 16.Bit qual.
orls gamô to lifs.
wlth most of the

Baseball. Theway
It tracks the cool, but other than
that TL tho samo as lh€
other video baseballs - but with 16-Bit looks'

Avery good gamel Thunder Force ll has a

li"Íü":î i'llffi ,i ?$Ji,i::' H:
oraohics are eirceptilal - with two scenss
ãnd olenw of wea'ofs. This is onE shoot.
tng iameitrat nasltnt

Stunning graphics iust can't save this karate
game, The awesome and
the detailed, but tho
game playltself
Mastor spin-ott.

normal Kung-Fu
text and map

scenes, bul they
game itself.

awholo lotto the

intact.
normal
modes

This is your standard baseball, with all the
and lielding

lncredible
thanks to the graphics. Pro-
bably the best game on lhe

Thunder Force ll has graphics and sounds

*"H"iffi; :îåffi^åT: ¡:' n ïäå:1

13,ï,î?i3"?K'Ìl$ilffi ,"lli.:'3:;
the overhead scr{lire add¡t¡onal stra'
tegy - mlssing from-ñ-ost shooters.

13



:il 3 .i

,E-¡i! FE
:

r-ljr

J,
.IUP-
coRE OO

Romstar's

TìryIN Þ\GtE
Based on theTaito coin-op, Twin Eagle offers two-player coopera-

tive helicoptor warfare against a nation filled with tanks, guns, planes,

and more. Track your progless on the map, survey your destruction,
and then move ahead and lay waste to the ruthless dictator!

Capcom's

lryIttclry
Relive the movie in this intricate actiorVadventure game! An enor-

mous environment stands before you, with puzzles to solve, items to

locate, and power-ups to uncover. Confront the black witch Queen'
with magic and might and bring peace to the land once again!

American Sammy's

stLl(wcpM
This Tecmo arcade smash in- helicoptor loaded with rockets,

troduces an interesting twist on or a land-based jeep outfitted

the normal side-shooter theme. with a machine gun.

Not only do you have the option Add multiple levels of play

of two-playei simultaneous èorn- and detailed Bosses and

bat, bui you .un choose between Silkworm becomes a hot con-

the command of an airborne tender in the shooter wars'

I\II\JA GAI DEN 2

This blockbuster sequel to the current number one Nintendo game of L989 continues the adventures of the master

Ninja, Ryu. All new levels of play, po\iler-ups, and an explosive story that's loaded with twists and turns guarantee

a fun-filled 1990 from r".-oi É*i""tea to be releasedìometime next year, Ninja Gai len 2 promises to sustain

,fr" Ñn¡^ Gai Den excitement weli into the next decade! Look to EGM to keep you updated!

;qffiw "HHtr *ffiffi,"

¡OÍo¡
E*ffi'
ur ¡wrtrr
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Sega's

Sega's

You may have seen dozens of
video basketball games that use

real-life and arcade approaches,
but you've never seen anYthing

like Sega's latest sports title,
Nightmare Basketball.

Taking an existing play concePt

and twisting it around a bit, Night-
mare Basketball takes some liber-

ties with the sport of basketball,

throws in new features, and ties

everything together with a fasç
moving arcade style. The num-

ber-one difference between
Nightmare and the other video
basketballs you may have seen,

is the bizarre group of monsters

and ghouls that take the court
against you. It's a clever feature

that supports a unique game!

NTG}ITMA.PE
BASIffTBALL

Sega's

OAPTATFì¡ SltìÆP
Aye, maties! Captain Silver is

here to save the day with his run-
ning and jumping skills, as well as

his trusty broadsword! Can You
guide the Cap'n through the mul-
tiple dangers and collect the let-
ters that spell his name?

Captain Silver is Sega's latest at-

tempt at a horizontally-scrolling
actio¡Vadventure title. Unlike
similar Sega games such as Alex

Kidd, Captain Silver concen'
trates more on the action stYle

found in the popular Nintendo
carts like Castlevania. Silver
uses smoothly scrolling Pat-
terns and throws insome dandy
bad guys that keep your broad-
sword swinging and all of the
game action moving along at a
brisk pace. One of the more
ambitious Sega games recently.

Swashbucklin' fun ! Captain Silver has

multiple levels of scrolling action and
adventure as you control the lead char'
acter on a quest to spell his namel

Monstrous close-ups like thß bring
Nightntøre Basketball's slammin' and
jammin'full cowl action to liþ!

Become a punl<y blue'haired Duck on

a lonely quest to blast everything in

sight in Sega's uPcoming þnamite
Dux.

DYÑJAMITT DUX

Although it's touted as a coin-

op hit, Dynamite Dux was given

only brief arcade PlaY thanks to
the Sun Corporation. Regard-

less, this horizontally-scrolling
action shoot-em-up uses several

interesing styles of animation to
make it look and PlaY unlike simi-
lar types of games.

Your main character is a

punked out duck forced to roam

streets of a pastel world. As
you saunter down the roads,

brightly colored backgrounds

slowly move by and enemY nas-

ties enter the Picture. Most of
these bad guys are rendered in

an overblown manner (with
huge heads and small bodies).

The game moves slowlY, but
should offer plenty of chal-

lenge to the Younger set.
$4.ee

$9.e9
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pAÀtßo 3
The ultimate fighting machine,

Rambo, makes his latest video
game debut in L6-Bits! Rambo 3,

the Genesis' answer to Comman-
do, Ikari, and other verticallY

scrolling combat shooters, dishes

up plenty of new thrills in a Pack-
age that looks great!

In addition to first-person Per-
spectives, underground tunnels,

and full-screen digitized photos

of Stallone, Rambo 3 features

scrolling scenerythat is painted
across the screen in vivid detail.
Combined with the excePtion-
al animation of our hero going

through his paces, Rambo 3 is

one of the best looking games

in recent memory.
Super-powered graphics and

game play promise to make
Rambo 3 a winner!

Sega's

The G enesis' souped-up graphíc s bríng
new líþ to an old theme. Rombo 3

takes combat shooters to a new hígh

with l6Bit assistancel

Sega's

Take on the leader of the alien war

machine duríng this climactic confron-

tationl Forgotten llorlds has graphics

and game play that are straight from
the arcade!

Sega's

Super Hydlide introduces 16'Bit tech'

nologt into the world of Role Playíng

Games!

TOPGOTTEÑJ IryCPLDS

Hot on the heels of the trulY in-
credible Ghouls and Ghosts, Sega

brings us another CaPcom
favorite that mirrors the arcade
version practically dot for dot!

In a far off galaxy you and a

friend set out to take on an entire
alien army above and below a
variety of high-res landscaPes.

Collect the Zenny (the intergalac-

tic currency) that's left behind

when the bad guys bite the dust

and buy your way to higher

firepower!
Forgotten V/orlds sets out to

duplicate the coin-oP original
with dual scrolling, end Bosses

that fill the entire screen, and a

relentless enemy invasion that
introduces one of the deadliest

alien armadas you'll ever have

to face!

SIJPEP TI}DIIDE
Phantasy Star was undoubtedlY

the best selling Sega Master SYs-

tem cart of all time. While Phan'

tasy Star II is set to debut for the

Genesis sometime next Year, Sega

is determined to make sure RPG

fans don't despair with SuPer

Hydlide, a fantasY actio¡y'adven'

ture that couples a grand storyline
with some spectacular 16-8it gra'
phics!

To complete Your quest You
must roam throughout the

land, exploring castle mazes,

speaking with locals, and fight'
ing large Boss creatures.

The Genesis takes this involv-

ing adventure and throws in
colorful landscapes, castles fill'
ed with hideous monsters, and

loads to discover, uncover, and

experience!

Terrorism has reached new heights. AATOM
(Atomic Age Terrorist Organization of Miracali) has
constructed its own nuclear power plant, and threat-
ens the world with atomic terror.
The world powers have decidecl to initiate operation
THUNDERCADE to stop AATOM. Equipped with a

high-performance combat motorcycle, sidecar can-
nons. and backed by a precision B-7 bomber, you
set out on your dangerous mission.
Start in the city streets ancl contintre through bases,
woodlands ancl the fortress before reaching the
heavily guarded nuclear power plant.
With a hit-miss ratio display at the end of each
stage, you can improve your attack efficiency.
Have a friencljoin in and save the world together!
.ì.. :,. :'...ì'.' ..',.r ll

. Símultaneous two-player game!

;

ITM

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

Phone: '213l-320-7167

S¿¡rrrìy'', arl<l THUNDERCADE rñ are trademarks of American Sammy Corporatiotr. Nintenrlo "

anrl Nintcnrlo Erìtorta¡nmctìt Systcm" are rcgistcrcd trademarks of Nintcrrclo of America lnc.20



...New Mega Drive Ti¡es...Tengen_Loses Tetris Lawsuit...New Atari 16-Bit...LynITittes...SarT!-my OP-eIs-Coin'Op...

.::iróe ùãùe camei...ñôw-Àão-ons tor tre Ñes...nrcaoe version of Genesis From Sega...se(¡a 007 Cancelled...

...Hot news from the rumor mill! After a bidding war that has lasted since its coin-op debut, undercover sources tell me that

Williams'super coin-op, Narc, will appear as a NES game and rumors tell me it's from Acclaim! This is fantastic news for the

New york-based licensee who has siruck gold this year with Ironsword: Wizards and Warriors 2 and Double Dragon 2:The

Revenge. Grabbing up the rights to Narc would insure Acclaim's leadership status through 1,990! way to go guys!."In other

licensiig news, Absolute has iourecl to the idea of a Sega Master System adventure featuring James Bond (working title was

James Bond 007: Countdown to Meltdown!). Oh well, there goes any hope of the "Shaken, not stirred" power-up!.'.

...The Atari Lynx is getting itself well-equipped with titles. Atari has nabbed the license to Gauntlet 3 for their Gem Quest

game, and Rampage Deluxe for Monster Demolition. Impossible Mission, an Epyx classic, has been retitled Electrocop! A

ãevelopers 
"onfl.ðn"e 

was orchestrated by Atari Corp. to introduce other companies who are potentially interested in the

color hand-held systcm, so software shoulà start flowing in a big way by next summer...In other Atari news, the company is

getting ready to unvcil tireir new line of computers, the STe, later this month in Germany. The first model, the 4160, uses 16-

Éit nui¿*urL and juices up the existing ST with hardware scrolling and other nifty features. These same enhancements are

supposeclly shared by the Atari 16-Bit game system that's due sometime in this century'..

..,Tengen struck out in their recent bid to maintain rights to their NES Tetris. Nintcndo, went directly to ELoRG (the Rus-

sian trãde commission) to obtain the rights to Tetris for their GameBoy hand-held and cheerfully learned that the home video

game rights had not been snappea up. witn difficulties stirring between the big'N' and Tengen at the time, thelawyers at

Ñint"n¿o certainly saw this as'an opportunity to slap Tengen in the face. If you can find the Tengen version ' buy it! It is far

superior to the upcoming authorizád version from Nintenão...If you can't beat 'em, rip 'em off! Get set for a flurry of Tetris'

like puzzle games to starlinvading arcades around the country! Taito is showing a new game called Plotting, and Konami has

one called Cue Brick. More are also rumored from other coin-op leaders."

...Several companies are looking at older arcade titles like Mr. Do! for the GameBoy. Since these games are usually less

demanding in ierms of graphicsãnd play, they make perfect softs for the low-tech portable...Don't look for the absolutely su'

perbBatmancarttoapieaiuntilJaiuaryoftggo. HaiJackNapiergottenajobatNintendoapprovingthird-partygames?."we

know that Ninja Gai óenzis on the wåy from Tecmo, but what about a SUPER Mighty Bomb Jack!...Get set for a special

stereo surround-sound peripheral cominug soon for the NES and rurbo that creates the illussion of cars passing you and other

objects flying through your room! More details next issue"'

...I,ve got a question. what happens if Batman or Robocop get shot in the mouth? what a mess!...Things are looking gloomy

over in the U.K. The Konix j.6-Bit Multi-System that wai debuted last issue is doubtful for September and may be pushed

back even further...while on the subject of ir4erry old England, Elite has signed on as one of the first European NES licen'

sees. Thier fìrst game is based on th; Thundercats computer game and will probably be exported to the states sometime neK

year...culture Brain,s new Baseball is the most originat, to sai the least (you can launch a flurry of pitches and have a ton of

options). I,m still waiting for the video baseball eùorsed by-ltforganna! That I would like to see!.'.Gremlins 2 is coming"'

...New coin-op news! Since Nintendo frowns upon licensees expanding their development to other machines, many third-

party companies have opened arcade arms to supplement their óonsumir divisions and help boost awareness of new home

titles. Ameri"un sar-fis showing omrgu night", (which will soon be available on the P.c. Engine and Mega Drive in Japan),

culture Brain is planning three titles, and Baridai's iecent purchase of coreland may indicate new arcade overtures"'Another

arcade company, philko, is looking to develop on the ¡¡Ès. ptrilto is one of the first Korean companies to make such a

move...Toeplin, the deueiopers or lty Shark and rwin cobra, may also follow suit"'The TurboGrafx-16 will soon start pop-

ping up in årcades. I got á clue from . *.ttl::t::::i::::ï*;t Sega mav start 
QUARÜERpANN

àoiãg irt" same thing *ittt tt r Genesis! I guess great minds think alike...
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Hereï your onanoc lo $cc 0$e.
You've spent some time behind the alien) forhimself ancl his family. 2nd af
triggers of a plasma-drive galactic PRIZE: Anothcr savvy fighter will | .n,,ll'
fighter. And more than one horde of receive a Sony portable stereo/CD | ;*ll
fungal-faced aliens has bitten the player. 3rd PRIZE: One more galactic i ll,,,ll
interstellar dust for standing inyour pilot willwin a Casio digitizing i *,1
way. But now.. samplerkeyboarcl.4th PRIZE: One i ìtlli;il

Star Soldier Sweenstakes! Over hunäreclelectronic warriors will " ""u'-'

iõöþ;i;dìï;i;üäîi;i "^ 
i::,:::,3t'lîf::l:l:1.","'-y:,"r I ïlhe next fast-action Taxan ganle, I '*Here'syourchancetohobTl.ïtlh. i.,åiór.theyhitrhesrores. i ;,

enemy. lst PRIZE: One lucky hero I '""'"' ,_.
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OFF¡CIAL t RULES: All cntries
nrusi lre receivctl trv ' J¡n. 10, 1990. Lintit: One

enlrv Dcr Derson. Nt¡t rcsnonsilrle klr oostal servicc errors.
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BElllñlD

THE SCpEEFì.JS

News and Vlews From Around theVldeo Game lndustry...

Come Chrlstmas, GameBoy ls llkely to be the hottest ltem around. For thls month's "Be-
hind the Screens" column, we lntervlewed leading lndustry executives and deslgners to
get a better ldea of the future of GameBoy and hand-held games ln general.

"Acclaim has several titles in develop-
ment at this time, and is quite excited

about the kinds of games that the tech-
nological potential of GameBoy pro-
vides. However, it is premature at this
time to offer specific title information.

"The introduction of GameBoy, in
our opinion, is more a statement of the
growing diversity of video gaming and
its general acceptance as a truly distinct
entertainment medium."

Sam Goldberg
Vlce-Presldent of Marketlng

Acclalm Entertalnment

"Capcom should have two titles avail-

able by the end of the year. They will
be competitive games but have not
been named yet.

"Hand-held games defìnitely have a

market and the GameBoyis a jump for-
ward in quality. As television quality
improves, the hand-held quality will
continue to improve. A take-along
game makes sense long term."

Joe Morlcl
Vlce-Presldent

Capcom USA

"Taito will be introducing two titles in
the first half of 1990 for GameBoy.
Details about these games are not
available at this time.

"A good market exists for portable
game machines. The keywill be quality
software. Nintendo does that best, so

GameBoywill herald a newcategoryin
the video game industry.n

Alan Fetzer
Presldent

Talto Software, Inc.

"...GameBoy
could very well be
the Walkman of

the 1990's..."

"While we are developing for Game-

Boy, we have not as yet announced spe-

cific title plans. Those plans should be

announced in the next 60-90 daYs.

"Hand-held games have been a con-

sistent, solid category for years, and

should continue to be so. However,

GameBoy has revolutionized the hand'
held market from a technological
standpoint and should be greeted with
a high degree of consumer accep'

tance.tt
Mark Beaumont

Vice-President Marketing
and Product"i"Ë*iiåT

Two of the first GameBoy games will be

Super Mørio Land ondAlleywøY.

"Konami and Ultra will both be sup
porting GameBoy. Konami's initial re-
lease will be Castlevania - The Adven-
ture. Ultra's fïrst will be Motocross
Maniacs. Both of these should ship in
the fourth quarter of 1989. In early
1990 Konami will release NFL Foot-
ball, an officially licensed property.

"We believe that the'ultimate' unit
will probably be a hand-held system

that can also plug into your T.V. Stay-

at-home units will still be the primary
vehicle for the next two to four years"

Emll Heldkamp
Sn Vlce-Presldent, Consumer Dlv.

Konaml,Inc. - Ultra Softnare Corp.

'FCt \4rill release Bo¡orle for Game-
Boy. Bo:ale is a puzzle game with 108

different puzzles and three edit modes.

"GameBoy is going to attact an even

wider audience than NES has with its
portability and hand-held privacy.

