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Mmmmm, Operation C™ for Game Boy™ has all the brutal
battle flavor of the NES hit Contra™ But here's the bite: this

alien freak factory.

To blow away Black Viper's pit of hideous genetic mishaps,
you must blitz five merciless war zones including Mutant
Mountain, Phlegm Forest and the dreaded Cave 'O the Crud Creatures.
Allinfested with zombie snipers, bloodthirsty squid lice, savage
spider moths, devastating techno-terrors and more.

Of course, in true Contra style, you'll have to upgrade your arms
as you go with Spread Guns, Fire Guns and the all new vermin-seeking
Homing Gun. Three lives plus a Continue Mode may keep you going.
:| But Black Viper's awfully ®
hungry and you're going to
make a tasty Blue Plate Special. GAMES
Ulra® and ULTRAGAMES® ae registered rademarks of lva Sofware Corporaton. Operation C*

Corporation. Conira™ is a trademark of Konamiinc. Ninten
me Boy and the Official Seals are trademarks of Nintendo of America nc. © 1991 Ultra Software

& Corporation. Al Rights Reserved.
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future,in your face
o SOFEL takes i uhuon into the future with the
release of our newe

t gan‘rg:\ KlashBall., for the

Nintendo Entertainiay ydtem:. In a stadium
hundreds of years from now, techgo-gladiators do
battle, combmmg contact with speed.and finesse.
Two {five-man teams go for it, each’ fighting to
G deliverathree-kilo meallic energysphere
into the opponent's goal zone.
It isn't pretty.
T challenge each other in a surreal
that utilizes devices such as a warp
runnel, ball launcher, and magnetically
ectic. - charged bounce domes.

. The gnarliest teams in the world.
KlashBall- features a complete league system. Thereare
eleven rowdy teams, each with unique skills, strengths

analyzes the outcome ‘and records
the stats. Play against the <computer:
or klash it out with a friend:

It Ihlg‘h‘l be too real.
If you're ready, take a trip into  |[auswe]
the 23rd century with KlashBall-. mwwmmpmhm
A game so real, it’s in your face!

Get your feet wet. (R &
! Navxgate through' the ocgan depths with the original
uatic homeboy, Fish Dude-. The object is to eat as
many lictle fish as possible so Fish Dude- can grow to

fight off his hungry enemies. Big

| fish; seagulls and a floating feline are

allafterhim. LuckilyFish Dude- has

mecool pals like Octo dudetohelp

miey! himoutoftrickysituations: Come on,

| getymufeetwetandstploredmhxghsmsmﬂxﬁsh[) det’
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Yo Dudes,checkus out in
“FALL OF THE FOOT CLAN" our
first Ultra-cool adventure

for GAMEBOYTM ; =

=

¥

TURNYOURHOUSEINTOA SEWE

ULTRAGAMES™ has lifted the lid on the
hottest rock ‘em, sock ‘em video game ever
to grace the sewers, as the Teenage Mutant
NinjaTurtles® track New York’s nastiest to
the front door of your Nintendo?

With these dynamic dudes at your dis-
posal, rampage from the Bronx to Broadway,
slashing and smashing camivorous robots
with Katana Blades and Nunchukus. Then
go cruisin’ for a bruisin’ in a pizza powered
party wagon loaded with Anti-Foot Clan
Missiles, until you capture Shredder’s™
Life Support Gun and turn your rat friend
Splinter™ back into the man he used to be.

So team up with the Teenage Mutant
Ninja Turtles; and prepare to shell out
some punishment.

AlRighis Resenved,
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Cover: For the past eight
months the U.S. has been
awaiting the release of the
Nintendo Super Famicom. Turn
to page 36 for the first
sneak

instaliment of our
preview.

Photography: Garry Brod
Cover Art: Alan Hunter
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by Revo Emag
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Nintendo’s leap into the “next
son” of wid 5

g 2 In
our first installment, we’ll look at its
inner workings and some of the software
titles that are currently available in
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by Rusel DeMaria
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GAMES BEYOND TOMORROW

by Arnie Katz
Arnie guides us through a galaxy of
software that goes “where no man has
gone before.”

CASTLEVANIA 11l PLAYERS
GUIDE, PART I

by Clayton Walnum
In this installment, Clay shows us how to
whip our way through such enemies as
skeletons and Medusa heads.

WINNING THE WEST WITH
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by Joyce Worley
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conquered, but now you can become a
binary Billy The Kid.
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COMPUTER-GAME REVIEWS
Stratego, Stellar 7, Dragon’s Lair II: Escape
From Singe’s Castle, Imperium, The Secret
of Monkey Island, Command HQ,
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ecently, our

mail, phone

calls and correspondence over
the “World of Video Games” on the
Delphi on-line service have brought
some strong comments on the opin-
ions stated in our review sections.
Though they are certainly in the
minority, it appears that some of our
readers occasionally disagree with
the stated conclusions our writers
come up with.

“Different strokes for
different folks.”

The important thing to
remember is that, while
our reviewers are highly
qualified both as gamers
and writers, their scribings
are simply opinion, not the
gospel. Indeed, reviewers try to pass
on some personal viewpoints on a
game, but primarily they report the
foundation of a game—sports simu-
lator, arcade, adventure, role-playing,
etc.—so the reader can be a more
informed video-game buyer.

“One man'’s ceiling is another
man’s floor.”

In the same sense, no one should
use one person’s feelings on any
product as the end-all in advice,
rather, one should take the espous-
ings of our writers as a guideline in

g softy For 1
love to watch Siskel and Ebert have
at each other, but they certainly
don’t agree on everything—if any-
thing at alll—even though they are

in it and the duo’s
view of the perfor-
mances and quality of the filmmak-
ing. Moreover, the film clips they
show help provide additional details
through small samples of scenes.

“To each his own.”

Relating this to VG&CE's reviews,
| hope you similarly get an idea of
what a game is about and how it
looks and plays on-screen (through
both descriptions and screen shots)
and learn from generalized
references to high and low
points from the reviewer's
perspective.

Of course, I'd be silly to
say that you shouldn’t pay
heed to what a reviewer
says, especially because
his or her views can provide won-
derful insight into a product not yet
on the market. What you have to
keep in mind is that if you ask ten
people to rate a game, it's likely
you'll get ten different scores.

The bottom line is, read our
reviews carefully, but also look
between the lines a little to see what
you can get out of them. Also, if you
get a chance, check out a game
before you buy; there are some
stores—sadly, not enough of
them—that allow you to take a test
drive. And don't hesitate to tell us
what you think.

On a sad note, Lee Pappas, who
started VG&CE and TURBOPLAY, has
left us to start his own company. His
contri to our will

at the head of their p

What | acquire by watching Siskel
and Ebert is an estimate of what a
movie is about, details of who stars

be dearly missed. Good luck, Lee.

—Andy Eddy, Executive Editor
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Licensed by Nintendo for play on the HAL AMERICA INC.

ENTERTAINMENT
SYSTEM®

KABUKI

I The setting—Earth, the future. I The defense computer protecting the entire planet
has been invaded by a constantly mutating, evolving virus. -l One lone volunteer has the
courage to face the virus on its own ground. Il Converted to raw data and transferred
into the circuits of the computer, the molecular structure of this brave warrior is transformed
by the asyet untested Image Transfer System. M Into the circuits of the computer steps an
unlikely hero—the Quantum Fighter! B Six levels of challenging action, unequalled game
control, and a surprising arsenal of weapons!
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7873 S.W. Cirrus Drive, Building 25F, Beaverton, Oregon 97005
Tel. 503/644-4117 Fax. 503/641-5119

America Inc. Nintendo?,
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BUY TURBOGRAFX-16
NOW AND GET
BONKS ADVENTURE
FREE.

Now, when you buy a specially-marked TurboGrafi-
16 System, you get a lot more than just ballistic 16-bit
power, killer graphics, and blazing sound.

Because now you get Bonk's Adventure, the most
popular 16-bit video game of all time, completely free.

All 28 stages of primordial bad guys. All five levels of
prehistoric swamps, tropical forests and stone age

deserts. All for a mere zero dollars.

All you have to do is buy the specially-marked Turbo-
Grafu-16 System now (which already comes with
another great game, Keith Courage in Alpha Zones) and
you get Bonk's Adventure right on the spot.

Soyou can save 50 bucks, and start banging heads
immediately.



Look for more lives inside the dinosaur. Also remem-
ber to check r:lry cave entrance and bonk all walls
i t

A most heinous boss, Tractor Head, has a deadly
beanball fight with Bonk. You can beat him, just use
your head.

R NEC

TurboBrafx™ and Bonk's Adventure™ are trademarks of NEC Technologies, Inc.
ies last. © 1990 Hudson Soft, © Atlus Ltd., © 1990 Red. © 1930 NEC Technologies, Inc. Offer not good in Canada.
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THE ENVELOPE PLEASE...
Dear VG&CE:
| would like to know which 16-bit
machine has sold more systems
around the world, because my
friend, who used to live in Japan,
told me that more 16-bit players
have the TG-16 than the Sega Gene-
sis. | would like VIDEOGAMES & Com-
PUTER ENTERTAINMENT to answer this
question.
Daniel Carias
Compton, California

Good question, Daniel. According
to our sources, the Genesis holds a
slight lead over the TurboGrafx-16
in the U.S., but the TG-16 caught up
some this past summer. We under-
stand that worldwide the PC Engine
(the Japanese version of the TG-16)
holds a substantial lead over the
Mega Drive (the name for the Gene-
sis in Japan). Hope that helps.

HARDWARE WARS CONTINUED

Dear VG&CE:

| want to talk about NEC. | am 15
years old, and | have a TurboGrafx-
16. When | bought the TG-16, |
expected fun games and great
graphics. | knew that the TG-16 had
better graphics than the Genesis,

but then | realized that the Genesis
has more fun games than the TG-16.
What kind of TG-16 owner would
spend $45 on games like Pac-Land,
Cratermaze, MotoRoader, J.J. and
Jeff, Fantasy Zone and Deep Blue?

On the other hand, Genesis has
games like Strider, Golden Axe,
Sword of Vermilion, Phantasy
Star Il, Super Hydlide, Popu-
lous, Revenge of Shinobi and
Lakers Vs. Celtics. And almost
all the fun games for the TG-16
are on CD. Now try to tell me that
Legendary Axe is better than Gold-
en Axe.

Also, there are a lot of people out
there who cannot afford the CD-
ROM for the TG-16. People who can
afford it realize that the price of
NEC’s CD-ROM plus one CD game
costs about $475. For that price, you
can buy up to eight regular Tur-
boChip games.

—Michael Perelman
New York, New York

Thanks for your letter, Michael,
but | think you’ll get an argument
from many TG-16 owners. Indeed,

ALWAYS AND FOREVER
WERE IN YOUR DEBT.

there are games on both systems
that are good and games on both
systems that are bad. It would be
hard to say that Genesis has games
that are “more fun.”

For instance, on the TurboGrafx-
16, Blazing Lazers is a big favorite,
as has been Bonk’s Adventure. On
the Genesis, Phantasy Star Il is still
popular, as is Pat Riley Basketball.
These are just a few of the games
that owners of these two systems

like, but it's unfair to say that one

is better, because it's a matter of

personal preference and the
games you want to play.

Finally, we picked Legendary

Axe as the best video game of
1989 because of its components,
depth and quality of challenge. We
would say that Legendary Axe fea-
tures a little more game play than
Golden Axe.

THE BIGGER. THE BETTER
Dear VG&CE:
| was wondering if the people that

Letters to be considered for publication
should be addressed to Reader Mail,

9171 Wilshire Bivd., Suite 300, Beverly Hills,
CA 90210. Letters may be edited for style,
clarity and space considerations. We regret
that we cannot respond to all mail received.

VG&CE * APRIL 1991



USA: All's well at the dojo. CHINA: It's a world-wide
until Marion s kidnapped. thriller as you search
for Marion and the
' Sacred Stones.
JAPAN: Something I H E I ' ITALY: Only your all-new
mysterious is happening in | |
the Land of the Rising Sun.
TRYE ) _— - _N ™ N\

martial arts moves can
conquer the gladiators.

NEW CHARACTERS: )
Once defeated, your (| \
bitter enemies join

your quest.

AKlaim

entertoinment in

Masters of the Game STESEmET
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review games are part of your staff
or not. If so, are these people adults
or teenagers? The reason | am ask-
ing is because if these people are
adults, they don’t feel the same
about video games as teenagers like
myself. | think that teenagers that
read your magazine would like to
have a fellow teenager write reviews
of some of the games.
| own a TurboGrafx-16, and, if at
all possible, | would like to become
a part of the reviewing staff. | am 14
and | love to play video games. |
even placed third in the Michigan
Nintendo World Championships. If |
was a part of your staff, | would not
disappoint you.
Thank you for your time.
Matt Kusky
Clarkston, Michigan

The people who review games in
VG&CE are, in most cases, freelance
writers. They aren’t necessarily part
of the office staff, but still are con-
sidered part of the VG&CE staff
because of their contributions.

As for joining the staff as a
reviewer—and this goes for every-
one reading this—the reviews are a
small part of the magazine. We have
an ber of revi to
cover the demand at the present,
which makes it a hard section to
break into. On the other hand, we
always welcome writers to send in
samples of their work so we can
consider them for future needs in
the magazine.

Finally, as to your question of
whether our reviewers are adults or
teenagers: If you can't tell how old
they are, we certainly won't give

their ages away. Call it an industry
secret. Oh, and congratulations on
your standings in your local contest.

HE LIKES TAKING TESTS?

Dear VG&CE:

| would like to become a beta
tester. Just in case you don’t know
what that is, my dad says it is when
a company sends you one of their
products to get your opinion.

| was wondering if (and hoping
that) you could enlist me as a beta
tester for your magazine or refer me
to a company like Nintendo. | have a
varied opinion about everything in
the video-game world, and I'm
happy to be a part of it.

My references are simple: I'm 12,
| average 90% at a Grade 8 level and
| am tutored, so | do have a lot of
spare time. | enjoy computers
beyond games alone, like using
databases and word processing.

Luke Sather
Saskatoon, Saskchewan, Canada

Breaking into the exciting world
of beta testing is not that easy. In
many cases, companies employ in-
house testers because it's easier to
control the product that is being ver-
ified. There have been many
instances of programs being
released to the pirate market by dis-
honest testers. Though that’s harder
to do with a video-game car-
tridge—which is more difficult to
copy—Iots of care is taken with who
gets their hands on prototype prod-
ucts. In that respect, most compa-
nies have game counselors who

double as testers. Finally, most
video-game development takes
place in Japan, which leaves less
debugging to take place in America.
If you are interested in becoming
a tester, your best bet is to send
your qualifications (what equipment
you own, etc.) to any companies
you would like to work for, then sit
back and wait for the mailman to
come. While | wouldn’t hold my
breath for a job offer, stranger
things have happened. Good luck.

!

VideoGames

& Computer Entertainment
wants to make sure you
don’t miss a single issue of
our magazine. To keep your

issues coming regularly,
should you move, don’t
forget to send change of
address information to:

VideoGames

& Computer Enlenalnmenl

P.O Box 16927,
North Hollywood, CA 9

or call: 818-760-8983

©1991 MALINE NAYLAR/CATHY pUnN
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HNobunaga's Ambition IL ™

Nobunaga’s Ambition II, a best seller in Japan, is now available
Jfor IBM PC/Compatibles and Nintendo!

Bandit Kings of Ancient China - The evil minister Gao
Qiu has usurped the command from the throne. The
righteous followers of the emperor have been exiled as
outlaws. Join these heroic rebels in your mission to
overthrow a wicked empire, and restore the might to the
throne. Available for NES, PC, Amiga and Macintosh.

Romance of the Three Kingdoms - As a Warlord of the
2nd century China, you must restore a shattered Empire.
Gather the bravest warriors of the land to build up your
armies. Use strength and strategy to destroy your ene-
mies and claim the power to govern all of China.
Available for NES, PC and Amiga.

Genghis Khan - Become the greatest warrior the world
has known. Through battles and allegiances, forge the
mighty Mongol Horde. With armies at your command, the
empires of the world are tempting targets. Fight bravely
to achieve the ultimate goal of world conquest.
Available for NES, PC and Amiga.

KOEIG

in retail outlet: Your local retailer is the

quickest and most convenient way to find the KOEI products you want. If you
can't find the KOEI product you are looking for, call us at (415) 348-0500 (9am
to 5pm PST) to charge on Visa/MC. Continental U.S. shipping only.

KOEI CORPORATION

Return To A World
of Loyal

ty and Honor

Mlsplaced loyalties in the feudal era of

Japan often proved fatal. The mighty Japa-

nese hero Oda Nobunaga sought an end to

generations of bloody conflict between the

warring states of his country. Tragically, his

dream of unifying Japan ended when he

was betrayed and murdered by his own

general. It's your turn now to become a 16th

century warlord and fulfill Nobunaga's

ambition!

Command over 400 distinct Samurai char-

acters - each with separate personalities

and goals. A Samurai will pledge his sword

and honor to your cause, but can he be

trusted?

Enhanced battle scenarios include Siege

warfare, where you must storm the castle

gates, swim the moat or scale the castle

walls. In Field warfare, the tactics are Charge,

Ambush and Surprise. You can even catch

the enemy off guard by a night attack!

If your character falls in battle, the war con-

tinues with your chosen successor. With

strikingly detailed graphics, this simulation

of Japan's Civil War Era is more realistic

than ever before!

* Two scenarios, five levels of difficulty.

* 1 to 4 players

* 38 unique battlemaps and castles.

e Interact with over 400 Samurai
characters.

* New HEX battle features Night and Siege
warfare.

* Not copy protected.

 Full color map/poster.

Licensed by Nintendo®
for Play on the

Nintengo ana nintendo Entertainment Systems
‘e registered trademarks of Nintendo of America Inc.

KOEI

E— = We Supply The Past, You Make The History

One Bay Plaza, Suite 540 1350 Bayshore Hwy. Burlingame, CA 94010 (415) 348-0500
3 NN







THRILLTO...
CHILLTo...

Psychotic, Death-Dealing Sorcerers.

OFILLTe...

Deranged, Draconian Firedogs.

F 9P
Hideous, Head-Stomping

Hopgoblins.

“Spent hours searching for magical treasures . . . even longer

trying fo use them.” —Trey Green, Game Reviewer

%h

wesome monsters!"—Aaron Van Stavern, Game Tester

If you liked ‘Ghouls,” “Stormlord” will blow you away!”
—Barrett Ryals, Game Tester

RazorSoft and Stormlord are trademarks of RazorSoft, Inc. Sega and Genesis are frademarks of Sega of America, Inc.
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Does your video game system
have a problem with flashing,
scrambled or blank TV screens?
My original cleaning kits are the cure!

FIX-A-SYSTEM PLUS
« » FIX-A-GAME :
“SCRAMBLITIS' FIX-ASYSTEM

Gl O
“FLASHITIS
BLANKITISW

Is your Nintendo® controller malfunctioning?
Are the on-screen figures not jumping ,
kicking or punching? Is it difficult to change
directions or shoot and fire correctly?
My Fix-A-Pad repair kit is the cure!

Does your Game Boy™ or Lynx ®
suffer from blank or scrambled screens?
My cleaning kit for portables
is the cure!

SO
‘CONTROLLOROSIS”

“BLANKOSIS”

“SCRAMBLOSIS" %//l/ FIXAPAD

Tired of spending money

to replace your Game Boys™
worn out batteries?
My AC Adaptor for

Mis the cure!

CLEANING KIT
FOR PORTABLES

0“
ok wi“’“ * BATTERMIA”

... DOES HAS THE CURE!

Check out Doc's® other products including:
+ Doc's Power Up A.C. Adaptor for NINTENDO®: Replaces broken Control Deck™ AC Adaptors.
+ Doc's Auto Switch: automatic TV antennae/game switch for NINTENDO®, Genesis®, Turbo Graf X® etc.
« Doc's Auto Power for Game Boy™:Plugs into any cvgaret(e hgmer adaptor to power Game Boy™ without batteries.
+ Doc's 1 Minute yclop: game instructions.

Find Doc's products at Toys R Us, K-Mart, Lionel Playworld, K & K, Kay Bee Toys,
The Electronics Boutique, Software Etc., Hills, Fred Meyer, Meijer's Thrifty Acre.

©1990 DOC'S HI TECH GAME PRODUCTS, RIALTO CA, 92376 Doc's® is a registered trademark of Doc's Hi Tech Game Products Inc
Game Boy™ is a trademark of Nintendo of America Inc.Lynx™ is a trademark of Atari Corp.Nintendo®, Nintendo®Control Deck™
ind Nintendo Entertainment System ® are registered trademarks of Nintendo of America Inc.
Genesis® and Sega® are registered trademarks of Sega of America Inc.Turbo GrafX 16™ is a trademark of NEC inc
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f you blow it you could
end up as dinner!

Dare to visit Tasmania, an Australian
island inhabited by weird wild animals
and bizarre carnivorous creatures!

A boy struggles to survive in these
strange and dangerous jungles “down
under.” Guide him on his perilous
quest to find the elusive Tasmanian
tiger, while ferocious Tasmanian dev-
ils try to eat him. Don’t blow it! Get Tasmania
Story and get ready for Tasmania Mania!

| 3 |

to win the game!
Enter a wacky world where your
ghost’s breath moves a fragile
bubble around candle flames, fans
and spikes. Wind your way
through the maze-like halls. But
pop the bubble and you blow it!
Challenge Bubble Ghost, an
a-mazing puzzle that will blow your mind
and leave you breathless!

FCly

NotJust Kid Stuff \

Nintendo, Game Boy and the Offical Seals are trademarks of Nintendo
of America nc. ©1989 Nintendo of America Inc. Bubbie Ghost is pub-
tished under icense from Infogrames 1989, 1990. Infogrames fs &
trademark of Infogrames, S.A. Used with permission. Al ighs teserved
Licensad i conjonction with J . Intemationl.Original concept Chrstophe:
Andreani. Tasmania Story©1990 is a rademark of CI/Pony Canyon, .
FClis a rademark ofFujsankei Communications Intermatioal, inc.

Y 10022
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ven the best

player has trou-

ble with a game
now and again, but
where can you turn for
help? VipEoGAMES & Com-
PUTER ENTERTAINMENT has
designed Tip Sheet to
give you, the reader,
answers to questions
such as “How do |
defeat the end boss on
this level?” or “l’'ve
looked everywhere, but
I can’t find the blue
vase.” So if you're hav-
ing a problem on a
game, write to us, and
our group of experts
will do everything they

can to solve it. Send

your letters to

VG&CE,

9171 Wilshire Bivd.,
Suite 300
Beverly Hills, CA
90210
Attn: Tip Sheet

by Donn Navert

| can’t pass Mission 6 in
Double Dragon Il. Can you
please give me some hints?
—David Connelly
Carson, California

To get by Mission 6 takes
nothing but timing. Since there
isn't a time limit, you might want fo
watch the pattern of the

fo jump at the far-right edge of the step fo
guarantee making it fo the door.

There are also some ofher tips like exira
continues and men you can get in the
game that you might not know about. Here
are some tips we've run in VG&CE in the
past. To get exira continues on Missions 1
through 3, during the “Game Over” screen
press up, right, down, left, A, B. For
Missions 4 through 6 press up, down, left,
right, A, B.

To continue on Missions 7 through 9
press, on Controller 2, A, A, B, B, down,
up, right, left.

You can get seven extra men at the
beginning of the game by selecting a “Two-
Player Play B” game and then killing the
other player. Each time you cause the other
player to lose a life it adds fo yours.

To get unlimited men (this is a little
complicated) get fo the train at the end of

steps as they appear and |
disappear. The timing |
comes into play when
you make your jumps
from one step fo the
other. You'll need to wait
until the step you're on is
about fo disappear
(count one thousand one,
one thousand two), and
then you should jump fo =

the next step. Remember, |1 5 [SSS————

on the last step you need  [§9

g L
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More Funin the Sun with Adventure Island II'"

Break out the sunscreen and take off
for Adventure Island II.™

That Evil Witch Doctor's at it again. He's grabbed your latest honey

and daresyou to do something aboutit. [ But this is no day

at the beach. You've gotta fight your way past EIGHT treacherous
islands! Including a Dinosaur Kingdom with some of the

creepiest critters ever to slither across a video screen.

Volcanoes. Avalanches. Giant Scorpions. Killer Cobras. We're
talkin' one tough Witch Doctor here! And the action really heats

| up with a new vertical/horizontal scroll. Plus, stage select lets

you control play. [0 ADVENTURE ISLAND II. A sure-fire scorcher!
Look for it wherever you buy the best video games.

RPN THE.
e e 1450 Soft USA, Inc.

: 2 400 Oyster Point Blvd., Suite 515
TSI ° m Hunso" sorT South San Francisco, CA 94080

1 is Hudson Soft usA Inc. Nintendo® and Nintendo Entertainment System®
are registered trademarks of Nintendo of
CIRCLE #111 ON READER SERVICE cARD

Hudson Softis a Co, Ltd.



CONGRATULAT IONS® YOU
THE WORLD FROM

S4AVED

MAGNETO 4ND HIS EVIL

MHUTANTS.
FOR NOW.

Mission 6 with no lives left and three bars
of health left on your life meter. Now get
on the first step of the train, and as the
train begins to move, jump right and with
one unit of life left, get hit by the top
exhaust pipe (this takes great timing, that's
why you want three units left so you can
practice). Your character should then land
on the train’s smaller wheel and get
pushed fo the right. If you continue fo hold
fo the right after you have jumped, your
character should bounce between the small
and large wheels.

Normally, when you lose a man, your
character will blink six times before a new
man or the “Game Over” screen appears,
but since your character is bouncing
between the two wheels past the sixth blink,
the game will sometimes put a weird
graphic symbol in place of the number of
men that you have. This will give you
anywhere from two, to an unlimited

number of men.

| was wondering if you know any tips
for a game called X-Men. I've been
playing and finished the four missions,
but | can’t get to Magneto's lair. Any help

20

HUMANITY IS

In LIN's X-Men you can get the disk and finish
a mission without defeating the enemy boss.

would be
appreciated.
—Pedro Romero
Calexico,
California

To find Magneto's
lair, after you have all four disks,
press and hold the B, SELECT
and up buttons and then press
START. This will take you right fo
it. Here are some other tips that
might help you or other readers
regain any member of the X-Men
| who has died in a mission. If one
of your two-man feam dies,
continue and complete the
mission with the remaining man.
Once you're back in the menu,
choose the practice room and run
around for a few minutes. Then exit and
all six heroes should be back.

You can also get the disk and
finish a mission without defeating
the enemy boss. Simply get fo the
boss, and when the timer starts, exit
through the door and work your
way back fo the beginning. When
you reach the beginning, the game
should indicate that you have
finished the mission. When you
begin a new mission, you should
have the disk for the previous

COTMNIN

mission.

I've been playing
Blaster Master for
several months, and |
still haven't found a
way to defeat the last [F
guy. What does it F
take fo defeat him2

—Jimmy Smith
Columbus, Ohio

To defeat the end
boss, first get your

LCON—
R e i Ko s K s ks i s e i

gun as powerful as possible before
going into the room. When the first end
boss comes out, shoot it in the head. You
can shoot the balls that it spits out at you
and cause them fo take another path as
they bounce around the room. Knowing
this, a good strategy would be to
concentrate on the balls and where they
are as you shoot straight up.

Remember, you can hold down the A
button so that you can move left, right
and down without having fo shoot in that
direction. Then when the warrior
appears, continue fo hold down the A
button, and fire up from the bottom of the
screen. The trick here, is to move fo the
left and right along the bottom as quickly
as you can, and fry not fo caught in the
corners. By moving back and forth you'll
prevent the warrior from getting a good
shot at you with his whip. &

You'll have to make your gun as powerful
as possible before going info the room
where the end boss is, in Blaster Master.

P TR £T 1 PR €T RYR T KTV K79 PR Y £

VG&CE * APRIL 1991



“official

eal of Qua\i('

Dive into the black hole
and battle Krohn, face to face.
But to reach the evil Wizard,
you must master 30 mystical
puzzles, that test your skill, wits,
cunning and courage

at every turn.
CIRCLE #112 ON READER SERVICE CARD.

Fill out coupon below completely and mail along with the sales slip dated no
later than March 15, 1991, the proof of purchase (UPC Code) from ORB 3-D and
a self-addressed, stamped envelope to: Hi Tech Expressions, ¢/o ADT-ORB $5
Rebate, 1700 N.W. 65 Avenue, Suite 9, Plantation, FL 33313.

RECEIVE: A $5.00 rebat ck from Hi Tech Expressions.
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Commodore Unveils
CDTV

Commodore introduced
the long-awaited CDTV
(Commodore Dynamic
Total Vision) and hailed the
beginning of a new era in
home entertainment. Com-
modore Chairman of the
Board Irving Gould praised
the machine for its icon-
driven, “intuitive” inter-
faces and expressed his
belief that CDTV will
become the entertainment
appliance of the "90s.

Nolan Bushnell intro-
duced the technical specifi-
cations of CDTV. It is an
Amiga 500 with a CD-ROM
data capacity of 540
megabytes. It supports
CD+G (CD plus graphics),
regular CD and CD+MIDL. It
works with both NTSC and
PAL television, or with a
monitor. Input and output
ports work with either a
home stereo, MIDI key-
board or headphones.
There are also ports for a
printer, personal memory
card, keyboard, modem
and disk drive.

The company promised
50 CD entertainment titles,
which will be ready when
the CDTV is launched in
retail ch Is, and said

#shovelware” (i.e. existing
games bundled onto a CD
disk). Prices for software
are predicted to average
$50 each.

Some of the products
Nolan mentioned were
Groliers Encyclopedia, Dis-
ney’s Mickey’s 1-2-3 (which
delivers its messages in
your choice of four lan-
guages), the Guiness Disk
of Records and the World

Vista Atlas.
Commodore
promised CDTV

would be available
in retail channels
throughout the
United States and
United Kingdom (in
such outlets as

Sports Programs
Show New Polygon
Techniques

Brgderbund'’s new
sports simulations, Sport

shapes. The company first
filmed real human figures
executing the motions,
then created “stick figures”
around the pictures and
used polygon-fill tech-
niques to build up the
human replicas. This pro-
duced smooth body
motions that reflect real
musculature and authentic

McDuff’s,

Mont- -
gomery Ward and %‘_‘“mﬂ?‘.

ft e, Etc.) by the end

this number does not
include CD+G disks already
on the music market, nor

22

of the first quarter of 1991
in this country and later in
other countries.

—

Simulated Boxing and
Sport Simulated Tennis,
make use of polygon
shapes to create on-screen
sports competitions in a
technique that is thought to
be the first use of polygon
technology on human fig-
ures, except as background
objects.

The on-screen players
are created from polygon

mo much more
realistically than bit-map-
ping can.

The two programs are
currently in development
for Brgderbund at DSI (best
known for its work on Test
Drive and Test Drive II.)

Nintendo Reports

1990 Sales Results

Nintendo of America
revealed their 1990 sales
results to attendees of the
Winter Consumer Electron-
ics Show (WCES) and
expressed their faith in the
future of the video-game
industry. Peter Main, vice-
president of marketing,
said the company had a
27% increase in sales, or
$3.4 billion for the year.
There were 7.2 million Nin-
tendo Entertainment Sys-
tems sold during the year,
an increase of 20% over
1989. Main said that Nin-
tendo owns 87% of the
video-game market and has
a 30% penetration into
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Congress
Approves
Software-
Protection
Bills

The House
and  Senate
have approved
two pieces of
copyright legis-
lation designed
to protect the
computer-soft-
ware industry,
and the bills
have been pre-
sented to the
President for
his signature.
The first is the
software-rental
bill, which
makes it illegal
to rent or lend
disk-based soft-

American homes, with 60
million players. He also
revealed that Nintendo sold
approximately 60 million
game packs in 1990.

