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is eight world-class winter events in one awesome package.
This is Winter Challenge™

Set fire to ice as you shatter speed records on skates. Feel
the rush of adrenalin fly past gates in the giant slalom.
“Touch the sky in the ski jump competition—but keep those
tips up or you'll end up using your face for brakes.

Experience the emotional tightrope between exhilaration
and sheer terror on a downhill run. Devour frozen miles in
cross-country skiing—then test your stamina and marksman-
ship in the biathlon.

Winter Challenge and Balistic are trademarks of Accolade, Inc. Sega and Genesis are lrademarks owned by Sega Er

Shoot down the icy straightaways in a bobsled or on a luge.

prises, Ltd. All other product and corpora

trademarks of their respective owners.
Committee, The United States Olympic

the International Olymy






Grab the wheel of your Toyota super-truck and hit the gas! Based on the #1
arcade game, SUPER OFF-ROAD for the Super Nintendo Entertainment
System brings you all the thrills of real off-road racing...but without the mud
in your face. Watch out for the jumps, mud holes and other obstacles on the
B4 different Mickey Thompson Off-Road track configurations! Race against a
friend and two computer-controlled trucks simultaneously! Trade in your
winnings for accessories at the Speed Shop and improve your chances for
victory! From match-offs to spin outs, this is as close to genuine short-course
racing as you can get. And for off-road action on the go, check out SUPER
OFF-ROAD for your Game Boy!

Tradewest, Inc. 2400 South Highway 75, Corsicana, Texas 75110
1991 Tradewest, Inc. Licensed to Tradewest, Inc. by the Leland Corporation, one of the world's

leading U.S.-based coin operated games manufacturers. Nintendo, Super Nintendo Entertainment.
System, Game Boy, and the official seal are trademarks of Nintendo of America Inc.
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Tradewest, Inc.
2400 South Highway 75
Corsicana, Texas 75110

© 1991 Tradewest, Inc. Jack Nicklaus Golf is a
trademark of Golden Bear International, Inc.
Nintendo, Super Nintendo Entertainment System,
Game Boy, and the official seal are trademarks of
Nintendo of America Inc.
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Letter from the GamePros
The Mail
Cutting Edge

The Sega Mega CD debuts in Japan, NEC delivers the Duo to America, and Bignet
showcases Heavy Nova for the Mega CD.

Hot at the Arcades

Drop a coin into Dragon’s Lair Il and WWF WrestleFest.

ProReviews

Nintendo: Teenage Mutant Ninja Turtles lll, Wizards & Warriors lll, Captain America
and the Avengers, Kickmaster;, Bard's Tale, Bignose the Caveman, Hook, Super
Jeopardy, Mini-Putt

Genesis: The Terminator, Rings of Power, El Viento

Super NES: Joe & Mac, Wanderers from Ys, Smash TV, Super Off Road, Chess-
master, Preview: Contra IV: The Alien Wars, Super Tennis

TurboGrafx-16: Night Creatures, The Addams Family

Game Boy: Mega Man 2, Metroid, Star Trek, Hook, Super R.C. Pro Am,
Crystal Quest

Game Gear: Halley Wars, Sonic The Hedgehog

Genesis Games Previews of the new year's games for the Genesis

Special Feature: Great Expectations for 1992
Genesis Games Previews of the new year's games for the Genesis

Pro Strategy: Might and Magic

Get the most out of this great Genesis RPG.

Overseas ProSpects: The Legend of Zelda: A Link
to the Past

See Zelda lll before it reaches the U.S..

Special Feature: Lynx Sporis

Preview four hot carts from the wide (but small) world of sports.

S.W.A.T. (Secret Weapons and Tactics)

The hottest tips and tactics from GamePros everywhere.
S.W.A.T. Treasure Master

Special tips to help you dig up that treasure!
GameBusters: Ninja Gaiden Il
Guide Ryu through the last level of the game.

Ask the Pros

The GamePros answer your questions.

Short ProShots

A quick look at some of the hottest new carts.

ProNews

All the video game news thats fit to print.

Advertiser Index

Here’s what's coming up next in GamePro
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EFORE

NUBY ACCESSORIES

AFTER

Bigger. Brighter. Better. When you outfit your brighter, better thrills that Nuby Accessories de-
Game Boy with Nuby Accessories, the fun really liver. In fact, since its debut in 1989, Nuby has
begins. From the best-selling Nuby Game Light, developed over thirty innovative accessories for
Magnifier and Amplifier, to the newly introduced every major video game system on the market—
Nuby Power Pak, Game Light Plus and Attaché, Asa Nintendo®, Game Boy™, SEGA®, and even
Nuby Accessories mean the difference ,>’<( \ C /4‘1‘ Super NES®. Nuby Accessories. Get
between merely playing a game and ﬁl some today. And find out what being

experiencing the ultimate in bigger, /Z;@/ a “"Nuby-Kid" is all about.

Adivision of Curtis Manufacturing, 30 Fitzgerald Drive, Jaffrey, NH 03452 (603) 532-8724
Nintendo, Game Boy and Super NES are registered trademarks of Nintendo of America Inc. SEGA is a registered trademark of SEGA of America Inc.

See Us At CES Booth #10237
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Golden Axell.
New and improved
death, destruction

and magic.

You've just escaped from the lava
tunnel. A pack of razor-clawed crea-
tures are trying to get you before the
lizard men do. Suddenly the Warrior
is slashing his way through a nasty
gang of demons. He body slams one
and gets two more with his sword.
The Amazon does a backflip and
tosses off an attacking
Minotaur. Now the Dwarf
is spinning on his battle
axe, devastating several
skeletons at once.

These are moves youve

GOLDI

never seen before. The \X}

Warrior, Amazon and Dwarf are
deadlier, stronger, more agile. Their
enemies are more evil. And the
magic is killer.

The Warrior summons the wind
to blast an enemy. The Amazon
strikes down a headless knight with
scorching flames. The Dwarf com-
mands huge boulders to flatten

SEEA.
GENESIS

his foes. A fire-breathing dragon
carries you toward the castle where
Dark Guld is waiting to put out
your lights.

Golden Axe™ was murder. This
ones worse!

Golden Axe II is one of more
than 150 hot games from Genesis.
Including Sonic The Hedgehog," Toe
Jam & Earl}* Spider-Man™ and Joe
Montana II SportsTalk Football™
Genesis. The lowest price in
true 16-bit video systems.

The choice is simple.
The choice is SEGA™

Leading the 16-bit revolution.”

SEGA and Genesis are trademarks of SEGA, P.O. Box 5188, Redwood City, CA 94063, © 1992 Sega of America. Game titles are trademarks of SEGA or of respective licensees. See boxes for details.
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Oncoming cars, cross traffic,
police barricades, houses
and yes, even Cows cause
Some nasty skin irritations,

patch air, get Sideways, turn
em and burn ‘em on one of
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By The GamePros

It's 1992 and video games are old news...NOT!!

The Mega CD from Sega Enterprises is now on sale over in Japan. But NEC's
not about to let anyone forget that they were into discs first. This year the PC Engine
Duo - a TurboGrafx-16 linked to a new CD player packed with 256K RAM- is slated
to lead the next generation of Super CD games from NEC into the video game arena.
See The Cutting Edge this issue for the low down on these new CD systems.

Sega of America isn't in the business of selling CDs - yet. But that will almost
certainly change by the time the Consumer Electronics Show rolls around in June.
Even then Genesis carts will be where it's at for a long time. See The Terminator by
Virgin Games and Rings of Power by Electronic Arts, but check out the Special Fea-
ture on Sega Genesis games due to show this year.

No monsters for 8-bit gamers — just heroes. Teenage Mutant Ninja Turtles IIl by
Konami features the best half-shell heroics yet. Kuros is back for three, too, Wizards
and Warriors lll that is. Captain America and the Avengers? Nuff said!

Tecmo’s Ninja Gaiden lli=you read the Pro Review last September now finish the
game. Ryu Hayabusa of the Dragon Clan helps us kick off a new SWAT feature —
Game Busters!

Moving up to a Super NES this year? Okay, get Joe and Mac by Taito and
Smash TV by Acclaim. Then while you save some bucks check out our preview and
Overseas-view of Contra IV: The Alien Wars by Konami and The Legend of Zelda: A
Link to the Past (yeah, it's the Japanese version of Zelda lll) by Nintendo.

What does every Lynx owner want this year? 1-2-3 - MORE GAMES! See the
Special Feature on new sports carts for Atari’s favorite black cat.

All this and Mega Man and Metroid — 2! These two hot sequels from Capcom
and Nintendo respectively do the Game Boy good. And speaking of sequels, see Star
Trek (staing Capt. Kirk and the original crew) by Ultra Soft.

Will Sonic The Hedgehog finally run its course this year? Not until that little blue
speed demon sprints through the Game Gear.

Video games are here to stay — and that means a happy new year for you and
GamePro.

GamePro's Game Rating System Sample

0
J

 Graphics

Poor Fair Good Great HOT! Sound  Gameplay FunFactor Challenge

Graphics: Judges the cart’s pix, animation, and artistic design; Sound: 5 = Turn up the volume!
1= Noise pollution; Gameplay: Rates how smoothly the game’s command interface and controller
functions translate into onscreen action and fun; FunFactor: Here's the bottom line: Is it fun?
Challenge: Rates the computer's smarts and game skills, but remember a low rating here isn't
necessarily bad and vice versa. See Graphics, Sound, Gameplay, and especially FunFactor.
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00 SOME MOONLIGHTING
AS A GRIME FIGHTER.

Night falls like a black shroud over Metro City, and the
ancient Egyptian villain Sutekh goes to work. And so do you.
For you are the mysterious, unknown hero who lurks in the
corners, melts into the shadows, and rules the darkness.
You are Nightshade for the NES™!

Infiltrate one hundred of the city’'s most seedy recesses
while chasing thieves, thugs and muggers you must squeeze
for clues, or destroy. Question dangerous characters, and
hunt for hidden objects like force gloves and energy domes.
All essential for survival as you fend off the hired assassins
hot on your tail.

Follow Sutekh’s trail of treachery too closely and you'll be
figuring out how to escape the jackal pit, the human printing
press, the closing wall of spikes, and other traps. Use your
powers of intellect and keep your eyes open and your mind
alert. Or you'll no longer control the Vrre ®
night, you'll be consumed by it. ”

VITRA

GAMES

TM & © 1991 Ultra Software Corporation. Nintendo? Nintendo Entertainment System*® and NES™ are trademarks of Nintendo of America Inc. All Rights Reserved.



School Me on Ghouls

| own a Sega Genesis, and | plan to pur-
chase an SNES. 'm wondering if there is
any difference between the Genesis and
the SNES versions of Super Ghouls and
Ghosts?

Brendan Maguire, San Jose, CA

(The original Genesis version of Ghouls and
Ghosts is based on the arcade game. The
Super NES version of G&G is basically an
upgrade of the Genesis version. There are
some new and different level designs and
additional characters, as well as a greater
variety of weaponry, armor-power;, and
magic. For example, in addition to the tra-
ditional Lances and Torches, there’s also a
Crosshow available. In a head-to-head
comparison of gameplay, the SNES version
is more invoived in the sense that there are
more obstacles and complexity in the lev-
els. The Super NES version does, however,
suffer from slow-down when there are
multiple sprites on-screen, whereas the
Genesis version does not, - Ed.)

| Want My GPTV

First, I'd like to tell you that your maga-
zine is the best one on the market. Sec-
ond, | would like to know when, if ever,
you are going to bring the GamePro TV
show to Canada? It looks like a top-
notch show and I'm sure thousands of
Canadian gamers would love to see it.
Jason Shevolup, Alberta, Canada

(According to our TV consultants the Cana-
dian television market has traditionally
been more conservative than the U.S. mar-
ket, mainly because there are far fewer
fons in Canada. B ions are
limited so is airtime. This translates into a
more careful ing approach on
the part of the stations. Generally, a Cana-
dian station will wait until an American
show, such as GamePro TV, has aired for at
least one season (usually more) before
they consider picking it up for local airing.
So, if GamePro TV keeps going sirong, you
may see it aired in Canada in the not too
distant future. In the mean time, however,
the good news is that by the time this is-
sue hits the Canadian newsstands, you
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should be able to purchase or rent video-
tapes of GamePro TV from your local video
shop. PS. For those of you who live in east-
em Ganadian cities, located close to the
U.S/Canadian border, you may be able to
pick up GPTV from the ABC affiliate WKBW,
out of Buffalo, New York. - Ed.)

Quarier-Poor

I've spent many quarters on Street Fight-
er ll. I would love to see GamePro do a
special feature on Street Fighter I, with
an in-depth (more than the average
ProReview) description of the characters,
as well as tips on how to perform all the
special moves. | know something like this
would be a big hit with me and my
friends — what do you think, GamePro?
James Neal, Clearwater, FL

(i’s a great idea, James. In fact there’s a
strong possibility you’ll see just such an in
depth mega-review of Street Fighter ll in
one of our Spring ‘92 issues of GamePro. -
Ed)

The Opinion-less Face

In your November issue look at Faceball
2000 one of your reviewers left me a bit
confused when he rated the game. He
said “doesn’t’ know how to rate games.”
What does this mean?!

Jason Stevenson, Essex, Ontario Canada
(According to Fancy Pants, one of the
Faceball reviewers, it was the first time
he’d touched a Game Boy game, ever! He
said that even though he had lots of fun
and no trouble playing Faceball, he didn’t
want to “burst his britches” - get it - by
claiming he was an authority on GB ftitles.
Consequently he opted for the honest ap-
proach - Ed.)

Pining for Knowledge
My son is an avid video game player, he
especially loves the action adventure type
games. Although | don't have a problem
with these types of games - | think a
confident, well adjusted child is capable
handling a little make believe aggression
in a video game - I'm wondering if the
game companies are ever going to pro-
duce games with an “educational slant?”
If they could produce some sort of
fun, interactive game with an emphasis
on history or science I'd be the first to
purchase it. If my son put the same pas-
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sion and dedication into an educational
game that he does in the others, I'm con-
vinced he'd be a history/science whizz in
no time! Challenge yourselves game
companies! Create something fun and
educational which will make the countless
video gamers really sit up and watch!
Camilla Brownstone, Ann Arbor, M

(True, to date there have been very few edu-
cational games produced which cater to the
older audience. Unfortunately, historically,
those types of games aren’t big sellers. That
doesn’t mean the game developers have
given up on the idea of educational games,
though. In fact, there are a few really good
ones out there now. One in particular is a
Konami game we recently reviewed (see
our January *92 issue) titled, Where In Time
is Carmen Sandiego?

The game takes the player through
Vvarious periods in history where they seek
out items, such as a major piece of art,
which have been stolen from another peri-
od of history by Time Bandits.

How about all of you gamers out
there? GamePro would like to know how
Yyou feel about educational games, so
please write to us and tell us what you
think about the current games available, as
well as what types of games you’d like to
see. - Ed.)

jnk.
So, Tell Us vmt. ng“l;l:?vlh at
This is your magazine SO ; st
you would like to see In

GAMEPRO Magazin®
Dear Editor

0. Box 3329
B iwood Gy, GA 94064

Thanks for your input



WATCH OUT! They only look happy!

(And maybe a few of
your friends, too!)

Here’s your chance to wipe the smiles off those
annoying happy faces once and for all! In
FaceBall 2000, “Have a Nice Day” takes on a
whole new meaning— in first-person perspec-
tive, with 3D graphics and 360° maneuvering!

Get into your
Game Boy...
And we mean nto!
FaceBall 2000 is a new
virtual reality game.
You don’t just see your
character, you @re your
character. Feel like you’re actually inside your
Game Boy as you move through CyberScape’s more
than 70 treacherous mazes — or the Arena, in fast-
paced rounds of high-tech combat.

o
Bring your friends along!
Sure. You can take on the Smiloids alone.
But with your Game Link™ cable or Four
Player Adapter, those faces can belong to
your friends! Play one-on-one, two
against two, or free-for-all!

7

. More than four
£ ' times the fun with
the Four Player
B Adapter!

It pay$ to play together.

Don’t miss your chance to get up to $5 back with our multiplayer rebate! You'll find

all the info inside your FaceBall 2000 package when you open it up for the game of your
life! But hurry. Some of your friends might be buying FaceBall 2000 right now. If they
get in too much practice without you, the smile that gets wiped might be your own!

EBCHSBLL e

.,fx;/la/d»n-
A whole new way to get into your Game Boy. ;
Bullet-Proof Software ® 8337 154th Ave. N, Redmond, WA 98052 * (206) 861-9200

(
 ©1987. Distributed under license from e F/X, Inc. Game Boy, Game Link and N
Four Player Adapter arc trademarks of Nintendo of America Inc. ©1989 Nintendo of America Inc.




By the Whizz

MEGA CD MAKES ITS MOVE

The MegaDrive compact disc video
game system is here...err, there! Sega’s
Mega CD made its debut in Japan on
December 12, 1991. American gamers
may see the Genesis version of the unit
some time this Summer (June 92 at the
earliest). The Japanese price tag is ap-
proximately $380.

Mega Muscle

As reported earlier in GamePro (see The
Cutting Edge, “The Genesis Gets a CD-
ROM,” September 92 and “The Genesis
CD-ROM System,” October ‘92), the
Mega CD, like the MegaDrive and the
Genesis, packs an MC68000 processor,
but this CPU runs at a speedy 12.5 MHz
compared to the game system’s 7.5
MHz. The two CPUs double team to
virtually eliminate mid-game access
blues (access time is approximately 1
second), and the 6 megs (768K) of
buffer RAM help considerably, too. Nes-
tled with the 68000 are custom graphics
chips which enable the CD to paint
more color and sprites onscreen simul-
taneously than the MegaDrive and to
produce scaling and rotation.

Additionally, the Mega CD plays
music: CDs in 3-inch and 5-inch for-
mats and CD+G discs, too. The CD+G
capability also means Japanese gamers
can take a singing break by playing
karaoke discs. These are singalong discs
that play music and display song lyrics
along with music video. An 8 channel
PCM sound generator supplements the
MegaDrive’ 12-channel PCM generator
to keep the tunes movin'.

Compact Looks

The unit piggybacks on top of the
MegaDrive and connects to it through
the port on the side of the game sys-
tem. Connected the two systems look

14
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like theyve always been together (and
from now on maybe they always will).
The CD requires its own AC adapter
(with wattage equivalent to the regular
MegaDrive adapter) which plugs into
the back of the unit. You'll also find left
and right channel audio outlets there to
run CD music through your stereo and
a plug for earphones. All the video in-
terfacing is handled by the MegaDrive’s
RF and A/V outs.

The front of the unit is spartan.
There are no external controls, all play
functions are handled via the CD5 op-
erating system. Two lights—green for
Play and red for Access-are the only in-
dicators. A key code to interpret the
light sequences is printed on the unit
underneath the lights.

CD Controls

Once you switch on the system it imme-
diately struts its stuff. The Mega CD logo
spins into view to show off the machine’s
scaling and rotation capabilities.

Next, the system menu interface ap-
pears onscreen. There are 20 primary
“buttons.” You use the directional keys to
move a cursor to the appropriate button
and then press the control pad buttons to
activate the function. Ninety percent of
the controls are for music CDs and
CD+G. All gamers really need to consid-
er are Open door, Stop, and Options.

In Options, gamers will be able to
save game locations into either 64K
RAM of battery backup or on a sepa-
rate cartridge, which plugs into the
Mega Drive cart slot. The backup battery
recharges everytime you switch on the
CD. No word yet as to when the backup
cartridges will go on sale in Japan; that
date probably depends on when Sega
plans to release the massive CD games,
which will require the beefy backup.

America Waits
According to Sega of America, the Gen-
esis CD won't take the stage until June,
when Sega will make all CD plans
known at the Consumer Electronics
Show in Chicago. Until then do a
search and replace on “Mega CD” in
this article and enter “Genesis CD” in
its place.

GAMEPRO « February 1892

Heavy Nova,
Heavy CD
Gaming

You

Slick cinema screens lead You into far out
beat-em-up action,
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Pesky mini-robots and lethal booby traps
block your way to the boss.



R "
The high kick is your bread-a

move. The robo-bosses come in all shapes,
sizes, and strengths.

Beat the bass and this menu screen tallies
up your points towards better and badder
moves-there are several screens worth,

S EIIE)
w on enemy DOLLS.

-

The flying roundhouse kick is devastating. ¢
The CD animation is ultra-smooth.

When the Mega CD hit the spotlight,
don't think that all Japanese gamers
could do was look at it! Among the
games present at the Sega CD5 opening
ceremonies (see “Flash! Genesis CD
Update!,” The Cutting Edge, December
92) was Heavy Nova from Bignet.

16

Genesis Has It

Genesis gamers may already familiar
with the 8 meg version of Heavy Nova
(See Short ProShots this issue. We'll re-
view it next issue). An alien race called
the Akirovians has saved the Earth by
cleaning up the environment, which
was lethally polluted by years of war
and toxic waste dumping, But to para-
phrase an ancient Earth saying: Beware
of Akirovians bearing gifts! These E.T.
creeps really want the planet (sans
Earthlings) for their own!

Heavy Nova is a horizontally-
scrolling metal mech beat-em-up that
takes place inside a huge alien base. As
the D.O.L.L. (Defensive Offensive
Lethal Liberator) Heavy Nova, you
must seek out and destroy 5 enemy
DOLLs. You can bust 184 nasty, metal
crunching, fighting moves such as the
Piledriver, the Zoom Punch, and the
Shoulder Tackle. Your DOLI% onscreen
movement is silky smooth with anima-
tion running at 7 frames per second.
(Average TV cartoons usually run at 12
frames per second).

Heavier Nova to Come

Actually, the Genesis cart holds its own
versus the MegaDrive CD version. The
two are so close in fact that the
Japanese version of the Heavy Nova
CD won't cross the waters when the
Genesis CD surfaces. Instead, we get —
Heavy Nova II!

The
Comes to America
When most gamers were still trying to
figure out which side of a compact disc
was up, NEC was spinning CD games
for the Japanese PC Engine and the
TurboGrafx-16. Now that Sega and Nin-
tendo are rattling their CDs, NEC wants
to keep that edge. At the January Con-
sumer Electronics Show in Las Vegas,
NEC announced its plans to create a U.S.
version of the PC Engine Duo (see “New

NEC Hardware Surfaces in Japan,” The
Cutting Edge, GamePro, Dec. 91).

GAMEPRO e Fehruary 1992

Have Your Chips and CDs, Too

The Duo is a two-in-one game system
that will feature a TurboGrafx-16 cou-
pled to a new compact disc game unit
called the CD-ROM2 in Japan. The
Japanese Duo retails for approximately
$380 over there.

The system will play regular Tur-
boChip games, but its main claim to
fame will be the extra silicon it can
sling at CD games — to a tune of 256K
RAM. Yes! NEC also plans a new li-
brary of advanced, Super CD games.
The answer to your next question is
“No!” You can't play them in any form
without 256K. The TG-16 Hardcore
who already own CDs will be able to
buy a new system card, which will beef
up the TG-CD5 current 64K RAM to
256K. In Japan this card, called the Su-
per System Card 3.0, costs roughly $90.

Duo Games

Software for the new system is already
under development in the U.S. Plans
under consideration call for the Duo
package to include a jumbo CD con-
taining four sports titles from NECs TV
Sports series, that is, Football, Basket-
ball, Hockey, and Baseball.

Naturally ICOM Simulations is al-
ready in the hunt, too. Its developing
an RPG game, Beyond Shadowgate, a
sequel to the award-winning personal
computer game, Shadowgate. Players
will attempt to guide Prince Erik
through a seemingly endless array of
mazes, arcade sequences, and puzzles
as he seeks to free his kingdom from an
evil warlock. The CD will use classic
animation techniques including music
scored directly to the picture and hand-
rendered drawings which will be
scanned into the computer. Characters
will also have unique voices, and they
will have the ability to speak to each
other and the interact with the player.

Tum, Tum, Tum

The Duo is scheduled to make its U.S.
debut next fall, but the new system
card may show up in a few months,
this spring. When it comes to compact
discs, NEC just keeps rolling along,
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PUT YOURSELF
IN THEIR SHOES.




IT'S CRUNCH TIME
Lace up the cleats and pull down the helmet. You're about to
get sandwiched by the most realistic assemblage of gridiron

warriors this side of the Super Bowl.
*Choose from 28 franchises in this 11 vs. 11 player

e brawifest.
% *You're in complete control when gunning for
i the goal posts. Use bootlegs, laterals, post

885l 1q-03:3a _I56%

ea| Pro-Basketball championship

PUMP UP THE HIGH-TECH HI TOPS.

Get ready for high flying, profiling pro hoops! All the rim
rockin’ action of this NES™ classic is stuffed into an intense

patterns, and bombs to blow you over the
adversary and into the end zone.

*Gut check football at its nastiest when
you're on defense. Blitz, pick off passes, and cut down the
quarterback.

*Use Game Link™ to take on a friend or play a competition
crushing computer.

BUCKLE ON YOUR BLADES
You're about to skate into a whole new arena. The NES™ classic,
Blades of Steel®, has just made a power play into
your Game Boye.
*Choose between eight of the nation’s hottest
teams: Chicago, Los Angeles, Vancouver, Montreal, | /g *°

New York, Edmonton, Minnesota

and Toronto.

*Face off on either Junior, College or Pro levels.
*Hone your fighting, slap shooting, and goal
tending skills in the practice mode.

*Penalty shots and sudden death overtimes are
common in your quest for the cup.

*Win a trip and tickets to a Pro-Hockey
championship playoff game.

5 on 5 test of Game Boy hang time.

*Watch the cameras zoom in when you go
airborne to dunk.

*On offense you can pass, free throw, jump
shoot, and drive the lane against eight
tenacious teams, each with different
strengths and weaknesses.

*If you hope to hold your own on defense
you must master rebounding, and stealing. |
*Play against the computer, or use the Game Link to force
feed the ball to a friend.

*Choose from three challenging levels of difficulty.

*Win a trip and tickets to a l I{ONAMIQ

playoff game.
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Dragon’s Lair Il (Leland)

The game’s named Dragon'’s Lair. Mor-
droc’s kidnapped Princess Daphne. Dirk
the Daring’s off to the rescue. If that
makes you feel like a time traveller,
well...this coin-op features time tripping,
t0o! Once again Dragon’s Lair Il show-
cases the gorgeous graphics of Sullivan
Bluth Interactive Media in a laserdisc tour
de force. The first Dragon’s Lair injected
the idea of interactive video games into the
minds of coin-op crusaders everywhere.

WWF WrestleFest (Technos)
=~ 3\ By Colorful Commentator

America’s favorite pumped-up
2 body-pummelers, the World

Wrestling Federation (WWF) super-
stars, are burning up coin-op arenas in
WWF WrestleFest. Four players choose
from 12 groin-kickin’, hair pullin’ grapplers,
including Mr. Perfect, both members of The
Legion of Doom (Hawk and Animal), Earth-
quake, Sgt. Slaughter, and of course the
Hulkster. They pull off some outrageous and
painful moves, like Jake “The Snake”
Roberts’ face-planting D.D.T. and Hogan’s
Leg Drop. You face off in the squared circle
in either a Main Event Tag Team Challenge
or the canvas rockin’ Battle Royale.

Tag Team play is basic two-on-two
wrestling, and the first team to pin a mem-
ber of the opposing team wins. You tag in
and out with your buddy, and can “save”
your friend from a fall with a little outside in-
terference. Five matches stand between you
and the title.

‘ ! can sport (?) wrestling.

& Lookin for some good
> old-fashioned entertain-
ment? Best get your act oytta
Hot at the A! But, since you're here, this
month we've got a couple of quarter
crunchers that come pretty close: ope
stars a hall of fame knight named Dirk an‘dE
the other features that big-time, all-Ameri-

The great, top-notch cartoon graphics
and animation and some beefed-up
laserdisc technology enable this version
to continue the legacy.

This time Mordroc whisks Daphne
through time, so Dirk must use a decrepit
Time Machine to track them across eight
deadly levels in cool looking locales such
as the Garden of Eden, Beethoven’s Studio,
and the Tombs of Egypt. This is really a
one-player quest, but two players can alter-
nate, too. The gameplay’s simple: follow
the flashing light and jam the Sword button
when your sword blinks. But the story, the
graphics, and the multitude of gruesome
death scenes are the thing. Be prepared to
drop a load of tokens into this one.

You never get down and dirty with
ole’ Dirk, but you won't be able to talk any
stuff in an arcade if you haven't tried
Dragon’s Lair Il.

PROTIP: The good old flashing light doesn’t
always flash this time. Stay alert and al-
ways note any possible avenue of escape.

PROTIP: Trap an opponent in your comner,
hold down his legs, then let your partner
pound him with off-the-top-rope flying el-
bow smashes.

PROTIP: Hide out in a comer of the Royal
Rumble ring and you’ll be safe. It's a

- : wimp-out way to play, but it :
Royal Rumble is the ultimate pro - d g i

wrestling bonanza. It’s every man for him-
self with up to six grapplers in the ring at
one time. As entrants are pinned, more
join in the action until the last one left
standing is champ.

WrestleFest not only plays to win, it
boasts crisp, digitized voices, great crowd
noise, smooth animation, and a TV-style
ringside display. You want a title shot? As
“Hacksaw” Jim Duggan would say, “You
got it, tough guy!” (For a quarter that is.)
PROTIP: In Tag Team mode, toss a foe out-
side the ring, then pick up “foreign ob-
Jjects” like chairs, cameras, and stairs, and
clobber him. Keep him out for 20 seconds
for a count-out victory.
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After plowing through two

NES adventures, two Game
Boy carts, and an arcade
game, the heroes in a half-shell - the
Teenage Mutant Ninja Turtles, need some
R and R. And what better place to recu-
perate than a sunny Florida beach? The
Turtles were taking in the sun and sand
when they found out (via the tube) that
the heinous Shredder had lifted the entire
island of Manhattan - literally! The Shred-
der pulled Manhattan out of the ground
and suspended it hundreds of feet in the
air. What will our boys in green do?

If you said “rush to the rescue,”
you're smarter than you look ‘cause
that's just what the turtles do! But you
can expect this to be one bogus adven-
ture — Shredder’s got plenty of tricks up
his teflon-coated sleeves!

“"TURTLES ! |
1'M TRKING APRIL RALONG

The Shredder’s got April - so what else is new?

On the Road Again

TMNT lil is eight levels of action reminis-
cent of the last TMNT NES adventure.
Ninety percent of the gameplay is horizon-
tally scrolling — with an occasional vertical
jog. You can play by yourself or with a
friend (either cooperatively or competitvely)
but since there are only three continues,
this cart is nearly impossible to complete
solo. Some Turtle teamwork is recom-
mended if you hope to make it back to
the Big Apple with your shells intact.

mastering the Flying Ninja Kick. You can
perform this move two different ways: hit
Button A to jump and then hit Button B im-
mediately to do a quick Ninja kick. This is
best when there are lots of enemies on ei-
ther side of you - you want to execute a

few of these fast kicks, bouncing back and

forth to avoid being hit. The other method
is to hit Button A to jump and then pause
and use the directional control to jump to-

wards the enemy. When you’re in range, hit

the B button to execute the kick.

