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TWO CRASH GOURSES THAT

Take two courses that cover a lot of
ground in a hurry. Konami® brings NASCAR®
endorsed, smash and crash stock car warfare to
the NES™ and Game Boy™ Winston Cup
Champion Bill Elliott helped design the ultimate
driving experience, complete with functional
instrument gauges, authentic pit stops, 200 mph
duels for pole position, spin-outs and a mind
blowing first person perspective. You actually
feel like you're in the roll cage of a real racer!

Slide into one of three asphalt eating
stock cars—Ford Thunderbird, Chevy Lumina
or Pontiac Grand Prix (or an Oldsmobile
Cutlass for Game Boy). Adapt your beast by

adjusting gear ratio, spoiler angle, tire stagger
and transmission to the hairpin turns of Sears
Point and Watkins Glen or the high banked ovals
of Daytona and Talladega (or Atlanta for Game
Boy). Then get ready to scrape sheet metal against
Bill Elliott and 14 of the nation’s nastiest
NASCAR drivers, either in single races or the
grueling Championship Season.

Then, when you become a gifted gear
jammer, enter the Konami Bill Elliott's NASCAR
Challenge™ Contest. Send in your best NES or
Game Boy Championship Season score. Welll
fly the eight hottest prospects, four for the NES
and four for Game Boy, in on Midway Airlines®
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WILL DRIVE YOU STEER CRAZY

to meet Bill Elliott and witness the 1992 Daytona 500. Then, each player will compete on
- the Bill Elliott game version on which they qualified. =
The winners receive a Ford Thunderbird Super
Coupe! Evenifyoudont [yEE Rt ]
have the point standings —

for Daytona, you can still
win a Bill Elliott/Konami
Racing Team jacket or a
Bill Elliott NASCAR
Racing™ LCD hand held
game. See game pak for
contest details. So racers, start your engines,
you're competing to capture the flag as well as
the Ford.
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GIVE YOUR GAME BOY A TASTE
OF COMBAT, CONTRA STYLE.

Mmmmm, Operation C™ for Game Boy™ has all the brutal
1 battle flavor of the NES hit Contra™ But here's the bite: this
time it's Scorpion alone versus Black Viper-Red Falcon's partner
in slime-who's turned a secret naval lab into an experimental
dlien freak factory.

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

Of course, in true Contra style, you'll have to upgrade your arms
as you go with Spread Guns, Fire Guns and the all new vermin-seeking
Homing Gun. Three lives plus a Continue Mode may keep you going.
But Black Viper's awfully b ®
hungry and you're going to
make a tasty Blue Plate Special. GAMES
Ultra® and ULTRAGAMES?® are registered trademarks of Ultra Software Corporation. Operation C™
is a trademark of Ultra Software Corporation. Contra™ is a trademark of Konami Inc. Nintendo,

77| Game Boyand he Offcil Seas are trademarks of intendo of Americanc. © 1991 Ufra Software
@5l Corporation. All Rights Reserved.
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Cover: Once you've played
Tradewest’s Battletoads, it’s
possible that you will have
experienced the hottest NES
game of 1991. Turn to page 42
for an in-depth review of this
exciting new game.

Cover Art: Alan Hunter

FEATURES

VG&CE’S GAMES LINE
Hey, Gamers! VG&CE has introduced the
Games Line, (900) 45-GAMES, to help keep
you up-to-date on happenings in the video
game world. Don’t miss out!

CASTLEVANIA 1Il PLAYER’S
GUIDE, PART II
by Clayton Walnum
Don’t forget to bring your garlic! This

month, Clay leads us up to Dracula’s
front door.

BATTLETECH CENTER: THE
ELVIS CONNECTION
by Chris Bieniek
Chris reports from “The King” of arcade
simulations and shows us what the
future of interactive electronic
entertainment looks like.

CASTLE OF ILLUSION
STRATEGY GUIDE, PART I
by Donn Nauert
Minnie Mouse has been taken captive by
the wicked witch Mizrabel, but no need to
worry. In this installment, our guide will
help you help Mickey rescue Minnie and
get past the Masters of Illusion.
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Battletoads, James Pond, Castelian,
PR VIEWICUIDE Whomp "Em, PGA Tour Golf, S.C.A.T., Dick
by Arnie Katz, Bill Kunkel and Tracy and Bimini Run.
Joyce Worley

We’ll take a look at how the latest in
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summer’s heat wave of upcoming
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COMPUTER-GAME REVIEWS
Rise of the Dragon: A Blade Hunter
Mystery, Freakin’ Funky Fuzzballs, Elvira,
The Killing Game Show, Spirit of Excalibur,
Interceptor, Worlds of Ultima: The Savage
Empire and The Amazing Spider-Man.
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by Frank Tetro, Jr.
This month, our computer-game
dilettante shows us how to master Ishido
and outwit do-gooders in Night Hunter.
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e’'ve got

a small

problem: time. You see,
the lead time of our magazine—the
period between completing produc-
tion of a magazine and the actual
release of that magazine to the pub-
lic—is such that it can be hard to
keep up with news and information
in the world of electronic gaming.
What could be a fresh story at the
moment we put the issue together
may be old news by the
time it hits your hands.

For this reason, we've
instituted the VG&CE
Games Line, a nationwide
number that will let our
readers, among other
things, stay on top of the
news as it happens (turn to page 23
for more information). Between the
World of Video Games (our forum
on the Delphi online service) and the
Games Line, you have lots of ways
to get the best information about the
ever-changing game industry. In
fact, the Games Line's power is that
even people who don’t have a com-
puter can call the line, and our edi-
tors can call to post information
instantly, at any time of the day.

Beyond the news aspect, the
Games Line will provide our readers
with other comprehensive data,
such as a preview of the next issue’s
contents, a frequently updated batch
of Easter eggs for all the popular
game systems and a place to vote
on serious issues that face today’s
video game enthusiast. But from my
perspective, the most exciting fea-
ture of the Games Line is its interac-

0 R tivity. After all, isn't

that what draws
most of us to the sport of electronic
gaming anyway?

To date, the other video-game
phone lines we've checked into are
for listening only, providing reviews,
tips and news. VG&CE is sure that
our readers want to be more
involved. In our case, we give the
caller three ways to interact:

e Our Speak Out! area lets you
offers suggestions and
messages to the editors of
VG&CE. Have a hot Easter
egg that you want pub-
lished or a comment about
VG&CE? This is the place
to post it.

* The VG&CE bulletin
board section lets you trade infor-
mation with your fellow game play-
ers. Furthermore, you can check
what games other players are talk-
ing about.

« Finally, the most innovative idea
to come along is the VG&CE Tel-
Adventure, which is a game that you
can play over your phone. In the Tel-
Adventure, we create a storyline and
a map of locations—but it's up to
you to find your way out safely and
in the shortest time possible. In fact,
it’s possible to win lots of valuable
prizes through the Tel-Adventure.
You won't find many offers like this
that give you something back, but
we want the Games Line to be infor-
mative and, most of all, fun.

All you have to do is call (900) 45-
GAMES—it's where the action is!

Geees0ess00sseesscsscessccssecsscsssccesccsscecsscsessccsscsssccsssce [!

—Andy Eddy, Executive Editor
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for the Nintendo Entortainm

The Sunsoft Blasterz™ Clublis youirficke
to the inside. Get a 1 year membejshi
3 issues of the: Sunsoft newsletie
“Blast-On; plus an official membershi
card, erasable score card with morke:
and Blasterz stickers. All forjustS5.

Name Age

Address
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Mail this coupon with a check to: 8

Sunsoft Blasterz Club
11165 Knott Ave.
Cypress, CA90630

Please allow 810 weeks for delvery.
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IT’S 10,000 YEARS AGO.

YOU MUST BONK 28 STAGES OF BAD GUYS
TO RESCUE YOUR PRINCESS.
AND YOU'VE ONLY GOT 1 UVEAPON.

yeistorc swanps, vl PREPARE T0 BUTT HEADS. czirtng e

forests and stone age deserts. Humongous dinosaurs, As Bonk, the heroic young Neanderthal head-banger, you
primordial gators and various other slimies, beasties and  will now embark on an epic quest through five levels of
creepies roam at will. monstrous foes to rescue your princess. But there’s just one

And the bad news is, evil King Drool has kidnapped  catch. The only weapon you can take with you is your head.



As Bonk, you must battle Huey, the first Boss. Huey is
hypnntlud s0 he forgets he’s really your friend. Just

keep bonking him on the head to jog his memory.

Amost heinous boss, Tractor Head, has a deadly
heanball fight with Bonk. You can beat him, just use
your head. 2

Look for more lives inside the dinosaur. Also remem-
ber to check every cave entrance and bonk all walls
to find secret bonuses.

Meat helps Bonk get fired up to heat the bad guys.
Like all fast food, you never know when you’ll come
across it, so keep your eyes peeled.

Sometimes Bonk needs to climb to get where he’s
going. Since they hadn’t invented the ladder in
10,000 B.C., he uses his teeth.

TurboBrafx™ and Bonk's Adventure™ are trademarks of NEC Technologies, Inc. © 1390 Hudson Soft, © Atlus Ltd., © 1390 Red. © 1990 NEC Technologies, Inc.
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Dear VG&CE:

First, a sincere thank you is in
order from hard-core gamers such
as myself for providing us with a
real gaming magazine. Being 27
years old, it is a pleasure for me to
read your publication and not have
things explained to me as if | were a
ten-year-old. The other ten publica-
tions—that’s right, ten—I| subscribe
to can sometimes be downright
childish. While | realize the majority
of gamers are under 16 years of age,
there are a large number of us (mil-
lions, | would think) who are over
18-years-young. Also, | would have
to think that we are the backbone of
the industry, simply because we
have steady jobs and can continue
to make video gaming thrive as far
as the economics are concerned. If
there is a ten-year-old out there
with more games than | own, /&
bought without the help of his
parents, then | want his job. _
While this statement is directed
toward gaming mags, it is also
directed at the software companies
out there in cartridge land.

Next, | would like to give the edi-
tors of VIDEOGAMES & COMPUTER
ENTERTAINMENT an update. Having
written to you in 1990 (published in
the September 1991 VG&CE), | was

10

peeved then about your constant
negative comments about Ninten-
do’s business practices. Brother, do |
feel silly now. During late 1988 and
for most of 1989, Nintendo was pro-
ducing some really great games.
Then all the third-party licensees
jumped on the Nintendo bandwag-
on and ruined everything. Seal of
quality? What a joke. On top of that
it seems that Nintendo doesn't care.
Greed will get you nowhere Ninten-
do, but that's okay. I'll just take my
money elsewhere.

VG&CE's editors suggested trying
Sega, so | bought a Genesis system
in October 1990. Thank you, VG&CE!
The difference is truly phenome-
nal. It just doesn't get any better
than this. I've been dragging my
. jaw around for the last five
months. How could | have been
so...well, stupid. The best part of
all is slipping on some headphones
and listening to the music and
sound effects in true stereo. It practi-
cally puts you “inside” the game. |
was speechless after playing Super
Monaco GP. That game made my
decision to switch to Sega concrete,

because it is my all-time favorite
arcade game. Added to this are the
extra 16 tracks in the cartridge. Sure-
ly, | had died and gone to heaven.
Then came Thunder Force Il and /i,
AfterBurner Il, John Madden Foot-
ball, Joe Montana Football, Strider,
Hard Drivin’, Herzog Zwei and Popu-
lous. The list goes on, and every one
has knocked my socks off! Thank
you again for opening my eyes.
Now, having gotten that out, |
wish to tell all the third-party
licensees out there making games
for any system a thing or two. First,
quality over demand, please! Every-
one who has been in this hobby the
last few years knows what is expect-
ed from software companies. Do
not, | repeat, do not make a
“rushed” game. We will not buy it.
We do our homework well. | don’t
subscribe to 11 publications for
nothing, you know. Rentals are a
real lifesaver also. If it's good, | will
buy it. If not, it will sit there on the
shelf and rot for all we care. Games
are supposed to be fun to play, not
to make you ill in the stomach (and

Letters to be considered for publication
should be addressed to Reader Mail, VG&CE,
9171 Wilshire Blvd., Suite 300, Beverly Hills,

CA 90210. Letters may be edited for style,
clarity and space considerations. We regret
that we cannot respond to all mail received.

