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Ine Teenage Mutant Ninja Turt
Have IMutated Again.

nly this time it's no accident. As Ultra” transforms
your tavorite arcade game into a hard hitting new
adventure for the Nintendo Entertainment System?
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With eight original arcade levels, plus two never before seen
shell squashing stages and a ton of new enemies, Teenage

Strong new enemies Mutant Nil’"li(] Tu rﬂes - II—The AFCCJCIE‘: Gc:mew 1S unlike any SRS PRt s
ke Torerfe Rolam ot sewer war the turtles have ever fought in. Radical new attack moves
will frost your shell. really punch vp the
Fortunately two can play at this game, double teaming arcade-style graphics.

Shredder’s 700 Foot Soldiers who will fight you every step of the way —
from the Central Park Snow Route to the stone cold Rock ‘N Roll Quarry.

Of course to crush invincible enemies like Tora and Shogun, you must
master radical new attack moves which Splinter has programmed
into the game.

So grab the adventure that's hotter than a radioactive meltdown.
‘ But be warned. You might turn green, grow a shell and suddenly
start craving jumbo pizzas with extra pepperonis.
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choose a partner ~ & o [l W NI S e
before you pick Coupon for a FREE Personal Pan Pizza SN T SR G

a fight from Pizza Hut' inside every package!
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Ultra® and ULTRAGAMES® are registered trademarks of Ultra Software Corporation. Teenage Mutant

Ninja Turtles® Shredder,™ Splinter™ and Foot Soldier™ are registered trademarks of Mirage Studios, USA.
Based on characters and comic books created by Kevin Eastman and Peter Laird. ©1990 Mirage Studios, USA. All Rights Reserved. Used with
permission. Exclusively licensed by Surge Licensing, Inc. Personal Pan Pizza and Pizza Hut are registered trademarks of Pizza Hut, Inc. Nintendo®
and Nintendo Entertainment System® are registered trademarks of Nintendo of America Inc. ©1990 Ultra Software Corporation. All Rights Reserved
Promotion not sponsored by Nintendo of America Inc.
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say? Wait 'til you play LUN's Pictionary!

Four thoroughly addictive arcade-type games will challenge the NES® champ in
your family. The higher the score before the clock runs out, the more the hidden picture

Is revealed. Here's where the Pictionary fans take over, trying to identify the object
before their time runs out.
Most videomaniacs will want to hog Pictionary all to themselves for the arcade
action. Others might choose to play
the electronic version of the
legendary board game. Better
/% yet, everyone canjoinin on
- thefast-paced, video quick-
draw super arcade action
together. So, get ready for
L Pictionary like it's never
7 ~ been played before.

CIRCLE #102 ON READER SERVICE CARD.

An NES® game that everyone in the family will enjoy playing? Not your family you
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Pictionary” is a registered trademark of Pictionary Incorporated. ©1990 Pictionary Incorporated. All rights reserved. Nintendo,” Nintendo Entertainment System” and the
official seals are trademarks of Nintendo of America Inc. © 1990 LJN Ltd. All rights reserved.
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Ultra’s® Ski or Die™ for Nintendo® puts you and five buddies in the middle of a gnarly, yet nasty snow sport spectacular
where it's survival of the fastest. And the raddest. And the baddest.

Weave your way through a log-jammed chute in the Snowboard Half Pipe. Jump and jive in the Acro Aerials.
Test your slope slicing skill when you do the Downhill Blitz. Play a frosty version of dodgeball called the Snowball Blast.
And join a rubberized race of nerves in the Inner Tube Thrash. But bewarel This Winter Wonderland is crawlin® with
unnatural hazards like punk penguins, chain saw toting rabbits and bodacious polar bears.

If you're not iced by Iglooheads or lowlife Lester, try blinding the judges
with your brilliant backflips, ollies, hand plants and daffies. Hot-dog it in competi- e
tion or polish your act in practice. Just try to stay alive through the wild tubular _—
warfare. Or your snowboard career will be frozen in time. o e
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Ultra® and ULTRAGAMES® are registered trademarks of Ultra Software Corporation. Ski or Die™ is a trademark of Electronic Arts. Nintendo® and Nintendo
Entertainment System® are registered trademarks of Nintendo of America Inc. © 1990 Ultra Software Corporation. All Rights Reserved.
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: YOU'll ’.’P OVER IT! ' 

All across the cosmaos. top Get ready for the new lrem
gamers like yourself have . America game that's catching
been flippin’ out over Metal- the NES™ world by storm

Storm's “Gravity Flip” feature. - -MetaIStDrm
Together with sugh never-
before-seen game features as

dual scrolling and breathing”

enemies. “Gravity Flip™ will

leave you wondering just g

which way is up. IREM AMERICA CORP®

So arm yourself to the teeth

with state-of-the- -art power-ups; 9335 154th Avenue N.E.
: ' Redmond. WA 98052

* Bullet deflecting - TR, )
uGhiald Force” | FAX: (206) 883 8038

* LaserGun energizing -
“Powier Beam” S

¥ Metamorphising e
“Gravity Fireball s -ENTERTAMMENT,

©1990 Irem America Corp. TM and @ are trademarks of lre?n Nintendo ant Nintendo
Entertainment System (NES) are trademarks of Nintendo of America Inc.
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t's no secret
that at times |
| find Nintendo’s way of doing
business underhanded. A glance at
certain issues of VIDEOGAMES & Cowm-
PUTER ENTERTAINMENT makes that very
clear—and I'm not ashamed of it. Of
late, Nintendo’s attitude has been
one of arrogance. “If you don't like
my rules, you can't play the game.
For example, after my tirade
against Nintendo’s Dr. Mario game

L N N N NN N N N NN RN NN NN NN NEE NN

level you start at
and how many
lives you have, this won't create a
new goal in the game—if your task is
to rescue the princess, she’ll still be
there at the end waiting for you.
What | find most exciting about
the Game Genie is the aid it brings
to those gamers whose abilities are
below what the average game are
designed for. For instance, my
seven-year-old daughter gets far

for its use of pills as play-
ing pieces, | received a
copy of the game from
Nintendo’s PR firm—or at
least the box...empty.
Guess | deserved that one
somewhat. Oh, well.

Witnhess recent lawsuits
against Lewis Galoob Toys and
Camerica for U.S. and Canadian
sales (respectively) of the Game
Genie, the “video-game enhancer.”
Representatives from Galoob insist
that Nintendo at one time offered to
“support” the product. Three days
later, Nintendo took Galoob to court
over the Game Genie.

It makes you wonder, if indeed
this incident took place as it was
relayed to me, what was going
through the minds of Nintendo's
executives and what would cause
them to be so vindictive?

Having spent a good deal of time
messing with the Game Genie, | find
some of Nintendo’s legal arguments
a bit tenuous. For instance, how
would the Game Genie affect the abil-
ity to market a game sequel? Though
the Game Genie does allow you to
change parameters, such as what

TN W W N N NN N NN NN NN NN NNNNNNNNENMNEMNNHNEHNNEENNERENLENNSEHNRERSNHNNERENNRENESNHNNEREHNHNERERH-NIMS®SSHNM®NHN§BH}N]

. more enjoyment—read:
less frustration—on Super
Mario Bros. 3 using the
Game Genie than under
“normal” game play cir-
cumstances.

The other example | can
use Is the anecdote Camer-
ica’'s president, Dave Harding,
relayed to me on my visit. He told of
getting a letter from the father of a
handicapped 21-year-old, who
explained how his son had heard of
the Game Genie and badly wanted
one to bring game play to a level
that was less strenuous. Due to his
handicap, his reaction time was not
good enough to let him get full satis-
faction out of most games.

Harding took it upon himself to
send a Game Genie to this lad as a
gift, and the result was as expected:
Using the device to alter his car-
tridges’ parameters brought new-
found enjoyment from his games.

I'm sure Nintendo’s lawyers will
cringe at this story; but after all, isn't
that why Nintendo creates video
games—to be fun for the player?

—Andy Eddy, Executive Editor
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Cover: John Madden is a

flamboyant figure in football, and
now he’s making an appearance,
thanks to Electronic Arts, on the
Sega Genesis. Turn to page 36 for
the first peek at this hot cartridge.

Cover Art: Alan Hunter

FEATURES

NEW FEATURES!

16

CRASH AND BOOM

by Maxine Naylor and Cathy Dunn

VG&CE presents the first in a continuing
series that follows the adventures of

vidkid Crash and his pixel partner, Boom.

118

FANDANGO

by Arnie Katz
Arnie has covered the burgeoning fanzine
market in his Inside Gaming columns, but
now VG&CE devotes space each month to
these budding editors and their
homemade efforts.

20

BONK AWARDS RESULTS!
VG&CE not only announces the
“winners” of the infamous Bonk Awards,
but also the three lucky readers who
managed to snatch TurboGrafx-16
products in our contest.

98

MARIO IN FOUR-COLOR LAND

by Howard H. Wen
Valiant Comics has launched a series of
comic books based on Nintendo
characters. Our reporter gives us some
background information on how they
came to be.

108

PLAYING THE LEGENDS:
LIVING THE HEROIC LIFE

by Joyce Worley
Mythology plays a strong role in our
society, but what effect does it have on
our electronic games? Get an indepth
look at the latest “legendary” software.

LOOKING FOR THE LIGHT:
A PLAYER’S GUIDE TO
FINAL FANTASY

by Clayton Walnum
This month, our RPG answer man gives
practical advice for helping you find the
light of the orb and surviving Nintendo’s
latest epic adventure.

|38

THE WONDERFUL WORLD OF
WINTER SPORTS

by Bill Kunkel and Joyce Worley
Hockey and skiing are fun, but if you’re
not careful you can break your leg or lose
a tooth. That’s not the case with
electronic athletics, so check into our
computerized chalet for some excitement.
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36

VIDEO-GAME REVIEWS
John Madden Football, D.J. Boy, Conquest
of the Crystal Palace, Ultimate Basketball,

MegaMan 3, Strider, Sinistron, Mickey
Mouse in the Castle of Illusion, Lakers vs.
Celtics and the NBA Playoffs, Super Star
Soldier, The Immortal, Magician, Orb 3-D,
The California Raisins: The Grape Escape,
Tricky Kick, Atomic Robo-Kid, Hatris and
Veigues Tactical Gladiator.

154

COMPUTER-GAME REVIEV

Armor Alley, Star Control, Wings, Battlés of

Napoleon: A Construction Set, Guns &
Butter, Infestation, Jack Nicklaus’ Ultimate
Golf and Course Design, Pictionary, The

Plague and Hoyle’s Book of Games, Volume

2: Solitaire.

COMPUTER-GAME STRATEGIES

by Frank Tetro, Jr.
Prince of Persia and Castlevania are on
the slate for this month’s strategy lesson.