You have to get the Turtles back to
New York from Florida, so you're safe
until you get within view of the Statue of
Liberty - NOT! This is the Shredder we're
talking about! Did you really think he'd let
you hop a Greyhound without being a
pain in your turtle butt? No way, tortoise
toes! From the moment you try to leave
the beach, Shredder’s homeboys are in
your face: foot soldiers, mousers, Rock
Steady, Be Bop, Slash, Groundchuck,
Dirtbag, Leatherhead, and of course, that
alien ugly, Krang.

ol

'ROTIP: To beat Rock Steady at the end of
Scene One, you'll need a Turtle that swings
a big stick -~ namely Donatello. Move within
a Bo Stick’s reach of Rock Steady and hit
him, then back off to avoid his kick (his
most dangerous weapon). You can continue
this pattern, only taking damage from his
gun. You should be able to finish him off
without dying - if you can avoid his kicks.

Turbo Turtles
When the going gets tough, the Turtles
get tougher! Don, Raph, Leo, and Mike
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have perfected a few more moves to
keep the bad guys on their toes. They
still have their patented Flying Ninja Kick
(from TMNT I), but now it's easier to use
effectively. In TMNT Il you can hover
slightly or even move horizontally before
executing a devastating kick on the
Shredder’s foot soldiers.

The Turtles can also do a jab-and-
toss combo that destroys any foot sol-
dier and damages any other bad guy
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PROTIP: Defeat Leatherhead by ninja kick-
ing at his head, then bouncing away to
avoid his spin-tail attack.

the flying fungi might hit on his way
down. It's especially effective when your
Turtle is surounded.

The biggest addition to your arsenal
is the Turtle Turbo move. Each Turtle has
his own special attack that you can acti-
vate by hitting the A and B buttons si-
multaneously along with a direction.
These moves are deadly - to both the
enemies and your Turtles if you do them
too often. Every time you perform a turbo
move you lose one bar of life until you're
down to one bar. When you only have
one bar Konami cuts you a break — you
can do the turbo move as often as you
like (until you get hit once more — then
you're shell-shocked). Raphael has the
best super attack - his power drill attack
tuns him into a guided, twirling missile.

2 3

PROTIP: In Scene Two ride your surfboard
along the bottom of the screen to avoid
most of the obstacles. Swing your weapon
to bat any electric shock ball that gets in
your way.

PROTIP: To defeat Ground Chuck, the boss
at the end of Scene 2, use Donatello and
swing your Bo Stick at Chuck, staying just
out of his reach. Chuck charges across the
screen three times. Jump him, and on the
third charge, follow him. He’ll run into the
wall, and you can take a few free shots at
his back.

PROTIP: When you're in the Technodrome
(Scene 6) on the moving conveyor belt, the
moving laser beams come out in a high-low-
high-low pattern. So jump every OTHER one.
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PROTIP: The Turtle most likely to survive
with only one life bar left is Raphael. His
power drill atttack not only defeats the en-
emies, it propels him out of danger.

Turtle Soup
TMNT lil is non-stop, frantic fighting ac-
tion - definitely one of the top 8-bit re-
leases for 1992! If you liked the second
NES adventure, this cart will really wax
your shell. We didn’t think it was possi-
ble, but Konami has actually surpassed
the previous Turtle games in graphics
and gameplay! If there’s a negative to
this game, it might be the difficulty factor.
There's a real lack of Pizza in this cart -
and you'll find your Turtles have a con-
stant craving for a double pepperoni with
extra cheese in the later levels (and of
course, against the end bosses).
Nintendon't do alot of things that its
16-bit big brothers can, but one thing
you can always count on is a Teenage
Mutant Ninja Turtles adventure to push
your NES to the max...and Teenage Mu-
tant Ninja Turtles Il may just make it
blow a fuse!

GamePro's Game Rating System
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Graphics ~ Sound ~ Gameplay FunFactor Challenge

Teenage Mutant Ninja Turties Ill -
Manhattan Project by Konami
Price not available, Available January 92
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By Slasher Quan

\@ Two years ago atop lcefire
N&\\”m Mountain, Kuros, the
bravest, most popular, and
best-dressed Nintendo Warrior of all time,
triumphed over his arch-enemy, the
dreaded Wizard Malkil. Little did NES
players know that just after his defeat,
Malkil's ethereal spirit cast one last dev-
astating superspell that shattered Kuros’
mind, body, and soul. After months of
agonized wandering in agony, Kuros has
finally regained some degree of sanity
just in time to find his worst nightmare
has come true — Malkil's back in town!

Malkil's ghostly form sized up the
perfect body to possess - King James of
Piedup City. Now James is locked in a
dark, dank dungeon, and Malkil's sitting
pretty on the throne. Kuros must sepa-
rate the crown from Malkil's head in Wiz-
ards & Warriors lll, another epic side-view
conquest from Acclaim.

Malkil takes the tlmme'

Identity Crisis

Malkil's latest crime is so immense, so in-
comprehensibly evil that one man alone
couldn’t possibly bring him to justice. But
Kuros is one man alone. So en route to
the Palace of Piedup, where he faces
Malkil in the final showdown, he learns
the arts of three medieval professions,
Knight, Wizard, and Thief. To join a
“guild” and acquire the skills for each ca-
reer, he must first hunt down a Statue as
payment for his training. Then he must
complete a rigorous test of his jumping
and sword-hacking prowess (which

24

serves as the bulk of this cart's action) in
order to be promoted, up to Level Three.
Kuros’ new-found abilities help him ex-
plore various locales, like the cavern and
the castle area, which can be accessed
from Piedup proper.

mkmwg

PROTIP: You’ll encounter warp doors in
some of the testing sites. Enter them when
they change colors, but watch out for
those which drop you onto a bed of spikes!

Chivalry Reborn

As a proud Knight of the Acclaim Game,
Kuros first wields a Long Sword, then a
Throwing Axe, and finally a Shooting
Sword. His swordsmanship, as in the
previous titles, is hard-to-control in cer-
tain instances, but it's still razor sharp.
PROTIP: To find the Knight's Bronze Statue,
enter the castle area’s giant door and head
for the first door to the lefi.

PROTIP: Once Kuros attains Level One as a
Knight, return to the cavern and hack the
ghoul to bits,

Thief of Fate

Kuros the Thief?? Maybe “catburglar”
would be more accurate. As his five-
fingered talents grow, he'll be able to
pick certain locks and enter sealed-off ar-
eas. But don't be concerned, our honor-
able hero never actually resorts to illicitly
piffering Piedup’s goodies.
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PROTIP: Look for the Bronze Thieve’s Stat-
ue inside the bottom left-hand door on the
lowest level of Piedup.

PROTIP: Freeze the first boss Thief in his
tracks with duckmg sword-swipes.

Under the Wizard’s Spell
Sometimes the spell is mightier than the
sword. As a cunning wizard, Kuros sum-
mons incantations such as Fireball, Force
Field, and Levitation. Who says you can't
fight magic with magic?

PROTIP: Look for the Bronze Wizard’s Stat-
ue in the same cavern as the guild,

rnanr To dispatch this bee Iuve, select
Yyour Level One Wizard, press the Up-Left
direction while holding down the B button,
and you’ll fry it with fireballs.

PROTIP: Scorch the worm mini-boss with
the Wizard’s flame attack.



A Warrior’s Destiny

As in the previous Wizards & Warriors
chapters, the third installment requires
jumping and sword-hacking for success.
However, some major changes in struc-
ture have occurred in Part lll. Instead of
fighting through multiple levels of play,
Kuros must search through Piedup to find
an item, use that item, then find another
item, use that item, and so on and so
forth. Besides the guilds’ tests of valor,
Kuros goes one-on-one against Malkil's
thugs, rescues three damsels in distress,
and retrieves the precious Mega Gems in
order to enter sensitive locations.

HELLO ¢

WHAT ., 1
BO FOR E

the beginning of the game. it’s the best
bargain you’ll find for quite a while.
PROTIP: Stand on top of people if you need
an extra jumping boost.

PROTIP: Save free food for when you need
it most.

Continuous Problems

WAW Il certainly sets the groundwork for
a great game with cool character-swap-
ping and some intriguing plot points, but a
few quirks in design hold it back from the
luster of the earlier entries. The linear
structure, mentioned above, may even ex-
haust Warrior devotees with too much
brain-straining item-tracking and not quite
enough swordplay. Also, unlike Wiz | and
II, in Part Ill there are zero, zilch, nada, 0
continues or passwords. This is particular-
ly a shame because Acclaim reports this
baby’s about twice as long as lronsword.

A Matter of Honor

Most NES gamers already know and love
the Wizards & Warriors saga. As a stand-
alone title Acclaim’s third installment is
better than a run-of-the-mill blade-chop-
per, but because of the linear structure

and the lack of continues, Visions of
Power is slightly blurry compared to its
predecessors. All the same, the gauntlet's
thrown down, and in true knightly fashion, J ,
you must decide whether to accept or Graphics  Sound
refuse the challenge.

GamePro's Game Rating System
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Gameplay FunFactor Challenge

Wizards & Warriors Il Kuros: Visions of
Power by Acclaim Entertainment
$47.95, Available January
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-\ Make way for Captain

America and the Avengers!
This Data East cart actually
just features Cap (celebrating his 50th
anniversary this year) and a few of his
Avengers buddies, but they’ve got some
serious superheroin’ to do!

Avengers (Un)Assemble!

The title and the box art are slightly de-
ceiving since it depicts Cap alopgside
Iron Man, Hawkeye, and the Vision. Ac-
tually Iron Man and the Vision have been
captured by the evil Red Skull, so it's up
to Cap and Hawkeye to come to their
rescue. This one-player game allows you
to alternate between playing either Cap-
tain America with his indestructible shield,
or Hawkeye, armed with his bow and ex-
plosive arows. Each hero must be
played individually, but you may alternate
between them at any time.

PROTIP: Make sure there is plenty of “air”
around Hawkeye, since he can only fire
one arrow at a time until it hits an enemy
or flies off the screen.

PROTIP: Both Cap and Hawkeye can kick,
punch and jump while their weapons are
in the air.

This game also features an interactive
Battle Mode that enables up to two
gamers to play Cap and/or Hawkeye ver-
sus four of the main supervillian Bosses in
a simultaneous, no-frills slugfest. Of
course, one of you can play the villains,
t0o0. Whoever wins three out of five rounds
is crowned the champ! This mode is ideal
for studying the strengths and weaknesses
of all the characters before you play the
actual game. It's unfortunate that regular
gameplay isn't also two-player interactive.

PROTIP: Hawkeye stands the best chance
against flying enemies, because he can
shoot vertically while Cap can only throw
his shield horizontally.

Captain America
and the

Avengers

Flingin’ and Slingin’

Cap and Hawkeye must successfully
travel through 20 U.S. cities overrun with
super-powered villains, robots, and mu-
tant creatures, that want to make your
trip a one-way ticket. Before you face the
powerful Bosses such as the Wizard, the
Mandarin, Uttron, or Crossbones, you'll
have to face equally powerful Mid-level
Bosses such as Fire Man and Dynamite
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Napalm. A large Map Screen charts both
heroes’ status and their progress.

The Map Screen enables you to chart Cap and
Hawkeye’s progress.

PROTIP: Fire Man is only vulnerable when
his fiames are out, and the only way to de-
stroy Dynamite Napalm is to burst the oil
drums in his hands just before he throws
them at you.

Valuable power-ups and special
items aid our heroes. Snag 100 Power
Stones to make Cap’s shield doubly
lethal, and collect 200 Power Stones to
make Hawk's ammows explode on impact.
Floating Energy Pods replenish your life
meters. Rescue Pods free you if you're
captured. And most importantly — Key
Crystals open the Exit onto the next level.
PROTIP: Since there is no time limit, your
first priority in the early levels is to take
time to load up on Power Stones and 1-Ups
in preparation for the subsequent levels.

Make Mine Marvel!

The best indicator of a potentially suc-
cessful licensed product is that it remains
true to its source. It's clobberin’ time,
Marvel Comics fans! All the heroes and
supervillain bosses look like and have the
same powers as their comic book coun-
terparts. The action onscreen perfectly
captures the spirit and fun of wham-
bam-pow comic book fight scenes. Cap
and Hawkeye can perform a variety of
moves for any situation. Captain America
and the Avengers is a solid, action-
packed game sure to please gamers and
comic book fans alike. Nuff said!

GamePro's Game Rating System

Graphics ~ Sound  Gameplay FunFactor Challenge

Captain America and the Avengers
by Data East, $49.95
Available January, 2 megs



Kuros. Visions of Power"

When Kuros” last did battle with the evil wizard Malkil “atop Icefire
Mountain, he raised his IronSword ™ in triumph...or so he thought.

Without warning, a powerful bolt of magic robbed Kuros of his armour,
memory, and honor. But now, the distant presence of evil stirs in his mind,
leading him'to the once fair city of Piedup, where the villainous sou/ of
Malkil now reigns.

Without his armour, Kuros will need crafty disguises to travel undetected,
ready to do battle as wizard, nobleman or thief. From the gloomy depths of the | -
dungeon to the palace containing riches beyond belief...the time has come for |
Kuros to turn his visions of power into reality!

& €
E mééﬂ 'R

Kuros the Knight Warrior
wields his mighty Silver-
Sword in the face of danger.

To give Malkil a taste of his
own medicine, Kuros must
master the craft of wizardry.

Grotesque creatures of the
- underworld stand between
4 Kuros and his ultimate battle.

Wizards & Warriors IIl™, Kuros™, Visions
of Power™, IronSword™, Malkil™ and
Acclaim® are trademarks of Acclaim
Entertainment, Inc. All rights reserved.
Nintendo®, Nintendo Entertainment
System® and the official seals are
trademarks of Nintendo of America Inc,
o b\ LA © 1991 Acclaim Entetainment, Inc.
entertainment inc All rights reserved.



Young achievers tend to
get sucked into stressful

situations. Thonolan earned
his “Kick Master” degree early in life, but
rather than enlist his services with the
royal armed forces, he decided to make
the most of his opportunity and learn
even more karate kicking skills from the
respected Grand Kick Master, Tasdan.

But suddenly Thonolan’s blissful
schooling is rudely intenrupted when the
sniveling sorcerer Belzed murders all the
King’s Knights, does in the King and
Queen, spirits away Princess Silphee,
and worst of all, kills Thonolan’s brother,
Macren. Thon must survive eight side-
view Sectors of Nintendo kick-em-up if
he ever hopes to set right Belzed’s most
heinous wrong!

Burnin’ down the Princess’ Inmse. :
Just for Kicks

As the name of Taito’s new game implies,
your primo killer weapon isn't a sword,
fist, pistol, or whip, but a highly-trained,
unshod, manicured foot. Thonolan starts
off with basic martial arts moves such as
the High Kick, the Sweep Kick, and the
Vertical Press Kick, but as he defeats en-
emies and collects experience points, his
level of mastery advances and he learns
new techniques such as the Double Front
Kick, the Double Butterfly Kick, and the

28

devastating Blazing Flip Kick. His back-
up banger is a collection of magic spells,
including the Earthquake, the Pulse
Wave, and the Bouncing Bulb. These in-
cantations are found along the trail to
Belzed's Haunted Tower and require
magic points to operate.

PROTIP: Try to earn one level of skill per
Sector completed and you’ll be fully pre-
pared for Belzed at the end of the game.
PROTIP: Fly to the walled-off secret pas-
sage in Sector Eight with the Harpy Flying
magic.

PROTIP: Kick away blocks to uncover new
magic spells, secret power-up items, and
hidden passageways. Look for the Force
Shield Magic buried in the weedy section
of Sector Six.

Belzed’s Hangouts

Al creatures great and small, and the evil
dude Belzed created them all. Lizard
Warriors, Skeletons, Rat Soldiers, and
other nasties patrol creepy locations like
the Cavern of No Return, the Bottomless
Crevasse, and the Ship of Strife. Al-
though not the best of the NES best, the
stages are generally good-looking, and
the music keeps your fast feet company.

8272388 =2
PROTIP: To defeat the overgrown octopus
at the end of Sector Five, shred its tenta-
cles with kicks or magic, then leap and
Vertical Press Kick its beak.

GAMEPRO e February 1892
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PROTIP: Use Flying Kicks from a distance to
knock out the Thonolan look-alike mini-

boss in Sector Seven. When the giant taran-
tula appears, stay low and execute a Double

EEK

Butterfly Kick to hit the spider and the mini-
arachnids simultaneously. Bust through its
threads with kicks when necessary.
PROTIP: Leap away when the green two-
headed lion boss of Sector Four fire-bolts
across the screen, then finish him off with
the Sliding Kick.

PROTIP: Knock out Belzed’s changeling
guardians with aerial attacks. Then smack
Belzed with your flying foot over and over
again when he descends, but keep moving
or you’ll be fried by lightning.

Kick Master Kicks
If Kick Master sounds similar to most
NES side-scrolling martial arts offerings,
you're right. But that doesn’t mean it's
not great! The challenge pushes the fast-
and-furious needle almost off the scale,
but that's cool because you get unlimited
continues and passwords. While the
characters are a bit smallish, the game-
play, reminiscent of Ninja Gaiden and
Shatterhand, is A-okay.

If you're up for some hot 8-bit foot-
to-foot combat, get your kicks in with
Kick Master!

GamePro's Game Rating System

Gameplay FunFactor Challenge

Kick Master by Taito America
Price unavailable, Available January
2 megs + MMC-3



TERMNINRATCO =
ON NES & GAME BOY

NO FATE BUT WHAT YOU MAKE ON NES™:
You are a T-800 terminator. It’s a T-1000.
You carry a lever-action Winchester.

It’s invincible. You have on-screen target

search displays. It’s made of liquid metal. "'..‘.',’.“.."i!'a';"
the future.

You have 10 barrels of high-explosives.
It is the ultimate weapon of destruction!

FIGHT IN THE FUTURE...SAVE THE PAST ON GAME BOY":
First battle titanium hyperalloy T-800's as the John Connor: [ S
of 2029. Then, enter SKYNET, capture e ™", s Py
your own T-800, and become W = 5

the Harley riding, grenade firing, !
The battle for terminator of today!

tomorrow begins
today...with you!

Lend a hand to the
Resistance—destroy
the terminator
endoskeleton.

These bikers are tough,
but they ain’t seen
nothing like a T-800!

Save humanity and terminate

the T-1000 with T2 on NES™

and Game Boy". “Hasta la
vista, Baby!"
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Lend me your ear, young lad,

and I'll tell you the tale of a brave o~
minstrel, his band of merry men, and how they rid
our fair town of the mad wizard, Mangar. In fact, this tale can be
your own if you play the game known as “The Bard's Tale.”

A New Role to Play

FCI's The Bard's Tale, a computer
classic, combines some of the
best elements of other adventure
carts with new innovations. Your
team consists of six Dungeons &
Dragons adventurers, a Warrior, a

Rogue, a Hunter, a Sorcerer, a 15

i d of course a Bard. They've Fight for your life
V\(/Jltza rrgg?ricks up their sleeves, Iik); & prososon ot
gotg p i the Review Council.

the Bard'’s songs and the Sorcerer’s in-

stant illusionary allies (who fight by your side). Magical abilities
are based ona spell point system, s you can divvy up enchant-
ments as necessary. Combat, like
| the rest of the cart, is menu-driv-
' enand easy to conduct.

] Asinmost such scenarios,
Bard's Tale requires lots of beast-
ie-bashing to build experience
and add new powers to your par-
ty’s arsenal. You explore dozens
of map-making-required mazes,
and unlike most similar titles, here

of Skara Brae
you get two play views, a first-person 3-D look and an over-

head perspective. While BT’s vi-
suals and music aren't much to
talk about, the diverse locations
throughout Skara Brae, such as
the Wine Cellar and Kylearan's
Tower, are a definite high point.
PROTIP: Cast the Scry Site spell
to determine your compass co-

ordinates (north and east) on a
16x16 gird map.

A Tale to Remember
Bard’s Tale isn’t the best-looking or
sounding RPG around, but maze
trail-blazers will find this musician’s
song is worth a listen.

MeWmecellar the first
dungean,reqmmrape
Juice at the Scarlet Bard.
Find the Cellar’s stairs to
the Sewers at 2 North
and 15 East. Nexi, battle
the Sewer Spider at 4
North and 9 East, and
finally claim the Heretic

Proof at 2 North and 10
East. Use the Proof to en-
ter Tarjan’s Temple.

By Boss Music

Back in the dark ages, cave-peo-
ple depended on bountiful har- &
vests and successful hunts to survive. Unfortunately
for Bignose the Caveman, this
year's take on meat and veggies
has been sparse, so he’s decided
to hit the trail in search of grub.

Jungle Fever

Bignose’s prey for the day is a
pesky pterodactyl. He chases the
beast across four dinosaur-infest-
ed islands: Paradise, Monster, Terror ~ PROTIP: To beat the giant
and Chaos. He then explores seven m’ﬂv’v’ a:"d"",:p"w
areas in each, including murky ‘his tail shots.
swamps, subterranean caverns,

steamy jungles and active volcanoes. Most of the inhabitants
are mini-dinos and creepy plantlife. There’s also a large helping
of big boss characters, including a Tyrannosaurus Rex.

All action unfolds in the standard side-view perspective.
Bignose swats enemies with his club, collects bones (prehistoric
currency), and berries for extra rock-crushing batting strength.

3 He can also catch air by using his

i club as a propeller! The SuperChip
“| graphics are colorful and flicker-
free, although they do suffer from
occasional slow-down.
PROTIP: Use a rapid-fire con-
troller for a great turbo-charged
: club advantage.
Mamarycave. PROTIP: Land on a floating turtle
when its shell peeps out of the water.
PROTIP: You’ll lose altitude in the flying sequences if you
swing the club. Avoid enemies.

Prehistoric Purchases
Bignose can use the bones to buy
witcheraft spells, hard feet (for a
Mario-type stomp move), invinci-
bility and extra lives.

PROTIP: If you see a bone in a

hole, jump in after it and you’ll mk

find a secret Smart shoppers rack up
d a si passage. -

Hard as a Rock

Bignose does a great Mario/Adventure Island impression, com-
plete with secret areas. It's not for the meek gamer, however.
Bignose is tough as a big ol’ fossil, and could wind up too
difficult for those who can’t bear zero continues.

All “schnoz” jokes aside, Bignose is a moderately-fun,
highly challenging island adventure in cave-dude clothing. Grab
acluband start swingin

GamePr’s Game Raling System The Bard'’s Tale by FCI, Bignose the Caveman GamePro's Game Rating System
$54.99, by Camerica, $54.95, S5V
Available now Available now 1}
TR TRy | meg + battery back-up 2 megs + SuperGhip Grptics Sond _Ganepay _FunFcta_Chalenge
GAMEPRO February 19892




WANT 10 PLAY
A GREAT GAME,
BOY?

It's your pal, Beetlejuice™, here to
bamboozle those bewitchers from the
Neitherworld vacationing at lovely Lydia’s
ﬁ place. This house is HAUNTED!
Flying cups and saucers and clothes
that spring to life cause quite a panic...
especially when they're coming for you!
It's a horrific 5 level challenge to spook attic
x ghastlies, rattle angry skeletons and scare ghostly
\  bats. Vampires may even join you for a “bite” to eat.
Hmm...maybe we should skip lunch today.
These Neitherworld ghoul-o-ramas are no
match for us. Has the “ghost with the most” ever
let you down?!!

Funny face scare-offt

Check out the
"GHOST WITH

THE MOST"
for your NES" too!

any © 1991. Nintendo®, Nintendo Entetainment System®, Game Boy®
Ltd. © 1991 UN, Ltd. All Rights Reserved.

BEETLEIUICE™, charactets, names and related indicio SeASUETASEHIN Cortary
and the offcal seas ar fradem e, ON®S 3 TegTtered trademar of UN,



SWAP YOUR OLD
NINTENDO GAMES

Send Us Your

Used Games and

40

FOR CASH OR NEW TITLES i il
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By Toxic Tommy

Miniature golf makes golfing
snobs hold their noses, but Mini-
Putt by JVC is a radical NES mini-golf game!
OK, soitisn't “real” goff, but there’s just as
much thrill to sinking a long one under the
* | elephant’s trunk as there is in holing out a
monster par 5ina “real” golf game.

Mini-Putt’s graphics won't win awards for
originality, but they're sham, nicely detailed,
and fun. And they put those in some “real”
NES golf carts to shame. You play in an over-
head view, and you move a crosshair across
the holes (which are several screens long) to
scan them.

Mini-Putt
games CoNSist [N
of nine holes
with plenty of
options. Upto [
four players * promP: Timing’s everything.
canplay. Ty  Hold down A as you set the
regular stroke  direction. When you release
play or go for A you start your putt.
bucks per hole with Skin play.

There are four challenging courses: Tradi-
tional, Deluxe, Challenge, or Classic. Chal-
lenge looks like a mad doctor's mouse maze
with deadends, trap doors, and water haz-
ards. Classic is where all the fun stuff is — the
Elephant’s Trunk, the Space Shuttle, the Air-
plane Propellar, and more.

Y The three
button-press
putting is a
breeze. Touch
and timing are
the watch-
words. You
need a pool
player’s eye for angles and a daycare worker's
patience. Some moving obstacles can sprain
your brain. The wildly richocheting ball may
dredge up Breakout flashbacks!

The last time | played real mini-golf, my
date dumped me at the windmill for Big Al Ki-
tashima. So you can have my memories;
give me Mini-Putt.

It's classic golf!

GamePro's Game Rating System
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Talking Super Jeopardy

l.\ﬁv/. By C.T. Aslan
‘\ f“ Jeopardy has swept the nation,
&2 turning dinner time into trivia time.

GameTek has tried many times to capture
game show excrtement onan NES ora Game
7 Boy cart. But

-| they've been
working with a
+| handicap. After
3 all, you can't
e keep anything

He’s agreathostbut YOU Win Ona

he’s no Alex Trebeck.  NES game, S0
some of the fun is missing from the start. But
with Talking Super Jeopardy, a one to four
player cart, GameTek has made progress.
PROTIP: Write down the password even if
Yyou don’t win, along with the winning
computer player name. You can advance fo
the next round by entering the password
along with the name.

Talking Super Jeopardy talks up a digitized
storm. The host says things like, “Let's play
Jeopardy,” “Correct,” and each time you
choose an answer, “For 200 points the answer
is...” The voice is clear, if unemotional —
definitely one of the better features of the game.

Unfortunately, this game still suffers from
problems that plague other GameTek Jeop—
ardy releases. =
Graphics? No
comment. The
categories only
have five ques-
tions, so once
you've played a
category, you
know the answers the next time. You can
change the categories by hitting Select before
you begin, but eventually it's no contest. This
really limits the fun.

Another drawback is that you have to be a
spelling whiz as well as a know-it-all to suc-
ceed. Mispell an answer and there’s no guar-
antee the game will allow it, even if it's cor-
rect. Super Jeopardy sorely misses the
“human” element. Jeopardy fares better
when you play with friends, but as a solo
game it’s only a day’s diversion.

The answer is...

(GamePro's Game Rating System
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Hook

By Feline Groovy
Looks like Peter Pan couldn't
avoid growing up, after all — at least
not in Hook, an NES game based on Disney’s
big holiday
movie. Old Cap-
tain Hook's
come back for
revenge — he's
whisked Pan's
children back to
Neverland.
Pan needs
help, but his old pals, the Lost Boys, are hav-
ing a tough time believing he’s really Peter
Pan. In order to prove himself, Pan must
jump, fly, hack and slash his way through
treacherous Neverland to find four items: a
Sword, an Alarm Clock, a Crocodile’s Tooth,
and his old toy Hom.
Armed with a tiny sword, Pan takes off on
a 16-level, multi-scrolling search through
Neverland's forests, lagoons, and more. He
also tackles
two Sub Areas:
one where he
flies through
i| an obstacle
| courseand
Crosses
swords with his
old pal, Rufio.
Although
Hook sports
bold, crisp, col-

Use this map to help you
search Neveriand.

difficult to grab. To get to
the hidden branch where
it sits, you must go to the
first tree ladder at the far
Wmﬂg"'ﬂw‘?ﬂ;ﬁ-’ Climb  orful graphics,
ladder 're /
"‘; i V"'; tolerable music,
branch. Then, take a fiying and moderate
leap to the left. if your tim- Challenge level,
ing and aim is correct, you there’s a trou-
ﬂ‘%ﬂ:aﬁ'e bling flaw —
branch whersthehidden  92EPY. Pan
Cherry is located.  €an jump high
and survive

long falls —a big plus. However, his limited
range of sword swinging motion and lethar-
gic forward movement make gameplay a bit
of adrag. If you're a big Pan fan (and we
mean really “big”), this video jaunt to Never-
land may be worth the trip.

GamePro's Game Rating System

Graphics  Sound

Gameplay FunFactor Challenge

Talking Super Jeopardy by GameTek Hook by Sony Imagesoft
, Available now, 2 megs $39.95, Available February ‘92, 1 meg
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lose your eyes and imagine the perfect golf course. Whether you conjure
up an image of a real-life, world famous course or visualize a
championship course of your own design - if you can dream it, you can play
it with Greg Norman’s GOLF POWER. Our exclusive Course Designer with
battery back-up allows you to customize your own 18-hole championship
course and then save it in memory.

GOLF POWER challenges you with:

Multiple putting and driving ranges
Amateur, Pro-Am, and Professional levels of play
Practice, Matchplay and Strokeplay with single and team
play options (up to four players)
On-screen ability to control your swing, for a game
that demands more skill than luck.
Changing wind and weather conditions

Create a dream course, play one of the pre-set courses
in England, Scotland, the USA or Japan, or rejoin
a saved game right where you left off.

o1

LEFT 02 g
-anlﬁ15 (

4
®/

Just like the great White Shark, you'll need total
concentration, strategy and control to make the
3 & leader board.

A

»

by WO

&
oo

COMING SPRING 1992!

Golf Power™ is a trademark of Virgin Games, Inc.

©1991 Virgin Games, Inc. and

Gremlin Graphics Software Ltd. All rights reserved.

Virginis a nqiﬁmd trademark of Virgin Enterprises, Ltd.
d e .

Ni are registered trademarks
GAMES  intendo of Americalic.
For pricing and orders, please call 800-VRG-INO7. Visa, Mastercard, American Express, and checks accepted.
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Sehats coming this year for the Sega Genesi.

peopl

the Genesis. Here's a preview of what's due in ‘92 — so far!

Sega of America

Alisia Dragoon

This unusual title features action/adventure style gaming starring
a heroine — Alisia Dragoon. Alisia’s palace is attacked by maraud-
ing monsters bent on destroying all of humanity. She’s out to save
the day with the assistance of her four stout companions: Fire
Dragon, Thunderbird, Boomerang Lizard, and Power Burst. Alisia
totes a multi-directional, auto-targeting energy beam as her
weapon and fights in tandem with each of the four creature-

helpers, who have unique attack weapons of their own. (Available
Feb. ‘92)

Sega's Genesis was the first 16-bit video game system, t:]e;zrewrgist
e knew what “16-bit” meant. Now thanks to son':‘ems) e
(and some massive PR by certain high-profile oompe‘tthe e
body’s talking 16-bit, but no one has more games in P

gonna’ feel the sun
on your skin and the §
wind in your hair. Hit
the beach, or hit Cali-
fornia Games. (For
more info see Game-
Pro, January ‘92.)
(Available now)

David Robinson’s
Supreme Court
Welcome to Mr. Robinson’s neighborhood! Just in time for the
Olympics Sega’s planning to release their latest basketball cart —
David Robinson’s Supreme Court. This title features a 45 degree an-
gle view of the court, digitized graphics for incredibly life-like players,
and mucho speed! Check out
Robinson’s two-handed mon- &
ster slam, his demoralizing /8
blocks, and his awesome
jumper. You can run, jump,
dribble, fake, steal, and pass
—and don’t forgetto try a
tomahawk slam dunk, re-
verse layup, or a 360 de-
gree spin dunk. Here
comes the Judge! (Avail-
able March ‘92)

Dungeon & Dragons: Hollow World
In this first official Dungeons and Dragons role-playing title for

M”"”’Wﬂ's-ﬁmmcm

the Genesis you assemble a band of companions to help you ex-
plore a new world. Choose from fighters, clerics, magic users,
elves, dwarves, halfings, and thieves. Outm your company wisely
and prepare to dabble in
magic and intrigue. Fight
for your life as you ex-
plore a world depicted

il with gorgeous 3-D
graphics. Designed to
capture the D & D gam-
ing experience, this one
looks hot! (Available

i May ‘92)

California Games

Hey, dudes, get ready to, like, hit the beach and compete in five
gnarly California-style events — BMX bike-racing, Footbag, Roller
Skating, Half-Pipe Skateboarding, and Surfing. Radical! Even bet-
ter, up to nine buds can compete at the same time. Like, it’s the
perfect party game. And the graphics are so awesome you're

36 Continued on page 38.



LOCK AND LOAD
_EROCK N’ ROLL

Blast through incredible firefights in eleven deadly
levels of eight-megabit mayhem. ROLLING THUNDER 2

— Namco’s hot new sequel to the arcade smash hit.