The company sold 3.2
million Game Boy units in
1990 and 9 million pieces of
Game Boy software, num-
bers that equal the sales of
the NES for its first two
years. There are 60 titles
currently available, and 80
new titles are planned for
1991 from Nintendo and
licensees.

Nintendo to Introduce
Super NES, Game Boy
Peripheral

After months of specula-
tion, Nintendo finally
revealed its marketing
plans for its new 16-bit
video-game machine,
dubbed the Super Famicom
in Japan, where it is
already available. In the
U.S., the machine will be
called the Super NES and
will be available in retail
outlets sometime during
the second half of this year.
According to spokesman
Peter Main, it is waiting for

24

16-bit software to be avail-
able. The company has not
yet announced its price.
Nintendo sent memos to
its licensees in December
of 1990 stating that it would
not enforce exclusivity on

ware without
permission of the copyright
holder. The bill does not
apply to nonprofit libraries
nor nonprofit educational
institutions, nor does it
apply to cartridge-based
software.

the 16-bit software The second bill
providers; it also dropped | clarifies copyright
lusivi i on | i

y req
the 8-bit NES. However, it
will continue restrictions
about the number and
quality of games that any
software manufacturer can
produce.

The company made sev-
eral other announcements,
including the introduction
of an adapter for the Game
Boy to permit systems to
be linked for four-way play.
It has established 150
repair depots in the U.S. to
service Nintendo products.
Keeping ever busy, Ninten-
do plans for the NES Cam-
pus Challenge, first begun
in 1990, to travel to 50 col-
leges this year. The com-
pany also revealed that
there will be a film, Super
Mario Brothers: The
Movie, starring Danny
DeVito as Mario.

infr as it
applies to states
and state govern-
ments; specifical-
ly, it states that
state government
and state entities
(such as universi-
ties) are subject to suit if
they infringe copyrights or
pirate software.

G.l. Joe Gets Big
Send-Off

Taxan is spending big
bucks to introduce the G..
Joe video game. The com-
pany is reportedly spend-
ing a cool million in adver-
tising for the new title, with
TV ads, magazine ads,
direct mail and special
dealer incentives.

The new game, playable
on the NES, is a three-Meg-
plus MMC3 configuration,

with password capability,
multiple endings, multiple
quests and weapons
options.

G.I. Joe has continued to
be a top toy brand since its
initial release as an action
figure 24 years ago.

Lynx Price Slashed

Atari dropped the price
for the Atari Lynx to $99.95
in a move calculated to put
the portable color-graphics
video-game unit into more
players’ hands. In an asso-
ciated announcement, the
company previewed a
number of new Lynx game
cartridges by Atari, as well
as a growing library of
titles under preparation by
third-party software
providers.

The Lynx unit comes
packed with the California
Games cartridge for $99.95,
or comes as part of a com-
plete user’s packet avail-
able for $149.95. The bun-
dled Lynx comes with an
AC/DC adapter, the Comm-

Link cable to connect for
multi-player action, a Cali-
fornia Games cartridge and
the purchaser’s choice
(from four titles) of a sec-
ond game.

Stuck in the Dark
With Elvira?

Accolade can shed some
light for anyone stuck in
their graphic adventure
Elvira, Mistress of the Dark.
The company has complet-
ed a hint book with four
parts to brighten the way.

The first part is an inter-
view with the vampire Bob,
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which presents hints and
clues. Part 2 is a walk-
through with specific solu-
tions to the puzzles. These
are in black ink overprinted
with a red screen, so the
hints must be read through
a filter (provided with the
booklet) to be visible. The
third part lists all the
objects and ingredients and
where they can be found,
and Part 4 maps the key
sections of the game.

The hint book is avail-
able from Accolade for
$12.95.

Game Boy to Be
Work Boy

Game Boy, Nintendo’s
portable video-game sys-
tem, is about to get seri-
ous—serious software, that
is. GameTek, Inc., has pre-
miered informational soft-
ware for Nintendo’s Game
Boy handheld video-game
unit, the first such work-a-
day software for the
portable player.

The company is devel-
oping a trio of innovative
products for the Game Boy
under the trademark Info-
Genius. The InfoGenius
SpellChecker uses The
American Heritage
Dictionary word list
to correct 70,000+
commonly mis-
spelled words.

A series of InfoGenius
language translators are
planned, including French,
Spanish, Italian, German
and Japanese, based on
Berlitz Phrase Books and
Dictionaries. In addition,
the company is working

26

on a travel
guide for the
Game Boy that
will cover
America’s 20
most visited
cities and
include tourist
information
about food,
lodgings, arts
and entertainment and
local high spots.

The new line of produc-
tivity products will be avail-
able to Game Boyers by
autumn of this year, and
each unit is expected to
retail for $39.95.

New Pins Feature

Humor, Characters

Midway Manufacturing
marked the 50th birthday of
America’s favorite rabbit
with a pinball featuring the
big bunny and his Looney
Tune friends.

Bugs Bunny’s Birthday
Ball uses an inverted lower
playfield area, a new slant
for pins. Looney Toons
characters such as Wile E.
Coyote, Roadrunner,
Yosemite Sam, Sylvester,
Tweety, Elmer Fudd and
Porky Pig join Bugs Bunny
to dress up the
play and
sound
effects in
a high-
scor-
ing

game that

gives a 50-million

point shot when Bugs

blows out all the candles

on the backboard cake.
Funhouse, Williams

Electronics’ latest pin, fea-

tures new technology and
the first dual plungers. The
game takes place in a fanta-
sy amusement park and
features Rudy, a talking
head whose eyes follow the
ball as it careens around
the playfield.

Rudy reacts to the

action, laughs at blunders
and spews forth nonstop
commentary on it all. Play-
ers advance the clock by
hitting targets until mid-
night when Rudy falls
asleep. His open, snoring

mouth
then becomes

the starting point
for a three-ball play.

Top Coin-Ops of
December 1990
Figures courtesy of
RePlay magazine, based on
an earnings-opinion poll of
operators.

Best Upright
Videos

Race Drivin’ by Atari
Pit Fighter by Atari
Hard Drivin’ by Atari
G-LOC by Sega
Teenage Mutant Ninja
Turtles by Konami
Galaxy Force by Sega
Beast Busters by SNK
Final Lap by Atari
Smash TV by Williams
Off Road by Leland

QUIBS WS =

SooNo

Best Coin-Op
Software

Final Fight by Capcom
Ninja Combat by SNK
Magic Sword by Cap-
com
ATAXX by Leland
Raiden by Fabtek
Violence Fight by Taito
Off Road Trak Pak by
Leland
Baseball Stars by SNK
WWF Superstars by
American Technos
Lightning Fighters by
Konami

S5

o

© ®

e

Best New Videos

1. Cyber Lip by SNK

2. Hit the Ice by Williams
3. GP Rider by Sega

Video Company
Computerizes
Acclaim Entertain-
ment, a leading pro-
ducer of top
Nintendo
video-game
software, is
branching
out into
computer
games.
Several of
Acclaim’s
hit NES
titles will
be trans-
lated into
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Had enough of ninja swordfights on Planet Zark? Wondering why it’s always up to you to defend
the universe against foreign terrorists with bad breath and giant radioactive amoebas?

‘4 Reclaim your brain! Get Puzznic™
—it’s the fast-paced puzzle thatll give your mind a heavy duty workout.

Puzznic seems easy —move and match geometric shapes to wipe out all the puzzle pieces.
Trouble is, you've got to match the shapes in just the right order— or you won’t blast one puzzle
and get to the next. Rack up bonus points for matching multiples— if you're really fast, you can
beat the clock and start some chain reaction action. And when you finish the first 160 puzzles,
the fun’s not over. You also get Gravnic; the bonus game that lets you play against gravity.

So dump the fake stun gun. You've got a few more hours before the universe goes terminal.
Pump up your brain cells with Puzznic. When you pop back into those ninja pajamas, you might
just hzvza fighting chance. Actual Nintendo Entertainment System'® screens shown.

5

Plan carefully or you'll be caught

Pick Password to resume your

squeeze you into a corner! game after each completed level. with extra shapes.
®
T/‘I Tow
S ‘Taito Software, Inc., 390 Holbrook Drive, Wheeling, Illinois 60090
Taito? Puzznic}' and Gravnic™ are trademarks of Taito America Corporation. Copyright © 1990. All Rights Reserved
TR Nintendo® and Nintendo i System® are regi: of Nintendo of America Inc.
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IBM PC format, and the ini-
tial Acclaim computer prod-
ucts should hit the market
before Christmas 1991. The
company hasn’t yet decid-
ed which titles will be
translated first, but an
announcement will be
forthcoming soon.

The manufacturer has
also begun development
work on software to be
used with the Super NES,
Nintendo’s 16-bit machine,
which will be introduced
later this year.

Konami/Mirrorsoft in
Joint Venture

Konami has entered into
a joint publishing partner-
ship with ImageWorks, the
established brand from
Mirrorsoft, Ltd, one of the
largest publishers of
home-computer entertain-
ment in Europe. Mirrorsoft
is also the leading Euro-
pean publisher of 16-bit PC
software.

The first two titles that
will be brought into the
U.S. by the Konami/lmage-
Works team will be Back to
the Future Part Il, for
Amiga, Commodore 64 and
IBM PC machines; and
Theme Park Mystery, for
Amiga and IBM PC. Europe
will receive Teenage
Mutant Hero Turtles, a title
now available for Amiga,
Amstrad CPC, Atari ST,
Commodore 64, IBM PC
and Spectrum systems.

Parents’ Choice
Approved
Video Games

Parents’ Choice
announced their annual list
of child-approved video
games, basing selections
on quality, design, human
values, fun and ability to
hold the player’s interest.
The list included two titles
for play on the NEC Turbo-
Grafx-16: Boxy Boy and TV
Sports: Football (both by
NEC). Other titles listed

28

below by company are for
play on Nintendo:
A Boy and His Blob

(Absol Entertai );

helmet turned indepen-
dently of the visor.
Other footage produced

Mega Man 2, Chip 'n’ Dale
Rescue Rangers (Capcom);
Fisher-Price Perfect Fit,
Fisher-Price | Can Remem-
ber, Jeopardy! Junior Edi-
tion, Wheel of Fortune

Junior Edition (GameTek);
Lolo 2 (HAL America), The
Chessmaster, Sesame
Street A-B-C (Hi-Tech
Expressions); Bases Load-
ed Il, Goal (Jaleco); Pic-
tionary (LIN); Super Spike
V-Ball, Super Mario Bros. 3,
Pinbot (Nintendo); R.B.I.
Baseball 2, Klax (Tengen).

Psygnosis Breaks
Through on CD

The most dramatic tech-
nical achievement on view
at WCES came from Psyg-
nosis. The company has
developed a breakthrough
software-based system that
generates CD graphics. The
technique is also very
quick, creating its images in
real time.

The Fractal Engine is not
a game; instead it is a sys-
tem that works with all
existing and announced CD
hardware formats, to gen-
erate game visuals using
fractal and ray-trace tech-
niques. VG&CE editors saw
a demonstration that
included a ray-traced
space-suited figure moving
across an alien terrain, as
the face inside the space

realistic-looking h
sequences, then a skim
above the surface of a
planet, as the Fractal
Engine produced complete
landscapes, including
mountains, meadows and
rippling lakes, all taking
place in real time.

Several companies are
now discussing the gaming
potentials of the process
with Psygnosis, and
VG&CE will cover all devel-
opments as they occur.

MLSA’s Baseball,
Football Soon to Be
Coin-Ops

MicroLeague Software
Association announced that
its hit game MicroLeague
Baseball will soon be in the
arcades. The statistical sim-
ulation is being turned into
a computer cartridge for
arcade play under the
Quantum label. The play-
for-pay machine will give
three innings for a quarter.

In another Micro-
League-related
announcement, the com-
pany revealed that it is
also developing a car-
tridge based on
MicroLeague Football for
the Quantum cabinet.

Electronic Arts
Announces Sales
According to figures

released by EA, the compa-
ny has sold 15 million
games since its first prod-
uct release in May 1983.
(That game was Pinball
Construction Set, which
sold 250,000+.)

In addition to that first
product, eight other EA
entertainments are certified
“platinum” (the Software
Publishers Association des-
ignation for games that
have sold 250,000 copies or
more). The big sellers are:
Chuck Yeager AFT, The

Bard's Tale, Dr. J and Larry
Bird Go One-on-One, Music
Construction Set, Populous,
Skyfox, Marble Madness
and Starflight.

Logitech Breeds New
Kind of Mouse

Logitech has a new line
of controllers, dubbed the
MouseMan family of input
devices. The company is
readying mouse devices
specifically designed for
either left- or right-handed
users. Later the line will
expand to accommodate
either large or small hands.
Logitech is also introduc-
ing a radio-controlled
remote mouse.

The new control device
was particularly designed
with ergonomics in mind. It
is asymmetrically shaped
and slanted left or right.
According to the design
team that perfected the
new mouse, the angle
should significantly reduce

hand strain. It uses opto-
mechanical tracking sys-
tems (an LED on one side
emits light and a phototran-
sistor on the other side
translates the signals into
something the computer
understands).

The new remote cord-
less mouse doesn’t require
the user to be in direct line
of sight for the controller to
work. It can be six feet
away from the receiver,
which has five feet of cord,
for a total possible of 11 feet
from the microprocessor.

The new control devices
should be available in retail
outlets by the second quar-
ter of 1991. &
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You Don't Just
You Liv

Finally, a fantasy roie-playing adventure
that makes you a part of the action. -

Beware of the serpents
bite. Itis deaclly. And vou
are vulnerable.

Reerfyy o Ui

Tl s Clag,

Pty Pl Creagy ooy,
Cadly or playon the

® 3
I fml I Q Taito, 390 Holtrook Drive, Wheeling, IL 60090 Taito? The Only Game In Town™ and Dungeon Magic™ are trademarks of Taito America Corporation. Taito © 1980, 1991 Gz
THE ONLY GAME IN TOWN Nintendo® © 1990, 1991 Nintendo of Ameriea |
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Tips are graded on a scale
of one to five joysticks. The
more joysticks that are col-
ored in, the more valuable the
hint.

Blow the dust off those old
games, and try out some of
our new hints! If you have
some great hints and tips for

us, just put them on a piece of
paper, and send them to
VG&CE, 9171 Wilshire Blvd.,
Suite 300, Beverly Hills, CA
90210, ATTN: Easter Egg
.Hunt. The author of each new
tip we use will receive $10.
Write neatly and be sure to in-
clude your name and address!

Here’s a key to the
abbreviations:

A" button
“B” button
C” button

TV SPORTS: FOOTBALL

CINEMAWARE FOR THE TG-16

L8885,

Select “Clipboard” and then examine feams. On the team-select stage, press: But-
ton ll, D, U, D, U, D, U, U, U, Button Il and then select a team. Every player should
have a rating of 12 on that feam.

In either the “Clipboard” or “Exhibition” games you can press and hold Button Il
and then press SELECT to enter the password screen. Enter TENMINUTES for ten
minute quarters; FIVEMINUTES for five minute quarters; SUPERSPEED for 12 on
speed; SUPERHANDS for 12 on hands; SUPERSTRENGTH for 12 on strength; and
SUPERAGILITY for 12 on agility.

First select “Exhibition.” During the team select press and hold Button Il, and then
press SELECT fo enter the password screen. Type in ULTIMATEWIZ fo start with 28
points in the first quarter; THECOOKER to prevent the other team from tackling your
fullback; GOLDIELOCK for no blocked or intercepted passes; and CORNBREAD to
g;;:n the opposing team a fifty-fifty chance of fumbling the ball on each play on

Mike Kilcullen of Schenectady, New York, sent in this code for the championship
game between the Tidal Waves and the Sharks, BCSVMDPDJAZRT. Thanks, Mike.

Than 3

Capcom For THE NES

L5888

Here's the best order to defeat the
bosses. Start with Top Man, then
Shadow Man, Gemini Man, Spark
Man, Needle Man, Snake Man,
Magnet Man and, finally, Hard Man.
Defeat each boss with the lformar
one’s weapon, except Spark Man:
Use the shadow blades on him.

<

: &
2
3
4
S
6
7
s

Buster Douglas Knockout Bexing

SEGA FOR THE GENESIS

Alex Rodri f Queen: V'%&N&&Y%(h found bri

lex riguez of s Village, New You as a fo bring up a
sound test for this game. On the game-mode ART C:r‘;fro’l)hr
2. To hear the sound, push D fo seled the one you want. Then push A to begin
the sound and B to end. Nice find, Alex.

screen, press START on
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THE SIMPSONS”
PACEMUTANTS

X_RAY_SPECS
1300]S! s

Hello, fellow humans!
Bartholomew J. Simpson
here, with a big secret: [S——
Space mutants are invading Springfield!
Yours truly is the only one who can see ‘em—so it's
up to me to stop ‘em. I've gotta spraypaint things, get radical on my skateboard, and in general
behave like a nuisance, man. It's a good thing I've got the rest of the Simpsons to help me out.
So if you're a decent person, a patriot, save the Earth! Buy this game!

Licansed by Nintendo
Tor piay on the

Allaim
ENTERTAINMENT ==
SwsTEM'

enfertainment inc

®

The Simpsons™ TM & © 1990 Twentieth Cemug

Fox Film Corporation. Al rights reserved. Acclaim™ and Masters of the Game™ are trademarks of Acclaim Entertainment,
Inc. Nintendo®, Nintendo Entertainment System

and the official seals are trademarks of Nintendo of America Inc. © 1990 AcclainyEntertainment, Inc. All rights reserved.
CIRCLE #106 ON READER SERVICE CARD
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IF YOU'RE
AN RPG PLAYER
LOOKING FOR CHALLENGE,
YOU PROBABLY KNOW
THAT GENESIS

IS THE ANSWER.

YOU MIGHT EVEN THINK
THEY HAVE A GREAT
NEW PLACE TO START.



YOU'RE RIGHT.

INTRODUCING FATAL LABYRINTH. AND THA

2 EE e BRI

PARRIED.

BRfE W T FS

FATAL LABYRINTH:
Fight vile monsters that attack you from all angles. Use the right weapon and magic at the right time. Avoid secret pits and deathly chaos squares. Search for hidden stairwells
that lead you to the almighty dragonand restore light to the world

i
e >
FATAL LABYRINTH: v e e FATAL LABYRINTH:
Create your own journey each B B B Start the journey in the village
time you play. Search for e s S o.side Dragonia's castle. The
weapons, magic, armor, shields, LA i village dwellers will tell you
and food in rooms that myste- e " of their plight and what you
riously appear as you travel. e I rcd to do to save the world
L from darkness.




S JUST THE BEGINNING.

Fatal Labyrinth is fresh. Because you
create the journey. And no two journeys
are the same. Travel through 30 levels of
ever-changing mazes, with new rooms and
hallways revealing themselves at every turn.
No hundred-page hint-books here. You're
on your own.

Marauding ghouls have raided the nearby AT T

village and stolen the Holy Goblet, delivering With 19 muicdevel maze dungeons and 9 separate

. . lore, you'll soh isted riddl

it to the High Tower where the Dragon i kit of Brmonses s v el
. . % e lead Awarded 1990 Best Vi

rules. With the goblet in his vile talons, soon L G s s

Entertainment.

darkness will consume the world.

As Trykaar, you will bravely enter
Dragonia Castle and employ a vast array of
powerful weapons and mysterious magic
items, discovering their functions and uses
as you journey headlong into the clutches
of the Dragon's minions.

Whether you're new to dungeon travel
or a hardened veteran, Fatal Labyrinth will
hold surprises and high adventure unlike any B cor I ot o
other fantasy game. Every time you play, el sl Sl
it’s like a new, different game. And with sound and graphics.

Phantasy Star II;" Sword of Vermilion;" and
Phantasy Star llI” coming soon, we've got

SWORD OF VERMILION:

is why we say,
Genesis does.

GENESIS B

The most asked about Sega sequel from consumers nationwide. 7 unique journeys
and 4 different endings. There are 9 worlds and moons to explore with characters
that age, marry, grow old and die. Available in June.

Sega. Genesis and ll gume tites are trademarks of Sega of America, Inc.
©1991 Sega of America, Inc. PO, Box 2167, South San Francisco, CA 94080
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/ t seems that for the

past eight months
the gaming world has
been awaiting the
release of the Nintendo

Super Famicom (SF),
Nintendo’s entry into the
“next generation” of video
The

released at last in Japan this

games. unit was
past November, along with
Super Mario World (or, as it’s
commonly known, Super
Mario 4), Pilot Wings and F-Zero

On the first day the unit was released,
Nintendo sold all 400,000 decks pro-
duced; two weeks later another 400,000
were sold in one day. Now it looks like
the sales since Christmas have passed the
1.5-million mark and will exceed 3 mil-
lion by the end of this year. In compari-
son, this is almost twice the combined
U.S. sales of NEC and Sega’s respective
16-bit machines.

At the Winter CES (Consumer Elec-
tronics Show) in January, Nintendo
finally announced plans to release a
Super NES (the U.S. version of the SF)
this September. Is this the fantastic
dream machine that everyone says it is?
Are the graphics and sounds really better
than Sega’s and NEC’s consoles? What
would cause 1.5-million Japanese kids to
run out and buy a new system with only

three games available? For the answers to

36
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REYVO EMIAG

these and many other questions, you

must read on!

Buttons,
Buttons and
More Buttons

The most noticeable part of the new
system is the controller. The controller is
a very important part of the system
because the number of buttons deter-
mines the complexity of the game play
and the creative freedom given to the
designer. At first glance the control pad
for the SF looks like a slightly rounded
NES controller, but look closely and you

will see four main control buttons

instead of the NES’ two.
Arranged in a diamond
pattern, the buttons are
close and easy to reach.
Located on the top of the
controller are two other
buttons, labeled “L” and
“R,” bringing the total to
eight including START
and SELECT. (That’s twice
as many as the Genesis, for
those who thought that
controller was overloaded.)

Are all these buttons necessary you
ask? Well, in Mario 4, all eight of the
buttons are used. The “Y” and the “B”
buttons replace the “A” and “B” in the
NES version of the game. “Y” causes
Mario to run faster and jump higher, and
“B” is the standard jump. Additionally,
the “A” button causes Mario to perform a
spinning jump. The spinning jump can
make Mario break blocks below and also
squash enemies. What's the importance
of the “L” and “R” buttons, you ask?
Interestingly enough, they cause the
screen to shift to the right or left so you

can see ahead or behind.

Bits and Bytes
Let’s get technical for a second. The
SF utilizes a 65816 processor, which is
essentially a 16-bit version of the com-
mon 6502 found. in today’s C-64 and
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NES. The processor runs at a maximum
clock speed of 3.58 MHz—not 14 MHz,
as some others have stated. Though the
clock speed is slower than the Genesis,
the number of instruc-
tions the SF can pro-
cess is higher than the
Genesis, which results
in smooth animations,
sounds and overall performance.
The processor of the SF is also
helped along by a custom graphics
processor with more power than
most CPUs.

The SF has seven different graphics
modes with resolutions up to 512 x 448.
In all of those modes, the screen can be

scrolled horizontally and vertically, and

The Super Famicom can support up to
seven different graphics modes, with a
maximum resolution of 512 x 448.

VG&CE * APRIL 1991

The workhorse behind the
SF is a 65816 processor,
which is essentially a 16-bit
version of the common
6502 found in many popular
brands of home computers.

a mosaic or pixel block effect can be
applied. Programmers can really have
fun by laying screens on top of each
other for more colors and parallax
scrolling, but the real magic of the SF

comes out when you use “Graphics

Mode 7.” When you use this mode, the
SF has the ability to enlarge, reduce
and/or rotate the graphics quickly. Trust
me, this is cool.

The SF can display 32,000 colors,
though not all at once. In most modes
the colors on the screen are determined
by palettes that the programmer defines.
Every screen has eight palettes of up to
16 colors; the first color is always the
background color, so that makes 121

simultaneous displayable colors. In
some modes, such as the previously
mentioned Mode 7, this limit can be
pushed up to 256. When you con-
sider that the NES can only display
13 colors, 256 is fantastic!

What really makes the system
great is the number of sprites that
can be displayed. As you may
know, a sprite is an object that is
moved around on the screen,
whether it’s a character, flickering
flame or just about anything that
moves or is animated in a game.

Needless to say, the more sprites the

37



better, which means you can have more
action on-screen without the flickering
that hindered the older machines.

Well, the SF comes in second (next to
the 380 for the Neo*Geo) for the most
sprites of any game system, with a maxi-
mum of 128 sprites on the screen. Those
sprites can be any size, from 8 x 8 to a
huge 64 x 64 pixels. Not only that, but
the SF can display up to 32 sprites on
one scan line without flicker, which
means you can draw a line of sprites
from the left side of the screen to the
right side without running out. On the
NES, this is impossible, since you can
only draw eight sprites across the screen

What are great graphics without great
sound? Well, don't worry—there’s plen-
ty of that here. The SF features a Sony
sound chip with an 8-bit CPU and a DSP
(digital signal processor) built-in. What
this means is full stereo sound with eight
“voices” or sounds played at once. Not
only that, but there is an echo effect that

sounds great.

Software
What about games? 1 had a
chance to take a look at the three
games that were released by Ninten-
do at the same time the system hit
the Japanese shelves, Super Mario
World, Pilot Wings and F-Zero.

Supsr Iario World (SN2 4,

By far the best installment in the
Mario saga. Don’t worry—this is still
the Mario-type game we all love, but
the improvements just keep coming.
Similar to SMB 3, Mario starts out on
a large map and can walk to the next
world you wish to tackle. Mario still

gets larger with mushrooms, invinci-

38

bility with stars and can throw fireballs
with the flower, but now the feather will
give him a cape to fly in a whole new
way. Not only can Mario fly up but he
can also swoop down into a earth-shat-
tering nose dive, dip back into smooth
flight or slide to a stop on his face. Mario
is also helped along the way by his new
dinosaur friends, who will eat just about
anything, especially turtles. The anima-
tions in SMB 4 , particularly the goofy-
looking, loping dinosaur, are simply hys-
terical

Mario has to run and fly through
eight new worlds, where he must destroy
the seven castles, finishing each level off
with a Koopa castle, which is somewhat
of a maze. Have faith in the fact that
there are more bonus worlds and warps
than any other game before: Winning
the game means reaching all 96 goals.

While the end of every level is a goal,
goals include keys with keyholes and
hidden second endings to some rounds.

The game can be won with 20 or so of

the goals completed, but only the best

player will be able to go back and find

all of the goals he missed. In order to
find all 96 goals you will have to go to
every red spot on the main map and
look for a second ending. Some will be
easy to find; others, like the “secret star
world,” are ridiculously hard

This game has some of the richest
graphics ever seen on a home video
game, including nicely animated back-
grounds and two or three levels of paral-
lax scrolling. 1 was constantly amazed by
the new monsters that would pop up on
each new level

Between the music and the sound
effects, the audio section rates an A+
Hook this game up to a stereo, and the
sounds will constantly amaze you. The
moderate difficulty kept me playing for
weeks and loving every minute. Rating

Totally rad

Pllot Wings

Flight simulator fans rejoice—that’s

flight simulator, not combat simulator—

Super Mario World proves to be the best
installment in the Mario saga, containing rich
graphics and several levels of parallax
scrolling.
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1BM EGA DISPLAY.

AMIGA DISPLAY

but one short year ..
since the Champions of Krynn claimed
victory over the massed forces of evil. #
Now, the Lord of the Death Knights, Soth
himself, is preparing to wreak havoc in an
eruption of evil such as Krynn has never

wwrsrnses
Nenass

EFORE MOUNTING|
HAUE

£
7

£ aN
R_PATRETIC|
L3ued.’

As members of the Special Solamnic
Order of the Champions of Krynn, you
and your party stand as the only force
capable of answering Soth’s deadly chal-
lenge - and living to tell of it!

Deatr Kniars oF Krvyy takes the
award-winning game system used in
Crampions oF Krywy to new heights! Now,

e

characters i

transferred from Crarpions or Ky can
keep their money and items. Higher
character levels, new monsters, new spells
and enhanced combat aiming make for
AD&D" fantasy role-playing beyond
anything you've ever experienced!

To order: visit your retailer or call:
1-800-245-4525, in the U.S.A. & Canada, to
charge on VISA or MasterCard.

To receive SSI's complete product catalog,
send $1.00 to:

SSI, 675 Almanor Ave.,
Suite 201,

Sunnyvale, CA 94086

ADVANCED DUNGEONS &
%'- DRAGONS. ADRD.

DRAGONLANCE, and e
TSR, Inc. TSR logo e ademars
et byand seduner e rom

TSR, Inc. ©191 TSR, nc. ©1991 Strategic
Simuatos.nc. Al rights resrved




because your time has come. Pilot Wings
has no guns or enemy planes. Instead, it
is a pure test of landing and flying abili-
ties. Start on Level 1 with the biplane

and a parachute, and advance your way

500 feet. If all your events total a certain
score, you are given the next license
class and a password to continue. Each
level gets progressively harder and

requires you to hit a

higher score on

through the levels to use the hang glider,
jet pack and the helicopter. each event.
Each

between two and five

level has

events that are a mix of
the above vehicles. Points
are awarded for flying
through and touching
green targets, landing
precision, landing diffi-
culty and other goals.
With the hang glider, for
example, you must hit a
thermal (an area of warm
air rising off the ground,
which gives a glider lift)

and reach an altitude of

KEEP YOUR CASH!

TRADE-IN YOUR UNWANTED VIDEO GAMES
OR SYSTEMS & SAVE $5 - $100.00
FOR EACH ONE WE NEED!

Video Games and Systems
Mega Drive = Nintendo = Genesis * Sega = Game Boy = Turbo-
Graphics * Neo Geo = Lynx Japanese Games & Systems

Radio Controlled Vehicles
Associated Electrics * MRC = Futaba * MRP = Traxxas
Skateboards Clothing Sneakers
Airwalk = Powell * SMA = H-Street = Blind = Indy
Santa Cruz =Slot Cars = Splatball Eq. = Kites = Frisbees
Models = 35mm Cameras & Film

HO/RC HOBBIES

VIDEO GAME TRADE-IN CENTER
982 Monroe Ave.
Rochester, N.Y. 14620 - (716) 244-4643

SAVE $1.00 OFF ANY PURCHASE

‘with this Ad. Min. $25.00 = 1 per customer

CIRCLE #117 ON READER SERVICE CARD.
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This game uses the
SF’s hardware scaling
extensively and, thus,
is very stunning visu-
ally. The animation is
first-rate, and you'll
find yourself gripping
the controller every
time you land the
biplane too hard. This
is one fun game, and
please, don’t forget to

open your parachute.

If you like driving
games, this is proba-
bly one of the fastest,
most playable games
since Super Monaco
GP. In F-Zero, you

pilot one of four hov-

In F-Zero, the gamer can pilot one
of four hovercraft through five
grueling races on four circuits.

ercraft through five grueling races on
four circuits. The game features simple
controls: jets on, rear thrusters, steering,
and for the really hard turns you can use
the “L” and “R” buttons to
lean the craft into the
turns. Watch out for
ramps and the turbo spots
that boost your speed. In
addition, every lap you
survive awards one turbo
boost to be used at your
discretion. It’s a good idea
to use the turbo on the
straightaways, though, or
else you'll end up bonking
into the walls that line the
course.

This isn’t any ordinary

driving game, however.
Instead of a pit stop, there is
an “on-the-fly” fuel area.
Driving through this striped lane
prompts a fuel ship to fly over and gas
you up as long as you stay there. This is
like a 3-D version of R.C. Pro-Am with all
the ramps and obstacles. Once again, the
look of the graphics are fantastic, and the
sound just has to be seen to be heard

Man, this is one intense game. L
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Game Cartridge

Comlynx Cable
AC Adaptor

Suggested

Lynx System

95
®

Retail
Price

Select Any One of These

Follow these steps to receive your free Lynx Game

cartridge:

1. Purchase complete Lynx Game System
and cut out the UPC symbol from the box.

2. Complete the required information on the
maikin certificate.

3. Attach the original dated cash register
receipt (receipt date must be from
January 2, 1991 through June 28, 1991)

4. Mail these items postmarked no later
than June 28, 1991 to:

Lynx Free Cartridge Offer
PO. Box 2022
Rock Island, IL 61204-2022

N ATART S NS

Copyright 1891, Atari Corporation, Sunnyvale, CA 94089-1302. Atari, the Atari logo, Comlynx,
Electrocop, and Lynx are TMs o (& of Atari Corp. Blue Lightning, California Games, Chip's
Challenge, and Gates of Zendocon are TMs or ®5 of Epyx

CIRCLE #118 ON READER SERVICE CARD.