GameBoy could verywell be the'Walk
Man' of the'90's."

Llz Hambury
Development Coordlnator

FCI,Inc.
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SYSTEM
PREVIEW

in, is compatible
with all MS-DOS

32 - BIT

The name Fujitsu may be unfamiliar,
but in Japan this computer super-pow-
er is number one with a variety of PCs.

Now Fujitsu is loading their guns and
preparing to take a shot at the Amer-
ican market with a revolutionary32-Bit
workstation that combines MS-DOS

compatibility with exceptional graphics

and sound. The end result is the ul-

timate video game/computer system.

Called the FM-TOWNS, this

incorporates an incredibly fast 32-Bit
processor (16MHz) with some of the

most advanced visual and audio func-

tions. The system has several graphics

modes, including one with an availablc
palette of over L6 million colors! It also

boasts hardware scrolling and rotation

that make FM-TOWNS games unlike

anything you've ever seen!

The TOWNS operates with both 3.5

inch floppy discs and CDs (using the

It has CD-ROM built

computer software,
and has a super
fast 32-B¡t proces-
sor. lt's the FM-
Towns, and this

newest Japanese
super system may

be hgre soofl,..

built-in CD-ROM player) and is also

completely compatible with MS-DOS!
Besides games and computer soft-

ware, the FM-TOWNS can also create

music, reproduce voice, and record
video images on-screen! It's an amaz-

ing "do-everything" machine!

Tune in the next issue of EGM for a

complete test drive of the TOWNS,
preview FM games and discover when

the first 32-Bitter may arrive here!

w

FM-TOWNES
SPECS

Just one look underthe hood and
you'll know what the true meaning
of power ls all about!

PROCESSOR: 80386 (16MHz)
(with oPt.80387)

RESOLUTION: 5 Modes, lncluding
640x¿80 high+es.

COLORS: 256 Simultaneous
out of 16,770,000
color Palette in
high-res or 32,768
ln low'res (360x2a0)

SPRITES: 16x16 Pixels,
1024 simultaneouslY.

SOUND: 8 Channel stereo

THE GAMES IT PI-AYS
In addition to its compatibilitywith

existing MS-DOS games and soft-

ware, the FM-TOWNS also has sev-

eral CD-ROM-based titles that are

absolutely out of this world!
While more games are Promised in

the future, the initial discs include a

high meg version of After Burner,

and equally super-charged transla'

tions of R-Type, GunshiP, and Rock-

et Ranger. All of these games take

advantage of the TOWNS' advanced

graphics, sounds, and scrolling.

Every good game machine needs a ver-

sion of R-Type to show off iust what it
can do! The FM-Townes version looks

nearþ identical to the arcade!
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By Edward Semrad
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i¡rounrl llrc rccl-hol l'.(1. lirrginc
h¡rlclrvarc in .l it¡lart, I ltc'l'urlltl( i ral.r cn-

.itlvs ortc irn¡lorlant I'citturc that tl¡c
(icrrcsis clocs ¡lol: httnclrccls tll' higlr-

t¡urrlity titlcs.
Sincc thc (icrrcsis (rlr Mcgtt l)rivc ¡ts

ils callcd ¡tcr()ss thc l'acilìc) is ll¡tsical-

'l'hcrc rvill bc sorrrc ori¡¡inal dcvclo¡r-
rìrcnl on lhc'l'urlxl(ìr'¡tl,r lronl this sidc

trl'lhc ¡rrlnrl, but lhc nrajorily ol thc in-
itill ganrcs arc sirn¡lly A¡rrcric¡rnizcd
vcrsio¡ ¡s rll'.1 it¡ritncsc f¡tvtlrilcs. I nr¡rort -

ing tlrc wir¡ncrs is ¡t s¡rl'c stratcg,y tha(

Nintcntkr has t¡sccl to clcvatc thc:ir NIIS
inttl thc donrin¡rtc gantc ntachinc thc
worltl ovcr. Scga is also doing this, but

sinco thcir systcnr is still in its infancy,

thcrc arcn't as ntany carts t() choosc

fronr..

Now that NIIC has cut dcals to bring
ovcr tw() doz.cn ganrcs to thc U.S. ntar-

kct (scc this month's Turln-Chant¡r for
morc dctails), all cycs arc turning back

to .la¡ran, whcrc a wcalth o[ ncw softs

arcjust now ntitkingthcir tlcbut. ln thc
nro¡rths to c<ltttc, you nìi¡y scc ntany tll
thcso P.C. Enginc carcls finding thcir
way into Turlxl boxcs.

ly a ncwsystcm lnth
hcrc and in .la¡ritn,

thcrc is ¡rot thc santc

lcvcl of support as

tl¡crc is frlr thc P.().

E,nginc, rvhich has

bccn sottl lìlr ovcr
two ycars now ttl tho

tunc of nc:trly two
nrillio¡r units. Dt¡o to

this, an ovcrwhclnr-
ing nurnbcr <lf ncw
ganro carcls arc rc-
lcascd cach wcck.
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TAKE A CTOSER TOOK

AT JAPAN'S P.C. ENEINE
AND OET A SNEAK PEEK

AT TIIE POTENTIAI
TURBOORAT)( OAIJ|ES

0t T0l,l0RR0ufll
Now lh¡rl war is ¡rlrtlul lo cru¡rt bc-

twccn Scga ancl NE(l fìlr control ol'thc
l(r-llil lantlscra¡lc, lxlth sitlcs ¡rrc lo¡ttl-

ing thcir guns with grcal ganrcs likc
( ihouls ancl ( ihrtsts ancl'l'htrnclcr l'tlrcc
lì¡r (ic¡lcsis, ¡rs rvcll as [,cgcrrtlary Axc
lncl Vigillnlc lìrr thc 'l'urlrrl( iral,r.

Whilc cvcryouc is clgcrly arvuiting
thc arrival ol'lhcsc ¡rc:w nt¡rclrincs, nì¡u¡y

;rrc usking "WItich ouc is bcllcr?" lt's a

Irartl r¡ucsti<l¡r lo ¡uìswcr tltis cally, bc-

causc cac,h syslcnr h¡rs ils ()wn slro¡ìll

¡xrints.
'l'hc onc Iu¡rchirlc lltitl sl¡trttls tlttt

rvhc¡r it corìlcs ltl ¡ttltcrnti:rl stll'trv¡trc

sul)lx)rt, horvcvcr, is llrc'l'urlltl. Ilascd

ffi
I trt t j1 ::, .ft1 ' O";u I tr..,t)

P.C. ENGINE AND TURBO DIFFERENCES?
While the Japanese P.C. Englne and Amerlcan TurboGrafx-16 come ln different
looklng boxes, the games they play are basically dot for dot carbons, Some
of the titles screens (like Keith Courage, above) have been changed, but the
game play remalns lntact and identical.

línilh llnrrrlnyi¡I\./iUIf t/,.1 tIr ltUr.\ t./.\
Il,,n,. "' !l^,,., .,,
¡ ¡ llrlltt lJtlllti¡)
a srâRT

FROH NEC
o r9èg HU|)SObT SOFI
@ SUNR¡Sg.R.NAS.NT\'

)i

KONIX UPDATE...I 6.8IT SYSTEM DELAYS
'l'ho ncw cons<llc on I hc bklck, first provicwccl

to Amorican ganrc ¡llaycrs in E(iM # I (as tho
Slipstrcam) as wcll as in thc last issuc, thc
Konix 16-Bit MuhiSystcm h¡rs ap¡rcarantly
gottcn off to a shakcy slart in thc U.K. Al-
though it was uriginally pr<lnrisccl fìrr dclivcry
in Sc¡ltcnrlrcr of this ycar, it nuw ap¡rcars that
thc disk-clrivcn systcnt will not dcl¡ut until l¡rtc
l9tì9 or evcn carly 1990.

Whilc thc harclwars is csscntially lìnishccl,
ancl clcvcloprncnt lxrarrls arc rr¡¡lrorcct to havc
bccn issuctl to scvcrll largc ¡lrogmnrrrring
houscs in thc Europc, sourcos indicatc thal thc
machinc is ¡llaugccl with nrinr¡r llugs ancl that
thc wholc pr<rjcct has lrccn rushccl to c()nìl)ctc
with thc inrpcncling l6-Bit inv¡rsion in Euro¡rc.
Rr¡mors arc also circ:ulating (hat Konix is hav-
ing cliflìculty shoultlcrirrg I hc cx¡rcnscs of such
an cnornlous ¡lro.jcct a¡rcl lhal outsiclc lìr¡¡r¡tc-
ing is lrcing cx¡rklrccl. 'fhis tlocsn't sccnr to bc
tcnr¡lcring Antcric:an intcrcsts, lrowcvcr, antl
scvcral U.S. ganrc rn¡rnufìrclurcrs arc cx¡rlor-
ing a possiblc statcsirlc launch rrcxt ycarl

\
i
I
I
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During a press conference ln July, Nintendo displayed the final version
of thelr long-awalted and much talked-about 16-Bit super system, the
Super Famicom. Unveiled to the Amerlcan gaming public in EGM # 2,

the Super Famlcom has been sllghtly altered in appearance, but it still
has incredible power and fantastic abilities, Look for more lnfo in the
ne)Í issue, lncluding revlews of the first Super Famicom games!

SUPER FAMICOM UPDATE . FINAL SYSTEM IS SHOWN!

Nintendo untlsils e

retooled Super Femicom
es well as the first

ù "".({t

Super Mario World was just one of
the garnes tlnt was sltowtt duríng the

Super Fanticont debut. 7'ltis fourth in-
stallntent introduces Mario to all-ttew
adventures and special powers like
wolkingup walls!
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ACCTAITN RETNOfi!
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Acclo i mb Wireless Remote
Controller gives you the power
1o reolly get into the oction of
your fovorite Nintendo - gomes.
With no wires to tie you down, you
con roll ond tumble through your
greotest odventures. lts occurote
from up to 30 feet owoy ond feotures
o Ropid-Fire mode thot gives you o
shot of super high scores. lt even looks
ond feels like the Nintendo'¡'controller
you olreody know. And the Accloim
Remote corries the Nintendo,s. Quolity
Assuronce Seol. Now nothing gets
between you ond the oction!
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Ninlendo" qnd Niniendo Enlerloinmenf System' ore lrodemqrks of Ninlendo of Americo lnc. c 1989Accloim Enlerto¡nmenl' lnc.
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ENTEP AND WIN A CAùTEEOY

Now you can have the latest in video

game technologY! Nintendo's new

GameBoy ComPact Game SYstem of-

fers the kind of exciting game play and

qualityyou've come to expect from Nin-

tendo.
with the GameBoy, you can playgreat

games like SuPer Mario Land, AlleY-

way, and Tetris practically anyrvhere

you want! The system uses a small, self-

contained screen, and cartridges that

can easily be changed to whatever game

you want to play!

One lucky winner will be chosen at

random and receive a complcte Game-

Boy system (which includes the Game-

Boy, Videolink cable, earPhones, and

Tetris). Be sure to read the contest

rules and enter todaY!
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USE THE ENTRY CARD
IN THIS ISSUE!!!
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Therctsno mqtch
leMqnio;

hereb your chonb$

heqdloöks, bgÇyplorn5 ond more!
,,ñ. OÍcreoteyourownI ¡:mr¡t'l*,

Chollenge your
nent to o wild

Ninlendo" qnd Hond-Held gomes.

con ploy. So step into the ring ond
experience WWF WrestleMonio i..
from the inside!

'1 .,.t

*..,\ GffiEE
ENTEFITF|INMErlT 5V5TElTl

ß<lqirn
enterloinment. ¡nc.

Moslers of the Gome'
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D0 YOU PLAY VIDEO 0A!,|ES??

ir'f

Each biq issue of
ELECTÍTONIC
GAMING MONTHLY is
loaded with behind-
the-scenes info,
oreviews of un-
ieleased games, and
cart reviews that you
can trust!

Also qet exclusive
U.S. Ñational Video
Game Team endorse-
ments, contests, high
scores, secret code
tradinq cards. and tip
booklõts that have all
the tricks and
strategies ygtl need to
amaze vour friends
and play like a pro on
all the newest games!

You qet all this and
more-¡n each full color
issue of ELECTRONIC
GAMING MONTHLY...
THE video game
resource!

THEN YOU MUST SUBSCRIBE TO . . .

* FULL COLOR!
* TIP BOOKLETS!
* PREVIEWS!
* HIGH SCORES!
* CODE CARDS!
* CONTESTS!
* PLUS MUCH,

MUCH MORE!
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Ilr¡rlil Ew tlnnilnnshtls. lrtn nat 0l
nllûßrl,tfiß saaw tunch ol rrl¡llit¿s

ß alnnciwtone fiflal rounil oÍ con-

Wtitir¡n. Bat,st¿gn Nnt¿rlt¿l t¡¿ans still
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. ltalti- dinr¡nsilinal, ltigh- rr;snlatinn
graûir;s
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ELECTRONIC
GAMING
MONTHLY

T YESI

I WANT TO PIAY IIKE A PROI

I want to subscribe to ELECTRONIC
GAMING MONTHLY for the low Price 9f
$19.95 for a full year (that's 12 iñcredible
issues for 50o/o ott ttrd cover price).

ADDRE

BIRTHDATE

To order, send the above form, with a check or money order for $19.95 to:

SENDAI PUBLICATIONS, INC.
1920 Highland Ave
Suite 300 - DePt' A
Lombard, lL 60148



BEEIN YOUR ADVENTURE IN Tl{E }|AUNTED RUINSI

FACT.FI[E:
Manufacturer: Sega
Machlne: Genesis
Cart Size: 5 Meg
Number of Levels: 5
Theme: Action
Difficulty: Hard
Number of Players: 1

Avallable: October 1989

LEVEL ONE BOSS
Begin your attack on the armored unicorn

by creeping up on him until he first ap-
pears. Jump and fire (use the spear, dag-
ger, or shield) to taunt him into attacking.

\ilhen he begins walking toward the left,
jump and fïre (you should return to the wall
at [hç extreme left). Duck to avoid his
head, and fire straight up when the green
monster is overhead. Remember to aim at
the head!

gh$t'oÎf\\g'$oÑ$\

AWARD
WINNER!

Steve Harris

RAINSTORMSI
As you enter the second half of

level one (after the log brldge),
youwlll run lnto a torrentlal storm,
with heavywlnds and raln. You'll
make dow progress lf You try to
run agalnst the wlnds. JumP re'
peatedly to escaPe the area fast. w

TREE OF DEATH
Before you pass through the gulllotlne that leads to the second half of the flrst quest, you

must contsnd wlth the'Tree of Death" A flock of killer vultures rest upon the old and twlsted
llmbs of the tree and attack when you approachl To meet thls challenge, walk past the tree
ln shott lncremsnts and walt forthe blrds to attack ln small groups. lf you try to run past the
tree, all the vultures wlll swoop down on you at once, and make surylval very dlfflcultl

Playen's
Seal of
llpproval

Thc u.s.
Nrtlonal

Vldoo Oame
Ttam ha!

ondorrcd thlr
producl h
fccolnll¡on

.upoflof play
valuc.



Ghouls and Ghosts follows the fur-
theradventures of a brave knightwho
must conquer lands filled with
monsters and magic. Continuing the
theme made popular in Ghosts and
Goblins, this high-powered sequel
(which was released by Capcom in

the arcades) is done complete justice
on the Sega Genesis. The graphics

are arcade-quality, the sound is rich
and varied, and the game PlaY is
nothing less than extraordinary! ln
fact, Ghouls and Ghosts is so good,
it verywell may be the most advanced
home video game of all time!

The Village of the Damned

FIREWHEEL
Timing is critical to escape the flames
of the fire wheel. Run ahead just
when the arm of the wheel goes by.

wake!

With lance in hand, you set out once
again intofive newworlds loaded with
beautifully drawn scrolling back-
grounds and a highly-detailed cast of
demons and creatures!

ln addition to the great graphics,
sound effects, and music, Ghoulsand
Ghosts also introduces the same
power-up enhancements that were
used in Goblins. The weapons can
be used in conjunction with a special
suit of armor, however, for a whole
new set of offensive and defensive

functions! When you have the spe-
cial golden armor, which is found in
certain treasure chests like the other
weapons, you can hold thefire button
to store up energy and release a blast
weapon. This play mechanic is simi-
lar to the Beam l-aser in R-Type and
adds a whole new dimension to play
by upgrading your powers to all new
heights!

Throughout the game, Ghouls and
Ghosts remains challenging to even
the most seasoned players, with a

constant supply of danger alwaYs
lurking ahead. While some maY have

trouble just getting through the first
level, this type of respect to today's
game players is much-welcomed!

Ghouls and Ghosts is a fantastic
game and an absolute "must-have"
for all new Genesis owners. lt is near-
ly flawless in every detail!

At the beginning of level two, you will encounter a number of bouncing turtle
shells approaching from the right. Push ahead and pause onlywhen thetrajec-
tory of a turtle gets in your way. Don't wait too long or the turtles themselves

will appear and start a slow slumbering walk toward your hero!

LOOK FOR TRAPS!
As you make your way across the

wooden bridges, some of the steps
will break open and drop you lnto the
pits below. Jump over the traps!

rW:#í{,¡!##'

Beware of the pillars of fire which ap-
pear from the top and bottom of the
playfield. Attackthem - butwatch out
for the Firebats which appear in their

POWER.UP!!!
During your quest you will encounter treasure

chests. lnside some of these chests you will find

new weapons which can greatly enhance your

fighting abilities. Some of most beneficial pow-

er-ups are shown at the right.