,Challenge the terrorists alone, or hammer'm with super-
agents Albatross and Leila together in TWO PLAYER
SIMULTANEOUS ACTION! Passwords and unlimited

continues keep the action rolling.

T3 B2 .00 5 3
Killer graphics will blow you away!

Capture weapons for fierce firepower!

The Game Creator ™

NAMCO HOMETEK, INC.
3955-1 Scott Bivd. Suite 102
Santa Clara, CA 95054-3013




Galaxy Force Il

Galaxy Force |l wowed our eyes and churned up our stomachs in
the arcades, and now it's ready to do the same to you on the Gen-
esis. From a behind-the-controls first person 3-D perspective you
fly your ship through five dangerous missions. One moment
you're blasting your way through a rainshower of enemy ships in
the depths of outer space,
the next moment you're
weaving through the tun-
nel-like 3-D mazes of a
planetary space station.
This fast-action, high
tech adventure is guar-
anteed to push your

=8 eyes and reflexes, not
to mention your equi-
librium, to the limit.
(Available Feb. ‘92)

Golden Axe Il

Golden Axe Il revisists the hack ‘n slash action of the Sega smash,
Golden Axe. The three original heroes are back in an all-new multi-
level action/adventure. Your favorite Axer totes the same weapon as
in the original adventure,
but there are also some
all-new maneuvers and
techniques, as well as
some cool new magic. If
you loved Golden Axe,
take a swing at Golden
Axe II. (For more see
GamePro, January ‘92)
(Available now)

Coen ey
Kid Chameleon

Kid Chameleon is a radical dude who’s on a trip through more
than 100 levels of forests, mountains, islands, and underground
volcanoes — each with secret passages and areas. This kid uses
his head, err...actually his hats or helmets to make his adventure
easier. Each of the different helmets he dons changes him into a
different creature. As Rhino-Head he smashes through walls.
When he’s Skull Crusher he shoots skulls. As the Samurai he
slashes anything that gets in his way! Now that’s a head trip!
(Available March ‘92)

MLPBA Sports Talk Baseball

In case you were wondering if Sega was ever going to release an-
other baseball cart for the Genesis, wonder no more. Next in a
line-up of Sports Talk games, Sega’s going to bat with a baseball
game that features an announcer for play-by-play a la Joe Mon-
tana Football 1. The game also sports all of the Major League
baseball players and teams based on the 1991 stats. Even the
playing styles and likenesses match the real life players! Play ball!
(Available March ‘92)

Wonder Boy in Monster World

Master System owners
know Wonder Boy well.
He starred in three differ-
ent adventures for Sega’s =
8-Bit system. What's
next? Well, Wonder Boy
makes his 16-bit debut
in Wonder Boy in Mon-
ster World. In this ac-
tion/adventure title he
joins up with a magi-
cal companion to bat-
tle hordes of creepy
creatures. To survive
Wonder Boy must
gather special items,
use magic, and his best
fighting skills and
smarts to rid the planet
of his powerful foes.
(Available Feb. ‘92)

Ballistix/Arcade Megahits

Double Dragon

You know the story. The Shadow Warriors made off with Billy
Lee’s girlfriend, and Billy and bro Jimmy will risk life and limb to
get her back. You know the moves: uppercuts, face-digs, shoul-
der-throws, and flying karate kicks. You know the game— Double
Dragon. And now you know the system- Genesis! Double Dragon
does 16-bit. Watch for it.

February 1992 Continued on page 40.



MEET THE MAKER.

error is his
) trademark—a nightmare come to
life. And you (yeah, you!) must confront
him. Penctrate the mysterious dangers of his
dungeon lair. Slay the multitude of gruesome
characters who protect it. Try it just
one time. You'll swear there are
Exccute desth desling blows in full screen combat worse things than death. Animated traps. puzzles.and lthalsurprises

THE IMMORTAL. DEAD SERIOUS ABOUT LIVING ACTION.

Visit your retiler o order by phone (800) 2454525 anytime. The Immortal is
trademark of Electronic Arts. Sega and Genesis are rademarks of Sega Enterprises Lid
Software ©1991 Will Harsey and Electronic Ars,al rights reservd




The Games: Winter Challenge

Olympic hopefuls rejoice! The Games: Winter Challenge is on its
way to your Genesis. Lace on the skis/skates/sleds in seven Winter
Olympic events, including the Luge, Ski Jump, Biathlon, Speed
Skating, Bobsledding, Cross Country, Downhill, and the Giant
Slalom. Improved-from-PC visuals are hot-looking polygon-fill from
an intense first-person perspective. Multiple players participate, so
this ice is definitely hot.

The Games:

Super Off Road

You loved what it did for
you on SNES and arcade
mud tracks, and now
you can win cash and
prizes in the Genesis ver-
sion of Super Off Road.
One or two players make
haste and make waste on
dozens of four-car pedal-
to-the-metal tracks.
Graphics are sharp, music  Super Off Road
is hot, and the engines are

revved. Feel the need for speed!

Bignet
Warrior of Rome I

As the guardian of ancient Rome, you must lead your loyal forces to
victory in the heat of Genesis battle. Rebels threaten Rome’s pros-
perity once again, and with the proper battle guidance, peace will be
2 % restored. Pick your fight

from 20 battlegrounds.
New features include a 3-
£ D, Populous-style map, an
easy- interface windows
menu-selection system,

B and a multiple-file game
save. Go for ancient glory
with Warrior of Rome 1.

Data East

Atomic Runner

Atomic Runner, a little-seen and little-played Data East arcade
oldie, comes to the Genesis with refurbished multi-scrolling
graphics. You're a 2Xth century cyborg on a mission of kill, kill,
and kill some more. Screen-filling enemies contrast well with your
character’s pint-sized sprite. Controls take practice, but the slick
power-ups and nifty explosive effects make this one to watch.

Two Crude Dudes

You wanna know who's bad?? The Bad Dudes, that's who!
They’re back from the coin-op and the NES, sort of, in Two Crude
Dudes for the Genesis. Although it isn’t specifically a sequel, Data
East’s latest 16-bit kick-and-slugfest is basically a revamped Bad
Dudes, but with tons of new enemies, graphics, street-poundin’
sounds, and all sorts of moves. You can grab-n-throw enemies,
street signs, cars, and even your partner in crime-fighting. Play it,
live it, be CRUDE!

Electronic Arts

Black Crypt

A fully animated dungeon
adventure with an innova-
tive, user-friendly, point
and click interface, and a
detailed first person
point-of-view perspective.
You'll be challenged by re-
al-time combat and spell-
casting as you attempt to
retrieve mystical artifacts
that may hold the last hope
for the world against the
dark lord, Estoroth. (Avail-
able May 1992)

Bulls vs. Lakers and the NBA Playoffs °

Another top-notch sports game from the masters of Genesis sports
carts. This time, you've got the Bulls, the Lakers, and the rest of the
1991 NBA playoff participants. If you ever wanted to run your fa-
vorite NBA squad, this is about as close as you're going to get —
unless you're related to Jerry Buss. (Available March 1992)

Desert Strike

Get set for some hellacious
helicopter flying! With the
copilot of your choice fly a
solo mission into the heart
of the Middle East. Your ob-
jective: eliminate a hostile
dictator and his military op-
eration. Sounds famliiar.
This cart is a combo of ar-
cade blasting action and
war simulation and strate-
y. (Available March 1992)

February 1982
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Continued on page 42.



WE DON'T JUST MAKE
GAMES...WE MAKE
ADVENTURES!

So you want to test
your mettle as a
gamer? That's fine
with us! Renovation
offers an unmatched
selection of titles
that'll give even the
best a run for the
money. Sounds like a
challenge?

It's easy to explain.
Our business is video
games. Your business

is beating them. We

make the toughest,
most entertaining
games in the industry
for your pleasure. So,
when you're looking
for the ultimate in
gaming challenge,
look for Renovation!

@——PRHI@YS

987 UNIVERSITY AVENUE SUITE 10
LOS GATOS, CA 95030

Trail is a trademark of
ek o Saga el

forblon i Sean Gepes Y s e o RIS o1 s ol el S 10 s oy Vapox

Master of Monsters is a trademark of Toshiba EMI and is licensed
Data Exst Corp. Beast Wreste,El ienio and Exclear trademarks of Removaion Products, Inc. anl e Boensed fo pay on e Sega Genes



Jordan versus Bird Where in Time Is Carmen Sandiego?

One-on-one basketball with the NBA's creme de la creme. As in It was bound to happen! The most popular “educational” comput-
the NES and PC games of the same name, you take the role of Air  er game of all time has found its way to the Genesis and learning
Jordan or the Birdman in a hot game of half-court. But if that's will never be the same again. Travel across time and space to

not enough, there’s also a Three-Point Shooting Competitionand  track down Carmen and her gang of no-
a Slam Dunk contest. Just think, you could answer the burning torious “history” thieves
question: Is it Michael or the shoes? (Available April 1992) and retrieve the priceless
historical relics they've
stolen. You'll cruise to
dozens of locations in )
your chic Chronoskimmer |}
320i - the top of the line |}
in time travelling vehicles.
You've got a limited .
amount of time to track the —

crooks, so don't admire the ~ yhere in Time is Garmen el
fine leather interior too long!

(Available March 1992)

Might and Magic: Isles of Terra

If you thought the first Might and Magic adventure for the Gene-

sis was intense, wait until you get a load of this baby!!! This 8 .
meg monster with battery{)ack-up features a new icon-based in-  1rooGraf16 players and arcade vets know Spltterhouse. Namco did

terface and double the amount of animation of the first cart. Your 1€ torlglnal prﬁgramtrr:u?% Ifkyou S”r(‘j"l‘J’ed t?e %rlsly ?;mwg in those
0al is to lead  party of adventurers across the seven islands o~ SYStemS: You know that Rick rescued Jennifer from the West mansion,

'?'erra S 2” Rtnyight and Magic adventures, there’s no prede- that is, Splatterhouse. This version takes place three months after

x 3 Rick's escape. He's plagued by nightmares starring Jennifer and the
termined path for you to follow. (Available May 1992) terror mask, which endows him with slasher strength. That's all we

The Lord of the Rings know, but you can bet Jennifer's headed for more ghoulish
trouble. Nine levels with ghastly bosses, unusual

At last! The first video game based on the epic ¥ : ;

JR.R. Tolkien saga of Middle Earth. As i N e
Frodo, the Hobbit, you must rally i F f lore. Sounds fun. (Avaiable

the Fellowship of the Ring to ¢ \ Summer ‘92)
protect the one true ring .

against the evil threat of ‘

Sauron and his Dark

Riders. This cart will
combine the best ele-
ments of fantasy
roleplaying and
graphic adventure.
(Available 1992) |
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the call of the wild
has been heard!
“Pestilent poachers are
hunting-our wildlife
and driving it'fo
extinction. Don't,just sit there!
Grab your jungle garb and start
kicking tait! These guys are
serious and it's a real zoo out
there. > = B
These cruel orgoks Hiavess =
tons of elephants, gorillaghi s
eagles, lions, and other animals

locked-up in cages facing cruel “* | » . i : ‘ " Choose Among
captivity. You have to fight 2 &

s \ ok = /.
fierce poachers and free the o N o 7 Four Unlque
captured animals. The\animals .

will help you against the
poachers if you help them. . § o

Watch out though, the paachers S8 > s uising Hand-
will take your hide all the same s : y . "\v(‘f‘ Hand Combat
You will need fists of fury to = ; \ :

pound out this groupsef goons. «% N2

Be on the lookout for weapons - e Yty & \ Vel_llure Through
you can take from your enemies ) Hit, Thick Jungles
: J o ‘ “and Dark:Caves

equal overpowering odds.

If you are hoping to
from vines in buckskin b
you are climbing up the wron
tree. You need to putichrin an:
det to workl There’s’fe
waste. P justice baek
junglet Y -

TAITO

THE ONLY GAME IN TOWN.

Taito, 390 Holbrook Drive, Wheeling, IL 60090. Licensed by Sega Genesis of America, Inc. for play on the Sega
System. Sega and Genesis are trademarks of Sega America, Inc. Taito®, The Only Game in Town™, and Growl™ are
trademarks of Taito © 1991. All Rights Reserved




Return to the primitive days of sport when football was “foot-
brawl.” This is an offbeat, slightly demented take on the America’s
favorite pastime that you may have seen in the arcades. You can
literally slash your way to the goal line and burn the defense with
a deep pass. Better yet just burn them period with a red-hot flam-
ing torch! Maybe bribing the official isn’t really different from real
football, but you get the idea. Dodge the troll, jump the water haz-
ard, fall through the trap door, and we'll fake it to ya! (Available
March '92)

| ire

All you bloodsuckers out there cringe whenever you hear the
name “Von Helsing.” In this 8 meg action/adventure cart, Count
Dracula’s fearless nemesis is now a grandfather, and you play his
grandchild as you carry on the family’s legacy of stake pounding
to make the Undead, err...un-undead! Vampires have taken over
13 towns, and you must defeat hideous henchmen, vampireress-
es, demon rats, hellhounds, and other vile beasts of the dark to
face fearsome town Vampires. You use classic vampire tools in-
cluding Holy Water, a Crucifix, and wooden stakes to vamp the
vamps. Don't forget your Vampire Bite Kit!

Sage’s Creation

Battlewings

If you like massive, juggernaut-style, battlewagon spaceships,
wait till you see Battlewings. Hot-B created this horizontally-
scrolling shoot-em-up as Steel Empire for the MegaDrive in

n Japan, but Sage’s Creation
will showcase the Genesis
version. It will take nerves
of steel to blast your way
through this battle. This 8
meg monster flies across
seven slick-looking levels,
which end up at boss ma-
hines that are several
screens long.

February 1982

Star Odyssey

This ambitious 8 meg RPG blasts you off far into the future and
deep into outer space for a futuristic adventure on a grand scale.
One player will guide eight Warriors from the civlized planets of
the Federal Empire Galaxy (FEG) across the stars to seven differ-
ent planets, where they come face-to-face with 80 different alien
races. They must battle the forces of the evil Radan in order to un-
cover the secret of an ancient tribe, who may have developed a
super civilization thousands of years before the FEG.

S are raiseq

”n"
e seeds are [ayngyo . 1

aunched intg
Taito

Cadash

Cadash made its way from the arcades to the TG-16, and now it's
on its way for the Genesis. A unique blend of role play, quest, and
arcade style action, Cadash features sideview horizontally
scrolling sword and sorcery for two players. You choose between
four characters — Fighter, Mage, Priest, and Ninja — who must bat-
tle to save a princess —again. But, hey, it's the journey, man, not
the destination! (Available April)

Tengen

e 00 235vovsees
£ s o
Paperboy
The toughest delivery
route a Paperboy ever
attempted, Atari’s ar-
cade game of the same ’
name is coming to Gen-
esis crash courses later
this year. Grab a stack £
of hot-off-the-presses pa-
pers, make a prompt and
courteous delivery, and
don't forget to smash win-
dows for bonus points!
News REALLY travels fast
in Paperboy.
(Available May)

Continued on page 46.



Fun with whole
Flintstone family

Plenty of
prehistoric pals
and funny foes

Surprising new
friends in the
future

i e
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THE ONLY GAME IN TOWN.

= RiEToNes

The Rescue of Dino & Hoppy

Turn your watch back a few million
years and join the whole Flintstone family in
prehistoric pandemonium. A visitor from the
future has taken Dino and Hoppy, Fred and
Barney’s pets, for his prehistoric zoo. You
have to help Fred get them back and restore
happiness to Bedrock.

You must journey through Bedrock
collecting pieces to build a time machine.
Watch out though, primitive foes will cause
many woes! Bikeman, Frankenstone, King
Snake, and Saber Tiger are just a few of the
unfriendly obstacles you and Fred will have
to outsmart and outwit. Take advice from

|

your friends in Bedrock too! They can
provide helpful hints and key clues.

Well, you'd better get moving. You still
have to figure out how you're gonna use
Fred’s one-on-one basketball skills, build
that darn time machine, rescue your beloved
pets, and much,

Wow! You're
gonna be ENTERTRAINMENT
awfully busy. SYSTEM

Don’t worry though; this comical adventure
and Fred’s encouraging “YABBA DABBA
DOO!"™ will leave you in stone-age stitches.

Taito is a trademark of Taito America Corporation. The Flintstones Hanna-Barbera Productions, Inc. ©1991 H-B Prod.
Inc. Nintendo and Nintendo Entertainment System are trademarks of Nintendo of America Inc. ©1991 All Rights

Reserved.



Rampart

Ahoy, Genesis gamers! Tengen’s brewing up Rampart for 16-bit
screens. In this coin-op translation, one player must defend his or
her beholden castle from seaboard invading fleets, or two players
can struggle for the rule of the realm. You knock down each oth-
er’s fortresses, then build ‘em back up with new walls and more
guns. Let the cannonballs fly with Rampart! (Available May)

Road Riot 4WD

Road Riot is the current king of off-road coin-op racers, and Gen-
esis is next on its speed-demon agenda. Photos are top-secret in
Tengen'’s lab, but if the arcade experience is any indication, expect
some high-speeds, rump thumping thrills through hazardous

tracks of chassis-grinding driving. (Available late ‘92)

Steel Talons

Just the mention of the name Steel Talons is enough to get arcade
aces-of-the-skies stoked for a Genesis version. And it will happen!
But not for a while. When we have more info and pix on this
hottest of hot air-to-ground-to-air copter combat sims, you'll be
the first to know. In the mean time, see Hot at the Arcades in the
January ‘92 issue of GamePro for the lowdown on the coin-op
version. (Available late ‘92)

GAMEPRD o

Treco

Fighting Masters

Fighting Masters may be something like Hulk Hogan goes galac-
tic. The cart stars 12 intergalatic wrestling champions. You
choose an ET grappler, warp to an alien battleground, and then
you bust heads or whatever. Each fighter has over 30. different
moves — if you can figure out what limbs you're supposed to
move. Are the space cas-
es in this cart bizarre?
YES! But the action looks
top notch.

Warsong

“Warsong” is the name of a legendary sword of great prestige and
power. The family of Baltia’s got it; the evil emperor Pythion wants
it. That sets the stage for massive battles, which tear up this cart's
strange fantasy landscape. Military strategy game meets fantasy
RPG. The bulk of Warsong in-
volves trying to win cam-
paigns — 20 in all. The win-
ning and losing conditions
for each scenario vary, but
basically you control key
members of the Baltia king-
dom and the armies they
lead. Lose one battle, how-
ever, and you lose the war!

February 1882
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AN NOW PLAY YOUR FAVOURITE
0 DESTRUCTION!

B Just imagine, infinite lives, unlimited energy,
unlimited power or extra fuel/ammo. Become invincible
with the Action Replay Cartridge for your

Sega Megadrive/Genesis System.

B Very simple to use - just enter the parameter code
for the game that you are playing and that's it. Now//ou
can play games to levels you didn't even know existed.
H Action Replay_ is-apowerful cartridge featuring its'own
on-board.LSl-chip specially designed to allow user'to
effectively "re-program" their games cartridge$ so they
can play their favourite games to destruction!

10 FIGHT BACK
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WE WILL DISPATCH YOUR ORDER QUICKLY & EFFICIENTLY TO ENABLE YOU TO START RECEIVING THE BENEFITS OF YOUR SYNCRO
EXPRESS il WITHIN DAYS, NOT WEEKS. OUR MULTI-USER XENIX BASED ORDER PROCESSING SYSTEM CONTROLS YOUR ORDER FROM
‘THE MOMENT YOU PLACE IT RIGHT THROUGH TO DESPATCH, ORDERS NORMALLY DESPATCHED WITHIN 48Hrs.
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B Full instruction manual gives you the parameters
for most of the latest games plus many of
the older favourites. We give you simple,
easy to use inputs to get more or infinite
lives, more fuel, more energy,cheats, etc.
etc. with your favourite games.
B With its advanced ASIC hardware design
the Action Replay cartridge canreact to
new games as they appear-the latest
parameters are published in yourFREE ‘

W €3
3
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monthly issues of GAMEBUSTER
magazine.

B No user knowledge is required at all
-if you can play the game you already
know how to use Action Replay. All input
is via the joystick/pad -it couldn't be simpler. Q
M Also works as an adaptor for Japanese

type cartridges (an adaptor alone

would cost up to $30!!)

B Comes complete - no more to buy! “
/-\/ -

1-800-962-0494 -ORDERS ONLY

GAMESBSUS TERS

580 CAPE COD LANE SUITE #3B, ALTAMONTE SPRINGS, FLORIDA 32714.

*ADD $4.00 SHIPPING AND HANDLING ($10.00 CANADAMEXICO)
ALL GOODS SHIPPED 2ndDAY AIR UPS
WE ACCEPT MASTERCARD/VISAICHECKS MONEY ORDERS or COD's (ADD $2)

PLEASE MAKE CHECKS/MONEY ORDERS PAYABLE TO "COAST TO COAST' )




| Play Action Football
Nintendo

Action Set F-Zero Pilotwings
591” Super N.ES Super N.E.S
) $53Y X

Tetris
Nintendo Dr. Mario < $5+35=%10
$37. Nintendo Bt Redeem your Nintendo  £3

instant Redemption
Certificate and EBwill  S%
i' give you another *5.00 off
¢ any NES product!

$37.%

SimCity /
Super N.ES
$53%° >

Mario Il
Nintendo

*492°



™% | BO has a hot tip for his favorite

wm gamedoggers! For the lowest prices
and a super selection of video games and game
systems, Skate into Electronics Boutique!

4

£ kay, so it's no secret that Electronics
é Boutique is “Top Dog" for video thrills
Any gamer worth a joystick knows E.B. has the hottest video
excitement on the planet and is pumped-up with everything
Nintendo from Super NES to Super Mario Bros.
4" ee the mongo huge phone number?
Q::?f That's the Electronics Boutique hotline

and your ticket to the E.B. store nearest you! Video

adventure is waiting so hurry in and take your choice now!

[-800-800-5166
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This single player run-n-gun

arcade-style shooter begins
in Los Angeles, circa 2029. A
nuclear holocaust triggered by rebellious
machines has shoved the human race to
the brink of extinction. One human, John
Connor, is leading his fellow beings in a
successful revolt against the mechanoid
monsters. In an effort to stop the uprising
the machines send Cyberdyne System
Model 101 - alias The Terminator - back
in ime to destroy Sarah Connor before
she can give birth to John. As futuristic
guerilla fighter Kyle Reese your mission is
to travel back in time to 1984, find Sarah
Connor before the Terminator does, and
save her unborn son.

One Life to Live

Hey, if the plotiine sounds complicated
don’t worry, because the gameplay isn't.
Beating Terminator’s six horizontally and
vertically scrolling levels is all about sur-
vival of the fittest — shoot and run to-
wards the end of the level. And if you
survive you really are fit - the game has
four difficulty levels ranging from Easy to
Very Difficutt, and you've only got one life
(no continues, no passwords, no retumn).

1311
PROTIP: The only way to stay alive is to
avoid getting fagged by enemies (impossi-
ble) and grab every Life Cannister you see.
These appear occasionally when you de-
stroy enemies.

To defend himself against menacing
machine and human foes Reese ams
himself with several different kinds of
weapons. In the Future, Reese lobs an

unlimited supply of Grenades at the ma-
chines. He can also snag Time Bombs by
picking up Bomb icons hidden in different
areas of the level and grab a Machine
Gun about halfway through Level 1. When
Reese travels back in time to 1984 his
defense is limited to a sawed-off Shotgun.

Hasta La Vista Baby!

Each level mirrors the original Orion Pic-
tures flick. In Level 1 Kyle battles his way
to the heart of the Terminator headquar-
ters and destroys the master computer,
Skynet. Then he makes a break for the
time-travel machine that sends him back
to 1984.

88880856

L2 eeee
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PROTIP: Just at the beginning of Level 1,
wait for the Bomb icon to appear and
reappear several times in order fo stock up
on Bombs.

H
Z

PROTIP: To destroy the machine guarding
the Machine Gun, just crouch and lob
Grenades at it underhand. Youw’ll take mini-
mal damage and eventually blow the ma-
chine away.

PROTIP: Skynet is in the lower right-hand
comer of the level, Use a Bomb to blow it

GAMEPRO < February 1992




hand area of the level, and the time ma-
chine, as fast as you can.

PROTIP: Keep moving forward. Get tangled
up battling those pursuing you and you’ll
take more damage than it’s worth.

In the three different areas of Level 2
Reese retums to Los Angeles in 1984
and searches for Sarah Connor. He's
trailed by police, bomb-tossing SWAT-
team members, and missile-fiing chop-
pers across the roof-tops of LA. Reese
finally tracks down Sarah in the TechNoir
Bar - but so does the Terminator!

PROTIP: Avoid taking damage from the he-
licopters by kneeling and standing still.

Level 3 takes place inside the Police
Station where the cops have slapped
Reese into a cell. He's got to search the
entire station until he finds Sarah. The
Terminator's hunting too!

PROTIP: At the end of Level 3 just blast
away at the Terminator until he falls and
then run past him until you reach Sarah.
This completes the mission!

PROTIP: The best defense against the
Bomb-tossers is to move up close to them

GAMEPRO <« February 1982

so that you're under the arc of the bomb
throw. Then blast away until they’re out of
commission.

The climactic battle takes place in
Level 4. Reese destroys The Terminator
in a huge fire - or so he thinks. The
flames merely expose the metaliic skele-
ton of The Terminator which retums for a
final battle through a factory.

-/ =
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PROTIP: To defeat this level Reese just has
to work his way as far to the right as pos-
sible, reach Sarah, and then wait for the
Terminator to be crushed!

He’s Back...

Game connoisseurs will note that The
Terminator, which was programmed in
the UK, features a distinctly European or
“Amiga” feel, including a lack of big-boss
battles at the end of each level. Atthough
the gameplay is slightly sluggish in spots
The Terminator is a satisfying, super-
tough challenge for those who enjoy a
game where the main strategy is simply
to make your way to the end without be-
ing destroyed. Digitized graphic screens
of actual scenes from the movie give this
shooter a nice polish. Sure he’s already
been back on both the big and little
screens in Terminator 2: Judgment Day —
but that shouldn't stop you from getting
yourself terminated one more time.

GamePro's Game Rating System
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Graphics ~ Sound ~ Gameplay FunFactor ~Challenge
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Five hundred years ago a
cataclysmic battle between
the gods Nexus and Vioid
split the Rod of Creation in two. Now as
Buc, a sorcerer’s apprentice, you must
find six Rings of Power and reconstruct
the Rod. If you can't, all is lost.

Rings at Your Fingers
Brave voyager, as you seek the
Rings in this massive role play ad-
venture you'll travel far and wide
across the varied temain of Ushka
Bau. Scan the land from a 3-D
perspective similar to that of
Populous. Journey from town to
city, continent

In addition to this 3-D view of Ushka Bau,
you've also got the ability to zoom.

to island, by land, sea, and even air as
you assemble a band of six skilled ad-
venturers, (Knight, Conjurer, Enchanter,
Necromancer, Archer, and Sorcerer).
PROTIP: Use the Dragon Stone to hitch a
ride. Go to an area with flat land and when
a Dragon appears hop on board. Youw’ll
need lots of food and lots of money, to
keep him happy.

Although you are free to wander
wherever you like, your only chance of
successfully finding the Rings is to sys-
tematically search each area and listen
carefully to the clues and hints of the in-
habitants. Your party will be in constant
need of supplies - food, water, gold,
weapons, trade goods, and special
items. Fortunately, most of the towns you
visit have stores where you can purchase
supplies, inns where you can rest, tem-
ples for healing, and more.

guild with lots of treasure. Grab it, exit, en-
ter another huilding, and

then retumn to the Guild. The treasure
chests regenerate - with different treasure
each time!

S - Tl
PROTIP: Learning to trade is crucial. When
you enter General Stores buy tradeable
items such as Gems, Blades, and Flowers.
There is one item that the inhabitants of
each town crave.

Nice Guys Finish First
Your journey across Ushka Bau is far
from easy. The inhabitants of some

GAMEPRO < February 1882

This field of battle features graphically de-
tailed head-to-head encounters.

townships will be ready to help you. But

make a mistake, such as failing to
pay taxes, not giving to the
poor, or harming a townie and

your popularity

plummets.

Nasty creatures
abound - from bears
to roving bands of evil
necromancers. You battle
for your life — and lose it of-
ten - in classic RPG-style

static-screen battles with
great 3-D graphics.

For Power Players
Massive is the best word for Rings
of Power, a quest reminiscent of

the classic Seven Cities of Gold. In
fact, the game comes with a gi-
gantic manual that includes a
complete run-through — and even

then you're looking at upwards of

150 hours of game time. Despite

some choppy scrolling, the 3-D view and

the up-close and personal battle scenes
lend this RPG a unique feel, especially in
tandem with the tenific tunes. You have
to burn some time to nail down the com-
plex gameplay, but the compeliing story
line and challenging quest make this
game a must for video adventurers. Ring
up Rings of Power.

Sound

Rings of Power by Electronic Arts
$59.95

Available January, 8, megs

Graphics

Gameplay FunFactor Challenge




CAN YOV A7
CAN YOV DRIVE?
CAN YU SIRETIH VP High?

95 ceats for the first
thereatter. Be sure fo|
e




GENESIS -

REVIEW

By The Unknown Gamer
You are Garrett, prince of

QW castle has been sumounded
by the evil Dalsis army, and only through
your guile and the help of your friends
were you able to escape with your life.
Now, on the run with a bare-bones
military force, you must regroup and
gather your allies for the final battle!

the kingdom of Baltia. Your

fantasy role-playing games. And if you
lose one of your leaders during any skir-
mish, he’s history!

The ays out all battles for you.

appear at Turn 6) decimate the enemy's
ranks before you take a crack.

simply have to reach a certain point on
the map. One thing all the scenarios
have in common, though, is the game
ends if Garrett bites the dust.

On a Role

Ok...s0 where do all those fantasy role-
playing elements come in? As in tradition-
al FRPG games, Prince Garrett and the
other leaders gain experience with each
battle they fight, and every tenth level they
evolve into a more powerful character.

arsong

My Kingdom for a Horse
Warsong by Treco is part military strate-
gy, part fantasy role-playing — an unusual
hybrid that tests your ability to outwit the
computer’s amy in 20 different scenar-
ios. As in most military simulations, you
determine the strategy, but the computer
runs the battle.