Buy a complete Lynx Game system for $149.95 suggested retail
price (includes Lynx Portable Color Entertainment System,
California Games® Card, Multi-player Comlynx™ Cable and AC
Adaptor) and get a second game cartridge FREE (a $35 Retail
Value)! Simply fill out the Mail-in-Offer-Form, select your game
and enclose proof of purchase (UPC Symbol from Lynx Box)
with Cash register receipt (must be dated between January 2,
1991 and June 28, 1991). Hurry ... Offer Expires June 28, 1991.

Mail In Cerlificate

FREE Lynx Cartridge Offer: Buy a Lynx Game System now $14995 suggested retal
price and get a second game free (§35 Retail Value). Offer expires June 28, 1991

Name: Telephone:

Street Address Apt. No.

City/State: L
Tequred)

Select Your Free Game Cartridge from the list below:

Electrocop™ (I Chip's Challenge® iGates of Zendocon™
Address must include ZIP code. Allow 6 to 8 weeks for shipment. Void where taxed.
prohibited or restricted.)

Blue Lightning*




/ Rad
JALECO
For the Nintendo Entertainment
System ($49.95)

footed wonder with green gills; and the
“lion” spell lets him leap through the air
as a whirling ball that can’t be harmed
(though this spell limits your attacking
power to close-range encounters).

The biggest problem with Totally Rad is
the hackneyed dialogue that appears on

GRAPHI! 1 the screen during the intermissions. The
PLAYABILITY instruction manual is similarly infested;
OVERALL 1234858 n 8 9 10 words like “bodacious” and “gagsome”

are sprinkled liberally throughout the text.
Frankly, it's hard to believe that the story-
line of the game was intended to be pre-
sented this way. When Jake delivers a line
like “Who were those dweebs, anyway?”
with a straight face, it looks like a badly
dubbed karate movie.

The game also refers to you as “dude”
on occasion, effectively turning off half of
its potential playing audience (or more, if
you happen to be insulted by this type of
jargon.) I'm sure there are kids who share
Jake’s vocabulary, and Totally Rad will
appeal to those who keep up with the lat-
est catch phrases—which is why the game
will seem so dated in only a year or two.

There’s nothing unusual here; just an
entertaining game that somehow man-
ages to shine through the distracting veil
of “gnarly” vernacular.

It's up to you, the reader, to decide if
Totally Rad is a stupid name or a clever
one. It doesn’t really tell you anything
about the game, but if you read between
the lines, it tells you everything you need
to know.

Totally Rad is another “guy game”;
your character is a guy who runs from
Point A to Point B shooting nasties and
chasing after his kidnapped girlfriend, the
“righteous babe” Allison. (Don’t blame
me, that’s how the instruction manual
describes her—and she is pretty cute for a
video-game character.) The guy’s name is
Jake, and he’s been trained in the ways of
magic by a strange, grinning geezer
called Zebediah. With his skills, Jake
can fire energy blasts from his
hands, cast spells and transform into
three different half-human creatures.

Good-looking graphics make
Jake’s adventure a pleasant one fea-
turing rich, brilliant colors. Parts of
the scenery scroll by at different
speeds in some areas; not with the
pronounced depth you see in the
arcades, but using enough to trick

—Chris Bieniek
Jaleco USA Inc.
310 Era Drive
Northbrook, IL 60062
(708) 480-1811

The Adventures

your eye with a nice pseudo-3-D

effect. The “boss” characters are of Lolo Il

appropriately heinous. Rubyllia 2 HAL AMERICA ;

(at the end of Act 1) looks like Mr. For the Nintendo Entertainment
System (NA)

Peanut, but top hat and cane have
been replaced by fangs, claws,
jackboots, an earring and a purple
mohawk. Okay, maybe he doesn’t
look like Mr. Peanut.

Jake looks a lot like Ted
“Theodore” Logan of Bill & Ted’s
Excellent Adventure, and he defi-
nitely sounds like the vapid Ted
when he opens his mouth. But his
magical powers make him a formidable

PLAYABILITY

1234567“910
123456}

OVERALL 8 9 10

Yes, it seems that once again, Lolo and
Princess Lala are here again in yet another
incarnation, The Adventures of Lolo IIl.
The early copy | received came without

In Totally Rad, the main

hero, and the ability to change his shape character, Jake, must use his  documentation (which is fortunate if you
can be used to great advantage in many shape-shiffing abilities in hate reading through those storylines), but
situations. Jake’s animalistic alter egos order fo save the “righteous the basic story seems to run this way. An
look like minor league superheroes taking babe” Allison. evil “it” has invaded the land and turned

their shot at the big time: the “eagle” spell
changes Jake into a winged warrior in
blue; the “fish” spell makes him a web-
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all the inhabitants of Princess Lala’s king-
dom to stone. Lolo and Lala happened to
be hanging out at a nearby stream and
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YOU'LL FLIPOVERIT!

All across the cosmos. top
gamers like yourself have
been flippin” out over Metal-
Storm’s “Gravity Flip” feature
Together with sugh never-
before-seen game features as
dual scrolling and “breathing
enemies. “Gravity Flip” wiill
v wondering just
which way is up

So arm yourself to the teeth

with state-of-the-art povser-ups:

* Bullet deflecting
“Shield Force”

# LaserGun energizing
“Power Beam”

* Metamorphising
“Gravity Fiveball ™

Get ready for the new Irem
America game that's catchin,
the NES™ world by storm.
MetalStorm 3 -

‘rEm
IREM AMERICA CORP*
8335 E

Red A 98052
FAX: (206) 833-8038

LICENSED BY NINTENDD
FOR PLAY ON THE

Ny EnTERTRBmENT.
- ERCie

orp. TM and @ are trademarks of Irem. Nintendo anti Nintendo
) are trademarks of Nintendo of America Inc.
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were thus spared the attack. They
appeared just in time to hear evil
laughter as the creature made its
escape.

Other than that, everything about
Lolo lll should be very familiar to any-
one who has experienced the first two
games. This one is divided into nine
levels, each with at least six areas in
it; a few special cases have more. In
some of the levels, there are also boss
creatures to be defeated. The regular
areas are pretty much the same as in
the older versions.

Your challenge? You must gather up all
of the hearts inside the room that you are
in, which in turn will open a chest, expos-
ing an item that will destroy all the mon-
sters in the room and allow you to escape
into the next. Sound simple? Well, it can be
early on, or if you know the correct proce-
dure. The hard part comes in dealing with
the aforementioned monsters. Some of
them fire projectiles, so you have to move
objects to block their path. Others
have to be killed to clear the way
for the heart collection. You must
often encase a monster in an egg
of sorts, then push it around in
the same manner as the stone
blocks and use it to shield your-
self from spine-spitting trees. Fire-
breathing lizards can heat things [
up as well, although the fireballs
can be dodged, unlike the spines.
Sometimes you must push an egg
into water and ride it like a raft in
order to reach a heart.

Strategy, logical thought, §
patience and experimentation are &
all required assets for progressing §
from stage to stage. Occasionally
special power-up hearts are avail-
able that will enable you to place a span of
bridge across a section of water, change
the direction of certain one-way passage-
ways or even crush a boulder that is block-
ing your path.

Lolo lll is primarily a puzzle/thought/-
strategy type of contest and can be frus-
trating (slight understatement there!) but
also rewarding once an area is finally con-
quered. While not graphically dependent,
all the graphics are good. The music is
okay for a while, but it can become a bit
bothersome after a while. | guess that's
what the volume control is for!

Anyone who enjoyed the first two Lolos
will definitely want to check out this third
installment. There is plenty of challenge
and a good solid game contained within
Lolo Ill.

HAL America

7873 S.W. Cirrus Drive, 25-F
Beaverton, OR 97005

(503) 644-3009
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Basewars
ULTRA
For the Nintendo Entertainment
System ($53.95)

PLAYABILITY
OVERALL 123‘55159 10

You're not going to find “cybersport” in
any dictionary for at least the next few
decades. But if robotics keep progressing,
perhaps someday there will be real cyber-
sports (sporting matches played out
entirely by robots), and the arcades of the
early ‘90s will have been responsible for
their existence.

The theme has recently exploded onto
the video game scene, and Ultra’s Base-

| wars, a surprisingly playable cyberbase-

ball simulator, is a must-h hetype of
the genre. It not only plays a decent game
of baseball, it adds a lot of very clever and
amusing twists—like Rock ‘Em Sock ‘Em
Robots Day at the ballpark.

The game is 85% straight baseball,
either open play or a pennant race (any
combination of computer and human-
operated teams), minus a few important
conventions. No bunts, no base stealing,
no designated hitters, no substitutions.
(Substitute? Hardly. You'll just have to pay
for repairs after the game, out of your win-
nings—if you've got any!) Fielding is semi-
automatic: Your cyborg will often make
catches itself, but you'll still have to stay
on top of it and make sure the ball is
directed to the right base.

Aside from the cyborgs’ ability to throw
blazing fast balls and literally knock them
into orbit, what sets
them apart from
human players is the
way they interact on
the field. During any
squeeze play, the two
cyborgs go head-to-
head in a fast, vicious
fighting match. The
weapons used in the
match depend on what
you can afford for your
cyborg!

There are four types
of cyborgs, each with
certain abilities, but
there’s no variation

Lolo I, by HAL America,
—Brent Walker ol e Moot is
predecessors while providing
a high degree of playability.

inside each type; for
instance, a flybot
always plays like another flybot. That is,
until you start buying add-ons. The add-
ons are meant to improve either baseball-
related abilities (stronger shoulders,
quicker servomotors, faster arms, etc.) or
battling abilities (laser weapons, gloves
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You'll Love

These Smash Hits! lrem

Two of Irem’s most popular -
arcade hits are now avail- IREM AMERICA CORP®
able for Game BO)/. 3 With Irem America Corporation
the same eye-popping 8335 154th Avenue N.E
visual punch and exciting Redmond, WA 98052
action you've come FAX: (206) 883-8038
to expect from Irem.

©1990 Irem America Corp. ™ and ® are trademarks of Irem. Nintendo, Nintendo
Entertainment System (NES) and Game Boy are trademarks of Nintendo of America Inc.
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and more). About the only thing you can’t
do is kick dirt on the umpire.

In pennant mode, you create a league
out of any six of the 12 teams
available—ten preformed city teams and
two completely configurative teams. With
its battery backup, Basewars remembers
all league information (though you can't
run more than one league at once). The
games go extremely quickly, and the
interface is a breeze to learn. It's heavily
based on all the other baseball games
already available.

The graphics are occasionally very
impressive. There are times when you
may forget this isn't a 16-bit produc-
tion. The robots are big and nicely ani-
mated, particularly the batters. The
screen pans smoothly to keep up with
the action, and home runs are
rewarded with a novel 3-D outer-space
salute. The sound is also well above-
average, containing plenty of separate
themes, fairly realistic sound effects and
digitized voices calling plays and grunting
appropriately.

The only problem worth mentioning is
the lack of strategic options in the game.
Without being able to bunt or plan a steal,
baseball loses a good deal of tactical piz-
zazz. The ability to outfit the player with
technological assistance helps put some
of that interest back, but the game would
have been richer if the programmers had
kept as much existing strategy as possible
and then added to it with cyborgian ele-
ments.

Football seems to be the most popular
inspiration for cy ports, but
is more fun than the competition. Perhaps
it’s because baseball gives you a greater
opportunity of face-to-face strategy
between two robots, rather than having 22
cyberplayers all running around at the
same time.

—Joshua Mandel
Ultra Software
900 Deerfield Parkway
Buffalo Grove, IL 60089
(708) 215-5100

Sword Master
ACTIVISION
For the Nintendo Entertainment
System ($44.95)

‘B

1z:l=e1ssm

OVERALL
“Innovative” isn’t a word that’s been
used to describe a lot of recent video
games lately. Take Sword Master, for
example. It's as generic as its title implies,
offering nothing new to ideas that have
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Basewars’ i

impressive
graphics will make you
forget at times that the game
isn't a 16-bit product.

been done often—and better—in the not-
so-distant past.

The game play is appropriately accom-
panied by a cookie-cutter scenario: You
are a mighty warrior returning from cru-
sading in the Borderlands to your home
kingdom of Eledar. To your dismay, you
discover that the kingdom has been taken
over by the evil Fire Mage and the Serpent
god, Vishok. Princess Aria has been kid-
napped and is being held in a castle dun-
geon. King Aragon has asked you to save
his daughter and vanquish all evil from

Bl Eledar. After all, “You are the Sword Mas-

ter... YOU MUST NOT FAIL!” the instruc-
tions emphasize. Hey, no problem.

Sword Master is one of those side-view
perspective fighting contests that horizon-
tally scrolls to the right. Your player is
armed with a sword. Despite wearing
bulky armor, he can kneel, jump in the air
and raise his shield in defense—what
an agile guy! Besides Vishok and the
Fire Mage you must deal with wizards,
knights, skeletons, dinosaurs, wolves,
bats and even leaping lizards!

Magic potions may be picked up
after they are dropped by defeated bad-
dies. These can give you the ability to
shoot an energy ball, a bomb, lightning
rod or fire ball. Using these powers
isnt free. A certain amount of “experi-
ence points” are
spent each time you
use them. These
points are gained by
slashing at enemies.

A bar indicates
the well-being of
your character. It
lowers when he
gets struck and
increases by a few
points whenever a
potion is taken from
a slain enemy—you
get the picture. One
of these bars also
shows up to repre-
sent an enemy’s
status. When your
health bar empties, the game ends, yet up
to five game continues are available.
Yippee.

Though scrolling fighting games are
quite common, most attempt to outdo
competitors by utilizing elaborate back-
ground graphics and larger-sized on-
screen characters. Sword Master doesn't.
Characters are only a bit bigger than in
earlier efforts, and enemy heavies aren’t
all that menacing. The montage that visu-
ally narrates the game’s background situa-
tion is finely illustrated. But it's still pretty
standard-looking stuff and is only shown
at the game'’s title. The backgrounds to the
game screens are each so subdued that
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ANASGAR SIMULATION SO REAL
YOU’'LL FEEL A DRAFT

Throw it into gear and let it scream.

Konami® presents the most authentic

NASCAR endorsed simulation to race

your computer circuits. Co-designed

by Winston Cup Champion Bill Elliott

and Distinctive Software;™ creator of

Test Drive™and The

Duel}this tests your

stock car mettle on

eight official, perfectly

scaled NASCAR tracks

like Daytona, Talladega

and Watkins Glen. Bit

map graphics and

ascaling technique

are combined to create cars so real

that you can even read the car’s

make when you go bumper to bumper.
Modify your stock car to each

track then drop the hammer on Bill

Elliott and a field of NASCAR's finest

in single races or compete for the Cup inthe
Championship Season.
This simulation has one of the most
comprehensive instant replays ever. You
can play back the action from six camera
positions (with zooms) including a never
before seen three quarter
tower perspective. You'll
also view your realistic pit
team froma crew chief’s
perspective as you choose
from seven different main-
tenance options and watch
them
scramble

to save seconds.

Then testyour skills
against a field of game
players in Bill Elliott’s
NASCAR Challenge
Contest. Send in your

highest score

and you could win
atrip for two to the 1992
Daytona 500 to meet Bill
Elliott and compete with two
other contest winners ina
simulation race for a 1992

Ford Thunderbird Super Coupe! Even
if you don't have the point standings
for Daytona, you can win a Bill Elliott
remote control stock car or genuine
Bill Elliott/Konami racing jacket.

So buckle up for safety and buckle
down for Daytona. Bill awaits your
challenge!

Available:
MS-D0S

WIN A TRIP TO
THE DAYTONA 500!

<> KONAMY*

Comestoen nd Car

in Vermont Maryland, Quebec and where
Seeficlukes ol itpaciaes
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they tend to be unidentifiable on
their own.

Sound effects are just as weak.
Fallen enemies meet an ungracious
demise accompanied by what sounds like
a match being scratched along the back of
a matchbook. Your warrior character
grunts and groans with every sword
swing, thanks to the wonders of gratu-
itously implemented digitized voice tech-
nology. Just as lifeless is the crunching
effect he produces with every jump. The
clash of sword upon sword or shield is as
dramatic as a pin falling onto a glass
tabletop.

Playing this game isn't necessarily a
horrible experience—but it’s likely to instill
a sense of déja vu, inducing flashbacks to
times of enjoying similar yet better-pro-
duced NES titles. Along with its anemic
graphics and dinky sound/music, Sword
Master, overall, is a rather tired gaming
experience.

—Howard H. Wen
Activision
3885 Bohannon Drive
Menlo Park, CA 94025
(415) 329-0500

SEGA
For the Sega Genesis ($39.95)

GRAPHICS 113.55719 10
PLAYABILITY 123450780910
OVERALL 123‘557!910

Sega’s Genesis has gar-
nered a reputation as being the
machine to own if you're hot
on adventure games. Role-
playing contests like Phantasy
Star Il have attracted critical
praise from reviewers and
gamers alike, while Genesis’
major competition, the Turbo-
Grafx-16, continues to be weak
in the adventure category.
Sega’s new role-playing game, however,
isn’t going to do much to help Sega hold
their reputation.

In fact, Fatal Labyrinth barely qualifies
as an RPG. Yes, your character battles ene-
mies, gathers experience points, picks up
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treasures and dies when his hit
points are used up, but all that's
only the trappings of an RPG.
What Fatal Labyrinth lacks is a
gripping storyline, something a
successful adventure game can-
not do without. In addition, the
scope of the game is limited.
The play area is confined mostly
to the labyrinthine castle after
which the game is named.

When the game begins,
you're in a small town. There
are a few people in the streets
to whom you can talk in order
to gain background information, but none
of the buildings can be entered. There are
no shops in which to buy equipment. No
cellars to search for neat surprises.
Instead, you just walk out of town and
enter the castle in which the game is actu-
ally played.

Inside the castle, you must explore the
maze of rooms in order to find much-
needed equipment. At first, only the room
in which you're standing is visible. As you
explore, you reveal more and more of the
castle. Each maze ends with a staircase
that takes you up to the next level.

As you roam the castle hallways and
rooms, you’ll discover many useful
objects, including swords, armor, shields,
scrolls, magic canes, gold and medicine.
As with most RPGs, at first you'll find only
weak weapons. The further you get into
the game, the more powerful the weapons
become. (Of course, the enemies get
stronger t0o.)

Fatal Labyrinth didn’t get its name
because the castle is safe. Each new room
is stocked with plenty of monsters. You
can expect to face such exotic creatures as
snails, bats, magicians, robots, ninjas,
killer flies and others. In addition, rooms
may have pit traps in their floors and
secret doors in their walls.

Regardless of its adventurelike sce-
nario, Fatal Labyrinth is more like Gaunt-
let than the super hit Phantasy Star II.

THE DRAGON MUST BE
DESTROYED BEFORE WE
GET TRAPPED IN A
HORLD OF DARKNESS.

Lovers of RPGs will find this title lack-
ing depth and devoid of excitement.
There’s no story to draw you in; any
fun to be had is derived solely from
exploring the mysterious labyrinth,
defeating its occupants and picking up

b4 argﬁu’
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station was originally

3 intended to protect Earth

PO OGBOGO fn?m the threat of hostile

DGOV OL aliens, but due to some

P OGO 1 unknown malfunction, it

R ST has started destroying

¢ other planets in the solar

system! A built-in self-

r"'f’ destruct mechanism has jammed, so you

Labyrinth falls are being sent to make your way through

short of being @ the pattle station “Cyberg,” and attempt
frue role- to activate it manually.

_s-me. While this is certainly a new storyline,
due to its lack it's not exactly a brand new concept for a
of storyline. game. Basically, it fits the tried-and-true

the treasures.

As an arcade game, Fatal Labyrinth is
okay, although | think most gamers will
find that it has very little repeat-play
power. If you're looking for another top-
notch RPG, you’ll just have to wait for
Phantasy Star Ill.

—Clayton Walnum
Sega of America
573 Forbes Blvd.
South San Francisco, CA 94080
(415) 742-9300

Me

IREM
For the Nintendo Entertainment
System ($49.95)

Sl 3 48 o 10
PLAYABILITY 1234s5@789 10
OVERALL 12345 E 7 8 9 10

What's nine feet tall, weighs in at 2,100

pounds, is activated by 1,300 kilowatts of

power and can reverse gravity at will?
The “M-308 Gunner,” the most sophisti-
cated weapon available to planet Earth.

Earth is under threat of total annihilation S

from a renegade computer-operated

defense system on the planet Pluto. This §
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mold of fighting through a space fortress,
crushing the enemy and defeating the end
bosses. There are, however, some distinct
differences!

In MetalStorm, there are four primary
stages and three stages of the computer
system itself that stand between either the

— obliteration or con-
tinued existence of
Earth. Each of the
stages is divided
into two areas,
J which are inhabited
by varying ene-
mies—walking or
flying robots, fixed-
gun emplacements
and jagged, spiked
ceilings or floors
that must be suc-
§ cessfully navigated.

Ceiling and floor
become more sub-
jective here, how-
ever. By utilizing a
special “gravity flip” function, you can, in
effect, turn the tables on gravity. Your
character flips over and flies in the oppo-
site direction and lands on the first avail-
able surface. Thereafter, jumping is
affected accordingly, depending upon
where your head is!

Your character is armed with a power-
ful auto-firing laser, which may increase
one step in power with the acquisition of
the proper power-up. Other power-ups

g available include ones for 1-Ups, extra

time, a “smart bomb” effect, armor, etc.,
for a total of eight in all. While shooting
prowess is always important, jumping
ability combined with manipulation of the

progress into the deeper levels of Cyberg.
Complicating matters further are spe-
cial levels that may only be traversed in

# one direction, indicated by arrows that line

the level. In some areas, there really isn't
much of a ceiling or floor to orient you.
You may simply step off a ledge and con-
tinue to fall forever! The levels simply
wraparound, and you will often find your-
self walking along a floor that only
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THE ONLY GAME TO
MAKE THE PGA
JUR GUT.

Pack your bags, youre going
on tour

But make it your golf bags.
Bre;lcause its UI;GA TOUR* Golf. The
only game that
lets you make (GE
the rounds with guys named Fuzy
the Walrus, Hubie and Fred. In sum, sixty of the best pIayers ever toswinga club.

No matter how you slice it, this is the most g
realistic Genesis" golf game ever.

Real players with hole-by-hole tips. Real  {§¢ p=
courses like the TPC’s at Sawgrass and ; 4 1 B sum
Avenel. 3-D greens you can read like an A 2U) Course
open book. A whole arsenal of special shots & P
like chips, punches, and fringe putts. Even 1l ) L, O
random pin placement. )

You think any other game has the PGA TOUR stamp of

approval? Come on.
il Getreal.

| Instant replay captures every hole-
| in-one orsplash down. Justlike TV.

1 Take a real course in golf. We used the original blueprints
e that built the TPCs at Sawgrass, Avenel, and the PGA

: n.smc. m yds. West Stadium Course. Plus the ultimate fantasy course. §

B e ml‘z Club: Siron Anything else you try will be definitely under par




PGATOUR Golf doesn't miss a trick. With
balls that have backspin and forward roll.
More impossible
lies than a politician.
Hooks and slices
that butcher the
fairways.

And TV coverage
is better than any
YOUYI ﬁnd on the Topographic contours reflect even th
tube. With SpeCTaC- sn‘;alist%reen wrmk]se ?!;oufn?sreacei
ular aerial ﬂy_bys them, watch out for the bogey man.

- Close-ups of the

| hole. Multiple
angles of the ball in

| flight Instant replay.

| Killer sound effects—
crowd applause,
C%}rgp swg]gs,
chirpin’birds. Even : e -
asportscaster with tournament highlights but NI0 COIMIMET- Tomas Ansaur 1 Vi Mecamber
m cials, If you dont Mark OMeara, Fred Couples, Fuzzy

Zoeller and Craig Stadler. Ignore their
; e devour all your advice and you could have a stroke.

greens, youll finish out of the money: And back on the driving range and

practice greens. A battery backup :

saves everything—games, accumu-

lated eamings, scores. Even PGA

TOUR stats for up to 82 golfers.

OFFICIAL SCORECARD
OFFICIAL Sapersye
AVeRg RECARD

OFficyy Shampionship .7 -

So why drive anything else when T O ™S ECARD
you can cruise the TOUR? Club your [~/ ek oo
way to the top with PGATOUR Golf ' = [ oy
from Electronic Arts.

Call 800-245-4525 to order. Or
visit your retailer
Its golf so T SO NEoe
i) TREE
- youll rush out and buy a cart.

ELECTRONIC ARTS®

| PGATOUR THE PLAYERS:  Championship, TPC, TPC at Sawgrass, TPC at Avenel, PGA West
Segaand G,

Enterprses,Lid. © 1991
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moments before you had seen as a ceil-
ing. Some system defenses are triggered
by your character’s orientation, while oth-
ers are set up to crush you when you pass
between them.

The theme of MetalStorm doesn'’t break
any ground, but does have enough fresh-
ness to make it interesting. Graphically,
the game is adequate, although some
backgrounds seem somewhat “tiled,” or
patterned.

The game is fairly challenging, but
most of the tricks can be figured out in
short order. Things didn't really get diffi-
cult to any extent until over halfway
through the game, so anyone should be

able to handle the action. Unlimited con- §

tinues and a password option are avail-
able as well, which makes the chances of
saving Earth much easier!

—B. W.
Irem America
8335 154th Ave., N.E.
Redmond, WA 98052
(206) 882-1093

RoboCop 2
DATA EAST
For the Nintendo Entertainment
System ($44.95)

RAPH S A o
PLAYABILITY 1232568910
OVERALL 12345688829 10

Although movie-based video games
have a long history of mediocrity, some
titles have managed to retain the original
film’s feel and excitement. At the very
least, some of these Hollywood spin-offs
have offered up a decent game, even if
only a game loosely based on the work
that inspired it. For example, Data East’s
RoboCop, in spite of its movie tie-in, man-
aged to catch the eye of the gaming public
and scoop up a good share of sales. Sales
were good enough, in fact, that we now
have RoboCop 2, a jump-and-shoot con-
test that, if not exactly original, can at least
supply the arcade aficionado with many
hours of action.

In RoboCop 2 you control everyone's
favorite robot crime fighter as he sweeps

By
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Data East’s RoboCop 2,
supply the arcade
ionado with many

hours of action.

through the city looking for bad guys and
rescuing innocent bystanders. RoboCop’s
automatic pistol is a powerful weapon, but
it must be used with restraint. Criminals
that fire at you are suitable targets for
your blasting rage; others, however, must
be arrested. Keep in mind you must never
shoot an innocent bystander or a citizen in
need of rescue. While you're rescuing citi-
zens and shooting and busting bad guys,
you must also gather up the required
number of “nukes,” presumably to keep
them from the hands of the criminals.

Most of the levels are made up of many
platforms and obstacles. Getting from one
platform to the next requires not only a
skillful control hand, but also a little brain
power; there are several routes you may
take, only one of which will allow you to
accumulate the right number of nukes,
killed or busted criminals and rescued citi-
zens. If you fail to meet any of your quo-
tas, you must return to the beginning of
the level and try again.

Some of the obstacles and devices

§ you’ll run up against include falling

columns, which crush you like an ant
under an anvil; electromagnets, which
grab you and carry you across dangerous
areas; laser guns, which quick-sizzle you
into a robo french fry; and jet sleds, which
must be used in order to reach some dis-
tant platforms.

If your bad-guy-busting powers are not
up to par, you may find yourself at the tar-
get range, where your robo-powers will be
sharpened and calibrated. Here you must
control an on-screen
cursor, aiming for tar-
gets that pop up in win-
dows and from behind
trees, trash cans and
other hiding places.
Once again, you must
shoot only the bad
guys. Blasting innocent
bystanders will get you
a fast trip back to the
beginning of the level.
In addition to the
human targets, you’ll
have a chance to shoot
icons that provide such
bonuses as increased
time and extra bullets.

The graphics in
RoboCop 2 are detailed and well-
rendered. RoboCop himself moves
in a suitably clunky way; his foot-
steps, especially when he jumps,
resound with heavy thuds. The
music is okay, but not extraordinary.

In summary, although it’ll win no
awards for originality, RoboCop 2 is
a decent enough jump-and-shoot
game that'll please gamers looking
for something new in that genre.

VG&CE * APRIL 1991



INTO THE FUTURE

In a futuristic sports arena, you're
running upfield, free and clear, when
WHAM! your opponent slams into
you with a bone-jarring tackle knock-
ing the ball loose. On defense,
switch control to your nearest player,
then devastate the ball handler with a
lightning spin kick, forcing another
fumble. Now pick it up and sprint
upfield. Then cut back to evade
tacklers, fake the goalie, and bust
through for a touchdown!

This is Powerball;" the sports game
where teams of armored athletes
hammer each other in a furious slug-
fest. Powerball combines skills from
martial arts, football, and rugby. Each
of the twelve teams boasts a unique
level of skills. Whether you compete
against the computer or a friend,
you'll thrill to the action of Powerball,
the smash sport of the future.

For more information write:

Namco, Hometek Inc. 3255-1 Scott
Blvd. Suite 102 Santa Clara, CA
95054-3013.

POWERBALL T & © 1991 Nameo Lid. ANl rights reserved.
Lcensed by Sega Enterprises Lid.for play on the SEGAT
GENESISTM SYSTEM,

The Game Creator
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However, if you're in the market for a
game with some depth, you’d better keep
looking.

—C. W.
Data East
1850 Little Orchard St.
San Jose, CA 95112
(408) 286-7074

JALECO
For the Nintendo Entertainment
System ($49.95)

1214555910
1214§6B9‘|0

PLAYABILITY
OVERALL

Finally, a video game for fans of
heavy metal. I'm not talking about
music, | mean heavy metal.

The year is 2025, and the Earth
has been overrun by an alien queen
and her army of Metal Mechs. A
group of scientists has captured one
of these bulky biomechanical beasts,
and you’ve been selected to climb
inside and blast your way to the
alien queen’s lair.

The Mech is pretty impressive; it's
a hulking three-legged battletank
that stomps and shoots, crushing
everything in its path. The firepower and
maneuverability of your main weapon can
be upgraded by locating special power-up
items, and the Mech is also equipped with
a supply of “smart bombs” that attack
everything on the screen at once. Though
the on-screen animation is a little rough,
the game really gives you a clear impres-
sion of the Mech’s tremendous bulk. For
example, when the Mech takes a leap for-
ward, the ground literally shakes from the
impact, and the sound effects are appro-
priately thunderous.

By contrast, Tony the Mech pilot is a
tiny, goosestepping squirt who swings his

arms wildly as he scurries around like a Infocom’s BatffeTech series,

Though reminiscent of

frantic bug. Many areas in the game can't Mefal Mech places more

be reached by the huge, lumbering Mech, emphasis on arcade-style

and it's necessary to eject the little guy action.

from the Mech’s cockpit so you can
squeeze into tight spaces and climb trees
and buildings.

To compensate for his small size, the
game'’s final area is a Metroid-style maze
adventure that depicts a much larger
Tony...but the Mech has been left behind.
It's an interesting twist; the game play of
the last level is completely different from
the rest of the game.

Though Metal Mech features only six
levels, each one is fairly expansive. The
screen scrolls both horizontally and verti-
cally, and you'll have to do a lot of explor-

54

ing to find the “level keys” that allow you to
exit the area and move on to the next one.