VIDEOGAMES & COMPUTER ENTERTAINMENT is published monthly by L.F.P. Inc., 9171 Wilshire Blvd., Suite 300, Beverly Hills, CA 90210. Copyright © 1990. All rights
reserved. Nothing may be reproduced in whole or in part without written permission from the publisher. Return postage must accompany all manuscripts, drawings, disks, etc., if
they are to be returned, and no responsibility can be assumed for unsolicited materials. All rights reserved on entire contents. U.S. subscription: $23.95 for 12 issues. Foreign
subscription: Add $10 per year. Single copy $3.50. Change of address: six weeks advance notice and both old and new address are needed. POSTMASTER: Send change of
address to VG&CE Magazine, P.O. Box 16927, North Hollywood, CA 91615. Application to mail 2nd class is pending at Beverly Hills, California, and additional mailing offices.
Address all advertising materials to Paula Thornton—VIDEOGAMES & COMPUTER ENTERTAINMENT Magazine, 9171 Wilshire Blvd., Suite 300, Beverly Hills, CA 90210;
(213) 858-7155. Nintendo is a Registered Trademark of Nintendo of America Inc. Sega is a Registered Trademark of Sega of America, Inc. Atari is a Registered Trademark of
Atari Corp. NEC is a Registered Trademark of NEC Technologies, Inc.
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Hudson

And Lurking in Mendel Palace.

Suddenly, you're transported to a new dimension!
Where only you can save a beautiful girl from her own
nightmare — from her own toys that have sprung to life!

Welcome to MENDEL PALACE™, a fantasy as wild as
your imasination!

Get ready for non-stop thrills and the hottest graphics
around. With 20 areas and 200 levels! You've never
played anything like it.

MENDEL PALACE . . . a dreamworld that will blow your
mind!
Look for it today at your favorite video store.

LICENSED BY NINTENDO ®
FO
b
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LAY WITH THE

[Nintendo,

ENTERTARAINMENT
SYSTEM «

THEY'RE ALIVE!

- TSN SOFT

Hudson Soft USA, Inc., 400 Oyster Point Blvd. S-515
South San Francisco, CA 94080 ¢ Tel:415-495-HINT

Hudson Soft is a trademark of Hudson Soft Co., Ltd.
Mendel Palace™ ‘is a trademark of Hudson Soft USA, Inc.
Nintendo® and Nintendo Entertainment System®

are registered trademarks of Nintendo of America Inc.
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ENTERACTIVE "VIDED GAMES
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If you go to sleep dreaming about video games--don't.
Freddy's * back and he's taken on a terrifying new form. You and
your friends must search the neighborhood for Freddy’s bones.
When you enter the fateful house on Elm Street, you'll confront
monsters and spooks that would give even Freddy a fright!

But, beware. The farther you go, the deeper in trouble you get.
Until, at last, you face the most feared horror legend of all time.....
Freddy Krueger ™ himself! Will you be the one to putan end to
Freddy's reign of terror? Dream on.
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. Welcome to Maniac Magsion!
"~ Heh-heh-heh-heh!!\,
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. Once you go in, you may never
. ' = come out! _ -
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The weirdest house
on the block!
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“Dr. Fred should
chill out”

game of life
or death.

Watch the Maniac Mansion TV Show
on The Family Channel




®

JALECO.

Why is there a chainsaw in the kitchen?

And a scalpel-wielding doctor with an attitude? And a 2
cheerleader held captive in the basement?

Just your average day in Maniac Mansion®! Totally weird! Definitely
wacky! It's the first game for your Nintendo Entertainment System® that
combines the challenge of a mystery with the off-the-wall humor Americans love.

Your goal —rescue the cheerleader and keep the mad doctor from taking over the
world. There are over 50 rooms to search for clues. A cast of dangerous characters to avoid.

And five completely different endings. It's even based on the original from LucasFilm Games.

You pick three of seven teenagers to go inside to solve the mystery. Who you pick determines
the course of the game.

Want to take a break? No problem. Maniac Mansion’s battery back-up always saves your place.

Maniac Mansion is different every time — sometimes scary...sometimes silly...but always a
challenge...the kind of a game that will keep you up nights trying to figure it out—or afraid to fall asleep!
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| ' Llsten! i “I'll suck out
A nuclear reactor! your brains!”

The Tencle 15 0 Dn 't et Weird Ed's " Into the dung, e This mummy is
hungry! hamster mad. Dog Breath! no dummy!
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0 II]
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sMALL KEY PLAYI
Look for cluas
on the film.

“Nurse Edna, A chainsaw The hamster's
you are U-G-L-Y” in the kitchen!? in the microwave!!

The mystery has just begun.

Jaleco"™ is a trademark of Jaleco USA Inc. Maniac Mansion” is a

trademark of LucasArts Entertainment Company. Nintendo* and
Nintendo Entertainment System " are registered trademarks of Nintendo ($1.75 first minute: 90¢ each

Get the official Maniac Mansion of America Inc. © 1990 Jaleco USA Inc. additional minute.)
Hint Book. Call 1-800-STARWARS CIRCLE #106 ON READER SERVICE CARD.




CRASH.. WHAT GCRASH?

Dear VG&CE:

As a survivor of the Great Video
Game Crash of ‘84, | am still reveling
in the industry’s renaissance. | would
confidently have bet the wife and kids
(that's okay—I have neither) against its
resurrection so soon after the devas-
tating game glut that literally buried
the hobby in the local landfill. As a
survivor of the Great Video Game
Crash of ‘84, however, | am also
deeply concerned. History is repeating
itself, I'm afraid; it's déja vu time.

The early-'"80s game scene was cor-
rupted and ultimately destroyed by a
slew of third-party software compa-
nies that had no desire to produce
a decent game—and probably §
couldn't if their collective lives

sucked the life force out of a thriv-
ing industry. Those profit parasites
proceeded to saturate the market with
so much high-priced dog dirt that the
consumer simply said, “Forget it!”
and walked away with insulted intelli-
gence and wounded wallet.

This, | fear, is poised to happen
again. Even with the controversial
constraints and “stamp-of-approval”
policies enforced by the console gods,
we are still seeing some truly horren-
dous product hit the store shelves. I'm
certain we can all think of too many
new games we've seen that wouldn’t
even be worth renting. Whoops, did |
say “renting”? Yes, I'm afraid that con-
cept has added a new wrinkle to the
‘'90s game scene, one that may also
expedite its demise.

Let's face it, no one but the eccen-
tric millionaire will blindly shell out
$50-plus on every cartridge that hits
the stores if the opportunity exists to
rent the game for mere pocket change.
In the typical (yet unintentional) “bite-
the-hand-that-feeds-you” injustice, a
gamer may rent a game and in one
evening “conquer” it or at least

12

Y

depended on it—but instead " 4«

explore it sufficiently (thanks in large
part to the “cheat codes” outlined in
the gaming publications), return it and
never play it again. | would bet the
wife and kids (again) that a very small
percentage of cartridge sales are the
direct result of rentals.

The bottom line is, we need consis-
tently higher quality games! | believe |
speak for the gaming community
when | say that | would be none the
sadder if | never had to throw anoth-
er Ninja Star or miss the chance to
play Son of Super Mario Brothers’
. Third Cousins, Twice-Removed,
™" Part 271 1 am, however, fully pre-
pared to spend $50-plus on a quali-
ty game—one that will keep me com-
ing back for more—the likes of which
have become fewer and farther
between.

Hey Nintendo! Hey Sega! Hey NEC!
Wake up! Your stamp of approval
needs some fresh ink, its significance
has faded. The store shelves are burst-
ing with mediocre to abysmal games
that are not selling. Retailers were
leery enough to re-enter the market in
the late '80s. If they should get burned
again, let's not count on another “for-
give and forget.”

Read your history books, game
gods, and write your programs wisely.
If the industry should fall again—and
its sights are locked-on—there may be
no third chance.

—William Simpson
Los Angeles, California

There’s not much that we can com-
ment on in this letter, Willlam, as you
have taken the situation and put it in a
nutshell. You and | both agree that the
video-game market is headed for
another disaster—and all the claims

that Nintendo makes regarding how
much it has done to revitalize the mar-
ket won't keep it at the high level it
has lived at these past few years.

What can be done about it? It’s like-
ly that as this issue hits the stands,
some companies will be dropping out
of the game market, at least here in
the U. S., where they’ve had a harder
time competing. This “survival of the
fittest” situation will naturally weed
out the weaker players. We also
believe that high-cost software will
ring a death knell, and prices must be
trimmed to what the average family
will pay. Fifty bucks is a big chunk,
and we’re hitting a crossroads
between the desire for blockbuster
games and the sour taste of the
accompanying high price tag.

VIDEOGAMES & COMPUTER ENTERTAIN-
MENT hates to make long-range predic-
tions, but it's our estimate that things
will go down before they go up again,
as has happened in the industry in the
last couple of years. Perhaps too
many players are gloating over recent
victories, instead of looking out
behind them. Only time will tell.

DR. NINTENDO

Dear VG&CE:

| wanted to respond to your editori-
al regarding Nintendo’s Dr. Mario in
the October 1990 issue of VG&CE so
that you'll have a clearer understand-
ing of the game’s theme.

Dr. Mario is merely a twist on a
common premise: good triumphing
over evil. In this case, Nintendo
designed a visually appealing game
that allows the player the chance to be

Letters to be considered for publication
should be addressed to Reader Mail, VG&CE,
9171 Wilshire Blvd., 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 * JANUARY 1991
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a hero by pitting vitamins against
menacing viruses that have escaped
from a lab experiment.

Moreover, Dr. Mario was created
solely as a whimsical form of enter-
tainment. The packaging, characters
and instruction booklet underscore the
game’s entertaining premise and
establish clearly that the capsules are
vitamins used to eradicate a danger-
ous virus in a laboratory setting. In
addition, it is made clear that the vita-
mins are dispensed by a doctor in a
controlled setting.

We hope that you now better
understand the concepts behind the
creation of this engaging, constructive
and nonviolent game for our players.

—Bill White

Director, Advertising/Public Relations
Nintendo of America

Redmond, Washington

Andy Eddy responds: Thanks for
yvour letter, Bill. Frankly, | didn’t think
that Nintendo would ever respond to
some of the issues that have been
raised in VG&CE.

While your letter tries to clarify
your company’s view of its game, |
still stand pat on my assessment. And
in all honestly, we’ve had calls and let-
ters on both sides of the fence. Some
readers thought | overreacted, others
felt my opinion was right on the
money.

In my view, the bottom line is |
that people are sick and tired of
drug abuse—as evidenced by
the voting in our Bonk Awards
(see page 20). Dr. Mario simply takes
liberty with drugs, whether good or
bad, and the fact is it didn't have to be
designed that way at all.

As a parent, it's my fear that some
kids won't be able to discriminate
between good pills and bad pills and
will “play” with their family medicine
chest. | feel that Dr. Mario supports
children pretending to be a doctor and
dispensing pills—vitamin or other-
wise. After all, Mario was previously a
laborer in other games, but suddenly
has tossed on a smock and become a
doctor.

Bill, we have to remember that kids
are quite impressionable; and, accord-
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ing to your own company'’s figures,
about 69% of NES players are under
18. In addition, there’s an NES in an
estimated one out of every four U.S.
households. That’s quite a substantial
quantity of our youth who are getting
a lot of “learning” from your compa-
ny's products.

As | said in my editorial, it wasn't
necessary to make the playfield a pill
bottle or the pieces you move around
in the shape of capsules. The themes
of these games are fantastic enough
as to allow lots of latitude in game
design. | stand behind my opinion that
Dr. Mario goes over the line and takes
a risk that | wasn't happy with.