You start by controlling Prince Gar-
rett, along with his mentor, Baldarov, the
Swordmaster. At the beginning of a sce-
nario you purchase military units (your
amy) with gold. The game starts you
with 350 Gold Pieces, and after the first
battle, you'll receive moola for the num-
ber of foes you dispatch. As the game
progresses, more allies will join your
ranks, and in tumn, you'll be able to pur-
chase a bigger army.

Father ! I cannot leave

wou to fisht alone!

10x FLiReS 21 ypio o
Prince Garrett has to save the kingdom
of Baltia.

The 20 battles you fight are all inter-
connected - that is, this is an ongoing
story with as much detalil as traditional
54

PROTIP: Remember: military units can be
replaced at the beginning of each sce-
nario, but leaders CAN NOT. Protect your
troop’s leaders with your life! You’ll need
them all later in the game.

of a powerful enemy commander, leave a
weakened unit behind to delay the pursuit.

The Batile of the Bulge

Each scenario consists of several stages.
Usually, victory comes with the defeat of
the enemy leader, but sometimes you

T

ol N i

oik]!

In Scenario 9, stay on land and let the
Krakens (those giant squid creatures that

GAMEPRO < February 1982

Graphics

With experience, waniors get higher At-
tack and Defense ratings, which help shift
the battle’s outcome in your favor, and
spellcasters gain more powerful spells and
more magic points to cast them with.
PROTIP: The best way to build all your
characters quickly is to use your more
powerful characters to whittle down the
opposing army, then finish them off with
characters who need experience.

Some Day My Prince

Will Come

Warsong is a long, sometimes grueling,
game where the average scenario takes
60 to 90 minutes to win. A battery backup
system saves up to four campaigns. Even
if you aren't a big military strategy fan,
Warsong’s storyline and action will hook
you. If you're into fantasy war games that
require a little bit of brain power, Warsong
will give you the action you crave.

GamePro's Game Rating System

Gameplay FunFactor Challenge

Warsong by Treco
Price not available
Available March ‘92
4 megs + battery backup

Sound
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SUPER BOWL and NFL Shield Design are g -
frademarks of the National Football League. Oftciay
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Officially Licensed Product of the National Football
League Players Association.

REAL TEAMS....REAL PLAYERS....REAL FOOTBALL!

TECMO SUPER BOWL HAS 28 NFL TEAMS AND OVER 800 REAL PLAYERS

Available Now!
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By Doctor Dave
Time trip back to the Roar-

D _%\ ing ‘20's in El Viento by
17 Renovation. El Viento? That
means “the Wind,” and an ill wind
definitely blows through this hot, 8 meg,
horizontally scrolling action/adventure
game. In 1928 New York City, a bunch of
mobsters and a weird religious group
have banded together to summon the
vile wind demon, Hastur — not good! You
guide a beautiful young woman named
Annet in an attempt to crush the crazies
before they make the Big Apple rot.

Weapons of the Wind

As Annet, you get some impressive fire-
power. Your primary weapons are bladed
boomerangs, but the Wind Spells do the
real damage. You begin with Fire Balls,
which enables you to throw flames.
Throughout the game you acquire four
more Spells such as Water Current,
which shoots a destructive water current
along the ground; Wind Cutter, an awe-
some wide-area blast; and the self-ex-
planatory Explosion. For every two

stages that you complete, you acquire
another Spell, and you can toggle easily
among them at any time.
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El Viento is a hair-raising adventure that
keeps you on your toes. There are eight
stages with 20 scenes total. Annet be-
gins on the mean streets of New York.
She must then fight her way through the
SpeakEasy night club and an automobile
plant. Each level takes place in a different
urban setting such as underground sew-
ers and massive skyscrapers.

The place is overrun with hitmen
and assorted mystic vermin, such as
sneaky serpents and deadly birds. In the

last area of each stage, Annet takes on
some of the toughest boss creatures and
devices around.

Use the Fire Spell to destroy this serpent.

Play Up a Storm

Here's a cart that's ultra tough, but fun
and looks good, too. El Viento has splen-
did graphics and animation. The colors
seem limited in the beginning levels, then
the pallette paints up a spectacular storm
as the game progresses. Nice-looking
cinema screens enrich the storyline after
you complete a level.

Just like the wind (El Viento), this
game moves fast! Annet is very easy to
control, but this is NOT a cart that you'll
breeze through in one sitting. You're limit-
ed to three continues and the upper lev-
els become positively spastic!

If you're hyped for a thumb-bustin’
action game, give El Viento a spin. You
just may be blown away!

GamePro’s Game Rating System

Bfees

Graphics ~ Sound  Gameplay FunFactor Challenge
El Viento by Renovation Products
$69.99

Available now, 8 megs
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Buy your TENGEN
games at Toys "R” Us,
Kay-Bee Toys, Target,
Babhage’s, Electronics
Boutique, Software Etc.
and other fine retailers.
Or call 1-800-2-TENGEN
to order.

Digitized graphics
of live action for
the meanest,
nastiest, hand-
to-hand combat!
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M agic
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Your success in Might & Magic is deter-
mined by the ability of your party mem-
bers. Without shortcuts, building your
characters takes tens of hours of game
play. Use this shortcut to gain boodles of
experience points, along with some of
the best magic items in the game.

1. You must have a Sorcerer in your party
with the ability to cast the following two
spells: Fly and Teleport. OR you must
own a Witch’s Broom (to fly) and a Tele-
port Orb (to teleport). You also need two
characters with “Mountaineering” ability.
It's a good idea to have two clerics, one
in the number three spot and one in the
number six spot. Before you go on this
joumey, you need plenty of gold and
gems (for casting “Power Cure” spells).

(Ideally, you want to wait until your clerics
have reached the 13th level, so they can
cast the “Moon Ray” spell before ventur-
ing on this level-raising quest,)

To build up gold and experience
when you're just starting out, go to a city
that has a Portal to Atlantium. Once you
reach Atlantium, exit the city and head
West until you reach the raw sewage
pool (about three steps West). Sip the
raw sewage and your characters will have
100's in all attributes. Go back into At-
lantium and enter the Arena. Be sure to
have a GREEN ticket (purchase one in
Middlegate). This enables you to fight a

lesser battle in the Arena. With 100s in
every attribute, you shouldn’t have too
much trouble winning the battle and col-
lecting the reward. Repeat this process
until your characters are 12-15th level in
strength.

2.Flyto E2

3. Walk North two spaces to (3,9).

4. Turn East

5. Teleport eight spaces — don't try to
walk it!

6. Drink from the fountain (The World's
Greatest Fountain).

7. You now have a 200 in every attribute,
and you're 50th level for one battle.

8. Take one step in any direction and you
encounter a powerful group of monsters.
Defeat them (hopefully) with your pow-
ered-up characters and collect the trea-
sure. Step back to the fountain and rest,
drink from the fountain again, and try tak-
ing one step in another direction. Repeat
until you have enough gold, gems, etc. If
you encounter any monsters that you
can't beat - tum tail and run! You can al-
ways retumn to the fountain.

9. Fly back to Middlegate and save your
party at the Inn.

10. Fly to B2, Walk west along the road
until you reach (1,7).
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11. Tum North and walk two steps (here’s
where the Mountaineering skill is needed).

12. You'll encounter the three Cuisinarts,
one of the most deadly encounters in
this game. With your hyped-up abilities
you can attack first. The Cuisinarts have
an amor class of 60 and can take 1,000
points of damage before croaking. But
there are only three of them. As long as
they don't frenzy, they can only take out
three of your characters at once. Once
they finish their attack have anyone with
cleric spell ability cast a Moon Ray spell
to give your unconscious characters
some hit points.

13. With your increased attributes try to
knock off at least one of the Cuisinarts
each round. When they're defeated grab
the treasure - a bunch of gold and some
great magic weapons and armor.

14. Fly back to Middlegate. Use your
gold to increase your level, divy up the
magic items, and save your party at the
Inn. Then fly back to the fountain and re-
peat the entire process again.



CHIPS & BITS SNES TG16 GENESIS

GENESIS
KICK & PUNCH
Beast Wrestler
Boy
Fighting Master
Growl
Guardian Angels

$56
$39
$42
$44
$46

Heavy Nova
Kageki

Last Battle
Moonwalker
Pit Fighter

$50

$42
$49

Slaughter Sport $50

Streets of Rage $45

Street Smart $42
GENESIS
SPORTS

Arnold Palmer Golf $39
Budokan $42
Buster Dglas Boxng $42
CaliforniaGames ~ $42
Cyberball $42
Earl Weaver Basebll $49
Hardball $46
Jesse Body Ventura $46
Joe Montana Ftball $42
Joe Montana 2 $49
John Madden Ftball $34
JohnMadden'92  $42
Lakers vs Celtics
M Lemieux Hockey $42
Mike Ditka Football $46
NHL Hockey

Pat Riley Basketball $34
PGA Tour Golf $49
Powerball $45
RBI3 $49

Speedball2
Super Volleyball
Soccer

Tennis

T Lasorda Basebll
Zany Golf

GENESIS
ADVENTURE
Adventur Syd Vallis $42
AlexKidd Castle ~ $35
Alien Storm $42
Aliens 3 $59
Atomic RoboKid  $29

'PIT-FIGHTER' from

.| Onslaught

GENESIS
ADVENTURE

Ghouls ‘N Ghosts
Golden Axe 1
Golden Axe 2
James Pond
James Pond 2
Jewel Master

$48
$52
$49
$36
$42
$42

| Jojee's Odyssey

Marvel Land
MERCS
Mickey Mouse
Midnight Resistance $45
Mystic Defender ~ $39
Predator2

43
Qcksht Donld Duck $42
Rastan Saga 2 $42
Revenge of Shinobi $52
Rolling Thunder2  $

Saint Sword $43

,| Shadow of Beast

Shadow Blasters

flying and roundhouse
Kicks. $49]
Back to the Future 3 $42
Batman
Bean Ball Benny
Bimini Run
Bonanza Brothers
Chuck Rock

4;
$42
$42
$38
4

&
$42 B

Crack Down
Dark Castle
Decapattack
Dick Tracy
El Viento
Ernest Evans
E-SWAT

2f| JOHN MADDEN '92by|

_JELECTRONICARTSIs

the 1992 version of the
ultimate football game.
Includes all the originall
features, on-screen
play calling, IsoVision
passing camera,
audibles, & player
ratings. Includes over|
20 new features,|
tougher defense,
plays, better artificial
intelligence, Instant|
replay, rain, snow, &

Shadow Dancer
Slime World
Sonic Hedgehog
Spiderman
Stormlord
Strider

Swamp Thing

genetically engineered
war machine? You'll

smooth 360

[degree  scrolling.
Realistic arcade control

ﬁv of six characters: two!
f‘; male, two female, and

$56

R " two droid

Sword of Sodan
Target Earth
Techno Cop
Terminator
Thunderfox
ToeJam & Earl
Turrican

Vallis 3
Wardner

$34
$47
$47

Battery Pack
Car Adapter
Carrying Case $15
Deluxe Carry Case $19
Gear to Gear Cable $15

wind, 1 or 2 player

head-to-head ovpsiée- Batter Up $29 §

by-side, substituions,| Berlin Wall $29

injuries, & improved| Chessmaster $29

aikibios $42| Clutch Hitter $34
Fantasia $42 Devilish $29
Fatal Rewind $42 Doald Duck $34
Final Zone $29 Dragon Crystal $29
Flicky $19 EternalLegend $34
Gain Ground $42 G-LOC $29
Ghostbusters $42 Golden Axe $39

SEGA
GAME GEAR _
Game Gear $149
TV Tuner $99 |
AC Adapter $15 |

Gear to Gear Cable $15 [

GAME GEAH
Golf

Halley Wars

Joe Montana Ftball
Junction

Mickey Mouse

Ninja Gaiden

Outrun

Pac Man

Psychic World

Putt & Putter

Rastan

Revenge Drancon

Shinobi

Slider

Solitaire Poker

Sonic Hedgehog

Space Harrier

Super Golf

Super Monaco GP

Woody Pop
GENESIS

ROLE PLAYING

Arcus Odyessy
Battlemaster
Buck Rogers 1
Corporation
Exile
9] Faery Tale Adventul
Fatal Labyrinth
Immortal

King's Bounty
Master of Monsters
Might & Magic 2

M & M 2 Hint Book
Phantasy Star 2

Phantasy Star 3
PStar 3 Hint Book
Rings of Power
Shining Darkness
Starflight 1

Star Oyssey

GENESIS GENESIS

ROLE PLAYING SHOOTERS
$34 Super Hydlide $47 Hellfire $43
$29 Sword of Vermillion $59 Insector X $44
$34 Traysia 56 Musha $49
$29 Vasum (was Dando)$56 Phelios $29
$29 Y’ss $59 Raiden $50
'] Road Blasters $42
Sagaia $43
|| Soldeace $43
Space Harrier 2 $37
,| Space Invaders $38

Supr Thunder Blade $37
Tsk Forc Harrier Ex $45

)| Trouble Shooter  $39
Thunder Force2 ~ $37
Thunder Force3  $29
i 89! Instant Replay so| Truxton $37
llyou can relive exciting| Twin Cobra $38
Vapor Trail $56
Whip Rush $19
.| Wings of Wor $46
GENESIS

SIMULATION

GENESIS 688 Attack Sub $59

SHOOTERS
After Burner 2
Air Buster
Air Diver
Arrow Flash

Abrams Battle Tank $49
$42 Demolition Rally
$43 Dinoland

$44 F22Interceptor
$29 Hard Driving

[ARTS is the only flight|

simulator. Experience|

the sensation of flight

ifas you battle land, sea

& air targets in a vivid|

3D world. Fly over 100

B unique missionsin raq,

L MiilKorea, Russia & the.

USA. Or create your|

1} jown with the mission!

E’ \‘n jgenerator. Over 20
$56 /

$43

$59

$49

$56

r$42

$29

$52

$36

$42

$59

$10

INTERCEPTOR

lenemy radar. Multiple|
Land on an
aircraft carrier!  $42|
$26 Outrun
$42 Paperboy
$29 QuadChallenge
$52 Road Rash
$44 Super Hang On
$45 Super Monaco GP

Battle Squadron
Bomber Raid
Burning Force
Caliber 50
Crossfire
Crystal Quest

$59 D GENESIS
{ THEIMMORTAL ' from| STRATEGY
LECTRONIC ARTS| Art Alive $36
is an in depth role-| Barlin Wall $39
layin, nightmare|
come to fe, Meet the| Blockout $26
aker. Terror reignsin| Breach 2 $59
ight| Centurion:D Rome $42
Columns $29
| Herzog Zwei $39
{Every room filled with| ''S"
danger & deception.| Ishido $19
Full screen animated Junction $38
combat.| Klax $44
Difficult puzzles onf | emmings 42
Pretyiovel-Overthiny KT Mt 242
[animate: eal
scenes.  Digitized| Ms Pac Man $35
soundtrack of screams| Pacmania $42
land other unearthly Rampart $42
2 Eolnds. 2| Shove It $37
$59 Dynamite Duke $34 Star Control $52
ElementalMaster  $56 Trampoline Terror  $39
$55 Fire Shark $43 Ultimate Qix $40
$59 ForgottenWorld ~ $48 Warriorof Rome  $59
$59 Gaiares $56 Warsong $49
$59 Grenada $29 Zoom $30



GAMES FOR LESS 802 - 767 - 3033

GENESIS TURBOGRAFX 16 TURBOGRAFX 16 SUPER NINTENDO SUPER NINTENDO SUPER NINTENDO
HARDWARE ADVENTURE COMPACT DISK SYSTEM ADVENTURE SPORTS
GENESIS System $149 Bonk'sAdventure $42 Addams Family $48 SNES System $200 Nosferatu $54 NCAABasketball $59
Arcade Power Stick $39 Bonk’s Revenge $45 Camp California $49 SUPERNINTENDO Paperboy2 Nolan Ryan Basebll $49
Control Pad $19 Bravoman $47 Fighting Street $36 KICK & PUNCH Robocop 3 PGA Tour Golf $49
Genistick $27 Cadash $47 Final Zone 2 $47 Final Fight $54 Robomech RPM Racing $49
Power Base Cnvrtr $34 Camp California $48 It Came frm Desert $48 UN Squadron $54 Rocketeer Smart Ball $49
% Jack Nicklaus Golf $44 3 SuprBaseball 1000 $54
Bl JB Harold $47 SuprBases Loaded $49
Last Alert $47 Supr Double Dribble $54
Lords of Rising Sun $44 Supr F1 Built to Win $49
Magical Dinosaurs  $47 Supr Frmtn Soccer $49
Monster Lair $42 Supr Off Road $49
SherlockHolmes ~ $47 Supr Play Actn Ftbll $49
Shape Shifter $44 Supr Pro Wrestling $54
Vallis 2 $47 Supr Tennis

Vallis 3 $48 SuprWrestlemania $54
Y's Book 1 & 2 $47 Waialae CC Golf ~ $59
's3 $48 WeaverBaseball ~ $52
TURBOGRAFX 16 WWF Superstars ~ $54

'ACTRAISER' from ENIX combines pulse-stopping action Ba"isﬁstORTS $43 [[CASTLEVANIA 4' from KONAMI is the greatest Sggﬁ: gﬁrﬁ:go

sequences with an intelligent Simulation Mode, allowing the|
$54)

player to forge a new civilization. Battle Royal

Video Monitor Cable $ 9 Cratermaze $27 Davis Cup Tennis

Chmpns Frvr Boxng $49

[CASTLEVANIA yet. Great sound FX & graphics, 11 levels,
Terrace of Terror, Rotating Dungeon, Sunken Ruins. $54|

SUPER NINTENDO

$47 Actraiser
Drakkhen

Dungeon Master

$54
$43 Simpsons $54 $59

Wireless Control #1 $39 Darkwing Duck $48 Jack Nicklaus Golf $44 SIMULATION Smash TV $49 Final Fantsy Lgnd 2 $59
Wireless Control #2 $19 Double Dungeons $47 PanzaKick Boxing $43 F-Zero 49 Solstice 2 $49 Might & Magic 2 $59
TURBOGRAFX 16  Dragon’s Curse $36 Power Golf $29 Pilot Wings $49 SuprAdvntrisland $54 Ultima5 $64
HARDWARE Dungeon Explorer $19 RBI3 $42 Radio Flyer $54 Supr Ghouls Ghost $54 WandersfromY's $59
TurboExpress $289 Impossamole Super Volleyball $39 SimCity $49 Teeng Mtnt Nnj Trtls $59 Zelda 3 $49
Turbo AC Adaptor  $29 ELECTRONIC ARTS ELECTRONIC ARTS'| Supr Battle Tank ~ $54
Turbo Car Adaptor $29 'SHADOW OF THE| Ultrabots $54 JOHN MADDEN

Turbo Comm Cable $19

adventure game with!

TurboGrafx 16 $99 oaraliax scring and| SUPER NINTENDO
Turbo CD Player $289 cutting edge Psygnosis. SHOOTERS
TurboBooster $32 artwork.  Includes| Darius Twin $54
TurboBooster Plus  $46 multiple  scrolling] D-Force

BEAST' is the ultimate

Wing Commander 1 $64

$54
Earth Defenc Force $49

TurboCable $9 backgrounds for 3D|
TurboPad $19 elfect. | Explore thel Gradius 3 $49
TurboTap $19 caverns. Destroy the| Hyper Zone $43
TurboStick $38 Dracubeast before his| Raiden $54
TurboVision $89 '| Supr R Type $54
TURBOGRAFX 16 SUPER NINTENDO

SIHATEGY, 132 monsters, 8Megs PINATEGY, 'JOHN MADDEN 1992' from ELECTRONIC ARTS comes
Bomberman of ultra compressed| Bombuzal $49 i) SUPER NINTENDO. Includes 29 teams, 100 plays, great
Boxyboy memory, 13 levels of| Chessmaster $49 |graphics & sound FX, instant replay & weather. 52
Chew Man Fu 9 aotion. $52] | emmings $49
Drop Off JJ and Jeff Takin' It to the Hoop $27 Populous $49 Ultraman $46 CHIPS & BITS
KLAX Legendary Axe 1 TV Sports Baseball $43 Shanghaii $49 X-Men $49 PO Box 234
King of Casino Legendary Axe 2 TV Sports Basktball $43  SUPER NINTENDO SUPER NINTENDO Rochester VT 05767
MilitaryMadness ~ $47 Neutopia TV Sports Football $43 ADVENTURE SPORTS 802 767 3033
Moto Roader $37 NightCreatures TV Sports Hockey $43 Castle Vania 4 $54 Big Run $49

Timeball
Tricky Kick

$40
$41

Ninja Spirit

Parasol Stars
"'BUCKROGERS' from
SSl s an in depth sci-fi
roleplaying  game.
Control 12intergalactic
warriors in tactical
combat  against
dozens of aliens
Encounter sentient
extraterrestrials from
uncharted  worlds
Features first person

World Court Tennis

China Warrior
Pit Fighter
Vigilante

SHOOTERS
Aero Blasters
Blazing Lazers

Bloody Wolf
Cyber Core
Deep Blue
Dragon Spirit
COUNTDOWN T0 DOOM: Fantasy Zone
SEIGEACTON ROLE ARG Galaga’90
page hintbook & maps| Ordyne
included. $59 Psychosis
TURBOGRAFX 16  RiftwarSaga Raiden
SIMULATION Silent Debuggers R-Type
Alien Crush $19 Splatter House $49 Sinistron
Devil’'s Crush $47 Tactical Gladiator ~ $47 Space Harrier
Final Lap Twin $19 Talespin $48 Super Star Soldier
Victory Run $19 Tiger Road $47 Turrican

World Clss Baseball $19

TURBOGRAFX 16
KICK & PUNCH

TURBOGRAFX 16

Fax 802 767 3382
GEnie Keyword CHIPS

Dream TV
Equinox

$54
$49

BillLaimbeer
Extra Innings

$54

$19 $49

We accept Visa, MC, Money
Orders & Certified Checks.
COD add $5. Checks Held 4
Weeks.

Ml Most ltems shipped same day.
All shipping rates are per or-
der not peritem. UPS Ground
$4:2Day Air $6: POBox, APO,
FPO, $5: Air Mail to Canda
$6: HI, AK, PR, Mail $5: HI,
AK, PR, 2 Day $12: Air Mail to
Europe $12 first item plus $6
each additional item. Call for
hardware shipping rates.

ZTMM# [855

Handheld Entertainment System

'TURBOEXPRESS' from NEC is the best handheld game
system on the market. More colors, beter resolution, more|
software than any other system. It is the top of the line. $289!

Advertised prices are for new
games. Used carts traded at
$25 to $40 less than new. No
cash paid, store credit only.
Used carts sold at $10 to $25

$49 Home Alone $49 F1 B RN ey

$42 Hook $49 Hole in One Golf $54

$47 Jelly Bean $49 Jack Nicklaus Golf $54 ‘A_II sales l‘lnal. sm;:pir:’g
$37 Joe & Mac $49 Lakersvs Celtics ~$52 limes not guaranteec.
$49 Lagoon ~ $54 MaddenFootball ~ $52 ::;;%‘;ﬁi:g‘,‘:::g,ﬂm
$43 Legend Mystcl Ninja $54 Mike Tyson P Pnch $54 ability subject to change.



Nerd-bashing has been go-
ing on-since the dinosaur
days - just ask cave-dudes
Joe and Mac. They know from first hand
experience the devastating aftermath of
nerd-bashing — nerd revenge!

Yes, the cave-nerds are having the
last geeky chuckle ‘cause they crept into
Joe and Mac's camp and scared off all
the Cave Babes. There's only one thing

My, What Big Teeth You Have
Life is brutal outside the safety of one’s
cave. Joe and Mac leam a hard and fast
lesson in self defense as they make their
way through three four-part stages cover-
ing everything from icy subterranean cav-
ems to red hot volcanic wastelands.
Keep an eye out for dinosaur eggs:
crack the right one open and a Pink
Pterodactyl canies you off to one of six
Bonus Stages. If you're a really shrewd
gamer, you may even discover a few se-
cret stages.

PROTIP: Bonus stage Pterodactyls won’t
carry you off to a bonus stage unless all
enemies have been destroyed and/or are
off the screen.

You encounter exactly what you'd

to do now — grab a club and scour the
countryside.

Team Neanderthal
Not only are Joe and Mac handsome fel-
lows, you get the pleasure of enjoying
both of their mugs at the same time.
Yup, Joe and Mac is one of the few, new
side scrolling SNES fitles with a two play-
er buddy system. Even if you're a “lone
wolf” by nature and prefer to tackle the
video world alone, it's always nice to
have the option to take along a friend.
Another groovy gameplay option is
the 2 Player Super Game, which enables
you to either compete or cooperate in
the search for the Cave Babes. There’s
also a Mode selection for skill levels:
Easy, Normal, and Hard. The only de-
tectable difference between the Modes is
that you're allowed the most continues in
Easy (3) and the least in Hard (2).

5300~

expect in the wilds of prehistoria: di-
nosaurs, dinosaurs, and more dinosaurs
Some are big, some are small, some
swim, some fly, and some even cry.
There’s also an abundance of ill man-
nered fellow cave dwellers who, appar-
ently, would rather hunt Joe and Mac
than dinosaurs for dinner.

PROTIP: Don’t waste time trying to knock
the beehives down in Level Two. Take a

few stings and make a “beeline” to the top
of the tree.

g0y

Prehistoric Artillery

Speaking of dinosaurs and belligerent
cavemen, that brings us to the topic of
weapons. What else would cavemen car-
ry other than the infamous wooden club?
For your combat pleasure they carry
plenty more than just an overgrown twig.
By cracking open dinosaur eggs, Joe
and Mac can power up their clubs so
that they shoot Bones, Boomerangs,

Fire, and the world’s greatest inven-
tion...Wheels! Once you collect all the

23700

3905
e |

P s IODIRS P 1

- power ups possible they’re yours to
PROTIP: Stay -m the far left of the prehis- Pnons.- The Boomerang is the best all keep, and you can switch ammo with a
toric sword-fish and blast them as they around weapon. tap on the Select button.

Jjump out of the water.
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§| are in full technicolor bloom, including the
background scenes which are as crisp
as movie matte paintings.

When compared to the arcade ver-
sion, however, there are a few things
missing. Joe and Mac can't perform the
cool swinging elbow-jab move that they
use in the arcade game, and they don’t
have the variety of facial expressions.
The stage bosses have an annoying
habit of reappearing albeit in different col-
ors. However, the bits that were lost in
the translation are all so minor, they don’t
really take much, if anything, away from
the game.

PROTIP: If you lose a life and your spirit be-
gins to float skyward, move towards solid
ground., Otherwise, when your additional
life kicks in and you fall back to earth over
shaky footing, you may lose another life.

PROTIP: When the lizard-creature rolls
himself into a tiny ball and huris himself
into the air, move to the far left or right of
the screen; he always falls towards the
center of the screen.

Fun in the Ancient Sun

Joe and Mac is looking pretty strong
coming out of the SNES starting gates.
Although it's not a super intense
action/adventure, it has a solid founda-
tion of great graphics, easy gameplay,
lots of levels, and rockin’ tunes which
make it a fun game, especially for two-
person play. Join the prehistoric “club”
and take a peek into the past with Joe
and Mac.

they look good doing it! The answer to
both is “yes.” J & M can swing, jump,
squat, and turn on a dime. The graphics

S H (B ATO0 DHee 5 =

Dot 7 > sagere’ v~ sppgees? 7 > e’ v
PROTIP: Stay to the:far left of the screen
and use the boomerang weapon to destroy

GamePro's Game Rating System

the wooly mammoth boss.
Caveman Athletics ZRW;:IISG ”Zt'e W"y'e:',’”w?;:o" in ”'em";“ Graphics ~ Sound  Gameplay FunFaclor Challenge
Now that you'know J &M have cool Va SO OO wheels roll up
Clubsandy i, e Hhill, they can also destroy boulders. Joe and Mac by Data East
power-ups, the question is $59.95
how well can they use them, and do Available now
8 megs
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The town of Redmount has
fallen on evil times. With

RS> leaders named Duey,
Chester, Edgar, and Pierre running the
show, it's no wonder. They sound like a
schoolyard bully’s hit list. Enter homeboy
Dogi and his pal, Adol - who just hap-
pens to be the baddest swordfighter in
the land of Ys.

Adol and Dogi “Ys” into trouble.

AtYs

TurboGrafx-CD players already know
Wanderers from Ys (see GamePro, Jan.
'92) as Ys Book lll. This SNES game mir-
rors that TG-CD adventure.

PROTIP: The ProTips in the Ys review in the
Jan. 92 GamePro apply here, too.

Ys dishes out a satisfying mix of
roleplay gamING (RPG) and action/ad-
venture. As Adol you quickly ditch Dogi
at an inn and take off for action. You
build up character traits, interogate
townsfolk, slash for gold, and buy impor-
tant items just as in any RPG. Like many
action/adventure carts, you fight a horde
of murderous beasts and solve maze-like
obstacles.

The six-level Ys environment is rich
and unpredictable. Along the way you
track down Swords, Armor, Shields,
Magic Rings, and other magic items,
which are essential to your fight.

PROTIP: The Power Ring’s to the left at the
bottom of the pit in Tigray Mine.

PROTIP: There is natural Herl in the “shade
of the rocks” in Lava Zone Nine of the
Livern Ruins. Use it right there and you can
grab some more.

Ys-y on the
Eyes and Ears
The graphics are sharp
and feature bright, Japanese-style charac-
ters and some nice SNES cinema. They
really shine when you face the bosses.
The action’s in side-view, multi-scrolling
perspective and, like any RPG, you can
move back and forth through any level.

The sounds are minimal, but the cart
spins its tunes with enthusiasm. Although
MTV they aren't.

Ys not Heavy

Wanderers from Ys doesn't throw a whole
lot of curves at you, but it dishes out
thumb-pumpin’ action. Most adversaries
move in predictable, repetitious pattems
across your path. Knocking off the bad
guys simultaneously snares points toward
Experience, Magic Ring Power, and Gold.

Use bad guys like the Blue Ogres to load up on
points.

You must move cautiously and with
precision to find the right spots to hack
without being hacked. When you meet
mid-level and stage bosses, however, the
fighting’s fast and furious! No time for
thinking ahead - until you're dead!

PROTIP: To do in the Tigray Boss, use the
Amulet (which you buy in Redmount). The

GAMEPRO <« February 1882
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Long Sword, Chain
Mail, and Health 80 or
better helps a lot. Crouch beneath the
blade blasts and charge in with the Down
Thrust (Press Down, B, and Y).

The gamePlay is slick. You get four
swordfighting techniques. The easy-to-
use Equipment and Inventory Screens
make juggling weapons, magic, and oth-
er useful gear a breeze.

PROTIP: Traveling back to the entrance of a
level recharges Health.

The Save Game feature — with 15
save positions — and unlimited continues
saves your sanity. Work out strategies, try
them, and learn from your mistakes with-
out starting from scratch.

Lots of Herb, the Shield Ring, and head-shots
are the keys to beating this Fire Dragon.

“ys” nn’ llEase"

Wanderers from Ys is as close to a 16-
bit “standard” as any SNES cart is likely
to get. You get a good-looking RPG, a
massive video-game environment, and
energetic hack-n-slashing. If you eamed
Ys battlescars on the TurboGrafx-CD,
this cart holds no surprises, but it's much
harder! Wander into Ys with the Wander-
ers from Ys.