BEWARE OF THE WIZARDI

When certaintrea-
sure chests are op-
ened, they reveal a
mad sorcerer who
castsan evilsPellto
turn you into... { An old man

A hopping duck ^

TAKE ON BOSS TWO
At the end of the second level you will face the

Fire Dog. This Boss creature attacks by charg-

ing at your hero. Rapidly fire at the hell hound

when it ls to your left or right and duck when it

leaps overhead. Multiple hits will destroy it!

ì¿
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SPECIAL TIPS. PI-AYING TECHNIQUES.
STRATEGIES, 

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

IIYDIIDE
Ëndln¡ Codr

This code will take you to the
chamber were the evil Boralis
waits. This password will also
start you off on your quest with
X)Vo Life, 1007o Strength, and
X)VoMagicl

x9r¡HxltPiluQliltQilBt
Eugene Crowder

Whg.,lVest Virginia

STRIDER
Puroodr, fæ¡or md tni Bor fþl

ll'eapon:
It is easier to kill enemies with the
plasma arrow. In order to get it, trans-
fer to Japan (when you get to that
level). Go down the tube and move to
the left. Kill the enemies flying above.
Keep moving left. There is a man who
fixes your cipher with the plasma
arrow.

Passcode:

To get to the Red Dragon (last stage)
enter the following code:

DNCC 8ECP ÍPED

Defeat End Boss:
To eliminate FanBlade, you must wait
until he jumps up, then go under him
with your cipher pointing upward and
jump. He will transform into a

whirlwind. Don't get hit by thewhirl!
Continue this technique until he is de-
stroyed!

Ernest Agustin
Goose Creeþ SC

€=-\9r TOP r¡

Lrrt*rrd
\:.!/

T¡-leks

flsf 0F TrlE t¡oRTll sfAR
llldd¡n Cortl¡ur

When your last man dies and
"Game Over" appears, press the pad
Up, Up, Down, Down, Læft, Right,
and then'B' and 'A'. It will ask if you
want to Continue or play a new
game. When you select continue the
iitlr..tr"o rúu upp".r and óontin-
ue as you normally would!

Joe lVolfe

FAI¡TASY ZOI¡E
f1,000 Bonu: Shþ md [rtn tlæ¡onl
During the message screen.in

the demo mode, press the control
pad up or down more than fïfty
times, and start the game. You
can buy your first extra ship with
$1,000 (usually it will cost $2,500)

You can also get unlimited wea-

pons by buying and keeping all
four of the engines. It costs some

dough, but it's worth it!
Kenny Haner

Pasadenar Texas

SUPER iIARIO BROS.2
Sl** lrryr

All of thewarps inSuper Mario Bros.
2 a¡e listed below. You can easily
warp to the end of the game with these
tips:

1VARPONE:
InWorld 1-3, go to the vase that is lo-

cated just past the door with a potion
in your hands and you'll be able to pull
down into it and warp to level4-1.

IryARPTIVO:
Don't climb into the clouds inworld

3-1. Instead, fall into the waterfall and
go into the door. Place the potion on
top ofthe vase, go into sub-space, and
down the vase to 5-1.

WARP THREE:
There is a potion on the second part

of world 4-2 near the whales. Take the
potion to the end of the stage. Jump
on the whale's tail and go baclcrvards

until you get to the vase on the island.
Place the potion on top and, in sub-
space, go into the vase to warp to 6-1!

ütt0t¡'s sEcREf cAsttE
lllddc¡ Corllnu¡

To resume your adventure after
you have lost your life in Secret
Castle, use this helpful tip. Defeat
the first level Boss, grab the crys-
tal and you will be able to continue
once you die by pushing the pad
left and then pressing'Start'.

Matt Dellinger

Ltlit:

CYBORO IIUI¡TER
tfæpon Pomr-Upr

Keeping your guns and bomb
reserves full is an essential to suc-

cess in Cyborg Hunter. All you

have to do is find a location where
a power-up is located, retrieve the
item, enter a nearby elevator, and
then exit on the same floor. It can
then be picked up again.

/--\0f TOP r¡

fr5"rrù
,\,/

t¡1¡-S¡ltN ? al:-l5t It-l)ll1{

TECilo Bourt
Spoold Codcr

Imagine goingup against the same

team that you coach in the Tecmo
Bowl! This code gets you Chicago
vs. Chicago:

óe78ttA5

The letter part of the code (BFFA)
is the team that you are up against,
in this case, itwouldbe Chicago.The
number part of the code (6975)

stands for your team - Chicago!
Another code lets you play a game
between Chicago and no one! Enter
this code for solo play:

r978ttÂ5
One more code that will let you pit
your skills against the same team is:

9978ffA'
You'll play Washington vs.

Washington for some no-lose prac-

tice!
DavldTam

In Metal Gea¡
you can actually
use the cigarettes
as a helpful item
but not before you

beat the Super
Computer. After
you have beaten
the computer, a
timing device is

set for the build-
ing to destroy.

IIEÍAI OEåR
Clg¿r¡tlr¡, Thc, ud llo Tnpl

remaining. If you
¿¡re dangerously
low on time, then
select the cigaret-
tes and use them.
This will reset the
timing device to
2100 and give you

the extra time you
need to leave.

While in the last
roomyou can con-

Once this has happened, run in the
right direction and go through the
door. You will meet the Boss of the

enemy. When you have successfully

destroyed this opponent, check your

time to make sure you can escaPe. If
the end Boss took too much time to
eliminate you may find yourself in a
critical position with very little time

tact Diane on the transceiver for in-
structions on how to use cigarettes.
To remove the pitfalls, press'Select'
when the trap starts to open up. The
pitfall will stop. To remove it just hit
the button for the weapon select
mode and press select again.

Chistopher Cocura
. AsburyParþNJ
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* Are You Tired oî Ptaying The same otd NINTENDO@ Garye9-or B-uy o7.e \ou Didn't Like?
' i rïrø Ot vãii-L-ocalroy Store Atways Sotd Out Of Your Favorite Games?

* nróã'o-íJiáipávlngloa Múcn For Games & Accessories?

THEN JOIN THE ULTIiIATE GAME CLUB
& sAvE up iö i0"1" orr evenv MNTENDO@ àAME & AccãssonY!

GAME CLUB

We Buy, Sell & Trade New & Used NINTENDOo Games, Sega & Atarl. As A Member You Are Entitled To The Followlng:

Curtl3 Orñ. C¡ddY
L¡sl Pr¡ce 5.99 Club Prlcc

tuD.r l¡t.ndo Crbl.¡
6' ãxlânsion lor conlrollsrs & llohl gun

L¡st Pr¡co 9.99 Club Prlc!

Club Prlcs 4.99

!..¡hu Jr¿ ttlck
List Pric€ 29.99
Club Pric6 25,99
lseg hsl next page lor ñote
g€eshu loyslicks)

tuncom
Tr¡n¡po;ta? a
List Pr¡cs 6.99
Club Prico 4,99

N¡nt.ndo l.thlrl¡ &
Swartrhl?t¡
Zelda ll. SuPor Mario ll,
N¡ntendo Logo, SuPsr
Mario Club & othar ds-
srgns. Youlh sizes 6.i6
Adull sPes S-M-L

club Pr¡c€ 7.99

1llnt.ndo C¡rt?ldgr Or¡¡nh¡r
ListPi¡ce S.gg - ClubPrlco 4'99

Also holds 18 S99a cartr¡dges

lllnt.ndo
Entart¡lnmant
C.nt.t
Holds control deck.
zappsr. 2 con-
trollers. 12 game
carlrdggs. Also
holds complete
Ssqa System
Lisi Price 27.99
Club Prlce 22.99

l¡lñt.ndo Gatt?ld¡. Crblñat
ListPrics 14.99 ClubPrlcs

Llnl.ndo n¡ln lllekat
3 desrgns & assorled colots

Lrsl Prica 14.99
Club Prlc€ 11.99

Tess List Price 8.99
Sweats t9.99

lllnLnóo
l.'.¡.ll CrPs

List Club
Pric€ Pilce

Mesh 4.99 3.99
Cotton 5.99 4.99
Corduroy 6.99 5.99 r0.99

8. We oÍfet oi.count Prices on practically everything PLUS monthly

llm¡tédl

soecials on top of that!
g. üã tìãiãä'tì,ili treã tròttine for all new memberships &.orderq-' 

i :õo öiõv-õ u¿ a lr.eoo.eos-2582) e AM-e p M Esr I fiåt-%"fJ:diff
óñãn'aoa and a¡ìv questions yoú may have dial 1

10 we âcceot MC. Visa, check or money oroerl
ii: vüã'liálsä.;iveiou a liee club MembeÉhlp Dlploma & eubscrip'"' i¡'olìð óuiqu-aíùily Newsletter, Hot New catalog plus details on

uÞ & coming games.
tz. V5ùäiäti'ì-n¡Ëlót tne low cost of $101 so Hurryl Membership is

l(?¡li D.lur.
3t.tñ¡.lar JoY¡llol

List pr¡ca 14.99
Club Prlco 12'99

@
NaÞÞ Coñp.t¡llv.

tro Jor¡tlck ltooll
Lisl Pric€ 14.99
Club Prlcô 12.99

Alrdln Pla.tla Llntando
Lunch l(lt l lh.mo¡

List Price 9.99
Club Prlco 8.99

The Flrst 500 Members Get A Free Prize Wlth Membership WorthLlPfo^$-10-0j-

TO JOIN OR ORDER IHWX¡HC IN THIS AD DIAL I -8OO'TOY'CLUB
Or Send Check or Monoy Order fo: ULTIMATE GAI,E CLUB, 1491 Boston Post Rd', Old Saybrook' CT 06475

I ¡uncom
t.!r¡ olllchltllnt.ndocrEvc.l. | !olh.t-qhlP'- r ¡.r pri.a 20.99 I Control lñlrrnoatL¡sl Pr¡ce 29.99 I Control lñlrrnoat

ClubPrlcc 24.99 | Forussw¡lhNinlendo
Enlorlainmgnt Systgm"
Turns Slandard Controller
rnlo Joyslick
List Pr¡c6 f3.99
Club Pr¡co 12.99

1.
2.
3.

4.
5.
6.

7.

W" t"ll new & used Nintendo games at the lowest prices p99!!pl9l

W:'#l/,3å.;å"f i'!,i'Î:ì3i''SJl,ì:f iiìf, Ti88lf '8&ß?::i'?åi
oualànteel
W"-*iãliãôr""n all used games- for maximum..etlll!e'l9y]
ü,ã ;&ìe,;ffi'lilæõi stËCk Ú ány other mail..order firml
i;;i;;;; l'ä"" *rã rlâmê vou want'in stock, we'll reserve itiñJåäñi hffiii'Ë samà you waìi1n stoct<, *flllqlqry:ill.o.1It wti¿o not nave tné game you want in,stock' we'll reserve itJoryou

a sn¡p ¡t to you as sgõ¡.a,s we get ¡t. We'll even reserve new lllles

Ëãiäiäni'iríriéñ.iJvõüõét to ¡oin the club we'll-s-!ve vou a Nlntendo
;;;;;l 

"äür 
ðtrólcã Èreet ïhat's riqht FREEI

NlilTEllDO Lrsr cLUB

ACCESSORIES PRrcE PRrcE

Bandai Supêr Controller 6.99 5'99

Bandai MegaConroller 59.99 54'99

Camer¡caGiltPax 12Freedoñsl¡cks) 129.99 119'99

camerica Freedom Pad 3999 34'99

Camerica Freedom Stick ô9'99 82'99

Camerica Superson¡c Joystick 59.99 54'99

Camer¡ca video Blaster 29.99 25'99

Eclectic's Pro Play Home Arcade 249.99 229'99

Doc's F¡x A Game
iãrãinË åriï,óòìãää1a'rnosest 9'99 8'99

ill1ielg?P'ffr;,[I"ü,lli']lã'3"'f'å'jn rs.ss 16.ee

Nintendo Slumberbag 36.99 32 99

N¡ntendo Underwear 3/6.99 3/5'99

Nintendo Suspenders 6.99 5'99

Nintendo Belts 4'99 3.99

LJN Roll & Rocker 59.99 49'99

Tara Deluxe Game Pack 15 Game

Carrycase 1 1.99 9'99

I

ì

I

r¡ew SEoA OAIES

^E 
rrirv ttta!

o¡rE tlÐ UAt
l,tow f2.00 28.99
SEPT 12.00 2¡1.99
NOW 16.00 32.90
NOV 15.æ 32.99
NOV 15.00 32.æ
JAt'¡ t5.00 32.æ
NOV 15.00 32.90
NOV 17.50 39.9e
NOV '15.00 32.9e
JAN 20.@ 42.00
r.¡ow 12.00 24.90
NOW ',rå00 32.90
SEPT f2.00 2ô99

39.æ
5.go
2795
49.S9
t4.go
69.09
60.so
129.99

9.99
249.SO
12.00
rg.ge
27.59
r00.go
r3g.s9
t?.go
49.0e

I
I

r

Cd w to o¡úarlron ott¡
súdl(ûUcú
Nh/þ¡rþtAøAû166
t/6'!ptlæ

rml
Be!¡ctòqll Nþhl¡we
Caltah S¡lw
Cled ti¡eds
MA¡clc
Dmsn[o Dur
Goldo A(o
sdanblo Spldt
$þ.r Goll
fáñb Aæ
UlümlV
Wstrd
wm. 8ûr 3
WdldGffi

l¡lfÌE{OOænVIO€Of PEg
trt2aYKoo l(

Lff srul tlcks t stnl6gb d 5 gere 6

ffi[*10.** ct bPtþ¡ i3.g¡¡.

Ëlar
rtT
3€.99
35.9e
45.9e
¡15.09
45.90
4tsg
4t90
59.90
,15.99
62.90
35.99
45.S
æ.go

cura
PRICÊ
17.ú
2.gg
8.øg
49.99
2e.99
4.go
n.eg
4.9e
12,0e
50.s0
59.90
r00.æ
8.9e

m.æ
10,90
't7.99
2A€O
79.9e
s.0e
15.SO
4.øe

rEBo vk¡o o.- c'd' ctx
ä,iáã ¡äñiúõ-ñiñt*ølsõoa d Abtl svltml
LÈi-ÈrÈa à?.9s - club Ptlo 23'e¡

H¡dr.l lrldÞ Olm Orgrnlrf
üãiåãTtñ¡te-Ññüúòis€ot q Abl q/dñl
lÈi Pftó ¿7.99 cleb Èlo æ.oa

Tt
o f e8o ummate Garrq CIub. nrntcllSåofHf,ft åf"fg&fËHill$$Ji8l"#i¿itr"i àln',g'".s 

subl'G't to crransc' we ait not rolponsrbro ror

tFographlcal erroÉ. Call us I

lhoo Cmn.tttþi Èo Jdttlctl
còå¿l r'. ¿r¡odc,¡a l¡l Prba Oub Prlc.
3ooxloúAt¡l 10.99 9.99
soxs fd Sæa 12.9e lO99
¡rrofdasrf l7.ee 16.æ
sooosforsæs 19.99 17'90

lOOOfdArÂd 8.€0 599
ust Prlco 9,99 Oub Prlc. E.eO

49.S0 30.99
0åß6on6b)- 24.9e t9.9e

19.90 .l4.s9

C¡rùldß
54-.SO ¡18'99
55.90 49¡O
6590 59.S0
65.99 50.90
8r.09 56.90

SEOA OAT€8

r$, f#E"
fo.oo 24.99 .14.90
to.æ 24.s0 42.99
16.æ 26.99 ¡14.€O

15.00 æ.99 ¡14€0
8.æ 19.90 3¡1.99

ro-m 24.se 37.9e
1o.oo 24.99 49.99
Wo Df,'l Bi¡Y
f0.00 24.s0 34.99
10.00 24.90 4¿1.90
8.OO t9.90 32.S0

ro.æ 24.9e 37.9e
ro.æ 24.æ 30.99
8.m 19.90 32.99
8.00 10.90 æ.æ

fo.00 24.99 38.æ
7.Cþ f&ge 27.99
?.æ 18.09 27Sg,ro.æ 24.99 32.9e

'ro00 24.99 39.90
12.æ 3¿.90 4.1.99
7.æ r8.9e 27.90

12.00 æ.90 44.90
f 2.æ 3¿.99 ¡1400
12.00 3¡l.g0 49.æ
10.00 2¡L9O 97'90
8.æ 19.90 32.99

f6.æ 39.90 50.9e
ro.00 24.9e 30.90
'ro.00 24.90 32.90
roæ 24.90 32.90

m¡
Rmbo lll
R0psgo
Rsdrl
R6oolo Jsckd Ba!€ö3ll
RæMbdon
Ræ19
R-T!,Do
Sdàd Hwt/Ho¡96
ShustEl
Sñhobl
Srrths Oalþ.y
so$ HaílÐr
siÞ Hsnror 3D
siûboad Foolöo,l
SÞyvo Spy
Suis Bælclttll
Su¡ry T4nlE
Tcddy 8o/f
îþ Nlnþ
thuldd Bldo
Îm Soldl€€
TÐrbd