9200 JOYSTICKS ON THE
WALL, 5200 JOYSTICKS...
Dear VG&CE:

You recently printed a letter from
Seth King. Seth asked if you knew of a
source where he could purchase
games and controllers for the Atari
5200. Good news! Telegames USA
carries 5200 titles and controllers, new
and factory-sealed. It also carries over
100 titles for the Colecovision and a
few dozen for the Intellivision. (They
also sell the Colecovision system,
roller controller, super action con-
trollers and driving module.)

Also, games for the Atari 7800
are being sold direct by Atari, and it
iIs making all the new titles avail-

able as they are released, includ-
ing Klax, ElectroCop and lkari
Warriors.
—Dennis Chimelis
Bellport, New York

Dear VG&CE:

| am writing in response to a letter
written by Seth King in the October ‘90
issue. | have over 30 games (and
peripherals) for the 5200, as well as
the system itself, which | have been
trying to sell for some time. This leads
me to believe that there are many
gamers out there who are trying to
buy or sell video games, but cannot
locate the appropriate buyer or seller.

My suggestion is this: Why not
institute a reader’s exchange page
where gamers can advertise what they

are interested in buying or selling?
|, for one, would greatly appreciate
something like that, as | have not
found any interested parties for my
merchandise.
—Richard Devorin
Elmhurst, New York

A tip of the cap to you guys, and
I’'m sure that Seth thanks you too!

As for Richard’s idea of creating a
“classified ad” section in VG&CE: The
main problem with this concept is that
the magazine has a long lead time,
meaning it would be some time
before a person’s ad would be read.
VG&CE is looking into offering an
Instantaneous classified ad service
through the “World of Video Games”
on DELPHI. We will pass the word on
when we finalize the details.

SEGA ADDITIONS?

Dear VG&CE:

| am a loyal Genesis owner and just
recently looked at another gaming
magazine. | saw an illustration of a
CD-ROM for the Genesis system and
also a handheld Sega portable. Will
U.S. shores see these additions to the
Sega line?

—Ryan Hogan
Laguna Niguel, California

Lots of video gamers are hot for
information on these two products,
but, unfortunately, there isn’'t much to
tell—yet. Sega of America representa-
tives are looking at these Japanese
products and trying to fit them into
the American scheme, so we’ll likely
see these products in the near future.

Currently, there have been no firm
announcements on a U.S. release of
either product, though a Sega rep told
us that the Genesis CD-ROM won't be
here any sooner than 1992. The Game
Gear, the Sega color portable you
spoke about, has just been released in
Japan and is reportedly quite nice,
with an optional TV tuner not unlike
the one that’s available for NEC’s Tur-
boExpress. For the time being, we’ll
just have to sit tight and await the
arrival of these innovations to our
shores. 2
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$10 REBATE

Toreceive your $10 rebate, complete this certificate and mail it together with
(A) the UPC symbol from an Acclaim Double Dragon Il: The Revenge
package (for play on the Nintendo Entertainment System®) and (B) your
original cash register receipt showing the store name, date of sale and your
circled purchase price to:
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F.O. BOX 8580
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Orders must be received by January 31, 1991. Receipts dated prior to
October 21, 1930 are not eligible for rebate.

(Please print clearly)

Name
Address_______
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Additional terms: Limit one rebate per household or address. This certificate
cannot be reproduced. Offer good in USA only and void where prohibited,
taxed or restricted by law. Not responsible for lost, delayed or misdirected
mail. Allow 6-8 weeks for delivery. VG

«lam

Licensed by Nintendo
for play on the

DE SMASH

. i ENTERTAHAINMENT - R :
IS NOW PLAYING ON NES ! T o PRl i
" ™
- Masters of the Game
5 1, EE IR TTR 10 T PETE Y LTt o ; L Tad P LA T | e Drago: [Fi=- Hievenge 1 trademark of Technos Japar srporation kcensed exclusively 1o Acclaim Entertainment, Inc € 1989 Technos
) : ; . . i o A “p. wer ; ji ¥ ' i { At e [ Ry £ i £ i

CIRCLE #102 ON READER SERVICE CARD.



:.: ’ : :l?rae'i-'T:T';i'. L i :

S| WeW, HEADSPLITTIN' ACTION...

m KICK BUTT... BETTER DAYS, [eSER/
) T .

&

1_

o/ | ] %3 i
I . .. i
. PG 5, .
=

'..l -
b S T,
X

B FRESENT FRoM
S AUNT THELMA/

- :, FATHET‘E_ LiTTLE - je i, sor
..I . | 3 u 3
LIKE WHoA, DUDE.... RN G E/RTH CREATIRE.

A REAL LIVE VULCAN/ T

HoW UTTERLY

NSULTING! |

I SRCERER BoM | 1

FROM THE WoRLD [ - |
°F PIXELS 4 BITS, [ERE ¢ 20p5/ YoU'VE

SO IS 2 SLIPPED INTo
YUVE BLASTED |0 THEP 2-BIT

Lrewerun By <\ ST
| (YECH) AND NoW I'VE® 4 5 s

| WHo ENTERED WAS PoNN NAUERT...
JTAND C = &7 B AND look WHAT HAPPENED To HIMZ

P P S o e P Ly s D DT T S R e S T R

A (YiKes/ BARKING BATS/ [F THEY CATCH Yol THEY'LL SQUIRT )
|| NYOUR LEG... qUICK, RUN BEHIND &

W . T
A | J ._‘-i‘,}l'--.-u- g
Faa X

ILLY 9°RCERER THINKS HE’S
PASSED ME...WAIT TILL HE SEES HIS PRIZES

CRR Y m&sﬁf

. GEE, THANKS — MY PRINCE \ sl B o WA oG
jgi;'u-ﬁﬂiip r:{f S, 1L ‘N BREATH/

AP T - WeoN THE HAND ; A ”'a
IT5 oNLY RN FAVRITES. ( teesons) ) oF THE FAIR N I'M GPING T

PN T T TR (R .
DEMoN... |\ ' ' _,: < e N y yo = BooM 7/

VG&CE » JANUARY 1991



years ago many of the
men in China dedicated
their life to the study of
philosophy. And then
applied it to a war to
end all wars.

The country was
plagued by a bandit
hoarde known as the
Yellow Scarves. Who
amassed a power no
one had yet to conquer.
Fact is, no one could
| assemble a force strong
enough to destroy
them.

In Destiny of
an Emperor, your
challenge is to
change the
course of history
forever. For the

wn
~

e

A

g00d of China. L army for the restoration | for only one Emperor.
And the world. of the dynasty. Or Guan | Whether or not that will
This full scale, Yu, an exceptionally be you is your destiny
role playing skilled warrior, alone.
adventure game [F5 S match for a
for the Nintendo [ === 8888 thousand |
System will put [EESEtR R mEaeed soldiers and
you deep in the =5 = 28444 & 1 worshipped
throes of that Mi Ganahaad asagod.
war. . : 3 In the ntins, But no
The action is rebels await behind ~ matter who
as real as it gets Crenlice you are, it
thanks to the discovery will be hard to win the
of authentic documents war against Zhang Jao,
detailing the era. the deadly leader of

Characteristics of 180 war- | Chinese l
lords have been simulated | warlord of =
based on the renowned all, Lu Bu,

text of Sanquozhi Yanyi. destined
Even 20th century | to be a
strategists are destined to | traitor
spend hours, even days on | because
each game. And when you | ofhis /

great %
strength §
and courage.
You'll use every
strategic cell in your
brain to fulfill your
constant requirements
for weapons, food and
manpower. You'll give
important commands
that could mean your
life, and the life of
your armies. And in

take a break to philosophize
on your next action (if you
can pull yourself away) you

-Conquering
thisgame
Will take you
L Centlll' IES. B e Chineoe tradition.
i - ®» you'll engage in battle

again and again to defend
your honor. An honor
certified by an oath signed
in blood.

When all is said and
done, there will be room

can actually save up to
2 three histories exactly
V4 where you've left off.

% You can put yourself
in the place of Liu Bej,

dedicated to raising an

v

the Yellow Scarve
rebels and founder of

the Tai Ping sect. Not to
mention the most feared

Licensed by Nintendo®

@ 1990 CAPCOM USA, INC., Destiny of an Emperor is a trademark ¥l o for Play on the
of Capcom Ui‘if’t_ Ine. Capcom is a registered trademark of Capcom USA.
Nintendo and Nintendo Entertainment System are trademarks of
Nintendo of America, Inc.
ENTERTAHAINIMENT
SYSTEM®
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Pipe Dream. If you're a Game Boy™
or NES®player, youre looking at
the next big thing. Because it all

comes down to you vs. a whole ware-
house full of plumbing parts. And
the forces of chaos. But you've got

four powerful weapons. Your right

hand. Your left hand. Your right brain.

And your left brain.
In the real game, this slimy green
stuff called flooz starts flowing

through the pipes. To stay ahead of
it, you have to build the most radical
pipeline you can dream up. And

|
!
|
|
|
|
|
|
that's exactly what you have to do I
|
|
|
|
|
i
|
|

with this puzzle.
Start where it says START, and
put each of the nine pipes in an
empty square. Make sure every little
white dot stays in the top left corner,
Or your entry won't count. Some
pieces have two straight pipes cross-
ing each other. The flooz always
flows straight across these pipes and
out the opposite side. If you can
make your pipeline loop around so
the flooz crosses through one of
these pieces twice, you'll
score bonus points.
(Hint: To get the high-
est score, you don't have
to connect all nine pieces

to every pipe on the grid.)
So if this sounds like

BONUS

PIPE DREAM CONTEST ENTRY FORM

Name Age
Address
City State Zip

Phone My score is
$1000 BONUS PRIZE! Answer question 1 or 2 to qualify. (Optional)
[. The two scores on the Pipe Dream package for Game Boy are

and
2. The scores on the Pipe Dream package for NES are:

Player 1 Bonus Player 1 Bonus

I [FYOU FIGURE THIS
:

Send to: Pipe Dream Contest, PO Box 2911 Redmond, WA 98073-2911
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OUT YOU MIGHT BE
PIPE DREAM..

your kind of game, try it now.
Then go down to your Nintendo
dealer, and see what it’s like

GRAND PRIZE - )
A'TRIP TO NINTENDO!

for real. When you've got nine
million gallons of

If you're one of our three

HOW TO TOTAL
YOUR SCORE

flooz breathing
down your neck.

And gaining. A 100 bosnts. Eooters
square the flooz flows through.
Don't count the starting piece.
Count all the pieces you place,
and all the pieces that you use

on the grid.

HOW TO
ENTER:

Cut the puzzle
pieces out of this
magazine and
paste them in the
right places on
the grid. Or make
a copy and work
with that. Then
send in the puzzle
and the com-
pleted form to us.

All entries must
be received by

January 31, 1991.

500 point bonus: For each place
the flooz crosses itself in a cross
pipe. (Plus the basic 100 points

for the square.)

500 point bonus: For each piece
marked “BONUS” the flooz
flows through. (Plus the basic
100 points.)

Subtract 100 points: For every
piece you don't use, including
the pieces you cut out, and the
pieces that are already on

the grid.

If you figure out the highest
score, you win. In case of a tie,
winners will be decided by
random drawing.

IMPORTANT: Write your score  dinner at the Space Needle in p

your honor. o . @@
So, if you want to see how

intense Pipe Dream really is,

on the back of the envelope.
Unscored or incorrectly scored
entries will be disqualified.