GamePro's Game Rating System

SO

Graphics ~ Sound  Gameplay FunFactor Challenge
Wanderers from Ys by American Sammy
$64.95

Available now, 8 megs
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NOW YOU'S

WITH REAL COMME

WH, it'sfinally here. And it may be the All-Madden All-Stars).
biggest breakthrough in the history of the game. Were ~ Player skills(includ-
talking about EASN, the interactive video sports net- ing quarterback's
work that has them buzzing from the boards of Madison scramblin)are e

Square to the soggy turf at the "Stick. Check out the and ranked because
they'l affect every play.
scouting reports for yourself. :
(all more than 100 offensive

and defensive plays from Madden's actual playbook
or use audibles at the line. Choose real weather like rain,

=5 ice,snow and mud (as John says,

real football players are mud- -

ders). Play on surfaces from the
turf in domed stadiums to real grass.
On passing plays check out all-new IsoVision™ with

three isolation cameras covering your primary receivers.
P He's been called Mr. Intensity. The biggest Watch them signal
man in the league. Fact is, no one knows football like when they pass the
John Madden. And no video game for the Super NES™ first down marker or
has the bonejarring impact of John Madden Football. the end zone. And
This game is so true coaches have used it for training. stand by for instant Ll
Scquare off with 2 pro-caliber teams (includingthe ~  replays. You can watch in real time. View the action




frame by frame. Even scan the field to spot blown
+  assignments. You'll also find Madden's one-on-one
) match-ups provide valuable insights for critical
’ play-calling situations.

Choose any team to play in the Regular Season,

or select one team and enter the play-offs. Then go for
the championship gold. And what will big John have to
ay about your play? Stay tuned to EASN and find out. @

P> Itsall here. The pressure, the excitement and the

hallenge of professional golf. Welcome to the only game

o make the cut, PGA TOUR Golf.
Tee off against 60 top TOUR pros in real FGATOUR

E PART OF THE FIRST
TATORS, REAL STATS

categorieslike driving accuracy, par breakers and putting
average. Take on four of the TOUR's toughest courses

(designed from actual ;
PGATOUR blueprints) ¢
and compete in three

premier tournaments.
Playin THE
PLAYERS CHAMPIONSHIP at TPC at Sawgrass, The
Kemper Open at TPC at Avenel and The Honda Classic at
TPCat Eagle Trace. Or take your best shot at the awesome

PGA WEST Stadium Course. Ten PGA TOUR stars give you
playing hints and comments. But, ultimately, its up to you.

COMING BEFORE THE SNOW MELTS

To suceed you'll need to nail golf’s toughest shotslike
e chips, punch shots and fringe putts
(the 3-D putting grid lets you read
all the breaks). True to life, totally
authentic TV-style coverage gives you multiple camera

views and spectacular aerial fly-bys (using the Super NES
Mode 7 scaling and rotation). Plus,all new for the Super
NES, it the exclusive EASN Ball Cam™ Follow the flight
of your shots from club face to ball mark.



MOVE (WER CBS.

MOVE lWEH NBC.
MOVE O\IER ABC.

MOVE OVER ESPN.
2
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ectonic Arts Sports Network,John Madden Football,IoVision, BallCam ar trademarks of Electroni Art. Actua sereensfrom Super NES™ and Sega™ Gen
Nintendo Entertzinment System® and Super NES™ and the oficialseals are regisere trademarks of Nintendoof America Inc. SnugZ.is the egistered trademark of SnugZ, USA. TPC, PGA
TOUR? THE PLA) AMPIONSHIP The Kemper Open, PGA West,and The Honda Classcare registered trademarks. Seg a Enterprises L. NBA s
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INTERAGTIVE SPORTS

AND, OF GOURSE, THE

Andifyou thinknoone  §
will see your heartbreaks, =
think again. Winning against this RS
kind of competition will take all you've got. And the eagle
eyes of the EASN sports teams stay on you all the way. EX

BULLS VS. LAKERS

NBA

PLAYOFFS

STOP, POP AND DROP
SUPER NINTENDD

In one heart-stopping moment, the player leaps.

Seemingly suspended in air, he eyes the basket Then, tongue
out, he flips the ball from right hand to left.
Blind Bank. Two points. Championship!

[t must be the 1991 NBA Playoffs. And ==

&SSiE)

now you can face off against moves like these and
the patented plays of legends like Bird, Barkley,
Isiah, KJ, Clyde and David. Its all part of Bulls Vs.
Lakers And The NBA Playoffs for the Super NES.
Representing the best of the best, the game features

16 hot NBA teams plus the 1991 All Stars, each with a full
player roster and a complete set of accurate stats. Choose
any two teams for scrim-
mage or select one team s

to enter the playoffs.

Asaplayer/coach you'll

COMING FOR THE PLAYOFFS

have to expertly manage

your bench, watching for foul trouble, and skillfully rotate
in your second string to give your stars a rest.

And you'd better know the NBA rules. Refs call
10-second backeourt violations, traveling, offensive and
defensive fouls. Of course, the 24-second shot clock is in
effect—so speed and agility are critical.

Itsall part of the hottest baskethall game

o around this or any league. And what will the anchors

B 2t EASNbe doing? YouTl find utat halfime. {



NETWORK

REAL GAME.

P> To add toall the action,join the EASN Players

Association. Members get advance notice on new EASN

games (including all the details and release dates) along
with strategy hints from our all-pro design team. You can
also get special sports merchandise offers not available
anywhere else.

That includes the entire EASN Players kit: EASN
haseball eap; FASN Sunglasses and SnugZ;" EASN

Free with your EASN Membership kit! A 15-card pack

of the 1991-92 Edition of SkyBox™ NBA Trading ot
Cards. High tech graphics with action shots on the i 2
front and personality shots on the back showcase E
both on-court stars and off-court celebs. There are
350 cards in total, so start your collection today! _.;' . §

SiKlyBlaX s

Players Association jumbo sticker; EASN Players Asso-
ciation stickers; EASN Players Association school folder
and pencil; John Madden Football ruler; EASN embroi-

dered patch, plus a personalized membership card. And
if that isn't enough, s a member of the Players Association
you'll get SkyBox™ Series [ NBA Trading Cards. ®

It’s ahuge value,sostart

working out by sending in
your check,money order or
VISA/MC/DISCOVER for
$10 plus $4.50 shipping .
and handling to EASN Players Association,

P.0. Box 7530, San Mateo, CA 94403-7530. Call
415-571-T171 ext. 555. Allow 4-6 weeks for delivery.

oA

ELECTRONIC ARTS SPORTS NETWORK
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1-900-446-8477

Gaml’l'os Hot Tip Hotline!

v Nintendo Tip ¥
o £ the Week

« Get all the greatest tiPS
pefore your friends!

GamePro Mailpox
LI e | aye g happenmg rap

for the GamePros)
! We /
want to hear from yo © « Send your scores into the
* Tellus what yoy tratosphere!
ant to 3 =
and how we can make Gﬁ‘;’_ « The answers to your tough
Fro better est gaming problems:

* Give the lowdown on agreat
new game tjp, tactic, pass-
word or Strategy,

4D, Roth's

Celebri LD/ ;
1 offer o mm o tmree Moy
ny * Holf 3 e |
i . Gt your Own S(ljlb’ de;?ggef[,sm love host amund,om o the hipest
sc”pt'o&;%;%: e 10p alentand ta oot e W 0500
Game ; th- Ortheir favorite tj ; w.
~hot mon Ibs and tactics/ :
T pec L s s e Al questin? ask
ly !Sr?l:he {atest vid tricks! 9aming straty T Distring * Your question may be used o
witl ) offer for Hotline ©ges from the stars) 7 UPComing €pisode of the
> igj?:r's —only $14.97! mePro show/
«68% off the l’eg"J'ar
i ewSStand rate!

Tips Bulletin Boarg

o ) A"-ﬁme o 4 :
% GamePro’s 5 the gaming ¢ ;
Y greatest Game Hints overl You can g 1°° 319 tacis

games 2 . :
« Classic tips for some of :,he gﬁf ;acked round! g,g;(for Nintendo, Geness, 750
3 other action-| !0, Game S =
« Suretorev’you upforan Mester Systep, ng;gsalnd =
* Updiatey weekyy/ :

$1.75 for the first minute, 90¢ for each minute thereafter.

Be sure to get your parents’ permission to use the Hotline if you are under 18 years of age. Messages subject to change without notice.

o



By The Game Show Host

With The Most

Good evening, and
thanks for tuning in
Smash TV.! 'm The Game
Show Host with the Most, and these are
my beautiful co-hostesses, Trixie and

Bubbles. Tonight's Super NES telecast by

Acclaim is guaranteed to blow
your picture tube out of the
walll So sit back, relax, and let
the games begin!

Rules to Smash

As always on Smash T\, you
get to play as one or two of our
contestants, the Red Guy and
the Blue Guy. Working alone or to-
gether, you play the ultimate game
show for the ultimate prize: your

lives! (Heh heh, no wonder we get
such high ratings.) Die-hard junkies of
the arcade and NES broadcasts of
Smash T.V. will recognize our version as
a direct translation, but even new-com-
ers, especially those who blazed through
coin-op classics like Robotron, can leam
our rules and regulations fast. You better
learn or you're dead!

PROTIP: When you clear a room, move out
ASAP or a homing explosive device moves
to the attack.

Firing up the Airwaves

As our lucky contestants, you get plenty
of firepower to help you fight to the
finish. You start with regular rapid-fire
laser pistols, but they can scrounge up
Grenade Launchers, Photon Guns,

speed enhancers, and the ever-popular
Mobile Forcefields. The Super NES pad
provides pin-point accurate controls.

74

Make the most of your lives ‘cause you
only get five of ‘em to start (you can find
more) and four continues.

Big Money! Big Prizes!

I Love It!

Smash T.Vs not just about risking it all
for the thrill of total carage. Not only will
you live if you win, you'll retire from ultra-

violent game shows in luxury with all the

VCRs, cars, toasters, and cold, hard cash

your fists can grab. Look sharp or the
prizes will slip through your fingers fast!

TORSTER
§ _ Bowis n

TIRSTER
JORUS
< M o= m
P
e -y »-
e O BN
- por i -
Ry on o>
1072665

'ROTIP: Pay atiention to the map and head
to the “$” signs for mounds of bonus gifts
and bucks. Watch out, sometimes prizes
hide land mines!

GAMEPRO e February 1882

PROTIP: Collect ten keys and you can ac-
cess secret rooms. Press against locked
exits and one’s bound o open.

Meet Mr. Shrapnel!
Wait il you get a load of our mutant hu-
manoid masses here at Smash T.V. Red
Guy and Blue Guy get gooey with gang
bangers like the Club Creeps, Satellite
Orbs, Cyborg Tanks, and everybody’s fa-
vorite explosive personality, Mr. Shrap-
nel. All are captured in crisp over-
head-view, splatter-happy detail.
Each of our four levels of stage
frights concludes with one of my
associate mass murderers, such
as Scar Face and Cobra Head.
And to eam the Grand Champion
trophy, you gotta dethrone me, the
Host of Smash TV. I'm waiiiiiting!

PROTIP: To scrap Mutoid Man, snatch up
any heavy-duty artillery you can get your
hands on, then pound his body parts in
this order: gunners, arms, treads, head. Al-
so, watch out for Mutoid’s eye beams, and
take out Mr. Shrapnel when he arrives.

Get Smashed

All right, we gotta admit our show.isn’t
as graphically intense as some SNES
broadcasts, but, hey, the digitized voices
and stereo beats are 16-bit superb and
the action’s right on target with the ar-
cade original. Come on down and take
your best shot at Smash T.V.!

GamePro's Game Rating System

Beees

Graphics ~ Sound  Gameplay FunFactor ~Challenge
Smash T.V. by Acclaim Entertainment
.99 :
Available January




So you still haven't found a
- tennis video game that
comes remotely close to
qualrfylng as a championship contender?
Your courtside blues are over! Super Ten-
nis by Nintendo walks away with Game-
Pro’s 16-bit Grand Slam tennis trophy.

Tennis for Two

Lace up your Pumps and re-string your
racquets all you tennis doubles teams,
Super Tennis is buitt for multi-player
comfort. One player can take on the
computer in a singles or doubles
matchup, but grab a friend for the best in
SNES tennis action. Go head-to-head
against your bud in singles or doubles, or
put it on the line together against the
CPU. The only element lacking element
is an option for three- or four-player inter-
activity, but that's because no such
adaptor exists for the Super Nintendo!
Too bad!

Touring the world with Super Tennis.

Players from Peoria

If you're into video games that imitate life,
forget it, Super Tennis’ players are fictional.
But each one has individual stats and char-
acteristics, so player-selection strategy is a
must. You can tour the Men's or Women's
World Circuit, enter toumeys at selected
court sites, and make a play for a trophy
and a password. The characters are drawn
in that silly Super Mario vein, but the fluid
animations and crisp top-angled court
scrolling are simply the best ever for a ten-
nis cart. Likewise, the sound effects, such
as the reverberations of the ball, the roar of

the crowd, and the “thwack” of your rac-
Quet, sound oh so sweet! Too bad more
digitized voices other than “Out,” “Fautt,”
“Deuce,” and “Let” aren’t used.

Double your fun with the doubles mode!
PROTIP: Amy and John have powerful
ground strokes which make them the
strongest all-around players.

Racquet Control

Most tennis titles contain a limited range
of controls, moves, and shots when
compared with “the real thing,” but
you're all over the court in Super Tennis.
The SNES pad's four fire buttons trigger
a Flat (B), Slice (A), Topspin (X), or Lob (Y)
shot at the baseline, and control Volleys
at the net. Your L and R buttons at the
top of the controller add left or right Spin,
respectively. Also, you have the ability to
dive for just-out-of-reach balls. No jerky
movements here, the players are smooth
as an Ivan Lendl or a Boris Becker...well,
almost. About the only thing you can't do
is badmouth the ump’s calls! (Although
you do throw a mini-tantrum and yell
“Rats” and “No!” if you miss a shot or

GAMEPRD -«
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lose the match. You think that's screwy,
the Japanese version of Super Tennis
contains even more risque language
we're too polite to print!)

Make the dive or miss the shot.

PROTIP: To execute a drop shot at the nef,
hold down Up if you're on the far court or
Down if you're on the near court, and then
press A

PROTIP: To pull off an unreturnable slice
serve, stand in the spot indicated in the
above photo, hold the direction on the pad
Your serve is travelling (Right if you’re
serving right or Left if you're serving left)
plus Spin, then hit the ball just before its
lowest point. Bingo!

Line Call

Super Tennis serves up some of the best
gameplay, graphics, sounds, and all-
around fast action in a tennis, or for that
matter any sports cart ever. The realism
is uncanny, right down to the obnoxious
ball boys who prowl the net between
points. Super Tennis delivers!

GamePro's Game Rating System

Graphics  Sound

Gameplay FunFactor Challenge
Super Tennis by Nintendo of America
$49.95
Available now, 4 megs
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J1eq Even the most dedicated chess

- > g \‘ ? '
By Boss Music
> When you've been zapping video-
g ® warriors and techno-weenies out of
the sky for weeks at a time, you tend to forget
about those board games. Take, for instance, chess. The Chess-
master, a ported-from-computer Super Nintendo cart by Mind-

scape, is a battle of the brains for
one or two players.

| Board Wars
It would take gobs of space to de-
tail the rules of chess, but here are
the basics: each player com-

§ mands a line-up of different char-
acters, each with individual move-

I mentand offensive capabilities. By

coordinating pieces such as Pawns, your'o in GHEGK]

Knights, Rooks, and Bishops, your objective is to capture the op-

ponent’s head honcho, the King. Everything’s by the book in
Chessmaster, and you can select a
regular 2-D view or the 3-D per-
spective. The music's pretty in-
nocuous, so switch it off and just
concentrate!

You can select the computer's
skill level, decide how much time
it's allowed to consider each
move, force The Chessmaster to

move, replace captured pieces any-
time, add pieces, ask for advice, plot all “Check Mate” possibili-
ties several moves in advance, alter the chess set’s design, have
The Chessmaster play against it-
self, or even switch sides in the
: middle of a game! Of course, you
< i‘ can always challenge a human
| player for head-to-head chess
| strategy. One particularly useful
Al option for beginners is the Teach-
g ing Mode, which displays all legal
moves for any piece.

Check and Mate

PROTIP: When you're first
leaming the game, use the
“Take Back” feature as of-
ten as necessary. Just press
champs are probably wondering Select and then L or R on

what purpose a $64.99 video ver- the top of the controller
sion of their beloved game can serve. Simple, you get an elec-
tronic opponent who can match or exceed your best moves,

@ and in the process teach you a new trick or two.

ound Gameplay _FunFactor _Challenge

Super Off-Road

Picture this. It's Friday afternoon.
You're stuck on the freeway in a -
two-mile back-up, you can't find any good
tunes on the radio, and you're
running out of patience. No prob-
lemo! Stomp on the gas pedal
and ride over or around them in
your four-wheel drive Toyota
pickup.

Eat Dirt, Suckers!!!

If you've ever entertained such

free-wheglin’ fantasies, here's an SNES  “Make ‘em eat your dust!”

cart you've just got to check out! Super Off-Road by Tradewest is

the spitting image of its arcade big brother. You and your bad mi-
ni-pickup truck take on some of

el the meanest dirt tracks in America

—there are 16 different courses
with 64 configurations.

The goal of Super Off-Road is
to finish in first, second, or third
place. If you do, you win prize

=, money. You can then spend that
cash on things to help you win
:’w"m more races such as Nitro Fuel Units, bet-
Fanatic Fan?” ter Tires, Shock Absorbers, and faster
Acceleration.
Mickey Rules
There are four drivers in every race, up to two can be human.
One of the computer racers is the world famous Mickey
Thompson. Thompson is the king of the dirt track, which is
why he has an almost unlimited
supply of Nitro Fuel Units.
PROTIP: Save one Nitro for the

on the leader - especially if he
has a big lead. When the leader

-—— \
is about to cross the finish line, [EEsS 7=
hit your Nitro to blast by any =

vehicles near you and into a
better finishing position.
as using a Nitro -

Drive, He Said especially i the truck
Super Off-Road is one of those easy-  smashing into you is
to-learn, racing action games. The using a Nitro at the time.
gameplay will remind NES owners of
the classic RC Pro Am but with much better graphics and
sound effects.

Put the pedal to the metal and get down to a retailer —you
can bet Super Off-Road will move fast!

PROTIP: Being burnped
from the rear is as good

GamePro's Game Rating System

dne ol

Graphics ~ Sound  Gameplay FunFactor Challenge




\WHAT,FOUL?®

L —— £ SUPER NINTENDD
BN HIBEER:S] -

Combat Basketball.

No personal fouls and plenty of e Super League Mode! Make your own
excitement highlight this bone-crunching team by buying and selling players.
futuristic basketball title! Dodge missiles, Up to eight people can play in the
saw blades and more as you pound your same league!
way through the most intense contact « Battery back-up lets you save your
sport ever created. gy > league for future grudge matches!
e Fast one-on-

one action!

Play against the A%

Com Uter Or a I wm_k :&Dge;m%ﬁsg‘,g SUITE 515

Frend c1 or 2 ey #35- HUDSON SOFT & ss o

© 1991 Hudson Soft USA, Inc. Al rights reserved. Bil Laimbser's Combat Basketball s a trademark
son Soft USA, Inc. Hudson SoftUSA,In. is atrademark of Hudson Soft Co. Ltd. Nintando, Supar
©

1931 Nintondo of Americe,




Of). By C.I. Aslan

£ The year is 2636, After suf-
NS/ fering several defeats on the
4] )

QWL Nintendo Entertainment Sys-
tem and the Game Boy, the evil Aliens
have regrouped and launched a large-
scale invasion of Earth via the SNES.

A

&

Here's a preview of Contra IV - The Alien e igantic fight- Robots, Kenny 1 and Kenny 2 ;
Y such luce Yy 2 intro-
Wars, Konami's newest blast-em-up! ""gfa ;;;’anm, 2 suf,j,'{',:,‘,,’,,ﬂ.,, fiving You to a new form of brotherty foye,
er plane, come

Aliens Go Home!
Unlike in previous invasions, this time
the Aliens gain the upperhand. Earth is
at their mercy — and trust us...mercy isn't
one of their stronger personality traits!
After our planet has suffered months
of Alien domination, two high tech war- B3
riors, members of Earth's best Contra **M
team, appear in a devastated, Alien-con- # turtel s a dinosaury HE bosses yet?
trolled metropolis. Their mission is clear: o
wipe out all Alien scum - take no prison- -
ers! Victory will only come with the com-
plete destruction of the Alien’s main base.
Contra IV - is a six level video gam-
ing masterpiece. The cart mixes side-
scrolling and top-view one or two-player
gaming. And check out the bosses! Not
only are they super cool, the action
NEVER slows down.

The Best Gonira Ever
Overall, the graphic detail and the in-
tense action in this preliminary cart are
mindboggling - this game definitely
looks destined to land at or near the top
of the “SNES Best” chart. WHAT will
Konami do for an encore?

Contra IV - The Alien Wars by Konami

Available March 1992

Trek across a o
rocket bike, danger-filleddesert o your

0Ok, 50 he’s 2 way. h;
a web, any size? ~crawler. But can he spin

78 GAMEPRO < February 1882

This sky boss is one tough mother!
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SUPER-

)D IT’S SCARY!

V6 ur hands on the

evil Bydo Empire.

Dty s

Irem America Corporation
8335 154th Avenue N.E.
Redmond, WA 98052

" IREM AMERICA CORP

e,

)m. Nintendo and Super Nintendo Entertainment System (SNES) are
trademarks of Nintendo of America Inc.




THE ULTIMATE QUEST
FOR FANTASY PRIZES

@ cooter’s dream starts where most games finish. After battling
sharks, conquering space, surviving miniaturization, and getting lost in
fantasy forest, our hero Scooter finds the treasure...but gets to keep it!

It’s up to you to guide him there to keep your share when the Treasure
Master™ vault opens with the Secret Password on April 11, 1992 12 PM EST.
You and Scooter will have to be in top training to get there first because it
won't be easy.

But all your practice and training won’t be wasted because mastering the
5 tough treasure worlds will prepare you for the ultimate quest for fantasy

prizes right at home!

AS THE
TREASURE MASTER
YOU WILL:

B Navigate treacherous depths in
your personal submarine

B Explore exotic foreign planets

B Engage hostile aliens in arcade-
style combat

B Master all the wacky tools as
you search for real treasure

B Interact with a variety of
mysterious creatures

B You're given 12 hours to learn
the Secret Password and
compete to win Fantasy Prizes

Licensed l,y Nintendo
for play on the

ENTERTRAINMENT
SYSTEM®



If your oxygen holds out, you're in for

a blast. don't exist.

Travel to a place where maps and roads

You can nearly touch the treasure, but
will you get there in time?

$250,000 s

TWO GRAND PRIZE WINNERS
WILL CHOOSE ONE OF THE FOLLOWING:

FANTASY CONCERT

*The best available seats
¢ All air and hotel for 3 days and 2
nights, plus $5,000 spending cash.

FANTASY SPORTS
SPECTACULAR

*The best available seats
¢ All air and hotel for 3 days and 2
nights, plus $5,000 spending cash.

250 SECOND PRIZES

SUPER NINTENDD.

ENTERTAINMENT SYSTEM

Anywhere in the U.S. for you and 3 friends.

FANTASY GAME ROOM

*50” big screen projection TV.
Awesome component sound system.

*Super NES™ with 12 Super NES™
game packs installed wherever you
want in the U.S.

$10,000 CASH
. EQUIVALENT

Create your own personal fantasy

36,000 THIRD PRIZES

Official poster-size
TREASURE MASTER ™

certificate

PLAY AT HOME TO WIN!

COMPETITION INFORMATION

*See official Treasure Master™ Competition Rules for complete details.

« Competition period is from 12 noon EST until 12 midnight EST on
April 11, 1992. Watch MTV™ from 12-1PM on April 11, 1992 or call
1-900-370-TREASURE any time during the competition period and
discover the Secret Password. Call will cost $.50 per
minute. Children under 18 must ask their parents
first. Average length of call is 3 minutes.

« This competition is open to all US residents except in those states
where the competition is taxed, prohibited or restricted by law
including the states of Arizona, Louisiana, Montana and Vermont.

+ Competitors should first check the availability of 900 exchange tele-
phone service in their home locality prior to entering this competition.

* To be eligible we must receive your official Treasure Master™ regis-
tration card by midnight EST April 8, 1992.

For more information call

1-900-370-TREASURE
Call will cost $.50 per minute.
Children under 18 must ask their parents first.
Average length of call is 3 minutes.

Ve

. -]
AMERICAN SOFTWORKS CORP.

The Treasure Master™ competition is sponsored by American Softworks
Corporation™ , 228 East 45th Street, New York, NY 10017, which is solely responsible for
the awarding of all prizes.

‘The decision of the Treasure Master judges shall be final and binding on all matters
relating to this competition.

Nintendo of America, Inc. is neither a sponsor of nor affiliated with the Treasure
Master d expressly disclaims any for the conduct or

of the
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‘3‘ After reforging the TriForce
& é“v and banishing Ganon’s
A minions from Hyrule for all

eternity, twice, Link thought nothing could
tear him and the love-of-his-life Princess
Zelda apart ever again. He was right. But
an untold tale concerning Link’s virgin
voyage in the realm of Hyrule is about to
take center stage on the Super Fami-
com: The Legend of Zelda: A Link to the
Past takes us back in time, back before
Ganon'’s legendary badness, back before
even the NES, to Link and Zelda’s an-
cestors (who coincidentally are also
named Link and Zelda!) and a fabulous
adventure.

b

A LipK c©o cthe

One of Ganon’s unholy colleagues,
the corrupt priest Agnim, has swiped the
Seven Daughters of Hyrule, shattered the
TriForce, locked Zelda in a dungeon, and
thrown away the key. Spring her from jail
and you're only just getting your toenails
wet in Nintendo’s most complex role-
playing maze-a-rama ever. Here's a
sneak peek at this Japanese sales sen-
sation, now available overseas for the
Super Famicom and on the verge of a
U.S. launch for the Super NES.

New Looks, New Levels,
New Link

Zelda | (87) and Zelda Il (‘89) set stan-
dards for excellence in NES swords-and-
sorcery carts. The Super Famicom re-
design, a top-down perspective
8-megger, plays closest to the original
Zelda, with a similar play interface, re-
vamped enemies, and hot music and
graphics. Our green-garbed hero’s third,
er, first quest spans the four comers of
82

Hyrule and all points in-between, includ-
ing waterfalls, caverns, villages, dun-
geons, and mountains. He does battle
with all the skeletons, bats, rats, swords-
men, and rock-spitting octopuses Zelda
fanatics can stand.

The first and foremost of Z llI's play
improvements is the incorporation of four
— count ‘em four — button inputs instead
of just two. In addition to'Sword (B) and
ftem (Y), you can lift, push, pull, and
throw inanimate objects with A, and ac-
cess a gorgeous, scrolling, slant-view
overworld map with X. Link's tools of the
fantasy trade include Swords, Shields,
Bombs, Clothes, Boots, Gloves, Flippers
(for swimming of course), Magic, Keys,
Maps, assorted Treasures, and money in
the form of Gems.

Every role-playing type title requires
maze running and mapping, but rarely, if
ever, is it done as well as in Zelda lll. As
opposed to Zelda I's basic overhead-
view one-level movement, several “lay-

ers” of tunnels and passageways can

crisscross all on one screen! You climb or

descend ladders and walls to jump from
one layer to another.

Visually the characters look like and
are well-drawn upgrades of their car-
toony selves. Awe-inspiring effects such
as a chiling thunderstorm and the For-
est’s foggy environs add welcome flavor
to Hyrule's many mystical locales. And
music? Take a listen and you'll be spirit-
ed away to Hyrule in no time. Old and
new tunes are as absorbing as 16-bit
sounds get.

A Legendary Zelda

To borrow a line from a well-known TV
commercial, Zelda ll is “a bit more excit-
ing, a bit more challenging, a bit more
graphic, a bit more colorful, a bit more....”
Heck with it, Zelda Il is a LOT more of
those traits and then some. No word yet
on what will and what won't change be-
tween the Japanese and U.S. versions,
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but all indicators are pointing to a near-
direct translation, so check out the fol-
lowing highlight tips and tricks. Look for
Link's Super Nintendo debut within a
month or two, at which time we’ll print a
blowout strategy guide. Be there or be
an Octorok!

The Legend of Zelda: A Link to the Past
by Nintendo of America, $49.95
Available in the U.S. Spring ‘92, 8 megs
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case to this forfon
weak but us-
s stashed

PROTIP: Plead your
soul and he’ll fork over

able sword. Your next blade’
in Fog Forest.

PIwnPPull the right-wall lever with all
your might to unlock the door.



The asciiPad™
For Super Selective
Turbo Propulsion Power.

* INDEPENDENT TURBO CONTROL FOR ALL BUTTONS puts more power at your fingertips!
* SLOW MOTION CONTROL buys you time to get out of those tight spots!
* HANDS-FREE AUTO TURBO lets you fire 20 shots per second

©1992 ASCII Entertainment Software, Inc..P. 0. Box 8639, San Mateo, without even pressing a button!
CA 94403, Telephone: 415/ 570-7005. asciiPad and Asciware are
Any questions? 415/570-7005.

trademarks of ASCII oftware, Inc. Nintendo
System, Super NES and the offcial Nintendo seals are trademarks of
Nintendo of America Inc.



e wis crossed-swords
0TIP: Push this w1y
Zzwckade to open a secret pa:

PROTIP: g,

i Bt Y i ;
i ; e jailkeeper with yol
With arrows from  distance and polish P m)ﬂl: ,ras’lmn"?;vz" and clobber him
them off with Sword-swipes, Run under D killﬁ and free Zelda from her too-
the red leader’s leaping stomp attacks for the 6.,,"
and counter-strike when possible, 9
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Sword,

PROTIP: Heave ho, have Link lift this

Ish fo uncover a back entrance to the

Legemnd
[ Jeldn

ATk Co the PAsC

PROTIP: Trap skeletons against the waly
‘em to bits with a Tully-charged

leap feet-
. Don’t look down and |
:im)ﬂr}:t.unrtl’l'i's‘;uldmn to fall info @
brosnus treasure room:

PROTIP: Move Quickly and step on e
top-left tile to unseal the locked doors
in the bouncing bowling ban trap room,

in this
! jddle bush in
: Slash the MICE Fol
octonf te o B o e
drop
to uncover @
piece.

R
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PROTIP: Pick up Pots for a quickie life or
magic refill, then toss ‘em at enemies
for a one-hit knockout.




SUPER NINTENOL:

THE YEAR OF
THE DRAKKHEN.

This is the year of Super NES. The year some of the best
RPG players may go down in flames. Because this year
you will enter the world of Drakkhen.
Youve confronted many
monsters before. But
never fire-breathing
beasts of such scorch-
ing realism. Over 50
glants and winged
beasts in spellbinding
3-D.Youve journeyed in
other mystical lands. But
none with scrolling,
360° landscapes with
. panoramic views. Horizons change
from day to night before your very eyes,
In your quest to restore world peace,
you will learn many —
powerful spells. Prepare
for battle by collecting
weapons and magical
objects. But nothing will
prepare you for the spe-
cial effects, the eye-popping
graphics, the stereo digital sound experience.
Drakkhen. Its the Super NES game of the
year. The role playing challenge of a lifetime.

Nintendo, Super Nintendo Entertainment System and the oficial cals are registered trademartes of Nintendo of
‘America Inc. © 1991 Nintendo of America Inc. Developed by KEMCO under license from Infogrames © 1991

KEMCOa SEIKA



TURBOGRAFX-16
PRO.REVIEW

By Jinky the Monkey

{20F
@3 SaY 3y It seems a certain she-devil,
\%’ Hecate, is determined to

® ~ make you one of her eternal
beastly slaves. She gave you one of her
extra potent kisses-of-death and WHAM-
MO! Suddenly you had strange new pow-
ers which enabled you to transform into a
Wolf, an Owl, a Bear, and a Badger.