Hff*yt*¡oæor
urMld Oi¡st
Wæ Bov h M6sl,oønd
wolH Oiûd Prlx
rs (Bdtdy)
Zâxx6
Aüþn
z[hn/fd Fdnât¡on

T# gP
rg.€e 32.9e
19.90 32¡O
19.99 32.90
24.æ g2ße
19.90 329e
r9.t0 32.09
ro.ge 32.99
Ooî'l Bqt
24.99 39.90
24.99 37sg
19.90 32.S0
24,99 30.99
r7.9e 32.99
21.99 æffi
24.99 29.90
2e.se 49¡O
24.90 30.9e
34.80 49.90
24.90 37.SO
18,90 27.90
24.09 37.90
24.æ 30.99
2¡1.90 34.90
24.99 34.00
3,199 €0.99
2¡1.90 39€O
r9.go æ.go
r4.go 32.99
19.€9 32.€O
19.S9 32.90
19.00 32.90

æoAoAXÉ3nu rs
GÊt 8alcùell f 0.00
Gdl Bâlk iboll A0O
GÉt Foolbo,l 8.æ
GÉt Gofi tOæ
GÉl lco Hækry 8.æ
ôÉls@r &00
Gmt \10{6rò111 8.0o
rlsm/S{itan Hht Wo
Xmõ¿nen 10.æ
K¡m's OrEt !O.OO
KüiôFuKld &0O
L.rd-Ol IlÉ Srcrd 10.00
¡¡lerk!¡Ð/f@SlÞl 6.@
MåroHrbf3D foæ
Îì,t ze H0br 3D ll lO.0O
MlÉloW!flbrs(Bsltd),) 16.00
Mlr.[o OCotìæ 3D 1O.@
ircroootvtBdtsrvì 15.@
MúlàuiÈ's Re¡qco f O.0o
l r Hæ 7.0o
lfnnm 10.æ
otnRuSD toæ
htuGám to(þ
Riduh Lfld ßdt6rY) lO.0O
Frtrõt8v saf l88tbly) 20.00
Fo6d&óWbÉ3D lO.æ
turÆÌ Skto a.@
frrûMrdho 8.æ
ot¡8ttsl - &oo
Rmbo &0O
Rmbo ll 8.00

E'*
32.90
49.S0
34€0
49.90
3¡1.99
32€9
37.S0
37.90
32¡9
32.S0
32.90
æ.99
42æ
39.90
37.99
39r0
32.99
37.99
¡l4.gO
¡14.90
4¿199
34.9e
27Sg
32.90
37¡0
32.00

'6#
19.99
2e.99
243€
34.90
24.99

æ
21æ
24.99
10.90
22æ
't9.99
21:øe
?!9Ð
24.S0
21.09
f9.90
2499
2439

tloAo^liElrrn¡ Tt
Á.donFhhttr &@
Attd Buñs 15.00Âr lo.0o
AXoßd Bsl 15.æ
ÁtexKldHlT.drwqld 10.00
ex K¡d h Mlr. Wqld lO.0O
Ä¡x Kld l¡ct $8ß 10.00
Alla$ndlm 10.00
Ad6 t/Úãrltr &æ
Artæ AdHtuo lo.0o
BbkBolt 8.00
Bb.hEæþ3D 1O0o
B6bd ñald 10.00
Cdídnlscam lo.0o
càffiSüOlloo 10.00
c;rþcm6 - 10.æ
ctûllñ.r 8.æ
ô,tiF Hr¡ttú lOæ
cúbå Zóe lO.æ
Dsk Ldd '10.00

DdßbD|rm t2.æ
FrdmRad &0O
F.f a FbHú F8lør 7.00
F¡nbJ/-zfr€ 8.0o
ffiú z¡tio ¡l lO.Cf)
¡å¡lràsi zonô 3 Tlþ Mdo lo.æ
GàbryFoê ,15.00

cúoõbr TM 8.(þ
Ghoú8udffi &(þ
GtirrHæ 8.æ

I.¡BT
ttrcE
19.99
æ.80
38.00
60.99
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tld P.læ 249.8e Cþb Èlð 

"2e.gg
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So¡a potd lrtot

On certain levels in Ram-
page there are screens that
have rivers. Sometimes a
tank will also appear and
dive straight into the river!
When the tank is submerg-
ed and is crossing the river
underwater, move your cre-
ature to the opposite side

3$ punch very quickly.
When the tank tries to come

Jeremy Romer
Denver, Colorado

up, you will score numerous hits and
get,u¡limited points until your playei
accidentallyeats a persoo ór ifyãu iait
topunch fast enough. you can score
as.many as 400,000 points per board
thts way and it can be repeated.

. 
-

F-ã.
ifttrrRElJ.\_t

WOI¡DER BOY

ll¡ ftl0l¡sTERlâtlD
fræ llonar

Ifyou press the'pause'button 73
times, after you get your first
sword, you,ll receive 45 gold pie-
ces absolutely free! This process
can also be repeated!
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fEcllo B0t|,r
lnvt¡tbfl[r Codr

To play Tecmo Bówl with cha¡ac-
ters who are completely invisible,
enter this super secret passcode:

SUPER
COBRA ÍRIÂITOI,E

t,000 potnt S¡tn¡
In Cobra Triangle, when you cross
the finish line at the end of each
race, you can rack up some bonus
points by putting your boat into a
spin. You,ll get 1,000 points for
each spin you execute!

Mark Malek
Atlanta, GA

TRICK

RAtitB0
Stnn¡r Codr

When the Stari/Continue screen
comes on, select ',Continue', and input
allzeroes forall theblanks und puiä,
prompt on "End" to enter the code.
Rambo will be invisible and the screen
will be full of numbers and letters and
gther c-omgujer jibberish. f""p,nou-
ing to the right and you will be in a vil-
Iage but Rambo will remain invisible.
mr1.1 man appears, keep pu.ting
up until you ralk to him. SwÍtci to thã
screen with the codes on it and write
down that code. Reset the game anã
put in that code. This timeñ.ambo is
visible, but the screen is still filled with
numbers and letters. Keep going
right and afrer a while you win õomã
to some rocks but keep on going.
Soon you wiil be in the vilüg". rãfk õ
the man in the village and see what
rtems. you have - you wilt be very
surprised, especially at how long ít
took!

IValter Garey
Phoenix, MD
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KEITH COURAGE
IN ALPHA ZONE

Scorrt Dcbu¡ llodr

This special trick will allowyou to not only
select the Overworld or Underworld of
each level, it will also enable you to increase

the strength ofyour sword, and your avail-

able heart containers, money, and Power

Shots! Here's all you do:
1) Turn on the TurboGrafx-16 console and
immediately press and hold the'Run'but-
ton followed by the 'Select' button to reset

the game.

2) Press and hold the buttons in the follow-
ing order: Button One, Button Two,'Run',
and then'Select'.
3) t¿t the demo mode continue to go

through its paces. tü[hen the word'Start'
appears on the screen after a few moments,
press'Up'on the control pad eight times.

If you do all of these things correctly, you

will automatically enter the Debug Mode.
Since the screen is in Japanese, you may

need a little help deciphering just what

everything means. You can select behüeen

the Overworld and Underworld by pressing

'Select'. By pushing the pad up and down
you can higblight the other features. The

level is chosen with the first line, the sword

with the next, the Heart Containers with the

third, and the Money and Power Shots with
the final two. Press 'Start' to store these

changes and begin play!

t lt¡ A FREE oAllE tRol,l E0l,lt
We want you to play like a w¡nner, and we're
ready to pay! Give us your tips and clues,
your secret cont¡nues, level selects, powêr¡

ups and codes! lf we print your tip, we'll
give you cred¡t ln these pages as well as a

free game! Get the best tips anywhere and
get a great game as well!
Sôndal Publlcatlo¡s, lnc. þ. not.rspPomlqlg for lhç,su-bmb3lo¡

Invæion Of The
Nintendoids
They're here! The official clothing and

equipment for serious Nintendo players.
Order yours today!

Show vour allegiance q'ith
Nintendo Power Patches.

Gear up for the
games in this Nintendo

'**s624.95

3f,ìiir"*$17.95

wirh Ñintendo Pins.

Collect all eighteen.

63,99
Go where the action is rvith the

Z-Bag HD28Q Nintendo
Custom Carrving Case.

2*. 829.95

Take the offensire using the
MPI Video. You'll learn the

secrets of 22 Nintendo

qtrj \ $lg.gi

Keep a back-up Nintenclo
T-Shirt for thosc surprise

attacks.4 Designs irt
l\'lenls/Ch i kl renls sizes.



THE STORY CONTINUES...
In the last lssue of EGM we walked you through the first

two levels of battle ln SNK,s latest powerhouse, p.O.W.!
With the second part ln this special strategy guide you'll be
ableto continue yorr mission through the 

-last 
two rounds,

and bring the fight to the Big Boss waiting at the conclus_
tlon of the game!

Do you have what it takes to btast out of the enemy camp
and.make 

llJo safety? Armed wirh rhis super EGM sirategy
gulde, you'll have everythlng you need to escape their tõr_
turous prisons, and overthrow.the governmenti

POWER-UP TIPS
Remember, the mostvaluable power-up item

ls the Armor, which deflects enemy knlie and
gun attacks. Also, go for the Life power-up
when your energy is low.

Resume
the Flght
on Level

Threo

;

i
I

STRATEGY GUIDE
EiITER THE EiIEiIY WATERS

FOR A[[.NEW COI|IFRONTATIONSI

STAHT THE
FIGHT WITH

20 FREE MEN!
ln your second mission you entered an enemy wateruay

only to be met by knife-wielding scuba divers! 
-euen 

morá
frogmen guard the third level õt pay, .rpport.O by addi_
tional troops that can sustain mufti'pie âtiacfs. úse the
same "turn and attack when they surface,, technique for the
scuba divers, and go after the òther soldiers one at a time
to wear them down.

Use this Super-Secret Power-Up and attack
the enemy head-on with 20 free men! To
accomplish this fantastic feat, enter thc
following combination of moves during the
title screen: Dress 'A', 'B', 'B', UP, UP,
DOWN, LEFT THEN START!

tt

EÉË-1- õo

l-lt-
I .-a-rlI çE'll

hþ ¡ade a
successful smD-
rise attack

Flolr nor¡ on,
r¡e inliltrate
tl¡û enetìy's o{ìt Il¡se "Go ¡he¡rl .B¡r'1 , "

LEVEL ONE

D
LEVEL THREE BOSS

When you get near the end of
the third level, as illustrated ln the
Game Map below, you wlll auto-
matically enterthe elevator. The
scene wlll then shiftto the interlor

MOVE ON . BUT BEWARE!
You may be tempted to run as quickly as pos'

lsible to the goal at the right. This, however, is not

always a prudent move. Since the game does not

scroll as quickly as you move, it often places you

at the eltreme edge of the screen where you are

more vulnerable. You can also keep multiple ene-

mies from appearing by taking things slower'

of the elevator when the third
Boss walts.

To dlspatch thls heavYwelght,
start punchlng when the Boss
approaches. Onceyou connect
with a punch, don't stoP until he
plows by. When You have little
stamlna left, you can also go af-
ter the Boss wlth lumpkicks.

The third Boss occupies a rushing

elevator whích Batt automaticolly en-

ters at the conclusion of the level.

-T-T-Ti-ì--
GU }I

Ð--1-



THE FINAL BATTLE
IS ABOUT TO BEGIN!

After defeating the third Boss, you must set out on the deadliest part of
your lourney! Throughout this level the enemy is more aggresslve and more

difficult to dlspatchl You'll encounter obstacles that will put you ln the line

of fire! Motorcycle man-
iacs that are even tough-
er than beforel The bon-
us rooms are also filled
with more difflcult ene-
mles, including some of
the Boss vlllalns you've
dlspatched in earlier lev-
els of playl

õ
QsJ=
c-9'õt..
o
E

Your lest l¡lission Beginst Sneak past the turret guards by slow-
ly lnchlng forward and keeplng thelr
llne of flre away from your posltlon.
Slnce the guns can only shoot ln three
dlrectlons (left-dlagonal, rlght-dia-
gonal, and down) they're not too dif-
ficult to avold.

Explore the alleys for
moro power-up rooms

BEUIARE 0F iloToRCYCtE oÂilosl

Ltfe

I

I(r.d 
I

I

I

ËËl

HotlT 0i¡ T0 TtlE HllAr coNrR0NTATl0r¡l

i

,_l

t"1

ENEMY SUPER
TANK

After you complele lhe fourth aree,
¡ou wllllace the enemy's super lank,
Thls metal mon8lroslty llree gune
and deplo¡æ troops whlle movlng
back and lonh, K¡ll the exploslvos
lroops and throw the dynamlte lhey
leave behlnd back al lho tank to de-
stroy lt. Remember to slay low on
the scleen and avold enemy llrel

BIG BOSS
Attor llghtlng eeveral troops off ln

e short rrnlnl-round', you wlll llnally
como laco to tace wlth tho mlllery
slrongman who holdean lron grlp on
tho counlry. Thls glant warrlor wlll
use hls advancod mafllal erts skllls
to knock you out. Look out lor hls
superlumpe overhead, and uee thlg
vulnerabllltyto scor. hlts on lhe Blg
Bose when he lands. Vlctory le now
¡ourel



PoLoAoYoEoR

Although the hardware is completed,
Nintendo has put off the release of their
16-Bit Super Famicom until the second
quarter of next year in Japan. This
means that the earliest that gamers are
like to see "The Ultimate Game
Machine" may be Christmas-time L990.

During the recent CES exhibition in
Chicago, Nintendo clearly showed,
through the use of a propaganda film
hosted by Mario, that their intentions
are to continue support for the 8-Bit
Nintendo Entertainment System and
focus new marketing dollars towards
the portable GameBoy and not a 16-

Bitter. After all, they reason, the NES
is still a viable machine with enough
power to play the games we want to see.

In a way, Nintendo is right. The base
for the NES is approaching 20 million
units, which gives the machine a more
than substantial foothold on the
American market. And there are some
vcry good games coming out soon on
the NES like Double Dragon II: The
Rcvcngc, Silkworm and Willow. Even
though thcse games don't possess the
highly-detailed graphics and sound ef-
fects found on the new machines, they
still play every bit as good as some of
the best titles available for the Turbo or
Genesis.

The extra power afforded by the
Super Fami, however, has to be seen to
be believed. Now programmers can
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Steve Harris

NINTENDO IGNORES 16.8IT IN'89

A TALE OF TWO TETRISES
Now that Nintendo has scored the first punch ln the battle for the rights to

the Soviet-designed puzzle game Tetris, it appears that the more playable
and in-depth Tengen version (righ$ will be removed from stores shelves.

produce games that
take advantage of new
high-powered features
like hardware scrolling
and rotation to add even

greater dimensions to
new titles.

Despite a release date
that's been pushed back
into the next decade,

many companies are al-
ready looking at devel-
oping for Nintendo's
latest super system.

While all eyes are now
on the Japanese market
(where the Super Fami
will make its debut)

(Corttiruted on page 78)

You won't see the Nintendo l6Bit Super Famicom, which
plays híghly detailed catts like Super Mario World and Zelda
3, urttil around this time neJct yeor - or maybe even later!



FACT-Fl[E¡
Manufacturer: Data East
Machlne: NES
Cart Slze: 2 Meg
Number of Levels: 7
Theme: Actlon
Dlfflculty: Easy-Average
Number of Players:. I or 2
Avallable: Now

ARE YOU BAD ENOUGH FOR BAD DUDES?
Although it

may look like
a clone of
Double Dra-
gon at firse
glance, Data
East's new

arcade adaptation, Bad Dudes, is
much, much more! While it shares the
same t)?e of horizontally-scrolling
beat-em-up action, Bad Dudes intro-
duces a wide variety of additional fea-
tures that includes Boss attackers at the
end of every area, multiple levels to bat-
tle on within each playfield, and an as-
sortment of power-up weapons that
would make Billy Lee run for cover!

Your goal in Bad Dudes is to rescue
the President from a band of nasty

Ninjas who specialize
in terrorist tactics. It's
up to you to infiltrate
their stronghold and
overcome the Boss
Ninja who's planning
to send the President
away. Before you can
reachthe Commander
in Chief, however, you
must traverse six levels
filled with all kinds of
ninja warriors. Make
it past these guardians
and it's one on one
withtheultimate Boss,

the Dragon Ninja, on
top of a flying helicop-
tor!

Steve Harrls

Battle On Bad Dudes .Always grab up the cola drink
that øre left behind by certain Red Ninjas, This power-
up ìtemwíll replenish lost stamÍna ønd øllowyou to con-
tinue your míssion in a much healthier condition!

POWER.UP!
lmmediately attack whenever a Red Nlnla appearsl These martlal arts
mastsrs wlll release one of four dlfferent power-up ltems when dlspatched,
lncludlng a Clock, Dagger, and Nunchucksl Get them whenever you canl

Clock- Extends time! When you get the Dagger - Provides the Bad Dudes with Nunchucks - The most valuable pow-

clock ertra fime ís added to îhe counten a deadly fonn of attack øt close range. er-ups - especìally useful on Bosses.

T-

The graphics in Bad Dudes are first-
rate, with highly-detailed scrolling
backgrounds presenting a different set

of challenges for each round. All of the

background scenery is colorfully drawn
and animated. The giant helicopter
that carries the last Boss in level seven

fills the screen with roaring rotor
blades while you battle for control of
the President's future.