©1991 MAXINE NAYLOR, CATHY DUNN, CHRIS FLEMING
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Hooked on
Pro Baskethall?
Your best shot
is LIN"'s NBA”
Il-Star Challenge " for Game
Boy " with 27 (not a misprint)
of the NBA's greatest stars
(one from every team) in
five action

This is Game '
Buy action for
real basketball fans...the players
look real...their moves look real,
the sounds are real. So, what are
you wamng for? The 24-second
ST clock is running
| and the action’s
FAN-TASTIC!

1N an Team Insignas epicted are the propety o th regective
nc. and may notbe repi

witten consent of NBA Prapertes, Inc. Nintendo, Game Boy”, and the

official seals are trademarks of Nintendo of America Inc. LIN® and NBA®

AllStar Challenge™ are trademarks of LI, Ltg. © 1991 LIN Ltd.
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wallet). Two meg, four meg, eight
meg—we don't care as long as it is
worth the money and again, fun to
play. Some of my personal favorites
are games made by Nintendo in
1985-6! | play them all the time,
even though they are not close to
today’s standards of graphics and
sound. It all boils down to a three-
letter word: FUN.

Last, | would like to comment on
the wonderful times we live in, the
electronic age. Having grown up
playing pinball, Space Invaders and
Pac-Man, | have to say | am really
excited by what the future holds for
all of us. With all the new systems
coming out, CDs and handhelds, the
future looks bright for our hobby. |
have become so influenced by it
that | have gone back to college to
get a Bachelor of Science degree in
computer science. To all the doom-
sayers out there who say video
games don’t do or serve any pur-
pose—I say kiss my chips! See you
in the future!

—Darryl Fulk
Fayetteville, North Carolina

Well, Darryl, it’s good to hear
from you again. We must express
our shock that you have decided to
back us up on our original views,
but then it’s not too surprising. It’s
just good that you realized there are
other diversions besides the Ninten-
do Entertainment System. And, as
you said, the key is the future.

Perhaps one day we’ll get anoth-
er letter from you, Darryl, explaining
that you wouldn't possibly consider
anything other than your Genesis,
and we’ll probably have more

advice for you for your next pur-
chase. Then again, it may be that
your degree in computer science
will have you suggesting to us that
the video-game console you
designed will be the state-of-the-art.
Here’s to the future.

Dear VG&CE:

In your January 1991 issue, you
mentioned that Telegames USA car-
ries 5200 Atari titles and controllers.
You failed to mention how to contact
Telegames. Please tell me their
phone number and address. Thank
you, and | really appreciate it.

—Eric Newell
Baltimore, Maryland

5200 games. The address is 222
West First St., Lancaster, TX
75146, the phone number is
(214) 227-0200.

Dear VG&CE:

Owning all three video-game sys-
tems, plus one TurboGrafx-CD, is a
costly but rewarding feature at
times. It allows me the freedom to
purchase all the worthy titles,
regardless of who makes it. Once
again, VG&CE, I'm very pleased with
your selections of the 1990 Video
Games Awards. Castle of lllusion
and Strider, plus Nintendo’s new 16-
bit system and two new CD units,

FI MY BUTT-HEAD (==
[{BROTHER Do
N THEREZ”

should ensure a higher quality of
video-game entertainments for all
consumers in 1991.

I would like to suggest that you
still review all entries between Octo-
ber 1, 1990, and September 30,
1991, but publish your 1991 Video
Game Awards in your November
1991 edition of VG&CE.

By publishing the awards at this
time of year, the voice of the con-
sumer would finally be heard. Only
the video-game companies that pro-
duced quality, excellence and new
concepts would reap the rewards of
Christmas. You would also save a lot
of Moms and Dads the frustrations
of purchasing a game only to find
out that they wasted a lot of money.

Every month | faithfully buy all
the video-game magazines. The
quality of your magazine could only
=. be achieved by a standard of
excellence in all areas of
VG&CE’s production. Because
of these high standards and
your total honesty in rating and

reviewing all video games, on
behalf of all video-game consumers,
| hereby award VG&CE the “Video
Game Magazine Excellence Award
for 1990.”

—NMelanie Jill Turcotte
Smiths Falls, Ontario, Canada

As much as we'd like to hand out
our awards in an earlier issue, our
lead time (the time between creat-
ing a magazine and when it hits the
newsstands) prevents us from
putting our awards in any sooner
than the February issue.

Thanks for your award, Melanie.
When does the plaque arrive?

MOST NoN-TRIUMPHANT/
MY SISTER'S SHooTiNG
i MISILES M 05!

VG&CE  MAY 1991



"BEST SCIENCE FICTION
COMPUTER GAME OF THE YEAR"

— Video Games & Computer Entertainment =TT
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DREEpAED N

“Crashing suns and exploding
spacecraft are all in a day's
work." - Omni.

“Star Control definitely delivers
the thrills.” - PC Magazine.

“Full 256 color VGA graphics
make Accolade’s Star Control
among the best space conquest
games of the year."

- PC Computing.

"An elegant game that offers a
great deal to almost any player
— whether you enjoy action,
strategy, or both."

- PC Strategy Guide.
X ‘A must for the action gamer's
‘3‘ library."
3 - Computer Gaming World.
A’X Available now for IBM PG,
2 Commodore Amiga and C64.
(c] ] To order see your local
Go“gg?\l 1 software dealer or call
StoR i 1- (800) 245-7744
5EGQ|5~ 4
GENE
™
~ = ™
&6 C ¢ W |- N D [
Sega and Genesis are registered trademarks of Sega Enterprises Ltd. All product and corporate names are and registered of their ive owners.
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ven the best

player has trou-

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

letters to

VG&CE,
9171 Wilshire Blvd.,
Suite 300
Beverly Hills, CA

90210

Attn: Tip Sheet

by Donn Navert

| recently bought the Genesis game
D.J. Boy, by Kaneko, and | am having
trouble getting past the boss for the
second level. Can you help me?
—Joel LeFohn
Sacramento, California

The trick in gefting past the second
level boss is to do jump kicks as often
as possible. If you have the Power
Stick, you can set it for auto fire and
then hold down the buttons. By
following this technique, D.J. can move

up and down the screen while still
facing the same direction, which will
allow him to get into position to kick
the boss easily.

I've killed many bosses and demons
in my day as a video villain slayer, but
there's one villain who slays back with
a burn—that's the villain at the end of
Level 3-2 in Werewolf—The Last
Warrior, by Data East. If there are any
tips, I'd like to know them.

—Michael R. White
Williamston, North Carolina

I'm sorry there are no level selects
or invincibility codes for this game
that we know of. As far as the level
boss, once you're on the screen with
the boss, fry moving on fop of the
block on the left and punch as
quickly as possible. After you hit him
and he backs up, jump straight up into
the air and do a somersault. The end
boss should pass underneath you fo
the left and then run off the screen to
the right. Now position yourself a tad
left of center on the screen. The end
boss should fly at you from the top
right. As soon as he appears on the
screen, move just enough fo the right
that you don't get hit by him, then
move in and punch. He should fly off
the screen fo the top left. Repeat this
until he is defeated, and you'll be




Licensed by Nintendo
for play on the

enTERTARINMENT
SwsTEM:

[

©1988, 1990 TSR, Inc. ©1988, 1990
Strategic Simulations, Inc.© Pony
Canyon, Inc. Presented by FCI.

All rights reserved. ADVANCED
DUNGEONS & DRAGONS, AD&D,
DRAGONLANCE, and the TSR logo are
trademarks owned by TSR, Inc., Lake
Geneva, WI, USA and used under
license from Strategic Simulations,
Inc., Sunnyvale, CA, USA. Nintendo
and Nintendo Entertainment System®
are registered trademarks of Nintendo.
of America Inc. FCI is a registered
trademark of Fujisankei Communica-
tions International,Inc. 150 East 52
Street NY, NY 10022. Consumer
Information (708) 968 0425

VIDEO GAME

¢+

EROES

OF THE LANCE |

i

The Biggest News in the History of Krynn!

Heroes of the Lance Is Here!
The first official ADVANCED DUNGEONS
AND DRAGONS®game for Nintendo!

Big news for AD&D® gamers! Now you can play the first Official ADVANCED
DUNGEONS & DRAGONS® action game made for the Nintendo Entertainment
System!® Heroes of the Lance is a challenging action-adventure game based on
the popular Dragons of Despair DRAGONLANCE® module. The player takes control
of eight fighting fantasy characters, guiding the brave companions through
exciting encounters with dragons and dwarves...magic and monsters, in their
quest for the precious Disks of Mishakal. Decide the fate of the world of Krynn.
Vanquish the ancient black dragon Khisanth or be doomed to failure! Look for the
Official ADVANCED DUNGEONS & DRAGONS® trademark to be sure you’re getting
the only authorized AD&D® Nintendo products. Get Heroes of the Lance, the
newest fast-action game from FCI.

m Action-packed animation
graphics

m Eight characters each with
special skills

m Fight giant spiders,
Gully Dwarves, dragons
and monstrous Draconians

m Defend yourself with
magic and an arsenal of
weapons

FCl

Not Just Kid Stuff
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Veteran video gamers will have
trouble defeating the boss af the
end of Level 3-2 in Werewolf—The
Last Warrior.

| purchased the game called
Astyanax by Jaleco. On Level 6-1,
what are the signs you have to look
for, and which doors do you go in2 |
desperately need help.
—Jason Miller
Fort Gordon, Georgia

Anytime a skeleton appears in a
doorway, go through that door—that's
the sign you're looking for.

There are some other codes for this
game as well. For a level select, during
the title screen, press U, D, L, R and
then the “B” button four times. For

16

invincibility, during the
title screen, press U, U,
Up, U, D, L, Rand U.

| own a TG-16, and
one of the older games,
China Warrior, has given
me trouble for quite some
time. On Stage 3-1, Boss
Li Oushan has frustrated
me. | can just about
walk through the
game, until | face him.
Do you have any tips
that might work for
him or the whole game
itself2 And do you
have anything for
Ordyne as well2
—Kurt A.
Bohmueller
Churchville,
Pennsylvania

In Jaleco’s Astyanax, keep an eye out for any

Pmbably the easiest skeletons appearing in doorways.

thing fo do against Li
Oushan, if you have
the health, is to let him hit you three
times then blast him with a special

punch that you got by letting him hit

you. It will take two of these special
punches to defeat him.

As for other help, for a debug
mode, during the title
screen, press RUN and
SELECT fo reset the game
then release RUN during
the title screen and press U
once. Finally, release the
SELECT button and press U
three times, R six times, D
twice and L twice.

For Ordyne, reset the
: game five times (by pressing

*~ RUN and SELECT), then
hold U and L and press
RUN for a debug mode.