Beast or human, slavery’s not your
style. However, you'll never escape
Hecate's grasp until you turn these ani-
mal powers to your advantage and use
them to track Hecate down, destroy her,
and reclaim your freedom.

An lllusive Woman

In this vertically and horizontally scrolling
action/adventure you battle against an
impressive assortment of animals, in-
sects, rodents, and ghouls. At first glance
you may be fooled into thinking this is a
straight- forward hack ‘n slash type of
adventure. However, as you progress into
the game a little further you begin to dis-
cover hints of role play, which make this
cart a “thinker” as well as a slasher.

A Thinking Beast

You can travel freely between any of the
11 areas, including the ever popular evil
forest and a run down graveyard, com-
plete with open tombs, bats, and zom-
bies. As they would in a role play game,
various people occasionally cross your
path and offer up insults, handy items,
and vital clues.

NIGHT

B TaxE ny coops, VO
FOUL CREATVRE
OF THE NIGHT.

Take heed of clues and wamings
and you can find your way to places and
things you didn’t notice before. However,
just because you find a shiny Silver Axe
in the forest, it doesn’t necessarily mean
that’s the best place to use it. You gotta’
put your noodle to work to understand
where, when, and on whom you need to
use the various weapons. The same
rules apply to your animal powers. You
earn the powers, one by one, by de-
stroying certain beasts. Then it's up to
you to decide how to best utilize them.
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PROTIP: Use the Red Lantern against the
zombies you encounter in the second crypt.

ey

PROTIP: Once you enter the forest make a
beeline for the Silver Axe you see lying on
the ground to your immediate right. Grab

it, then head straight back to town.

As for gameplay, well, while the running,
jumping, and slashing movements can,
with effort, get the job done, your on-
screen movements are stiff, limited, and

- awkward-looking.

PROTIP: Max out your altitude capabilities
when you take on the form of the Owl by
flipping on the Turbo Switch.

PROTIP: To defeat the final boss (Hecate)
transform into a Wolf and bite her on the
leg repeatedly.
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creature in the forest until you defeat the
pumpkin-creature in the cemetery.

The Little Cart That Couldn’t
Night Creatures had the potential to be a
really great game. Using human fists and
traditional slashing weapons as well as
shape-changing animal powers is a
unique idea. Figuring out how and when
to use these weapons makes Night
Creatures a fun mental challenge, too.
However, what makes the game medio-
cre are the blah graphics, and rusty
gameplay. Still if you can overlook ugly
creatures, you may want to consider ven-
turing into the night.

ERRATUNGS

The Cold, Hard Facts
We've all seen what the TG-16 can delliv-
er in terms of great graphics, fine tunes,
and flowing, responsive gameplay from
greats such as Ninja Spirit and the Bonk
series. Night Creatures, unfortunately, falls
short of the mark in all these depart-
ments. Dark colors set an appropriately
spooky mood, however, character sprites
and backgrounds are a little on the
blocky side. The music’s just plain dull.
GAMEPRO « February 1982

GamePro's Game Rating System

Graphics ~ Sound ~ Gameplay FunFactor Challenge
Night Creatures by NEC
$6



Heres one RPG game where you can dive right in. And
you know what you must do. Only you can save Lakeland
from the dark forces that possess Lagoon. Instantly youll
be submerged in your quest. Wade through complex
labyrinths, battling evil at every twist and turn. Whether
youre an experienced RPG player or just looking for hours

e i 16 dazzling spells will leave Qur creatures are meaner, scarier
of Super NES" adventure, its time to test the waters. you spellbound. and uglier in 3-D

COME ON |
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TUBBUEBIIFX CD

By Slasher Quan

’\ § Guess who's creeping their

N\\,,‘» way into the TurboGrafx-CD?
The Addams Family, that’s

who! But you already knew that, proba-
bly have known that for a few months
(see GamePro, November ‘91). NEC just
put the finishing touches on this haunting
new movie-disc, so here’s a full scale
review.

The Trouble with Tully

In the Paramount motion picture, Addams
Family attorney Tully Alford was even

more of a creep than any member of the
Addams clan - he tried to bilk them out of
the family fortune, remember? Now he's
got one last chance to redeem his rude
behavior. Weirdo head-of-the-household
Gomez challenges you as Tully to a win-it-
all or lose-it-all game of treasure hunting in
The Addams’ mansion.

Music to Chill and to Thrill
Since the Addams’ latest haunt is the CD
drive, you're probably expecting some
super-spooky effects, music, and even
voices. Right on! The cackles of the
ghosts, the chain-rattling of the ghouls,
the bubbling of Granny’s cauldron, and of
course the theme song are all movie-
quality. At certain points in the game
you'll scope a “cinema” still pic straight
from the flick accompanied by dialogue
recorded by professional actors! Unfortu-
nately, the in-game action graphics are
decidedly un-creepy.

Behind Door Number One....
To find his way through the Addams’
side-view mansion, Tully collects keys,
matches up the color to a door, and tries
his unlocking Iluck. Sometimes he'll dis-
cover treasure, other times he'll find a
gaggle of ghosts, and occasionally he'll
stare nose-to-wart at a very annoyed Ad-
dams. Yikes! Eventually he wants to
reach the study, open the secret pas-
sage, and muck through the sewers in
search of the fabled Addams Family
vault.

PROTIP: Never re-enter an Addams Family
member’s room or you might have to re-
fight him or her for no reward!

Tully's a pretty meek guy, so he
totes a harmless-looking but lightning-
charged black umbrella to fend off the
horrors of the Addams house. Later into
the mansion Tully duels with Gomez, so
he must find a Sword along the way. He
gets three lives to live and no continues,
but that's fair because the challenge is
balanced appropriately.

PROTIP: To speed up your umbrella shots,
set Button ll on maximum Turbo.

PROTIP: Duck and press Select to open a
Hurricane Irene book, which blows away
all minor enemies on the screen and dam-
ages major creeps.
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PROTIP: When you hear a haunting

laugh, you've entered an Empty

room with spooks but no treasure

and you should leave immediate-

ly. Howevey, this blue first-floor

ghost room contains the most

valuable prize in the game, the

Sword!

All in the Family

This family portrait is

enough to make any

photographer cringe!

Each member will pull
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the downright dirtiest of tricks to throw
you off the treasure trail. With cunning,
wits, luck, and a few underhanded
moves of your own, you'll send them
packing.

Mr. Eccentricity himself Uncle Fester
is your first opponent in the Mausoleum,
but things take a tum for the nasty when
he slips, loses his memory, and makes a
made dash of his own for the vault. You'll
see more of him later.

SEOEE S 000001600
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PROTIP: Duck and shoot Fester just as he
tosses light bulbs,
and in-between




shots take time to leap over the tarantulas
and splat the bats,

Next you have it out with Wednes-
day, who decides to “play nice” with Mr.
Afford by levitating her toys and smash-
ing them into your face. What a brat! Her
brother Pugsley is just as bad, if not
worse. Things get hairy when his Lab’s
science experiments go berserk.

5 vsauszen
tios ooy E

PROTIP: To beat Wednesday at her own
game, keep moving and shoot her floating
toys. They fly in patterns, so be fast.
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PROTIP: Run as fast as possible through the
Torture Chamber to take minimal damage.
Granny’s brewing up a storm in the
Kitchen, so if you're not agile consider
yourself as good as slimed. Even if you
beat her once she returns to haunt an-
other day, the next time in the Attic. Mor-
ticia gives you a double dose of Addams
oddities, once in her Green, er.., make
that Deadhouse, and again in the Den.

Trap plant at the end of Morticia’s Green-
house to earn the Blue Key.

Lurch the butler patrols the hallway
and generally makes a nuisance of him-
self. Thing crawls finger-over-finger and
manages to get underfoot at the most in-
opportune moments. And pop Gomez, a
self-styled swashbuckler, uses his rapier-
sharp wit and blade to confound you in
the study and later at the end of the
game in defense of the vault.

stove, stand on the edge of the table, leap
over her UGGGH cuisine attacks, and shoot
'a each piece of the steam pipe. You'll score
‘J the Green Key.
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large-as-life electric
trains to a plethora of emeralds and other
treasures,
You Rang?
Aside from the so-so play visuals, the
only knock against the Addams CD is
the sloooooooow loading time when you
change rooms. Still, the running, jumping,
shooting, and item-grabbing gameplay is
some of the best around, comparable to
carts such as The Simpsons for the NES.
If your taste in video games is as per-
verse as The Addams’ sense of humor,
this is one night of frights you won't want
to pass up!

GamePro's Game Rating System

Cle B85

Graphics ~ Sound  Gameplay FunFactor Challenge
The Addams Family by NEC
$61.99, Available now
40 megs



GamePro has never done 2 Lynx
sports feature — there’s never been @
| reason to — until NOW.
That's right, turf-breath, Atari is
for all Lynx-

more titles coming. So sit back, relax,
popaooldone(YooHooisthebever-
ageofohoioefa'fanaﬁcfars)and
| check out this preview of the awe-
somesponsacﬁononmehoﬁzon
from Atari!

n the handheld arena, the world's most
popular sport, Socce, has been dissed.
ExoeptforaGameBoygameortwo,
socoer addicts have had very littie reason
tocheer.Bmatha‘twillchangewimme
infroduction of World Class Soccer. There
are over one hundred international teams
in this little cart. Even obscure countries
ke Cameroon and Burkina Faso are rep-
resented. Talk about ambitious! The
game uses a horizontally scroling side

viewtodisplayltwacﬁon.Andhepaoe -
is super quick, just Jike the real sport.
&
wulduassswwrbﬂhd
$34.99 .
Available March 5
mxsafmmsmumem A
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NFLFoOTRNLL

Strap on your pads..the Lynx has the
best gridiron action to ever hit a hand-
held. This cart has all 28 NFL teams
(with the proper team colors) and a wide
Selection of offensive and defensive for-
overhead perspective, and the view
ZOOmsinandOtﬂ.Youcanchcosef,om
sixdifferemdefensiveformationsand19
Plays on oftense (ine runs, 10 passes).
The passing game i unique because
the receivers freeze when you tap Buton
B. After that, you move a cross-hair with
the Directional Pad to the spot where
you want to throw the ball,

NFL Football by Atari
$39.99
Available March

Ed Ringler (noted personal computer
Sports game guru) and his team at
Alpine Software have put together an
impressive, fast-paced hockey simula-
tionthathenalmostaumebeasam
« = whistles of its 16-Bit big brother, Mario
%S Lemiewx Hockey for the Sega Genesis,
. This cart gives you a horizontal-scroling,
Ay 45 degree angle of the action, with
& close-ups of fight scenes and face-offs.
p And like Mario Lemieux Hockey, this
] game is packed with stat categories, in-
-1 Cluding traditional stuff like “shots o
.+ 908" and more obscure categories fke
» « 'stoppagesin play” This game has
ko teamefe'VeryNHLcilyandsmoking
#,  Sound effects and graphics. Fanatic Fan
f" sez, “CHECK it out”
Hockey by Atari
¢ i
Available March

Ashot to the stomacsy o
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RASERALL
HEROES

Whatcanyousayabomabaseballcart
that has some of the best pitcher/batter
confrontations of any video game ever
made? In Baseball Heroes Atari has really
outdone itseff. At the plate, your batter is
the size of the whole screen. When you
pitch, your view is from behind the pitch-
er's mound as you check the sign from
your catcher. The perspective shifts to an
overhead look of the entire field once the
pall is hit — one of two different views de-
pending on whether you're on defense or
offense. To improve your batting, play a
game of “Homerun Derby;” or how about
“Three Fly's Up” to hone your fielding
ability? It's all in this small cart —a base-
ball fan's dream!!!

Baseball Heroes by Atari
$34.99
Available March

»
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This is a chaotic mix of roundball and
!egal rabweaponry Did the other team
just grab a rebound? No problem! In-
troduce them to your fists of fury. Did
some dude dunk in your face? Let
him say hello to Mr. Switchblade. if
you're into action games or basketball
1 pryou’re]ustaDemitHstm fan, this‘
is the cart for you!
Basketbrawl by Atari
Available 1st Quarter ‘92

RIOWNI REACH
VOLLEYRALL

| It's summer time, and the living is
easy! It's the perfect time for a winner-
tab@-all game of beach volleyball.
This is fast-paced two-on-two action

¥ featuring “in-your-face” spikes, devas-

.| tating blocks, and slicing serves. Sand
surf, and Coppertone covered bodies
- what more could you ask for???

Bikini Beach Volleyball
Available 2nd Quarter ‘92
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POWER CLUTCH SG~
The Super Sonic Control System for
Turbo Power Propulsion. P
+ ADJUSTABLE TURBO CONTROL for each button means

maximum power at your fingertips! S@@A

* SLOW MOTION CONTROL buys you time to get out of those tight spots! ==

* COMPACT SIZE puts performance power in your hands!
Any questions? 415/570-7005.

SEAL OF
QUALITY

ised by SEGA ENTERPRISES, LTD. for use with the
ASCIl Entetainment Software, Inc.,
e d 5. Power
SCil Enoranment Software. Inc
QUALITY are trademarks of SEGA

This product i fi

ENTERPRISES, LTD,



BySlasherﬂuan

) On alist of the most excel-
‘&‘&\//» lent video-game super-

heroes of all time, Capcom’s
star gamester Mega Man would have to
take one of the top billings. He's as cun-
ning, cool, and feisty as they come, he’s
always on duty to put a monkeywrench
in an insane robot designer’s plans, and
he even has a lovable little sidekick, Rush
the wonder-pup.

If Mega Man has one fault, though,
it's his all-too-forgiving heart (and you
thought android-types had no emotions).
Every time he wipes out Dr. Wily’s army
of berserk cyber-bots, he finds it in him-
self to give the Doc another chance to
go straight. When will the Megadude ev-
er leamn? Maybe the end has finally
come for Wily's Mad Doctor days in
Mega Man Il for the Game Boy. But then
again, maybe not.

Let’s Do the Time Warp
(Again)

By now you've probably guessed that
yes, Dr. W is back on the world-domina-
tion track, and yes, he’s assembled a
team of dastardly mechanical metal-
heads to do in the Megameister. But
since new robots are scarce and expen-
sive, Wily cuts costs and simply zips
back in time with his handy-dandy Time
Skimmer to round up his baddest ‘bots
of yesteryear. Sounds like another job for
our friendly neighborhood Mega Man.

Familiar Faces

Back from the NES Mega Man Il scrap-
yard are Wood Man, Metal Man, Clash
Man, and Air Man. Polish them off (in
any order) and you'll take on NES Num-
ber Three's reborn robots, Hard Man,
Needle Man, Top Man, and Magnet Man.
Each ‘bot’s level sports a layout similar to
its Nintendo equivalent with some alter-
ations and redesigns here and there.
Look for the retum of some of your fa-
vorite Megavillains like the Atomic Chick-
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ens, Hot Dogs, Robo Kitties, and the al-
ways—bothersome Hard Hat Macs.

PROTIP: Takeoanl Manﬁlsfand you’ll
score the Metal Blade and Rush Marine
adaptor. Beat him by hopping between his
shots and blasting him with the Mega
Buster. Wipe out the rest of Wily’s robots ac-
cording to the order of the PROTIPs below.

PROTIP: Use your Metal Blades to eradicate
the Bubble Bats and Robo-Rabbits in Wood
Man’s level.

PROTIP: Pound Wood Man with Metal
Blades when he lowers his Leaf Shield.
Beat him and the Shield’s yours.

PROTIP: Advance through the Air Tikkis in
Air Man’s world when they lower their
horns. Step off the ledge to make the next
one appear.

PROTIP: Leap over Air Man’s cyclones and
smack him with the Leaf Shield. Your reward
is.the Air Shooter and Rush Jet adaptor.
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. Top Spin attack.

PROTIP: Blow away Clash Man with your
Air Shooter, but keep moving and run when
he unloads a Clash Bomb. In addition to
the Clash Bomb youw’ll win the Rush Coil
adaptor.

PROTIP: Dispatch the Mecha Monkeys in
Hard Man’s level with Metal Blades.

PROTIP: Run under Hard Man when he tries
to stomp you from above and toss Metal
Blades at an angle-a.

weapon is the Hard

Pnow'uapawaym TapManwhinho
Spins in mid-air and take him out with a
barrage of Hard Knuckles. You’ll earn the
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PROTIP: Watch out for Needle Man’s pointy
pellets and Top Spin him to smithereens.
Your prize is the Needle Cannon.

PROTIP: Don’t get sucked in by Magnet
Man and zap him with your Needle Can-
non. His weapon is the Magnet Missile.

Mega Weapons

Anyone who's played any Mega Man
cart already knows the ins and outs of
powering-up: beat a robot master, steal
his weapon, and use it on the next ‘bot.
Same del here. You also acquire special
adaptors for Rush, such as Coil for
ncing, Jet for flying, and Submarine

for swimming. ltems to be won in battle
cover the basics: life refills, Energy Tanks,
weapon power pills, and 1-ups.

PROTIP: Select Rush Jet to cruise over the
Phase Blocks in Magnet Man’s level and
the twirly platforms in Top Man’s world,

PROTIP: Look for enemies you can blast
_over and over again to charge up your en-

ergy, weapon power, and extra lives. Ex-

amples include the tiny spring creatures in
Air Man’s and Dr. Wily’s levels, the spindles
in Top Man’s level, the bee pods in Hard
Man’s world (use the Leaf Shield), and the
drill creatures which descend from the
ceiling in Metal Man’s world.

A Mad Doctor’s Home Is His
Time Machine

Defeat Dr. W's recycled tin menaces and
his fortified flying time-warp fortress is
your final destination. Wily’s latest con-
struction is maximum Megamania, but
unfortunately it's only one level. The Doc
himself pilots three odd-but-deadly air-

Fast Forward to the Past

gl/ega Man Il (Game Boy) is a replay of

4;:; it a winner. As always, the graph-

NES classics, but that's what

ics are pixel-perfect, the music’s easy lis-
tening, and the gameplay’s greater than
great. A black-and-white must-buy? That
depends solely on you!

If you're a Mega Man game monger,
you may want to pass this one up simply
because you'll probably whip through the
familiar tenitory in no time. But if you're a
Blue Bomber inductee, consider his Game
Boy sequel a good to-go titanium hazing.

GamePro's Game Rating System
AN 21/4 AN AN 2
Graphics ~ Sound ~ Gameplay FunFactor Challenge
Mega Man Il by Capcom
$29.95 .
Available March ‘92, 2 megs



*for herself in the alien bug-
hunt game when she exter-
minated all the Nintendo Metroids four
years ago - all the Metroids, that is, ex-
cept one. That pesky, surviving Metroid
multiplied rapidly until planet SR388 was
once again swarming with Metroids and
other creepy crawlies bent on sucking up
the world's life energy. Samus suits up
once again to pull the Galactic Federa-
tion’s fat out of the frier in a Game Boy
sequel, Metroid II: The Return-of Samus.

Metroid for the Memories
The original Metroid is forever enshrined
in the NES hall of fame as one of the
deepest, darkest, and most enjoyable
run-jump-shoot-and-search space sur-
vival gigs of all time. Metroid Il is another
close encounter of the alien kind. You
join Samus on a journey to hunt down
and eradicate 39 rogue Metroids. (They
look like overgrown floating jellyfish, but
don’t be fooled by goofy appearances,
the Metroids play roughl)

b)
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Samus and her dependable missiles confront
more Metroids than ever before.

Tunnels of Terror
Samus spelunks through 10 areas
cavernous side-view alien-

obstacles. The tricky traps range -

from blow-up-able blocks to lava, namow
pathways to precariously-positioned plat-
forms. She runs and jumps with control-
lable precision, and you'd be wise to map
out herfreshly-explored terrain with pen
and paper whenever possible.

PROTIP: If you come face-to-wall with a
sealed door, force an entry with five
missiles.

Samus’ Survival Kit

Metroid's bragging point over all other
carts was its amazing range of deadly,
creative mayhem-makers. Chapter Two
sports even more (14 total) hot-to-trot tools
0’ death, destruction, and burnt Metroid
flesh. You begin play with a regular Beam
(read: pea shooter), but you can add an
Ice Beam, a Wave Beam, a Spazer Laser
Beam, or a Plasma Beam to your arsenal.
One of Samus’ handiest moves, the
Round Ball, is back, but with a new twist.
If you nab the Spider Ball, you can stick to
and roll on walls and ceilings! Other prizes
include Varia, which enhances your armor,
Energy Tanks, which extend your life line,
and the Screw Attack, which spins ‘n
slashes scumazoids to smithereens a la
Ninja Gaiden. You latch onto most of the

goodies along the way to your Metroid
massacre, so don’t sweat item-tracking
too much.

R-DEeS -8
Energy Tanks are the spice of Samus’ life.
PROTIP: Roll into a Round Ball to reveal
dazen ofsemtpassageways.

PROTIP: Use bomb blasts to bounce up
walls in Round Ball form.

mmnmmmmmmmm
and jump on them to reach high-up places.

PROTIP: Once you acquire the Ice Beam,

. don’t relinquish it until you find the Wave
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PROTIP: Hold Left or Right on the direction-
al pad while jumping to put Samus in
Screw Attack mode.

Mother Metroid’s Offspring
Remember that huge, hideous cerebral
leader known as the Mother Brain? A
similar creature, Mother Metroid, is head
of the space-scum pack in the sequel.
Before you tackle her, you gotta slime
through 40 (count ‘em) varieties of ene-
mies, including such disgusting do-bad-
ders as Hornoad, Needler, Arachnus, and
Gawron. Most are tiny-but-deadly wall-
walkers and dive-bombers, but other,
more powerful nasties take several hits to
dispatch. The Metroids, your prime tar-
gets in each area, come in five shapes,
sizes, and mutations.

PROTIP: At the start of the game, proceed
down and left from Samus’ space shuttle,
polish off the Metroid with Missiles, and an
earthquake will open a tunnel to Area Two.
To pass later levels, press Pause to deter-
mine the number of Metroids left alive in
Yyour area, beat them all, and an earthquake
will reveal a passage to the next area.

PROTIP: Look for pla
emies fly out of holes and shoot themn over
and over to recharge your life and missile
meters.

where endless en-

PROTIP: A Metroid’s cracked shell usually
means a real living, breathing, disgusting
Metroid is hiding out nearby.

PROTIP: If a swarm of enemies hogs you
down, move quickly to make them disap-
pear off the screen and they will bother
you no longer.

PROTIP: You can score a maximum of
around 220 Missiles, but make sure you
load up with at least 180 before you reach
Mother Metroid.

Saving Graces

In addition to,increased length, Metroid II
offers a feature rarely seen in Game Boy
titles: a battery back-up! Simply find a
self-identified Save Station, press Start,
R R e e s
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These pods are life savers.
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made Metroid
history. While
we're on the sub-
ject of innovations, g
Samus and the ‘
Metroids alike are strik-
ingly drawn and animated
in terms of handheld tech-
nology. Sounds and music
are also above average.
PROTIP: Just like the original,
Metroid Il hides multiple game ending se-
quences, To view the “best,” you have to
eliminate Mother Metroid in under two-
and-a-half hours. Tough but not impossible.
Black-and-White Brilliance
Rarely does a Game Boy cart come
along that captures and holds your imag-
ination like Metroid Il. It's been a long
time coming, but the sequel is well worth
the wait. No word yet on whether the
Metroids will infest the Super NES, but
we'll keep you posted on the latest de-
velopments from SR388.

GamePro's Game Rating System
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Metroid II: The Return of Samus

by Nintendo of America
$19.95, Available now
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tense action, challenging adventure
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cartoon adventure featuring

. < 5 Britain’s best selling video game
e ) & | character. Exciting worlds of
":r_"’ a"& - w4 logic, memory and adventure

Micro-Machines™
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The Ultimate
Stuntman™

Doctor Evil is working on the
ultimate weapon - so the
President calls on the only one
who can stop him! A fantastic
action adventure featuring

Bignose the

Caveman™

Join Bignose on a pre-historic
hunting adventure that will take
you over four islands, through
perilous caves and even up into
the sky. Bignose. . . fun and

adventure at its best. innovative advances in graphic
quality for action packed fun.
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1) After 25 years of interstellar
Star Trekking, including voy-
ages through time, space,
T.V., movies, conventions, and endless
merchandise, there’s only one place the
U.S.S. Enterprise has never gone before:
the Game Boy. That is, until now.

Ultra's Star Trek takes us back to the glo-

ry days of Captain James T. Kirk, Science f

Officer Spock, Dr. “Bones” McCoy, and
the original cast of America’s best-loved
sci-fi space opera. In their first handheld
episode, a Death Star-impersonating
Doomsday Machine is tuming mighty
planets into gravel in the blink of an eye.
A Proto-Matter Fusion Disruptor was spe-
cially crafted by the Federation to stop it,
but the ever-vigilant and ever-paranoid
Klingons stole the Disruptor and scattered
the twelve pieces across the quadrant. In
order to preserve galaxy-wide peace, Kirk
and crew must reassemble the Disruptor
and halt the Doomsday’s approach to
Federation space.

The fate of the Federation lies in your hands,
Captain Kirk!

The Disruptor's components are spread
out over three planets, so Kirk locks in the
coordinates and it's Warp Factor Nine on
the double. You take the helm of the En-
terprise during side-view, shoot-em-up
scenes reminiscent of Gradius and De-
fender. You out-maneuver, out-run, or sim-
ply out-gun spaced-out foes such as Tho-
lian Drones, Klingon War Ships, Romulan
Birds of Prey, Asteroid Belts, and Space
Amoebas over a stretch of space. Several
such encounters must be completed be

100

Upon arrival at a planet, Kirk “beams
down” to the surface and sets out on
foot to round up four pieces of the Dis-
ruptor. This section’s overhead search-
and-destroy-and-search-some-more, just
like the NES cart. Most environments are
anything but hospitable, with hostile na-
tives, Klingon booby traps, poisonous
plantiife, and other hazards making the
Cap's life rough going. Sensor readings
guide Kirk to each piece, and his Hand
Phaser can be adjusted to a Stun or Kill
setting. Senior officers occasionally beep
him on the communicator with helpful
clues and information. Four lives and
passwords are provided.

PROTIP: Set your Phaser on full power to put
most planet inhabitants out of commission.

fore you enter planetary orbit. Strategy el
ements include adjustable Enterprise at-
tributes (Shield strength, Phaser power,
and Speed) and a course-plotting map.

PROTIP: When your sensor reading dis-
plays arrows in all directions, blast the
closest rock with your Phaser and youw’ll
find a Disruptor piece.

PROTIP: Step only on the black tiles in the
Planet Three puzzie room to open the door.

Next stop: Klingon War Ship central.
PROTIP: Don’t get sucked in by the moon-

sized asteroids’ gravitational pull. Star Trek's graphics are basic black-and-

white fare and while the theme song is
rendered fairly well, ditto for the rest of
the music and sounds. The Game Boy
mission can't claim to capture the TV
show perfectly on the small screen, but
its double-challenge gameplay (Space
Racin’ and Planet Crawlin’) demands all
sci-fi fans’ attention. For loyal Trekkies
s 7 and first-time star hoppers alike, Star
| e Trek is the logical choice.
PROTIP: Enter shimmering star clusters to

warp ahead in the play field. GamePro's Game Rating System

Graphics ~ Sound  Gameplay FunFactor Challenge

Star Trek by Ultra Games
Price unavailable
Available March, 1 meg

PROTIP: Touch a lone shooting star for an
hoton Torpedo.

: In general, set the Enterprise’s
d Shield strengths high and make
weak.
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66 Quattro Sports is great
value and fun. Four exciting
games all on one cartridge.
My favourite is Baseball -

I can choose from sixteen
teams, use player stats, throw
fast balls, slow balls, even
curves. Let’s play ball! 99

The Quattro Series
from

CAMERICA GAMES“‘

EASY TO PICK UP. HARD TO PUT DOWN.
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Published by
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i simple but very addicting cart.

'+ | Game Boy format. As usual the Game Boy
¢{ screen is tough on the eyes. Other than that, no

| the game keeps you busy. Crystal Quest is a

Al ”Iu

l.'l'yslal (Illesl

playlng Crystal Quest on a Macin-
tosh computer, you'll be happy to hear that
the game’s been successfully shrunk to

pocket-size for the Game Boy. Now you can
wile away even more time with this incredibly

The name of the game’s the same and so’s
the gameplay. One or two players (atemating) |,
pilot a tiny ship around the screen and fire a
gun. Your task is to clear each screen or Wave
by gathering up all the crystals onscreen,
which opens a gate to the next Wave.

Harvesting
crystalsiseasi- |  * *
er said than
done. A gang
of foes
emerges from e
two gates at Atways crystals.
the left and -
right sides of the screen. Some of these ene-
mies, like the Annoyer, are harmless. Others,
like the Husket, are downright mean as they
buzz by firing high-speed bullets. You don't
have to destroy enemies to clear a Wave, but

= T T you do have to
= = dodge them.
5 With succeed-
E ol ? = 34 ing Waves the
=« - enemies be-
- come more
PROTIP: Shoot constantly, "UMerous and
A barrage of bullets has  MOre persistant.
a good chance of taking Luckily you
outa few of your foes. gt a ittle help.

Earn extra ships by shooting enemies for
points, collecting special bonus crystals, or
clearing a Wave within the time limit.

PROTIP: Collect Bombs in the early Waves.
You'll need them later on!

Overall Crystal Quest translates well to the

complaints! It's easy to control the ship, and

good Game Boy fun—and that's crystal clear!

GamePro's Game Rating System
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Graphics ~ Sound ~ Gameplay FunFactor Challenge

i drivers, so when you blow them into a billion

Before those programmers at
¥ Rare, Ltd. gave you NESer’s frog
fits with Battletoads, they produced a great
race-n-shoot game called R.C. Pro-Am.
These little radio-controlled autos have no

fragmems you don't have to feel sorry for
them.
So now, two

isatitagain—
per R.C. Pro- i
Déjé vu in black Am for the Game
and white. Boy and it's got

most of the thrills of the original, minus the
color and the large graphics. You also don’t
go as fast if you hit a Zipper (little arrows on
the track that make you zoom).

The object of the game is simple: race
your car against three opponents. There are
24 tracks packed with oil slicks, sand traps,
and puddles to slow you down or make you
crash. No problem! You can grab some
choice tires and upgrades for your motor and
battery as you speed around the course.

Finish in the money (first through third
place), you get the privilege of taking on the
next track. Here’s the good part! You can pick
up missiles and bombs and blow those other
hamster-brains off the road! Sometimes | hang
out on a curve JUST so | can blast guys!
PROTIP: If the other cars have already
finished the race and you have some Con-
m left (you get three per game), go

siles and left-

R.C.Pro-Amis
a pretty cool cart, and the graphics are easy
to see —a plus for a Game Boy game. You
can also race against three friends, too, if
your friends have the game. GB drivers, start
your engines!

GamePro's Game Rating System
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Graphics ~ Sound  Gameplay FunFactor Challenge
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years later Rare j.‘,,|!