The character animation, however, is

not quite as sterling as the back-
grounds. The enemy is dipicted in solid
shades of blue and red, with very few

surface details. Both Blade and Strik-
er, your on-screen heroes, appear
faithful to their coin-op cousins, but the

animation and movement of these

characters is slightly choppy.
Despite this minor shortcoming, Bad

Dudes remains a solid entry into the
kick-and-punch-your-way-out-of' any -

thing brand of gaming. The entire
package delivers a constant stream of
challenges and options that remains ex-

tremely. close to the arcade title on

which it's based. The background gra-

phics and sound effects are top-notch
for the NES and help support the en'
tire game even more.
Ifyou're a fan ofside-scrolling punch'

outs, then Bad Dudes won't disappoint.
It captures the same elements found in

the arcade and wraps them up into a

fine looking and well-executed NES

cartridge.

LEVEL ONE
The first Boss is Karnov, the fire-brea-
thing Russianl Ikrnovwill jump over
you and blowlong streams of firewhen
he lands. Whcn he lands on the lower
level, jump to the higher area, and use

foot sweeps to wear him down and keep

him from getting to your position.

LEVEL TWO
A Ninja warrior attacls with razor-
sharp claws at the end of the second
level. Use the nunchucks aggressivel¡
and only back up when the Boss starts

closing in with his long claws. Use
jump kicks if you don't have the nun-
chucls.

LEVEL THREE
The level four Boss uses 

nNinja MagiC'.
After a few moments, the ninja will split
into several "shadowsn. Position your'
self so that when they split, none of the

shadowswillbe on top of you. Kill the

shadows, and run in close for three
quick hits on the Boss and then retreat.

LEVEL FOUH
The third Boss will lean on one arm and

then use a powerful side-kick. Use the
nunchucks repeatedly until he gets

ready to jump and then retreat. If you

don't have nunchucks, jumP on the
higher bill and the tough grywill jump

off the screen. Turn and kick himl

LEVEL FIVE
The fifth Boss is similar to the third,but
is bigger and has a chain in addition to
the claw. Use the same method of get'

ting in close with the nunchucks and

hitting the Boss repeatedly, or use a
jump-kick. This Boss is very aggres'

sive, so watch outt

LEVEL SIX
Your next Boss encounter will be

against a pole-wielding tough gtty.

Since the pole gives this Boss an extra

distance advantage, go to the top level

and stay there to avoid his attacks. To
defeat the Boss, use punches and kicks

whenever he closes in.

ffiåt
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FAOÍ.FIIE
Manufacturer: Technos
Machlne: NES
Cart Slze: 2 Meg
Number of Levels: 1.4

Theme : Action/Adventure
Dlfficulty: Average
Number of Players: I or 2
Avallable: Fall, lggg

Steve Harrls

SAVE YOUR GIRL AND MAKE THE
BAD GUYS PAY IN RIVER CITY RANSOMI

AmericanTechnos is probablyone of
the most famous video game compan-
ies in the world. Don't worry if their
name doesn't sound immediately fam-
iliar, because this blockbuster company

has yet to release a game of their own.
American Technos, you see, is the U.S.
arm of Technos Japan, a development
company responsible for some of the
most popular video games of all time,

including all-time fav-
orties such as Double
Dragon, Double Dra-
gon II: The Revenge,

Renegade, Mat Man-
ia, V'Ball, and more!
While most of these
gaming mega-hits
were originally pro-
duced as arcade titles,
Technos is nowsetting
their sights for the
home market with a

brand new actiory'adventure that car-
ries all ofthe fantastic sights and sounds
that have become Technos trademarks!

Their first entry into the NES sweep-
stakes expands upon play themes that
have proven successful in the past.
Combine Double Dragon with two-
player features and adventure over-
tones and you have River City Ransom!

POWER.UP AND BATTLE ON!
You can lncrease your flghtlng
power by plcklng up any one of
elght speclal weapons llke these...

Tfte- llhenyouthrowthe Brass Knuckles - This Stick - Use this item to Chalns . This pon'er-up
tireítwillbounce across the powerful weapon increases knock the gangs outl It in- acts l¡ke ø whípt When

screenandtakeoutanybad the damage inflicted by creasestherøngeofyourat- used rapídly you can stop
guys it hitsl your punches! tack øs well as the power! your opponent in no timel

iii:¡rrt dtï H

&,#

THE MEAN STREETS...
In River City Ransom you will face nine different gangs, including such low-lifes as the Frat Guys, Home Boys, and Cqwboys.

There are fourteen different locations to explore and plenty of gang turf to overcome. You must also face a multitude of Bos-

ses who have even more powerful abilitiesl

River City Ransom is filled with plen-

ty of punch and kick action, as well as

the standard assortment of power-up
implements that enhance your charac-

ter's fight skills. In addition to these

conventional features, however, River
City introduces you to a variety of shops

where you can buy food, medicines,

and even books! These items increase
your stamina, attack abilities, and even

the types of attacks you can perform!
Before you can purchase anything,

you must fïrst collect the money that
appears each time one of the rival gang

members is beaten into submission (us-

ually accompanied by colorful text on

thc bottom of the screen). Pick up
these coins and cash them in for big
rewardsl

River City Ransom has good graphics

and sound cffccts, but the game really
excels in ths numbcr of options that are
provided. The game also talks you

through with cleverly worded senten-

ces that help cxplain the story. River
City Ransom is filled with options (you

can buy dozens of items) and packed

with action! Great fun throughout!

TAKE OUT ORDEkS - Some of the

items that you buy ín the shops ate "to
go" and can be used at a later time by

ent ering thi s sub -s ueen,

STOP AND SHOP
As you fight your way to victory You

can enter through doorways and into
shops. Once in these establishments,
you can purchase manY interesting
items that will not only increase your

stamina, but in manycaseswill also im-
prove your fighting abilities.

To purchase the different foods,

books, and medicines, you must pick up

themoney that appears after each gang

member is thwarted. Some of these

power-ups, especially the books and

exotic foods, carry heavy price tags, so

it maybe wise to save up Your loott

There ue ?.4 shops in all that sell

everything from cookies to vitamins to
saunas. Most of the food itemswill in'
crease your vitalit¡ while the books in
the shops can be read to learn all new

fighting techniques and enhance the
'power ofyour attacks!
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FACÍ.FI[E:

Manufacturer: Sammy
Machlne: NES
Cart Slze: 2 Meg
Number of Levels: 15
Theme: Shooter
Dlfflculty: Average
Number of Players: I
Avallable: December 1 989

GETTHE HINT!
ULTIMA EXODUS HINT BOOK
Yes, you can save BrlttanlalAll you need ls the Ultlma
Hlnt Book!Thls 64 page handbook of hldden secrets
lets you In on some of the tlps and trlcks that can help
you complete your quest.

Look for the offlclal Ultlma Hint Book wherever you buy
vldeo games. Or- call the number below to order dlrect.

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

' Ma¡l or phone ordors only.

Ultlma@ is a roglstored tradomark ol Flchard Garlotlt MagMaxrM ls a trademark of Nlhon
Bussan Co., Ltd., and both are llconsod by FCI lor play on the Nintondo Entertalnment System@.
Nlnlendo and Nlntondo Enlorlalnmont Systomo aro roglster€d lradgmarks of
Nintendo of Amerlca lnc.

FCIU
Not Just Kld Stuff

Steve Harrls

TAKE COMMAND OF THE TWIN COBRA!
An all-time a¡cade favorite comes

home courtesy of American Sammy.

Twin Cobra, labeled by many coin-op
players as one of the most intense
shooters of all time, has captured most
of the good looks of the original in the
NES version, as well as the pulse-
pounding feeling of all-out war gen-

erated over a dozen waves of non-stop
action and mega-\4,eapon exchanges!

The basic theme of the game (shoot

everything in sight, pick up bonus stars,

and collect weapon power-ups to en-
hance your firepower to staggering
proportions) remains intact, along with
the different options available to build
the abilities of your Twin Cobra attack

chopper. A diversified cast of enemy
war machines, ranging from tanks and
transports to helicopters and bat-
tleships, helps turn up the heat, and all-
new features, like the special invin-
cibility stars, add even more to a shooþ

em-up that has it all!

RED. ROCKETS YELLOW. PULSE There are six different
power-upitems that can

becollectedinÎrinCo
bra as well as two dif-
ferent typcs of Porver

Stars. In addition tothe
weapon 1e¡rhanç¡nentt
tt"ni.n caìÞupäuhd '

a muimum of frve

times) and extrabombs
that are left by downed
transports, you can

change your \peaponry
into any one of the four
gpes of firepower
shown to the left.

GREEN. RAPID BLUE. SPREAD

Fuilsanke¡Communicationslnternational, lnc. l50East52Stroet,N€wYork,NY1OO22Tel.(8OO)255 .l431 lnNYSlate(212) 7538100PhoneCounselingHollln€(312)9680425



Ed Semrad

SPOTLIGHTING THE NEW SEGA RPGs
One of the Sega Master System's

strongest selling points has been the
machine's ability to play extremely
complex role-playing games that con-
tain a high level of challenge. Like
most RPGs, these titles won't stress the
talents of high-action gamers and
shoot-em-up fans, but they contain
more puzzles and require more stra-
tegy than the best RPGs that Nintendo
has to offer.

I-eading the way with the revolution-
ary adventure Phantasy Star, Sega has

subsequently released a number of sim-
ila¡ entries into the field like Y's and
Miracle Wa¡riors. These games pit
you against different tlpes of quests

that mandate the delivery of ancient
jewels, scrolls, and Princesses.

Now that Christmas is rapidly ap-
proaching Sega plans to usher in the
new year with an even broader library
of RPG and actio¡Vadventure hits.
One of the first to appear will undoub-
tedly be the mammoth 4-Meg epic,
Spell Caster (EGM #3). This cart uses

both scrolling action settings and RPG-
style sub-screens to move the guest

along and provide a constant th¡eat to
your mission. The graphics and other
supporting features in Spell Caster a¡e
top notch, and the whole game suc-

ceeds at combining the best elements
of trvo gaming genres to give us the best
of both worlds!

Other upcoming RPGs for the
Master System include Ultima IV.
Another ÇMeg masterpiece, this in-
stallment of the now-famous series of
Lord British sagas begins where the
Nintendo version of Ultima ends. The
cha¡acter progression and promotion
will be familia¡ to anyone who's played
Ultima, and should bring a pleasant
surprise to those hearg adventu¡ers
who have never been e4posed to this
sryle of RPG.

Spell Caster and Ultima also appear
to bejust the tip ofthe iceberg for role-
playrng enthusiasts. More RPGs are
rumored to be in the works, ready to
capitalÞe on the success of the number

one Sega cart, Phantasy Star. With
Nintendo only now beginning to show
thei¡ hrst true RPGs (like DragonWar-
rior), it appears that Sega has flrnally

beaten Nintendo to the punch at some-

thing!

Miraclc Waniors

SpellCaster
Phantasy Star
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FACT-FItE¡
Manufacturer: Sega
Machine: Master System
Gart Size: 2 Meg
Number of Levels: 5
Theme: Shooter
Difficulty: Easy
Number of Players: 1

Available: December 1

Edward Semrad

BLAST THE ENEMY OUT OF THE SKIES!
rffith the exception of Activision's su-

perior shooter for the 8-Bit Sega, Bom-
ber Raid, vertically-scrolling overhead
shoot-em-ups have been virtually non-
existant on the Sega Master System.

rWith the release of Scramble Spirits,
however, it appears that Sega has final-
ly realized that fast-action shooters
playan important role in everygamer's
diet. This cart is a rough translation of
the arcade game that shares the same
name, boasting plenty of ground and
air-based targets in a shoot, shoot,
shoot scenario that's guaranteed to give
even the most advanced players a hand-
ful of blisters.

While it's not anything new, Scramble
Spirits is a welcome addition to the
Sega library that fills a very large void.
It has enough variety and firepower,
not to mention some nasty Bosses

sprinkled between rounds, to sustain
the interest of all shoot-em-up fans.

Borttts points are tallied at the end of
each level depending on perfomnnce.

DESTROY f¿ATIo -¡8'4
E {]NL'S 5€ìOOO PO TN Ts
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FACT.FItE:
Manufacturer: Sega
Machine: Master System
Gart Size: 2 Meg
Number of Levels: 7
Theme: Shooter
Difficulty: Easy-Average
Number of Players: 1

Available: Fall, 1989

and Chicago. This leads to action-
packed shoot-outs with mobstcrs in
hotels, at water ports, and in the man-
sion of the Big Boss himself! Each cn-
counter introduces new characters and
even deadlier Bosses who attack with
everything from knives to grenades!

Dead Angle is an exceptional Scga
translation of the Fabtek coin-op gamc
which was essentially a sequel to the
Romstar arcade piece titled Empire
City 1931. While the games may be old,
and the concept repetitive, the wonder-
fully detailed environment's constant
bombardment of activity help elevate
this game into a whole new category of
shooters.

MrssroN
ACCOMPLISHEDT

Battle reputed gangsters in the U.S.!!!

You begln your flght
ln ltalywherethe En-
rlco famlly plans to
make your stay as
unpleasant as pos-
slblel

Before you can even
check lnto your hotel
ln New York, the
Orazlo famlly atlacks
wlth all klnds of thugs
and snlpersl

The Port of New York
serues as the battle-
ground lor your flght
wlth the Salvatore
famlly. Can you stop
thls gun-totlng Boss?

When you reach Chl-
cago, you must battle
the Vlncent famlly,
headed up by thls
knlfe-throwlng end
Bossl

ln the halls of the Blg
Boss'manslon, you'll
dlscover a grenade
throwlng underllng of
the deadllest mob-
ster of them alll

Steve Harris

TAKE AIM AT THE BIG CRIME BOSSESI
Dead Angle puts you in the shoes of a

CIA operative with a suicide mission.
You've been assigned to round up the
most notorious mob families from
around the country and use whatever
means are necessary to bring them to
justice. You've been given a full-auto-
matic machine gun to enforce your au-
thorit¡ as well as a license to kill if these
kingpins don't come clean.

Each level of play is divided into two
segments. You must first holdyour own

against a seemingly countless stream of
gun-toting thugs and henchmen who
dart out from every corner of the
horÞontally and vertically scrolling
screens. Hunting down and stopping
the Boss villain of that area must then be
done in order to progress to the sub-
sequent levels of play.

Since the play environments are larg-
er than the screen itself, you must use
the multi-directional prompt that ap-
pears in the center of the playfield to

steer you toward the active areas. You
can also shield yourself from attack for
a few moments by using the "cover-up",
option that let's you avoid getting hit by
enemy gun fïre. Doing this can save
precious health, but when it's done,
bullets are slowly deducted from your
reserves.

You begin your battle in Napoli and,
using leads that you acquire from the
crime lords of ltaly, return to America
to take on mob families in New York

FIRE IN QUICK
BURSTS TO
CONSERVE

YOUR AMMO!

POWER.UP

HEALTH AND WEAPONS
Throughout the course of play, two different
power-up enhancements will appear. The white
medicine chest enables you to recover valuable
health that's lost when you sustain injuries. The
machine gun adds much-needed ammo to your re-
serve supply. To capture these power-up items, lo-
cate them in your sights and fire away! The benefits
they bring will automatically be tallied onto your
meters at the bottom of the screen!

BLOW THE BOSS
AWAYI

Take alm at the ruthless
Boss, but be carefulnotto hit
the girl in the processl

ù"i

)

i.\ t
61

It takes a steady hand and nerves of
steel to eliminate the Bíg Boss'hench-
men! Lead the bød guys with your
sights andfîre awayl
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ATARI

ADVENTURE
David White

CONQUER THE INVADING XENOPHOBES!

Marching straight from the arcades
and into your Atari 7800 and XE game

systems, comes the classic Bally quar-
ter-munching monster, Xenophobe.

Cast as an intergalactic exterminator,
your mission is to infiltrate the human
moon bases and space stations that
have been overrun by the Xenophobe
invaders. With gun in hand, you must
search through the multiple levels of

each outpost in an effort to eliminate
an alien infestation that's run amok.

Your enemy is a varied collection of
slimey tadpoles and roly-poly balls of
teeth that have one thing on their
mind: chewing you to bits! You can
ward off their attacks with any one of
the different weapons left behind from
colonists who were not as fortunate as

yourself! These power-ups include a
Laser rifle, Lightning
Rod, and the dread-
ed "Poof'gun. Food
and other beneficial
items can also be lo-
cated within the
deserted stations.

One of Xeno-
phobe's most unique
features, however, is
the ability for two
players to explore the
hundreds of screens
in this game from

completely separate perspectives.
This enables you to work in tandem
against the tentacled terrors or you
have the option of venturing off and
zapping the monsters solo.

Whichever wayyou play, Xenophobe
dishes up some of the best action Ata¡i
has ever seen. A good translation of an
all-time classic coin-op!

WNX:
AN INTERVIEW WITH

THE MEN BEHIND
THE MACHINE

By John Jermaine

EGM: How did this project actually
begin?
Needls In August of 1987, R.J. and I
went out to lunchwithDave Morse (the
Chairman and CEO of Epyx). We all
went down to this little cafe, nearR.J.'s
place, that sits on the side of a lagoon.