As sirange as if
sounds, leiting Li
Oushan hi# you in

¢hina Warrior will
give you a special

B8THEE L B3 A
SN L

punch that will le? | SPLERASD FRRERE ;me;f
you defeat him. R Tt A
ENESNAE | - S NN D)

Lesdy <5 1,
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B The setting—Earth, the future. [l The defense computer protecting the entire planet

. has been invaded by a' constantly mutating, evolving virus. - B One lone Volunteer has the
courage to face the virus on its own ground. Ml Converted to raw dataand transferred
into the circuits of the computer the molecular structure of thls brave warrior |s transformed

b :
. unlikely _ro—-the Quantum Flghter‘ 1 Six levels of challengmg action, unequalled game
,,control and a sumnsmg arsenal of weapons\I 5

s Drive, Building 25F Beaverton Cregon 97005
. 503/644-4117 Fax. 503/641 5119 S
tendo®, and. Nmrendaa/mmalna
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Yea & Nay is an inside
look at the high and low
points in the electronic-
game industry. It’s an
opportunity for the
companies that decide
what games we’ll be
playing to be patted on
the back or slammed to
the mat for what they do.
If you want to give credit
where credit is
due—whether the
company belongs in the
Hall of Fame or Hall of
Shame—send your
opinions to VG&CE, 9171
Wilshire Blvd., Suite 300,
Beverly Hills, CA 90210,
Attn: Yea & Nay. Let’s
hear how you feel!

~a)., YEA

v With its new $99 Lynx
(shown in picture below),
Atari is obviously trying to get the
color portable in the hands of more
gamers and take a swing at Nintendo’s
Game Boy. It's moves like this that can
bring grins to gamers’ lips—and
wallets—because it means more people
will have a Lynx, so mare players will be
able to “Lynx-up.” The bottom line,
though, is that a larger consumer base
will prompt more software developers to

get involved in creating compatible
products, something that has been a
limiting factor in more people buying the
Lynx at its original price. In fact, Atari's
announcement of the $99 price at the
WCES brought a lot
of traffic in the way
of programmers
and developers
through Atari's
booth. Lynx fans
should respond to
this with new-found
optimism.

YEA

In the last issue, we noted
the results of Sega’s contest in
Hawaii (see picture below). At
the WCES (Winter Consumer Electronics
Show), we also heard that Nintendo will
bring its Campus Challenge around the U.S.
We applaud these efforts to bring some of
the profits back to the player in the way of
prizes and competition with other gamers.
These contests are a great way to bring lots
of players together, solving the “I'm better
than you are” claims. The best result,
though, is the beaming smiles of the
combatants as they strive for the finest
scores they can. Let's keep up these events!

8 Ry

NAY

As you may have noticed in
the last couple of issues of
VIDEOGAMES & COMPUTER
ENTERTAINMENT, games for the TG-16 have been
few and far between. It's unfortunate that after
the decent flow of software around Christmas,
more new products didn’t continue to hit store
shelves.

We're crossing our fingers that NEC will
follow up this lull with a bonanza of new titles
and stick to its promise of having 50% of its
1991 product out in CD format. (We also hope
more licensees will create software for the TG-
16, but we'll take one wish at a time.)
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IF YOU'RE
AN RPG PLAYER
LOOKING FORCHALLENGE,
YOU PROBABLY KNOW
THAT GENESIS

IS THE ANSWER.

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



YOU'RE RIGHT.

INTRODUCING FATAL LABYRINTH. AND THA

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

CLETTE B
FATAL LABYRINTH: LT (8 FATAL LABYRINTH:

Create your own journey each R 2 B e B B Start the journey in the village
time you play. Search for e B outside Dragonia's castle. The
weapons, magic, armor, shields, i R T village dwellers will tell you
and food in rooms that myste- S e of their plight and what you
riously appear as you travel. e 1 need to do to save the world
from darkness.
[Raa s Ol 0 », r s w7 e
[fRO1 BEGINNER 2
e Godgvtocg ¢ pARRIED.
RHLUE AR 02 ]




 JUST THE BEGINNING.

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

on your own.
Marauding ghouls have raided the nearby
: 2l PHANTASY STAR II:

village and stolen the Holy Goblet, delivering Wich [9 multevel maze dungeons and 9 separate
. . iti lore, you'll sol isted ri

it to the High Tower where the Dragon et Kiomenstars ha vl hepefuly

o . . . |. Awarded “1990 Best Vidi
rules. With the goblet in his vile talons, soon Game ofthevear by Video Games & Computer
Entertainment.

darkness will consume the world.

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

Whether you're new to dungeon travel

ora hardeped veteran, Fatal Labyrlnt.h will SWORD OF VERMILION:
hold surprises and high adventure unlike any Awarded "Best Genes's Fantasy Role Playing Game’
by Game Players Magazine. Sword of Vermilion

S FEn e 2 el e
it’s like a new, different game. And with soundand graphics.

Phantasy Star II;' Sword of Vermilion;" and

Phantasy Star llI" coming soon, we've got
the RPG category
covered. Which
is why we say,
Genesis does.

PHANTASY STARIII:

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

Sega, Genesis and all game tidles are trademarks of Sega of America, Inc
©1991 Sega of America, Inc. PO. Box 2167 South San Francisco, CA 94080.
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Enjoy-
Hudson

"Do You, Sir Cucumbet, Take This Princess
As Your Lawfully Wedded Tomato...?"

&l

[ RINCESS TOMATO IN THE SALAD KINGDOM.

Tune in to the wackiest videotale ever told! The bride is
nipe and the groom is ready. But will Sir Cucumber and
Princess Tomato really live happily ever-after?

Or will Minister Pumpkin have his wicked way? Will he
enslave the Salad Kingdom? Will he put Sir Cucumber on : :
ice? Will our Princess wind up on the tip of a french fry?

The fate of the realm is in YOUR hands!

PRINCESS TOMATO IN THE SALAD KINGDOM.
Look for it today!

i HUDSON GROUP em—— :
e ® LICENSED BY NINTENDO®

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

Hudson Soft is a trademark of Hudson Soft Co., Ltd. PRINCESS TOMATO in the Salad Kingdom™(is a trademark of Hudson Soft USA, Inc. Nintendo® and
Nintendo Entertainment System® are registered trademarks of Nintendo of America Inc.
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VideoGames & Computer Entertainment
(ntroduces

THE GAMES LINE

1-(900) 45. I3

GAM
1-(900) 4549435
i ’i,’}ﬁ{minu}e
Yﬁur‘ P m?uge fo Get

Il Preview the Upcoming Issue of VGACE
Hear the Latest News Bits

EJ Listen to VGCE Easter Eggs
Leave a Message or Suggesfion for VG&CE
Leave Messages for Fellow Game Players

I3 Vote on Hot Game Topics

k4 Play Our Tel-Adventure Game Challenge

CC ALL DNOW!Li
1-(900) 45-GAMES
1-(900) 454-2637

$|.49/ minute Under 18: Be Sure to Get Your Parents’ Permission

OFFICIAL TRIVIA RULES
This rivia qame is o game of skill hat requires knowledge of computer and video games. This frivia quiz s acive 24 hours every day—seven days a week. This offer is void in any state where prizes are

rohibited by lawe Persons under 18 years of o musf get parents’ permission prior fo calling the 900 number within the United Stofes. Any Féz(?en}s, officers, employees or fdmﬁll members of National
l?eiemedio or Almarc Productions are not eligible. The purchase from Nafional Telemedia is not reqired fo pariiciru?e in this tivia quiz, All federal, state and local (aws apply. All tax iabilifes are the
sole responsibility of winners. Winners will Ee limited fo two per household per month. Players waive any and all rights or claims for the quiz if a quesfion or answer is umbi%uous. This offer may be
canceled at any fime withoutprior noificafion. By playing his frivia quiz, al‘calles agree fo i rules and regulafons corteined herein and vill be bound by same. Decisions of Nafional Telemedio are
final. National Telemedia uncf Almarc Productions are not responsible for any problems that arise from felehone connecfions or operafing failures in connections with parficipation in his frivia guiz‘ A
lst of winners may be oblained each month. by sending.a sellddressed stamped envelope to Nafionol Telemedia/VGSCE Trivia Quiz, 20740 Roscos Blvd., Canoga Park, CA 91306,



COMPILED BY
Joyce WORLEY

Genesis,
TurboGrafx-16
Get Digitized Graphics

Tengen introduced
advanced technology that
will bring digitized graphics
to home 16-bit video gaming.
Pit Fighter, based on Atari’s
coin-op game, uses digitized
movements from films of live
actors to create a
wrestling/kick-boxing match.
The game is scheduled to
come out on the Sega
Genesis in autumn 1991.

In a VibDEoGAMES &
COMPUTER ENTERTAINMENT
exclusive, a spokesperson for
Tengen revealed that the
company has also begun
development of Pit Fighter

NEC's
TurboGrafx-16. The shipment
date has not yet been sched-
uled but may be as soon as
the fourth quarter.

Ted Hoff, Tengen’s senior

for play on

vice-president of sales,
explained why they are so

24

| extended color

eXcited abdut the new pro-

cess. “When we saw the
tremendous success of this
title in the arcades, we were
determined to bring the
advanced technology and
exciting realism of digitally
processed graphics to home
systems.” He went on to add,
“We do have an advantage
having Atari Games as a par-
ent company. Its coin-op
titles are known worldwide
as leading the industry in
technology and creativity,
and we are able to capitalize
on that heritage for home
systems.”

Atari Reconfigures
Computer

Atari is now marketing
an enhanced configuration
of the 1040ST. Dubbed the
1040STE, the machine is
fully compatible with exist-
ing ST software packages.

New features include an
palette,
hardware scrolling and digi-
tal stereo sound. It has one
megabyte of RAM, uses

According to Sam
Tramiel, chief executive offi-
cer of Atari Corp., “The sys-
tem is designed for serious
home computing and small
business professional use.”

Nuby Turns up the
Volume for
Game Boys

Nuby Manufacturing (a
branch of Curtis
Manufacturing in Jaffrey,
New Hampshire) introduced
the Game Boy Amplifier,
which turns up the sound
level for the portable player.
The $14.95 gadget plugs
directly into the unit’s head-
phone jack, then provides
stereo sound through mini-
speakers. It's powered by a 9-
volt battery or AC adapter
(not included).

The Game Boy Amplifier
tested by VG&CE delivered a
good volume of sound,
mostly consisting of beeps
and boops, through the
speakers provided (sound is
not a major ingredient of

a Motorola 68000 micro-

processor and operates

at 8 MHz. It utilizes the
latest TOS operating sys-
tem, improved memory
management and user
interfacing and an
improved graphics inter-
face that uses icons. The
1040STE retails for under
$600.

Game Boy programs).

Nuby’s Game Boy
Amplifier  joins other
enhancements designed to
make big things out of the lit-
tle game machines. Products
already available from Nuby
for the Nintendo Game Boy
include the Nuby Game
Light, Game Boy Magnifier,
Game Caddy, Carry Case and
Game Pak Carry Case.

Mediagenic Makes
M g nt Chang

Mediagenic reached
agreement with BHK
Technologies Corp. to make
changes in the company’s
board of directors and man-
agement, in return for estab-
lishment of an accounts
receivable-based line of cred-
it for the company.

BHK, which owns roughly
25% of Mediagenic’s out-
standing common stock, will
provide $2.5 million of addi-
tional financing during the
next 12 months. Among the
changes brought about by
the agreement is expansion
of the board of directors
from four members to five.
Four of the five seats will be
filled by BHK appointees.
Bruce Davis, former chair-
man and CEO, will continue
as a director and vice chair-
man. Robert A. Kotick will
take over as chairman and
CEO, Keith C. Moore will
become chief operating offi-
cer and Brian Kelly will be
chief financial officer.

Bruce Davis explained
that although the nature of
the financing and related
terms are still under negotia-
tion, “the board of directors
of Mediagenic believes that
the board and management
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(Limit one issue per name. Please send original coupon only—no photocopies accepted.)