PRIZE
(25)

Grand Prize win-

FREE BPS
ners, you ll get a GAME OF
| YOUR
trip to Seattle for .
AND A B TR oo

4 days and 3 nights.

Your prize includes |
round trip airfare
for two, and hotel
accommodations.
You'll get the
orand tour of
Nintendo. Meet
Nintendo Game

BULLET-PROOF SOFTWARE T-SHIRT!

3 RD PRIZE (75)— FREE BPS T-SHIRT!
BONUS PRIZE = $1,000!

Enter our $1,000 drawing, too! Answer one
bonus question on the entry form and you
could win. Heres how: On the back of the
Pipe Dream package, there are pictures of
two screens with scores on them. Include the
scores from either the NES or Game Boy box

on the entry coupon.

Counselors. gl @
Talk some
hard-core

NES with
them. You'll

- Nintendo dealer.

; When you get there,

| #8 .  (hisis what the
packages look like.

even have i
lunch at Cafe S Dut you better get
XAtk L ~ there soon. Or they 1l look

like an empty

space on the PIPE DREAM’
dealersshelf. | G .

all the Nintendo
people eat. And a

PNV HC Hdld ,J

OFFICIAL CONTEST RULES (N‘D PUTChHSE NEEESSHI"Y) One entry per person, please. All entries

must be received no later than January 31, 1991. No responsibility is assumed for lost, stolen, or misdirected mail. In the event of a
tie, winners will be chosen by random drawing, on or about February 5, 1991. Regardless of score, BONUS PRIZE will be ¢

determined by random drawing from all entries that answer Bonus question. It is not necessary to answer this question to qualify = |

for Grand, Second, or Third Prize awards. Winners will be notified by mail. By acceptance of their prizes, winners consent to use :

of their names, photographs, or other likenesses for the purpose of advertising or promotion on behalf of Bullet-Proof Software
(BPS) without further compensation. Chances of winning are determined by the total number of entries received. Limit one prize
per household. No substitution of prizes is permitted. All prizes will be awarded. A list of winners will be available after February 5,
1991 by sending a self-addressed, stamped envelope to Pipe Dream Winners, 8337 154th Ave. NE, Redmond, WA 98052, BPS
will arrange air travel and hotel accommodation for each Grand Prize winner and his or her guest. BPS will also provide $300
spending money, lunch at Cafe Mario, and dinner at the Space Needle. All other expenses are responsibility of game winner.
Approximate value of each Grand Prize: $2,500. Grand Prize excursion dates will be determined by BPS. If the winner is under
18, they must be accompanied by their parent or guardian. Any guest under the age of 14 must provide written parental consent

and release. Some restrictions apply. Contest not open to employees of BPS, Lucasfilm, Ltd., Nintendo of America Inc., their
affiliates, agencies, or their immediate families. This contest is void in Canada and elsewhere where prohibited by law. This
contest is subject to all federal, state, and local taxes and regulations. Taxes and fees are sole responsibility of winners.

BULLET-PROOF
SOFTWARE™

B
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Pipe Dream is a trademark of LucasArts Entertainment Company. Original game design © 1988 Entertainment International UK. Ltd. Original game concept by The Assembly Line. Nintendo, Nintendo Entertainment System,
Game Boy, and Cafe Mario are either trademarks or service marks of Nintendo of America Inc. Bullet-Proof Software is a trademark of Bullet-Proof Software, Inc. © 1990 Bullet-Proof Software, Inc. All rights reserved
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’ so exciting t |t was talked about eve v here—newspapers, MTV, everywhere!
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right dowmo it, Saddam Hussein ( 1,529 votes), President of Iraq, who
?%_mltla% ted the attack on Ku alt and drugs (with 1,130 votes) were the majonty choice for
“bonkees.” (Good choices, folks.)

rse we had a wild TurboGrafx™-16 giveaway tied to the balloting. We told you we’d
announce the winners in ihls issue, and here they are.

(TurbnGrafx -16 system Turhnﬁraf‘x l‘:D Player Bank s Adventure)
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_ Broken Arrow, Oklahoma
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PUZZLE

Is to baffle and disturb mentally. To confuse, confound, bewilder
and befuddle you. Are you up for this type of challenge! Can you
put such pieces within this game together? Figure out this SNK
Role Playing Game. A shield, a necklace, pendants and rings.
These are possessions you'll want to bring. Visit the towns and
GET A CLUE. This will help to get you through. Tornel and Stom
will test your strength. When you finally meet Draygon, you've
travelled at great length. There's just one way to clear your doubt,
call SNK to figure this game out. Here's one more hook, fill this

out and I'll send the book.

1-800-PLAY SNK
SNK Corporation of America, 246 Sobrante Way, Sunnyvale, California 94086, (408) 736-8844

© 1990 SNK Corp. of America.
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Please send me your free strategy guide for:

GAME TITLE CWSIahS

NAME

ADDRESS

CITY STATE Z1P
PHONE

= SNK

SNK Corporation of America, 246 Sobrante Way, Sunnyvale, California 94086, (408) 736-8844
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VG&CE Readers
Bonk Hussein

Over 3,000 VG&CE readers
responded to the survey
sponsored by NEC that ran in
the September issue of
VG&CE. The campaign asked
kids to send in postcards
with their nominees for the
1990 Bonk Awards, citing in-
dividuals and things for
dumb, outrageous and unfor-
givable behavior.

The “winner,” by an over-
whelming margin, was lIraqi
leader Saddam Hussein; over
1,500 voters named him the
person who most deserves to
be “bonked.” Drugs and drug

dealers came In

Jes
second place, & 2l
- II.:q,'-. {2l
] | Eeadld
with about 1,000 el E%
. = ] e
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Trump (for his ©
publicly aired problems),
Pete Rose (gambling on
baseball), Roseanne Barr
(bad singing and all-around
bad behavior), Exxon (for the
Alaskan oil spill) and gangs.

Grant Schneider, NEC
vice-president, expressed
surprise at the responses:
“We might have assumed
that kids would want to bonk
things like homework. It's en-
couraging to see that their
awareness and concern re-
garding world affairs is very
high.”

The verb “to bonk” comes
from Bonk’s Adventure (by
NEC for play on TurboGrafx-
16). The hero, Bonk, uses his
head to bang enemies.
“Bonk has become a sort of
contemporary vigilante for
good,” explained Schneider.

CD Update
Sierra On-Line will release
a series of interactive, multi-
media software in Japan for
play on the Fujitsu FM-
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Townes CD-ROM computer.
The first game available in
the Island Nation will be
Mixed-Up Mother Goose, to
be followed by other interac-
tive multimedia entertain-
ments in 1991.

Mixed-Up Mother Goose
features high-resolution 256-
color graphics with painted
backgrounds, complex ani-
mation and digitized voices
in Japanese and English.

In other CD news, Activi-
sion released The Manhole
(formerly available only for
Macintosh) for use on IBM-
compatible CD-ROM players.
This is a point-and-click ex-
ploration that sends players
either up a bean stalk to the
sky or down the manhole to
the underworld. The new
version has full-color scenes
and animated characters that
speak with digitized voices,
plus a music soundtrack with
original songs for specific
scenes.

Activision’'s Cosmic Osmo

Is'how available for Macin-
tosh CD-ROM. It contains
over 100 megabytes of code
and music, which, according
to company spokespersons,
makes it the largest enter-
tainment-software product
available in the U.S. It uses
point-and-click technology to
rocket with Osmo through a
mythical solar system with
seven separate worlds. Nu-
merous games are embed-
ded, as well as 20 original
songs and a music sound-
track that runs simultane-
ously with game play. It fea-
tures simulated 3-D graphics
and animated characters.

Test Drive Ill Gets
Extra Disks: Drivers

Get Shades
Accolade is preparing

extra car and scenery disks

to go with Test Drive lll: The
Passion. The first disk con-
tains additional exclusive
cars and scenic roadways
and should be on retailer’s
shelves by the time you read
this issue.

Test Drive lll: The Passion,
designed by Tom Loughry
(Steel Thunder, Gunboat

River Combat Simulation)
simulates the 225-mph
Chevrolet CERV Ill, the 378-
horsepower Pinnafarina
Mythos and the $185,000
Lamborghini Diablo. The pro-
gram uses a combination of
polygon-fills, bit-mapping
and digitized vehicle interiors
to create such details as on-
coming and cross traffic, tun-
nels, stop lights and signs.
The scenery contains lakes
with boats, rivers, waterfalls,
train crossings, bridges and
buildings. It also features day
and night driving, which calls
for drivers to use their head-
lights, and inclement wea-
ther that requires use of the
windshield wipers.

As a further inducement
to purchase the game, Acco-
lade is providing dealers with
free, custom-designed four-
color Test Drive lll Dashboard
SunShades to give to con-
sumers who purchase the
product.

Three-Sixty Harpoons
New Version

Three-Sixty Software has
a new version of Harpoon
(the company’s blockbuster
naval simulation). The new
upgrade, titled Harpoon v1.2,
IS said to use less memory,
run smoother and add fea-
tures to the original. It's
available in three configura-
tions: on two 3%-inch 720Kb
floppies; on one b5%-inch
1.2MB floppy and three 5%-
inch 360Kb floppies; or on
five 5Y%-inch 360Kb floppies.

To get the upgrade, return
the original program disks
with $5 in American funds
($10 in Canada), and indicate
the format desired.

Neo*Geo Goes
to Market

SNK has opened an office
specifically for sales of the
company's home video-
game system, the Neo*Geo.
The new headquarters for
SNK Entertainment is located
in Torrance, California. (See
the September issue of
VG&CE for information about
the new console.) The home
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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?

‘W Reclaim your brain! Get Puzznic
— it’s the fast-paced puzzle that’ll 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.

_ Y

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 i
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Don’t let nasty elevator cubes Pick Password to resume your Plan carefully or you’ll be caught

squeeze you into a corner! game after each completed level. with extra shapes.
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entertainment unit was first
released in Japan for home
rental.

The company is expected
to announce their marketing
plans and strategies for the
new home entertainment
unit within a few weeks. Cur-
rently, the price for the unit is
approximately $500, and
game cartridges will cost
about $225 each.

Books to Feature
Video-Game
Characters

Scholastic’s “Worlds of
Power” book series is getting
a couple of top-star video
games from Konami and its
wholly owned subsidiary,
Ultra Software. Metal Gear
and Simon’s Quest will both
become books, written by
Seth Godin and a panel of
children.

“Konami Mom” (the com-
pany'’s parenting expert) likes
the idea. “Video games are a
terrific source of inspiration
for a child’s imagination. It's
a safe place to explore new
worlds, challenge critical
thinking skills and become
comfortable with electronic
information.” She went on to
say, “These books help par-
ents and teachers see new
ways of using video games
to motivate our kids to use
traditional learning skills.
Many kids find reading dull
and uninteresting, and by of-
fering books they can relate
to, such as their favorite
video-game characters, we
can rekindle their apprecia-
tion for the written word.”

The Simon’s Quest book
sends Simon Belmont and a
14-year-old boy to battle
Count Dracula. Similarly,
Metal Gear is based on the
video-game’s storyline. It al-
lows readers to role play as
agent Justin Halley in a mis-
sion to save the world. Both
books contain suggested
reading lists of related clas-
sics to motivate additional
reading.