The scenery was beautiful, the weather
was perfect, and half-naked women

were all around us. In case you haven't

been here, that is the California version

of paradise. So during the course of
this great meal, we talked about de-
veloping an incredible new gaming sys-

tem. It would be totally portable and

unlike anything currently on the mar-
ket.
Mical: Then I asked the question of the

hour: Who's gonna pay for lunch?

Morse said "I'll pick up the tab if you

design'Handt' for me." We agreed to
his terms and that was that. So both of
us rushed home, packed ourbags, mov-

ed into the office, and here we are to-
day!
Needlq We also thought working for a

software company might bring a few

Gauntlet 3
combínes a
maze adven-

ure like the

origìnal ar-
cade versiott

with all-new

ftrst-person
perspective

anintation!

babes our direction as well.
EGM: Did it work?
Needle: Well, at least we got a free
lunch out ofthe deal.
EGM: What are some of the features

of the Lynx?
Needle: You initially notice the mach-
ine's 3 t/?j' color LCD display, the 2'
diameter speaker, and a series of con-
trols. These controls consist of two fire
buttons, five function buttons, volume

and brightness controls, and a thumb
joypad (which closely resembles its

counterpart on the NES). The
machine can be powered by six ordi-
nary "4,{" batteries. Different ports
allow you to use headphones (for
private listening), an AC power adapt-
er, and a special multi-player option.
The unit itself measures out at a mere

4ll2'xL0L/2" x|714".
Mical: The Comlink feature really
hasn't demonstrated its full potcntial
yet. We'vg had four players competing
in a single game, but the hardware sup-

ports up to 16 users at a timc, EPYx is

currently developing a road race that
should be on the markct by Christmas.

Sixteen players will be able to link their
systems togcthcr and compete against

each othcr in thc race. It's also inter'
esting to note that a single cartridge

brings the game to all of these units. In
othcr cases, the maximum number of
players is determined by the software

itself.
EGM: What microprocessing chiPs

were incorporated into the sYstem?

V/hydidyou select that particular num'

ber of chip to power the sYstem?

(Cotttinued on Page 76)

(Ed. Atari's new portable Lyw game

system is truly an exceptiortal nnchine,
even beyond its full-color garne sueen.
Whíle Atari continues to court develo'
pers wlto are interested in the ntachine,

we sent speciøl repoñer lohrt fennaine,
a veteran of the electronic ganúng in-
dustry, on a special nission to locate
ntore ínþnnation about this lean
nnchine and lhe desigters who bttilt ít.

Late in '88, I started hearing about

something called the "Handy Project".

During those days, I had the following
information to work with: (1) Epyx was

developing a new hardware entertain-
ment unit, and (2) the two creators of
the system had also been members of
the Amiga design team. Now this was

defintiely exciting news, but whywould
anyone want to produce another game

machine? The Nintendo Entertain-
ment System (NES) had already estab-

lished itself as the king of home video
game systems, while other units were

rumored to exist. If only some of those

rumors were true, Epyx would have a

difficult time competing with what

sounded like three similar products.

After playing with their unit a while, I
can honestly say that the "Handy Pro-
ject", now kno\ryn as the Lynx game sys-

tem, is in a class by itself. I recently

talked with Dave Neekle and R.J. Mi-
cal (the two designers of the system)

and they told me all about their new 16-

Bit machinè, how it came into exis-

tance, and all of the incredible things it
can do.
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TURB0 GHAMP tÍ
Davld White

TURBOGRAFX EXPLODES WITH GAMES!
Although much excitement has been

generated by the new breed of 16-Bit
and hand-held game systems and the
technology they employ, all eyes are
turning toward the software support
that makes the machines run. A video
game system is only as good as the
games it plays, and without a fresh as-

sortment of action, adventure, sports
and arcade titles, even a3ã-Bit system
would find trouble being successful.

The one system that stands above the
crowd in this respect is the TurboGrafx
from NEC. While the other game ma-
chines are scrambling to develop new
titles that fïll the bill, NEC is merely
adapting eústing game cards that cur-
rently run on their popular P.C. Engine
game console over to the TurboGrafx.

The P.C. Engine and TurboGrafx are
essentiallybuilt around the same hard-
wâre. Except for their outward ap-
perance, the TurboGrafx and Engine

are absolutely the
same. This makes it
possible to transfer
P.C. Engine games

over to theTurbo with
ease. It also expands
the library of potenti-
al TurboGrafx games

to nearly 100!

With this in mind,
NEC has set out to
aggressively pursue the American li-
censing of P.C. Engine software like
Legendary.dxe and Victory Run with
which to launch the system. The com-
pany plans to develop heavily for the

Great graphlcs and play -,lust llke ln the arcadesl

Blazing Løzers catapaults you into an all-out space war
agaínst alien shíps packed with awesome lirepowerl

There's

sr¡ll
time
to
prep0re
your
nervous
system.

3'T^r

unit in the U.S., but until those projects
work thei¡ way through the develop-
ment process, NEC intends to supply
Turbo owners with the best that Japan
has to offer!

I
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Pac-Land
The higher energy video gome system.



As of this
writing NEC
has 25 games

slotted for re-
lease. These
include pre-

viously announced titles like Victory
Run, The Legendary Axe, Vigilante
and Alien Crush as well as newer cards
like Galaga '90, Pac-Land and Final
Lap Twin. A complete listing of the
TurboGrafx cards and CDs due to
release in the months to come follows:
Dungeon Explorer - Actio¡r/adventure
game with RPG overtones. Up to five
people can play with the TurboTap.
China lVarrior . Kung-fu kick-em-up
that uses extremely large characters.
The detail is e*raordinary - you can
even see your hero bleed from his
mouth as he gets beat up!
Power Golf - One of the most com-
prehensive golf games we've ever seen!

Smooth scrolling and detailed scenery
add to the excitement, and a variety of
courses add to the challenge.

Blazing Lazers - The
ultimate space shoot-
er! Nine levels of pul-
sating aliens, advanced
\ryeaponry, and enor-
mous Bosses! A total
blast from start to fin-
ish!
Dragon Spirit - Be-
come a winged serpent
and destroy the evil
that has invaded your
land! Hard-hitting ac-
tion with power-ups,
Bosses, and more.

Fantasy Zone . The classic Sega shoot-
em-up appears on the Turbo in all of its
pastel beauty!
World Class Baseball - Plays a good
game of baseball and has several fea-
tures that aren't found in other simula-
tions.
R-flpe - The legend has never looked
better than on the Turbo! All eight
levels of monstrous playgrace this four-
meg masterpiece!

CD-ROM technologies meets lÇBit graph-
ics and sound wíth the TurboGrafx-16 CD-
ROM and Interface Unit. Wth iltis urtityou
can not only enjoy enhanced Turbo games
that feoUre voíce and real sounds, but you
can also play regular CDs and the new Grø-
phics CDs lhat features audio and video out-
put!

Galaga '90 - Originally called Galaga
'88 in the arcades, this superb space
conflict loses nothing in the translation.
Deep Blue -Fight mutated alien fishun-
derwater in your Angel Fish gunship.
Final tap TTvin - Race against a friend
or the computer with your own indivi-
dual perspectives of the track! Adap-
ted from the Namco coin-op.
Pac-l¿nd - Pac-Man has never looked

Galaga'90

Side Anns
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Deep Blue

(Contínued on page 78)
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FACT.FI[E:
Manufacturer: NEC
Machine: TurboGrafx-1 6
Cart Size: 3 Meg
Number of Levels: N/A
Theme: Action/Adventure
Difficulty: Average-Hard
Number of Players: 1-5
Available: December 1989

STORY
It is a da¡k time for the land of Od-

desia. Once a peaceful and harmon-
ious place filled with prosperity, Od-
desia has fallen into the hands of alien
renegades who have unleashed their
evil powers against the people. They
have set out to recover the mystical Ora
stone that has the abilityto control the

minds of entire worlds!
Before the aliens could unleash their

monsters and steal thê stone, however,

abraveman sawthe danger and hid the
mysterious gem. In their quest to un'
cover the stone, the aliens became mas-

ters of the dungeons and aimed their
aggressions at the people of Odde.sia.

Nowthe King of Oddesia has made a

desperate plea for someone brave

enough to stop the aliens and find the

stone. The battle wi[ be long and hard,

lilled with perilous traps and surpri-

ses. For one mighty adventurer, how-

ever, the battle hasjust began!
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Marty Lucas

Dungeon Explorer cleverly blends

together elements from many differ-
ent games, ranging from RPGs to ac-

tiodadventure contests like Gauntlet.
Along the way to reaching the ul-

timate evil, Natas, you must search the

ruins of Oddesia for weapons, food

and other power-ups that increase the

overall performance of your charac-

ter. You also need to locate shops and

other gathering places to receive clues

from shopkeepers in the know.

Outstanding TurboGrafx animation
and sound, five player simuttancous

capabilities and a fast-action RPG

theme add up to solicl viclco gamc fun!

BOSS CREATURES
Each lcvcl of Dungcon ExPlorer is

defincd by r:ncot¡ntcrs with Boss mon-

sters. Thcso guardians of Natas will
attack you rclcntlcssly with all types of
wcapons. Always use Your enhanced

offcnsivc abilitics against these nasty

crcaturcs.

TALK TO SHOPKEEPERS
During your battle to ovcrthrow thc alicn in'

vaders and return thc Ora stono to thc King of Od-

desia, you must visit thc shopkcc¡rcrs who hide un-

derground. Thcsc pcoplc will givo you valuable

clues to help You on Your c¡ucst.
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FACf-Fl[E¡
Manufacturer: NEC
Machlne: TurboGrafx.l 6
Cart Slze: 3 Meg
Number of Levels: 9
Theme: Shooter
Dlfflculty: Easy-Average
Number of Players: 1

Avallable: December'89

ENHANCEMENTS

Shleld -Thlsguardsyour Homlng Mlsglle . Laun- Flrepower-Workslntan- Multl-Body - Adds up to
flghter from allen attackl ches a flurry of gulded dem wlth your wsapon two optlons to your maln
Store up several shlèld mlsslles toward the on- by lncreaslng your pow- flghter whlch follow your
enhancements for mad- comlng allensl er. Can beverypowerfull . movementsand lncrease
mum protectlonl Your flrePower.

REMEMBER - You can only use one enhancement at a tlmet lf you swltch ltems, you wlll lose your prevlous powert

lt

I
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Steve Harrls

BLAZE YOUR WAYTHROUGH THE GALÐff!
Until R-Type arrives a few months

from now, the sure thing for shooter
fans on the Turbo will be Blazinglaz-
ers, an intense intergalactic conflict
that is loaded with some of the best
graphics, sounds, and interaction ever
seen in a home video game.

The goal of the game is simple
enough: blast your way through nine
levels of enemy attacks, cargo ships,
and Bosses, to reach the super Boss at
the end of your journey.

During the battles that you wage, you
can retrieve a number of power-up op
tions (see opposite page) that will en-
hance your defenses, change your
primary lazer charge, or increase the
strength of your shots. As certain wea-
pons are porffered-up, their pattern and
intensity will be altered and become
even more destructive!

Blazing Lazers boasts spectacular
graphics, sounds, and background mu-
sic which further enhances the already
outstanding game play. The game

characters are highly detailed and sha-

ded, and fight over equally sharp back-
grounds that zip by at lightning speeds!

The Boss attackers, however, make the
most itn-
pact, with
superships
that fill the
huge area!
Facing off

with these monsters is enough to make
even die-hard veterans of video game
wars cringe in terror!

The only fault that could be found
with Blazing Lazers was the degree of
difficulty at which the game progresses.

While beginner and novice players will
have their hands full through the mid-
dle rounds, players who are familiar
with shooters like this one should have

little trouble reaching the final stages of
the game. The last level is incredibly
difficult - almost to the point of being
unfair. If you lose your power-ups in
the final round, it becomes next to im-
possible to complete the level and fin-
ish the game.

Other than this critism, Blazing
Lazers is a fast-action shooter that
rains enemy invaders upon you with a

relentless intensity. Although ad-
vanced players may find the challenge
a bit on the easy side, the flashy looks

and explosive sound effects are well
worth the price of admission.

POWER-UP OPTIONS
Throughout tho course of play you wlll have the oppor-
tunltyto select one of four dlfferent weapons that appear
ln speclal power-up capsules. Flnd out whlch one l8 rlght
forthe area you are ln and lncrease lts strength by captur-
lng more capsulesl

NUMBER I. PHOTON BI.ASTER

NUMBER II. DECEPTOR WAVE

NUMBER III. PI.ASMA LAZER

NUMBER tV- RING BLASTER

\l

. rr, :rlt r (lt I ,rr

CAN YOU DEFEAT THESE
SUPER BOSSES?I?

At the concluslon of each level, you wlll face one of
the Boss attackers. Be carefull Some of these ln-
vaders mutate lnto other creatures and present
new threats lust wheli you th¡nk they're gonel
Once you reach the nfnth level, many of the Bos-
ses must be faced agaln, along wlth the super Boss
behlnd the lnvaslonl

Durlng the llrst lew levels
ol play, you will como up
agalnst the Trlclope, whlch
soparalos lnto lhreo plc-
cos, and lhe allen space
statlon whlch flres hlgh-
powered lasers out of gov-

eral tubesl Now tako on
these Bossesl

BossS-Separateeand'
,llles lassr beamsl V

Bo¡s4-Solderadvanceg
and splts eiraller spidersl )

Bor¡6-Boulderbrcak¡^
op.n to rcvcll two dragonsl )

BossS.Allen mutenl. Hoad
(eeparatc aflü scvcr¡l hlls.

Boss 7-Armorod allen drlflg

{roroae ecreen whlle llrlngl

:;l ;l ($)
;\

,I
!(
L
:\

i\

i\{\

Blezlng lczot¡ ls fllled with su¡er

gr¡Phloc, roündc, cnd weaponst

Fþ over onorry bctlls crulsers cnd

ong¡gô tho onerny ho¡d-on ln one

of tha most lntsßo shooterc ovetl

<å\¡ î':
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David White

THE MASTER SYSTEM LIVES ON!
Unlike some game companies that

have upgraded their hardware and left
their customers hanging, Sega is taking
a very generous approach by offering a
special Power Base converter periph-
eral that will enable the loyal legion of
Master System fans to play the current
8-Bit Sega library on the advanced ma-
chine.

The Power Base is expected to retail With the Power Bøse convefter, the l6Bit Genesis can access the machine's &Bit
in the neighborhood of $39.95 when it Z-80 andplay Master System games as well as Genesis titles likeAltered Beastl

debuts sometime in December. The
device basically acts as an interface be- the same housing! Genesis, you can play all existing Sega

tween the 8-Bit game cards and carts The Power Base Convertor plugs into 8-Bit games, including the Segascope

and the Genesis mother board. In ad- the top of the Genesis, accessing the 3-D games.

dition to the 68000 processor that runs machine's computer brain through the Bravo Sega! The Power Base is easi-

the 16-Bit games, the Genesis also has same port that cartridges are loaded ly affordable and shows your true spirit
aZ-S}processor(thesamekindfound into. WhenthePowerBaseisfirmlyin by supporting the players who have

in the Sega Master System) that shares place and locked down on top of the supported you!

NEW GENESIS GAMES?I?
Anumber of new games have been announcod lor the Sega
Msge Drlvo, tho Japanese cousln to Amerlca's Genesls, and
lheymay bo comlng thls way someüme soonl Even lhough
they have differ€nl names, both leB¡tters ehare a common
68000 processor end hardware system which makes Mega
Drive games ossentlally compatlble with the Geneslg. New
carts include Gurse by MicroNet , Hoav:f Unlt from Toho'
Alomic Robo-l(d lrom Toleco, Alr Diver lrom A¡mlk' Fiery
Vlolence by KHB, New Zealand Slory lrom Tallo, Super Fan-
tasy Zone lrom Sun, Felios by Namco, Ornega Fighler from
Toleco, Raynos lrom Messlah, and Basketball, Pea+ock
KIng lll, Sorcerlan, Super Stealth, Golden Axe, Moon Oan'
cer, Drgam lsland, Truxton, Outrum &D, Galaxy Force,
Power Drift, Turbo Outrun, Monster L¡lr, Gain Ground, Last
Suruivor, Dynem¡te Dux, and After Bumer ll all coming lrom
Saga. Many of thess games are VERY lmpressfue graphl-
cally and heve lnterost¡ng gâme play. With such a large
volume of carts comlng, the Genesis looks better than everl
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VIDEOCASSETTE ON:

For Nintendo* Compat¡ble Games
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:

*
*
*
*
*
* ofyour

gartnles
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ale nol in ány way fsspohbiblo fof éontont 0l he tape 0f he pacl(aging.

'C¡nadr ordrs 6dd 5.c10 ld shipolng & hsndl¡ng.
'All othrr Fdohn cønùl'C6nade ordffi sdd |5.@ lor 3h¡øtn0 t hsridling.

'All olhciFdolgn counùiæ add ¡10.(þfd 3hlpp¡no & handling.