Mail to: TURBOPLAY
9171 Wilshire Blvd., Suite 300
Beverly Hills, CA 90210 ATTN: Subscriptions
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changes being affected by
this agreement will enable
the company to more effec-
tively address its existing
financial and operational dif-
ficulties.”

Lynx Gets
New Stripes

Atari Entertainment has
developed a whole wardrobe
of Lynx accessories. The
company announced plans
for a line of products
designed to enhance the
handheld video game sys-
tem'’s portability.

The Atari Lynx charcoal-
gray nylon carrying case
holds the game system, 12
cartridges, a cigarette-lighter
adapter, an AC adapter,
ComlLynx cables for multi-
play, a sun visor and spare
AA batteries. The $19.95 case

the unit to protect the color
screen.

For travelers, the Lynx
cigarette lighter adapter
plugs into any standard car
lighter. The $19.95 adapter
has two outlets, so two sys-
tems can be powered simul-
taneously.

Data East to Use
Intel’s New
Technology

Data East USA has
the exclusive rights to
develop arcade video
games using Intel’s
digital video interac-
tive (DVI) technology.

According to spokes-

people from the two [

companies, the Intel

DVI i750 video proces-

sor will produce coin-

operated games with |
graphic images

that approach the quali-
ty of film.

DVI components pro-
vide high-performance
storage and retrieval of
large blocks of animated
graphics on CD-ROM
media. Data East will
combine the Intel proces-
sor with its own hard-
ware and software to
form a system that sends
large amounts of infor-
mation to the monitor, to
create movielike motion.

Joseph Keenan,

stores game
cards in trans-
parent pockets
and has
padded com-
partment walls
with velcro
interior hinges
so the inside
can be cus-
tomized. It has
a carrying han-
dle and a
shoulder strap.

The Lynx
Pouch holds
the Lynx,

ComlLynx
cables, spare

Data East president,
said, “For the first
time, arcade games
will have graphics
with the intensity,
depth and realism
of film animation.”
The first coin-op
to use the process,
Thunderstorm (a
helicopter action
game introduced in
Japan last year),
will be available in
the U.S. before
summer 1991.

Alladin’s
Castle,

batteries and

games. The small gray bag
has both a wrist strap and
belt loop, for $14.95.

The Lynx sun visor/screen
guard snaps over the LCD
screen to make it possible to
play the Lynx even in sun-
light. When not in use, the
$4.95 visor snaps down over

26

Channel M,
Cosponsor
Tournament

The Channel M Video Wall
Network, and Aladdin’s
Castle Family Entertainment
Centers are cosponsors of a
three-month national tourna-
ment to be held in 50
Aladdin’s Castle locations

across the country. The event
started March 1 and will cul-
minate on May 30.

Every Aladdin’s Castle
patron is invited to register
for the contest. Each partici-
pating store will draw 50
players to compete in the
Power Play 7 Tournament.
The contestants are required
to play seven
different
arcade games
for the top
total com-
bined score.
Everyone who
plays gets a T-
shirt, and top
scorers win
cash prizes
| and merchan-
dise awards.

Games fea-
| tured in the

tournament
are: Bad Dudes, RoboCop
(both Data East), Mercs
(Capcom), Ms. Pac Man
(Midway), Teenage Mutant
Ninja Turtles (Konami), Pit
Fighter, Pole Position 2 (both
Atari) and Super Off Road
(Leland). One nonarcade
game is also used at some
locations, Hoop Shot (Doyle
& Assoc.).

Information about the
tournament and registration
requirements are available at
participating Aladdin’s
Castles.

Clue Book Update

Origin Systems Quest For
Clues, Volume 3, is now
available. It's reported to fea-
ture 198 pages of walk-
throughs, maps and solu-
tions to 40 top adventure and
fantasy role-playing comput-
er games from the past year,
compiled by Shay Addams
and staff.

Some of the games
included in the book are
Circuit’s Edge (Infocom),
Future Wars (Interplay), Gold
Rush (Sierra), Bad Blood
(Origin), Champions of
Krynn (SS|), Star Flight | & I,
(Electronic Arts) and over 30
more adventure and role-
playing games.

The book is available for
$24.99 at software and book
stores.

Accolade, U.S. Gold
Agree in U.S.
U.S. Gold, one of Europe’s

leading entertainment soft-
ware developer/publishers,
signed an exclusive North
American distribution deal
with Accolade. The first
games distributed under this
new agreement are
International Soccer, Gold of
the Aztec, Vaxine, and Rotox,
all available in IBM PC and
Amiga versions.

Allan Epstein, president
and CEO of Accolade,
remarked, “We recognize
that high-quality European
games, like those from U.S.
Gold, are more and more
suited to North American
audiences, and we look for-
ward to helping U.S. Gold
achieve that same reputation
and image here in the U.S. as
they have in Europe.”

All four games will hit
retail stores by summer.

Free Upgrade From

Spectrum HoloByte

Ad Lib sound card sup-
port, better joystick control,
debugged armament release
and debriefing screens are
some of the enhancements
available in the 1.2 version of
Spectrum HoloBytes’s Flight
of the Intruder. The game,
based on a popular novel by
Stephen Coonts, deals with
air combat over North
Vietnam in 1972.

Additional fixes include
aircraft carrier display, sup-
port for dual joysticks and
the ability to save menu con-
figurations. A “patch disk”
contains updated files that
overwrite originals, so the
original disk is still required.

All registered owners of
the 1.0 or 1.1 versions of
Flight of the Intruder can
contact the Customer
Support Department at (415)
522-1164 to receive their free
upgrade.

Top Coin-Ops of
January 1991
Figures are courtesy of
Replay magazine, based on
an earnings-opinion poll of
operators.

Best Upright Videos
Race Drivin’ by Atari
Pit-Fighter by Atari
Hard Drivin” by Atari
Space Gun by Taito
TMNT (Turtles) by
Konami

Galaxy Force by Sega

OIS

&
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Nintendo GAME BOY.

4 o°

# ]]01)(: 3850
d1llxooorao

Over one hundred years ago during the mighty Shogun Era, the Lord of
Darlk sent his fe armiy to terrorize the Japanese countryside. Using
the Dark Lord’s powerful magic, his evil minions spread famlne, plague, and
pestilence wherever they went, leaving the p ful
oppressed. t’s up to you to recruit'a lethal Mercenary Force from a band of
deadly warriors and free the country from the Dark Lord’s ruthless reign of terror.
Now Nintendo® Game Boy™ players can get mercenary with Meldac’s <

for play on the.
Nintendo® Game Boy™

p y new type of action/shooting game; MERCENARY FORCE. Voted
one of the top 10 game introductionsin 1990 by Japan’s/Game Boy Club’

Magazine, Mercenary Force brings superior graphics and incredible stereo’ z
sound to Game Boy™ software. So if you have a head for strategy-and a body
for action, what are you waiting for? Let's Get Mercenary!

y

For. more information<
Meldac of America, Inc. please contact: .

1801 Century Park East National Sales Department
I I '9 Suite 2210 Telephone: 213/286-7040.
v | Los Angeles, CA 90067 Fax: 213/286-7039
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7. G-Loc by Sega

8. Four Trax by Atari

9. Final Lap by Atari

10. Team Quarterback by
Leland

Best Coin-Op Software

1. Ninja Combat by SNK

2. Final Fight by Capcom

3. Raiden by Fabtek

4. Magic Sword by
Capcom

5. Strata Bowling by
Strata

6. Cyberlip by SNK

7. Super Spy by SNK

8. Off Road Trak Pak by
Leland

9. Carrier Air Wing by
Capcom

10. Blood Bros. by Fabtek

Best New Videos
1. Cisco Heat by Jaleco
2. GP Rider by Sega

Live Action
Football Hits
Arcades

Williams
Electronics has
introduced what
the compa-
ny calls
“the first
live action
video football
game” to play-
for-pay parlors.
High Impact
Football  pro-
vides 15 teams
for one to four
players and over 40
authentic offensive plays and
defensive formations.

Williams used digitized
graphics for maximum real-
ism and sparked the action
with such extras as cheer-
leaders, coaches and jeering
fans. On-screen movement is
controlled by a joystick and
action button.
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Fuji Promotion Offers
Free Disks Again

Fuji Photo Film USA has a
good deal for disk
buyers. Specially
marked ten-packs
of Fuji high-densi-
ty floppies con-
tain a free 11th
disk, marking a
repeat of highly
successful promo-
tions from previ-
ous years.

Jeff Ash, Fuji's
marketing manag-
er for the comput-
er media division,
explained the rep-
etition of previous years’
sales promotions. “Resellers
indicate that free 11th disks
are Fuji’s most popular pro-
motions. By featuring high
density disks, we expect this
year’s program
to be the most
successful
§ ever”

The promo-
tional packs of
disks retail for
$33.30 (3.5")
and  $19.90
{52457,

Lynx
Library
Expands
Atari  will
release 16 new game
titles during the first
half of 1991, bring-
ing the total to over
30 games available
for the Lynx
portable game sys-
tem. Retail prices
for the new titles
range from $29.95
to $39.95. Many
take advantage of
the ComLynx for
multiplay, and
some allow up to
eight players to
link up for head-
to-head play.
New titles introduced
are World Class Soccer,
recreating the sport for one
to four players; Ninja Gaiden,
based on the Techmo hit, fea-
turing martial arts for one to
two players; Blockout from
California Dreams, a 3-D
cube-stacker for one player;
Xybots, in which one to two
players battle robots through
mazes; Shanghai, from
Mediagenic, a strategy game

similar to mah-jongg, for one
to two players; Warbirds, in
which one to six pilots recre-

ate historical dogfights; NFL
Football, for one to four play-
ers; Vindicators, a tank mis-
sion for one to two players;
Grid Runner, one to four
players racing through tubes
and construction sites;
TurboSub, simulation sub-
marine war for one to two
players; Checkered Flag,
Formula 1 racing for one to
six players; A.P.B., setting
one player as the good guy,
against criminals; Scrapyard
Dog, a one-player mission to
rescue a kidnapped dog; and
Tournament Cyberball 2072,
which puts one to four jet-
pack equipped players into a
futuristic game of football.
According to  Atari
Entertainment  President
Lawrence Siegel, “This is
only the beginning.” He
explained that they have
ongoing relationships with
game software developers

and NEC TurboGrafx-16
video games. The version for
Nintendo games was intro-
duced in 1989.

The Eliminator cleaning
kits were designed by Naki
founder Herschel Naghi. As
the owner of a video store,
he observed that distortions
and intermittent signals
occurred when oxide built up
on the video-game contacts.
The Eliminator inserts into
the video-game system,
locks in position, then
engages and cleans the elec-
trical contacts of the circuit
board connector block. The
system was granted a patent
August 28, 1990. Since that
date, Naki has filed suit
against Innovations Etc. to
halt the marketing of a clean-
er that they claim infringes
the Eliminator patent and
received a preliminary
injunction to halt sale of the
product.

The company either has,
or is negotiating for, licenses
from all major video game
hardware manufacturers,
and the product is now in
distribution in the U.S.,
Canada, Mexico and Western
Europe.

Tee Off, Glove Up,
Then Cap Off With
Games

Manufacturers want
gamers to be well-dressed,
or so it would seem. A few
companies are giving soft
wear with the software, as a
special bonus for purchasers.

Psygnosis

and that there are currently
over 20 more arcade, sports,
fantasy and action games in
various stages of completion.