There’s some great music playing in the
background in this game; it’s abstract,
moody and percussive, and it's a perfect
match for Metal Mech's images of armor
and artillery. Unfortunately, the
limited number of voices avail-
able on the NES has led the pro-
grammers to “borrow” the music
channels and use them for sound
effects. As a result, the music is
momentarily switched off when-
ever there’s a lot of action on the
screen, so you can’t enjoy the
tunes without interruption for
more than a few seconds at a
time. Ironically, there’s a menu-
selection screen that allows you
to turn off the music altogether; in
this case, it would have been nice
to be able to do the opposite.

My only other gripe is that it takes a
heck of a long time to get used to the
Mech’s controls. When the action gets in-

8 tense, it's hard to remember that you can't
| steer the Mech while you're holding down

the fire button. The controls are respon-
sive if you know what you’re doing, but it
often seems like your input is being
ignored because you're holding down the
wrong buttons.

Flaws like these keep Metal Mech from
realizing its full potential, but it’s still an
enjoyable romp through a world of explo-
sive destruction. If nothing else, this game
has more bullets, bombs, lasers and mis-
siles than any other title in recent memory.

—C.B.

Jaleco USA Inc.

310 Era Drive
Northbrook, IL 60062
(708) 480-1811

Powerball
NAMCO
For the Sega Genesis ($56.99)

PLAYABILITY
OVERALL

1::1557:'010
1234578910

A bizarre composite of football and the
American Gladiators, Namco’s Powerball
is a pretty fair game. How so? Well, if
you’ve got the ball, you're fair game. If
you’re in my way, you're fair game. If it'’s a
good match, chances are pretty fair that
half of each team will be lying uncon-
scious on the playing field before you're
through. Joe Montana meets Shinobi.
Okay, kids, go to it.

In Powerball, your primary means of
getting possession of the ball consists of
taking flying leaps in the air and landing
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most;pﬁe’rﬁﬂ duo
e face of the earth!

Fight “The Great Alien Invasion” with MetalMech!
: MetalMech is the all-terrain attack vehicle of the
future—a fusion-driven, three-legged beast that mangles,
stomps and blasts anything in its path...mechanized dogs,
slinkys, rats, space-fighters and more.

Need to blast enemies out of
atight spot? Eject your armored
warrior from MetalMech and
strike out on foot. Zap ‘'em on
rooftops, balconies, and in
underground passages.

The MetalMech battle
takes place on dozens of
screens through six levels of
the most exciting, super-
futuristic, blasting action
ever created for the Nintendo |
Entertainment System: L

But beware—this ma-
chine has a mind of its
own. It’s up to you to dis-
cover all of the controls,
weapons and tech sys-
tems. Then make them
R work for you as you fight

New! For the Ni do Enter

Jaleco™ is a trademark of Jaleco USA Inc.
MetalMech™& © 1990 Jaleco USA, Inc. Al rights reserved. Developed
™ for the NES by Sculptured Software, Inc. Nintendo® and Nintendo

Entertainment System®are registered trademarks of Nintendo of
America, Inc. © 1990 Jaleco USA Inc.
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full force on
your opponent.
Some players
have more
fancy moves,
such as spin-
ning kicks.
The ball is
never out of
play, so you
don’t have to
worry about it
skittering half-
way down the
electrified
gridiron after
you've laid the
opposing player down to sleep.

There are eight preformed teams, each
a different nationality. Teams consist of 11
players, and every player has a set of stats
that reads like a role-playing game: speed,
kicking ability, power, stamina and accu-
racy. The maximum for any stat is 100; the
lowest is 25. You get 50 points with which
to build up any combination of stats, and

you should choose your team
according to your preferred strat-
egy. For example, the Japan
Samurai team is deadly accurate
but weak and slow; the China
Emperors have real powerhouse
goalies and right halfbacks but
mediocre generals. Not all teams
are so lopsided, though.

There are several play options:
You can train or enter into a tour-
nament, both of which pit you
against the computer, or you can
go head-to-head against a second
player (not in tournament mode).
A simple password scheme
allows you to retain your standing
against the computer in tourna-
ment situations. You can config-
ure the length of the quarters in
five-minute increments, and the
attack- and volley-shot options
allow you to let the computer automati-
cally handle those aspects of the action.

The computer does an admirable job of
running all the peripheral offense and
defense. You control only the ballholder,
or, if you don’t have possession, the player
nearest the holder. The playfield is often
too chaotic; the arrow designating the
player you're controlling jumps around
fast enough to make keeping track of your
player the toughest aspect of the game.

Using the buttons, you choose a pass
method or make an attack. The longer you
hold down the attack button, the more
energy that goes into the attack (the arrow
flashes to indicate the amount of energy
built up). Provided the attack is effec-
tive—based on your stats versus your
enemy’s stats—the ball will roll, and it will
be your chance to sweep it up.

The graphics are only average. The
entire game is seen from the same over-
head vantage point used in World Cham-
pionship Soccer, featuring the same scal-
ing effect of the ball (or the jumping
player) in the air. The scrolling is smooth,
and a small full-field view occupies the
upper-right corner of the screen to give
you an overall perspective of the action.
The music and sound effects are actually
the standout features in this game; the
music is varied, and the crowd sounds,
grunts and oofs, are realistic and plentiful.

There’s enough strategic variety to
make the game interesting, but little origi-
nality or innovation and too little control

GENESIS TU?GBO
GENESIS System 149 Lakers vs Celtics 46 | TurboExpress JB Harold 47
Arcade Power Stick 43 Last Battle 37 | Turbo AC Adaptor JJ and Jeff 29
Control Pad 20 Madden Football 46 | TurboGrafx 16 149 KLAX 43
After Burner Il 42 Mickey Mouse 42 | Turbo CD Player 359 King of Casino 40
Alex Kidd Castle 35  Might & Magic Il 59 | TurboBooster 29 Last Alert 47
Arrow Flash 44 Mondu's Fight Palace $ 42 | TurboBooster Plus 46  Legendary Axe 39
Atomic Robo Ki 49 Moonwalker 42 | TurboPad 19 Legendary Axe Il 41
Baseball Lasorda 52 lusha 49 | TurboStick 37  Magical Dinosaurs 47
Backowall Pat ey 4 MystiDefender  § 48 | TorboTap 36 Mikay Madness 8 47
attle Squadron 42 PGA Tour 53 | TurboVision 90  Monster Lair 47
Bean Ball Benny 42 Phantasy Star Il 59 | Aero Blasters 49 Moto Roader 37
Bimini Run 42 Phelios 45 | Alien Crush 39  Neutopia 47
Blockout 39 Popmous 45 | Battle Royal 47 Ninja Spirit 49
Boxing B Douglas. 42 Rambo 45 E!azmg Lazers 37  Ordyne 37
Burning Force 45 Revenge Smnnhx 52 | Blood) l 49  Pac-Land 29
Columns 29  Road Rast 46 Eombe 39  Power Golf 47
Cyberball 42 Shadow B\aslers 44 | Bonk's Advsr\lurs 47 Psyches:s 39
Dando 49  Shadow Dancer 42 | Bonk Il 42 56
Dark Castle 46  Shove It 29 | Boxyboy 37 Shevlock Holmes 47
Dick Tracy 42 Soccer 35 | Bravoman 47 Sidear 45
DJ Boy 49  Space Harrier Il 37 | Chew Man Fu 39  Sonic Snlke 37
Dynamite Duke 42 Stormlord 47 | China Warrior 29 Space Harrier 37
E-SWAT 42 Strider 56 | Cratermaze 29 Splatter House 49
Final Zone 44 Super Hang-On 37 | Cyber Core 47 Super Star Soldier 49
Football Joe Montana $ 42  Super Monaco GP 42 | Deep Blue 29  Super Volleyball 39
Ghostbusters 42 Super Thunder Blade 37 | Devil's Crush 47 Tactical Gladiators 47
Ghouls ‘N Ghosts 48  Sword of Sodan 42 | Double Dungeons 47 Tailspin 49
Golden Axe 52  Sword of Vermillion 59 | Dragon Spirit 37  Takin' It to the Hoop 39
Golf Arnold Palmer 46  Target Earth 47 | Dragon's Curse 39  Tiger Road 47
Grenada 44 Techno Cop 47 | Drop Off 39  Timeball 40
Hard Driving 47  Thunder Force Il 37 | Dungeon Explorer 47 TV Sports Football 47
Insector X 44 Thunder Force Il 49 | Fantasy Zone 37 Vallis 47
Ishido 43 Trampoline Terror 39 | Fighting Street 47 Victory Run 29
James Pond 39  Truxton 37 | Final Lap Twin 47 Vigilante 47
ageki 54  Whip Rush 44 | Final Zone Il 47 World Baseball 29
King's Bounty 46  Wrestling 42 | it Came from Desert 47  World Court Tennis 29
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No Surcharge for Mastercard or Visa. Shipping by UPS Ground or US Mail $3, UPS 2 Day Air $6, CODs $4
TURBOGRAFX16: We buy Used at $25 less than our new price. We sell Used at $10 less than our new price.
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CIRCLE #126 ON READER SERVICE CARD.

56

over the of your team. It's not dif-
ferent enough from what's already avail-
able (Cyberball, World Championship Soc-
cer and either of the existing football titles).

—J. M.

Namco America

3255-1 Scott Blvd., Suite 102
Santa Clara, CA 95054-3043
(408) 496-6371
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Monday December 13, 199

Zombie Hoards Attack U.S.

sStrange samurai
head heading to New
York City.

By I. C. GOOLS, Times Staff
riter

NEW YORK--What appeared to
be a harmless meteorite crashing in
the Nevada desert has turned out to
be Darc Seed, an evil alien creature
with horrible powers. By shooting
strange magnetic rays, Darc Seed
has turned the helpless nation into
zombie slaves and has brought the
Statue of Liberty to life to do his
dirty work.

There Goes the Neighborhood

Mrs. Emma Nuttz of Brooklyn
had this to say about the situation.
“Just when it seemed safe for
decent folks to walk the streets
again along comes this Darc Seed
with his gang of Zombie hooligans
and there goes the neighborhood.
And if that wasn’t bad enough, it
seems the only way to defeat this
ruffian is by totally destroying
every in sight. Now there really
goes the neighborhood!”

Mr. I.M. Sickentired of the
Bronx added, "As if we didn't have
enough stinkin' garbage on the
streets already. Between the
freakin' wino's and the blasted
beggars and all the other louses
already fouling up this miserable
town...and now these sleazeball

zombies!! It's enough to make me
want to move to freakin' Los
Angeles with all the other fruits
and nuts!!!

Mayor Heminhaw immediately
called an emergency press con-
ference where he read the fol-
lowing prepared statement. "I um,
er, ahem, ah, I am doing every-
thing, ah, er, er, humanly possible
to see to it that ah, this situation er,
um, this terrible situation ah, comes
to a ah, ahem, a swift and , er, um,
um, a swift and satisfactory close. I
er, er, um, have no further er, er,
comment at this time. Thank you".

ZOMBIE NATION:
Ground Shaking NES™ Action
Zombie Nation is a ground
shaking action/shooting game.for
the intendo Entertainment
System®. The object of the game
is to wreak total destruction on
everything you see by firing
powerful %rojectiles (it’s a dark and
dirty job, but somebody’s got to do
it). Meanwhile, you need to rescue
as many zombie hostages as you
can in order to gain enough
strength for the ultimate showdown
with Darc Seed (he's toast!).

ZOMBIE NATION:
Devastating Graphics and
Pounding Sound Effects

Zombie Nation’s graphics are so
devastatingly realistic you’ll almost
be tempted not to demolish them
(yeah right!). And the relentlessly
poundinig sound effects will make
you feel like you’re right in the
middle of the action hammering
away at skyscrapers, mountains,
and everything else that crosses
your path.. So don't just stand there
like a Zombie, get your copy now!

Liconsed by Nintendo for piay on the

For more information
please con
3 TRAINMENT  Customer
SYSTEM' Telephone 286-704
Fax: (213) 286-7039

Meldac of America, Inc.

1801 Century Park East
meldac =2
7 Los Angeles CA. 90067
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“Gimme an S... Gimme an
Gimme a G... Gimme a
WHATZIT SPELL2 SEGA!!! Yaaaay....”
The room—or is it my eardrums2—
nearly burst as the near-deafening
roar of 28 college men joined the
trumpefing enthusiasm of the “NCAA
Cheerleaders,” a small horde of high-
school young women, winners of an
NCAA competition, fresh from the
Aloha Bowl parade in Honolulu,
Hawaii. The cheers ushered in the
Sega Genesis World Championship
finls (a compefition to determine the
best collegiate video-game player in
the country) at the Sheraton Waikiki
Hotel on December 22, 1990.

The atmosphere was tense, and
each contestant showed the strain in
different ways. These were the best
out of more than 20,000 entrants,
and the stakes were high. The winner
would receive a brand new Eagle
Talon worth a cool $18,000. These
guys wanted that car.

So, as the ringing in my ears
started to subside, | observed the first
ten contestants slash their way
through five minutes of Shadow
Dancer (the sequel to Revenge of Shi-
nobi) on the Genesis. Most of them
had never seen the game before, and
it took some fime for them to figure

At this point, the stress began to
show. Several players knew they had
done pretty poorly and weren't very
happy. Still, 20 of the original 28
contestants would continue, so only
eight players went down at this point.
Among those who made it was
= Kenny Calhoun from the University of
Colorado. With the Buffaloes con-
tending for the National Champi-
onship in football, you had fo like the
idea of Kenny as a possible winner,
but his position as 18th in the list of
20 first-round finalists was not
encouraging.

Now came the biggest fest yet. All
20 survivors had fo play for fen min-
utes (or until they lost all their men) in
the “non-shuriken” mode. This was
much harder.

Almost every player “assumed the
position”—legs spread a little, bent at
the waist, eyes locked on the screen.
Hands were flying and the concentra-
tion was infense. These guys were
serious. Some unfortunates lost @ man
right at the beginning of the first level,
but all persevered until every man
had died a grisly death.

When the dust had seMed, the top
scorers were, not surprising|y, Ray
Hashman and John Heffron, two of
the standouts from the first round. The

out how to play. A few of the players

had obviously played the game. (They later told me they had
played Japanese imports.) After the first fen players, another ten
joypads flashed and slashed, and it was down fo the final eight.

The winner of the first round of Shadow Dancer was Ray Hash-
man, with 173,500 points. | picked Ray for a contender right
away; he was relaxed and seemed confident.

The second half of the first round consisted of a ten-minute
stretch of Mickey Mouse in the Castle of lllusion. Here again, some
players were more familiar with the game than others. Scores var-
ied a lot, but once again, Ray came through with a top score and
placed first in the round with a combined score of 247,300 points.

surprise was Kenny Calhoun, who
placed third in this round.

When the scores were tallied, only eight semifinalists were left:
Ray, John and Kenny, plus Mike Cuevas, John Pires, Alan Do,
Seung Han and Dat Ho (in that order). Ray sfill looked like a front
runner, but Kenny, who had never played Shadow Dancer before
that day, was a surprise.

Now the tension mounted for eight young men while some of
the rest headed for the showers. Though the crowd had thinned
somewhat, there were still some hardy cheerleaders and avid video
gamers whose enthusiasm had never waned. What game would
these eight semifinalists play fo determine the winner of that car?
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VIDEO GAME GENERAL'S WARNING:
Wizardry® is for Serious Game Players

Only. Guaranteed to Stretch the Limits
of Your Imagination.

Period.

- Sy e R ] L] [4]
®
PROVING GROUNDS OF THE MAD OVERLORD
A Fantasy Role-Playing Simulation

Copyright © 1990 by Andrew Greenberg, Inc., and SirTech Software, Inc.
All Rights Reserved.

LICENSED BY NINTENDO®
FOR PLAY ON THE

)

E"‘TEF‘"'S‘?;E'"‘E"'T NEXOFT CORPORATION
Nintendo and Nintendo Entertainment

‘ 11105 Dana Circle
emarks of Nin i
B e Cypress, CA90630 © (714) 373-2072
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Sega’s Al Nilson had the
answer: Joe Montana Football,
a game that was just being
released the same day. None of
the contestants had ever seen it
before.

In the first round, the players
were paired up at random, and
each played a ten-minute game,
New York vs. New York.

Going into the second round,
the original eight contestants
dwindled down to four. Two
pairs squared off to find out who
would play for all the marbles. It was
Chicago vs. Chicago, and the two high-
est scorers would go against each other.

The competition was close, but Kenny
was clearly dominant. He won with a
score of 28-14 and scored his last
touchdown with zero seconds on the
game clock. In the other match, John
Pires won a closer contest, 21-17.

On to the finals. The long wait was
almost over, but Al Nilson called a time
out. The guys were given a few minutes
to get
pared, and |
took the oppor-
tunity to talk
with Kenny. |
had
watching him
closely since
before the sec-
ond Shadow
Dancer round.

“What's
your sirategy in
the upcoming
game, Kenny?” | asked, giving my best sideline sportscaster
impression.

He didn'’t think too long about his answer. “Defense. You've got
to keep up the defensive pressure.”

| had done my scouting and had noticed a certain tendency for
Kenny's wide receivers to get open deep, so | didn't allow him to
hide behind this defense screen. | wanted his secrets. “You've got a
prefty sound offensive strategy, too, don’t you?” | pursued.

pre-

been

“Well,” he
hedged, I just send
my guys on deep
patterns and throw
the ball to receiver

The Sega Genesis
World
Championship
finals pitted 28
finalists against
each other fo

defermine the best enele It

number
works pretty well.
For running plays |
like the toss left.”

John Pires, on
the other hand, told
me he was feeling
the tension. It was a
nerve-wracking
experience, but |
reminded him that it
was almost over,
and he had already
won at least $2,500
and a free trip to
Hawaii.

Here's the recap
of the final game:

 Kenny was the
first to score in the
game, which fea-
tured San Francisco
vs. San Francisco, as he
dropped info the pocket
and fired a long bomb
for a touchdown. Score:
7-0, Kenny.

* John returned with
a classic drive and
scores on a short pass
just after the two-minute
warning.
apiece.

¢ Kenny took the
kickoff to the 19 and
threw another long one. This time his receiver was tackled on the
seven-yard line. Just before the half ended, Kenny called a time
out. Sending his wide outs on short-crossing patterns, he zipped a
quick flip for another score. Score: 14-7, Kenny.

¢ John took the kickoff and on his first play completed a long
bomb. He made it fo the 15-yard line, but time ran out.

© In the second half, John got the kickoff. He ran wide to the
right for a moderate gain, then threw a deep pass into triple cover-

Sega’s Al Nilson
(right) congratulate
winner Kenny

Calhoun.

Score: 7
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“Inke a rock and a
block and call me in

the morning”

«ee Dr: R.O. Gibraltar

CAUTION: Do not drive or operate heavy equipment while
playing these games. ISHIDO The Way of Stones™ and
CYRAID™ are not approved by the FDA and are known to cause
severe enjoyment. Contents may be habit forming.

LICENSED BY Cut Here o o o on on om om o o =m-

i [JSend me a free subscription to the NEXOFT NEWS‘ Newsletter!

Jame (please print clearly),

Address

Nexoft Corporation 11105 Dana Circll
Cypress, CA 90630 (714) 373-2054

Nintendo, Game Boy and the Official Seals are trademarks of

Nintendo of America Inc. ©1989 Nintendo of America Inc.
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1990 Software Resources Internationl. Published under license

from Publishing International. Publishing International and Ishid

are tradémarks of Publishing Intemnationsl and are used with Country Age Sex: M or F (Circle One)

Licensed in conjuction with JPL.

., Ltd. Presented by Nexoft
Corporation.  Licensed by Nintendo. Cyraid is a trademark of
NexifiCouiiton: (G170 NG Cortontinn. 1 SUBSCRIPTIONS c/o NEXOFT CORPORATION 11105 Dana Circle Cypress, CA 90630
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age. Kenny was called for inferference. First and ten o the 23—
John tried a run that lost three yards and two passes that both
failed, so he fried for the fake field goal, but Kenny’s pressure
defense held and he took over.

o Kenny's first pass from John's 20-yard line was almost infer-
cepted, but he switched up and ran his famous toss left, gaining 22
yards on the play. With eight seconds left in the third quarter,
Kenny threw up another bomb, and scored. Score: 21-7, Kenny—
and things looked bad for John.

* On the first play after receiving the kickoff, John threw an

incomplete pass, but then potential disaster struck. Heaving the ball
down the field, he threw it right into the defensive coverage and
Kenny infercepted.

¢ On Kenny's next possession, he ran a sweep that lost four
yclrds, but it succeeded in running the clock down to the two-
minute warning. In a last ditch effort, John went for the blitz, but
Kenny burned him with another successful romp into the end zone.
Score: 28-7, Kenny.

© John took his last shot. His first play from scrimmage was
incomplete and was followed by another. It was then third down,

FiDLEO GAMIES BRESS
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and fime was running out. John took Montana
into the pocket and let fly a long bomb to his
receiver, who cuught it and ran to the ten-yard
line. With only 56 seconds left in the game,
John kept fighting.

In true Montana fashion, he never gave up.
In a play much like “The Catch,” John took the
quarterback, scrambled and launched a prayer
to the back of the end zone. Touchdown! Was
that Dwight Clark back from refirement? Score:
28-14, Kenny.

© John knew there was only one option left:
an onside kick. He pressed the “C” button, and
the entire kick formation shifted to the right. He
then kicked the ball toward the right sideline.
Did it go out of bounds? No. John dove on the
ball. After two incomplete passes and a near
interception, the fime came down tfo 26 sec-
onds. Sweating bullets, John fried his hardest,
but after two more incomplete passes, the ball
turned over fo Kenny. The pressure defense
held, and Kenny ran out the clock. He beat
John 28-14.

When | talked with Kenny after the game, he
was amazed. “| only play sports games, really,
so | knew | had a good chance once | got o the
final games, but I never thought I'd get that far. |
did pretty bad in the first round—! think | was
18th. So | didn't expect to do very well in the
second round. | surprised myself.” He was obvi-
ously in shock. There was something really
important still to do. “I gotta go call home and
tell my mom | won the car.”

And 5o it was that all these kids went home
winners. They saw Hawaii, participated in the
Aloha Bowl Parade and met lots of cheerlead-
ers. On a rare rainy day in Waikiki, the Sega
Championship event was the best thing going. &

VG&CE * APRIL 1991



FACE IT.
IT'S POSITIVELY
ADDICTING.

u have mastered
TETRIS™and WELLTRIS™
and thought you were head
and shoulders above the rest.
Presenting the newest challenge
from the Soviet Union—
FACES ™.\ Tx1s L. In FACES
youllneed to be “eyes and nose
above the rest” to come out
aheac (ahead)!

You'll recognize the concept
of FACES soon enough. Stack
the falling blocks of face seg-
ments of the famous and not-
so-famous in the proper order
N SSaaa) Lo make com-
plete faces.
Swap the
pieces, flip
them, and
drop them
into place.

“To rotate
| Shake-

i speare’s

NOSe Or not
throtate
Shake-
speare’s
nose, that
is the ques-
tion”

So—jyo

an

£
1
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1
£
¥

2061 Challenger Dr., Alameda, CA 94501 (415) 522-0107
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And picture thisifyomwill=s
Joan of Arcsrioseon
Napoleon’s moiith,\ Whata
combination!

Rack up the scorebymaking
perfect or mixed faces; bue
remember there are no'poitits
for “double chins” in this game!
For an unparalleled, fun time;

Play BACES iti'the head-to-
headimode: When youcreate a
perfect face;youropporent
gets a stck of face preces
dumped onito his screen: It's
funny, itsobsessive, and you'll
keep coming backor. more of
this so0n:to-be-urforgettable
FACES from the Soviet-Union!
Available for IBM in CGA, EGA, VGA/MCGA, Hercules

and Tandy. Coming soon for Macintosh/Macintosh I1
and Amiga.
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STRATEGY GUIDE, PART II

by Donn Nauert

You've made it halfway through the enemy-, or should we say lien-, held territory. Now it’s time
fo get serious about this alien-trampling business. After all, it’s only the destiny of the world you
hold in your hands. Veigues Tactical Gladiator, the weapon machine invented by the Federation
Army after the world was assaulted by alien forces, is the only hope for mankind.

In the second part of our two-part strategy, we’ll help you anniilate those evil alien forces. In
[Part 1, 1 found that having more vernier instead of field punch was more effective. Now, in Stages

i 6 through 10, there’s more of a need for the field punch rather than the vernier. So, starting in

 Stage 6 you should make an effort to build up the single most powerful weapon you have, the field

punch. How well you have done up o this point will determine how many, if any, units you will
take away from the vernier and even, possibly, the shield.
The body weapon should remain at five or six, if possible. At the start of Stage 6 you should have
ot least four on field punch so that when you reach Stage 7 you can have six units. It'll be
important to have the field punch built up by this time; if you don’t you could set yourself up for

some long game playing. At the end of Stage 7 you can add the extra units to the other weapons;
vernier might be the only one left o fill. After that, it’'ll just be a matter of refilling any shield that
you might have lost, then the vernier.
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To finish out the cave portion of the The mechanical roosters make an

game, these guys will come af you appearance as you enter the tunnel. :‘:l:o::' ::‘ ';re:o;:::m hess gwys
from both sides of the screen, then fly The field punch works wonders here.

1o either the floor or ceiling and take o So does the beam cannon, although »

shot at you. They're quick and it’s alittle slower in disposing of

accrate, so try to get rid of them as them.

soon as possible.

" _ s You can use the beam cannon to get It's neat, i ird owthe
A little more changing dim.mns is theswyays oot of the way: H you !u::e:-,l ina u:;:;,h ey
called hud 1o get through this section don, thejW shool missiles a you. b a" change
unhormed. 3

At this point the blue computer chips
come out. It's important to get rid of
You've now entered a new section in - the bottom that appears on the right <
the underground tunnels. These blve because some chips appear from the x"\ £
STAGE 7 guys come out i force. left, and they can do great domage. i

u"\;\nulg \4\h|u¥ =
B 'E m&n- mgu!l?

The second one appears
right, moves at an angle

You can stay where you are
ulmledamgem"yyomhdhy
moving to the center as it moves to
the right.

“ The third one will appear from the left | lh'mﬁouwihm top
 side arid hop around a little bit, but it \ligbtnd-wuhﬂnhomnltﬂh
poses very little threat, if any. then, na looping motion, m;os to

: the right, back to the left,
off the screen.-Obviously, ||’s not
your way for long.

Once past this section, gold bombs
come out. Avoid the ones on the
bottom, or go for the points.
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- dragons that come out in this section.
The first one comes out from the left
and goes straight up. If you're on the

righsldtyumgﬂhvmlyw 5

VG&CE *"APRIL 1991

Jﬁlilh

% ‘I‘humhldﬂmhvlm’smsh

Using your body weapon, shoot the
bottom-right gun out first, then be
ready for the red gun behind it to
open and fire. If you stand in the
bottom-left coer, the top right gun’s
bullets will not hit you. So it should be
easy pickings. Once the bottom and
top guns have been destroyed, the
middle one will be activated. Change
directions to dodge the missile it

shoots and fire the body weapon until

it’s destroyed.

This thing looks like it's riding an iron.
There are a few ways to defeat this
boss. You can either jump to dodge its
bullets and fire on it with the beam
cannon, or get in dose and use your
field punch. You can always use one of
the two weapons while you change
direction (twice, back and forth) to
avoid the shots.

When these fast-movin’, fast-shootin”
enemies hit the screen, you’ll probably
be on the left side of the screen. Move
1o the right, turn and face to the left.
When you’re on the right and an
enemy comes out, it will sit right on
top of you, but its shots won't hit
ou. (This strategy doesn’t work on
H because when the enemies
t on the left side, they’re
jo'the left, and you'll get

Once you destroy the iron part of this
thing, it'll start flying around the
screen. The first thing you want to do
is get out of the left comer—that’s
the first place it goes. When it moves
out of the corner, you can return there
and start blasting it with your field
punch. When it looks like it’s going to
hit you, change directions.
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STAGE 8 !
— >
The guys with the missiles come out
of the tubes, and they are bad news. .i
The best thing you can do is get to the
right corner, and destroy all you can.

If any missiles get released, try to
lure them into the walls to destroy
You've seen these guys before. You them.

know what to do. \
5

At the top of the stairs, the roosters These guys are also a pain. The best
with bad haircuts come out. Watch the  thing to do is use your field punch on

radar so you'll know what direction them before they get a chance to . 3
you need to turn o get out of there move. If some do, change directions as o~
quick. much as possible.

These little darts are like gnats flying
around your head. Change direction
o e dml while using your field punch.

STAGE 9

) s umu!g (T «vqnvrllltlltlsﬁx:ﬂ 114 mumnnmmuunummg‘mu umlg_mum w0 T

In this area you'll go ugcins! most of  used to de(en' previous end bosses
the end bosses you've defeated will still work, only quicklier. For the
before as regular enemies. The final  end boss of Stage 5 (the armadillo),
end boss of this area looks similar to  you can use the field punch.

the one in Stage 6. The patterns you

Nuw it’s back to the matter at hand:

L

HEHHTH L

[Eet
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iy, The object here is obviously to get
past this area as quickly as possible.
Try shooting the body weapon at an
angle in front of you.

=== U e !ml'r-v'.y=='

Use your field punch or, better yet, «..the machine starts moving. I've
the beam cannon to destroy the darts found that if you get to the left side
that fly about. Try staying in the of the screen and jump into the air as
center of the screen, and when they it shoots down at you, then move
approach, change direction and back down when it fires again, he can
continve shooting from the bottom be destroyed easily with the beam
right (as shown in the photo). Whena  cannon.

new set is about fo come out, move

back to the center and repeat until...

After the first three foes, yu’l
 encounter this oasis. Be rt

woldlbupios, ‘which is a miatt

me

P
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End Boss: Stage 9 This end boss is similar to the one in
Stage 6 except that this one will use
his large gun o constantly take shots
at you. The lowest shot is the only
one that can hit you. After you have
eliminated the gun, another target will
appear in the center, and the port
holes will open fire. Use your laser
cannon to destroy if.

T AR

The first section of the area is outside
the main ship. Use your laser cannon,
and you shouldn’t have much of a

43ror =4
et Here you our booster rockets
and land on the deck of the ship. I.I*g
-~ the field punch ould be best her

STAGE 10

The Federation Army learns that your
job is not quite through. They equip
you with booster rockets, and you're
off for the final fight in the sky.

The first thing you'll encounter is a
burst from the guns in the floor and
[
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The end boss will shoot only so many
shots before there is a break in the
action. Let it shoot at you while
you're on the ground, then jump into
the air. Hover there until the end boss
shoots at you again, then move down
1o the ground. Repeat this until the
end boss stops shooting, at which
time you can shoot the rotating
diamond until it stops. End of game.
End of story. Congratulations!

It's fime to enter the ship.
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Med Dog MeGree

BY AMERICAN LASER GAMES

You've been riding hard all day, looking
forward to a nice cold drink at the local
saloon, but just as you hit town, an old
prospector greets you and offers his story.

“The fown’s in terrible trouble, mister.
Mad Dog McCree and his band of outlaws
have taken control of the town, and the
citizens are helpless against his gang,” he
starts. “The sheriff is outgunned and is
being held prisoner in his own jail. You just
gotta help, mister—you're our only
chance,” he adds.

Just then some of Mad Dog's gang
members appear. Of course, they're not

by Donn Nauert

than any of the

Using real
actors, you're
given a greater
sense of realism.
The characters
have been filmed
doing various
things during the
game, and based

on your

much for social talk or strangers, and they
would just as soon shoot you rather than
talk. So whether you wanted it or not,
you're now involved in the town's
problems, and you've just soared to the top
of Mad Dog’s hit list with a bullet.