MicroProse and
Viedalist Bundlie Up
for Holidays

MicroProse has combined
three of its top-sellers into a
land, sea and air trilogy of
simulations. The packet con-
tains Airborne Ranger, Pi-
rates! and Gunship, and is
available for IBM PC, Com-
modore 64 and Amiga com-
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puters. Airborne Ranger
sends one soldier behind
enemy lines in a strategy/ar-
cade contest; Pirates! fea-
tures adventure on the 17th
century Spanish Main; and
Gunship puts the player in
the cockpit of an army attack
helicopter.

Medalist packaged up
their Marvel Comic-inspired
titles, X-Men, The Punisher
and Dr. Doom’s Revenge into
one bundle, playable on IBM
PC. X-Men: Madness in Mur-
derworld features six of the
superheroes in a Murder-
world funhouse. The Pun-
isher is a war-hero-turned-
vigilante battling the mob.
The third title sends Spider-
Man and Captain America to
stop the launch of a nuclear
missile aimed at New York
City. The Commodore 64
triple-pack substitutes The
Amazing Spider-Man, in
which Spidey battles Myste-
rio, for The Punisher.
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Each of the packets would
be worth over $100 if the
games were sold individually.

“Go for the Gold
Club” Revived

Due to its overwhelming
success, Medalist is reviving
the “"Go for the Gold Fre-
quent Buyer’'s Club.” This
year's club has the same In-
centives as last year and
some special offers to cur-
rent members.

Specially marked Medalist
products contain medallions

to collect, which are re-
deemable for prizes such as
sweatshirts, T-shirts, hats,
patches, posters and more. If
a friend buys a Medalist
game and names a current
member as the person who
advised him to join, that
member gets a bonus medal-
lion. When any member re-
deems medallions, he or she
IS automatically entered Iin a
quarterly sweepstakes for
prizes such as ole *17
sound boards,
jackets and
software.

“Go for the
Gold Club”

members also
receive a club ~-
newsletter &
with new pro- fgi‘;];:er the 1sla
duct infor-

mation, promotions and spe-

cial offers.

Living Walls for
Aladdin's Castles
There's something new

coming to most Aladdin’s
Castles. Many of the well-
known gaming arcades are
featuring high-tech media
walls to add even more ex-
citement to the lively sur-
roundings. Minataur Promo-
tions Enterprises (Chicago,
lllinois; [312] 222-0262) is in-
stalling Channel M Videowall
Networks in 50 Aladdin’s
Castle Video Arcades.

The videowalls utilize the
Philips Super Projector,
which beams a montage of
images onto a bank of TV
screens. Channel M then de-
livers a program of MTV,
news, music and videos. The
entertainment is to be
interspersed with 30-second
ads for games and other
products of interest to ar-
caders.

The Philips Super Projec-
tor, created by Philips Corp.
Vidiwall Division (Paramus,
New Jersey), divides one pic-
ture into four quadrants, then
projects four separate pic-
tures simultaneously, or any
combination thereof. The
total viewing area is 82
inches (diagonal) and offers
such special effects as solar-
ization, mirroring, freeze-
frame, digitalization and col-
orization. The programming
Is controlled by a built-in
computer, and the sound is
accompanied by a stereo
sound system with 30-watts-
per-channel output.

132 yards  Par3

Sawgrass

EA Giving Golf with
PS/2 Computers

Electronic Arts’ PGA Tour
Golf is currently packed with
the new Personal System/2
(PS/2) IBM computers. The
giveaway will continue
through January 15, 1991, as
part of IBM’s Christmas pro-
motion.

The golf game features 60
well-known professional
golfers, and the Tournament
Player’s
Courses
at Saw-
grass,
Avenel
and the
PGA West
Stadium
course.

Top Coin-Ops of

September 1990

Figures courtesy of RePlay
magazine, from an earnings-
opinion poll of operators.

Best Upright Videos

1. Teenage Mutant Ninja
Turtles by Konami

G-LOC by Sega

. Hard Drivin’ by Atari

. Four Trax by Atari

Galaxy Force by Sega

. Smash TV by Williams

. Pigskin by Midway

. Off Road by Leland

. Final Lap by Atari

.2-Dude Off Road by
Leland

COWONOUTAWN

=

Best Coin-Op Software
1. Final Fight by Capcom
2. Neo*Geo by SNK
3. Combatribes by Ameri-

can Technos
4. WWF Superstars by

American Technos

Thunder Jaws by Atari

Thunder Fox by Taito

Rai Den by Fabtek

Cadash by Taito

Hydra by Atari

. Off Road Trak Pak by
Leland

£ © 00~ O

Best New Uprights
1. Moonwalker by Sega
2. Top Landing by Taito
3. WGP by Taito

4. Pig Out by Leland

5.Vs. Dr. Mario by Nin-
tendo

Legend Added to
Medalist Team
Legend software company
(formerly Gameworks) is the
latest addition to the Micro-
prose Medalist International
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BE‘:!{?{ITP of the serpant’s bite.
It is deadly. And you are
vulnerable,

Taito Software, Inc. 267 West Esplanade, North Vancouver, B.C., Canada VIM 1A5. If you cannot find this product at your _h:u:ii ratailm'} -\ﬁsa{_l‘#lésze rCard holders -.':an_; n’rdjr direct
from anywhere in the U1.S. or Canada by calling toll-free, 1-800-688-2486. Taito®, The Only Game in Town™ and Dungeon Magic™ are trademarks of Taito America Corporation.
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Market Division, joining
Paragon and Mindcraft soft-
ware companies. Spellcast-
ing 101: Sorcerers Get All the
Girls (designed by Steve
Meretzky [Hitchhikers Guide,
Leather Goddesses]) and
Time Quest will be the first ti-
tles released from this new
partnership.

Legend’s earlier games
were Sherlock: The Riddle of
the Crown Jewels and
Arthur: The Quest for Excal-
ibur. Robert Bates, founder
of the company, remarks:
“Our games are puzzle-ori-
ented, story intensive, funny
and fun. These games will
appeal to a significant por-
tion of MicroProse’s existing
market as well as both expe-
rienced and novice computer
users.”

MicroProse’s vice-president
of marketing, Gerry Blair adds,
“We are excited to have Leg-
end join our team of high-
quality entertainment software
for personal computers.”

EA Helps Gamers
“Save on Sony”

Electronic Arts and Sony
banded together in a five-
month, nationwide promo-
tion that will enable gamers
to buy Sony products at un-
usually low prices.

With the purchase of one
featured EA title, participat-
ing retailers offer a Sony
Walkman for $15; with two
featured titles, a Sony Watch-
man for $85; with three titles,
a Sony Discman CD
player for $120.

IBM titles featured
in the promotion in-
clude: Populous,
Stormovik, John
Madden Football,
Centurion, Lakers
vs. Celtics, Bards
Tale Ill and Star-
flight 2. Amiga ti- 3
tles featured are SENS
Budokan, Power- B

monger, Deluxe
Paint [ll and

rrrrr

sion of The Magic Candle for
the Nintendo Entertainment
System.

In The Magic Candle, the
gamer role plays through
towns, villages and castles,
meets up with dozens of
monsters and casts magic
spells.

Mike Yamamoto, Ameri-
can Sammy’'s president,
states, “It was a truly historic
event for us—we had been
trying to obtain this title for
months!”

The Magic Candle will be
available for the NES in the
Fall of 1991. The game is
available from Mindcraft for
play on Apple, Commodore
64 and IBM PC computers.

Williams Gambles
on Riverboat
The latest pinball
machine from Williams
Electronics takes gam-
ing back to the colorful
era of life on the Missis-
sippi. Riverboat Gam-
bler features a glori-
ously gaudy
backglass paint- _
ing and play B
action based
on casino
games such
as roulette,
blackjack, |
slots and five- |
card poker. z
Consecu-
tive loop shots
lead to the slots and
multiball, skill shots set up
the player for rou-
lette, then a con-
trol panel offers
a choice of red,
black, green or
pass. Gold
stars give an
extra ball, and
the backglass
win-meter
keeps track of
the jackpot,

which can
88 cxceed nine
' million

Deluxe Video lll, ===
Populous, 688 Attack Sub,
The Immortal and Chuck
Yeager’s Advanced Flight
Trainer 2.0. The promotion
will finish on March 1, 1991.

The Magic Candle
Lights NES
American Sammy
Corporation inked a contract
with Mindcraft Software Inc.
to develop and publish a ver-
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Heat Sensors Monitor
Temps for Software

Dix Frampton, president
of J B Enterprise Co. (Logan,
Utah; [801] 753-6950), de-
signed a product for video-
rental stores that turns out to
be equally valuable for com-
puter-software users. The
Movie Melt Heat Sensor is a
heat-detection label to be af-

fixed to rental movies. It is
also useful to gamers to stick
on software (or on the stor-
age box that holds disks or
cartridges). It features a sen-
sor that changes colors at
125°, the temperature at
which media begins to decay.

The stickers sell for $42
per box of 250 labels.

Crimefighter

Searches for Pirates
The Software Publishers
Association (SPA) has a pro-
gram to help smash piracy.
SPAudit (created by Soft-
guard Systems of San Fran-
cisco) searches the hard
drives of computers, then
prepares a printout listing
the names of applications as
well as how many copies of
each were found. Users
cross-check the list with
® their purchase records
I¥ to determine which are

i

@ authorized and which

e are, in fact, illegal

copies.

This crimefighter
currently works on IBM
PC computers, and a
Macintosh version will
be available early in
1991. SPA received over
1 10,000 requests from
! corporations that wish
to check their internal
software practices.
SPAudit and the Soft-
ware Self Audit Kit (which
contains recommended steps
for checking the business,
plus suggested corporate
policies, a memorandum to
employees and information
about the law) are available
free to corporations. Request
the two items in a letter (on
corporate stationery) to SPA
Self Audit Kit, 1101 Connecti-
cut Ave., N.W., Suite 901,
Washington, D.C. 20036.

EA Sponsors
Skateboard
Competition
Electronic Arts sponsored
the National Skateboard As-
sociation’s Back to the City
Streets and Freestyle Pro
Skateboard Competition. The
event took place in San Fran-
cisco at the Youth Expo "90.
“We feel it's important
that we put something back
into skateboarding,” says
Bing Gordon, Electronic Arts’
vice-president of marketing.
“Today’s skate scene has in-
spired some of our artists to
put out their best. Without

the lifestyle skaters have cre-
ated, we wouldn't have the
opportunity to make some
great games.”

Almost a hundred skate-
boarders competed in the
three-day event, doing
wheelies, rail stalls, 360s and
other tricky maneuvers. Top
purses were $8,000 for the
best street-style skater and
$2,000 for freestyle.

Besides the pro competi-
tion for cash and prizes, Elec-
tronic Arts gave video thrash-
ers the chance to show their
stuff on the Double Trouble

continued on page 32
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NIGE GUYS FINISH

BASHED.

When HQ radios you the bad trash-compact their cars. After all,
guy’s stats, you hit o) ”“ ”'f CRASH COURSE. these guys didn’t
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feel your eyes in _‘*’“ - Wanted on account
=) PR of a few dozen

the back of your

head. But don’t | parking tickets! If
just follow that car, you don't stop them
bash it. Orsmash in time, they’re

it. Just do what it
takes to rid the
road of the fast- |
est, nastiest thugs l
alive.