Naki Wins Injunction,
Goes Multisystem
Naki Industries is expand-

ing their line of Eliminator

game cleaners to include

Sega, Genesis, Atari Lynx

packed The
Shadow of the
Beast Il in an over-
sized box that also
contains a spiffy
black T-shirt embla-
zoned with the
leaping-beast
emblem of the
game. There are no
guarantees that the
| shirt provides any
armor protection
whatsoever against the Beast
Lord, but it's a handsome
style-statement.

Gamers who purchase
Kaneko’s Air Buster get a
bonus that might even make
them better scorers! The sec-
ond Sega Genesis game
from this publisher, Air
Buster,comes packed with a
free Kaneko video glove.
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More F umn the Sun wnthAdventure lSland | B

Break out the sunscreen and take off
for Adventure Island I11.”

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

and daresyou to do something aboutit. [] But thisis no day

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

creepiest critters ever to slither across a video screen.

Volcanoes. Avalanches. Giant Scorpions. Killer Cobras. We're
talkin' one tough Witch Doctor here! And the action really heats
up with a new vertical/horizontal scroll. Plus, stage select lets

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

LIGENSED BY NINTENDO™
FOR PLAY WITH THE

/ ey : e e = Hludson Soft USA, Inc.
\ — ¢ 2V HUDSON snr 400 Oyster Point Blvd., Suite 515
TR omenT 5 - South San Francisco, CA 94080

Hudson Soft is a trademark of Hudson Soft Co., Ltd. Adventure Island II™ is a trademark of Hudson Soft USA, Inc. Nintendo® and Nintendo Entertainment System®
are registered trademarks of Nintendo of America Inc.
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Although it doesn’t make any
promises, it should at least
help the pilot avoid blisters,
in this one- or two-player
aerial battle.

Konami has headgear for
players. Back to the Future Il

(available for Amiga,
Commodore 64 and IBM PC)
comes packed with a sports
cap that matches the one
Marty wore in the flick.
There’s no word as to
whether the hat will make
the puzzles easier to solve,
but it will keep the head
warm while traveling
through time and recreating
key scenes from the movie.

r

The Konami contest in

support of Bill Elliott’s
NASCAR Challenge has a
lavish set of prizes to get
every racer’s motor revved.
Computer players must run
all eight courses included
on the disk, then send in a
photo of the score with the
entry form (packed with the
game) before July 22.

Ten second-prize winners
will get Bill Elliott/Konami
racing jackets. Five first-
prize winners will receive
Bill Elliott remote control
race cars. The top three
scorers will each receive
trips for two to the 1992
Daytona 500, where they’ll
meet with Bill Elliott. While
at Daytona, under Elliott’s
supervision, the three will
compete for the top prize,
a 1992 Ford Thunderbird
Super Ccupe.

The NES version of
the game also contains a
contest entry form. The
prizes offered for NESers
include the auto, trips,
racing jackets and a
clutch of handheld
games from Konami.

The official entry form

30

asks for the
name and
address of the
store where
the game was
purchased.
Retailers
named on the
@l winning
i entries  will
also get prizes
from Konami.

Bill Elliott’s
NASCAR
Challenge is a stock car sim-
ulation designed by
Distinctive Software (Test
Drive). It combines bit-
mapped graphics with a
scaling technique to create
realistic images of the race
and pit stops, uses a VCR
replay mode with six play-
back camera locations and
has a customizing kit to
adapt the car.

Game Genie Out of

the Bottle in Canada
The Federal Court of
Canada denied Nintendo’s
application for an injunction
to halt sales of Camerica
Corporation’s Game Genie.
In his remarks, Justice Paul
Rouleau said, “The plaintiff
(Nintendo) had not demon-
strated the loss of a single
sale in spite of the fact that
the defendant Camerica

started shipping Game
Genie to customers in June
1990.” The decision means
that Camerica will continue
distribution of the device in
Canada, where it is currently
available for $70 to $80 at K-
Mart, Toys “R” Us, Woolco
and several other Canadian
chains.

The Game Genie video-
game enhancer attaches to
video-game cartridges, then
both insert into the game
deck. The Genie then “grants
three wishes” to the player
to make the game harder or
easier to play. The changes
do not affect the original
programming of the game.

Nintendo claimed that by
making games easier to play,
the Genie would make its
software boring and thereby
reduce sales. David Harding,
president of Camerica, coun-
tered that argument, citing
“hundreds of letters and
phone calls from satisfied
Game Genie owners.” He

went on to say, “The
Nintendo  Entertainment
System can only be

enhanced, not harmed, by
the addition of our peripher-
al. In fact, | predict an
increase in sales of Nintendo
products as a direct result of
the Game Genie.”

American distribution of
the Game Genie is still held
up by court injunction. A
hearing on the matter is
scheduled soon.

Acclaim Announces
First Product for
Super NES

Acclaim announced its
support of Nintendo’s new
16-bit Super NES (Super
Famicom) system, which will
be introduced later this year.
The first 16-bit entertainment
cartridge from Acclaim will
be a title based on The
Simpsons. The company
expects to have the 16-bit
Simpsons game ready
before Christmas 1991, and
at least two other Super NES
games by end of the year.

Robert Holmes, Acclaim’s
president, remarked, “As
leaders in this industry it is
appropriate that Acclaim is
one of the first entertain-
ment companies to actively
support Nintendo’s new sys-
tem in the US.” He went on
to state, “We continue to

produce software to support
the 28-million-plus American
households that already own
an NES.”

Sierra Multi-Media
Package Postponed

In a surprise announce-
ment, Sierra President Ken
Williams revealed that his
company will postpone its
multimedia hardware pack-
age until June 1991. “After
discussions with leading
hardware suppliers, it has
become apparent that a new
evolution of hardware will
be available later this year
which will exceed many
existing standards. Our deci-
sion was made in an effort to
avoid selling our customers
a multimedia package that
will become obsolete in a
short period of time.”

One of the reasons for the
delay is Sierra’s intention to
be compatible with
Microsoft’s Level Two
Multimedia Standard. This
has required reconfiguration
of the Sierra hardware pack-
age. According to company
reports, the new product will
be commercial quality, state-
of-the-art hardware, but
Sierra intends to hold its
original price point of
approximately $750.

CDTV Update

In a VG&CE exclusive
interview, Commodore’s Gail
Wellington explained the
current timetable for the roll-
out of their new CDTV. Early
in January the company pre-
dicted a delay, if war started.
Although the Middle East
conflict caused some change
in the original schedules, the
delays amounted to no more
than a couple of weeks.

CDTV’s mid-March intro-
duction puts the new hard-
ware in Chicago, Los
Angeles and San Francisco.
By May, the company
expects CDTV to be on the
market in several other
cities. CDTV should be avail-
able nationwide by the end
of summer 1991.

According to Ms.
Wellington, 40 software
packages have been avail-
able for the CDTV since the
end of March, and more are
scheduled for release

throughout the year. &
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THIS TINY GAME HAS
1,253 ENEMY SOLDIERS
392 TIME DELAY BOMBS,
140 LASER CANNONS,
28 SINKHOLES, AND
ONE KICKBUTT
ATTITUDE.

)

BUT IT STILL HAS ROOM FOR YOU.

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

reflexes to crack this game.
In Crack Down, you
must accept a fop-secret
mission fo re-take control of
a heavily guarded facility
where artificial life systems
are created. The only
r)roblem is that their evil
eader wants to use them to game that has an aftitude,
take over the world. And the make a reservation to play
don't appreciate well-armed, nDSHinE=ES - Crack Down. We have just
visitors, spoiling their plans. N A enough room to fit you in.

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

So if you want a

12062 Valley View, Suite 250/ Garden Grove, CA 92645/ (714) 8930309
©1990 SEGA e Disfributed by SAGE'S CREATION, Inc. © Licensed by Sega Enterprises Lid. for play on the Sega Genesis System  Sega and Genesis are trademarks of Sega Enterprises Ltd.
CIRCLE #113 ON READER SERVICE CARD.






LLTO...

Beuuhful Entombed Princesses.

CHILLTO...

Psychotic, Death-Dealing Sorcerers.

STILLTO...

Deranged, Draconian Firedogs.

Rl JKE A

..Q,

Hid Heud-Sl
‘Hopgoblins.

9

“Spent hours searching for magical treasures . . . even longer
trying fo use them.” —Trey Green, Game Reviewer

16 Bit Graphlcs

Licensed For Play On

16 -BIT CARTRIDGE

Game Has Not Yet Been Rated.

wesome monsters!”—Aaron Van Stavern, Game Tester

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

RazorSoft and Stormlord are trademarks of RazorSoft, Inc. Sega and Genesis are trademarks of Sega of America, Inc.
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Tips are graded on a scale
of one to five joysticks. The
more joysticks that are col-
ored in, the more valuable the
hint.

Blow the dust off those old
games, and try out some of
our new hints! If you have
some great hints and tips for
us, just put them on a piece of
paper, and send them to
VG&CE, 9171 Wilshire Bivd.,
Suite 300, Beverly Hills, CA
90210, ATTN: Easter Egg
Hunt. The author of each new
tip we use will receive $10.
Write neatly and be sure to in-
clude your name and address!

Here's a key to the
abbreviations:

Up

Down

Left

Right

“A" button
“B” button
“C"” button

ACTION RUNGFU ™

START s
CONTINUE 99
TM AND 1990 HUDSON SOFT
LICENSED BY

continued on page 36
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INCRED!
WRESTI.ING ACTION'
‘Take on your favorite WWF
Superstars with the piledriver,
suplex, dropkick and more! -

Step into the ring with ummate Warnor“‘
Hulk Hogan™, Mr. Perfect™, Million Dollq

Licensed by Nintendo
for piay on the

OUT-OF-THE-RING MAYHEM! \ TURNBUCKLE TUHMOII.'
Watch out for a powerslam! Unleasha devasta
leap on your. opponem

trademark of Til Inc. ©1991 Tit Im: Hulk Hogan™, ia™ and Hulkster™ are trademarks of the Marvel | Cnm
Inc. World Wrestling Federation® and WrestleMania® are registered trademarks of TitanSports, Inc. All other distinctive character ik e
~reserved. Nintendo®, Game Boy™, and the official seals are trademarks of Ilimzmip of America Inc. LIN® is a trademark of LIN Ltd. © 1991 LIN
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and "Dragon’s Lair
haracter designs

ft Inc. “Dragon’s Lar
Interactive Med

Distributed by CSG imagesoft Inc., $200 Sunset Boulevard, Sutte 820, Los Angel agesoft “Image:
The Legend " are trademarks owned by Bluth Group, Ltd. All character: 90 Bluth Group, Lid. us
1983 Don Bluth. All rights reserved. “Nintendo Entertainment System’ " “Nintendo'." and “Game Boy™ are trademarks of Nintendo of America inc

CA 90069. “CSG i
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AVAILABLE APRIL 15 ONLY IN NEW YORK AND LOS ANGELES

uﬁ\tf{?‘grup}iics.;ﬁuméCeur's advanced technology
makes G('g\mevﬂoy Jook like child’s play. The high reso-
- lution color screen provides razor sharp detail. Infense

colors give a picture so lifelike it puts you right in the

thick of the action. And the back-lit screen allows you

to play in any kind of light, even total durkness. Other
features include multi-channel stereo sound and state-
of-the-art options like a TV Tuner; Gear-to-

Gear Cable” for one-on-one competition and a

| foaian

Rechargeable Battery Pack for hours of play without bat-

teries. So quit kidding yourself, it's time to get into gear.

W)E EBEMW
COLOR PORTABLE 1E1 L /BN GAME SYSTEW

<1991 SEGA OF AMERICA, INC.