Mad Dog McCree, by American Laser
Games, is the first of what could be a long
line of laser disc games to come. American
Laser Games has taken the laser-disc game
a step further and created something that is
far superior in graphics and game play

72

previous disc titles.

response—whether you are shot or they
are shot—will react in different ways.
You're also given a choice as to which
scene you want to start with first. Whether
you chose the saloon, stable, Sheriff's office
or bank, you'll need to complete all four
(by ridding the section of bad guys) before
continuing through the game.

Once you're on your way to the
hideout, there are sections of the game that
you could conceivably never enter. And
with an actual Daisy BB gun used as a
light-gun, you may feel you're in the old
West and not in an arcade.

Obviously, since Mad Dog is a laser-
disc game, it's going to have great
graphics, but what also adds fo the game
are the actors and their performances.
From the dialogue to the actors’ facial
expressions to the stunts (spinning and
twirling as they’re shot and falling off
buildings), its all exceptionally well-done.
Though you may pay a little more to play
it, the length of the game will more than
make up for the cost to game players.

Some other pluses with this game are
the standard cabinet (which features a nice
big 29" screen) and a solid sound system
that allows you fo see and hear everything
the game has fo offer. (There’s a larger
model utilizing a 50" rear-
screen projector display, but
Bl most game players probably
f| won't see it because of the cost
to the arcade owner.)

Of all the good things you
can say about the game, there
are a few negatives. First, the
light gun, although a good
solid gun, has a weight that
may prove too much for the
younger players or someone
with a weak wrist. For this
reason it could prove difficult to
physically get through the
whole game, since you have to
tilt your weapon toward the
ground fo reload.
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Second, the most important factor of the
game is that it's a laser-disc game. A lot of
distributors and operators took a pounding
the last time around with these things, so
they're shying away. This is bad news for
the players, because Mad Dog is one of
those games that players will constantly
play just to see sections they haven't seen
before, even though they may have
finished the game. | guess only time will tell
what lies ahead for the future of laser disc
in the arcades—but for now here's a big
positive vote.

In the February issue, we stuck our
necks out with awards fo the best video
and computer games. Now if's time for the
arcade games to get in on the action:

Best Arcade Game of the Year
Teenage Mutant Ninja Turtles took the
nation—and the arcades—by storm. This
multiplayer game by Konami pits the turtle
fab four against the ruthless Shredder
through various exciting stages. There’s
plenty of action (and pizza) in this one.

Most Innovative Arcade Game

Air Inferno, by Taito, is probably one of
the most innovative (and difficult) games
ever. This game is basically a search-and-
rescue where you must complete various
missions, rescuing survivors from a burning
tanker and putting out a fire at an oil
refinery, for instance. You'll definitely have
your hands full between the controls (foot
pedals and stick) and the winds that blow:

your craft off course.

Best Driving Simulator
Last year’s award went fo-Atari’s Hard
Drivin’, and this year's award goes to
another Atari game, Four Trax. Trading in
your steering wheel for handlebars, Four
Trax puts you in a race on four-wheel all-
terrain vehicles (ATV).

Best Flying Game
F-15 Strike Eagle, by MicroProse, gets

RENT GENESIS GAMES!
Most games $8/week with option to buy.
Buy & Sell used C64/128/Amiga/Genesis
games. Rentals require charge card. Call or
write for more information. Please specify
system. Centsible Software, PO Box 930,

St. Joseph, MI 49085. Phone 616-982-0327
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Bally/Midway was able to create one of
the best sports games in a long time.

the honor of being the best flying game.
This game was originally done for the
computers and pits you against an enemy
force that tries to stop you from reaching
the landing zone. One of the unique
aspects of the game is that you're not
limited to a certain area, meaning you can
travel in any direction for any period of
time (as long as your fuel lasts) without
running info barriers. This game was a
close second for the most innovative game.

Best Pinball
The final award in the arcade-game
category would have to go to Diner by
Williams. The game featured some great
target shots and sound effects. &

Left: Atari’s Four Trax.

Right: Williams’ Diner.

Bottom: Bally/Midway’s
Pigskin 621 A.D.

Best Multiplayer Game
Well, once again the “turtles in a half
shell” have to get this award. Teenage
Mutant Ninja Turtles can be found in almost
every arcade in the nation—95% plus to be
exact.

Best Combat Game
As far as combat games go, Mercs, by
Capcom, would have to be the favorite this
year. Billed as the “turtle killer,” a definite
shot at Konami's blockbuster, Mercs
certainly gave it a run for its money.

Best Sports Simulation
The best sports game for the year,
without a doubt, is Pigskin 621 A.D. by
Bally/Midway. Combining a great sense of
humor and some great game play,
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IF SCIENCE FIC-
tion had never been cre-
ated, the computer and video-
game industry would've had to invent
it. Seldom have medium and message
blended together so beautifully. Most gamers are
forward-looking individuals, at home with the latest
technological marvels, so it is only natural that electronic
games about the future would attract a huge following.

Science fiction is not like other game themes. There’s no
boom-and-bust cycle here! Other concepts, such as tank simula-
tors and football simulations, periodically saturate the market and
80 “on the shelf” to cool off for six months to a year, but science
fiction games are always numerous.

There is no type of science fiction, from laser-blazing space
battles to futuristic detective yarns, that can’t be found on disk or
cartridge. The sophisticated story content familiar to fans of sci-fi
movies and books isn’t always evident, but the sense of wonder
and the sweep and grandeur of science fiction is one of the most
powerful forces in the gaming universe.

SCI-Fi ACTION

Video-game cartridge makers released too many action sci-fi
video games in the last year to even list them all! Let’s look at a
few that stand out from the crowd.

Obliterating the Overlord of the Asylum is the goal of the
interplanetary hero in Dash Galaxy in the Alien Asylum (Data East
for NES). That means fighting through hundreds of alien space
creatures and similarly deadly obstacles in this adventure romp.

Target Earth (Dreamworks for Gene-
sis) delivers plenty of outer space battle
action. The Earth must be defended
from waves of assaulting aliens in this
eight-stage blastathon. The hero’s space
battle suit offers many possible
weapons and strategies to defend our
world against interstellar aggression.
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A GALAXY OF SCIENCE
FICTION CAMES

by Arnie Katz

A
battle-
suited hero is
also the star of Final
Zone (Renovation for
Genesis), but the action takes
place on a hostile planet rather than in
the depths of space. Players can load up their combat armor
with up to 15 powerful weapons, and there are over 100 from
which to choose.

Computer gamers can sink their teeth into a detailed simula-
tion of battle-suit combat in Day of the Viper (Accolade for IBM
PC, Amiga, Atari ST). The multi-windowed main display shows
both an automatically generated overhead map and a first-person
view so that the player can operate the Viper battle suit in a mis-
sion to penetrate the heavily defended bdse of Gar, home of the
rulers of the mechanoid invaders.

Fluctuations in the usually
immutable law of gravity test arcaders
in a couple of sci-fi action cartridges
for the Nintendo Entertainment Sys-
tem. Interplay Productions, a major
creator of computer adventures, turns
action upside down in The Adventures
of Rad Gravity (Activision for NES).
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Ten perplexing worlds await! Grav-
itational changes are only one of
many hazards that menace the syn-
thetic warrior hero of Atomic Robo-
Kid (Trico for NES). Atomic Robo-
Kid has four different weapons to
aid his quest for Eve, which takes
him through 17 levels in this hori-
zontal and vertical scroller.

Thexder 2 (Sierra for Amiga,
IBM PC) opens with
a disarmingly lavish
animated introduc-
tion, but fans of the
original Thexder will
recognize the solid
action once the
aliens attack. Nine
combat missions
await the transform-
ing battle suit in
this shooter from Gama Arts of Japan.

If you enjoyed the all-out action of Hybris (Discovery for
Amiga), you'll adore Battle Squadron (Innerprise for Amiga). Cre-
ated by the same design team, this vertically scrolling shoot-out
is even more frenetic. One or two star warriors zoom up the
screen, accompanied by a thunderous musical score, and blast
everything in their path. Entrance spaces allow joystick jockeys to
descend to subterranean levels of the planet Terrainia to battle
even denser concentrations of Barrax Empire forces.

Stellar 7 (Dynamix for IBM PC) is one of the newest sci-fi
action contests—and also one of the oldest. The first version was a
favorite in the early 1980s, but this update has the latest in sound
and graphics. The first-person combat simulation is as exciting as
ever, and it has never looked better.

Some sci-fi action games showcase sports of tomorrow.
Skate Wars (UBI Soft for Commodore 64) mixes soccer, ice

Top left: Activision’s
Galaxy 5000.

Top right: Battle Squadron, by
Innerprise.

Bottom row: Stellar 7, by
Dynamix.
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hockey and rollerball. Cine-
maware is also expected to
introduce a future sport product
(earmarked for Amiga and IBM
PC) that will take women’s
roller derby into the future.

Auto racing was never like
DeathTrack (Activision for IBM
PC). It’s not just a finish-first
race, but nonstop combat on
wheels. Real-time driving and
shooting, with a good choice of
special weapons, makes Death-
Track pulse-pounding enter-
tainment.

Somewhat similar to Death-
Track is Galaxy 5000 (Activi-
sion for NES). One or two play-
ers choose among five turbo racing flyers, each loaded with deadly
armaments. These vehicles compete on any of 36 tracks on nine
planets.

A Boy and His Blob (Absolute Entertainment for NES) has
inspired The Rescue of Princess Blobette (Absolute Entertainment for
Game Boy). Although the visuals are necessarily simpler, the
Game Boy title retains many of the elements that made the Nin-
tendo cartridge VG&CE's Most Innovative Video Game of 1989.

Last year’s sci-fi games report covered two games, Beyond the
Black Hole (Software Toolworks for IBM PC) and Arkanoid
(Taito—Discovery for all computer systems), that use science fic-
tion as a graphic theme. The play isn’t especially futuristic in either
of these action-strategy games, but both will please gamers who

Top: Renovation
Products’ Final
Zone.

Bottom left:
Accolade’s Day
of the Viper.

Bottom right:
The Adventures
of Rad Gravity,
by Activision.

like kinetic puzzles in a space setting. Arkanoid has spawned a se-
quel, Arkanoid 11 (Taito for all computer systems). It has even more
token-collecting and wall-bashing action than the 1988 hit. No
sequel is planned for Beyond the Black Hole, but there’s a totally re-
vamped version of the game available
as a video-game under the name Or-
It 3D (Hi-Tech Expression for NES).

LICENSED FUTURES

Many electronic science fiction
games are based on original concepts,
but a sizable percentage derive from
licensed properties. There are few
well-known sci-fi movies that haven't
found their way to
the gaming screen.

Total Recall (Ac-
claim for NES) is a
game based on a
movie that was, in
turn, derived from a
science fiction novel
by the late Philip K.
Dick. The gamer, in
the same

3?3@ g,

fReaesora

role as
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Top left: LIN's Back to the
Future, Parts 11 & I11.
Top right: Paragon’s
MegaTraveller 1.
Middle: Electronic Arts’
Space 1889.
Bottom: Infocom’s Circuit's
Edge.
Arnold Schwarzenegger played
on the screen, must discover
who has stolen his mind in a
plot based on the screenplay.
Back to the Future, Parts I1 &
III (LJN for NES) incorporates
the plots of the second and
third parts of the comedy ad-
venture trilogy starring Mich-
ael J. Fox and Christopher
Lloyd. The tricks and traps of
time-tripping provide the
thrills and challenge in this
action-adventure cartridge.
Countdown to Doomsday
(SSI for Amiga, IBM PC) is
based on one of the world’s best-known science fiction heroes,
Buck Rogers. The Rip Van Winkle of the future is a character
familiar to generations from magazine stories, novels, comic
books and strips, the classic Buster Crabbe serial, the Gil Gerard
T.V. series, and the TSR nonelectronic role-playing game (RPG).
Countdown to Doomsday finds Buck in the 25th century trying to
help a band of freedom fighters liberate the solar system. This sci-

n of oddi
odd Than diTtyd, garis
nightciubs, and’ tired apartment

ence fiction RPG employs a game system based on SSI's popular
line of Advanced Dungeons & Dragons Gold Box fantasy RPGs,
like Curse of the Azure Bonds.

Movies are the most frequent, but not the only, source of
licensable game concepts. There are also plenty of sci-fi games
based on printed stories, television shows and comic books.

The world’s most popular sci-fi game has finally plugged into
electronic gaming. MegaTraveller 1: The Zhodani Conspiracy
(Paragon for IBM PC) is home computing’s first glimpse of the
Spinward Marches, the region of space in which the nonelectronic
RPG is set, but, hopefully, it won’t be the last. The exten-
sive character-generation system, eye-catching graph-
ics, flexible quick-play interface and majestic scope
make MegaTraveller a necessary addition to any
adventurer’s computer library.

Full Metal Planet (Data East
for IBM PC, Amiga) is based 08
on a European board game
about mining operations on a fairly inhospitable planet.

82

In this military-economic-diplomatic simula-
tion, one to four players compete against natural
hazards and rival companies to extract the all-
important ore from the Full Metal Planet. As
head of Cobra Steel, the computerist must learn
to fully utilize vehicles, equipment and weapons
to stay on top of the fast-changing situation.

Victorian Science Fiction is the attraction of
Space 1889 (Electronic Arts for IBM PC). Based
on a nonelectronic RPG, Space 1889 has enough
side characters and subplots to keep any armchair
_ adventurer involved in the quest that leads from
- the Tomb of Tutankhamen to a hidden civilization buried
deep within the bowels of the Earth. Role-gamers who've
gotten tired of being dwarves and elves may well enjoy be-
coming hoods, survivalists or vigilantes as a change of pace.

Circuit's Edge (Infocom for Amiga, IBM PC) is the most
striking product this one-time king of the text adventures
has published in years. Designed by Westwood Associates
in tandem with George Alec Effinger, whose two novels
inspired the game, Circuit’s Edge is an attractive graphic
adventure with an unusually colorful setting. It is less like
Star Wars than a futuristic Thief of Baghdad.

Star Wars (Brgderbund for Commodore 64) is based on the
Atari coin-op, which, in turn, derives from the celebrated George
Lucas movie. The player blasts through screens of the Empire’s
tie-fighters and then zooms down the trench to the heart of the
Death Star.

CALLING ALL MECHWARRIORS

Decidedly different than the “Trek” school of science fiction is
BattleTech: The Crescent Hawks’ Inception (Infocom for IBM PC,
Amiga, Apple II, Atari ST,
Commodore 64 ). This combat
title casts the player as Jason
Youngblood, a novice warrior
caught up in the 31st-century
struggle to control the Star
League. This is the computer-
ized role-playing game for the
BattleTech universe that is

In BattleTech: The Crescent
Hawks’ Revenge, by Westwood
Associates, Jason Youngblood

returns to rescue his father.

already popular in the form of

comic books, nonelectronic

games, television and toys.
This menu-driven simulation of the life of a2 MechWarrior

cadet jettisons Infocom’s all-text format. The modified overhead

perspective graphics are attractive, if simple, and the automatic-

mapping feature eliminates the need for laborious doodling on
graph paper.

Jason Youngblood returns in a sequel to BartleTech:
The Crescent Hawks’ Revenge (Infocom for IBM PC)
from Westwood Associates. All the MechWarriors
are familiar to fans of FASA’s
nonelectronic adventure-strategy
game-system. The plot of the sequel
continues from the first installment of the story. To
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triumph, Jason must rescue his father,
who was kidnapped during the earlier
adventure.

MechWarrior (Activision for IBM
PC) is part of the BattleTech universe. It
differs from the role-play game
described elsewhere in this article by
offering the player a first-person view
of tomorrow’s battlefield. The game
includes seven different Mechs and
numerous missions. Outstanding visu-
als and sound that supports some of the
special audio-enhancing boards make
MechWarrior a great gaming experience.

Like the real cosmos, the BattleTech universe is expanding.
Mediagenic currently has an action-oriented BattleTech cartridge
for the NES. The game, to be published under the Activision
label, is expected to reach stores in late winter or early spring.

TREKKING AMONG THE STARS

Five licensed Star Trek computer games and a seemingly infi-

Commander.

Two games that go where no man has gone before, Star
Trek V, by Mindscape (left), and Origin Systems’ Wing
nder.

Star Raiders all combined to make
it one of electronic gaming’s endur-
ing classics and paved the way for a
steady series of increasingly excit-
ing products.

The latest, and greatest, of the
first-person flying and shooting
space combat simulators is Wing
Commander (Origin Systems for IBM
PC). VGA graphics and sound-
board support make Wing Comman-
der play like the action scenes of a
cinematic space opera. This 1990
award-winner has the action arcade aces crave, with just enough
strategy to keep it from degenerating into a mindless shooting
exercise.

Universe 111 (Omnitrend for Amiga, Atari ST, IBM PC) is the
third chapter of this action-strategy series. A sensitive diplomatic
mission is the main storyline in this role-playing adventure
designed by Tom Carbone and Bill Leslie. The overhead perspec-
tive graphics are a little drab for such an exciting game, but the

nite number of unofficial adaptations from the Gene Roddenberry
creation have made the TV and movie series a staple of electronic
gaming.

Predating the authorized adventure programs by several years
were many Trek games. These were often published by small com-
panies or even single
individuals and freely
used the Star Trek
universe as a back-
ground.

Most games of this
type offer both strate-
gic
screens, and a galactic
map screen, which
divides the game uni-
verse into sectors,
generally indicates
the location of enemy
spacecraft. The
player’s spaceship
warps to a sector that
contains aliens and
then fights a space
battle in real time on
a tactical display.

Atari  brought
forth the first mas-
sively popular trek
game, Star Raiders, as
a cartridge for its
400/800 computer
systems. The graph-
ics, sound, animation
and excitement of

Modem owners! VG&CE
can be reached online with
comments and hints. We'd
be happy to hear from you.
Electronic Mail can be sent
to us on the following

tactical
systems:

and

CompuServe: 70007,3554
GEnie: VIDGAME
DELPHI: VIDGAMES
Prodigy: CKJB66A
MCI Mail: VIDGAMES

like

If you'd
information on how these
systems operate and how
to sign up, give them a call
and tell them VIDEOGAMES
& CoMPUTER

ENTERTAINMENT sent you!

more

CompuServe: 800-848-8990
800-638-9636

84

based c d scheme makes it quick-playing fun.

Five design groups have produced a total of five Star Trek
adventure games, four based on the original television series and
one tied to the movies. These games utilize the characters and
Enterprise setting familiar to Trekkies everywhere.

Star Trek: The Kobayashi Alternative (Simon & Schuster for
Apple, Commodore 64, IBM PC) introduces a window-popping
parser interface that allows the player, as Kirk, to have surpris-
ingly realistic with other ¢ | aliens and
assorted nonplayer characters. The scenario is a test for Starfleet

cadets in which you must solve the mystery of a missing Federa-
tion starship.

The same implementation team, with Subway Software assum-
ing design duties, produced Star Trek: First Contact (Simon &
Schuster for Apple II, Commodore 64, IBM PC). This tangled
tale of an encounter with an alien race incorporates an upgraded
version of the Kobayashi play system and adds to it a nice set of
illustrations.

The Promethean Prophecy (Simon & Schuster for Apple, Com-
modore 64, IBM PC) is a text adventure not very unlike those
Infocom published a decade ago. Star Trek: The Rebel Universe
(Simon & Schuster for Atari ST) is an action-
oriented adventure with a flashy
interface. The point-and-click sys-
tem eliminates laborious typ-
ing. A player controls any
major character by click-
ing the appropriate pic-
ture on the multi-window
display.

The look and feel of Level
Systems’ Star Trek V: The Final Frontier (Mindscape for Amiga,
IBM PC) is more similar to the movies than the video version of
The Enterprise saga. It blends action sequences, strategy and a
flight simulator to portray a trip to the center of the galaxy.
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ADVENTURES IN THE FUTURE

Michael Berlyn is one of the few people whose career straddles
science fiction and electronic gaming. He is the author of quite a
few computer games and three published novels. A/sered Destiny
(Accolade for Amiga,
IBM PC) is a science
fantasy adventure with
animated graphics and
full sound that chroni-
cles the exploits of re-
luctant adventurer P.]J.
Barrett. When the hero
steps through his TV,
the gamer enters Ber-
lyn’s fascinating alien
universe, which he must save
from the destructive powers of an
evil jewel.

If you like interplanetary
adventure with a heavy dose of
slapstick humor, meet inter-
galactic janitor Roger Wilco.
He’s the star of Space Quest I-IV
(Sierra for Amiga, Apple
Ilgs, Atari ST, IBM PC), B
designed by the Two
Guys from Andromeda
team. The graphics and
sound get better every
time, and Space Quest III:
Pirates of Pestulon boasts
multiple viewing angles,
noninteractive dramatic
sequences and tension-
building cinematic tricks.

Space Quest 1V: Roger Wilco and the Time Rippers (Sierra for
Amiga, IBM PC) is scheduled for release by the time this issue
hits the newsstands. All Roger wants to do is go home to planet
Xenon, but the dreaded Sequel Police stand in his way. If it
wasn’t for the Latex Babes of Estros and the Time Rippers, the
intrepid maintenance man wouldn’t have a prayer!

Chamber of the Sci-Mutant Priestess (Draconian for Amiga, IBM
PC) is somewhat tongue-in-cheek, but exciting and challenging.
This RPG emphasizes puzzle-solving. The player assumes the role
of Raven, a would-be revolutionary. Overthrowing the rule of the
telepathic Protozorgs, Raven must free the captured Sci-Mutant
Priestess. The dreaded Five Ordeals of Delios are mental as well as
physical tests for experienced electronic adventurers.

TOMORROW'S WARS

Quasar (Virgin Mastertronic for Amiga) is an economic-mili-
tary strategy game that takes a tightly focused approach to the
subject. An enemy planet at the other end of the galaxy is the
player’s ultimate target, but it requires a lot of preparation to
reach that world with enough force to conquer it. Other spacefar-

ers may try to halt your empire’s expansion, and it takes careful
resource marshalling of all resources to vanquish the rival planet.

A no-holds-barred struggle between the Alliance of Free Stars
and an alien Ur-Quan Hierarchy is the core of Star Control (Acco-
lade for IBM PC). A unique feature of the one- or two-player game,
designed by Paul Reiche and Fred Ford, is that it has both strategy
and arcade action. The player can concentrate on the hot space bat-
tles or become engrossed in
the building and deployment
of the military-industrial com-
plex to support this war
between the planets.

The graphics, sound and
interface of Star Control are all
praiseworthy. Reiche and
Ford’s action-strategy four de
force is one of the most absorbing and challeng-
ing science fiction games of all-time.

Reach for the Stars (Strategic Studies Group for
Apple II, Apple IT GS, Commodore 64, IBM PC,
Macintosh) casts up to four players as the leaders
of interstellar empires. Conquering the universe
requires the player to delicately balance economic
expansion and military force. The current (third)
edition of Reach for the Stars is now one of the best
“computer board games” on the market.

/'};jﬁi;dg;m.ny Stellar Crusade (SSI for Amiga, Atari ST, IBM
(toprow)and  PC) presents the 24th century conflict in the
5“{;510"""’ Kiffryn’s Cat star cluster. The People’s Holy
fmicdle). Republic, fearful of encroachment by militant
Granada, by interstellar capitalism, strives against The
Renovation 1 kni 1 ion of interstellar
Products Leonoss $ of

(bottom). traders. A solo human can command the League

against the zealots, or a second computerist can
try to lead the PHR to cosmic victory.

Typical of games that take a more action-oriented approach to
war is Granada (Renovation for Genesis). The title refers not to
the pop standard tune, but to the Hypertek Cannon Tank (HCT).
The video gamer commands this ultimate weapon of the 21st cen-
tury in deadly fights against flying battleships, a starship and an
HCT with similar capabilities.

BACK TO THE PRESENT

Clearly, the science fiction gaming boom shows no signs of
slackening. There were even more futuristic games introduced in
the last 12 months than in the year prior to that. It doesn’t take
access to a time machine to say with confidence that the next 12
months will bring at least as many new and exciting science fic-
tion action, strategy and adventure games.

The challenge that video- and computer-game publishers must
meet is to infuse science fiction games with the same soaring
imagination and sense of wonder in printed and electronic sci-fi.

The next year will be an exciting time for sci-fi gamers.
Increased hardware capabilities and the debut of CD software
should yield the most sophisticated futuristic funware so far. &
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Introducing
Total Realify

This 256-color, true-toife golf simula-
tor gives you unprecedented 3D
graphics...so realistic—so advanced—
you'll think you're on the course.

t's a beautiful Spring morning as you prepare to

tee off. You select your #1 driver (ignoring your
caddy’s wisecrack)...take a practice swing... adjust
your stance...and drive one right down the middle
for 290 yards. As you approach your second shot,
you notice every detail of your surroundings...
the location of each tree...the contour of each
hill and slope...the lay of the ball...

§ ) \
A day on your favorite course? Not - hars

quite, but it's the next best thing.
LINKS...The Challenge of Golf is a totally real- /
istic golf simulator that's a quantum leap ahead ~7]
of any computer golf game you've ever seen. <

You'll control your game to the degree you pre-
fer...from defaulting to the standard swings...to
adjusting your stance, backswing, acceleration,
power and snap. With every drive and putt, your
ball will act according to the true laws of physics.

And you'll experience all the sounds of a real
tournament...from commentary...to caddy’s
remarks. ..to the swoosh of the swing...click of the
drive ....and bloop of the ball in the water.

LINKS also includes a practice area for driving,
chipping and putting.

3D Terrain

LINKS is brought to you by Access Software...
the same fanatics for accuracy and realism who gave
you World Class Leader Board Golf—and the graphics
are unbelievably realistic. Gone are square-edged
screens that look like Lego blocks. With LINKS, hills
actually look like hills, trees look like trees, water
looks like water. (And, yes, golfers even look like
golfers.) In fact, LINKS uses graphics technology so
advanced that a VGA system is absolutely required
for play.

Experience the next generation of golf simula-
tors. Reserve a Tee Time with LINKS.

We guarantee you'll absolutely love it—or
your money back!

To get on the course with LINKS,
visit your retailer or call

i 1-800-824-

(Credit Card orders only) or clip and return the order form

SFACCESS

OFTWARE INCORPORATED
545 West 500 South, Bountiful, Utah 84010
801-298-9077 FAX 801-298-9160
CIRCLE #139 ON READER SERVICE CARD.
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LINKS features totally realistic 3D terrain...combining stunning 256-color,
3-dimensional terrain graphics with Rea Sownd”, the revolutionary technology that
gives you astonishing digitized sound effects without hardware.

)

Actual 256-Color VGA Screens

[ e—————————

FORM
VESI : s
YS! I'm ready to Tee Off with LINKS...and experience the astonishing reality of
3D terrain with 256-color graphics and digitized sound effects. Please rush me my copy.
Satisfaction Guaranteed. (VGA system and hard disk required).
( oy N
15 1/4-inch Disk [-] 3 1/2-inch Disk i
P've enclosed $59.95 as payment in full, ~ Address
|1 Charge this order to my:
VISA [] MasterCard [ American Express ~ City
Card No State. Zip,
Dxpites Mail to; ACCESS SOFTWARE INCORPORATED
Signature 545 West 500 South, Suite 130, Bountiful, UT 84010

Tall orders must be signed)
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 years, but the frontier was never

by Joyce Worley

he New World was won by men and women of steel. Granite muscles coupled with stone determination carved out our
continent. Much of the world's ancient history is a matter of conjecture based largely on the disbursement of artifacts. By
contrast, the conquering of the West was done after the invention of paper and ink, by people who were remarkably literate.
From diary and ledger, we have almost daily accounts of how the West
was won, complete with names and personality profiles on the heroes and
heroines who lived the adventure.

We love our history. Our forefathers still live in our memories, and the.
wonders they worked are the pride of our nation. Considering our
passion for the past, it’s surprising that Western lore hasn't played a
more significant part in computer gaming. Barring gunslinger
games, such gritty fare has been scarce. A few stabs at
exploration and survival kept the Western spark glowing for
less

conquered.
Until now. There was a significant surge in 1990

of the Western trend that began in the late '80s.

Several outstanding games now warm the game

screens of would-be cowhands, mountain

men and women and Western explorers.



Rise
to the
challenge.

Fast moving

Arcade Action

for your Nintendo
Entertainment System®

o INCREDIBLE MID-AIR
MOVEMENT!

* GIGANTIC ENEMIES!
* CONTINUE MODE!

~ e SECRET CODES AND
PASSAGES!

o ARCADE STYLE
GRAPHICS!

o AWESOME MUSIC!

o

S

KLUE KLUB

50 North La Cienega Biv.
Suite 214, Bevery Hils, CA 90211

LICENSED BY NINTENDO
FOR PLAY ON THE

ENTERTRINMENT
SYSTEM

Corporation of America

CIRCLE #141 ON READER SERVICE CARD.



Before adventurers can conquer the New
World, they've got to find it. Galleons of
Glory: The Secret Voyage of Magellan
(Brederbund/IBM PC) retraces Ferdinand
Magellan’s journey to find a passage to the
Spice Islands. The player assumes the role
of the historical commander then manages
ship and crew through crisis and

One of England’s premier publishers,
Ocean Software, concocted Billy The Kid
(Amiga, Atari ST, IBM PC), which is rather
loosely based on the life of the West's most
prominent bad boy. It contains eight
separate action arcade-style games based on
Billy’s exploits, including his train

calamity, sickness and storm,
mutiny and mishap on the voyage
to South America. Broderbund calls
the game an “adventure
simulation”; although there’s a lot
of latitude in what the player can

do, the parameters of the game
follow historical outlines.

The player, as Magellan, visits
the galley to talk with the doctor or
the cook; the deck to talk to the
gunner and carpenter; the
quarterdeck to talk with the
navigator and Bosun; and the
Cabin to talk with the captain or
priest. These advisors give
information and receive orders
about crew health and morale, ship's status,
supplies and discipline. Using the tools of
the trade (map and telescope), a skilled
commander may successfully reach South
America, sail down the coast and locate the
Straits of Magellan.

Galleons of Glory is a history-lovers feast
and as such, has great educational value.
But the adventure surpasses the lesson. The
voyage it simulates was among the greatest
feats of derring-do in the history of our
world. Gamers who conquer the silicon
seas to reach the New World will get at
least a taste of what Magellan faced.

Strategic Studies Group has a masterful
simulation of new world conquest. Gold of
the Americas (Amiga, Atari ST, IBM PC)
recreates colonial conquest conditions from

Brederbund’s Galleons
of Gold (above).

robberies, barroom brawls, poker palaces,
cattle rustling and shoot-outs.
The player takes the role of Billy or his

Programmers of Sierra’s award-
winning Gold Rush took pains to
keep the game as historically
accurate as possible.

1500 to 1800. The player tries to build an
empire for either England, France, Spain or
Portugal, working against three other
people (or the computer).

The player controls colonists, explorers,
soldiers, trade ships and slavery, in an
attempt to establish colonies in the New
World, divided (for purposes of play) into
30 areas. Multiple difficulty settings and
randomized events keep it interesting, and
the conqueror can experiment with varying
modes of management (benign, exploitive,
etc.) to see which works best when
exploring continents.
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nemesis, Sheriff Pat
Garrett. (Two gamers can
play head to head using linked machines.)
Billy strives to stay ahead of the law while
seeking revenge for a friend’s death.
There’s even a little romance; Billy and the
sheriff are actually vying for the love of the
same woman.

Billy The Kid features stylized cartoons
of large animated characters against
Western backdrops. A storyline links the
arcade games in a colorful, if romantic, look
at history through a technological lens.

Portugal and
e T

The image of streets paved with gold

p d when immi di k
the vessels that brought them to the New
World, but the dream never died. It
remained dormant, waiting for the cry from
Sutter’s Mill to reawaken the longing for
easy money.

How long would it have taken to settle
the West were it not for the dream of
riches? No one knows, but every historian
recognizes that this country’s westward trek
was accelerated by the discovery of
California gold.