"= @&~ gone for good.
) = And you’re just
spinning your
wheels. And smell-
Ing the rubber.

Think it sounds easy? Think again.
Living at 178 m.p.h. is no piece of
cake. You’'ve got five missions and
hundreds of miles of screaming,
twisting, 3D L.A. highways to mas-
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Taito Software, Inc., 390 Holbrook Drive, Wheeling, Illinois 60090

Taito® and Chase H.Q." are trademarks of Taito America Corporation. Copyright ©1990.
All Rights Reserved. Nintendo; Game Boy," and the official seals are trademarks of Nintendo of America Inc.
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“I OPERATE ALONE
...the D.0.A. Punks
are out to stop me,
put I've got orders
to bring them in
or drop ‘em dead.

To entice their
cooperation,
my VMAX
TWIN-TURBO
Interceptor is

+ HEUARS oo
IB B" EHAFI‘"ES Mounted can-

nons and
LICENSED BY SEGA FOR PLAY ON PULSE long
range nuclear
torpe-
does.

Packing a

.95 Auto-

Mag, design-

ed for internal

explosion of

human targets

and a TONARI snare gun...
| play to win.”

16-BIT CARTRIDGE

— TEGHNOGOP
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Just buy a TurbobGrafx-16 system and you'll not only get Keith Courage in Alpha Zones,
games worth up to $70 totally free. How can we be so generous? See your dealer for

Keith Courage in Alpha Zones™ and Turbo6rafx are trademarks of NEC Technologies, Inc. © 1990 NEC Technologies, Inc. Call the TurboTeam at 1-708-860-3648 for details.
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continued from page 26

ramp in Skate or Die 2: The
Search for Double Trouble.
Those who excelled at Elec-
tronic Arts’ NES cartridge
won skateboards and T-shirts.

In a related story, world-

=8 'rﬂ.ﬂ; =
] BUEFUSE sm~
W o

class skateboard pros Bod
Boyle, of Santa Cruz Skate-
boards, and Omar Hassan, of
Blockhead Skateboards, vis-
ited San Francisco Children’s
Hospital on August 31,
thanks to Electronic Arts. The
pair delighted the kids by de-
monstrating their mastery of
the skateboard. They also de-
monstrated EA's Skate or Die
2: The Search for Double
Trouble. The visit took place
in conjunction with the soft-
ware publisher’s support of
San Francisco Youth Expo "90.
The two star thrashers
signed autographs and chal-
lenged the kids with the new
NES cartridge using a Nin-
tendo Entertainment System
donated to the hospital. Skate
or Die 2 is, of course, the se-
quel to 1989's NES hit (1.2
million copies), Skate or Die.
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{0 EUurope
October 1 signaled a big
change in the European oper-
ation of leading software
publisher Sierra On-Line, Inc.
(Coarsegold, California). The
company assumed direct re-
sponsibility for the distribu-
tion of products under the
Sierra and Dynamix labels
through a new subsidiary,
Sierra Limited U.K. Previ-
ously, Activision U.K. dis-
tributed Sierra’s line of ad-
venture and action games.
Sierra will court the continen-
tal market with versions of
some of its bestsellers trans-
lated into French, Spanish
and German.

According to Sierra Presi-
dent Ken Williams, the new
unit is based in the London
suburb of Reading. Sierra
Limited U.K. maintains a full-
staffed customer-service line
to answer questions about
the company’s products. “We
feel that, by opening Sierra
Limited, we can further serve
and support our British and
European customers,” Will-
lams explains.
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Research developed by
NEC Technologies shows
that the median TurboGrafx-
16 owner averages more
than one new game a month
for the popular home

aw video-game system. This

translates into annual
spending of $500-$600
per console. The study,
conducted by Fairfield
Research, involved inter-
views with more than 750
video gamers.

“The average owner has
purchased 13 software pack-
ages since we introduced the
Turbo Grafx-16 system last
October,” says Keith Schae-
fer, senior vice-president.
“According to our research,
that's more than twice the
number of software titles
being purchased by Sega
Genesis owners over a simi-
lar time period.”

Gets Clues

Strategic Simulations, Inc.
(SSI) has completed a clue-
book for Buck Rogers Count-
down to Doomsday. The
booklet contains detailed
maps for the entire game, in-
cluding locations of all major
events in the adventure, com-
bat tips, lists of all the oppo-
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nents showing their strengths
and weaknesses, plus expla-
nations of all skills and how
they are best utilized.

Buck Rogers Countdown
to Doomsday is set in the
25th century. The gamer puts
together teams of warriors,
engineers, rogues and
medics recruited from Earth,
Mars, Venus or Mercury, or
genetically engineered. The
game system is based on the
AD&D gold-box products,
but features some enhance-
ments. Tactical combat com-
mands are easier and pre-
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= DAMAGE!

sented on one menu. [The
game features 256-color VGA
graphics, Ad Lib sound-
board support, tactical and
spaceship combat with
boarding capabilities, many
25th century weapons and
over 40 available skills. It's
available for play on Amiga,
Commodore 64 and IBM PC
computers.

The cluebook, as well as
the game, can be ordered
from Electronic Arts Distribu-
tion at (800) 245-4525. The
cluebook retails for $12.95.

Nintendo Fights
Video-Game Rentals

Nintendo won the first
round against Blockbuster
Video in the U.S. District
Court of New Jersey. Block-
buster Video consented to a
preliminary injunction days
after Nintendo brought suit
against the video-rental
chain to cease and desist re-
production or distribution of
Nintendo instruction manu-
als. Nintendo alleged that the
manuals were being photo-
copied without authorization,
and distributed to consumers
with NES cartridge rentals.

According to Lynn Hval-
soe, Nintendo’s attorney, this
is just the beginning. “We
understand that video-rental
outlets across the country
may be photo-
copying NES
game instruc-
tion manuals.
We intend to
stop this ille-
gal practice.
This lawsuit is
the first of
those which
Nintendo will
commence to
stop this ille-
gal practice.”

Nintendo
may have won
the battle and lost the war. In
1990, the company lobbied
Congress to pass a law ban-
ning video-game rentals.
They argued that rental of
NES software cuts into sales,
and that Nintendo cartridges
should not be exempt from
any bill banning computer-
software rental. (The House
and Senate Committees have
already agreed on a wording
of a bill to ban PC-software
rentals, but it specifically ex-
cludes cartridge-based soft-
ware that cannot be copied
during ordinary use.)

SENS: 130
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Tengen Speaks Out
for Rentals

In an exclusive interview
with VG&CE, Dan Zan El-
deren, chief operating officer
of Tengen, explained why his
company disagrees with Nin-
tendo’s anti-rental stance. “I
don't believe [Nintendo’s] ar-
gument is valid; we don't be-
lieve rentals will cut into
sales. A strong product will
be purchased if it's enjoy-
able. Well-conceived, well-
designed games  are
playable for hundreds of
hours. A weak and unappeal-
ing game will be affected,
but we don’t think that is
necessarily wrong. When
you are spending $40-$50 a
pop, you can't afford to buy
just everything that’s on the
market.

“We've done extensive re-
search, and we have found
that kids don’t depend on in-
side sources, such as Nin-
tendo Power, to decide what
to buy. They look to outside
sources, such as indepen-
dent reviews in magazines
such as VG&CE. They also
depend heavily on word of
mouth from friends and es-
pecially they depend on try-
ing it out.

“Tengen considers the
rental stores to be viable re-
tail channels. They have high
traffic, and it makes a lot of
sense for people to be able
to try a product before they
decide to buy it.”

Apple Introduces

MacClassic, Others

Apple Computer has
introduced a new version of
the original Macintosh that's
scheduled to sell for around
$700. Specs on the new com-
puter were not available to
VG&CE at press time, but in-
dustry watchers expect the
Macintosh Classic to be simi-
lar to the SE.

Apple also unveiled two
color units. The Macintosh LC
Is expected to retail for
around $2,500, roughly 50%
of the price of its cheapest
color computer. The second,
higher-end machine, the Mac-
intosh SI, will sell for about
$3,700, replacing the CX.

The new computers were
introduced simultaneously in
121 countries on October 15,
1990, taking the wraps off a
tight net of security that kept
details of the new proces-

sors under wraps. -
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GLOBETROTTERS

he Harlem Globetrotters bring their brand of high-speed action to the court

on your computer. With all the finesse you'd expect from top professionals, E_SC RIS
plus famous trick passes like the heel kick and incredible trick shots like the full- [ & G0
court hook - you've got basketball game play like you've never seen it before. |
So, if you're looking for a nice game, then buy just any old basketball game. But if
you're looking for the ultimate challenge, then get Harlem Globetrotters Basketball!

GameTek:

©1990 GameTek/IJE., Inc. All rights reserved. Harlem Globetrotters® ©1990 Harlem Globetrotters, A Division of International Broadcasting Corporation.
Harlem Globetrotters is a registered trademark of Harlem Globetrotters, A division of International Broadcasting Corporation. All rights reserved.
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Yea & Nay is an inside
look at the high and low
points in the electronic-
game industry. It's an
opportunity for the com-
panies that decide what
games we’ll be playing
to be patted on the back
or slammed to the mat
for what they do.

If you want to give
credit where credit is
due—whether the com-
pany belongs in the Hall
of Fame or Hall of
Shame—send your opin-
ions to VG&CE, 9171
Wilshire Blvd., Suite 300,
Beverly Hills, CA 90210,
Attn: Yea & Nay. Let’s
hear how you feel!

YEA
In light of all
| J the announced

products that
never end up hitting
the market, vaporware
and product-release
delays, 1t’s refreshing that
the TurboExpress, NEC’s
portable version of the
TurboGrafx-16, was
released as scheduled.
Though a bit pricey for
most gamers’ wallets, we
still stand by our
assessment that the
TurboExpress is a
fantastic addition to the

NAY TG-16 line. Sure puts the
We have to give a body slam to Sega for letting the Genesis

users down. We've gotten many letters and calls from gamers
who are wondering where some of the long-advertised titles
are. Cartridges like Spider-Man and Dick Tracy have been
advertised as far back as the July and September issues of VG&CE,
respectively, though as of this writing (mid-October), neither game has hit
store shelves.

Furthermore, it has come to our attention that Sega has used a picture in
an ad of a scene later cut from the game. This has the potential of being a
serious misrepresentation of the facts—indeed, it came to our attention
when some gamers were wondering where the scenery represented by the
picture (in this case, the Super Monaco GP ad in the September VG&CE)
was on their game. We realize that products change and ads must be
planned well in advance, but more care should be taken in the future.

Game Boy in a different

light, wouldn’t you say?
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Well, Nintendo is at it again. Word has reached us
that, despite the little note we put in our Reader Mail
section in the December 1990 issue of VG&CE,
Nintendo is now taking legal action against Camerica
over the Game Genie. Guess it was bound to happen.

As we reported in the last issue, Camerica has been selling
the Game Genie through various stores in Canada. Nintendo is
taking a similar action against Camerica as the one it took
against Lewis Galoob Toys (the company with distribution rights
for the Game Genie in the United States) in 1990.