14 But be fore-

Put on your pointy ears and fill up
on fairy dust...you're about to take a
trip to Never Land! In Hook from Sony Image-

j| soft, Peter Pan’s children (ves, he finally grew

up) have been kidnapped. To rescue mem he
must return to =i
Never Land and ¥
will himself to
become the boy
he once was.

warned, Captain
Hook is waiting.
In this horizontally scrolling action/adven-
ture game, you, as Pan, begin your quest
peering at a vast, scrolling map of Never
Land. Using your trusty compass, you plot a
course to each of the 27 levels. You trek un-
derground and through forests and snow,
and you fly high above Never Land. The jour-
W ney also puts
gl you through
rigorous pirate
ship levels,

% back and forth
for that authen-
tic seasick sen-
sation. If you're not careful, you might get lost
in the gigantic Never Tree Level, hideout of
Pan’s childhood friends, the Lost Boys.
PROTIP: Play a little b-ball on the Never
Tree and rack up some exira points.
PROTIP: To find that last Apple on the Never
Tree, you must ride a leaf.

Armed with a short sword, you search each |
level for a required number of Apples, Coins,
Pearls, and other goodies. Enemies abound
and they're ready and waiting to make mince
meat out of Pan. Fortunately, you're loaded
with four Lives and three Continues.

Hook showcases an enticing musical
repertoire and superbly detailed graphics, al-
though they are tiny and a bit eye straining.
Overall, this is a fun Game Boy cart, for pol-
ished pirate-bashers and novices alike. You'll

il be “hooked” by Hook.

GamePro's Game Rating System

Beefs

Graphics ~ Sound  Gameplay FunFactor Challenge




a handful of players have ever gotten to!

Insert GAME ACTION REPLAY (GAR) into your NES anc‘PplUg
the game into the GAR. By pressing a combination of buttons
on your pad, you can pause the game, call up the menu and
select any number of changes, such as altering the speed,
creating-true slow-motion effects, and jumping to any level.

\X/orks with all NES gamesl

following fin€

The Electronic Boutique €
Toys R Us (selected) (Available through'mé.
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ﬁ M ACTION
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GAME GEAR

It's the future and once
again nasty space creatures
are launching a full-scale at-
tack on our planet. This time the assault
is led by Lord Halley, arch-enemy of the
bilions of humans residing on Earth. If he
succeeds Earth is done for.

Halley’s Comets

Halley Wars presents seven levels of ver-
tically scrolling space shooter action for
the Game Gear, each with a gigantic

il

boss fight-to-the-finish. This cart is the
first outer space shoot-em-up to zip into
orbit on the Game Gear, and it does so
with space-age class.Your mission is to
pilot your spacecraft into Lord Halley’s gi-
gantic military space base and destroy
Halley’s forces before he has the chance
to launch his final assaultt.

L
}
-
;
-
|
=
)

PROTIP: Each boss has a predictable pat-
tern. Beat the Level 1 boss by shooting out
its three eyes when they’re orange and then
blast the red eye at the top of the boss.

As you might have guessed by the
game’s name, Lord Halley relies heavily

104

on comets to do his dirty work. In addi-
tion to the myriad enemy vessels barrag-
ing your craft with firepower, you'll also
have to destroy the comets Halley sends
in Earth’s direction. Every comet that
reaches Earth causes mucho destruction,
and brings you one step closer to your
doom.

PROTIP: You've got to fight Halley’s
forces, but don’t forget to blow up the
comets! You lose if you lose all of your

ships, but you also lose if enough comets
get past you to make the Earth damage
meter hit 100%!

CLEAR!!

TOTAL=-SCORE
14400

AREA3-SCORE
9850

31

PROTIP: You can dodge many of your ene-
nmies - but don’t dodge too many. For every
2,000 points you score by blasting ene-
mies you’ll erase 1% of the damage done
to Earth.

Futuristic Firepower

True space jockey’s know that fighting
evil forces from outer space just isn't any
good without special weapons. Halley
Wars has its share of power-ups and
high tech gadgetry, including beam
weapon power-ups, pods that attach to

DAMAGE
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your ship and fire at enemies, laser
shields, speed-ups, and a cluster bomb.
Reveal the power-ups by blasting enemy
spacecraft and the floating asteroids,
then you've gotta’ grab them!

PROTIP: You can use Pods as bombs! Sim-
ply cut them loose with Button 2 in the
midst of enemy vessels, and they’ll blow
up everything within reach.

PROTIP: Grab the shield! it’s your only form
of defense.

Blast Off!

Hot graphics and a higher level of chal-
lenge than the average Game Gear cart
make the blast off for this first space
shooter for Sega’s hand-held successful.
Experienced space aces should note that
the game features three difficulty settings
(Easy, Normal, or Hard) and enough lev-
els to ensure that the game doesn't feel
like the “lite” version of an 8-bit game.
Halley's Comet may only appear every
100 years or so, but you can plug this
one in whenever you like.

GamePro 's Game Ratlng Svslem

raphlcs SDlInd Eameplay FunFacIor Challenge

Halley Wars by Sega
Available now
1 meg
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~ X\ By Rigor Mortis
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\ Fast on the heels of the
~ @\ monstrously popular Sonic
The Hedgehog for the Genesis
and the Master System, comes more blue,
spiked, accelerated fun for the Game
Gearl Everyone's favorite speedy rodent
retums in an adventure that's aimost a pix-
el-perfect replica of the Master System
version of the game and plays just as fast
and furious as the 16-bit version.

Suddenly Sonic!

We return to the planet Mobius where
the evil scientist, Dr. Robotnik, has trans-
formed all the animals on the planet into
mindless, killer automatons in search of
six Chaos Emeralds scattered throughout
the planet. Once Robotnik gains control
of all the Emeralds, he'll rule all of Mo-
bius! Only one short, blue, super-fast,
radically cool creature stands between
Robotnik and world domination — Sonic
the Hedgehog!

Fleet Feet!

Sonic must rocket through six zones,
each consisting of three acts. Each zone
presents Sonic with a different challenge:
tumbling through the rolling hills of the

Green Zone, skipping over traps and zip-
ping across rickety bridges in the Bridge
Zone, hacking through the thick foliage of
the Jungle Zone, exploring intricate un-
derwater mazes in the Labyrinth Zone,
riding conveyor belts in the Scrap Brain
Zone, or dodging laser beams and mis-
siles in a showdown against Robotnik in
the Sky Base Zone!

Rollin’’n Floatin’

It's essential to collect the golden
rings that appear in abundance through-
out the game. They provide valuable pro-
tection against enemy attacks, and help
you eamn a new life every time you accu-
mulate 100 rings! Use Sonic’s powerful
Super Sonic Spin Attack to smash enemy
robots and free Sonic's trapped animal
buddies. Bust open video monitors to re-
veal special items such as shields, power
sneakers, 1-Ups, temporary invincibility
and the all-important Chaos Emeralds! A
Bonus Panel appears at the end of each
Act which randomly awards you with ex-
tra rings, 1-Ups, or a chance to warp to a
Special Stage. There you ricochet through
a giant pinball machine chock-full of rings,
plus one valuable continue bonus. How-
ever, you must finish the Special Stage
within the allotted time or you'll lose all the
items you've accumulated!

PROTIP: Seek out the Exit when you enter
the Special Stage and work backwards.
When you hit the halfway mark on the

timer, turn around and refurn to the Exit or
you'll lose all your free goodies!

TR
PROTIP: Carry at least one ring at all times.
This enables you to take a hit without los-
ing a life.
PROTIP: To qualify for the Special Stage,
you must hold between 50-99 rings at the
time you hit the Bonus Panel.

Runaway Rodent

Sonic The Hedgehog looks and plays
extremely well. It's amazing how Sega’s
programming wizards effectively
crammed the same super-fast gameplay
and constant action of its Genesis big
brother within the tiny confines of the
Game Gear. The music and sound ef-
fects are extremely sharp and clear - too
bad the audio output is in mono. The
graphics are beautiful, and the animation
is especially crisp and smooth with nary
a flicker in sight! Fast-paced, challenging,
and a joy to behold, this cart shatters the
fun barrier!

GamePro's Game Rating System

i)

Graphics ~ Sound  Gameplay FunFactor Challenge
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Paperboy 2 is Here.

»

: Paperboy 2is somewherg in your
- neighborhood now. Look for him at Sears,
~ Toys“R"Us; Kay-Bee Toys ’l‘arget K-Mart

Cap

Software Etc.,Child World and Fred Meye
- Orcall 1-800-234-3088 to

order. But don't miss him. He

certainly wouldn’t miss you. g g
Available on Super NES? Wik

NES®and Game Boy."

el




Double Dribble (Nintendo)

Shatter the Bard{ect b
To shatter the backboard, sel L
go and when you have the bl P riss 5
the foul line. Pause the gamei: 3
B, A, B, un-Pause, and then :a o
) L e ot sl are
un-Pause,
2:1:;63;11& Then, either eXeCL\l:e : les}
dunk or take a quick shot. YV en Y«
do, the backboard shatters: <
| Michael Buchanan, San Antonio,

Onslaught (Genesis)
End Password

Use this password to begin with all temi-
tories conquered except for 10:

L 0000,0000,00
Michael G. Brooks, Shallote, NC

§ N the basement so that
& launch the Meteor in

4 S,

Maniac Mansion (Nintendo)

¢ SP b { & ’
Maniac Mansion (”,-,
lshing iy away for the Pyp-

o TPt o

3. Have Bemard close the inner door!

4. Haye Dave tum off the power in the

5. QuICKLY have
ner door.
6. Switch to Dave ang
to the Purple Tentacle,
This Paralyzes the Pumle Tentacte
the W -
e Weird Edise,
Scott Smit, Yucaipa, cq

| read about the six different endings to
Maniac Mansion in GamePro: | tried
them all and they worked! So | made up
my own ending. Here it is:

Ending #7:

1. Choose Dave, Bernard, and Wendy as
your characters.

Bernard apen the jp.

give the contract

2. Have Wendy send away for the Pub-
lishing Contract.

3. Give Bernard the Publishing Contract.

| A.PB. (Lynx)

Double Fuel! i
 On Hic_:gway 12 you wil ﬁndo‘%‘]"aesr
ight next to one anothet:
pumpgirrt‘a?:!ly in the middle of the
‘ swar:pumps and the gas pumps
twice as fast.
Charles Nelson, Las Vegas,

&

4. Have Dave tum on the Water Valve
and drown Wendy in the pool or kill her
with radioactive water.

5. Give the Meteor the Publishing Contract.

AP
" . £ - W
Ll Scrapyarg Dog (tyny)
Warpy
To warp to the Forest Wor
> Id go
tollet near the blue office i, thg:ssct-he
ond Scrapyarg, Press Down While

standing on the tojeg
and a g
Pears. Knock on i

7~

d 2ap straight to the Forest V'\alggd%@u :
Paul Smith, Ilewﬂalﬂmam, m

6. When the Meteor is interviewed by
Mark Eeter, Sandy wil appear instead of
Wendy!

Scott Smith, Yucaipa, CA



GET YOUR MIND BACK IN THE GUTTER.

Time to get crude and rude, dude. 'Cause Shredder’s nabbed April O’'Neil again in Teenage Mutant Ninja Turtles’

the Sewers,™ Konami's” new bodacious shell bound shell shocker for Game Boy:*

= Two megs memory puts major screenage in your face with bigger characters and cooler action.

u6 totally tasty levels plus 5 bonus pizza collecting stages.

= Attempt to release captured Turtles in the most excellent rescue levels.

m All new feature lets you choose a level of difficulty.

= Walk, talk, jump, climb, skateboard and surf through downtown sewers, abandoned
buildings, subways, highways, the Technodrome and
other areas o' pain.

m Righteous reporter April is missing serious air time,
dude. So get slicing and maybe Shredder will choke
’n croak for good.

" gy KONAMI

ack: 1rom

Teenage Mutant Ninja Turtles and the distinctive likeness thereof are registered trademarks and copyright 1991 by Mirage Studios. All related characters and indicia are copyright 1991 Mirage: Studios,
exclusively licensed by Surge Licensing, Inc. © & ® 1991 Mirage Studios. Nintendo, Game Boy and the Official Seals are trademarks of Nintendo of America Inc.
© 1989 Nintendo of America Inc. Konami ® is a registered trademark of Konami Co., Ltd. © 1991 Konami, Inc. All Rights Reserved.



s

Hole-in-One Golf (.

Secret Hole!
Select practice my
Hole 19. There’s no pin
screen, but you can p
hole. Work your way t
bounds top portion of
aim for the point showr

NHL
ords for the N
are passw eams:
Ere\:npionsmps i 5“‘22 ‘
Chicago Blackhawks:
HSJ3VTIRMAZY

Calgary Flames:
H5LI9CYSIFPZPIZ

Pittsburgh R

S NTYa4ZSPAGDITAR

Sabres:
aDREIITVS
Toronto Maple LeafS

| DHYLKFDGBOBA

| lordiques:
CéuebeCM"; LAYAYLGY)

York Islanders:
| ‘ ew9X‘-'»CV‘“"’CW.M
Minnesota Noth SIS,
HZ2B4SNOHY5SMK

Super NES)

0de and advance to
displayed on the
utt into a secret
o the out-of-

the course and

N in the above
photo. And it's good!

Kings:

Bruins:
PRTYTLIOVYICEVL
New Jersey Dev‘,:l;s;(zzsl
HL7CMPMGS

onton Olers:
%d‘“ [PDLIVCSILTBC
¢ Louis Blues:
CAZASSNMEIGIMKO
ord Whlers:
‘;“5XCZM45N§M
\ancouver canucks.s
B14]9mYLT%D
San Jose Sharks: MNY
GTEX9TVUTOMS! .
Washington Capfa:
FZX6 e
V\I\nn\P:gP ZOWLTMZSN
Mortreal Canadier®.
HLEICRIBNY4SP T3
York Rangers:
BTEMETZGTEVSE
jladelphia Fiyers:
Phila F;;chwg
jt Red Wings:
DF:‘\;‘;LUK“‘WWOV;
Danny Stark, Dakot2,

 and Left and then Dow

e =
Magician Lord (o o)
Dodge the Living Ghouls

760 MI

iving Ghouls go
- ea‘Sj t; rr:‘;kde :: zwgvel\rrga where they
b L d go down the long !adde:rs.
appwbeale Sp the ladders (until you r;n
Hjta gf sight) and then head down again.
3 (1)’he ghouls are gone! .
: John Thomas, St. Louis, M\

=

P

16)

§ Phase and Difficulty Sefect
| Use this trick to select the Phase of Aero
Blasters. Enter the extra credits trick (at
the title screen Press Right, Select, Right,
Select, Right, Select) and then press But-

ton | the following number of times for
the desited Phase:
Phase 2: Button | 10 times.
Phase 3: Button | 11 times,
Phase 4: Button | 12 times.
Phase 5; Button | 13 times,
Phase 6: Button | 14 times,
Then press Select, choose “Dugl
Scramble,” “Blaster 1 Scramble,” or
“Blaster 2 Scramble,” and then hit Run,
To choose a difficutty leve, press Up
N and Right while
Pressing Select repeatedly and continye
doing this until the screen tums yellow or
blue. Blue is an easier level, yellow s
more difficult,




He’s Back To
Protect The
Innocent.

This sizzling sequel brings back
“The Future of Law Enforcement”
to face his greatest challenge
ever! ROBOCOP returns to rid the
lawless streets of Detroit of the
deadly new chemical, “Nuke.”

In 15 slammin’ levels, you'll have
the firepower of an entire army
battalion — which you're going
to need, because when OCP
unleases Cain, it’s a final struggle
of robo-power verses robo-power.

ENTERTAINMENT
SYSTEM®

BASED ON THE MOTION
PICTURE FROM

Orion's licensing
representative: CLC

Ocean of America, Inc. 1855 0'Toole Ave., Suite D-102, San Jose, CA 95131
990 OCEAN OF AMERICA, INC. NINTENDO AND GAME BOY ARE TRADEMARKS OF NINTENDO OF AMERICA INC.
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Final Fantasy (Nintendo)
Bl Here are some really cool Game Genie
| codes for Final Fantasy:

[

KKop
(o

HE
80 30

39
SCORE - 039
QeR-12
TINER:152

WAGIG
276°6.a
6060

NYKLPALZ - Gives fighter 247 Hit

\ ™ Points. Use with AFAGGN and everyone
s R : 3 | Use this code to may i ) has 247 Hit Pomts!l .
\ - W pear and cisappey 01" Snemis ap- NYOUIAPA - Begin with 63,376 Gold,

m [ IEZGGN - Everyone but your fighter has

I Ry
" i 1,000 Hit Points.
Enter all three of these codes for an ex- Julio Gavino, Durango, ZIKLTAIE - Fighter has 90 Luck Points,

plosive frontal assault. : z - B [EAGIN - Aﬁq Equipping Ammor, awe-
- & 3 - some Evade Points!
1. ESTS - ~ g | EAGIY - Gives most wartiors stunning
2. 28;:51 attributes,
3.
Corpus Christi, TX | And the best code of all: AEGGGN
{ Steve Alejandre, 1 Enter this code and wait a few minutes,

Your party wil either enter a Weapon
Shop or an Inn. Reset the game and
reenter the code if you enter the Inn. In
. ¥ s the Weapon Shop you can buy free

R i OXYALE for everyone. You can make
money by selling the OXYALE. If you

OXYALE
a

4 1975 ©
L 3 . 1975
S ] 7 | woke

fe A O HETR 60000

f . s = e —— i . 14050 G

4 ; ‘ i : ay as Tanool i 13050

. i ! To begin the game and stay s Detense

. " . Mario use this code: oo
£ UOKXGLIE

.

F 9 used NYOUIAPA with this code, then buy
Use this code to begin Crystalis with i N 3 i NUKE. Buy and sell the OXYALE over \
$60,000: VEOGUOSE » : : : and over unti you get enough money for
Grog Ervay, Lauderhill, FL ‘ : ) the 14,050 Gold.

Chad Moore, Griffin, GA



ppers have hidden Morticia somewhere in the
ddams Mansion. You and Gomez have to escape
traps, and battle scary ghouls and goblins on
search to find her. Collect the million dollar
vansom, find Wednesday, Pugsley and the
rest of the family in your attempt to
rescue the beloved Morticia.

Paramount Pictures..

All Rights Resen
THE ADDAMS
FAMILY.logois
Trademark of




| recently discovered a secret power-gp sta-
tion near the end of Super Castlevania IV.

Just before Count Dracula’s lair is a stair-
case leading up to the top of the tower.

’ -
Leap off the ledge and you'll land on an i
invisible platform. Then jump left t<?ne

more time, land on a second platform,

and walk to the edge of the screen.

Follow these directions if ToaJam and Earl
are running low on life energy. Use the
Icarus Wings, Rocket Skates, or the Inner
Tube in Level One to go all the way to the
lower left portion of the map.You'll come
to an island. In the center of the island isa

hole. Drop down the hole. Youll zap to
Level Zero. Here you'll find a Lemonade
Stand and a Hot Tub with Wahines in !
Go to the Lemonade Stand and push
Up. 'l'hernanaiﬂmestandwillgiveyoua
glass of Lemonade. Drink it and you'll re-
ceive an extra life. Next, jump into the Hot
Tub by pushing Left or Right while standing

8| on the tub. Stay in the tub and chat with the

M \Wait for a few seconds and tons ?f po"\:;/Cl
er-ups will rain down on you. Y(‘)u\lllv(;\? :
99 Hearts, a fully-powered Chain / lp,
Boomerang, and a Triple Shot Mulup t|:r.
To retur to the top-left ledge, climb f et
invisible sets of stairs. Good luck agains

Count Dracula!
Ben Silver, Olivette, MO

Wahines for a whie, This Ppowers-up your
life bar. When you fall or jump off this island
in space, you'll reappear on the highest level

f| that you've reached so far in the game!

.“

John Hannum, Wood Dale, IL

Castlevania ll: Belmont's |§
Revenge (Game Boy)

W Pick a Castle or a Tune
Start deep in Drac’s den or access a
b sound test with the following passwords:
eart, Heart, Heart, Heart
Nine Lives to Start: Candle, Candle,
W Heart, Heart
Defeated Crystal Castle: Candle,
fl Heart, Heart, Ball
|| Defeated Crystal, Plant: Heart, Heart,
Heart, Blank
Defeated Crystal, Plant, Rock: Heart,
Heart, Ball, Blank
Drac’s Castle, Leve|
Candle, Blank
|l Drac’s Castle, Level
| Bal, Bal
DRACULA!: B, Heart, Candle, Heart
Slasher Quan
=

1: Heart, Bal,

2: Heart, Candle,

t a castie.or M
Nomnally when you beet 3 S8 5.

ortress it rumbles to the gr ;
f “ﬁfotever. To retum to any alreagy .
e on it and press Le

castle, stand )
:?«a‘l\?ight at the top of your controller.

Androw McNeill,StPaul, MN
Do You Ilave ;
Secret Weapon?

If you do, submit it to GamePro,

’ Our ‘Pros Wwill review it, and if we
|| publish it, et send you a free

GAMEPRO Super Shirtl Seng
| Your best tips ang Secrets to;

| GamePro Magazine



IT'S ULTIMATE BASKETBALL'

Trash all those other basketball
cartridges! ULTIMATE BASKETBALL™
captures all the thrills and intensity
of a real full-court basketball game.
You are in command; leading the
court, making the plays, and
scoring the points.

Want close ups? Go for the
slam or a 3-pointer and let the
full-screen animation blow
you away!

When your men start

to drag, you can substitute
some fresh blood.

It's all jam packed into

one NES cartridge,

Pro'bask_etba“_ Be a part of the action-not See your shots-up close
at your fingertips! just a spectator and personal

You control full court
movement

**NICK.R ROGERS . T
FREDDIE.M GEIRV.B
*IIMNV.L *MIKY.F
T EN *HANSEN .S

ROV.G auv.F
UALYER.D THOMAS .

Pick your starting line-up Team up with a friend
against the computer

0.‘ ¢ American Sammy Corporation ULTIMATE BASKETBALL™ is a trademark of
@I 2421 205th st Suite D-104, Torrance, CA90501 SRy LC o

Nintendo Entertainment System® are registered

® PQ°, PHONE: (213) 320-7167 - GAME TIPS: (213) 320-7362  rademarks of Nintendo of America,Inc:




| Hints for Worlds 2 and 3

Hey, treasure hunters, here are some hot
hints for Worlds 2 and 3 of Treasure Master!!

World Two: On the Moon

e

fip #1: At the very peginning of this level
there’s a set of small INVISIBLE platforms

N |eading up. You need the right tool to make
them appear. PS. There's @ hidden 1-Up

B somewhere on the surface of the Moon!

Tip #2: When you find the key in the first
part of the underground cavems, you'll
see the transporter: If you
transporter, press Down
you'll be transported over to the moving
platforms. However, if you use this short-
cut you're gonna’ miss some other stuff
§ that you need!
| [ip #3: When you take the long way
around use the raygun as much as you
| want. Why? Because when you reach the
| second transporter at the end of the mov-
ing platforms, you can use the last of your
ammo and a new raygun . From
this point on don't waste ammo! Practice

B

A
on the different bad guys to leam whi
ones to beat with the boots and which
ones require the gun.

mmwmwm\mmmmmm PUSEwE

=

Tip #4: After you collect the radio beacon
you're almost finished with the Moon level.
Some gamers have trouble making the
jump between the three hanging ropes-
The secret is to first put on the hard hat
as a protection against the spikes on the
ceiling. But you Kknew that from riding the
mmoving platforms! After grabbing the first
rope, it's best to leap from the lower part
of the rope as opposed to the upper part.
Bouncing off the ceiing shortens the dis-
tance of your jump and you'll end Up in
the spikes below.

Worid 3: Industrial Land

Tip #1: You can usethebootsonmostof
the enemies you'll face in this level. Howev-
er,theeasi&dtwaytogetpas\theSOlar
Road Hog is with the raygun- After eliminat-
ing the Road Hog, switch back to the boots.

'

q

Tip #2: As you're exploring you'll find an
object called a Machine Part. There are

three of them and you'll need to drop all
three in the center of the above machine.
This causes a set of magnets to fall en-
abling you to get past the flying saucer.
Tip #3: There's no 1-Up on this level, but
there's two in the next world! However, there
is a key hidden in the level that you need in
order o open the door 0 the next world.

Tip #4: One of the toughest obstacles in
this level is the piledriving hydraulic press.
To get them practice your jump so that
you can just hit the edge of the platform.
Its possible for Scooter to-stand on the
platform with only one toe touching and
otill have the piston miss him. When the
piston reaches the top of its stroke, move
to the right and then immediately squat
using the down arrow.

Wit for the pi on to come down and then
gobackupbefuemovingandsquatﬁng
againAwmsomepractioeandaHtﬁepa—
ﬁenoeywcangetpastthepreﬁ%evevy
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A FORCE STRONGER
THAN YOUR PARENTS DOESN'T WANT YOU
PLAYING THIS GAME.

Okay, Jedi knight. Here's your chance to rescue Princess Leia from certain death.

nda ot Ame

Man the gunnery of the Millennium Falcon. And pilot your very own
X-wing down the trench of the Death Star—home base to a few hundred thousand
fully-armed stormtroopers, and the Lord of the Imperial Fleet himself, Darth Vader.

He's armed and ready. The question is, are you?

sfﬁ‘@' A;%Agju j&

JVC/LUCASFILM GAMES"

Dodge speeding TIE fighters
from the comfort envERTRnmenT
of your 3-D cockpit.

Take the Millennium
Falcon out for a little spin
around the galaxy




Back Issues of GamePro!
Don’t Miss Any of the Action!

#3 (Sep '89) Atari Lynx Preview

#4 (Nov '89) Complete Super Mario Land maps
#5 (Jan *90) Double Dragons | and Il
#7 (Feb '90) Insane Sports Issue

Sneak Peek
#9 (Aor '90)

Joysticks Review

" Adventure

| #11 (Jun '90) NES
s ¢ " Baseball Games, Dick

y Tracy Exclusive

#12 (Jul '90) Teenage Mutant Ninja Turtles

#13 (Aug '90) Michael Jackson’s Moonwalker

#14 (Sep "90) Fall Football Action, Game Genie Preview

#15 (Oct "90) Halloween Games, Castlevania lll

#16 (Nov '90) Gremlins 2, Mega Man 3

#17 (Dec "90) The Simpsons, Handheld Buyer's Guide

#18 (Jan '91) Annual Superstar Sports Issue

#19 (Feb '91) CD-ROM Games, Game Boy’s Mega Man

#20 (Mar '91) Comic Strip Games, Mickey Mouse

#21 (Apr '91) Super NES Preview, Double Dragon Il

#22 (May '91) Battletoads, Game Gear Preview

#23 (Jun '91) Sonic the Hedgehog, 16-Bit Buyer's Guide

#24 (Jul '91) Baseball Review, TurboGrafx-16 Buyer’s Guide

#25 (Aug "91) Super NES Buyer's Guide, Spider-Man

#27 (Oct '91) Star Wars, Super Ghouls ‘N Ghosts

#28 (Nov '91) The Addams Family, Castlevania IV'

$3.95 Each

Indlicate issue number on order.

#8 (Mar '90) Phantasy
Star ll, SuperGrafx

#10 (May '90) Bonk's

The First Issue of GamePro!

Only a few copies remain of GamePro’s Premiere issue. This is
the original and will not be reprinted! Complete your collection.
Get 'em while they last.

$8.95 Each

S.W.A.T,, Hot Tips, Tactics, Passwords
Tons of killer secret codes, passwords, tricks, and

winning strategies for all game systems!

Handheld Video Games

Power-packed ProViews and scintillating SWATS
covering all handheld game systems!

Video Game Greatest Hits

Celebrity Video
Gamers
Top players from TV
and movies show you
their favorite video
gametips and tactics/ PN
SWAT #1 (Fall ‘90) T Tips
Packed with awesome ] Books!
tips & tactics
SWAT #2 (Jun 91)
Special feature on Mega Man 3
SWAT #3 (Sep '97)
Special feature on Battletoads
Handheld Video Games #1 (Spring '91)
Complete Hanaheld Buyer's Guide
Handheld Video Games #2 (Fall '91)
Terminator 2, Faceball 2000
Video Games Greatest Hits (Summer '91)
Teenage Mutant Ninja Turtles
Celebrity Video Gamers (Fall '91)
Harlem Globetrotters, Plus 25 Star Interviews

$4.95 Each

Indiicate issue number on order.



Strategy and Tips Books

Total In-Depth Coverage!

Get the competitive edge with these in-depth strategy books from
all the top gamers in the industry. These books cover it all!
GamePro Hot Tips: Sports Games

The Editors of GamePro $9.95

GamePro Hot Tips: Adventure Games
The Editors of GamePro $9.95

Nintendo Games Secrets Greatest Tips
The Editors of GamePro $9.99

Super Mario World Secrets

Rusel DeMaria and Zach Meston $12.99
Nintendo Games Secrets

Rusel DeMaria $9.95

Nintendo Games Secrets, Vol. 2

Rusel DeMaria and Zach Meston $9.95

Nintendo Games Secrets,
Vol. 3

Rusel DeMaria and

Zach Meston $9.95

Nintendo Game Boy
Secrels

" Rusel DeMariaand
Zach Meston $9.95

Nintendo Game Boy Secrets, Vol. 2
Rusel DeMearia and Zach Meston $9.95

Sega Genesis Secrefs
Rusel DeMaria $9.95

Sega Genesis Secrets, Vol. 2
Rusel DeMaria and Zach Meston $9.95

Super Nintendo Entertainment System
Games Secrels

Andly Eddly $9.99

TurboGrafx-16 and TurboExpress Secrets
Rusel DeMaria and Andly Eddy $9.95

TurboGrafx-16 and TurboExpress Secrets, Vol. 2
Rusel DeMearia and Andy Edcy $9.95

Indicate title and price on order.

Comic #3-Chapters 16-21, 28 New Pages

The Adventures of GamePro GComics!
Get the Complete Story!

Collect the exciting comic strip chapters from the pages of
GamePro magazine. PLUS: New pages of material ONLY
available in these editions. $2.95 each; indicate number on order.
Comic #1-Chapters 1-9, Free Huge Wall Poster!

Comic #2-Chapters 10-15, 20 New Pages, Free Poster

Cool
Clothes!

Comics!

GamePro T-Shirt and Pants!

Hit the street with these killer new duds from GamePro, the
fashion capital of the video dimension! You'll be stylin’ in these
100% cotton rags, made especially for us. Limited quantities,
order today!
Gotta Gefta GamePro T-Shirt
Large and X-large only $9.95
GamePro Baggy Pants
Large and X-large only $19.95
For Canadian and foreign orders add $2.00 per order payable in
US funds only. Please allow 6-8 weeks for delivery.

For all products, please fill out the attached card and mail with
your check or money order to:
GamePro Products
2421 Broadway, Suite 200, Redwood City, CA 94063 or call
1-800-532-GAME.
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“Say it ain't so, Ryu.”
You know it jn't. Ryu
didn’t do in Irene, he was
framed. Prove it by bringing the real
culprit to justice, the despicably evil
lancy.

% '
soin me! o
o let you br e
Hevrect human to ride
erfec
:hu: with us .

1§ Glancy’s @ basaaad boy. . .

ks on o boss 1o g i




1-900-446-8477

GamePro's Hot Tip totline!

2 o Tip
. Nintend
i Niiie Week
¢ . - z t tips
b GamePrg Maitbox « Getallthe %re'ates P
= 4 iends’
44071 *Leave g happening rap pefore your frien into the
for the GamePros) We Send your scores |
wantto hear from you g stratosphere! i
® Tell us what You want to reqq The answers 10 YOlrJn 4
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Nintendo

The Simpsons: Bart vs. the
Space Muiants

Dear ASK THE PROS,

I've recovered every green rod except
the one in Stage Five, the Power Plant.
Where can | find it?