Software students of history can relive a
lot of the excitement of 1849
through Sierra’s award-winner
Gold Rush. This magnificent
historical game, styled in the
pattern of other Sierra adventures
(Kings Quest, etc.), starts the
gamer in Brooklyn Heights, New
York, then sends him on a trek to
the gold fields. The trip to
California is by boat around the
tip of South America, by boat and jungle
trek across Panama or over land via
stagecoach, steamboat and covered wagon.

As an Eastern greenhorn, the gamer
must face and overcome obstacles drawn
out of history. The adventure is parser-
driven and sparked by handsome graphics,
and the situations faced are realistic. The
authors took pains to keep the program
historically accurate, and
the gamer who completes
the three routes to the
West will not only gain
the gold, but also a great
deal of understanding of
what fortitude it took to
stay alive through the gold
rush period.

Gold was a driving
force for settlers in other
parts of the West too.
Arizonans tell tales of the
Lost Dutchman Mine
somewhere in Superstition
Mountain. A vein of gold
was lost when an old prospector, Jacob
Waltz, died before he could file his claim,
but there are rumors of a map. Hundreds of
treasure seekers and gold-diggers of every
description have tried to find the locale, an
eerie number have even died in the attempt.
(It's dangerous poking about on remote
desert mountains.) So far, the only money
to come out of Superstition Mountain has
been from the tourists and treasure hunters
who have come to search for it.

VG&CE + APRIL 1991



* 100 challenging
mazes

© Build your own
mazes with Asmik’s
unigue EDIT Mode

. Rewind function
allows you to
travel backwards

urr‘(\‘f: i"time

= * 2 player capability
I with GAME LINK™
SAME L cable

More.than just a game of mind-bending intrigue and action,
Catrap lets you be the architect of the underground fabyrinth
and make your-own game of intricate mazes. With 100
challenging puzzles to solve, only you can help Catboy and
Catgirl land on their feet.

Looking for great game clues, tips.
and secrets? Be a charter member of
the Asmi Kve Kub. The frst 2,500
members wil receive a FREE GIFT!

KLUE KLUB

50 North La Cienega Bivd.
Suite 214, Beverly Hills, CA 90211

d Boomers fldventure
@ ASMIK World
. aq- LM 9 o 2 player capability
with GAME LINK*
cable
© Screen moves as
Boomer does

# § challenging worlds

Qur cute and mighty warrior must battle his way through
mutant guards-to-the top of the tower. Travel through

8 challenging worlds as you help Boomer search for the
keys to defeat the evil Zoozoon! orriciaL

GAME LINK

GCAME PAK

Boomers Adventure ~ ASMIK World ..o

at tradematks of Nintendo of America nc

LICENSED BY

CIRCLE #142 ON READER SERVICE CARD.



Magnetic Images, a development group
located in Phoenix, based its Western game
around this myth. The Lost Dutchman Mine
(distributed by Innerprise Software, for play
on Amiga, Atari ST, IBM PC) sends the

this action-
arcade game
that sends the
player canoeing
his or her way
down the
Colorado rapids
in search of the
Cheyenne gold

Left: SSG’s Gold of the mine. The
Americas. Above:
| DigiTek’s Western Games. graphics offer

background

stunning scenes of the West, including
mountain scenery, Indian villages and
rugged frontier buildings.

There aren’t many play details available
at this time; Colorado is not scheduled for
release until later in 1991. But it promises
spectacular graphics with hot arcade action
set against a colorful, historical
background.

Using joystick or keyboard control, the
player competes in arm-wrestling contests,
beer-shooting (a six-gun quick-shooter),
milking the cow, dancing contests, an
eating competition and quid-spitting.
(That's tobacco chewing and spitting.)

The graphics are brightly colored large-
sized cartoony images of Westerners.
They're not in the least heroic; these
country folks seem closer to the Ozarks
than the Wild West. But it's funny and
engaging and rates a spot in a Western
software collection.

Buffalo Bill’s Wild West Show and Rodeo
(Keypunch Software for Amiga, Atari ST,
Commodore 64, IBM PC) is a hard-to-find
collection of games. Since its initial release
in England and subsequent import to the
USA, both the publisher and the American
distributor have left the software business.

The joystick controls the on-screen

player to Goldfield to outfit,
learn the news, talk with the
locals, perhaps win some cash
playing poker and prepare for
the search.

The gamer starts with $250,
so supplies have to be picked

ofa 1d-be king
of the cowboys through a set of
rodeo contests that include
steer-wrestling, trick shooting,
knife-throwing, calf-roping and
bronco-busting. There’s also a
stagecoach race and dramatic

wisely. Once in the

desert, food and water
are monitored
carefully. Rivers can
be panned for gold or
fished for food, and
caves and mines can
be explored.

1t’s difficult to stay
alive in the hostile
surroundings. Falling rocks, cave-ins,
rattlesnakes, scorpions, heat, Indian raids

Buffalo Bill’s Wild West Show and
Rodeo, by Keypunch Software, is a
llection of including steer-

and robbers keep the prosp alert (or
do him in). The player interacts with the
adventure through a status panel with icons
that report on all supplies, cash, health and
temperature.

There’s a map that’s been torn into six
pieces and scattered through the abandoned
mines. Staying alive to retrieve it is a major
accomplishment, interpreting it is another.
But after a certain amount of trial and error
(thank goodness for the save feature), the
gamer can do what no real-life ad:

Indian fight, all
accompanied by
Western folk music
and high-res graphics
executed by Tynesoft
of England.

The rodeo moves
are taken from real
life. The gamer who
masters the game may
not be ready to turn professional in the
sawdust ring, but at least itll promote an

wrestling, trick shooting and bronco-
busting.

Western style shines through on the
arcade games too. Digitek’s Western Games
(Amiga, Atari ST, Commodore 64) is a
madcap dose of backwoodsy humor and six
tough-guy (or -gal) contests. The game was
introduced sometime ago, but no listing of
Western entertai is 1

has done so far: find and stake a claim to
the Lost Dutchman Mine of
Superstition Mountain.

The goal is gold again in
Colorado (Color Dreams for play
on Sega Genesis). The video
gamer is armed with axe,
dagger, rifle and explosive in

Ocean’s Billy the Kid.

without it.

ding of just how skilled the real
rodeo riders are.

Software historians and armchair
adventurers have just begun carving trails.
The West is being tapped as a site for future
programs. Chances are this is just the first
leg of the westward trail for software. The
games released thus far are marvelous, but
there are surely more coming.

The *90s may see
the West finally won,
not by the darlings of
history but by
armchair adventurers
reliving their feats
(while saving their
own feet). &
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11 right, Lynx owners and wanna-bes,
let's look at the latest offerings for the
Atari portable game system, all four of
which are ComLynx titles!

Zarlor Mercenary
Epyx for the Lynx

It should come as no surprise to anyone
that games with “mercenary” in their titles
tend to be action contests with a whole lot of
fightin' going on. In this respect Zarlor Mer-
cenary is no exception. In the game you are a
mercenary hired by the Zarlors to fight off
the invading forces of the Melogites. Your
typically mercenary goal is to gain wealth for
fighting, and you are rewarded in monetary
units called “Zarbits.” The more destruction
you cause, the more money you'll make.

At the end of each mission—if you survive
it—you can take your ill-gotten gains to the
Mercenary Mercantile to buy such goods as
more deadly weapons or even another ship!
Likewise, you can sell things you've picked
up or even one of your remaining ships in
order to get cash to buy a desirable item.

You start by picking which of the seven
different mercenaries you wish to be. Each
mercenary starts off with a particular
weapon. For instance, Scorch starts off with
a laser, which can be picked up right away
on Level 1, so you may not find it as useful as
an item one of the others is equipped with.

Zarlor Mercenary is an overhead vertically
scrolling contest. The screen scrolls at a con-
stant rate, and you are free to move all about
it. In fact, the actual area you can move in is
more than one screen in width, making it
easy to miss a valuable Power Globe or stum-
ble across a previously undiscovered target
or enemy.

Your ship's firepower is considerable, but
even augmented by pur-
chased weapons and
Power Globes, it's a rough
ride. Blasting like mad isn't
enough. You have to really
dance around the enemy
firepower while trying to
get a bead on your tar-
get...and I'm not talking
bombs falling straight
down the screen. I'm talk-
ing energy bolts and mis-
siles coming from above,
left, right and diagonally!
Sometimes it's impossible
to avoid being hit. Fortunately, your ship
doesn't explode from just any hit. It takes a
certain amount of damage to blow your ship
to smithereens.

Zarlor Mercenary features exceptional
graphics and better than average sound. If
you can take a moment away from blasting,
you'll notice the amount of graphic detailing
put into the backgrounds and even the ene-
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ROBO-RAMPAGING
MERCENARIES OF
SHANGHAI

by
MAURICE MOLYNEAUX

mies. The graphics at the Mercenary Mercan-
tile are also nice, with pictures of each char-
acter and the shopkeeper displayed in addi-

Lefi: Zarlor Mercenary by Epyx
Right: Atari’s Robo-Squash

tion to images of the wares you can buy and
sell. Oddly enough, the best graphic in the
game is the closing screen that appears
when you die, which shows a wrecked
spacecraft smoking on an alien landscape.
Zarlor Mercenary allows between one and

four players via ComLynx. You might think it
would be a lot easier to get through the
game with more players, and in some ways it
is. But the game stacks the deck against
large mercenary forces by cutting back the
number of lives per player the more players
there are. In a one-player game you can have
up to four ships to start with. In four-player
mode that number is cut to two. Ouch!

If I had one complaint with this game it
would be that it's too hard initially. The first
level isn't very tough, but the second is mur-
der. It's easy to get frustrated and quit when
you keep getting pulverized by the swamp
denizens of Mezort.

Robo-Squash
Atari for the Lynx

“Pong comes of age!”

I've heard that sort of thing so many
times that it makes my head hurt. Yet, in a
way, a sort of souped-up Pong is exactly
what Robo-Squash is. But before you dismiss
the game, let me mention that this game
adds a dimension that Pong never had: the
third dimension of depth.

Robo-Squash is a paddle-game in 3-D.
Your paddle moves left, right, up and down,
and the ball zips into and out of the screen in
perspective.

That's not innovative enough? Okay, what
if T told you that there are bonus targets in
the middle of the field that you can hit to
gain special “power-ups”? Power-ups add
abilities to your paddle such as being able to
grab the ball or show you where to put your
paddle to return the ball.

Still not enough? Fine. What if I told you
that a missed ball goes splat on the inside of
your Lynx screen, sort of like a big ripe
tomato, and that the splatter mark won't go
away until the end of
the round, and you
have to play with it
hanging in your face?

Now the coup de
grace. Not only are
all of these elements
in play, but each
round is played for a
different “world,”
one of 16 in a four by
four grid. You must
not only try to win as
many matches as
possible but also try to win them in worlds
alongside each other in order to make lines of
‘won worlds for bonus points.

To be honest, it's hard to be fair to Robo-
Squash in a review. It sounds simplistic in the
extreme, and in many ways it is simple. At
the same time, it's a fun game and quite a
challenge. The graphics are good, and the
sound is decent. There are several different
playing speeds and a nice animated introduc-
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tion sequence that explains how to play the
game. The real fun comes when you ComL-
ynx with a friend for a two-player contest.
Playing against the Lynx is one thing, but
being pitted against a fellow human (or Gorn,
Vulcan or whatever) makes the game a lot
more exciting and a heck of a lot of fun.

I thought the game was going to be silly,
and it really is kind of funky, but it's simple
and fun, and I enjoyed myself immensely.
You may want to try before you buy, but for
my money Robo-Squash is a blast.

Rampage
Afari for the Lynx

Why is it that movie monsters
appeal so much to sixth-grade boys?
Why do mucus-dripping mutants
and rickshaw-wrecking reptiles hold
such sway over preadolescents? Is it
that such youngsters, lacking any
real control over the world they
inhabit, secretly envy the power and
seeming invincibility of these crea-
tures of fantasy?

Maybe. Then again, maybe not, because a
lot of us former sixth-graders are still taken
with movie monsters, especially when we
can, for a brief time anyway, step into their
shoes...er, talons...whatever. The arcade
game Rampage has come to the Lynx. With it
you and up to three of your most monstrous
friends can engage in the kind of mega-
demolition previously reserved for King Kong
and the 50-foot woman (now there’s a match
made in heaven).

In Rampage the monsters are all former
humans who have been accidentally mutated
into slavering beasts. As one of the mon-
sters, your main goal is to maintain your
health while simultaneously wracking up
points by pulverizing all man-made
objects—and men—in the vicinity. There are
61 “days"” to complete, the last of which
leads you to Sunnyvale, California, where a
lab technician holds the key to returning your
monster to his or her human state.

Each day presents you with a section of a
different city to destroy. Each section con-
tains a certain number of buildings; all must
be destroyed before the next round begins.
The standard way to smash buildi is to

while you're looking for innocent citizens to
munch on. More dangerous are the heli-
copters and tanks that prowl the city. One of
the biggest dangers is being on a building
when it collapses, which hurts your monster
sorely. Predicting the collapse of buildings is
difficult because there are little soldiers who
attempt to blow up the building, and if you
aren’t paying attention, you may suddenly
take a nasty drop to the pavement thanks to
the actions of one of these little demolition

experts.

Two new Lynx releases, Rampage (top) and
Shanghai (bottom) were popular computer games.

Using the ComLynx, up to four players
can participate in Rampage, playing the parts
of George the Gorilla, Lizzy the Giant Lizard,
Larry the Lab Rat or Ralph the Werewolf. In
multiplayer mode you can cooperate, or you
can all slug it out to see who's the toughest
monster of all

Rampage has good graphics with lots of
neat touches. Not only do the monsters have

climb their sides and punch away.

Behind the walls you will find various
objects, ranging from tasty foodstuff and
humans (yum!) to dangerous objects like
bombs and “live” electric appliances. When
you eat something good for you, it adds to
your monster’s health. Eating something bad
(like a cactus or toilet) results in a lowering of
health. You'll know something’s not good for
your monster if he sticks his tongue out after
ingesting it.

The threats to your well-being are many.
The most common danger is soldiers who
peek out of windows and either shoot or lob
dynamite at you. They're not a big problem,
and you should think of them as quick snacks
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and posi-
tions, but there are little details like the vic-
tims and soldiers, the detailed buildings, cars
and tanks and even the little men sitting in
bathtubs and on toilets. The music is good
too, although I did recognize at least one
piece as having been previously used in
Chip’s Challenge.

Kill, maim and destroy!

'
Shanghai
Afari for the Lynx

I reviewed this game for the Game Boy a

few months ago, and I really liked that ver-
sion. Well, my opinion of the Lynx version is

no different. In fact, I think I like this version
even more than the already excellent Game
Boy version, primarily because it is much eas-
ier to see on the larger Lynx screen.

For those unfamiliar with Shanghai, it is a
variation on the ancient Chinese game of
mah-jongg. In the game you are confronted
by a pattern of several levels of tiles. The
object is to locate matching tiles (same type
or “suit”) on left and/or right borders of the
levels. When two such tiles are matched up,
they are removed. The ultimate goal is to
remove all of the 144 tiles and thus “slay the
dragon.”

The Lynx version is quite similar to the
one played on the Game Boy, but there are a
few notable exceptions. First and foremost,
the Lynx version “shades” the levels of
tiles, so it's easier to tell what particular
level tiles are on. In addition, because many
of the tile symbols are somewhat similar,
the Lynx provides a “zoom"” view of what-
ever tile you are pointing at, so the actual
pattern is very clear.

Control is also simplified. In the Game
Boy version you had to press the “A" button
to pick one tile, press it again to
select another and press it a third
time to remove both tiles. Playing
on the Lynx, when you select the
second tile, both are automati-
cally removed from the board.
The pointer “wraps around,”
making moving around the
screen easier as well.

The Game Boy version of
Shanghai had three different
musical scores to choose from.
The Lynx version has four and a
no-music option (which the Game
Boy sorely lacked), as well as
numerous different designs for
the tile patterns (dragon, spider, hawk, etc.).
However, the Game Boy version is easier to
play because it allows you to take back
moves and get numerous hints. The Lynx
version allows no backing up and only one
hint for each turn.

The graphics in Shanghai are simple but
effective. The tile pictures are pleasant, even
if they are a bit on the simple side, and the
title and end-game graphics are also well-
done. The musical scores are excellent, as
are the few sound effects. One noteworthy
feature is the built-in help function, which
explains how to play the game (look ma, no
manuall).

That Shanghai can also be played by two
players (via ComLynx) is also a welcome fea-
ture. Other options include competitive and
cooperative modes, which results in taking a
traditional “solitaire” game and making it
“social.”

I can't stress hard enough how good a
game this is. Sure, it lacks flashy graphics
and action, but it's a good mental challenge
that won over not just cynical old me, but
just about everyone else I showed it to. Give
it a look.

Gotta go! So many games, so little time!
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Stratego
ACCOLADE
Versions: IBM PC ($49.95),
Macintosh (49.95)

'l = SRR
OVERALL 1234567!510

Milton Bradley’s Stratego, the cele-
brated military-themed game of skill, has
been on a collision course with home-
computer entertainment since the TRS-80
allowed computer gamers to play tick-tack-
toe without the need of a human oppo-
nent. Like that much simpler recreation,
Stratego stubbornly resists solitaire play.
This clash of armies hinges on hidden
movement, which can’t be implemented
without another intelligence to administer
the other side.

Now Stratego is available to the solo
gamer in this sensitive and satisfying elec-
tronic edition. Five skill levels, ranked in
expertise from sergeant up to field mar-
shal, let the game’s challenge keep pace
with the player’s improve-
ment. If repeatedly besting the
sergeant inflates the gamer’s
ego too much, a round at a
higher level often restores hu-
mility.

The gamer can play with
the standard rules of the clas-
sic board game or choose the
campaign game, which fol-
lows tournament rules. Op-
tions like “aggressive advan-
tage,” which awards victory to
the striking piece in case of a
tie in rank, open new vistas while remain-
ing faithful to the true essence of the
game. The “Silent Defense” rule, which
reveals the rank of only the striking piece,
uses the data-tracking power of the com-
puter to produce a valid variation that
would be difficult, if not impossible, in the
nonelectronic version.

Stratego comes with a wide range of
quick setup options, though advanced
players can rapidly assemble the troops in
any desired pattern with the drag-and-
move system. A stored setup can be laid
on the board with the flag to the left or
right at the touch of an on-screen button.
This further increases the variety of ready-
made openings.

The graphics are simple, effective and
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STRATEGO

Milton Bradley’s classic
game of military strategy,
Stratego, is now available
fo computer users, in an
adaptation by Accolade.

appropriate to
the game. The
user can select
from three
boards and two
piece styles. The
board is shown
from a top-down
perspective in a
large window on
the left, and an
array of captured
units apears in a
smaller box to
the right. The in-
dividual tiles are
well-drawn, and
they are no
harder to distinguish than their counter-
parts in the board game.

Stratego isn't flashy. It lacks the multi-
ple perspectives, animations and other
frills of the top chess titles. Perhaps Acco-
lade will offer a deluxe edition someday.
Even without these trimmings, the com-
puterized Stratego is an outstanding elec-
tronic board game.

—Arnie Katz
Accolade
550 S. Winchester Blvd., Suite 200
San Jose, CA 95128
(408) 985-1700

Stellar 7
DYNAMIX
Versions: Amiga ($34.95),
IBM PC ($34.95)

OVERALL
Despite the fact that home-computer
games have been around for over a
decade, there have been relatively few
“remakes” of older hits. Once sound came
to films; for example, much of Holly-
wood’s output for the next few years con-
sisted of “talkie” versions of silent film fa-
vorites. Audiences found that technical
innovation can dress up an old classic into
a new favorite. Stories like Phantom of the
Opera, The Hunchback of Notre Dame and
Beau Geste have been told and retold so
many times that some of the dialogue has
grown hair, but the enduring success of
these films proves that a great story is a
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great story is a
great story, to
paraphrase
Gertrude Stein.
Stellar 7 was a
wonderful game
when Penguin
produced it as an
Apple Il/Com-
modore 64
“flippy” (a dou- §
ble-sided disk
containing two
different versions
of the same
game) in the
early '80s, and it
remains out-
standing in its
current incarna-
tion as a state-of-
the-art IBM PC action- [§
strategy pastime. The
new Stellar 7, from Dy-
namix, brought back
the game’s original de-
signer, Damon Slye, to
head a team that in-
cluded lead program-
mer Piotr Lukaszuk, art
director Mark Peasley,
conceptual artist
Robert Caracol, 3-D
artist Cyrus Kanga and
audio director Alan
McKean. The re-
vamped version
uses all the bells
and whistles ob-
tainable on cur-
rent PC technol-
ogy in order to
produce a first-
person outer
space shootout
that is as im-
pressive to a
'90s audience as
the original was
to the gamers of
the early '80s.
The game it-
self is virtually
unchanged ==
from its original incarnation. Once again
the user is piloting Earth’s slickest outer
space fighter craft, the Raven, against the
forces of Draxon, Supreme Overlord of the
Arcturan (read: Evil) Empire. Draxon’s
minions must be faced and defeated by
the Raven in seven different star systems.
On each of the seven battlefields a
Guardian will appear once the player has
eliminated a predetermined number of
enemy battlecraft. The Guardian, when de-
feated, is replaced by a Warp Link, which
whisks the player to the next system.
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The original designer of
Stellar 7, Damon Slye, has
refumed fo re-create the
game in all its grandeur.

The player’s only hope is to
master the controls of the Raven,
which include (in addition to the
standard Bi-Phasal Thunder Can-
non and shields): an Inviso Cloak
Generator, which renders the
Raven invisible to electromag-
netic sensory systems; the Eel
Shield, which rechannels an
enemy craft’s shield energy back
into itself for ramming; a Super
Cannon, which doesn’t require
the reload time of the standard
cannon; an MP Thruster for short
bursts of speed; the Cat’s Eye,
which defeats most cloaking de-
vices; the RC Bomb, which can be
deposited behind the Raven and
set to explode when another craft
breaks its perimeter field; and
even a Jump Thruster, which en-
ables the Raven to generate short-term
vertical lift.

All the old, familiar Arcturan fighting
forces are back as well, spiffed up in 256
color VGA glory (with 256 color MCGA, 16
color EGA, Tandy 16 color and even four-
color CGA support). The speedy but thinly
armored Sandsled, the sinister-looking
Prowler, the heavily shielded Assauit Tank
and the stationary Laser Battery are
among the Arcturan forces.

The audio for Stellar 7 provides superb
sound effects and musical support for the
Roland MT-32 and LAPC-1, Ad Lib and
Sound Blaster boards, with digital voice
support for the Tandy 1000 TL and SL.

Whether you're a grizzled veteran gamer
who remembers the original or a tender-
foot to the world of computer gaming, any-
one with a fondness for great action games
with a soupgon of strategy should find lots
to enjoy with Stellar 7. Let’s hope its suc-
cess, as well as the promised remake of
Sierra’s brilliant Oil’s Well, inspires more
publishers to rediscover some of the great
game ideas of the past.

—Bill Kunkel
Dynamix/Sierra
P.O. Box 485
Coarsegold, CA 93614
(209) 683-8989

Dragon’s Lair Il: Escape
From Singe’s Castle
BETHESDA
Version: Amiga ($69.95)

[T - R
12&55“

123‘568910

PLAYABILITY 89 10

OVERALL

Modern technology hit the arcades in
the '80s like a ton of bricks when Don
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Jamie Bunker

Professional Gamer

"Here's one game
that really smokes"

When Jamie says Gaiares really smokes,
we believe him. That's because Jamie's
been a professional video game tester
since he was twelve. And when we
introduced Jamie to the eight meg power
and 3 way scrolling graphics of Gaiares,
he was blown away.

Why? Because Gaiares is the first of its

MG A

kind to offer universal action, outrageous

\,
S

sound, plus a side kick probe that

\,

\

Y W terrorizes enemy ships by stealing their
-\ fire power, then returns so you can blow
them out of oblivion.
So before you buy the next game for
your Sega system, see what the

pro's go for, then go for Gaiares.

PRODUCTS

987 University Avenue, Suite 10
Los Gatos, CA 95030 (408) 395-8375
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Bluth released Dragon’s Lair, the very first
laserdisc arcade game. The game was rev-
olutionary in its use of animated se-
quences that were called up from the
laserdisc player inside the game cabinet
depending on the player’s actions. The
gamer would get closer to the goal if he
made correct moves or choices at various
points in the game.

Although very popular, the game was
nothing more than a test of reflexes and
memory. Only a few more laserdisc
games made it to the arcades before the
market crumbled.

It was only a matter of time before
someone
converted the
game for play
on the Amiga.
Unfortunately,
the first try
didn’t come
close to cap-
turing the full
effect of the
arcade game.

The same
design team
got together
again to pro-
duce Escape
From Singe’s
Castle, an up-
dated version
of the 1987 ~
Dragon’s Lair. Completely different
rooms and a number of other op-
tions make it the best conversion so
far of the arcade classic, a record
that should stand until someone de-
signs a CD-ROM version.

The first Amiga Dragon’s Lair
game lacked the distinct background
of the arcade version and instead
used bit-mapped graphics for every-
thing. The new title brings the origi-
nal backgrounds to the com-
puter via digitization. Only the
animations are bit-mapped.

Dragon’s Lair Il: Escape
From Singe’s Castle puts the
player in the role of Dirk Dar-
ing, a knight on a mission to
save Princess Daphne from the
evil dragon Singe. The gamer
directs the joystick in the right
direction and pushes the joy-
stick button with the exact tim-
ing the game requires.

Although the action might
sound a bit boring, the attraction of the
game lies in the rooms of the castle and
the animated sequences. As expected
from Bluth, these are no(hlng less than

ginative and breath g. Dragon’s
Lair Il truly captures the Iook and spirit of
the arcade game.
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Dragon’s Lair Il has a
new interface that lets
) 1Y

the k

There are 11 sequences in Dragon’s
Lair Il: Escape From Singe’s Castle. A new
interface lets the player choose the num-
ber of lives and the difficulty level and set
switches for sound effects. There’s also an
aid that reveals the correct move and a
mirror-image option. In addition, the de-
signers threw in two sequences not in the
original game, plus the ability to save the
game after each successful encounter.

Dragon’s Lair Il runs well on floppy
disks, but even better on hard disk. The
best feature of all is the ability to link
Dragon’s Lair Il to the first Amiga conver-
sion for a lengthy, challenging game.
Graphics and special effects are excellent.
The sounds are taken right from the game,
and the animations blend in well with the
digitized backgrounds.

Until the advent of CD-ROM technology
is applied to this classic, Escape From
Singe’s Castle is the closest thing to the
arcade hit available for play on computer.

—Russ Ceccola
Bethesda
15235 Shady Grove Road, Suite 100
Rockville, MD 20850
(301) 926-8300

Imperium
ELECTRONIC ARTS
Versions: Amiga ($39.95), Atari ST
($39.95), IBM PC ($39.95)

PLAYABILITY
OVERALL
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Impenum is a very nice strs!egv game
of q and d
coupled wnh empire management. Unfor-
tunately, the game is presented with al-
most no sound and black-and-white
graphics. This takes away from its attrac-
tiveness, but in no way detracts from the
excellent play. Imperium is for the serious
strategist who wants to spend many hours
in front of the computer considering op-
tions that range from whether to invade a
planet to the best way to keep citizens
happy and safe.

The player takes the role of Amarillus,
the leader of the Throygon Empire. The ul-
timate goal of the game is to keep the
Throygons prosperous for 1,000 years or
until all other empires are destroyed. The
latter only happens with great difficulty.

In order for human beings to survive
for long periods of time, every year they

of lives and difficulty level
as well as set switches for
sound effects.

must levels of Nostrum, a life-
extension drug. Nostrum is found on cer-
tain planets and mined on others. The key
to winning is to develop alliances with
other empires quickly, invade and colonize
continued on page 114
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THIS TINY GAME HAS
1,253 ENEMY SOLDIERS
392 TIME DELAY BOMBS,
140 LASER CANNONS,
28 SINKHOLES, AND
ONE KICKBUTT
ATTITUDE.

BUT IT STILL HAS ROOM FOR YOU.

Give or take a few enemies, time Once inside, you'll have a limited
delay bombs, laser cannons, and sinkholes, amount of time to set off time delay bombs at
but who's counting. Because you'll need all key locations inside the compound and get
your skills, goog judgement, and quick past the patrolling guards.

If you need help, use
the two-player split-screen
mode. This special option
allows you and a friend to
blast away with your
weapons as two separate
teams within the facility.

So if you want a

reflexes to crack this game.
In Crack Down, you
must accept a top-secret
mission to re-take control of
a heavily guarded facility
where artificial life systems
are created. The only
Frob|em is that their evil
eader wants to use them to game that has an attitude,
take over the world. And the make a reservation to play
don't appreciate weIl-crmeJ: B v Crack Down. We have just
visitors, spoiling their plans. enough room to fit you in.

12062 Valley View, Suite 250/ Garden Grove, CA 92645/ (714) 8930309
©1990 SEGA * Distibuted by SAGE'S CREATION, Inc. » licensed by Sega Enferprises Ld. for play on the Sega Genesis System ® Sega and Genesis are frademarks of Sega Enterprises Lid
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continued from page 110
planets that contain Nos-
trum, keep economic
progress high and build a
fleet and defensive forces.
There are also many other
factors to consider, so these
are just general strategies
that a player should employ.
Imperium allows the
player to select dif- [F
ficulty levels and |
assign certain tasks |
to the computer |
and subordinates to
keep watch over.
The easy-to-use in- |
terface facilitates
quick game play.
The gamer takes his
time to set a course
of action through-
out his empire and |
only then sets

—
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TECHNOLOGY LEVEL

l | ]
HATERIAL INFRASTRUCTURE BESHIY . ¥
NORAL INFRASTRUCTURE  iRY /
VEARLY NOSTRUM GRONTH  EEEE 3
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DECOLONISE! CLOSE

things in motion.

Actions are performed for a period of
up to ten years, so the number of game
turns varies between 100 and 1,000. A row
of 16 icons appears at the top of the
screen. Each icon brings up a window of
appropriate information/options. One al-
lows control of military decisions, another
offers economic data and another
switches to a map screen.

The map is the only color
screen in the game. It depicts the
many solar systems or the planets
in a particular solar system. Each
can be rotated for different view-
ing angles. Information about
solar systems or planets is trans-
ferred to the main screen via a
clipboard. Despite the large num-
ber of windows and factors to
consider, the completely mouse-
controlled interface makes the
large task at hand much easier.

Imperium moves slowly at first, but
picks up as time goes on. Around the year
2036, the player must handle an invasion
by the Phroygon Empire, so it's imperative
to build up forces and colonize planets as
quickly as possible in the first 15 years.

The game plays a little tune while you
read reports at the beginning of each
game turn. Other than this, there is no
sound. Usually, it’s not a necessity for
strategy games. However, the graphics
should have been given some color. Star-
ing at a black-and-white screen for more
than an hour gets hard on the eyes.

Imperium is a must buy for die-hard
strategists and wargamers alike.

—R.C.
Electronic Arts
1820 Gateway Drive
San Mateo, CA 94404
(415) 571-7171
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The Secret of
Monkey Island
LUCASFILM GAMES
Versions: Amiga ($59.95), Atari ST
($59.95), IBM PC ($59.95)

PLAYABILITY
OVERALL
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Lucasfilm Games, best known for a line
of historical flight simulators (BattleHawks
1942, Battle of Britain and Secret Weapons
of the Luftwaffe), is a name that has be-
come synonymous with quality computer
entertainment. Both of their previous role-
playing releases, Loom and Indiana Jones
and the Last Crusade, were phenomenally
successful, despite the fact that the former
suffered from a lack of endurance. The Se-
cret of Monkey Island is an intermediate-
level adventure that falls between its pre-
in terms of difficulty, a benefit it

Lucasfilm’s The Secret of
Monkey Island is an
intermediate-level
adventure that falls
between its predecessors in
terms of difficulty.

gains from an extremely friendly interface.