~Available pending FCC approval.
SEGA and Game Gear are trademarks of SEGA of Americo, Inc.
Game Boy is a registered trademark of Nintendo of America, Inc.
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Battletoads
TRADEWEST

For the Nintendo Entertainment
System ($49.95)

bering him or her with a “toad chop” or a
“three-finger jab.”

These specialty moves are one of the
main reasons why Battletoads is so much

T S SRR 9 9 fun. At different points in the game, the
7 f controller buttons are automatically recon-
= 174 1 e figured to set you up with different meth-
L L B s i ods of attack. In other words, the button
OVERALL 12345678 H 10 that allows you to deliver a “jawbuster” to
the tall walker in Area 1 is the same button
Are you one of the growing numbers of that administers a “big bad boot” to the
VIDEOGAMES & COMPUTER ENTERTAINMENT giblets in Area 3. There's no need to mem-
readers who have sold their NES consoles orize a whole menu of complicated con-
in order to help finance the purchase of a trol-pad functions—just press “B” and
Genesis, TurboGrafx-16 or even (gasp) a watch your enemies fly!
NeosGeo? Are you proud of the fact that Trad st’s foad: The animation that depicts each of
you gave up Mario in favor of Keith has it all: charismatic these actions is absolutely hilarious; dur-
Courage or Michael Jackson? Well, | hope characters, gorgeous ing the “anvil slam,” for example, your
you’re enjoying that shiny new 16-bitter, graphics, innovative play toad’s fist actually takes the shape of a
because when you get a look at Battle- opfions, a perfecily balanced giant anvil. And when you use the “full
toads, you might regret it. difficulty level end an inane  metal earmuffs” attack, his hands trans-
It's pretty obvious that the ‘toads are a semse of humor. form into a huge pair of cymbals that

Teenage Mutant Ninja Turtles
spoof, right down to their skin
color, but these guys don’t mess
around with any fancy ninja
weaponry; their hands and feet
are just as effective as a “sai” or
a “bo” (or a battering ram, or an
anvil—I'll explain later). Their
leader is not a soft-spoken rodent,
like the Turtles follow; the toads”
efforts are coordinated by a
tough-talking old buzzard known
as Professor T. Bird. Lastly, where the
heroes-in-a-half-shell have assumed the
monikers of Renaissance painters, each of
the three Battletoads is named after a skin
condition: Pimple, Zitz and Rash.

As explained in the game's introductory
sequence, Pimple and Princess Angelica
have been captured by the incredibly evil
(and incredibly curvaceous) Dark Queen.
Your job is to rescue your fellow Battle-
toad and “the best-looking girl this side of
the Mazallion Star Cluster.” But in _
order to do this, you have to get f§
past the scuzzy varmints who make
up the Queen’s alien army: the
Psyko-Pigs, the Saturn Toadtraps
and bigger beasts like Robo-Manus
and Big Blag.

There’s a two-player cooperative
mode that proves to be more
humorous then helpful; you’ll
spend a lot of time apologizing to
your partner for inadvertently clob-

42

crash together—with your opponent’s
head between them.

The whole game is loaded with stun-
ning features; some, like the multiplane
scrolling effects, are rarely seen on the
NES. Others are completely new to this
type of game. The Area 1 boss is a perfect
example of the uniqueness that Battle-
toads seems to take for granted. When
you reach the end of that level, your toad’s
eyes bulge out in terror as he sees the
boss character, and his jaw literally drops
I to the ground; yet another clever
# bit of cartoonish animation. But
as a giant leg steps into the
screen from the right, the
screen’s perspective changes to a
first-person view from the eyes
of the boss, and you watch as
your toad picks up boulders and
flings them at you, the boss.
Incredibly, the boss character is
never shown on the screen.

S

e By
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This type of variety is typical of the rest
of the game. During the 12 levels that
make up the Battletoads experience, you'll
do everything from swinging on a rope to
riding on a super-fast air car. The only
thing that keeps the graphics from rating a

perfect 10 is the “flickering” that appears

in some areas; it's most noticeable in the
two-player mode. The sound effects are
worth mentioning, though: | love the
weighty “thump” that accompanies some
of the more powerful punches, and the
snapping sounds of the Saturn Toadtraps
couldn’t be better.

Battletoads has it all: charismatic char-
acters, gorgeous graphics, innovative play
options, a perfectly balanced difficulty
level and a wonderfully inane sense of
humor. There’s no doubt in my mind that
this is going to be the biggest NES game
of 1991.

—Chris Bieniek
Tradewest, Inc.
2400 South Highway 75
P.O. Box 2097
Corsicana, TX 75151
(903) 874-2683

James Pond
ELECTRONIC ARTS
For the Sega Genesis ($49.95)

12345689 10
123456

=t
PLAYABILITY
OVERALL ¥4 8 9 10

He doesn’t look like Sean Connery,
Roger Moore or Timothy Dalton. Beautiful
women don’t throw themselves at his feet.
(He doesn’t even have feet.) He doesn’t
drive fancy cars, and he doesn’t have a
license to kill. Nonetheless,
James Pond is a secret agent
extraordinaire. He's also a fish.

In this arcade-style underwater
spy romp, you get to control
James Pond as he struggles to
complete a dozen dangerous mis-
sions, each demanding quick
thinking and fast reactions. The
missions, whose names are remi-
niscent of another famous spy’s
adventures, have Pond swim-
ming through peril-ridden cav-
erns, sunken shipwrecks and secret cham-
bers while avoiding all types of undersea
villains, including oysters, squids, jellyfish,
pelicans, killer fish and more.

Of course, being a top-notch secret
agent, James Pond has a way to deal with
all those villains. When the bad guys

VG&CE * MAY 1991

attack, Pond can defend himself with his
special underwater gun, which encases an
assailant in a tough bubble. Popping the
bubble will not only destroy the villain, but
also may reward Pond with a bonus item
or power-up. If Pond doesn’t pop the bub-
ble in time, the enemy is released.

In lieu of his bubble gun, James Pond
can select a defense from an oceanful of
special items. Some items reward Pond
only with bonus points, while others sup-
ply our marine operative with additional
powers. Fairy wands, for example, make
James Pond temporarily invincible, while
potion bottles destroy all enemies on the
screen. In addition, clocks give Pond extra
time in which to complete his current mis-
sion, and hearts give him extra lives.

While he is scurrying to grab power-
ups, James Pond must avoid the many
dangerous objects mixed in with the
goodies on the ocean floor. These include
whiskey bottles that make Pond drunk,
glue pots that stick him to the seabed,
skull potions that turn enemies doubly
mean and bombs that explode shortly
after being touched.

In each mission, Pond will stumble
upon hidden rooms. These rooms may be
good, bad or neutral. Good rooms contain
special items, bad rooms contain enemies
and neutral rooms contain a combination
of both. Frequently Pond will dis-
cover starfish in a secret room.
Depending on their color, starfish
give Pond super speed, maxi-
mum energy or extra bubble
power. The dark starfish, the only
one that deep-sea agents should
avoid, sticks to Pond and ham-
pers his movement.

Each of the twelve missions
has a different objective. In
“licence to bubble” you must
help Pond find keys that will
release six lobsters from their traps. In
“the fish with the golden bar,” Pond must
recover eight gold bars lost in a ship-
wreck. Other adventures include “a view
to a spill,” in which Pond must destroy a
leaking oil platform; “for your fins only,”
which has our hero recovering toxic waste
containers; “leak and let die,” wherein
Pond must find sponges and use them to
plug holes in two leaking oil tankers; and
“moneyraker,” which drops Pond into the
lost city of Atlantis to locate priceless
vases. Other levels are “from three-mile
island with love,” “fishfingers,” “they only
live once,” “orchids are forever,” “the mer-
maid who loved me” and “Dr. Maybe.”

James Pond is an entertaining and
challenging undersea caper that should
please just about anyone. Its scenarios are
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fresh, the graphics crisp and colorful and
the game play addicting. If you're going to
take on the persona of a fish, it might as
well be “Pond. James Pond.”

—Clayton Walnum
Electronic Arts
1820 Gateway Drive
San Mateo, CA 94404
(415) 571-7171

Castelian
TRIFFIX
For the Nintendo Entertainment
System ($42.95)

PLAYABILITY 1283 45 6 7 89 10

OVERALL 1234=S7SS1D

Castelian is yet another game that may
be familiar to those of you that have a
computer as well as an NES. The name
Tower Toppler may be more recognizable,
that's how it has appeared on the Atari ST,
Amiga and possibly other systems as well.
If you have seen Tower Toppler before,
there are a few differences between it and
Castelian; if you haven't seen it, then listen
up gamers!

Castelian and two suns both revolve
around a planet known as Centrus, where
summer lasts the whole year. Our friend
Julius on the island nation of Jammerville
has been awakened to learn that seven
alien towers have surrounded the island,
cutting off the export of Jammerville’s
chief products: centrubies, dia-
monds and sapphires.

If one more tower appears, the
island will be completely enclosed,
and everyone will be trapped. Our
friend Julius has been charged
with the task of toppling these
alien towers to save the island
from being cut off.

To take out each tower, Julius
must make his way around the
ramparts, along ledges that are
protruding from the outer walls.
Along the way, lifts and passageways that
pass into and directly back out of the
tower must be navigated in the quest to
reach the top. Only when the top has been
reached safely can Julius proceed to top-
ple the tower.

There is more to this job than climbing
however. Some of the steps are set up so
that gravity will pull him down to the bot-
tom if he doesn’t keep moving. Other
steps are weak and may crumble, plung-
ing Julius to the level below—if there is
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one! If there is, Julius may simply climb
back up, though the time lost may prove
critical. If there isn’t a ledge below...well,
our friend can’t swim and will perish if he
hits the water below each tower.

Some areas have gaps in the pathways
where Julius must jump and hope for the
best. Sometimes there are obstacles
blocking the way; however, Julius has
brought along his carbonobombs, which
can be used to blast his pathway clear of
some, though not all of them.
Unfortunately, there are several alien crit-
ters that populate the pathways; some of
which may be destroyed or possibly
stunned, while others will pay no heed at
all to the carbonobombs lobbed their way.

Time is a big factor. Julius has a set
limit for reaching the tower’s peak and
detonating his Destructo Bomb. If the time
runs out, Julius goes bye-bye. He begins
the game with three lives, with extras
awarded depending upon which of the
two possible difficulty levels are in effect.

In the
novice
skill
level,
extra
lives are
awarded
at every
5,000

points, but in the expert level it's double
that. Also, though the time counter reads
the same, the timer and aliens both move
a bit quicker.

After a tower has been knocked to the
ground, Julius gets to take a small break
in the bonus round. Here, he travels along
a pathway, gathering as many jewels as
possible while avoiding pitfalls or the
occasional alien that swings by. If Julius
makes it to a clock tower, he can collect
bonus points for the jewels collected. If
not, it's off to the next tower and better
luck next time!

While there is certainly a little bit of
action involved, Castelian really depends
more upon puzzle-solving ability and good
coordination for success. Each tower has
its own little tricks and strategies to be
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7 W FINALLY, A GAME THAT SPEAKS
YOUR LANGUAGE! o

Totally Rad" takes the most awesome beach dude on a trip far NN
below the sand, in pursuit of the totally ungnarly creature who |
made off with his beautiful girlfriend. Along the way, he runs into
some totally gruesome monsters, who come after him with some
pretty heavy magic. Luckily, he’s got a few tricks of
his own: magic boomerangs, electric shock claws,
shooting stars, even telepathy. This dude even

has the ability to change forms...from a bird to a
lion to a giant lizard.

TOTALLY RAD IS TOTALLY RAD!