FUû,ON VIOEO lt . .tly¡l,É/a ol FUSKN ,HOUStflÉlg, ,¡VC. t A6A

Q rnaorwrs, m
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* EDorrble Elragon
* lron Îänfr
.* Slrrron's Qrest

Rannbo
Blaster
Conlra

fïaster

}'letal Gear
Llfe Force
PIu,s 16 tnore
favorAte wfdeo
featt¡lred,,

#2884 Approx. 60 mln. ONLY E19.95

t0 0n0Gn, pþrla lônd ôæk monoy ordor or crodl csd Ino ct!h) þ:

I 721,1 go. Otk Park 

^vo. 
- Dept. EG905 - Tlnloy Park, lL 60477

ALL CAASETTES ARE VX8 ONLY.
l-00O.C30-77t0 lntldo llllnols 312-532-2050

Clty 

- 

Sltle 

- 

Zlp 

-

fi¡i,ä'll'f ,ss4 ì
frlll my crodll cord: o Vl!8 o Mastor Chargo

Accounl Numbor Exp¡ration Dals

Authorlrùtlon Slgnalure ol Cardhold€r
Vldoo Cossotlo Total $

Shloolno & Handllno $4.50'

TOTAL Amounl $
lllinols rosldgnlg

add 7?o salos tu.

To Order Your Video - Gall TOLL FREE:

1'800.338.7710
NO C.O.D. ORDEFÌS PLEA,SE.
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i¡rstallations to
progrcss to thc
ncxt lcvcl o[ play.

Makc it past thc
lìrst wavc of chal-
lcngcs and you'rc
thrown into thc
"Siclc Vicw" mis-
sion that conrcs

closc to duplicat-

ship. Vl/atclr out for lhc lascr b<:attts atul ¡towar ults! unnor! Titrg<tl tlre lurrcl, awid its J'ir<:, arul blow il awa¡'!

FACT.II[E:

Steve Harris
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LEVEL SELECT MODE

colrFlg.nnrlot tge

'l'hunrlcr !trrcc ll is a tough titlc, with
ninc lcvcls ol'glrrrc aclion scrcanring
¡rcross lxllh ovcrhc¡rrl ¡rncl sidc play sc-
(lucnccs. (iclting fronr bcginning t<r

cncl in llris shotll-oul is a lruc tcst of any
garrrcr's ahilitics.

Thcrc is ir s¡rcci:rl nlcnu scrccn buih
right into lhc glnrc, lurwcvcr, that will
lct you atlv¡rncc to higlrcr lcvcls o[ trat-

tlc and dcsign your own gamcs!
All you havc to do to cntcr this sub-

scrccn is holcl thc'A','B', and'C'but-
t<¡ns whilc turning on thc (ìcncsis.

Kccp thc buttons prcsscd ancl push
'Start' <lncc thc titlc scroon appcars.
You can now.solcct your starting lcvcl
(1--5), thc clifficulty, antl sclcct othor
options as wcll!
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WARP INTO BATTLE WITH THUNDER FORCE II
Thunclcr Forcc II, dcvclopccl by

Tcchno Soft, marks thc cnfry of thc
high-spcccl shootcr for thc (ìcncsis

ganro systcm. Thuntlcr Forcc uscs

many standarcl shoot-cm-up fcaturcs
ancl rclics hcavily on thc n'¡achinc's sr¡-

pcrior l6-Bit graphic ancl souncl

abilitics to proclucc an intcrstcllar c<lm-

llat gamc of un¡raralcllc<I nragniludc
ancl intcnsity.

Thc play action in Thu¡ldcr Fr¡rcc II
is cliviclcd into two scparatc typcs. Thc
"Top Vicw" missions supply an ovcr-
hcatl vicw o[ tho battlc, with your shi¡r

¡rcrnrancntly positioncd in tho mitlcllc
of thc scrccn. You control thc scrccn
scrollingancl clircction of thc lantlsca¡rc

undcrncath. Whilc in this nrotlc you
nrust scck out scvsral ground-basctl

$I SGÍNE

ing thc fccl of R-Typc, with plcn(y of
targsts ancl hugc alicn Bosscs waiting at

thc cnd ofcach lcvcl.
'I'hunttcr Forcc ll is a highly challing-

ing gamc with intcnsc gra¡lhics antl
garnc play that is uncc¡ualccl by sinrilar
farc. 'Ihunclcr Forco is a ntust-havc for
all shootcr fans, antl a rc¡narkablc cx-

amplc o[what thc (ic¡lcsis ca¡r clt¡.

wryHs
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SIDE.VIEW SUPER BONUS '¡&#',,.N'''' I

Instcacl of c<lnl'rrlnli¡rg lhc crrcrrry l¡cltl.on wilh your g,uns, try
thcpac:ifistirpprttitchantl:tvrlitll]¡cirlic¡trlltslittt¡¡ltl.f)tln'tfirc>
on thc bacl guys through thc cnlirc roulrtl irrrtl tkrtl¡¡c tlrcir llullc(s
ancl bcams until you rcach lhc Boss. Alllck lhc lklss ¡ts you nor-
nrallywoulcl and you'll lìncl a sccrcl lronus ¡rrv¡rrtl ol'.5(lf l,l)f l0 points
staring you in thc [acc!

SUPERCHARGE YOUR SCORES
WITH QUICK COMBAT BONUSES

At the end of every round,
once the last base is destroyed
in the overhead scenes and the
Boss is defeated in the side
scrolling screens, you can
receive bonus points depend-
ing on how rapidly you
eliminate the aliens forccs.

ltttl lÉa¡lt
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GAMEBW-

David White

Now that GameBoy has finally ar-
rived, everyone is discovering what it
can do and what kind of games it plays.

Although action games liké Super
Mario Land and Alleyvay are sure to
get most of the attention until third-
party software starts flowing closer to
Christmas, one of the machine's more
unique features is the Video Link cable

that allows you to connect two Game-
Boy's together for player-versus-player

action.
The Video Link is a 5 foot long cable

that plugs into the expansion port on

h

GO HEAD.TO-HEAD WITH THE VIDEO LINK!
¿-¿_.rGr.",*-__l>/- '¡Rt 

-----\

Tetrig Tennis and Baseball are the first games to use the Wdeo Link peripheral.

Othertwo-pløyertitlesinclude NFLFootball (Konami) andBaseballKd (Ialeco)

Boy and then ferry play info back and
forth between the two units. Each play-

er is given his own perspective of the
game, with the action on one screen

duplicated on the linked screen.

Currently there are only three games

that will work with the Video Link sys-

tem. Both Tetris, which comes with the

main GameBoy package, Tennis and

Baseball supply nice two-player simul-
taneous options. These two titles,
however, appear to be only the tip of
the iceberg when it comes to Video
Link-enhanced games. Most manufac-

turers are concentrating their efforts
on translating existing two-player
games or modifying older coin-op titles
to accommodate the head-to-head fea-

ture. This type of enhancement won't
always make the two-player GameBoy
games any better, but it will expand the

number of available options.

One cart that we've played was mar-

kedly improved with the Video Link.
When two gamers go against each oth-

er in GameBoyTetris, the lines that are

deleted from one player are added to
the opponent's screen! This makes

skillful dropping of blocks even more

essential and helps bring all-new fun to
an already addictive game!

tg¡ ll!"*ï'ï":i
lHtoH i above the vol-

I umË utal' Dutn

I L r r{ãrl| ends of the Vid-
E! eo -urnx prug rn-
Il * I to each Game-
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NEW GAMEBOY TITI-ES
ON THE WAY!

Nowthatthe GameBoy hasfinally been released and
ls ln clrculation, thlrd-party game-makers are now
starting to unveil their own hand-held surprlses.
Here ls a list of upcoming titlesl
Amazing Spider-Man (LJN) - Become Spideyl
Baseball Kid (Jaleco)- Comical baseball.
Beetlejuice (UN) - Based on the animated cartoon.
Castlevania-The Adventure (Konami) - Side-scroll-
ing action/adventure featuring great play.

Ghostbusters 2 (Activision) - Based on the movie.
Golf (Nintendo) - GameBoy version of Golf.
F-i (Nlntendo) - Racing game.
Freddy's Nightmare (LJN) - Take on Kruegar!
Hyper Lode Runner (Bandai)- Enhanced version of
classic puzzle game.
Karateka (Bandai) - Based on the computer game.
Lock -n- Chase (Data East) - Classic coin-op.
Motocross Maniacs (Ultra) - Drive your bike over
various hazards in record time.
NFL Football (Ultra) - Licensed by the NFL
Plnball Speclal (Jaleco) - GameBoy plnball.
Revenge of the'Gator - Super Plnball (HAL) - Pin-
ball action against alligators in fourscrolling screens.
Shanghai (HAL) - The ancient tile puzzle game.
ln addition, close to two dozen more games are in
development including Pachinko (Coconuts), Saga
(Square), Death Ball (Kemco), Battleship (Youth),

?uzzle Boy (Atlas), and Mr. Asmik World (Asmik).

GameBoy pays homage to the count-
less brick-bustin' paddle games with
Alleyway. You maneuver a paddlc
along the bottom of the scrccn, clcflcct-
ing a renegade ball off of thc blocks
positioned along thc top half of thc
playfield.

Alleyway is comprised of cight
rounds or brick configurations. Each

round is separated into three diffcrcnt
levels that include horizontally and vcr-
tically-scrolling walls. After breaking
down the three screens full oftargets, a

bonus round (shown to the right) will
materialize and you'll be armed with a

special power ball that breaks through
multiple layers of blocks!

TllIRTY.NilO
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Bo>ode is a puzzle game unlike any
other. This upcoming cart from FCI
uses very basic and easy-to-learn play
mechanics to produce one of the most

maddeningly addictive challenges to
come along since the Rubik's Cube.

Bearing a close resemblence to the

Soko-Ban computer game, Bonle
casts you in the role of a frustrated
warehouse worker who's out to win the

love of a beautiful babe who's playing

hard to get! Before Bonle can con-

vince his sweetie that he's the one for
her, however, he must firstwork hisway

out of a warehousc th¡¡t's lor¡tlcd with
misplaced packagcs. You conr¡rlctc a

room by skillfully moving thc lnxos
scattered about in cach rotlnl b¡¡ck to
their proper placcs. Whik¡ this sountls

easy enough, it bccomcs prttgrcssivcly

more difficult with scrccns thut rcquiro

dcductive skills that would make Sher-

lock Holrics look like a moron.
Bonde docsn't havc scrolling scrcons

or high-action battlcs, but it docs have

cn<lugh challcngc to fìll a dozcn games.

A groat GamcBoy cart that guarantees

nrany solid hours of play.

Èo.ol-09ooôô

Move the boxes... ...o,t lop of tlrc dots!

BqXXr Ê

¡rotõn

Check it out!
Save Bo:arcl's heañ!
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(Contínued From Page 63)

Califomia Games, which comes pøck-
ed as part of the Lyw packøge, is the
best versíon of the Epyx classíc.

Needle: First of all, consider what we
were trying to accomplish. R.J. and I
developed a sophisticated silicon en-
gine that rapidly updated graphics on
the screen, generated incredible 4
channel sound, and did all'kinds of in-
credible stuff. So we had the engine,
but needed something to drive it. So we
picked what was clearly the highest
performing CPU (Central Processing
Unit) in a certain size and price range.
And that was the 65CO2.
Mical: Some people believe it's less of
a processor that the 68000, for example.
That series of chip was used in the Am-
iga, but it wouldn't make our machine
do things any better. In fact, it would
lonlymake the unit larger and more ex-
pensive. It's also harder to write 68000
code, so we definitely made the right
decision.

Here's some additional food for
thought. Our sprite engine (that cre-
ates the graphics for the Lynx) is easily
20-30 times more powerful than the
Amiga sprite engine. The CPU, which
controls the game logic, enemy intel-
ligence, and stuff like that, is the same

one found in the Commodore 64. But
our microporcessor runs at a clock
speed four times faster than the 64. In
case you haven't heard of the term,
clock speed tells us how many frames
of graphics come up every second a
program runs. On most systems you try
to produce 60 frames of graphics per
second. When that isn't possible, the
programmer can't achieve 60 frames on
the Lynx, he can run things at 59.9

frames per second. Yes, we can actual-
ly customize the frame rate of the unit.

Electrocop is a combination action-
adventure-shooter thøt Íeotures multi-
scrollinghallways and lots to do!

Put all of these elements together in a
case, and you definitely have a "killer"
machine.
EGM: I see your system can display
4,096 colors (the same paint palette as

the Amiga). Why did you put so many
colors into such a small unit?

"lyrtr progrcmm¿Ít 0!n rho produoa un-

llmltcd lprltcl (lt lry ¡hcn lha) for
lhclr grmcr. ln oth¿r yor¿r, you o¡n

hrvc rny numb¿r of mwlng objcctr on

thc rcrccn, lnd thry o¡i bô ¡r l¡rgc
¡t you y¡ît lh¿r¡ to b¿.d

Mical: Why not? Any game machine
that doesn't possess that many colors
these days doesn't have a future.
Needle: Just this morning,I went down
to Epyx's test lab. As luck would have
it, they had the same space game run-
ning on a number of systems (the ST,
C-64,IBM, Amiga, etc.). An¡vay, one
version of the program looked better
than all the rest. And it just happened
to be running on the Amiga. rrt/hy did
it look so good? The presence of 4,096

colors allows you to generate striking
scenery, beautiful explosions, and fan-
tastic3-D graphics. That's what every-
one wants, and that's what we're going
to give them.
Mical: We actually settled on using
4,096 colors because the LCD glass has

limitations in its drivers. Dave and I
thought about adding more hues to the
palette, but that simply wasn't possible.
Incidentally, the Lynx has a resolution
of 160 horizontal by l02vertical square

Lyrtx's Rampage Defuxe is a s ouped-up
version of the oiginøl arcøde classic
thøt features side-scrolling landscapest

pixels. It can also display 16 different
colors at any given moment.
EGM: Would you tell me about the
sound system employed by the L¡mx?
Needle: It can go E-E-E or OW-rff-til
and sometimes plink, plink, plink. On
a serious note (no pun intended), each
of the four channels contains an 8-Bit
digital-to-analog converter. When all
is said and done, the unit produces an
amazing assortment of algorithmic
sounds and also plays back perfect digi-
tized speech!
EGM¡ How do Lynx cartridges com-
pare to other video game cartridges?
Mlcal: That's a difficult question to
answer. I get amused when people ad-
vertise their 1 meg games and 2 meg
games. In realit¡ the/re talking about
the number of bits in the code and not
the number of b¡es. So they make
their product sound better by saying
the cart features a 1 meg game, instead
of refering to it as a 128K of code
(meaning 128K bytes rather than 1

megabit). Our cartridges can store up
to 2 megab¡es, or using the
competition's terminolog¡1, up to 16

meg! The Lynx uses card-sized game
packs similar to those found on the
TurboGrafx and Sega Master System.

EGM: Is it possible to interface your
system with the average television set?

Needle: The Lynx wasn't designed to
perform that task. In fact, it would have

limited the machine's capabilities,
while defeating the purpose of the unit
in general. I envision children on long
drives, happily playing video games for
hours on end. Other people will use

our unit in the air, on the water, at pic-

nics, and on the beach. V/e want the
dedicated game fanatic to take the sys-

tem ever¡'where he goes. Sure, anY-

thing is possible. But we have no plans

to modify'our design.
EGM: Would you tell me more about
the Lynx?
Needle: The Comlinkserial port is also

connected to a general purpose (UR)
device located deep within the unit.
This means other hardware peripher-
als may use the port for other opera-
tions. An external joystick is a definite
possibility, but we really aren't worried
about optional stuff right now. Getting
the system into the hands of consumers
is our main concern at this time. In-
cidentally, the port also runs at midi
baud rates. So it's possible to interface
your midi-type synthesizer with the
Lynx. Again, there are no plans to
produce such a package in the near fu-
ture.
Mical: Lynx programmers can also

produce unlimited sprites (at any given

size) for their games. In other words,
you can have any number ofmoving ob-
jects on the screen, and they can be as

large as you want them to bc. Epyx is

currently clcvcloping a uniquc golf
gamc, whcrc thc playcr sccs lhings as

the ball might scc thcm (oncc it has

been hit). This progritrn fc¡tlt¡rcs over

700 spritcs, whilc thc tvcrit¡1o home

computcr gÍ¡nìc ttsttitlly ctlntains

several dozcn sprilcs, Altcr t:xarnining

these statistics, it's citsy lo scc lhlt our
golf game displlys ttn incrcdible
amount of dctail. I lcrt: is ttttolhcr point

of interest: thc m¡txit¡ttlltt t'kr<'k spccd

of the unit is 1(r ntcgtt ltcrlz, This

means that thc F.¡ryx ¡ltttttt: systcm

operates faster thi¡n itlty olltt'r vitlco
game console evcr nttttltr, 'l'hc Lynx

also features 64K b¡cs of tlAM (Ran'
dom Access Memory). 'l'ltcrt yott ltavc

smooth visual scaling, wltcrc rrrt rlhjcct

gradually becomes sm¡tllcr ¡¡r il nttlvcs

away from your posilion (trrrtl vicc

versa). I could go on antl on ¡tlrot¡l lhc

Lynx, but,four factors stitntl ¡rtll ¡tlrovc

the rest: (1) this incrctliblc ltorttthlc
unit delivers high-quality ¡¡rtt¡rlrit'r nncl

sounds, (2) it's easy to mlni¡rrtlnlc lhc

controls, (3) the games arc vt'ty t'httl'

lenging, and (4) adults will enjoy it as

much as the kids. By the way, Califor-
nia Games comes packaged with the
system, so users have access to a gfeat
game from the moment they open the
box.
EGM: As we wrap things up, would
you share an amusing story about the
development of this product?
Mlcal: Let's go back in time to this
year's January Consumer Electronics
Show (which was held in Las Vegas).
As you already know, that was the first
place we showed the Lynx to a limited
number of people. Once a non-dis-
closure was signed, they were escorted
back to a private room where the unit
was set up on a table. Most of our
guests didn't seem to notice a ribbon
coming out of the machine and leaving
the room through a hole in the wall.
Dave and I were on the other side of
that wall, carefully monitoring the guts

of the system. In fact, we were sur-
rounded by computcrs and huge

breadboards of elcctronic compo-
nents. And it got fairly warm in there
too.