Players assume the role of Guybrush
Threepwood, an intrepid young man in
search of fame and fortune, somewhat
misguided and influenced by the less sa-
vory inhabitants of the Scum Tavern. Our
man aspires to become a pirate by com-
pleting three quests: stealing an idol from
the governor’s mansion, finding some lost
treasure and defeating the Sword Master
in combat.

Naturally, the first order of business is
to explore the surroundings. Fortunately
for those who detest mapping, elaborate
note-taking is not required for most of this
adventure. Several areas are not readily
accessible to the player initially, such as
the governor’s mansion. In addition, even
after the Sword Master is found, she will
have nothing to do with the player (Lucas-
film should be applauded for using a fe-
male character in a
role that many would
consider only appro-
priate for a male
hero). Solving these
dilemmas is just part
of the fun.

The initial problem
to face is the severe
lack of funds. To cor-
rect this, take a trip
out of town to ex-
plore the wonders of
nature. Somewhere out there lies a circus.
Get an act together, and it might be possi-
ble to make enough money to buy the
treasure map and a few digging tools.

While journeying abroad, the player
comes upon a bridge guarded by, of all
things, a troll. Combat is not in order here,
which is good, since the character has yet
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to develop a proficiency at swordsman-
ship. Instead, try to appease the troll by
getting what he is looking for. You will
then be able to cross the bridge, where
combat skills may be learned. While
abroad, it is also possible to find some-
thing of use to fend off the dogs guarding
the governor’s mansion.

Once the initial three quests are solved,
the ghost of the infamous pirate LeChuck
appears and kidnaps the governor. The
player must now initiate the rescue. This
requires a ship and crew. Finding a boat is
the easy part, one has only to visit “Stan’s
Previously Owned Vessels.” The crew can
be recruited from the various vagrants
that remain on the island, but don’t expect
to sail the Spanish Main with these infe-
rior tars.

From this point onward comes the
meat-and-potatoes portion of the
game, and it would be unfair to
spell things out too explicitly.

The control interface for Mon-
key Island is superb. Standard ad-
venturing commands appear on a
control bar under the main dis-
play. Also, the player can point
and click on items on-screen to
have their character walk over and
take them. The frustrations experi-
enced in other games, where one
has to lead their characters
through furniture-strewn rooms to
stand on precisely the right pixel,
are not part of this game.

The colorful locations used are
just as colorfully illustrated, partic-
ularly in VGA, and the overall thrust of
both the content and graphics reminded
me of the Disney ride Pirates of the
Caribbean.

The Secret of Monkey Island is an
amusing game and is fun to play as well.
All gamers who even remotely enjoy this
type of adventure will delight in hours of
fantasy enjoyment.

—Ed Dille
Lucasfilm Games
P. 0. Box 10307
San Rafael, CA 94912
(415) 662-1864

Command HQ
MICROPROSE/OZARK SOFTSCAPE
Version: IBM PC ($59.95)

PLAYABILITY

1234567 10

OVERALL !23!507!910

Are Risk and Empire fun, but too sim-
ple? Does the name Gary Grigsby send
shivers up your spine? If this description
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Command HQ contains
five highly addictive
strategic war-gaming
scenarios in which players
must build a strong
economic base and
adequate resources fo fuel
their war machine.

fits your affliction (wargaming), then Com-
mand HQis the cure.

Command HQ is actually five highly ad-
dictive global strategic scenarios that
share both a common interface and com-
mand structure. Of course, both 1918 and
1942 are represented. The former limits
players to infantry, cruisers and sub-
marines. The latter adds carriers, aircraft
and tanks to the mix.

Hypothetical World War Il and World
War IV scenarios also include nukes, satel-
lites, satellite killers, intelligence scans
and the ability to sway neutrals with for-
eign aid. The final scenario, cryptically en-
titled “???” presumes that the world order
has disintegrated into city states, much
like ancient Greece, and players must as-
sume an “Al der the Great” i
to conquer the world. At this stage, all the
ingenious
weapons that
got the world in
this mess to
begin with (i.e.,
nukes, satellites,
etc.), are things
of the past.

Karl Von
Clauswitz would
love this game.
It reinforces his
axioms that lo-
gistics and eco-
nomics win
wars, not guns.
Although the
game may be
won by occupying the
enemy’s capitals,
Command HQ is far
more than a slick ren-
dition of “capture the
flag.” Players must
build a strong eco-
nomic base and ade-
quate resources to
fuel their war ma-
chine.

The economic model is vastly simpli-
fied for ease of play: oil wells provide fuel,
and each city generates $5 million per turn
to the owner’s coffers for the purchase of
new units. Each unit ranges from $5 to $20
billion in cost, so winning players develop
an appreciation for the principle of “econ-
omy of force” and do not squander units
on unnecessary assaults.

New units are used in the same turn
they’re built, but production limitations
disallow the particular building city from
placing additional units for a period of
time. Thus, even with unlimited funds, it is
impossible to build an invasion force in
one area overnight. This forces players to
use some strategic foresight in their plan-
ning. Finally, units damaged in combat
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may retreat, garrison in
friendly cities or bases and
regenerate their strength at
no cost to the player, a
much better option than
purchasing replacements.

Even with units depicted
as simplified versions of the
weapon mix one would ex-
pect in the real world, com-
bined arms tactics are pos-
sible, and recommended.
Also, one should strive to
achieve “concentration of
force,” attacking an entrenched enemy in
the flanks or rear after pinning him with a
frontal assault. Armor can conduct over-
run attacks for additional damage, and air
power is capable of dropping infantry be-
hind the lines to further disrupt the
enemy. Air power can also eliminate units
at sea, but only reduce targeted land units
to half strength. Advanced tactics, like
“Amphibious Assault,” are simplified by
allowing land units to move at sea, albeit
at a slower rate, without requiring trans-
ports to be loaded and unloaded.

The screen presentation is a “war
room.” The top two-thirds are a world
view, which may be zoomed and re-sized
to focus on any the-
ater, and the lower
third is divided into
four “monitors” on
which various infor-
mation and anima-
tions appear. The ani-
mations of battles are
a nice touch, but once
they've been seen a
couple of times, they
can be toggled off.

Other features that
add to the long-term
replay value are hid-
den movement (the
fog of war is pre-
served), variable difficulty settings for the
computer opponent and the capability for
null or online modem play. The latter in-
cludes a “chat” mode for message pass-
ing. A mouse is not required but is
strongly r ded. The do
tion is thorough, contains two tutorials
and also serves as the copy protection for
the program.

Command HQ is not intended to be a
primer for serious strategists, but it does
remain faithful to a lot of strategic princi-
ples. Unfortunately, most players won't re-
alize this because they’ll be too busy hav-
ing fun!

Youngblood: My
blow!

Continue

R -

Gamers interested in a
well-designed tactical war
game will enjoy The
Crescent Hawks’ Revenge.

Microprose

180 Lake Front Drive
Hunt Valley, MD 21039
(301) 771-1151
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BattleTech: The Crescent
Hawks’ Revenge
INFOCOM
Versions: Amiga ($49.95),

IBM PC ($49.95)

12345679 10
12345675 10

PLAYABILITY
OVERALL

In Infocom’s second BattleTech install-
ment, Jason Youngblood returns to con-
tinue the search for
his father. Though the
storyline continues
faithfully into this se-
quel, nothing else
about the original Bat-
tleTech is evident.

The designers of
The Crescent Hawks’
Revenge decided to
rewrite the entire
command structure to
provide an easy-to-
use entry system that
allows gamers to con-
trol a larger number
of units than ever be-
fore. Changing the concept of an already
successful game is risky, but it seems to
have payed off this time.

As play starts, gamers are brought into
the story and carried through each sce-
nario by a collection of gorgeous VGA pic-
tures and some interesting sound effects.
Players watch their scoutcraft get am-
bushed by enemy fighters and conse-
quently crash land on the planet below. So
begins the adventure. The gamer must
now command all remaining Mechs to
safety as the enemy approaches.

After the scenic storyline is complete, it
is replaced with a grid map of the area in
which players will launch their attack. All
commands are entered by
key, and the system is sur-
prisingly simple to use.
Function keys correspond to
each Mech, and players
simply call up a warrior and
decide what he is to do.

Mechs can be instructed
in a variety of movement
and firing patterns, all of
which must be selected
based on the Mech’s capa-
bility. Improper use of a
Mech can result in ammuni-
tion loss, overheating or
even a meltdown.

The most intriguing aspect of game
play is the allied warriors’ ability to act in-
dependently once their orders are fulfilled.
If gamers don’t issue a Mech further or-
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ders once his initial setup is complete, he
then acts on his own, moving and even fir-
ing on the enemy at will. The quality of his
decisions is based on his experience in the
field, and he is rated from “green” to “vet-
eran.” Players will find that the veteran
Mechs need little or no orders.

Throughout the battle, Jason is kept
abreast of what's happening elsewhere by
means of remote communications from
his other Mechs. Each unit calls in with a
digitized voice of its own to let the gamer
know where he or she stands. If a unit is
damaged, it radios in to request help. This
independent aspect of the Mech’s behav-
ior makes game play more realistic.

The only real problem with Battletech is
in the graphics on the game grid versus
the visual interludes. Since the back of the
box shows nothing but the beautiful pic-
tures players see during intermission, peo-
ple may be misled to believe the entire
game is played in this colorful VGA world.
On the contrary. The game is played on a
two-dimensional map with graphics that
don’t come close to what you see on the
back of the box. While the lack of breath-
taking visuals during combat may prove a
disappointment to some, those more in-
terested in a well-designed tactical war
game, will find that BattleTech: The Cres-
cent Hawks’ Revenge is a must.

—Frank Tetro, Jr.
Infocom
3885 Bohannon Drive
Menlo Park, CA 94025
(415) 329-0800

Buck Rogers:
Countdown to
Doomsday
STRATEGIC SIMULATIONS, INC.
Versions: Amiga ($49.99),
Commodore 64 ($39.95),
IBM PC ($49.99)

PLAYABILITY 12345

789 10
OVERALL 12345689 10

Forget the Sunday papers’ Buck Rogers
of yore. Forget Buster Crabbe, even Gil
Gerard. There is no Killer Kane here, nor a
Princess Allura. Nor is there a cute robot
or a slightly befuddled professor. If the
truth be told, in this sprawling adventure
game, even the legendary Buck himself is
mostly offstage. He and Wilma Deering
may show up as NPCs (nonplayer charac-
ters) in the course of the game, if the
player is prepared to stay with it long
enough. But Buck’s presence for much of
the game is more hearsay than tangible.

What does remain of the original is its’
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chronological locale in the 25th century, a
time when Mars and Venus have been
terra-formed, and thriving cultures have
evolved there, as well as on Luna, Mer-
cury, in the asteroids and even floating on
the edges of Jupiter's gas clouds. Rocket
ships readily travel throughout the solar
system. Strange new genetically engi-
neered life forms (Gennies) are tailored for
a variety of environments and purposes,
including war.

As with most of SSI's major works, the
perspective is primarily military, and the
player is expected to assemble an elite
commando team that will, eventually,
defuse a planet-shattering attack from the
enemy. As Countdown to Doomsday is ex-
pected to be the beginning of a series, the
enemy-alliance RAM will almost certainly
not meet final defeat at this time.

The selections are enormous for char-
acters’ skills and careers and for weapons
and other equipment. For example,
among the manuals (a rule book, log book
and system data card, plus a separately
available clue book) are endless pages de-
scribing the various available skills. Some
are specific to particular careers, such as
those needed by medics, while others may

{HULL DE

FESS ANY Y _TO _CONTINUC]

be shared, such as the ability to use a jet
pack, shared by both rocket jocks and war-
riors. All skills are rated by points, as are
the standard set of ability ratings for
strength, dexterity, constitution, intelli-
gence and charisma, plus ratings for wis-
dom and tech ability. As you might guess,
the weapons list is also extensive, forming
the largest portion of the “gear” listings.

There are different screen views de-
pending on locale and activity, such as 3-D
and area views for moving through towns,
rocket ships, etc., combat views for the in-
cessant battles, map-like overviews for
crossing a planetary surface, and even a
solar map view for travel between planets
and outposts. One note of reality is that
the planets are indeed moving in their or-
bits around the sun. The rockets move
quickly, but be on the lookout for pirates
and enemy warships!
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One element that the player does share
with Buck Rogers is the need to learn to
deal with a new and frequently hostile en-
vironment. This game is for players who
have the time and the inlination to commit
to getting involved in the workings of a
detailed, military-oriented adventure in a
novel-length story that could reach epic
proportions.

—Ross Chamberlain
Strategic Simulations
675 Almanor Ave., Suite 291
Sunnyvale, CA 94086
(408) 737-6800

Shadow of the Beast Il
PSYGNOSIS
Version: Amiga ($59.99)

PLAYABILITY
OVERALL

123‘!573910
1238886

e o 10

In Shadow of the Beast, the main char-
acter was able to defeat the evil lord and
restore his human body. In the sequel, our
hero’s sister is spirited off to be subjected
to years of forced cultivation, eventually
becoming the new warrior messenger of
the Beast Lord. Now she must be rescued
from his clutches.

Shadow of the Beast Il fol-
lows the atmospheric tradition
established by its forerunner.
The music is suitably spooky,
and the graphics are dark and
eerie, but the main change
comes in game play. There is a
multitude of interaction and
some of the enemies react
semi-intelligently. The authors
claim that this was made possi-
ble by simplifying some of the

fancier graphic techniques. While parallax
is still used, only a few levels are sup-
ported. Game screens now move in all di-
rections, along with the player’s sprite.

Characters throughout the game may
be either friend or foe. Some attack, while
others answer questions to reveal essen-
tial clues to solving puzzles.
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Shadow of the Beast i,
by Psygnesis, follows in
the

While Beast
Il strives for
more involving
game play, it
surely isn't any
easier and has
no progressive
levels of diffi-
culty. It is just
plain hard from
the word “go.”
The game is
complex in how
the puzzles are
scattered
throughout the
fantasy world. Many of the sequences rely
on hair-trigger joystick reactions to be suc-
cessful. In view of all this, it is frustrating
that the sequel still lacks “password reen-
try” or a “save game” function.

Another flaw with Shadow of the Beast
Il is its frequent and painfully long disk-ac-
cessing time. This is due to the game
being developed in Europe, where one
megabyte of memory is not standard in
the Amiga. The “game over” sequence
can be disabled, but even the options
screen takes too long to reload.

The graphics, while less complex, are
beautiful, and the animation is fantastic.
Since the software makes use of the
Amiga’s blitter and hardware’s
scrolling capabilities, everything moves
smoothly, without any flicker. The music is
wonderful, but sound effects are such a
low priority they are almost nonexistent.
The only audio option is to completely dis-
able all sound, which is obviously no ad-
vantage.

Shadow of the Beast Il makes an excel-
lent demo, but only the best players will
enjoy it as a game. It is doubtful even they
will be able to complete Beast /| without
the help or the patience of a saint.

—Frank Eva

Psygnosis

29 St. Mary’s Court
Brookline, MA 02146
(617) 731-3553
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The VG&CE Second Annual Games Surve

SEX: Male Female

AGE: Under 12 12-16
FAMILY INCOME: Under $20,000  $20,000-$39,00!
$40,000-$60,000 Over $60,000

1 regularly play:

Video Games Computer Games Both

I spend __ hours per week playing electronic games.
Under 2 2-5 6-10 More Than 10

| spend under___per week on computer and video games.
$2 $2-$5 $6-$10

Please check all hardware you own or plan to buy in the
next 12 months.
OWN PLAN TO BUY
Ninfendo NES
Sega Master
Atari 7800
Genesis
Game Boy
Lynx
TurboGrafx-16
Super Famicom/Super NES
Neo*Geo
Other Video Game System
Amiga
Atari ST
Macintosh
IBM PC
Other Computer

Over $10 §

| buy a CD-ROM gaming system in 1991,
will Will Not

17-25 26-40 Over 40 :

: Please rate the following game subjects from 1 (not inter-
sting to me) to 10 (very interesting fo me}:

Martial Arts __

Mystery

Military

Science Fiction
Fantasy
Arcade

Sports
 Please rate your interest in these types of electronic games
from 1 (not interesting to me) to 10 (very interesting to me):
Video Games Coin-Ops
Computer Games CD Games
My favorite video games are
ik
2.
3

My favorite computer games are
1.
2
8
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SUPREMACY
KAk Ak k

n the Far East

In the dimly lit Situation Room, Charles
stands alone. Intelligence reports confirm
the worst. The Chinese army has captured
the Soviet port of Vladivostok. Moscow
wants help now!

Charles glances at the map, his heart
pounding. If he sends troops, will the
Chinese pull back...or escalate fo a
nuclear strike?

Live on the edge like Charles. Play
Supremacy” - the world conquest board
game fought in the nuclear age.

FREE COLOR CATALOG OF GAMES
Call Toll Free 1-800-333-0589
24 hours / 7 days
At better game stores worldwide.
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Total semantic confusion reigns in
adult electronic gaming. You
know there’s trouble when peo-
ple can’t even agree on what consti-
tutes an adult game, much less what
makes a good one.

In movies and magazines, “adult”
is code for “explicit sex and/or vio-
lence.” That's also the sense in which
most software execs use the word.

Are no-holds-barred sex and vio-
lence the only ways to reach adult
gamers? The broad definition of adult
electronic games includes any contest
that, in the words of HAL America’s
Shawn Glisson, “engages the mind as
well as the fingers.”

Most computer-entertainment soft-
ware falls within this definition. The
average computerist is over 30, so
most leisure programs are geared to
the tastes and perceptions of that age
bracket. That’s why computer games
are generally more complex than car-
tridges. A majority of older players, no
longer as nimble as in their youth, get
more fun out of exercising their brains
than their synaptic responses.

Paradoxically, computer games
have always soft-pedaled sex and vio-
lence. The distorted image of comput-
er gaming as a kids’ pastime resists all
efforts to conform to reality. Publish-
ers know that marketing a salacious or
grisly game exposes them to nasty
allegations that they are polluting our
nation’s youth. Such charges can
damage a company even when they
are untrue or exaggerated. It’s no
wonder that software companies are
cautious about challenging communi-
ty standards for violent or sexual
material.

Video gaming is, of course, pri-
marily the domain of teenagers.
Plenty of adults enjoy these
games, but like comic books, car-
tridges are targeted at the 10-16
age group.

As the Second Golden Age of
Video Gaming reached full bloom
in late 1989, the search for addi-
tional sales gains led publishers
to widen the scope of their car-
tridge libraries. Tetris, Phantasy
Star Il and John Madden Football
are three of many recent releases
calculated to win the hearts of
adult players. Titles like SimCity
(Maxis) and Vegas Dream (HAL Ameri-
ca) are neither sexy nor violent, but
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ADULTS ONLY

by Arnie Katx

Writer, editor, lecturer and game
designer Arnie Katz knows the
field from every perspective. Each
month, his column takes readers
inside the world of video and
computer games. This time he
focuses on games for adults.

clearly appeal more to a 25-year-old
than a grade-schooler.

Which brings us back to the contro-
versial subject of games with lots of

Elvira, Mistress of the Dark, by Accolade,
contains spine-chilling shock horror scenes.

sex and violence. Here's a slice-of-life
episode for your consideration:

You find yourself on the seedier
side of town. The sun is down, but the
flashing lights from the lounges, pawn
shops and girlie-magazine emporiums
bathe the street in garish, pulsing
light. Suddenly, from a shadowy door-
way, you hear:

“Psssst. Psssst! Yeah, you.
C’'mere.” The figure in the trench coat
beckons you to his spot in the shad-
owy doorway. Curiosity defeats cau-
tion. What will he offer? Stolen mer-
chandise? lllegal drugs? On suddenly
shaky legs, you move into the door-
way beside the man.

“Wanna buy some adult games? |
have video cartridges and computer
disks. Real hot stuff. CD? You don’t
wanna mess with that stuff yet. So
whaddaya want, Amiga or NES?"

Wake up! You're dreaming! The
vast, murky market for professionally
produced erotica, so important in the
video software and magazine busi-
nesses, simply doesn’t exist in the
electronic-gaming world. Good taste
undoubtedly plays a role, but there are
solid reasons for steering clear of
highly explicit sexual content:

+ Distribution Difficulti y
material runs into roadblocks at some
key retail chains and in some sections
of the country.

« Poor Track Record—lt is inter-
esting to note that all efforts to market
a racy video game failed during the
1970s and 1980s. Swedish Erotica car-
tridges for the Atari 2600 combined
blatant prurience with overtones of
pornographic violence and female
submission, the equivalent of
mass-market printed or video
erotica. Yet, except for Custer’s
Revenge, which benefitted from
publicity generated by headline-
crashing protesters, no title in the
line sold as many as 25,000 units
at a time when any ordinary video
game would automatically be
expected to sell at least 100,000.
Even Custer, which rewards win-
ners with the chance to rape a
bound American Indian woman,
sold less than the average game
cartridge released that year.

+ Hardware Limitation—Bad
taste aside, the chief reason that
2600 games didn’t succeed is that the
system couldn’t produce graphics with
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enough connection to reality to actual-
ly titillate the player. Strip Poker (Art-
worx) transcended the limitations of
6502-based machines like the Apple II
with clever design and an intrinsically
appealing concept. But it wasn’t until
Artworx began substi-
tuting digitized photos
of real nude models
that Strip Poker and
the even more enter-
taining Centerfold
Squares began to rival
newsstand men’s mag-
azines in eye appeal. A
big reason more com-
panies are now pub-
lishing sexy games is
that the machines can
finally generate the
complex images need-
ed to depict romance
and sexuality.

Amateur adult com-
puter games abound.
A few years ago there
was even a mail order catalog opera-
tion that dealt exclusively in sexually
oriented computer programs. No one
will ever count the available public
domain and shareware programs that
feature sex, violence or themes aimed
strictly at adults. Sign onto any local
BBS (bulletin board service) that
restricts minors’ access, and it's likely
that the files area contains pictures
and stories of a sexual nature. A few
boards exist for nothing else.

Leisure Suit Larry in the Land of the
Lounge Lizards (Sierra) is easily the
most celebrated sexually oriented
adult computer game. Sierra President
Ken Williams’ earlier SoftPorn Adven-
ture, a text quest, had basically the
same plot and goals, but Leisure Suit
Larry shows how developers can turn
the same idea into two sharply differ-
ent games. The flexible interface,
charming visuals and expanded game-
world elevates Leisure Suit Larry far
above its ancestor.

How adult are Leisure Suit Larry
and its two sequels? Not very, I'd say.
This is high school—or maybe even
fraternity house—sexual humor, full of
leers, smirks and snickers. Men will be
boys at times, though, and few elec-
tronic games are better known to the
general public than these sophomoric
sexual odysseys.

Leisure Suit Larry succeeded where
sexist junk like Beat 'Em and Eat 'Em

standards based on community reac-
tion. Violating those limits often ignites
sales-destroying resistance from timid
retailers and distributors.

The graphics in Leisure Suit Larry
are no more than risqué. It employs
innuendo and
inference, both
very important in
creating the lurid
game world. That
is likely responsi-
ble for a lot of its
undeniable popu-
larity; Sierra
knows just how
far to let these

twpical cost rack, WSt a few pegs screved
I T Salls WP Rolr Jackel naneE B 0

susan Looks horrified as Nr Roberts saus
sosething to her .
ress any key to continue

Top left: Sierra’s Leisure Suit Larry in the
Land of the Lounge Lizards. Top right:
Cinemaware’s Defender of the Crown.

Center: Accolade’s Personal Nightmare.
Bottom: Artworx’s Centerfold Squares.

graphics adventures go to keep them
spicy but acceptable to the mass mar-
ket. Lots of folks may think Leisure
Suit Larry is a bit childish, but few
would seriously label it pornographic.
By contrast, an adventure that
seemed to promise more than it actu-
ally delivered was Leather Goddesses
of Phobos (Infocom). Even at its

flopped, partly b Sierra sh d

1t. Every medium has

VG&CE * APRIL 1991

setting, Leather Goddesses
is tame, almost antiseptic, compared

to the later Leisure Suit Larry. It sold a
slew of copies, largely thanks to one
of the greatest titles ever slapped on a
computer adventure, but few mature
adventurers cite it as their favorite.

There are other ways to portray
sex, some more dignified and, in that
sense, more truly adult. For instance,
Defender of the Crown (Cinemaware)
has a sensitively done love scene. It's
completely appropriate, because it's a
logical outgrowth of the game action.

Our society is more tolerant of
mayhem than making out, so a game
must go further to earn the adult tag.
Most video and computer games are
already pretty violent. The death
throes of characters in Techno
Cop may strike some adults
as excessive, but Personal
Nightmare and Elvira (Acco-
lade), both by Mike Woodruff,
would be ridiculous without
the spine-chilling shock hor-
ror scenes.

Violence that might seem
appalling in a more realistic context
fits comfortably with these two adven-
tures’ B-movie horror ambience. Par-
ents may want to consider whether
they want to expose preteens to this
level of gore, but Personal Nightmare
is no more objectionable, and perhaps
considerably less, than last week’'s
crop of slasher flicks.

More intense violence is ticketed
for the video-game field. Razorsoft's
forthcoming releases include games
based on the stories of macabre mas-
ter Clive Barker, and Razorsoft intends
to pull no punches to create frighten-
ing funware for the adult market.

| don’t think games with heavy sex
and violence will do much to promote
electronic gaming by adults. Adults-
only material is a specialized market,
and the wildest computer and video
games are pretty mild compared to
competing material.

Shawn Glisson’s approach is more
promising. By all means, let games
have sex and violence appropriate to
theme and implementation. Both are
part of life and, therefore, have a legit-
imate place in electronic gaming.

But it would be a mistake for elec-
tronic gaming to wallow in so-called
adult content while neglecting to
upgrade the sophistication, depth and
intellectual content of those games. It
is such games, adult in the sweeping
meaning of the term, that have the
power to enthrall mature participants
in the electronic-gaming hobby. &
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Staying Alive as

The Immortal

ELECTRONIC ARTS
Versions: Amiga, Apple 1IGS, Atari ST

The Immortal invites the player
to assume the role of a young wiz-
ard who must brave a 60-room
dungeon in an effort to rescue the
wise, old sorcerer Mordamir.

Gamers travel through a three-
dimensional perspective dungeon
that's patterned much like Zaxxon
of old. Each room holds different
obstacles. Many rooms have
enemy creatures that must be over-
come by using a dagger or magic
spells that are acquired along the
way. As the game progresses, the
size and threat of the enemy is
greater.

First, concentrate on a
successful navigation of
the dungeon. Learn to
control the wizard. This is
slightly tricky at first
because of the 3-D per-
spective. The wizard will
walk through a door, or up
a ladder if he is next to
one, so try not to ride too
close to the walls. Other-
wise, the gamer may inad-
vertently enter a room full
of trouble.

This 3-D view also makes it difficult to
deal with the enemy creatures encoun-
tered along the way. The best way to com-
pensate for this is to draw a line from the
stone the wizard is standing on to the
enemy’s feet. If there is a straight line of
stones, players are on target to launch a
fireball or any other attack.

The next strategy to master is hand-to-
hand combat. Again, stay in a straight line
with the opponent, and allow him to move
to one stone’s length away. Once the
enemy is there, immediately jab to put
him on the defensive. Next, use the stab
technique to do some real damage. Try to
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Electronic Arts’ The
Immortal is a fantasy-adven-
ture game in which the play-
er travels through a three-
dimensional perspective
dungeon that is reminiscent
of Zaxxon.

alternate between moves to keep the
enemy guessing.

When the creature raises its weapon,
you must assume a defensive posture.
Stop swinging and look at where the
weapon is raised in relation to the
enemy’s head. If it
is on his right, then
he is swinging from
right to left, and
you must lean to
the right in order to
counter his move.
The opposite holds
true for a left-to-
right swing. This
may seem a bit
confusing at first,
but after a while it
becomes second
nature.

While traveling,
search everything possible. This
includes all rooms and every
corpse encountered. Players
will often find the most unusual
objects in the strangest places.
Use the maps and diagrams in
the book to avoid traps in the
first few levels, especially the
course that’s indicated in the
arrow room.

To climb a ladder, simply
walk next to it. Going down lad-
ders requires special care. Only
approach a down ladder from the side the
ladder is leaning against. Approaching
from any other side will result in a fatal
plummet.

Another potential means of death is
accidentally falling into a pit trap. When
this happens, the wizard hangs suspended
from his staff for about ten seconds before
falling to his death. During this time, play-
ers can save the sorcerer by moving the
stick in an even motion from left to right,
swinging him up and out of trouble. The
program is very fussy about the motion; it
must be performed nearly perfectly for the
escape to be successful. This technique is
only mastered with practice.
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Should a puzzle seem impossible to
solve, use and drop everything inside the
sack. If none of the objects work, some-
thing was probably missed. Don’t worry
about using something that seems unlike-
ly. There’s no penalty for trial and error.
When in doubt, try everything.

Dying seems to happen quite often in
this game, even if you are (theoretically)
The Immortal. To overcome death,
remember to write the code down for each
level. Immortality in this game is only real-
ly acquired by ensuring a return.

—Frank Tetro, Jr.

Getting Into
The Chamber of the

Sci-Mutant Priestess

DRACONIAN
Versions: Amiga, IBM PC

In this strange and often humorous
action/adventure, the game player
becomes Raven, a rebel fighting to over-
throw the evil Protozorq regime. Unfortu-
nately, the slimy creatures have captured
Raven’s counterpart, the princess Sci-Fi,
and have taken her to their temple. Armed
with the Sci-powers, the player must make
it to the temple to solve its mysteries, res-
cue Sci-Fi and destroy the evil Protozorq
plot. Naturally, this must all be done
before it's too late.

When the game begins, pay close atten-
tion to the object that the
Master of Ordeals gives
to Raven and where he
says to use it. Then head
either left or right into the
ring, and continue around
until Raven reaches the
location the Master men-
tioned. This is the first
puzzle to solve.

When traveling, Raven
runs into other creatures
such as aspirants or Pro-
tozorgs. The aspirants
look just like Raven, and you should con-
verse with them whenever possible. They
sometimes offer words of wisdom, or
maybe even an item that might be useful
later on.

The Protozorgs are nasty and seldom
give out advice. The method for overcom-
ing them is to attack one early on when
Raven’s Sci-powers are high. Use extreme
violence to pummel the enemy, then
search his body quickly to attain a zap-
stick. Once armed with a zap-stick, Raven
can master most adversaries. Remember
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that violence is prohibited in the ring, so
make sure no one else is around when
attacking a Protozorq guard.

Once Raven reaches an ordeal room, he
must solve the puzzle inside to attain the
skull. Since solving these ordeals is the
best part of the game, it's best not to give
away anything important. However, a few
hints can't hurt.

Move the cursor slowly over all areas of
the screen, and note the descriptions that
appear on the bottom. This will reveal all
objects that can be manipulated or
inspected. If the item light is on, find and
retrieve the object that is lying there.

Next, use the Sci-power of Zone Scan
to spot any traps or secret passages. Final-
ly, click on all the items in the room, one at
a time. When an object is selected, the
brain appears with a number of options
Raven has available. Try everything, no
matter how ridiculous it seems.

One can't possibly solve all five ordeals
in one sitting, so dying once or twice is no
big deal if it helps lead to the correct
answer to a puzzle. If trying something
causes an incident that doesn't kill Raven,
or produces a message which says
“good,” then it's probably a step in the
right direction.

If no item in the room can be manipu-

i Charibior ot th lated cor-
n Chamber of the
Sci-Mutant Priestess, Les(::gy' a‘r:z
the player must rescue %
the princess Sci-Fi and item Raven
destroy the evil is carrying
Protozorq empire. on every-
thing in the
room. Final-
ly, if all else
fails, take

a break
and try a
different
ordeal for
now. It
may be
that Raven
does not
have the
specific
object necessary to complete
the current ordeal.