Finally, as of this writing, Galoob’s appeal of the restraining
order by Nintendo against U.S. sales of the device hasn’t been
decided on by the judges involved (see Yea & Nay, September
1990, VG&CE). We’ll have more details in future issues as these
two cases evolve.
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OLYMPIC DECATRLON COMPETITION
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Gold is the ultimate com- .. Ny e e b
puter challenge of skill and coor- g e T BOFS s
dination. Compete in the Decathlon

against Carl Lewis-the six time Olympic Gold
medalist-or you can be Carl Lewis and try to live up to
his world renowned reputation.
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Carl Lewis’ Go for the vy R RS R R B

So, if you think that you're up to it; give it a try-
Carl Lewis’ Go for the Gold. It's guaranteed to
get your adrenaline pumping.
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John Madden Football

ELECTRONIC ARTS
For the Sega Genesis ($49.95)
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GRAPHICS

PLAYABILITY 1 2 3 4
OVERALL 1 2 3 4

Some video sports contests concen-
trate more on the action than the impor-
tant strategic elements of the game. Not
so with Electronic Arts’ John Madden
Football, which combines strategy with
thrills and spills—enough strategy, In
fact, that it almost qualifies as a simula-
tion. As video coach, you can choose
from many offensive and defensive
plays, each with its own strengths and
weaknesses when measured against the
opponent’s choices.

Before charging onto the field, you
must select your options from the game
setup screen. The season mode menu
offers a regular season, playoffs or sud-
den death (the first team to score wins).
The regular season selection eliminates
weather conditions from the play, while
in the playoffs,
you may have to
deal with snow,
rain or mud.

After setting
the season mode,
you choose your
team and the op-
posing team from
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tions, including jee s
Denver, Houston, |
BUffa|O, Cincin- AR T
nati, Miami, New

rrrrrr
el el

England, Kansas

City and the Madden All-Stars. Finally,
you can select a five-minute or 15-
minute quarter.

Then it's on to the field for the kickoff.
The visiting team always kicks first, so if
you're playing on the home field, the
kickoff is automatic. Otherwise, you
must perform the kickoff by poking the
control button exactly when the on-
screen kicking-strength meter reaches
Its maximum readout.

When the ball is in play, you control
the man who's standing on the four-

36

arrow symbol. If he has the ball, you
must maneuver him through the de-
fense’s lines. If any member of the op-
posing team touches your man, he’ll be
tackled. If you don’t want the responsi-
bility of getting the ball past the defen-
sive lines, you can sit back and let the
computer control your man.

In fact, if you like, you can play the
game completely from a strategic point
of view by simply selecting the plays
and formations and letting the comput-
er run them for you. When playing of-
fense, you can select your set (the play-
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ers who will run the play), your
formation (how the players will line up)
and your play (what the players will ac-
tually do once the ball is in play). You
can choose from six sets, five forma-
tions and six plays for each formation,
giving you a wide range of strategic
possibilities.

When playing defense, you once
again select a formation, set and play.
Five defensive formations, three defen-
sive sets and six defensive plays are
available. As usual, you can take control
of the player yourself or let the comput-
er do the dirty work,
acting out the plays
you’'ve selected.

If you elect to
manually control
your player, you
have several types
of moves at your
disposal. When
playing defense,
you can dive for a
tackle. Offensively,
try spinning to

continued on page 42
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Ninfendo

Nintendo and Gameboy are registered trademarks
of Nintendo of America, Inc.
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ORDER DESK

(405)840-9841 == SO

NES TITLES IN STOCK PRICE $5 OFF IN STOCK PRICE $5 OFF|SEGA GENESIS IN STOCK PRICE $5 OFF
AD&D HEROES OF THE LANCE $4305 $39.95 LITTLE LEAGUE BASEBALL $235 $19.95 CALL NOW AND GET $20.00 OFF GENESIS
ABADOX $33P5 $33.95 MAFAT CONSPIRACY $4P05 $3595 SYSTEM WITH ALTERED BEAST.
ALIEN SYNDROME $2305 $1895 MAGIC OF SCHEHERAZADE  $3B5 $31.95 GENESIS SYSTEM $18M05 $169.95
ARCH RIVALS $4005 $3595 MOTOR CITY PATROL $4305 $37.95 ARCADE STICK $4205 $37.95
- BEETLEJUICE $a3@s5 $35.95 NINJA CRUSADER $4305 $39.95 CONTROL PAD $2085 $15.95
CASTLE QUEST $3305 $27.95 NORTH & SOUTH $4305 $36.95| POWERBASE CONVERTER $3285 $32.95
CIRCUS CAPER $4205 $37.95 PALAMEDES $P/O5  $34.95 ALEX KIDD $3)5 $32.95
CLASH AT DEMON HEAD $3305 $27.95 PINBALL QUEST $JO5 $22.95 ARNOLD PALMER GOLF $4305 $43.95
CODE NAME VIPER $3805 $33.95 PIPE DREAM $IO5  $22.95 ATOMIC ROBO KID $4B05 $41.95
CONQUEST OF CRYSTAL PALACE  $4305 $36.95 PUNISHER, THE $AMOS  $39.95 BEANBALL BENNY $4905 $37.95
CYBERNOID $2305 $24.95 PYROSS $JO5 $32.95 BIMINI RUN $4305 $37.95
DEJA VU $4B05 $41.95 QUEST OF AVITAR $PO5 $45.95 BUDOKAN $4365 $39.95
DEMON SWORD $1385 $14.95 ROCKET RANGER $JO5 $22.95 CURSE $4305 $44.95
DRAGON SPIRIT $4305 $36.95 ROLLERBALL $JO5  $24.95 DANDO $4B65 $41.95
DUNGEON MAGIC $1905 $14.95 SILVER SURFER $4M65  $40.95 DICK TRACY $4305 $39.95
F-1 BUILT TO WIN $4305 $43.95 SKATE ORDIE 2 $3xos  $27.95 DYNAMITE DUKE $4305 $39.95
FANTASY ZONE $3M0s5 $29.95 SOLSTICE $4fos $35.95 FORGOTTEN WORLD $B5 $45.95
FARIA $4385 $40.95 SUPER CARS $ifos $35.95 FINAL ZONE $4p05 $41.95
FESTER'S QUEST $1385 $14.95 SWORDS & SERPENTS $Po5 $35.95 GHOSTBUSTERS $4305 $39.95
FLYING WARRIORS $4205 $37.95  THUNDER & LIGHTNING $4os $35.95 GHOULS 'N GHOSTS $5BP5 $45.95
GENGHIS KAHN $5305 $49.95 TOTAL RECALL $Ps $35.95 HERZOG ZWEI $4¥P5 $36.95
HUNT FOR RED OCT. $4365 $38.95 UNTOUCHABLES $PO5 $36.95 LAKERS VS. CELTICS $43P5 $39.95
INFILTRATOR $2305 $29.95 VINDICATORS $BH5 $18.95 MYSTIC DEFENDER $5B9@5 $45.95
KIWI KRAZE $4205 $37.95 WEREWOLF $P5 $36.95 POPULOUS $4IP5 $39.95
KICKLE CUBICLE $40P5 $35.95 WORLD GP $H5  $19.95 PHANTASY STAR I $63P5 $56.95
LAST STARFIGHTER M5 $31.95 WRATH OF BLACK MANTA sws $14.95 RAMBO I $4PP5 $42.95
LITTLE NINJA BROTHERS $37.95 WWF WRESTLE MANIA $37.95 REVENGE OF SHINOBI $53@5 $49.95
FREE POSTER WITH EVERY ORDER!*
COMING SOON FOR NES PRICE $50FF| COMING SOON FOR NES PRICE $50FF| SEGAGENESISINSTOCK PRICE $5OFF
AIRBALL $4305 $36.95 MATCHBOX RACERS $4305 $43.95 SHOVE-IT $3/Bs5 $34.95
BILL & TED'S EXCELLENT ADVENTURE TBA MEGA MAN 3 $405 $42.95 STRIDER $5905 $53.95
CALIFORNIA RAISINS $43065 $41.95 METAL STORM $4305 $36.95 TARGET EARTH $4005 $44.95
CROSSBOW $30Ps5 $25.95 RODAN TBA TECHNOCOP $4305 $43.95
DRAGON'S LAIR $4005 $35.95 SIMPSONS $4305 $37.95 TRUXTON $3pds5 $31.95
FINAL MISSION $4305 $36.95 WORLD CUP SOCCER TBA WHIP RUSH $4305 $41.95
HARD DRIVIN' $3905 $34.95 WURM $4305 $36.95
INDIANA JONES $4265 $42.95 YO! NOID $4305 $40.95
GAMEBOYS IN STOCK PRICE $5 OFF [COMING SOON SEGA GENESIS PRICE $5OFF
‘l BUBBLE GHOST $2BB5 $21.95 | BUSTERDOUGLAS BOXING $4305 $39.95
?~ CHESSMASTER, THE $2305 $19.95| JOEMONTANA FOOTBALL $43@5 $39.95
00 QQ DEADHEAT SCRAMBLE $230s $20.95 KA GEKI $5305 $48.95
« O DOVE & THE KEY $23065 $20.95 MICKEY MOUSE $4305 $39.95
}\,\’ QQ \ HUNT FOR RED OCT. $2305 $19.95 STORMLORD $4305 $43.95
0 %6 . N 2 HYPER LODE RUNNER $2205 $17.95| SWORDOF VERMILLION  $6305 $56.95
OQ\ &iﬂ KUNG FU BOY $2Bs5 $21.95
Q \L NINJA BOY $2p5 $21.95
?\$ R-TYPE $2BO5 $21.95
ROBO COP $2305 $20.95
ROLAN’S CURSE $2BO5 $21.95 *While supplies last.

Sega and Genesis are trademarks of Sega Enterprises Ltd.

Punk Games is a trademark of Punk Development, Inc.

Nintendo and Gameboy are registered trademarks of Nintendo of America, Inc.
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e's Back anc - /
Our hero Lolo hasscharmed, enchanted, and confounded puzzlé-loving game players
arourd the world with™his unfailing courage and plucky persisténce-and now he's off for
his secQnd quest! Join forces with Lolo and his faithful sidekick Lala for anotherjourney
full of puzzles and pitfalls. Praised-by-players, critics-and educators alike, the‘lolo series
teaches logical thinking and patience without sacrificing the fun! Improved graphics,

increased difficulty, and new tricks and techniques will keep you guessing through evepy
un-filled moment. " A.game for mental giants of all ages. Available-March, 1990.

icensed by Nintendo for play on the

.-f"';'-._.__
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© HAL AMERICA Inc.
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avoid a tackle, diving for extra yardage
or trying to blast through your oppo-
nent’s defensive line.

When you control a passing play,
you really have to be on the ball. (Yep,
that's a pun.) Quick thinking is re-
quired: Three small windows appear at
the top of the screen, showing the
three players who can most easily re-
ceive the ball. If you're too slow on the
controller (Quick! Think!), the computer
will pick a receiver for you. Then you
must get the receiver into the right po-
sition, which is marked on the field as a
yvellow circle.

John Madden Football’s lengthy
manual is loaded with football jargon,
which makes it difficult to understand if
you’'re not up on all the pigskin lingo.
However, the glossary in the back sup-
plies explanations for most of the terms
employed.