So why did we go to all this trouble?
Dave and I wanted to create an ac-

curate simulation of the completed
product. To make things look right, we
had to put all the electronic stuff in a

totally separate chambcr. We also had

a code set up with the marketingpeople
(on the other side of the wall). When-
ever a client had seen enough of a

game, they pressed a special button,
and a tiny light came on in our room
Pressing it twice was the signal ro skip

the nen game on the list. This simple

arrangement worked out well until
someone started pressing the hutton
over and over and over again. We

couldn't figure out what this individual
wanted, so Dave and I poked our heads

out the door to see what was going on

We saw some oriental businessmen.

talking things over with our markelinq
staff. But one member of the group wílq

still observing a game on thc I.ynx I lr'

had apparently discovered ottr sc<'rct

switch and wondered what it tlirl it

produce two bewilclercd g,anrc tlcsi¡4

ners!

Our super reporter also spoke with
AndyMarken of Marken Communica-
tions, the public relations company for
the Lynx system. With some probing,
John was able to get even more Lynx-
related news...

EGM: What's going on with the Lynx
right now?
Marken: First of all, limited quantities

of the system (around 80,000) will be
available in NewYork and Los Angeles
stores by late September. Epyx also in-
forms me that 10 newgames for the unit
will probably be available by Christ-
mas. Even though no accessory items
have officially been announcecl, an AC
adaptor that connects toyour car cigar-
ette lightcr, should be on the market by
the end of '89.

Manythanks to R.J., I)ave, and Andy
for taking time out of their busy sche-

dules to share their insights on the port-
able systcm of tomorrow that's here
today!

WE BUV USED

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

Send For A Prlce Llst
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u.v.T., lnc.
Olympia Plaza

Route 22 East

seotch Plains, NJ 07076
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( Continued from page 66)
better than this! Pac-Land is a hori-
zontally-scrolling adventure game that
inspired the Super Mario Bros.-t1pe
game play in the arcades.
Side Arms - An intergalactic conflict
with an alien war machine pits two
brave adventurers against the deadliest
weapons in the universe. This Capcom
arcade conversion features Combo
playwith the TurboTap.
Military Madness - Originally called
Nectarus on the P.C. Engine, this stra-
tegy game calls on you to overthrow
your enemy!
World Court Tennis - A visually stun-
ning tennis game that plays well and of-
fers head-to-head competition!
JJ. and Jeff - The popular Ken and
Kato Chan game for the P.C. Engine
arrives for the Turbo, minus the pair's
questionable habits. A fantastic Super
Mario-ish game none the less, with
power-ups, a slot machine and eight
worlds of action!

Fighting Street - Originally called
Street Fighter in the arcades, this CD-
ROM game features real voice and or-
chestrated music that's just like the
quarter-muncher!
Darius - It's you against an army of un-
derwater mutants. Visually stunning,
and, thanks to the CD player, sounding
version of the three monitor arcade
mega-hit.

This is just the beginning, Turbo fans,
the fun isjust starting!

(Continued from page 50)

many are already looking ahead to the
U.S. where a whole segment of the
game plafng public is becoming ex-
cited about the prospects of "neK
generation" systems.

Some of the Japanese companies who
have already signed on as licensees or
are looking to develop new games on
the Nintendo 16-Bit include...

Bandai - Have already finished licens-
ing negotiations.
Capcom - Interested in development,
but are still negotiating.
Data East - Have finished negotiations
and are currently looking at the system
specs.
HAL - Have sent finished plans and al-
ready requested specs.
Hudson - Looking to make a decision
soon.
Imagineering - Finished contract and
looking forward to developing games.
Jaleco - Finished negotiations and have
requested specs.
Namco - Have received Nintendo ap-
proval and requested specs.
SNK - Finished contract and ordered
specs.
Taito - Continuing negotiations.
Tecmo - Have finished negotiations
and are working on planning.

As you can see, many companies are
eagerly awaiting the new machine and
specs or specifications that tell how the
machine works. It is believed that once
theyhave them, newgames will appear.

It appears that Nintendo will license
selected developers and manufactuers
who will then be required to submit
ROMs for Nintendo's review. Only
those games approved by Nintendo will
be manufactured and released. There
are also rumors that Nintendo will al-
lowlicensees to produce onlyone game
per year to keep the quality standards
high and reduce a flood of software. If
a company is allowed to make only one
game a year, you canbet it will be good!

It also appears that Nintendo will be
assigning licensees who have not pre-
viously worked on the 8-Bit Nintendo.

Since it usually takes anywhere from
six to eight months to develop a normal
game on an 8-Bit system, it may take up
to ten months or even ayear to produce
strong games for the Super Famicom.
The extra hardware functions may re-
duce some of the programmers'time,
but the detailed graphics and sound
features will probably eliminate the
possiblities of supporting software
from third-party sources until next
year. You can count on EGM to keep
you posted with all the developments!

Player's
Seql of

Approvcl

The U,S.
Nallonal Vldeo
Game Team
recoonizee

theseólavers
lor {hefr

outstandlng
gafno pray¡ng
acn¡ev€menls

(

After Burner
Alien Crush
Altered Beast
Altered Beast
Bad Dudes
Blazing Lazers
Bubble Bobble
Contra
Double Dragon
Double Dragon
Ghouls and Ghosts
Gyruss
Ironsword
Karnov
Keith Courage
LegendaryAxe
Marble Madness
Mega Man
Mega Man 2
Missile Defense 3-D
Ninja Gai Den
Out Run
Paperboy
P.O.W.
Q*Bert
Rampage
Rampage
Robowarrior
Silkworm
Sky Shark
Space Harrier
Space Harrier 2
SpyHunter
Star Soldier
Twin Cobra
TWin Eagle
Vigilante
Vigilante
Wizards and rWarriors

Zanac

Jeff Yonan
Steve Ryno

Brian Sanderson
Stcve Ryno

Donn Nauert
Donn Nauert

[.urry Erickson
Jinr Hcrnandez
Jinr l-lcrnandez

M¡rtt Gockel
Stovc I{arris

l,nrry Erickson
Jinr Allcc

llnl¡rlr Mondcs
l)rurn Nnucrt
Slovc llyno'
Slovo llyno

llronl W¡¡lkcr
Slovo llyno

Mlrk llczn¡lnnski
Jhn Allcr:
Dnnrry l,co

Mark Mc(hrrrrick
Str.:vr: I lurris
Mikc Niclrols
Lcslic l;ìlrtl

Mikc Nicl¡ols
Donn Nr¡uort
Donn Nuucrl
Donn Nr¡uut

BillDny
Stovc llyno
Miko Dctn

Donn N¡rucrt
Donn Noucrt
Donn Naucrt

Jim Allco
Stevc Ryno
Jim Killy

Jeff Yon¡¡n

9,704,000
75,629,offi

22,900
69,700

n7,9t0
L3,330,7N
1,080,900
6,553,500
L?ß,350
67,800

499,500
653,2q
229,950

534,500
Finished
598,300
76,800
357,200
Finished
637,000
681,000

54,249,L60
69,000
89,900
2L9,820
91,900
324,990
701,800

1,386,380
1,037,560
7,?f)(),Y)0
14,301,000

147,500

3,932,(t00
1,335,(rfi)
tì05,fix)
72,9(n
14,500

639,500
15,197,360

Win! Win! Win!
lreeUideo Eames

for Years!
Qefop JqngqU 30,1990, send us a photograph of
the Star Soldier screen with your best sdorô on
it,lst Prize: ()ne true electronic wanior will earn
the rank of First-Without-Equal, and free advance
copies_0f every Nintendo Entertainment System game Taxan will
make. Plus a Sony portable CD playerlZnú prize: One cool-
headed fighterwillachieve the rank of Radblaster, and the right
to participate in the next three Taxan adventures-for free!
3rd Prize: Five rugged veterans will earn their Galactic Wings,
and the next two Taxan pulse-pounders-before they ever hitilre
stores. 4th Prize: One hundred combat professionãh will be
named Startroopers, and awarded this coveted chance t0

lr$Liflïflij,.ìidÆÏm
Taxan game. ìË:Uf ConsumerDivision

along with your mme ¿nd ¿ddre$s, t0: T¿Ën, Slar Soldiels
q per person. Äll enlri?s mct ùe cceiwd by Jan. 31, lS,!0.
Plú¿smn blñ¡nnß ñâv hr rßedcd ¡â rhô ì.ñ..r

byJan.30, 1990.

tùe n¿me of:,-":,-?1']ï.ï,,-,' Ip."'wrr@ Ëtrori J,uoges o¿cMN ar¿ nnal pru¿s w0n Dy n¡noß nay ùe atr?rded ¡n tìe n¿me 0fp¡rcnr 0r 0umB0. All l¿¡es ¿rc resooN¡b¡litv ol *inre6. EmDloy¿¿s (a¡d tìe¡r liriti¿s) ot fæo an¿ f¡e¡r amløfÁ àreìofel¡o¡ùb.ÁJledent,st¿te,ândloølnsr¡a¡ásopt vo¡¿rt;,íi¿i,iù¡i;.iüóiäüó;;;ö;""'""

c' ß8 il{ôo sofr rld. uter ¡æ br læn usÁ c¡rp. fntmdo fid tifðdo t0rlt¡imt s)dã¡ ¿p lra,âßís 0f ilhtado 0t Áßicå tm

--sTArÌ-
lsol_olERl
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TCD SCCPE CLUB

HIGH SCORES
Effectlve June 1, l g8g

Scgn
Turbo(ir¡¡fx

Sogn
(ionuri¡

Ninlcndo
Turbo(lr¡rfx

Nintondo
Nintcndo
Nintcndr¡

Sega

Genesis
Nintendo
Nintendo
Nintendo

TurboGrafx
TurboGrafx
Nintendo
Nintendo
Nintendo

Sega
Nintendo

Sega
Nintendo
Nintendo
Nintendo
Nintendo

Sega
Nintendo
Nintendo
Nintendo

Sega

Genesis
Nintendo
Nintendo
Nintendo
Nintendo

Scga
I\¡rboGrafx

Nintendo
Nintcndo

For informatlon on how to subm¡t a high score to the U.S. NationalVideo
Game Team, send a stamped, self-addrsssed envelope to:

U.S. Natlonal Vldeo Game Team's Hlgh Score Club, c/o Sen-
dal Publlcatlons,lg20 Hlghland, Sulte 300, Lombard, lL 60148

Fremont, CA
Lisle,IL

Chatanooga, TN
Lisle,IL

Austin, TX
Austin, TX

Columbia, MO
Fremont, CA
Fremont, CA

New Orleans, LA
Lombard,IL

Columbia, MO
Milwaukee, WI
NewYork, NY

Austin, TX
Lisle,IL
Lisle,IL

Austin, TX
Lisle,IL

Seattle, WA
Milwaukee, V/I
San Josc, CA
I{cclrick, IA
Lonrbard,IL

San Francisco, CA
Galvcston, TX

San Francisco, CA
Austin, TX
Austin, TX
Austin, TX

Dcs Moines,IA
Lisle,IL

Miami,FL
Austin, TX
Austin,TX
Austin, TX

Milwaukee, Wl
Lisle,IL

Huntington Bcuch, CA
Fremont, CA
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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 followlng llst of
vldeo games, computer games, âtrd ar.
cade games have been complled by
varlous sources that track the success
of games. The railngs are based on
player popularlty and recelpts from lo.
catlons around the country. How many
of your favorites are llsted below?

of July 1, 1989

l. Mega Man 2 (Capcom)
2. NlnJa Gal Den (Tecmo)
3. Super Marlo Bros.2 (Nlntendo)
4. Guerrllla War (SNK)
5. Adventures of Ltnk (Nintendo)

1. Phantasy Star
2. Rampage (Activision)
3. Rastan
4. Bomber Raid (Acitivision)
5. King's Quest (Parker Bros.)

1. Hard Drivin'(Atari Games)
2. Ott Road (Leland)
3. Operation Thunderbolt (Taito)
4. Mechanized Attack (SNK)
5. Arch-Rivals (Bally/Midway)

VIDEO GAMES

6. Turbo OutRun (Sega)
7. Strider (Capcom)
8. Narc (Willlams)
9. Chase H.Q. (Taito)

10. Final Lap (Atari Games)

6. Ultlma (FCl)
7. Slmon's Quest: Casflevanla 2 (Konaml)
8. Operatlon Wotf (Tatto)
9. Hydllde (FCl)

10. Tecmo Bowt (Tecmo)

1. Tower Toppler (2800)
2. Ace of Aces (7800)
3. Super Skateboardin' (7800.Absolute)
4. Commando (7800-Activlston)
5. Solaris (2600)

SEGA GAMES ATARI GAMES

ARCADE GAMES

The Video Gamc and Computcr Ganrc Top l'cn ratings were compiled from game distributors, retailers, and players around
the country, and are based on total number of units sold. The Arcade Top Ten is based on the earnings opinions of game
operators and is reprintcd with pcrnrissitln from RePlay magazine - the coin-op industry's leading trade magazine.

le¡m 0re¿l Triolrs lllrs lhese:

the Nintendo, Sega, Atari, Tur-
boGratx-16, and Genesis video
game systemsl Each issue is
loaded with secret tricks, hid-
den contlnues, level selects
and other tlps that will let You
amaze your frlends and beat
the most challenging games
aroundl

RASTAI{ for Sega - Leam how to
Contínue an unlìmíted number of
timesl

K E lTll COU RAGE for Tl¡rboGrafx .
Inunt how lo enter this secret "Debug
Modo" lo select weapons and game lev-
tltl

r----
Agr 

-Addn¡¡ "

Clly * --. stato 

- 

Zlp 

-
Mrkr oh¡ok or money order for $4.95 payablr lo:

I Srnd¡l Publlcatlons, 1920 Hlghland, Sullc 000, Lombard, llllnole 60148 !L----- ---J

Irrllv BE 000D ïfllEll...

Top Score ls the only video
game magazlne that's packed
with the tlps and tricks you 0o tol the TQP SCQREI
need to blaSt through over 50 pt.r...¡.n{n..my ogpy of the, Etectronio Qamlno Top gceREt 1p

of the hottest vldeo games for ßi?ililnlhl¡ lulroolórmasazlne le packed wlth lhc tlpr rnd trlokr'l



T7

i.l

ri

I

i

!

EfiME EUER
Blast your

fighter acoss
the galaxy on
a mission to
defeat the ali-
ens invading
our solar sys-
tem!
Conquer the

enemy ships
around each
of the nine
planets and
the sun to
reach this en-
ding!

GUERRILLA

GYRUSS WAR

Battle an evil dictator's war machine
through nine levels of scorching combat
action! lnfiltrate the enemy palace, k¡il the
dictator, and save the country!

SUPER Throw the veggies at Wart to break his spell on Sub-Con!

MARIO
BROS. 2

Take on Wart at the End of
the Seventh World!

THF Ittlr(rERst rS nT flEOGF_

.e i9 p.

-TAt
I E !:i r:ii

82

THIS
ONE'S
FOR
DADTTOO.

,

ucEltsED 8Y iltt¡TEilD0
FOR PLAY OII THE

ENTEFITtrlINlTtETìT
sVSTElTl,.

!I
:

øM
s\ ça \

ilfifffi,ffipiJlii iühmilrrniþ.:ffi,Ï^ 5 5 N KCALL (800) PI-AY SNK



UR COMPETITION

ULTIMATE"
-Etterc(Ío[:

Now, get behind the wheel or ¡n the
cockpit, 2 auto-fires, slow mot¡on.

M¡cro-sw¡tch
control, 2 auto-

f¡res,2 LED
lights.

Systems by
Nintendo of

Corporation, and
Commodore

Joyst¡cks
are ava¡leble

lor Entertainment

Dual auto-fire,
left and right
hand play.

play,4 LED lights.

¡..n{v¡t N¡fcÀiìrù ¡r.ìt r,t'

Micro-switch
control, dual
auto-f¡re, slow-motion,
left and right hand

M¡cro-sw¡tch control,
2 auto-fires.

Nlnlendo ¡s a reglstorod trsdemrrk of
N¡ntendo ol Amerlca lnc.

. 1988

.^tc

I'
Auto-t¡re,
left and right
hand play.

þ"

Fs:^

\
Amerlca, Sega of

America, Atari

Bus¡ness ilachines.

For Ult¡mate Arcade Excitement at Home,
look for Video Game Accessor¡es by

Wþz,c
Send $2.00 for your Catalog to: 101 Wilton Ave., Dept.2

Middlesex, N.J. 08846 . (201 ) 96&6868

¿

7)

[ñ7t7t
Slfll'DlK,,'

ULTIT{ATE'"
=sttatE(fo(-:
All the features ol our
standard Ult¡mate plus
2 players and NO WlRESll

l<êñdÐ il,nrê@td d¿y s,tà