‘Whoa! Life’s Awesome! Dude
abeach. goes underground.
5 5 5 ®
Jaleco™and Totally Rad™are trademarks of Jal USA Inc. Nintendo® and Nintendo Entertainment T s
Stem-av rogtered ademarks o Nimando o Amefica . 1991 Jloto VS e New! For the Nintendo Entertainment System.
CIRCLE #118 ON READER SERVICE CARD.



mastered before the tower can fall. Once
the tricks are known, it's a game of beating
the clock. Either one or two players may
participate. Continues are limited, so don't
expect to just push your way through the
towers; finesse will prove more rewarding.
Visually, mediocre is a fair term, as
there isn’t anything flashy about the land
of Jammerville. | personally couldn’t really
get into this game, though | did play
halfway through it to try and be fair about
it. Sound effects are very limited: other
than the opening music, there isn't much
there. If you are familiar with Tower Top-
pler and you liked it, Castelian is a faithful
reproduction with an addition of bonus
rounds to give it some freshness. Give it a
try before making any investments.
—Brent Walker
Triffix
5756 Royalmount Ave.
Quebec, Canada H4P IK5
(514) 737-3056

Whomp ‘Em
JALECO
For the Nintendo Entertainment
System ($45.95)

12345575910

PLAYABILITY

OVERALL 1234568910

“Wampum” is a slang term for money;
it originally referred to the strings of beads
used by North American Indians for trade
and for decoration. Whomp ‘Em, as
defined by Jaleco, has nothing to do with
currency; this is a game about hitting
things with a stick.

Well, that’s not entirely true. As an
Indian brave named Soaring Eagle, your
purpose in life is to collect “totems” for
your magic pouch. In order to find these
items, you must run around and “whomp”
a lot of bad guys with your spear. In its
basic form, the spear acts as sort of a
spring-loaded, retractable cattle prod.
However, when you find a totem, you can
use its power to g TN
alter the way the 'g‘?':;:'e:‘;(\‘\,‘ L%
spear is used. You e
can spin the tip like
a buzzsaw, shoot a
freeze ray, even
trap your enemies
in a web. There are
seven totems in all,
including the mys-
terious “unknown”
totem, and each

a6

Whomp ‘Em’s features
are very much like the play
mechanics in Capcom’s
MegaMan series.
AN AANEAN

R

one has a different effect.

It seems a bit odd that the instruction
manual doesn’t spell out a more specific
reason why Soaring Eagle has to go
through so much trouble, especially
because the game’s introduction screens
allude to a huge, ominous figure lurking in
the shadows. As it's described, Whomp
’Em lets you whack your enemies for the
sole purpose of learning new and exciting
ways to...well, whack your enemies. If
nothing else, | was expecting a token back-
ground story about a kidnapped squaw or
something.

All kidding aside, this one’s another
Mario-style “guy game,” one that takes
you through eight levels of action that
scroll in all directions. There are plenty of
strange, unfriendly beasties to plow
through as you go along; my favorites are
the spear-wielding, mop-topped green
pygmies and the golden robot knights.
Again, the documentation gives you no
information about who your enemies are
and why they attack you on sight; they are
simply referred to en masse as “crea-
tures.” | realize that many players never
read the instructions anyway, but a lot of
video-game information is disseminated
by word-of-mouth, and it’s tough to
ew title

4 LAES
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when all of the game’s elements must be
referred to as “that green guy” or “the lit-
tle, orange striped thing.”

Another small gripe concerns the
“deerskin shirt” and “buffalo headdress”
power-ups. These items increase Soaring
Eagle’s defensive power and grant him
temporary invincibility; it would have been
nice to see the little guy actually wear
them. Instead, the screen displays icons in
the corner of the screen to show that
they’re in use.

Though the influence is not imme- |
diately obvious, Whomp Em has a lot
in common with Capcom’s popular
MegaMan series. After the first level is
completed, a circular map screen lets
you pick the next “world”; you can
play through Levels 2-6 in any order
you choose. Each level ends with a
boss character who gives up one of
the aforementioned totems when
defeated, which essentially equips
you with a new type of weapon. These
and other features are very much
like the play mechanics of the
MegaMan titles, right down to the
ladder-climbing and platform-
jumping.

It's easy to criticize games like
Whomp ‘Em on the basis of origi-
nality; I'll be the first to admit that
this one is not exactly the next
Tetris. But there's a lot to be said
for a product that’s well-produced.
The graphics are clean and color-
ful, the play control is flawless and
immediately accessible, and it’s addicting
enough to keep me going until all my
“continues” are used up. For these rea-
sons, | have to recommend Whomp Em

—C. B.

onte Uedra, Fia

Jaleco USA Inc.

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

PGA Tour Golf
ELECTRONIC ARTS
For the Sega Genesis ($59.95)

Elecironic Arts’ PGA Tour
Golf is a thoroughly

enter ] ging and
complex golf simulation.

| 4‘]2355'615910
OVERALL 1234568910
Electronic Arts has taken a leadership
role among third-party Genesis develop-
ers. They've converted several of their top
computer titles to Genesis carts, including
Zany Golf, Populous, Budokan, Lakers Vs.
Celtics and others. Now they’ve done the
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same to their PGA Tour Golf, and
it's impressive in its faithfulness
to the computer version.

Although not as graphically
elaborate as Sega’s own Arnold
Palmer Tournament Golf, the
other golf simulation for Genesis,
PGA Tour Golf plays an impres-
sive game and has enough views
and options to satisfy any arm-
chair duffer. The ball dynamics
are as good as they get, the tourna-
ment mode is handled realistically,
even the music and sound effects are
enjoyable.

The courses, all four of them, are
represented in 3-D filled polygon-style
graphics enhanced with bitmapped
trees. For the most part, the surface
i seems completely flat, until you get to

the putting green, which can be dis-
{ played as a rotatable isometric cross
section to give you a better idea of
what sort of terrain you’re up against.
Sometimes the green didn’t seem to
react in the way the isometric view would
lead you to believe it would.

There are practice and tournament
modes, a driving range and a putting
green, and you can have from one to four
players in your party (with any combina-
tion of computer and human opponents).
When in tournament mode, your stand-
ings are reported after every hole, and the
announcer will often interrupt when some-
body in another foursome has scored an
unusual shot that results in a change in
the standings. Tournaments and
players can be saved in progress
with the battery back-up and
restored later on.

Each hole begins with a piece
of advice from one of the real
PGA players (like “Be accurate
and don’t drive into a trap”).
Then you “fly by” the hole, a dra-
matic camera view that begins at
the pin, swings back and around
to reveal the green, then trucks
up the fairway backward to the
tee. The object is to familiarize
you with the landscape of the
hole. Unfortunately, the Genesis doesn’t
seem quite up to the effect—it's better in
the computer version, and the fly-by is too
choppy for a decent effect. Fortunately, the
overhead view and the pop-up window
displaying the lie of the ball are sufficient
tools to plan your shot, and you can get
those views any time you want from the
pull-down menus at the top of the screen.

Speaking of pull-down menus, there
are dozens of them in this game, and they
are all easy both to negotiate and use.
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However, they do make use of a lot of very
small lettering, small enough to give you a
headache after prolonged playing.

The mechanics of hitting the ball are
similar to those in Arnold Palmer; they're
based on a power/accuracy meter. You
have to hit the “B” button three times to
make a shot: once to start the meter, once
when the swing has reached your chosen
power percentage and once more
to control the accuracy (hook,
slice or dead on). Instant replays
are always available; sometimes
they pop up automatically after
exceptional shots.

The computer plays a good
game, but this is one of those
that really shines when you play
with one, two or three other peo-
ple. If the graphics, which would
seem to be no more than 32 col-
ors, were on a level with Arnold
Palmer Tournament Golf (or even
the celebrated Links 256-color golf game
from Access), it'd be a truly remarkable
achievement. As it is, PGA Tour Golfis still
a thoroughly entertaining, challenging and
complex golf simulation.

—Joshua Mandel
Electronic Arts
1820 Gateway Drive
San Mateo, CA 94404
(415) 571-7171

S.C.A.T.

NATSUME
For the Nintendo Entertainment
System ($47.95)

12345575910
12345675910

PLAYABILITY
OVERALL

When | hear the word “scat,” | think of |

shooing a dog out of my yard, not of a
video game about half-human, half-
robotic warriors defending 21st-century
Earth. In this case, however,
S.C.A.T. stands for the “Special
Cybernetic Attack Team,” whose
job it is to repulse an alien horde
from the skies above Earth.
Supreme Commander Vile Mal-
mort has parked his space station
above the blasted remains of New §
York City and has troops scouring |
the area to crush any resistance.
Fortunately, the president was
forewarned of the attack and has
gathered the most knowledgeable
scientists from around the globe, B

48

As a half-human, half-
robotic warrior in
Natsume’s S.C.A.T., the
player must repulse an
invading alien horde.

setting them to work finding a defense
against the invaders. From their labs came
an answer: the Special Cybernetic Attack
Team, made up of part-human, part-
mechanical warriors. Although somewhat
small in size, they are very powerful. The
S.C.A.T. is able to take advantage of the
invaders’ advanced technology by captur-
ing and using their weapons against them.

There are five parts in the plan to
repulse the invaders. The first task at hand
is to clean up the skies around the ruined
city. Then, the S.C.A.T. warriors must
make their way into the lower depths
within and below the city, where Mal-
mort’s drones are destroying the very
foundations of the city in an attempt to
ease their invasion efforts.

After cleaning the drones out from
every last crevice below ground, the true
mission begins. S.C.A.T. forces must travel
up toward the mothership through an
“Astrotube,” the lifeline between the

ground forces and the ships
orbiting above. Success in this
area involves both successfully
defeating any drones in transit
from the ship above, as well as
avoiding defensive measures
intent upon your destruction.
Large falling pieces of twisted
space junk will also rain down-
ward and are just as deadly if you
collide with them.

The top of the Astrotube is
guarded by a huge starship

bristling with weaponry. Laser
cannons, missiles and even more
drones cooperatively defend the
ship against any attack.

If the starship is defeated, it's
time to take on the big guy him-
self—Vile Malmort. His orbiting
platform is heavily defended by
indestructible laser emplace-
ments and even more drones.
Knock this guy out and, hey, not
only have you saved Earth,
| you've earned a well-deserved
vacation (if the former isn’t rea-
son enough!).

As a participant in this mission, you
have two S.C.A.T. members to choose
from. In a one-player game, either Arnold

| or Sigourney (no comment) may be cho-

sen. There aren't any differences in ability
between the two, just different names and
different colored suits. In a two-player mis-
sion, both S.C.A.T. members are active.

Each player has a stock weapon that
they start with and the ability to use three
other weapons that may be taken from the
invaders’ supplies. Laser, bomb and wide-
beam weapons are scattered all along the
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THE SIMPSONS’
- SPACEMUTANTS
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Hello, fellow humans! @ -

Bartholomew J. Simpson

here, with a big secret:

Space mutants are invading Springfield!
Yours truly is the only one who can see ‘em—so it’s

up to me to stop ‘em. I've gotta spraypaint things, get radical on my skateboard, and in general

behave like a nuisance, man. It's a good thing I've got the rest of the Simpsons to help me out.
So if you're a decent person, a patriot, save the Earth! Buy this game!

Licensed by Nintendo
for play on the.

~ | ] “
ihicnuo)) ‘«Ialm
ENTERTRAINMENT =
SYSTEM'

enterfainment inc

@

The Simpsons™ TM & © 1990 Twentieth Cemug Fox Film Corporation. Al rights reserved. Acclaim™ and Masters of the Game™ are trademarks of Acclaim Entertainment,
Inc. Nintendo®, Nintendo Entertainment System® and the official seals are trademarks of Nintendo of America Inc. © 1990 Acclaim Entertainment, Inc. All rights reserved.