The music is nothing special,
but the sound effects—cheering
crowds, digitized voices and the
agonized grunts of the play-
ers—add a lot of realism to the
simulation. The graphics also
are well-done, showing the
playing field from various per-
spectives, depending upon the
current play.

John Madden Football is a
fine electronic rendition of one of Amer-
ica’s most popular (and toughest!)
sports. Even video aficionados not into
sports will get a kick out of it.

—Clayton Walnum
Electronic Arts
P.O. Box 7578
San Mateo, CA 94403-7578
(800) 245-4525
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All of John Madden
Foothall's elements add to
the realism the game has,
which includes cheering
crowds and the agonized
grunts of the players.

Brought from the arcades
fo your home, Kaneko’s D.J.
Boy is a challenging,
engaging cart for the
Genesis.

derby,

D.J. Boy

KANEKO SEISAKUSHO
For the Sega Genesis ($49.95)

[
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GRAPHICS i 3ials
PLAYABILITY 1234%5
OVERALL 1238 B

Back in the good old days, roller-skat-
Ing was a wonderful, peaceful little pas-
time. Couples would roll down the
boardwalk hand-in-hand, charming
passersby, and waitresses at drive-in
diners would deftly swirl and glide
among the Chevy BelAirs. Sometime in
the 1970s, all that changed. Roller-skat-
ing, instead of remaining just a roman-
tic fancy, turned into a rough-and-tum-
ble sport, where roller-derby daredevils
showed off by careening around pedes-
trians with great speed and little regard
for human existence.

And now we have the ultimate mani-
festation of roller skates as weapons:
D.J. Boy, a challenging, engaging cart
for the Genesis. As brutal as a roller
D J Boy takes you on a

@ crosstown mis-
sion of mercy as
you seek to res-
cue your beautiful
girlfriend, Maria,
from the clutches
of an enormous,
powerful street
punk. As you see
her being spirited
away, you don
your skates and
take off in pur-
suut—shades of Double Dragon!

Unfortunately, you're not the only
one on wheels. Between you and
the girl are level upon level of skat-
ing ruffians. At the end of each level
(naturally) is an ultra-tough bad
boss. These musclebound freaks in-
evitably have a much longer “life-
line” than yours, so you'll need to
develop a strategy for tackling each
of them, usually a lot of dodging
and finding the right time to sneak in an
attack.

Every time you successfully defeat an
opponent (if you want, you can simply
evade some of them), one or more
coins rolls out of his or her pocket. If
you're quick enough, you can sweep it
or them up. Certain skaters also have
hamburgers that restore your lifeline. In

2
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The pinball game of the ’50s meets the technology
of the '90s! ROLLERBALL brings
you lwo exciting new games in one.
SKYSCRAPER—A four-screen, vertical-
scrolling pinball tour-de-force guaranteed
to challenge any player, beginner or pinball
wizard! MATCHPLAY—Fast-paced head-to-
head competition with a few twists you've
never seen before! The electronic pinball
game with true pinball flipper feel and ball
action! The only thing it won’t do is TILT!

Watch for our games at the

Nintendo World Championsbips.
Soon to be in a city near you.

HAL AMERICA INC.

Licensed by Nintendo for play on the m ?— a]-— 5 B . W
s

ENTERTAINMENT /873 S.W. Cirrus Drive, Building 25F * Beaverton, Oregon 97005 * Tel 503/644-4117 * Fax 503/641-5119
SYSTEM ; HAI is a trademark of HAL America Inc. Nintendo® and Nintendo Entertainment Systems® are registered tradmarks of Nintendo of America Inc.
Nintendo World Cbampionsbip is a trademark of Nintendo of America Inc.

Official

Seal of Quality

© HAL AMERICA Inc.

From the makers of REVENGE OF THE 'GATOR
CIRCLE #118 ON READER SERVICE CARD.




between each level, you make a quick
stop at an item shop. The shops are
stocked with various objects and en-
hancements, such as quicker skates,
greater punching ability, restoration of
your lifeline and expensive mystery
items. It’s to your advantage to kill as
many enemies as possible so you'll
have enough cash to buy out the store.

D.J. Boy is a single-player game only.
Other than choosing an easy or normal
difficulty level—and the
easy level isn't much easi-
er than normal—the only
options are sound and
music tests. Then, after a |SESSSEEEESC
brief slide-show introduc-
tion setting up the plot,
the game begins.

There isn't much to
complain about. The
graphics are bright and
colorful, which is some-
thing Genesis games have lacked some-
what in the past. The figures (new ones
are added each level) are very large, de-
tailed, carefully shaded and extremely
well-animated. The backgrounds, also
different from level to level, are just a
bit more simple than you might expect,
but they scroll beautifully in several lev-
els. Each level also brings new obsta-
cles, and because the game scrolls
rapidly, you’ll need to make some fran-
tic adjustments in strategy.

The music and sound effects aren't
noteworthy, but they're bouncy and
lively and perfectly in step with the
game’s personality. The game play is
solid; there are enough interesting of-
fensive moves that it takes a while to
learn to apply them effectively, but not
so many moves that the game becomes
frustrating.

For those who enjoy games like Dou-
ble Dragon, or who might've enjoyed
Last Battle had it not been so stiffly ani-
mated, slow and flat, D.J. Boy is clearly
a superior game. It's more difficult than
most Genesis games, and certain details
have been changed from the Japanese
version for what’s perceived as a more
tasteful American sensibility. That's a
shame, because the Japanese version
has a few truly comical turns that I'll
miss in the American version.

—Joshua Mandel
Kaneko Seisakusho Company
2421 205th St., Suite D-104
Torrance, CA 90501
(213) 320-7167
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Similar fo Double
Dragon, D.J. Boy mixes
martial-arts aclion with
the fast pace of roller-
skating and the
constant onslaught of
enemies.

By the iime you get fo
the gruesome King Zaras in
Asmik’s Conqguest of the
Crystal Palace, you will
have experienced one of
the year’s best NES games.
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Conqguest of the
Crystal Palace
ASMIK

For the Nintendo Entertainment
System ($44.95)
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OVERALL

To get an idea of what Conquest of
the Crystal Palace has in store, consider
Kergen, the towering, scowling figure
who appears on the game box (and In
television commercials, by the time you
read this.) He's ominous enough to
serve as the last “boss” character in any
arcade adventure. Yet, he's nothing
more than the boss of Level 2 in Con-
guest. By the time you reach the true
“big boss” (the gruesome King Zaras,
whose appearance defies description),
you will have experienced one of the
year's best NES games.

As the brave Prince Farron, you’'ll
jump and slash your way through
Zaras’' goons with the help of your dog,
Zap. If your sword isn’t enough to de-
feat some of the tougher creatures, just
summon Zap and let him finish them
off. And if you can obtain a certain
item, you’'ll be able to send Zap into a
frenzy of pouncing and jaw-snapping, a
whirlwind of rabid aggression that real-
ly comes in handy when you're in a
jam. Sic ‘'em, boy!

Conquest of the Crystal Palace has
some wonderful back-
ground music, good enough
to be noticeable, but not
overpowering enough to be
annoying. It isn't just that
the quality of the sound is
good—although that's cer-
tainly true—it's the compo-
B sition of the melodies that
makes the music great. Pick
a level, and | can whistle the
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“Interplay’'s newest role-player tackles “Resplendent graphics and loving Combining
the Tolkien trilogy with top-flight attention to the Tolkien lore prove thatin  the best

graphics, soundandanew play system The Lord of the ngs !nrerpfay [soutto  elements of ] e 5
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theme that plays during that particular
scenario. That type of “hook” is rare in
a video game. The graphics are also
nicely done, with detailed backgrounds
and well-defined characters.

Your enemies are a mixed bag of fly-
ing nasties, jumping swordsmen, Vi-
cious plants, floating eyeballs and hulk-

Conquest of the Grysial
Palace combines the

charisma of Super Mario

ing stone creatures. Each one attacks Bros. with the infensity of
differently, and combat is complicated Ninja Gaiden.

by other distrac-
tions like flying
arrows, bouncing
boulders and
sliding hands
that grab Far-
ron’s feet and try
to pull him into

the bottomliess EENENIEN S ARRE R AREER = = iy = T g
pits that perme- EIERSIELSELEIESELIEL SEL CIUNY *_Jgi_l‘_é;f&:. FLIRLIRL
Ty th : 19 :r = g .} =~ T 1 .i .s i ;.'-1_ » .-':.4. ,t :ii .";-fh_'t.i L._' '-I
ate the Palace. 3o e Fel A AN VR S Y AL LA A A Y 8.3 ;qiﬁhkﬂ’?
And then T~ ERERRARRENE "
5 e REST O9
there's Kim, the i
; \ #6800
beautiful girl

who appears at
various points in the
game to sell Farron dif-
ferent weapons and
power-up items. She's
the most schizophrenic
video-game character in
recent memory. In addi-
tion to her shopkeeper
persona, she also stands
in front of a blackboard .
to explain the functions E=S%

of the more powerful AL L WA LALULLL L
weapons in her shop and 8900

sits behind a desk as an S R
anchorperson to

read otherworld-

ly reports from

such places as
the “Lair of Hun-
gry Ghosts News
Bureau,” for one.
If you make a lot
of purchases in
her shop, she
smiles and calls
you a “big
spender” or even
“good-look-
iIng”—but if you
try to buy items
you can't afford, watch out! For proof of
her mental instability, look no further
than Level 4, where she stands calmly In
the middle of a furious, blazing inferno
and welcomes the Prince with a hearty
and heartfelt “Hi!”
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Kim’s unpredictable nature notwith-
standing, Prince Farron has one heck of
an exciting time as he attempts to con-
quer the Crystal Palace, and so will you.
There's something special about this
game that | just can’t put my finger on.
It's probably the rich, moody atmo-
sphere that keeps me coming back for
more. Some gamers may not appreciate
the balance between cartoonish charac-
ters and serious scenarios, but | like the
way Conquest combines the charisma
of Super Mario Bros. with the intensity
of Ninja Gaiden. The result is a fun
game that’s hard to put down.

—Chris Bieniek
Asmik Corporation of America
50 North La Cienega Blvd., Suite 214
Beverly Hills, CA 90211
(213) 854-9774

Ultimate Basketbhall
AMERICAN SAMMY

For the Nintendo Entertainment
System ($49.95)

123456 TE 9 10
12 3486 ?ug 10

PLAYABILITY
OVERALL

After one look at American Sammy'’s
Ultimate Basketball, | became convinced
that there’s some sort of video-game ad-
miration society between the designers
of this game, Vic Tokai's All-Pro Basket-
ball and Jaleco’s Hoops. Jaleco denies it
and it makes sense that the similarities
between its game and Vic Tokai’s could
be the result of one imitating the other.
But it's obvious that Ultimate Basketball
has some very close ties to All-Pro, right
down to the intermission screens and
musical themes, which are similar
enough to seem like they're from the
same game.

The link between these titles is not a
drawback; in fact, Ultimate Basketball
Is much improved. It's as if the design-
ers of All-Pro learned a lot from that
game and decided to fix any mistakes
they may have made the first time
around. The court is shown from the
side now, and there are numerous
graphic surprises that are strikingly
well-done. The constant improvement
in the overall quality of NES games
seems to have pushed this game ahead
of the pack.
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