Matthew Wu, Brooklyn, NY

Dear Matthew,

There s no power rod in Stage Five! Ha
hal You'll have to substitute Maggie’s
pacifier in its place. Just touch her and
she'll do the rest.

Final Fantasy

Dear ASK THE PROS,

Where can | find the Masamune Sword
in Final Fantasy?

Chris Barrey, Ontario, Canada

Dear Chris,

This is an awesome weapon for sure.
You can retrieve it in the final dungeon of
the game, the Temple of Fiends. Look in
the lower right comer of Tiamat's level.

Genesis

Phantasy Star il

Dear ASK THE PROS,

I've finally reached Dark Force at the end
of Phantasy Star Ill, but | can’t defeat
him. Please help!

Gavin Nagata, Hilo, HI

Dear Gavin,

Dark Force is one tough customer; so lis-
ten up. Your on-screen persona, either
Shaun, Rys, Adan, or Aron, should be
over the 20th level of experience and car-
rying the Nei Sword. Kara should be at
10th level, and carrying the Nei Slicer and
the Planer Slicer. Mieu, Wren, and Laya
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should be over Level 50 and using Nei or
Planer weapons. Dark Force has 10 -
12,000 hit points (we told you he’s toughl).
Attack his left hand first, then his right
hand, and finally his face. Don't use tech-
niques, just hack away and you'll outlast
him. Oh, and bring PLENTY of Trimate!

Dear ASK THE PROS,

U.N. Squadron has to be one of the
hottest shooters ever, but | need some
advice for my kamikaze missions in the
Middle East. Which weapon should |
choose to defeat the boss of the next-to-
last cavern stage?

Jim Spaulding, Mosquito, CA

Dear Jim,

First, fly past the supercharged boss
fighter and grab the Unicom Shield. Then
charge up your Gun Pod and blast the
orb ‘il he goes down in flames.

25

Well folks, we're putting Ask the Readers
into limbo for a while, but if you write and
let us know you like it, maybe we'll revive
it in the future. Here are the most recent
Qs (and As).

QUESTION K: Legendary
Axe Il (TurboGrafx-16)

Dear ASK THE PROS,

How do you beat King Zach in Legendary
Axe I1? | keep trying, but | always fail.

Kirk Bennion, Carry, NC

Dear Kirk,

Make sure you enter his room with ten
bombs. When Zach attacks, block his
blasts before they hit the ground, move in
and strike, and repeat about eight times.
After he suits up in his robot outfit, stand
on a pedestal while he shoots normal
missiles. When he launches heat-seekers,
toss a bomb, jump on his shoulder, and
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hack at both sides of his head. Fall off
while slashing his side, retum to the
pedestal, and keep up to process until
you're finally restored to the throne.
Joe & Jake Shrum, Charlottesville, VA

QUESTION L: Star Tropics
(Nintendo)

Dear ASK THE PROS,

In Star Tropics Chapter Three, | can't
seem to find the fortune teller’s crystal
ball or the Ghost Village’s boss. Where
are they? Help!!

Shaun Daugherty, Lancaster; CA

* VOU ARE NOW AT CHAPTER 3 «

vou
POINTS: 12930

Twisted paths and tangled trails in Chapter
Three of Star Tropics.

Dear Shaun,

You'll find the Ghost Village Boss, Maxie,
hiding out in the Ghost Tunnel. Enter
through the oda-colored tombstone in
Ghost Village, and use a wand to reveal
him at the end of the tunnel. After he’s
defeated, you'll find a room with a large
skull in the middle. Hit the head tile three
times, watch the lake drain, and collect
the crystal ball.

Jeff Balcon, Binghamton, NY+
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WE WANT YOU!

THE HOTTEST SHOW ON TV WANTS YOU!
JOIN THE AMERICAN GLADIATORS FAN CLUB - BE A PART OF THE WINNING TEAM!

WHEN YOU SIGN-UP FOR THE CLUB, YOU'’LL RECEIVE:

e Personalized Membership Card e Autographed Team Photo i
¢ Gladiators Logo Magnet * American Gladiators Newsletter
¢ Merchandise Brochure

BRING ALL THE ACTION HOME!
Clip and mail this form plus $3 (Check or Money Order Only) to:

AMERICAN GLADIATORS
Van Nuys, CA 91463-0001

NAME * * Kk Kk Kk *

~ ADDRESS AMERICAN]
CITY/STATE/ZIP GlAﬂIATﬂS

PHONE (AREA CODE) #

BIRTHDATE (MO,/DAY,/YR) [l] Ao [

AMERICAN GLADIATORS AND YOU: A WINNING COMBINATION!




Nintendo

Terminator II: Judgment Day
(LIN)

T

He said he'd be back - and a Terminator
never kids around. LUN’s brought the big
bad indestructo-dude back to the 8-bit
video dimension in Terminator II: Judg-
ment Day. This time, however, our robo-
man’s jumped to the other side of the
fence: he’s a good guy and he’s agreed
to destroy the wicked T-1000 Terminator
who's out to annihilate the entire human
race. Your quest is a simple one: Termi-
nate or be terminated. As the now good
T-800 Terminator you go it alone through
five levels of jumping, kicking, punching,
high tech weapon shooting action. Listen
to him now and play Terminator II: Judg-
ment Day.

Available now

Motor City Patrol (Matchbox)

It's time to burn some rubber on the
streets of Motor City. In Motor City Patrol
from Matchbox you embark on an over-
head scrolling moto-adventure, similar to
Super Spy Hunter, where your responsi-
bilties include patroliing the streets of
Motor City and, when necessary, issuing
tickets, amesting thugs, as well as setting
up the occasional, much dreaded speed-
trap. When things really heat up and you
have to make a beeline to the scene of a
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crime, call up your handy surveillance
map and helicopter back-up and you're
on top of the crooks in no time. Fasten
your seat belts and take a ride with the
Motor City Patrol.

Available now

Genesis

Heavy Nova (Micronet)

e e
In this Street Fighter-gone-robotic beat-em-
up you play a highly specialized robot
called a DOLL and go head-to-head
against either the computer or a friend. You
begin the game by playing through two, rig-
orous training rounds. You're then whisked
off to an alien planet where you destroy a
series of robot heavies as well as gargantu-
an end-of-stage bosses. Get heavy, get
metal, get robotic with Heavy Nova.
Available now

In Japan it's the Year of the Monkey and
fittingly, Natsume is releasing a Super
NES cart starring a fuzzy-fured chimp
named Spanky. Spanky’s Quest is to un-
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do the evil witch Morticia’s spell, which
has turned his homey jungle into a six-
tower obstacle course. Spanky makes
friends with a mysterious bubble-crea-
ture, which he can bounce up, down,
and around the screen. Each time he
head-butts it, the ball-thing grows larger.
Pop it to unleash baseballs and volley-
balls. Spanky’s Quest is a bit like Bubble
Bobble merged with Super Mario plus
some Snow Brothers thrown in for good
measure. lt's cute and tough to boot.
Don't go bananas playing it.

Available Spring ‘92

- & S

You, Cecil, Captain of the Red Wings, were
only following orders from the King: steal
the magical Crystal from the people of My-
sidia. You knew in your heart that this thiev-
ery was uncalled for, but when you dared to
question the King about the Crystal, you
were accused of disloyalty. Now both you
and your buddy, Kain, are banished from
the Red Wings, and as punishment you
must venture out to hunt the Summoned
Monster in the Misty Valley. Go figure?! This
long complicated role play adventure takes
you all through the lands in and around the
Kingdom of Baron where you battle it out
against ammies of evil monsters - the King's
secret Dark Forces. Win battles and you
gain strength and experience. Stop in
towns along the way and you may pur-



chase weapons, ammor, or food, or perhaps
rest up in one of the local inns. There’s
much to be done in this awesome adven-
ture of good vs. evil. And that's no fantasy.
Available now

Game Boy

Gradius: The Interstellar Assault;
(Konarmi)

s CoTgr 300
The number one rule-of-thumb amongst
space jockeys: blast or be blasted. That's
exactly what you get to do in Konami's
new five level portable space shooter for
one, Gradius: The Interstellar Assault.
Missiles, Guns, and Lasers are your
weapons of choice, and each can be
powered up to the third degree. Test out
your flight skills and arsenal in the Prac-
tice Mode, and then when you're ready
to rip, simply select your level of difficulty
(Easy, Normal, or Hard) and get blastin’.
Space Jockies unite, it’s time to face the
Interstellar Assault.

Available now
Elevator Action (Taito)
O o [T, [ %355|
75 R0 P
&=

e |
Things really heat “up” in Elevator Action

from Taito. In this crazy vertically and hor-
izontally scrolling adventure you, Agent

‘i

~—r

17, embark on a search for an illusive
criminal organization called the BGI.
They've hatched an assault plan which, if
carried out, will jeopardize national secu-
rity. All of the information about the plan
has been stored on computer disks —
your job is to retrieve them. The disks are
hidden somewhere inside the BGI head-
quarters. You must infiltrate the building
and use its elevators, escalators, and se-
cret chutes to search the place top to
bottom. Remember, the BGI's got some-
thing to hide, so be prepared to face some
major security systems, including robotic
guards, vicious dogs, alarm sensors, and
more. What goes up must come down -
can you bring down the BGI?

Available now

This hot title, based on the Atari coin-op,
takes you through a three dimensional
maze of death and destruction. You see,
inside this crazy maze are hordes of
robots programmed to destroy anything
remotely mortal — you! Collect money
along the way and, when you're rolling in
the dough, you can purchase more pow-
erful robo-blasting weapons. And, best of
all, this game features one or two person
play. Right on, Xybots.

Available now
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registered trademarks of Nintendo of America Inc.




Acclaim
Sega Li
Acclaim Entertainment,
Inc., one of the largest and most
successful Nintendo licensees,
has reached an agreement in
principle with Sega of Amer-
ica to market and distribute
software for the Genesis and the
Game Gear.

According to Gregory Fis-
chbach, chief executive officer
of Acclaim, the move to publish
Sega products is “a natural evo-
lution...Sega represents an excit-
ing and viable segment of the
interactive market.”

Acclaim’s first Sega products
will be shown this month at the
Winter Consumer Electronics
Show in Las Vegas. No titles
have officially been announced
yet, but the first products
should hit the store shelves by
Spring 1992. We can only spec-
ulate, but it’s a safe bet Ac-
claim/NES faves such as: The

ee

RC, and Wres
a will become mem-

bers of the Genesis library soon.

In other Acclaim news, ex-
pect more Simpsons titles to be
available for Nintendo systems.
“Bart’s Nightmare” is the
working title of Acclaim’s first
Simpsons SNES title, to be
available in May 1992. And
Game Boy owners should keep
an eye out for another Bart ad-
venture. Check future issues of
GamePro for the latest video
game info on America’ favorite
family.

Gametek Joins
Sega, Too

Nintendo licensee, Gametek,
has announced they will pro-
duce Sega Genesis games in
1992. GameTek, in a presenta-
tion at the
Winter Con-
sumer  Elec-

tronics Show in Las
e Vegas, will unveil
three Genesis games: Gadget
Twins, an original title, and their
NES bestsellers, Jeopardy and

Vheel of Fortune. Gadget

GAMEPRD

Twins is the story of two car-
toony airplanes, Bop and Bump,
who use unusual gadgets tp get the
better of Thump, an evil airplane,
whob always causing trouble.

Nintendo OK’s More
SNES Games

It had to happen! Faced with
trying to overcome Sega’s size-
able software lead in the 16-bit
wars, Nintendo has altered their
SNES licensing agreement. Orig-
inally, licensees were allowed to
release three games within a 12
month period. If a game re-
ceived an average rating of 30 or
more from Nintendo’s evaluation
system, it did not count towards
the three. As of November 1991,
Nintendo has doubled that
number to six. Once again, if the
title scores a “30” or better; it

doesn't count towards the total.
Better buy a snow shovel...this
new agreement should cause an
SNES software avalanche!

Sega Sues
Accolade
Sega Enterprises, Ltd. has
filed a lawsuit against Acco-

lade, Inc., alleging that Acco-
lade has developed and current-
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ly distributes Sega Genesis
games, which infringe upon
Segas proprietary trademarks.

The suit claims Accolade is
unfairly competing with Sega
and causing confusion in the
marketplace by programming
many of its games in a way that
leads consumers to believe that
the games have either been pro-
duced by Sega or are under li-
cense from Sega. Accolade has
never been licensed by Sega, nor
has it been authorized to use any
of Sega’s proprietary trademarks.
In response to the suit, Accolade
intends to file a counter-claim
against Sega Enterprises
Ltd. (Japan) claiming that
Sega’s trading upon Accolade’s
intellectual property rights.

Sega has alleged that Acco-
lade’s software causes a screen to
appear with the message, “Pro-
duced By or Under License
From Sega Enterprises Ltd.”
Accolade counters by saying
that the message doesn't appear
as a result of anything it has
done to its software, but as a di-
rect result of a recent change
Sega made to its hardware sys-
tem, which commands the mes-
sage to pop up when any com-
patible cartridge is inserted into
the system.

Jaleco Teams
with MP Game
Technology

Jaleco has entered into a joint
venture agreement with MP
Game Technology to manu-
facture and market all coin-op
games that the former Micro-
Prose Games coin-op divi-
sion develops. This includes
their newest arcade game,
B.0.1.S.S. (Battle of the
Solar System). B.O.TSS. is
arobot war game that features a
sit-down cabinet. Look for ex-
clusive television coverage of
B.O.TS.S on the GamePro TV
show some time in February, as



One cool game. Two cool kids.
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well as in future issues of Game-
Pro magazine.

Here Comes
Super Famicom
(SNES?) Software!

GamePro sources indicate there
will be approximately 150 16-
bit Nintendo titles appearing in
Japan by the end ‘of 1992 - a
number equal to the current
Sega Genesis library. You can
expect many of these titles to
show up on our shores for the
SNES in the near future. Titles
announced for the Japanese
market include:
Shooters
S.T.G. by Athena
Super Aresta by Toho
Super NOVA by Copia System
Sports
Super Birdie Rush

by Data East
Birdie Try by Toho
Super Bases Loaded Il

by Jaleco
Pro Soccer by Imaginia

Super Formation Soccer

by Human
Super Cup Soccer by Jaleco
Hat Trick Hero by Taito
Super Fire Pro Wrestling

by Human

The Paris - Moscow Marathon
by Meldac

Action
Sword of Hiryu

by Culture Brain
Nosferatu by Seta
Dyna Wars by Irem
Double Dragon by Technos
Street Fighter Il by Capcom
Super Pinball by Naxat
Glory of Hercules

by Data East
Metal Jacket Police by Atlus
Back to the Future 2

by Toshiba
Battle Commander

by Banpresto
Thunder Spirit by Teshiba
Racing
F-1 Grand Prix

by Video System
Top Racer by Kemco-Seika
Exhaust Heat by Seta
Super F-1 Hero

by Valie Simulation
Romance of the 3 Kingdoms

by Koei
Nobunaga’s Ambition by Koel
Captain by Tecmo
SimEarth by Imaginia
Earth Light by Hudson Soft
Master of Monsters

by Capcom
Hero Wars by Banpresto
RPG
Goemon by Konami
Dungeon Master by JVC
Legend of Raiden by Toei
Romancing SAGA by Square
Magic World by Hot-B

Dragon Quest V by Enix
Dragon’s Lair by Epoc
Wizardry V by ASCIl
Magic Sword by Capcom
Might and Magic Il

by G Amusements

Mother 2 by Nintendo
Ultima VI by Pony Canyon

Action Replay
Cartridge for
the Genesis

It looks like an ordinary Sega
Genesis cartridge, but it will en-
able Genesis owners to obtain

tion Replay Cartridge for
the Sega Genesis operates on
the same principles as the Ga-
loob Game Genie. And like the
Genie, the Action Replay Car-
tridge will come with a code-
book, as well as free monthly is-
sues of Game Buster Magazine,
a publication devoted solely to
providing new codes for Ac-
tion Replay owners. The Ac-
tion Replay Cartridge sells for
$79.99. For more information
call Game Busters at (800)
962-0494.

Advertisement

NEW & USED

unlimited lives, unlimited pow-
er-ups, and a host of other fea-
tures. Sound familiar? Coast
to Coast Technologies’ Ac-

Top 10 NES
Viideo Game
Rentals
February 1992

§. Battietoads
7. American Gladiators
8. Roger Clemens

1. The Simpsons: Bart vs.
The Space Mutants
2. Batman: Return of

the Joker MVP Basehall
9. Troy
% iﬂl:; \garvs 10. Tecmo Bowl

|
5. Super Mario Brothers 3

lusively to GamePro
is information was provided exc
ulaualine courtesy of Blockhuster Video.

GAME CARTRIDGES AND SYSTEMS AT THE LOWEST PRICES

GAME ggsﬂ —————————q
WE BUY s NE% “JOIN VIDEO REPLAY'S |
USED | ;ame GE. \\\\\m\\\\&\\@ > | VIDEO CLUB :

« BULLETINS FOR SPECIAL DISCOUNTS

GAMES SShesigy- : l « OUR MEMBERSHIP CARD & MORE }
OPEN 7 DAYS A WEEK TO THE PUBLIC | Sendus 85 and this Coupon Now |
VISIT OUR 2 LOCATIONS IN NEW YORK | name |
THE GAME EXPERIENCE INC. VIDEO REPLAY INC. | A |
112-04 QUEENS BLVD., 97 SHERWOOD AVE., FARMINGDALE, N, 1735 | ~°9"®SS |
FOREST HILLS. N, 11375 (516) 249-1717 - MAIL ORDER | Cly_ Sweo_Zp__ |
(718) 575-0838 (55 P [ FAX: (516) 2490356 (Co)mmm e 7w
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PacMan Contest Wioner!

GRAND PRIZE
A Sega Game Gear,
Pac-Man and Batter Up

Cartridges, plus authen-

tic baseball jersey, cap
and team t-shirt for
the baseball team of
Yyour choice!

Christy Peterson
Littleton, CO

1st PLACE
Pac-Man and Batter Up
cartridges for the Game
Gear, plus a baseball
team t-shirt of your
choice.

Benjamin Nedd
Yonkers, NY

Joe Santa

Bronx, NY

James Gunther

Clinton, MD

Joel Burleson

Marshall, VA

Robert Osborne
Flatwoods, KY

2nd PLACE

Your choice or either
a Pac-Man or Batter Up
game cartridge.

Joey Bueno

Miami, FL

Adam Steele
Springfield, NJ

Damion Griffie
Washington, DC
Jennifer Tecson

Santa Ana, CA

Stafford Woodley, Jr.
Bronx, NY

Fred Ocampo

Santa Anna, CA

Tim Morris

Navarre, OH

Bradley Kruth
Pittsburgh, PA

Jolene Morris

Navarre, OH

Mark Glavin

S. Weymouth, MA

Brian Kelly

Knoxville, TN

Trey Slay

Seguin, TX

Roland Sanchez

Corpus Christi, TX
Corey Wallace

Vero Beach, FL

Stefan Slaght

Virginia Beach, VA

Ben Johnson

Huntsville, AL

Skylar Hannah
Dryden, Ontario
Adam Frank
Toledo, OH
Brian Johnson
Appleton, MN
Paul Barber
Mocksville, NC

3rd PLACE
An official Pac-
Man button.
Bobby Bussell
Loiusville, KY
Earl Troy
Hammond, LA
Dan Longcore
Fremont, MI
Michael Nassif
Oakland, CA
Matt Moyer
Hyde Park

Jeff Petersberger
Toledo, OH

Lina Pineda
Hialeah, FL

Mark Goraj
Springfield, MA
Evan Martz
Saltsburg, PA
Rusty Obra

S. Plainfield, NJ
Mike Ferrante
Williamstown, NJ
Graham Mclntyre
Casselberry, FL
Candy Cass
Deltona, FL

Dan Brunette
Howell, MI
Eugene King
Flushing, NY
Todd Margarita
Troy, MI

Edgar Cabrera
Valdosta, GA
Robert Cope
Placerville, CA
Paul Dacanay
Broomall, PA
Tim McCarron
Amherst, NH
Henry Lin
Titusville, FL

Cliff Davis
Bellevue, NE
Andre Cunningham
Newark, NJ
Devon Townsend
Page, AZ

Mike Robinson
Bangar, ME
James Carson
Falls Church, VA

Jared Gelderman
Coleman, SD

Rick Redgrave
Boca Raton, FL
Ralph Fleurinomd
N. Miami Beach, FL
Pete Newsom
Farmington, ME
James Sampson, Jr.
Baltimore, MD
Matt Morrison
Milwaukee, W
Christopher Herman
Council Bluffs, IA
Derrick Byrd
Winston-Salem, NC
Josh Stuart
Toledo, OH

Jason Pomerleau
Augusta, ME

Hien Nguyen

Falls Church, VA
Derek Lindahl
Fairfax Sta., VA
Matt Hall

Des Peres, MO
Karen Witt

Elyria, OH

Brian Witt

Elyria, OH
Broderick Jones
Dallas, TX

Jamie Sarno
Drexel Hill, PA
Josh Bradford
Marblehead, MA
Benji Lunsford
Flatwoods, KY
Ajay Kulkarni
Livingston, N.J
Rick Lorett
Inlematlonal Falls, MN
Aaron Reiss
Davenport, 1A
Michael Buffington
Mt. Prospect, IL
Zachariah Gardner
Pickens, SC

4th PLACE
Mark Rodriguez
Bronx, NY

John Mortenson
Tucson, AZ

Kevin Hofstetter
Shreve, OH
Michael Wood
Clemmons, NC
David Delphia
White Lake, MI
Robert Jones
Cumberland, MD
Matthew Requa
Binghampton, NY

GAMEPRO

Amy Chen

Santa Monica, CA
Eamnest Saulsberry, Jr.
Kansas City, KS
Jeremy Sqaudrille
Maspeth, NY
Tyrone Aquino
Portland, OR
Lester Aquino
Portland, OR
Nick Scott
Wichita, KS
Nathan Park
Sumiton, AL
Celia Lewandowski
Valley City, OH
Dave Falk

Bay Minette, AL
Jarrod Jensen
Buena Park, CA
Erwin Pattugalan
Fontana, CA
Edward Eckard

El Cajon, CA
Joseph LaSpina
Torrance, CA
Rodney Cartwright
Upper Malbro, MD
Kenneth Kellam
Sacramento, CA
Jay Breitiow
Wauwatosa, WI
Steven Lilley
Wylie, TX

Kun-Uk Lee
Downey, CA

Pat Freeman, Jr.
Oak Lawn, IL
John Volk
Hanover, PA

Kyle Anderson
Corkey, OH

Isaiah Steinke

Big Stone, SD
James Nool
Brooklyn, NY
Vincent Cham
Flushing, NY
Gary Bachmann
Quartz Hill, CA
Patrick Bourkuin
Hawthorne, CA
Carlos Ruiz
Seattle, WA
Pedro Cancel
Lakewood, NJ
Louie Provost
Chester, ID

Brian Towne
Chinle, AZ

Steven Glowczewski
Brighton Twp., MI
Bobby Stenger
Troy, MI

e February 19892

Marc Lindberg
Oak Lawn, IL

Ty Huynh

San Pablo, CA
Matthew Min

La Crescenta, CA
Brian Wood
Lanham, MD
Melissa Brown
San Francisco, CA
Hogan Kim

North Hills, NY
Todd Wilson
Lloyd, Sask.

Lu Chana Wyvette
Los Angeles, CA
Ryan Hale
Dartmouth, Nova Scotia
Brian McNeil
Klamath Falls, OR
Hamilton Espinosa
Greenfield, W
Arturo Diaz
Chicago, IL

Marco Perez
Forest Hills, NY
Danny Van Wagner
Sparr, FL

Ted Miller

Lincon, NE

Keith Mustin
Cincinnatti, OH
Chad Aylor
California, KY
Joellene Aylor
California, KY

Erik Lampi
Mechanicsburg, PA
Randy Khounnoraj
Winnipeg, Maintoba
Yudin Yi
Torrance, CA
Jonathan Morris
0id Bridge, NJ
Nathan Stripling
Miami, FL

Jose Rojas

Los Angeles, CA
Rosie Eugenio
Union City, CA
Ryan Pressley
Wayland, MA

Joe Lewandowski
Valley City, OH
Ramon Hernandez
Royal Oak, MI
Tony Holmes
Clarksville, TN
Don-Maurice James
Brookhaven, MS
Rey Tecson Il
Santa Ana, CA
Hugh Johnson
San Antonio, TX

Chuckie Campbell
Pemberton, NJ
Jai Tatum
Orleans, MA
Christopher Washington
Baltimore, MD
Richard Judy
Summenville, SC
Dale Mayer
Huntsville, AL
Noel Villegas
Floral Park, NY
Joaquim Dentz
Cottonwood, AZ
Nicolas Lutz
Montreal, Quebec
Mark Rogoyski
Ulster Park, NY
Jermaine Hanks
Chicago, IL
Michael Bradley
Valdosta, GA
Walt Bryant
Chuluota, FL
Matt Bunting
Methven, MA
Michael Coderre
Brockton, MA
Eric Staley
Modesto, CA
Yuan Jiang
Mincie, IN
Patrick Casey
London, Ontario
Ezra Velazquez
Bronx, NY

Jason Turka
Pittsburgh, PA
Boyd Smith *
Elmendorf AFB, AK
Gabe Smith
Elmendorf AFB, AK
Joel Trakimowicz
Whiting, NJ
Stephen Stewart
Diamond Bar, CA
Adam Fortney
Owensboro, KY
Rashard Marshall
Inglewood, CA
Bill Banks

San Ramon, CA
Dennis Meixner
Williams, MN
Elizbeth Powell
Palm Bay, FL
Jarrod Hill
Birmingham, AL
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GAME BOY

V' Please help us to send you
the information about $5.00
per game right away.

V' Enclose $1.00 for shipping
and handling.

v/ We will include $2.00 coupon
for your 1st order.

e
ﬁ*%rk ndclub’“

4300 Evergreen Lane, Suite 307
Annandale, VA 22003 (703) 642-0813

Most ordes will be shipped within 12 hours.

GP102
wmmmmm
Name
Address
City
State Zip
Phone ( —_)
Indicate systems you own
Nintendo — Turbo Grafx — Game Boy —
Genesis — Other
4300 Evevgreen Lane

L/M Annandlle VAZ2008
M
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1 (818) 446-6002

To order, Call our Toll Free Number

== S (800) 333-TREK

Latest Releases from Japan & HKG
BINEQ

g @03 5000
I

-w 400°

ESR ERU

O 250°

Super Nintendo 200°

150°

140°

130°

100°

90°

GAME BOY"

802

The Hottest Prices
Anywhere!

7] 24

66 W. Las Tunas Dr., Arcadia, Ca. 91007
OPEN DAILY 12:00 PM - 8:00 PM PST
Dealer/Wholesale inquires welcomed
(818) 446-6002 / Fax: (818) 446-6713

1 (800) 333-TREK (8735)
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SHOOT TO T

~ Lime o
Take to the hi

ighway In
Charged Street Mach{ne- your: Super.

Blast, whip, a
n actiont " 2"d bomb your way in to

Youand your.44in awarehouse packeq
L] assassins,

A storyline to kee,
tothe action, © Y C Plastered

THIS GAME IS lICEIfSED
BY NINTENDO
FOR PLAY ON THE

\/ice officer Quinn Hart is on an assignment unlike anything he’s ever seen! Weird
bodies are turning up dead, top secret weaponry is missing, and organized crime is
atan alltime high. But Hart's up against something more than the Mob, streetgangs,
or even hostile terrorists.

A new force has risen and Hart finds himself plunged into a conspiracy of terror!!
- . ™ : ™
248. American Sammy Corporation Sra ptsats of Amerlan Sqery. Carpoatio,
> '. s 2421 205th St., Suite D-104, Torrance, CA 90501 Nintendo and Nintendo Entertainment Systems®are
. PHONE: (213) 320-7167 + GAME TIPS: (213) 320-7362 registered trademards of Nintendo of America, Inc.
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Armed and Dangerous

The TRITON PaD™ sends Nintendo®
nuclear and Sega® supersonic. You hold
the ultimate power with this high-tech
controller that allows you to customize
combinations of moves, then release a
blitzkrieg of force with a single touch of
a button.

TRITON

@ e e

SHRINK REPEAT HoLD

TRI-1000s

Shrink Time

The TRITON PAD’s Shrink button gives
you power over time. Replay your pro-
grammed maneuvers at program, turbo
or super turbo speeds, giving you the
advantage to outsmart oncoming ene-
mies and bo:

“A great idea! A very clever, very
innovative Confro"er.' ” Game Player’s Magazine

Program Rad Maneuvers
Two programmable triggers let you
combine and play up to nine maneuvers
on each. You program the moves and
the sequence, then save them to be used
at your command.

Repeat Offense

Use the repeat feature to create an end-
less cycle of programmed moves. With
one touch of a button your TRITON PAD
will continuously repeat your program-
med maneuvers in a never-ending cycle
of conquest.

hine NES is a trademark and Nintend
Triton Pad, TRITOYS and

T

START

PROG. SAVE
)
] rf

A @ b

Control the Ultimate Force
Join forces with The TRiTON PAD by
using the hold feature. You can play
your own moves while The TRITON PAD
repeats programmed maneuvers. You
are the Ultimate Force.

Adaptive Rapid Fire

You have total freedom to select your
own rapid fire moves with a program-
mable rapid fire feature.

Whip the competition, climb to the
highest levels, and join forces with The
TRITON PAD!

of Triton




CAPCOM

USA

MegaMan 4.
Like Nothing Before

New Enemies like Dr. Cossack. “Cruel!”

New Weapons like the Mega Buster. “Devastating!”
New Robots like Toad

Man and Skull Man.
"Gl;lar;l;?" DevLilces lzill?e CAPCOM

R . Balloon adapters and UsA
Crash the party at Dr. Toad Man will have you Rise to new heights with the H « 9 I
Cossack's citadel, hopping. Balloon adapter. Grappling hooks. "Handy!
Get Mega Man 4—
The rest were just
B itk e : warm-ups. “Really!”
©1992 CAPCOM USA, INC. Nintendo and Nintendo Entertainment
Systems are trademarks of Nintendo of America, Inc.

For more information call (408) 727-0400. Licensed by Nintendo® for Play on the

enTERTRIDMENT
SwsTEm®




PAY NO ATTENTION
TO THE AD,
BELOW/

BUSTER NEEDS YOURHELP TO
SAVE BABS FROM. MONTANA MAX
BEFOREAT'S TOO LATE.

Acme Acres is introuble teithe max. That
bratty billionaire has.captured Babs Bunny. So
Buster's got to getthopping on a wild rescue romp!

Luckily he’s got the help of his kooky pals
Dizzy Devily Furrball and Plucky Duck. And how!
Dizzy Devil spins himself silly to break through
rockesolid walls: Furrball climbs straight up walls.
And Plucky swims and glides through theair like
a...duck. Along with Buster’'s powerful bounce,
Monty will be toast!

Maybe. Six hairy scary levels show you a
gazillion ways that Monty will try to trip you up.
He’s hired a gang of goofballs gone bad to greet
you, like the ever clever Roderick Rat, iron-
pumping Arnold the Pitbull and hdg-happy
Elmyra. If that weren’t enough, you've
got to beat the clock as you struggle
through haunted forests, creepy
pirate ships;'secret chambers and
finally Monty’s Mansion.

The Toonsters need your help
now. So “Toon”up your NES™and le
Montana Maxknow who's boss!

> KONAMI’

T TN A = cicio ore

uaaemmmmammelm Ninondo: mond ertainment
ke tmdemari of intenito O Armorca . Konar
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