When things seem hope-
less, try asking the Hitachi-
Guass located in the upper
left of the screen. His
answers look like a foreign
language, but under careful
analysis, they may be useful
messages given out by the
poorest of spellers. “Half pay
shunts!”

HE WsREss =,
TREREET

I
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e have so many good questions
WIhis time out it's incredible! You
folks are really impressing the
heck out of me. Each issue, more and

more fascinating mail arrives! So let's
stop wasting time and get on with it.

q uiy»sJOio n

Besides the Genesis reviews, your
column is what | read first! I'm a Gen-
esis owner, and | have a few questions
to ask about the Genesis and the
Japanese Mega Drive.

1) Are Mega Drive games and hard-
ware compatible with the Genesis?

2) I've heard about the portable sys-
tem “Game Gear” by Sega. Will it be
comparable to or better than NEC's
handheld TurboExpress?

3) | know there isn't a CD-ROM for
the Mega Drive, but is there one in the
future of the Genesis?

4) Will the Mega Drive be out in
America? If so, when?

—Loren Peed
Issoquah, Washington

u-M r

Here are your answers, Loren:

1) The only difference between the
Mega Drive and Genesis is the actual
casing that houses the technology. As
a result, Mega Drive software can be
played on a Genesis, but the Genesis
cartridge slot must be modified slight-
ly (widened), or the top section of the
casing must be removed in order to
use Mega Drive software.

2) The Game Gear is an excellent
handheld programmable game sys-
tem that was just announced in the
U.S. Its games are comparable to (or
superior to) but not compatible with
Sega Master System software. The
TurboExpress is basically a portable
version of the TurboGrafx-16.

The good aspect of this compatibili-
ty is a wide selection of software; the
downside is that these games were
designed to be played on a full-size
screen, and many don't translate well
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ANSWERS TO THE
QUESTIONS THAT
TRY MENS' SOULS

by
the Game Doctor

to the small screen. Scores and other
peripheral data sometimes disappear
or become unreadable.

3) A CD-ROM drive is reportedly in
development for the Genesis/Mega
Drive, but Sega of America insists it
will not be released in this country
until there is a solid software base of
support.

4) Obviously, since the Mega Drive
and Genesis are the same system, it
would be redundant to release the
Mega Drive in the US.

q ve’stion

I'm thoroughly ticked that the most
exciting electronic breakthroughs are
in video-game technology, since tele-
vision is apparently being totally
ignored. I'm talking about LCD, 3-D
glasses, like those used with the Sega
Master System. The flawless, utterly
convincing illusion of depth that they
create is far more graphically exciting
than any new 16-bit system.

When | played Space Harrier 3-D it
actually looked like an impossible, fan-
tastic reality instead of a TV image.
None of the new 16-bit games that I've

played even come close to that.

Glasses like these should be avail-
able for every system, and all of the
games could be programmed with a 3-
D option. What if the multilayered
backgrounds in Genesis games like
Ghouls 'n” Ghosts actually had real
depth? Can you imagine a 16-bit After-
burnerin 3-D?

Yet none of that is happening. Only
a handful of 3-D games were released
for the SMS, and they are now virtually
a thing of the past. | am aware that a
company makes such glasses for com-
puters, but | haven’t seen them any-
where, nor am | aware of any titles that
support them. What happened there?

It makes me sick to think that |
won't be able to experience that kind
of excitement with more games on
more d
be done?

y Can anything

—John Tucker
Jackson, Mississippi

The lens-shutter system developed
for the SMS 3-D system was a techno-
logical triumph and a commercial fail-
ure. We have yet to see 3-D technolo-
gy exploited with commercial success.
While the system you refer to was
indeed remarkable, it did not catch on
with users. Gamers who wear glasses
find 3-D glasses difficult to wear, and
the lens-shutter system also required
them to be “wired in” to the game
system.

The Sega system features shutters
for each eye that are dropped and lift-
ed at a high speed so that the illusion
of depth is produced. As of now, no
software publisher has expressed an
interest in supporting this technology
in home computers, and Sega has no
current plans to bring its 3-D system
to the Genesis.

5tion

q W\e

| recently purchased a computer,
and | love playing games on it, but my
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GONE SOFT ON THE BRAIN ?

You’re not playing Daedalian Opus
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system’s sound output is terrible. |
thought about getting a better sound
board, but there are so many, and
some of them are really expensive. |
was wondering if you could direct me
in the right direction as to one that’s
compatible with lots of games and
isn't too expensive.
—Sean Lee
San Lorenzo, California

a s er

| presume you own an IBM PC (or a
clone), in which case the least expen-
sive sound board with the widest sup-
port is the Ad Lib. The Sound Blaster
costs about a $100 more, but is com-
patible with all Ad Lib-based software
and features several other excellent
capabilities (speech simulation and

configuration of either the TurboGrafx-
16 or the TurboExpress to prohibit it.

q ne's’ti on

I’'m the proud owner of a Sega
Mega Drive and a Nintendo Game
Boy. | would like to buy some new
games for both machines, but they are
extremely expensive here in Europe.
An example would be Columns for the
Sega. In England, you can buy it for
about $60 to $110, and I've seen an ad
in VG&CE selling it for $26 in the U.S.

The Sega Mega Drive was launched
officially in Denmark a month ago, and
the few games available are those old
ones (Rambo Ill, Ghouls ‘n’ Ghosts,
Mystic Defender) costing more than

$65 each. Also, the Game Boy has just
been released for $140 with the games
coming in at $45 each. As you can see,
it's a lot cheaper to buy games in the
US, even after the mailing expenses
are paid. I've written to a couple of the
advertisers in VG&CE, but none of
them have answered.

—Nikolaj Rokke

Denmark

The Doc put in a couple of phone
calls to several of the leading mail
order software outlets, and all guaran-
teed that they’ll be happy to do busi-
ness with you, Nikolaj. Try phoning
the advertisers listed in VG&CE. &

editing) and options (MIDI compati-
ble—but not Roland MIDI compatible).
At the top of the line are the Roland
boards, the MT-32 and LAPC-1, but
they are very expensive and are not as
widely supported. Check out the arti-
cle on IBM PC soundboards in the
March ‘91 issue of VG&CE for more
detailed information on this subject.

-

q

| noticed that all of the TurboGrafx-
16 role-playing games use passwords
instead of the save-memory feature.
Since the TG-16's cards are so small,
can they, in fact, have a lithium battery
to save games?
—Rick Shiers
Atascadero, California

anr

Good question, Rick. Although the
NEC games do rely on passwords, |
can see no reason why batteries
couldn’t be installed on the card for-
mat of the TG-16. Not only do they
now make batteries sufficiently small
enough to fit inside a TG-16 card (sim-
ilarly sized synthesizer cards are now
available with such batteries installed),
no reason immediately comes to mind
why a battery couldn’t be installed on
the top of the card. For that matter, the
card could actually be extended in
length, since there’s nothing in the
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+Todd Kneedy of
Glenview, lllinois, wants to
know about the “MMC”
chips that have been used
to enhance NES softy

pair of computer adven-
ture classics, King’s Quest
and Bard’s Tale, to show up

soon on the NES.
+ The “Meg vs. Meg”

figure out why he’s seeing
so many different prices list-
ed for the TurboExpress,
NEC’s handheld version of
the TG-16. The reason is
that so few of the new

These chips (I believe there
are now six, designated
MMC1 through MMC6) are
actually tiny processors that
are added to the cartridges
in order to impart some
special new function, such
as scrolling and the ability
to produce bit-mapped
rather than tile-based
graphics. Of course, these
special chips also increase
the cost of the cartridge. To
the various readers who
asked about “MIPS,” it
stands for “millions of
instructions per second.”
+*Mike Coble of Goshen,
Indiana, is looking for the
best RPGs (Role-Playing
Games) on the NES. A quick
survey of RPGamers brings
recommendations for Ulti-
ma IV (FCI), Crystalis (SNK),
Dragon Warrior Il (Enix) and
Final Fantasy (Nintendo).
Also be on the lookout for a

mean-
while, as readers continue
to ask: “When is a Meg not
a Meg?” The best bet is to
use the following rule of
thumb: In the computer uni-
, the term “Me
always refers to megabytes;
in the world of video
games, “Meg” means
megabits.

+Thanks to James Can-
non of Dallas, Texas, and
Paul J. “Killer” i of

were rel d
that some retailers were
charging whatever they felt
they could get away with.
Remember, it's only the
“suggested” retail price.

+ Mike Burch of Fairfield,
Utah, is interested in corre-
sponding with overseas
gamers like Antoine Peltier.
Any gamers (from the USA
or Europe or wherever)
wishing to join this interna-
tional d club

Brooklyn, New York, for
their thoughtful letters on
where gaming is going.

«+ Matt Hopper of Indi-
anapolis, Indiana, wants to
know how the NEC Super-
Grafx compares to the Tur-
boGrafx. The SuperGrafx is
a superior system but is
not likely to be released in
this country and has limit-
ed software support, even
in Japan.

+Brandon Curless can’t

should write to me with
permission to reprint your
full address.

That about wraps things
up Send your questions,
comments and  the
inevitable corrections (any
more opinions on the graph-
ics resolution of the TG-16,
for example? Hmmm?) to
Game Doctor, 330 S.
Decatur, Suite 152, Las
Vegas, NV 89107. See you
in thirtysomething.
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lectronic-gaming fandom has

made great progress in its 18-

month existence. People all over

the nation are reading and pro-

ducing fanzines, getting involved in

their hobby in a way they never thought
could be so much fun.

As you may know, other hobbies

have spawned fandoms too. Science

fiction fandom, for le, has fl d

since 1930, and comic book fandom
emerged in the early 1960s. Study of
older fandoms is somewhat helpful in pre-
dicting the development of newer ones
like ours. Signs now point to the possi-
bility that electronic-gaming fandom,
after an intense organizational period, is
ready to evolve to its next stage of de-
velopment.

Until now, all fanzines have been
one- or at the most, two-person opera-
tions. Lively and interesting as they are,
such fanzines are limited in scope and va-
riety. Last month | held out the promise
of a major combined effort. This time, let's
look at the reality of the first issue of
cyberBeat. But first, apologies to Lance
Rice, editor of The Subversive Sprite,
whose name was misspelled.

cyberBeat #1
Edited by Edward and
Richard Karpp, Adam Query,
Edward Finkler, Mike Ciletti
and Russ Robinson
P.O. Box 317
La Jolla, CA 92038
$1.50=No schedvle listed
Eight pages
Simply the best electronic-gam-
ing fanzine

DONM \

V
aming fandom = C

g tio -
e titles mentio re aval :
L  Most fan “ﬁ:nl on the previous
I ork or written

o ines or, of
ial, trade for other fanzines
material,
cours , cash.
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by Arnie Katx

produced so far. Six editors have pooled
their talents to make cyberBeat a fanzine
no dedicated gamer will want to miss.
With its first issue, this newcomer has
raised standards for the whole elec-
tronic-gaming fanzine field. (Let this be
a gentle warning to readers that future
reviews in Fandango may be a little
more rigorous.)

No other fanzine combines the variety

embrace the gamut of electronic gaming,
including the coin-op arcades.

The lead item, “Parallax,” contains
editorials by editors Ed Karpp, Ed Finkler
and Mike Ciletti. There's a clear com-
munity of interest among them, but each
has a strong and independent voice. It's
like eavesdropping on a bull session
about the current state of fandom by
three fans who know their subject.

Richard Karpp, a professional game
programmer, contributes two notewor-
thy pieces. The description of his career
provides realistic insights about the
game industry, while his comparison of
video-game systems provides a valu-
able consumer service.

First-issue problems abound, but none
are serious or uncorrectable. The edi-
torial cabal is still getting comfortable and
forging lines of cooperation. When these
six fans weld their abilities into a cohe-
sive whole, cyberBeat could become the
focal point fanzine of electronic-gaming
fandom.

Arena, December 1990
Edited by Ralph Barbagallo Il
3 Village Way
North Andover, MA 01845
$10 for 10 Issves—Frequent
Nine pages

cyberBeat hasn't corralled all the fan

talent. Ralph and ace contributor Cliff

of hot news, intelli lysis and sol-
id reviews. Video games get most of
the editorial space, but cyberBeat tries to

NTIONI

FANZINEREADERS

If you want to see sample
copies of many of the top curreft
fanzines—or if you're a fanzine
publisher looking for names for
a mailing list—VIDEOGAMES &
ComPUTER ENTERTAINMENT can help
you. The Fanzine Readers List
is available to any fanzine editor
who sends a self-addressed
stamped envelope. Anyone can
be included on the list by simply
writing and asking. In either
case, the address is Arnie Katz,
330 S. Decatur, Suite 152, Las Ve-
gas, NV 89107.

B i do a fine job too!

The holiday issue of this neatly pro-
duced fanzine discusses the current
video-gaming scene by company, re-
views a variety of new game cartridges,
gives brief strategy hints and salutes
the best video-game hardware and soft-
ware of 1990. Ralph’s editorial, though
short, makes good points about poten-

tial sales dips in video gam-
ing. | hope that
he'll ex-
press
him-
self on
such
major
topics at
greater
b IengthA in
S and mopg ed upcoming
g issues of

Arena.
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. &
UsEp NINTENDO® CARTRIDGES
Nintendo is a registered trademark of Nintendo of America Inc.
We Sell Used / We Buy WeSeIlUsed/WeBuy oo SollUsed | Wo By We Sall Used | Wo Buy
A Boy Fightir 2995/15.00 * Rad Racer 29951500 TuboRacing 29951500
and HisBob  2995/15.00 Final m..y $405/2000 Ranpage. 4ssio0 Uina 2995/15.00
Abadox .95/1500 Flying Wamior  3295/18.00 Rescue Rar 4852000
Adventure lsland 29951500 Fomuia One  32.95/18.00 Ring King BS1000 ‘olmedran  sr950000
Adventurs Isand I 37.95/22.00 Frankenstein  3495/20.00 Road Blast 20951500 Utinato asotsal 295 1800
Adventures auntlet 2 3295/1800 Robocop 500  Untouchables
in Magic Kingdom 32.95/18.00 Genghis Khan 055000 Hockecparger 32091300 Vogos Dreams 3738/2000
Adv. of Bayou Billy 19.95/8.00 Ghostbust 2495/10.00 Roger 2085/15.00  War on Wheels  3495/20.00
Adv.of Dino Rk - 24951200 G/ .95/20.00  Romance of the Werewolf 2995/15.00
Adv. of Link 19.95/8.00 3295/1800 Three Kingdoms 3495/20.00 Wheel of Fortune ~ 29.95/15.00
Adv.oflolo2  2095/1500 1995/8.00 Shadow of the Ninad295/18.00  Family Edition  29.95/15.00
ures 29951500 Shadowgate 29951500 Jumior 2495/10.00
of Tom Sawyer  29.95/15.00 10951800 Singonthe Rar 32051800 Wilow 95/18.00
irBall 3495/20.00 .95/20.00 3095/2400  Wizardry 3495/20.00
Al Pro Basketball 29.95/15.00 oarmon Siewseun 32030800 Wors Championship
All tar Softball  20.95/1500 2095/1500 Slent Servics  2495/10.00 Wrestiing 3295/18.00
Arch Rivals. 3295/18.00 iver Surfer 3295/18.00 Wrestlemania
Atchon 2095/1500 2095/1500 Simpsons 37952200 Challenge  3495/20.00
Atkanoid Hoops 281200 SaloorDez 4352000 X 2495/10.00
vih Contollr 46952800 fnnortal - 3295/1800 U0 olNoid 3495/20.00
AristasRing  24.95/10.00 m & Mm 3495/20.00
Astynax 19.95/8.00 mwcmumnnn 800 When selling back your
Backto the 557000 Swia o N Foll 2005500 Nrtondo cartridges, we deduct
SAIOMN 24551000 boleaWarior 24031000 SrakesFover. 28451500 320 o cach ‘missing box and
Bad 2495/10.00 Jack Giant Sayer 2995/1500 Solomon'sKey  3295/18.00 $1.00 for missing instructions.
Bad News Baseball 19.95/8.00 Jacmwameon 2995/1500 Solstice 2995/1500 Although all Nintendo
Bandit Kings. Spelunker 329571800  caticges icude nsincions,
of et China 4352000 Kury & wssa000 ol 3295/18.00  some may not have the original
Baseball my 95/15.00 Sqoon 29.95/1500 box. If you loqurw a box with
Simulator 1000 34.95/20. 2495/1000 Stealth ATF 19.95/8.00 your cartridge, please make a
Sars  3795/22 Joop:my 25Amv 05500 i Fihtor 2010 209571500 _note o it wihyour o
asos Loaded  19.95/10.00 Jomdanvs. Bird 24951200
BasesLoaded 2 2995/1500  Joumeyto e 34252000 DodgnBlII Sowin Used
at Man 20.95/154 8.00 X
attle Chess  34.95/20. ok Mario Bothes2 2495200 T urboGrafx 16
tlo of Olympus 2095/1500  Quantum Fighter 34.95/20.00 Stper
il Tank. 34952000 Kd kans 2000 Vo Btteed; 0952400 Cartridges
eotlejuice 34.95/20.0 ool .00 Super Off Road  3295/18.00  pjjgn Crush 29.95/15.00
Foot 95/16.00 King's Knight 24 1000 SwerPitfall 29951500 aply oo 379512000
jonic Commando _ 19.95/8.00 ngs vllM Beach zo ssm)oo Super Sprint 24951000 piazing Lazers  29.95/15.00
Bass 95/20. Swords & Seents 3295/1800 pioogy Wolf  37.95/20.00
lades of Steel  24.95/10. 1800 Tecmo Baseball  2995/1500 gl Adventure 979512000
loster Master 10,9578, me of Waard So51200 TeemoBow - 5198280 ands 26951200
bRt | BEBI0 Ledolzi RS = o = = pravoman 3495/18.00
uai Fighter 2995115 lo League Championship hina Warior  29.95/15.00
2095100 Basebl 249511200 Highestl ManFu 34951800
alfomia Games ~37.95/22. 3 ratermaze  2995/15.00
Calloma Rasis 3352000 the Dream Master 2295600 PP C@S | Cperare 29951500
Caplan Sofavk 209571500 odo Raver 205/1800 | Ble 2995/15.00
ino Kid 195115, z . Devils Crush ~ 34.95/18.00
astlevania 19.95/8. Low G Man 3295/18.00 Paid I uble Dungeons ~ 29.95/15.00
aveman Games  29.95/15. r Pool 3995/24.00 | ragon Spirit  34.95/18.00
llenge Maat Conspiracy 24.95/10.00 For ] OragonisCuse  3495/18.0
Beach  2995/15.00 Magic of 3495/1800
fme NEMDSNII M (GENESIS) e S50
cf ter 195/20.00 Major League antasy Zone  34.95/18.00
¢l Chenb .95/20.00 0 19.95/8.00 ighting Street (CD)29.95/15.(
C i 2495/10.00 Maniac Mansion  3495/20.00 ~ We will pay more for youry g ) Lap Twin  34.95/18.00
Conguest and the 29511500 | Ger e e Final Zone Il (CD) 2995/15.00
Crystal 3295/18.00 Mario Brothers  29.95/15,00 | other company. Enclosea 5,0, 9o 2995/15.00
Conta 2495/10.00 Mechanized Attack 29.95/15.00 C RRENT price list wllhl " 34.95/18.00
Cryon 95/20.00 Mechanoids .95/20.0 catridges it youcanfind e, o i
Crystalis 195/20.00 Megaman 551500  any ot by buck Tuto Golf 379512000
Dayeof Thunder  2995/1500 Megaman 2 2851500 | We wil pay at eas 1. (TLE R gt
Da 7952200 Megaman3  3095/2500 | more for EACH Genesls G ''ocing  29.95/15.00
Destny Mondel Palaco 34952000 - Cartridge & send you a A o
Saemen  moviio MeTucl  Zisiino Teheck within 2-3 days of  Lo0%day Axe | 20581500
Dick Tracy 2495/1000 MULE. receiving vou'cm"ﬂues | Microbox. 2095/15.00
Dirty Harry 2995/1500 NARC 3235/13 no Titles not st Military Madness ~ 29.95/15.00
Donkey Kong 19.95/8.00 National Football will be paid per ouvw Ta] MonsterLair(CD) 299571500
Donkey Kong 3 19.95/8.00 jue 32.95/18.00 4 price li 34.95/18.00
Donkey Kong NES Play Action [ buy anything to sell back Neutopia 3495/18.00
Classics. 2995/1500 _Football 3295/1800 your cartridges, well send | - oL 'l 34.95/18.00
Donkey Kong Jr.  24.95/10.00 Nightmare you & check, not Just &= o bl 29.95/15.00
Doty Ko ontinSiser 21500 | credil slp.. use YOURY RS Gl
2495/10.00 Ninja Gaiden 1.95/8.00 IIOHE' fosanyitingl Power Golf 34.95/18.00
Doub 1995800 Ninja Gaiden2  2995/15.00 = = paychost 2995/15.00
umﬂu nmnn Il 29.95/15.00 Nobunaga's Tecmo RType 34.95/18.00
2095/1500  Ambition 34.95/20.00 World Wrestling  24.95/12.00 Shanghai 34.95/18.00
iy 95/20.00 Northand South  3295/18.00 Teenage Mutant do Amns 2995/1500
Dracula’s Curse  32.95/18.00 na 3295/18.00 Ninja Turtles 29¢ .00 nic Spike 29.95/15.00
ragon Warior  1995/800 Palameces 34952000 Teenage Mtant Ninja Tutles Vamer 34951800
vagon Wartor Il 39.95/24.00 ¥ 2995/1500 ArcadeGame 39952400 Shavemouse  37.95/2000
s 95/2400 Pictionary 3295/1800 Tetris (Nintendo) 34.95/20.00 A /9512000
Duck Tales 3295/1800 Pipe Dream 299571500 Thundat 3952000 Super Volleybal | 34951800
Magic 34952000 Prncess Tomalo in the ime Lord 2495/1200 it
Dy 24951000 _Salad Kingdom  29.95/15.00 ch & Treaswes 2095/1500 fotho Hoop  34.95/18.00
Faria 95/2000 Punch Out 2495/10.00 Top Gun2 2095/1500 Tiger Road 3495/1800
Fast Break 2395/1500 Rl Baseball 1995800 Top Player Tomis BB Tingeal 3495/1800
Faxanady 1995/800 RBIBaseball2 32951800 Total Recall 2000 1V Sports Football 3995/26.00
i e e —.—__Il/atws 3495/18.00
FREE Catalog / Price List e P e e
i 95115
| For Atari Lynx, Genesis, Nintendo and TurboGrafx 16 1 Word Glass
i 752000

| Plase send me a FREE Catalog/Price List:

Name: Y's Book 12 (CD) msns no
| | Al Ut Tt Fresno, CA 93711

Addrees:  plasti Credit Card Orders: (209) 438-4263 No Credit
| oty L CD case and instructions. 24 Hour Information Line: (209) 432-2644  Card Surcharge

: Bonus ;
*Receive a $10 Bonus when you sell back 5 or ,
+more Genesis cartridges. Retum this coupon’,
+with your cartridges for your $10 Bonus. (VG4) ',

Used
Cartridges

We Sell Used / We Buy We Sall Used / We Buy
Aero Blaster 37.95/2000  Klax 29.95/15.00
Afterbumer Il 34.95/18.00  Lakers vs. Celtics 44.95/27.00
Air Diver 2995/15.00  Last Battle 19.95/10.00
Alex Kidd 2995/15.00  Mickey Mouse 37.95/20.00
Amold Palmer Golf ~ 39.95/24.00  Monolu’s Fight Palace 39.95/24.00
\mow Flash 39.95/24.00  Moonwalker 34.95/18.00
\tomic Robo Kid 39.95/24.00  Mystic Defender 24.95/12.00
Battle Mission 39.95/24.00  Pat Riley Basketball 29.95/15.00
Battle Squadron 2995/1500  Phantasy Star Il 49.95/30.00
Beanball Benny 37.95/20.00 lios 29.95/15.00
Beriin Wall 39.95/24.00  Populous 34.95/18.00
Vimini Run 37.95/20.00  Rambo Il 29.95/15.00
kan 2995/1500 A5/ Baseball Il 44.95/27.00
3uming Force 3495/1800 Revenge of Shinobi  37.95/20.00
Buster Douglas adow Blaster 34.95/18.00
Boxing 37.95/20.00  Shadow Dancer 39.95/24.00
Columns. 24.95/12.00 ve it 19.95/10.00
Crackdown 39.95/24.00 ecer 24.95/12.00
Cross Fire 37.95/20.00  Space Harrier Il 29.95/15.00
Curse 37.95/20.00 39.95/24.00
Cyberball 37.95/20.00  Strider 49.95/30.00
Dando 3795/20.00  Super Hang On 29.95/15.00
Dick Tracy 37.95/2000  Super Hydlide 29.95/15.00
DJ Boy 3495/18.00  Super Monaco GP  37.95/20.00
Dynamite Duke 37.95/20.00  Super Thunder Blade 29.95/15.00
E Swat 39.95/24.00  Super Volleyball 34.95/18.00
Final Assault 39.95/20.00  Sword of Sodan 39.95/24.00
Final Zone 37.96/20.00  Sword of Vermillion  49.95/30.00
Fire Shark 3495/18.00 Target Earth 29.95/15.00
Forgotten Worlds 2995/1500  Task Force Hamer  39.95/24.00
Ghouls N Ghosts 29.95/1500  Technocop 39.95/24.00
iden Axe 39.95/24.00  Thunder Force Il 24.95/12.00
Ghostbusters 34.95/18.00  Thunder Force Ill 39.95/24.00
ranada 37.95/2000 T Lasorda Baseball  37.95/20.00
Hard Drivin' 34.95/1800 Trampoline Temor  29.95/15.00
Hellfire 37.95/20.00 n 24.95/12.00
Herzog Zwei 2995/1500  Whip Rush 29.95/15.00
tor 34.95/18.00  Wrestle War 39.95/24.00
).95/15.00 Zany Golf 24.95/12.00
Joe Montana Football 39.95/24.00  Zoor 19.95/10.00

John Madden Football 44.95/27.00 AI\ Used Genesis cars

KaGeKi e

To sell back your cartridges, |
I please follow these instructions: |

| 1. YouDO NOT NEED to call o obtain authorization before sending

in your cartriges.

|2 Pack your catidge cartly. e your Name Compito Addrs
nd Phone Number on a pece of paper INSIDE the box with your |

tridges.
|3 Ssﬂd §ou catidgesvia UPS, o Regitred US.Mait s addss
include the "Dept # from below on the outside of |

o

ey e o movr s o it/ ol atidgs. |
f you wish to buy other cartridges, please list them on the sar

| piece of paper with your Name, Address and Phone Number. Hyw
want CASH FOR YOUR CARTRIDGES, we will sond you a check |

| within 2-3 days of receiving your cartri
Don' wait weeks or months for payment for your cartridges, |

| _receive CASH and receive it FAST from BRE Software.
Titles in /TALICS aro newer and may of may not be available, please
calfor avalabity. All Used Cartidges have a 90 day waranty and
are subject to availability. Prices in this ad will be good through
April 30, 1991. We reserve the righ to efuse any sale or purchase.
Alow 3 weeks for personal checks to ciear, send money order for
faster processing. Due to the nature of game cartidges, we are
unable to give refunds . For UPS shipping, add $4.50 for the frst
cartridge and $.50 for each additional cartridge. Alaska/Hawaii
$10.00 Minimum. Califoria Residents add 6.5% tax. f you are
unclear about any of our policies, pocedures o prices, please call.

| Word Class Tennis 34.95/

Send your Cartridges to:

B R E Dept. VG4
Software

352 W. Bedford, Suite 104

CIRCLE #155 ON READER SERVICE CARD.



TIMEQUEST

The unthinkable has happened — a renegade
from the Temporal Corps has stolen a time travel
machine and gone into the past to alter critical
events in human history. Only you can prevent
this madman from rewriting history and destroy-
ing current civilization.

A high speed chase through time, TIME-
QUEST is a classic adventure game that features
pageantry, danger, and puzzle-oriented adventure.
The game is epic in scope, spanning four continents
and three thousand years — from Stonehenge to
Hitler.

Criss-crossing time and space, you will travel
to England, Rome, Peking, Cairo, Babylon/
Baghdad, and Mexico from 1361 BC to 1940
AD, meeting Caesar, Hitler, Napoleon, Genghis
Khan, Attila the Hun, Cleopatra, Michaelangelo,
and many others.

Rome 1940. Fool
Hitler and Mussolini into
thinking that Churchill
has surrendered.

England 452 A.D.
Escape a death-blow from
Riothamus, the real-life
King Arthur.

'Leggnd is the company b B
that finally got the adven- =3 e
; T et

I|.1re game interface Lo o | 8
right.”” — Computer n - i ottt e

= n oo e T T bl s 10
Gl L Ere BRI

A ey

Written by Bob Bates, author of Sherlock: The Riddle
of the Crown Jewels and Arthur: The Quest for Excalibur,
TIMEQUEST is the latest from Legend Entertainment, the
company that brought you the hit game Spellcasting 101:
Sorcerers Get All the Girls. A treat for science-fiction fans
and adventure enthusiasts alike, the game features:

O high resolution EGA graphics

[ superb musical score featuring RealSound as well as
Roland and AdLib support

O unique Legend screen design with pushbutton options

O menu driven parser

For IBM-PC compatibles.

FLEGEND'

ENTERTAINMENT COMPANY.

Marketed by MicroProse Software, Inc.
ORDER DESK 1-800-879-PLAY
9:00 AM-5:00 PM Monday-Friday
180 Lakefront Drive « Hunt Valley, MD 21030
jend Entertainment Company. TIMEQUEST is a registered

1991 L
atomar of Loend EnterainmentConpany. ALL RGHTS RESERVED
EGA graphics shown above. Actual screens may vary.
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The arcade classic Pac-Man makes his Game Boydebut in this sensational
new release from Namco. Relive the adventure as you munch your way
through twisting mazes filled with power pellets, bonus fruit, and those
wicked ghosts! Beware of their touch- they've been known to snack on Pac's.

Hook up with a friend to double the excitement in this first 2-player Pac-Man®
Determine the challenge by choosing the number of lives you'll need to defeat
your opponent. Add fuel to the rivalry by using the handicap feature which
allows two players to begin in different rounds. Gulp down a ghost and
shoot'em to your opponent's maze!

There's Ghosts to gobble so get Pac'n.

Nintendo, Game Boy and the Official seals are

The Game Creator 3955-1 Scott Bivdl. Suite 102 Santa Clara, CA 95054-3013 trademarks of Nintendo of America nc
CIRCLE #157 ON READER SERVICE CARD.




Faryan's
mutated death
slaves are there at
every tumn.

FREE COMIC
BOOK!

Live this

chilling
story -

from the

source of

Werewolf's

mighty powers to the

history of Faryan’s evil -
inthe

first-

~ edition

Six levels of
mazes and booby .4
traps protect Faryan.‘ E

comic
book. It's a
hot collector’s
item - and it's
yours FREE inside
Werewolf, The Last
Warrior from Data East.

MORE ACTION THAN A CARTRIDGE CAN HOLD!

Climb and claw
your way to Faryan'’s hideout.

The world’s been destroyed by Dr. Faryan, a possessed and twisted madman.
But one buff warrior’s been granted magical powers of the wolf.
And when he finds Faryan, the fur and fangs will fly.
Werewolf, The Last Warrior.
Slammin’ action for your Nintendo Entertainment System.

B g2 VRN
va e
L

LICENSED BY NINTENDO*
FOR PLAY ON THE

4 ‘ﬁ ERCY
ENTERTAINMENT
svsTeEm®

==

Data East USA, Inc., 1850 Little Orchard St., San Jose, CA 95125 (408) 286-7074

© Data East USA, Inc. Werewolf, The Last Warrior is a registered trademark of Data East USA, Inc.
Nintendo® and Nintendo Entertainment System® are registered trademarks of Nintendo of America, Inc.
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