CIRCLE #104 ON READER SERVICE CARD.



battleground in special capsules. When
shot apen, the capsules reveal either one
of the aforementioned three weapons, spe-
cial speed-up pods or an energy-recovery
module that restores some of your charac-
ter's life force.
Both charac-
ters are also
equipped with
dual satellite
weapons that
shift from front
to rear, and dis-
charge when-
ever the main
weapan is fired.
These weapons
may be frozen in
a posijtion as well, to concen-
trate maximum firepower in a
single direction when needed.
Players start with six units
of lifeforce, with one unit
removed every time damage |
is incurred. Bonus units are
awarded at certain scoring
intervals, as well as by pick-
ing up the appropriate energy |
pads mentioned before.
8.C.A.T. obviously has
some familiar features about
it, but is nonetheless a well-
crafted and enjoyable game.
The graphics are interesting,
with variable scrolling and lit-
tle flicker. The soundtrack is
equally good throughout—explo-
sions, music and all. Unlimited
continues are available that, when
used, start you at the beginning of
the ropund, but the game shouldn’t
be particularly difficult for the
average player. All in all, it's a fun
game that should be given a look.
—B. W.
Natsume Inc.
1234A Howard Ave.
Burlingame, CA 94010
(415) 342-1712

For the Sega Genesis ($49.95)

Ipcavazt
OVERALL

It's more than just a game, it's a piece
of history. Over 50 years ago, little boys
ran around playing Dick Tracy on their

50

THIS CASE 15
CONEL BLOW
UP IN Your

faCs CorvEm

Sega’s Dick Tracy might
disappoint comic sirip fans,
since the video game is
based on the movie.

front steps, flashing
their official Dick
Tracy wrist radios
and pretending to
shoot up Flattop,
Itchy and other
creepy, grotesque
characters. Now the
little boys have
become fathers and
grandfathers, and the
front steps have been
replaced by the TV
screen.

Sounds charming,
doesn’t it? But hold
everything, this is
not the Dick Tracy of

] 1931. It’s not
even the Dick
Tracy of 1990°s
comic strips. In
fact, Chester
Gould might not
recognize his
square-jawed
flatfoot at all.
Why? Because
this game is not
based on the
comic strip, it's
based on the
movie. It's so far
removed from
the genuine item
that those who remember the real Tracy
will be shocked at how bland, violent and
unimaginative he’s become—not to men-
tion the fact that he now looks like Warren
Beatty. Even fans of the film version may
be disappointed, since the villains in the
game are nothing like the larger-than-life
weirdos of the film version.

The name of this episode is “a dyna-
mite case.” Big Boy is the mastermind
continued on page 108
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INTO THE FUTURE

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

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

For more information write:

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

POVERRALL 4 & © 1991 Nameo L Al gt resres. The Game Creator

Y play
GRNESIS™ SYSTEM
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A Player’s Guide to

CASTLEVANIA lik

Dracula’s Curse

BY CLAYTON WALNUM

All you vampire hunters gather
up your crosses and garlic, because
we’re going to embark on a long
and dangerous trip through lands
containing every terror imaginable.
Last month we only scratched the
surface of this extensive arcade

horror show. Now we'll take a look §

at the levels that lead up to Count
Dracula’s front door. Don't forget

" to pack those wooden stakes!
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Along with the giant frogs, you
must battle mudmen here Keep
whipping. :

One of these candles holds a cross
that will blast everything on the
screen.

Look for holy water in this candle.

_ AREA 5, STRIP 5

Keep hopping and whipping in
order to get across the mud
without falling prey to the
mudmen.

Here, you'll meet the boss
creature of Area 5, a giant bat.
Stand all the way to the left and
throw your boomerang. When the
boomerang is in the air, keep
These~ stalrs lead down to Area 6, using your whip. The giant bat
Strip 2. divides into smaller bats when it

gets hit, so stay on your toes.
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i you took our advice and waited
until you could take the lower
path, you'll find a 1-Up here.

 acid drips here. You might
to wait for the acid to eat

Spllt-second timing is required as
you try to jump past these splked
platforms

Jump to the right of this platform,
immediately crouch and start
whipping the statue on the other
side. If one of its fireballs hits you,
you could be knocked back onto
the rotating spiked platform. It's a
long way to fall!

Get up close tothib fire-breathing
statue. Wait until it expels three
ireballs, then jump and whip it.




This way to Area 6, Strip 3.

Wait until the energy ball is on the
bottom of the platform, then :
jump. Stand on the left side of the
platform, where you have plenty

of head room, and wait for the
ball to come around. When it
does, jump and let it pass beneath
you; then drop to the lower
platform, trying to avoid the
second energy ball.

; "f"lii g;;mm-: =

Don’t try to get under these ; . :-’9 4
spikes. Instead, ride on top of
them.

AREA L STRlP 2

Take these stairs up to Area 7,
Strip 3,

Above this door, hid
block, you'll find meat.

AREA 7, STRIP 3

Thls knight wull take quite a few When the energy ball cnrcles
hits before he’s destroyed. Be around to the bottom, jump onto

patient. Let him throw his axe this platform, then move quickly
over your head. Then jump and to the right. Jump to let the
whip. energy ball pass beneath you,

then climb the stairs.

Run up the stairs through the area
as fast as you can. Don’t stop for
anything. That's the only way to
avoid most of the flying enemies
here.
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: ;?I;:r::ess.e slairs fo Are.a AREA 7£TRI P 5 Geta daggef lTlere'ég,
. When you get to this . St e
vel, you can relax. The
room won't drop any
rther than this.
This knight is difficult to
efeat. Wait until he
oves all the way to the
ft. Then quickly climb
e stairs, turn to face
m and start whipping.
'ou won't have a moment
‘to spare. When the knight
is dead, take the stairs
up to Area 7, Strip 6.

Change into Grant here.
. His climbing abilities give
71 you the best chance of
/ getting through this

when they’re about to throw an
and axe, and you'll be better able to
- defend yourself.

Wait on the stairs for the statue to

stop shooting. Then climb down

and whip it into oblivion.
AREA 8 STRIP 2

AREA 8, STRIP 4




Justas you did in the tower, run There stairsleatl up to A 7
/through this. sectuon without stoppmg AREA 7, STRIP & St"pe7s e ol

~ e i LA "\

If you posltiqn yourself just nght

1_'9 next stairwa
Just before

#= platform, your

2z able to reach
Jump onto t

" s Statue stops

f < : '59 platform, squai: and whlp he
This is where you'll meet B e lower pair. When the lower pair is
Frankenstein, the boss of this ; = e m:ac gone, qunp, and whlp the upper
level. To beat him, get up onto the N

far-right upper blocks, where the ;
falling rocks can’t hit you. Shoot
Frankenstein with your pons, and jump whenever he throws a block.

Take this ’floor to Area 8, Strip 2.

e#v
'&v"\.tv

u

before it can stand and shc.:é:t. Ifa Jump over the falls, then

Wali( foMard through the watér,

and watch for dark shapes. When - dark shape comes at you from immediately start whipping the
a dark shape approaches, whip it behind, quickly turn to face it. statue here. You don’t want its
: fireballs to knock you bac .

'« These are the stairs the falls.

up to Area 8, Strip 4.
- AREA 8, ST

" To get t this knlght chmb down the
stairs and immediately jump
toward him to the right. If you

stay to the left, one of his axes is T A o A T A R G, U B A W s e
sure to knock you off the platform. To beat the dragons, you must
learn the pattern with which they
7% e - rise and fall. Strike them on the
5

head whenever you get a chance.
Once you beat them, you'll be
ready to enter Dracula’s castle.

- Good luck!

You're going to need it.

2

Use Grant to cross these blocks. Jumping across these platforms These stairs lead down to Area 8,
e’s fast and can make it before. . while avoiding the enemy takes Strip 5. 59
the blocks disintegrate. tricky timing.
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7/s your radar scans the area for
enemy craft, you can see twin
suns looming close to the hori-
zon, burning through the fog.
Beyond the charred mound of
scrap that used to be your partner’s Bat-
~ tleMech, there’s nothing but dirty brown

chunks of oxidized metal and twisted
shreds of barbed wire. But something’s
‘amiss: the enemy Mech has vanished
- from your short- and long-range scan-
ners, and you’re sure it was here just
~moments ago. So you activate the
 infrared imaging system, hoping you can
pick out the Mech’s half-obliterated sil-
~ houette as it sneaks off into the ever-
~ thickening fog.
~ Suddenly, an unexpected blast of
- white-hot energy sizzles from over your
~ shoulder, causing the ground in front of
- you to explode. Spinning your torso
. around, you find yourself face-to-face
. with the BattleMech you thought had
- escaped: a mean-looking Loki V2 with
one leg blown off and all active weapons.
charged and aimed at your head. With
“calm, careful precision, your hand
~ moves the weapons joystick until the
_ crosshair range indicator locks on target,
. and then you squeeze the trigger.
~ Since August of 1990, thousands of
people have experienced a new type of
\interactive sport, an artificial reality
where the average person can partici-
- pate in a realistic simulation of 31stcen-
- tury warfare. When it was demonstrated
~ at the Consumer Electronics Show in
1989, it caused such a buzz that many
terested parties couldn’t even get near
A noted celebrity in the publishing
d;istry has inquired about having a
- scaled-down version installed in his man-
- sion—no matter what the cost. Execu-
tives from Nintendo heard about it and
lew in to check it out firsthand.

. rock formations and the remnants of a
- 30th-century relay outpost, scattered

BattleTech
Center-

What is BattleTech Center, and why
has it been heralded as the future of
interactive electronic entertainment?

. The answer to these questions can
be found at North Pier in downtown
Chicago, where an entrepreneurial group
of role-playing game designers has
unveiled the product of eight years of

development. Nestled snugly on the sec-

ond floor of this modern mall, BattleTech
Center uses video-game technology to
bnng a futuristic fantasy world to life.

WE’RE LOOKING
FOR A FEW GOOD
- MECHWARRIORS

~ After signing up at the command cen-
ter, potential Mech jockeys can kill some
time on the BattleTech observation deck
while they await their turn in combat. A
wall of video screens shows a variety of
scenarios, from futuristic news reports
to first-person views of wars in progress.
When it’s time to go, uniformed Bat-
tleTech officers casually escort the par-
ticipants to the “Ready Area.” It's here
that new players can view the training
tape, a five-minute pep talk delivered by
a 3dst-century woman who talks as
tough as a lady wrestler. “Don’t be
cocky!” she intones—not a bad piece of
advice.

riors are informed of the status of the
environment where their adventures will
take place. Weather conditions vary with
each game, and the player can choose
the type of BattleMech he’d like to climb
into. As they appear on the screen, the
Mechs look like smaller, humanoid ver-
sions of the Imperial Walker vehicles
that stomped on the rebel base in the
film The Empire Strikes Back. These
enormous mechanical marvels have
arms, legs and heads just like human
beings, but they've got thick armor
instead of skin and firearms instead of

= N u E K

hands. Each Mech has different
strengths; some are quick but don’t
have much armor. Others have super-
powerful weaponry but aren’t as maneu-
verable. |

Once all of the game’s variables have
been pinned down, players can enter the
launch bay: nearly 4,000 square feet of
metal and concrete that contains the
BattleMech cockpits. These “pods” are
similar to sit-down arcade games like
Atari’s Hard Drivin’ or Sega’s Line of
Fire, except there are no coin slots, no
instructions and no punks watching over.
your shoulder as they put their quarters
on the glass to reserve the next game.
The rear half of the cockpit slides shut,
sealing you inside. At that point, the line
between reality and fantasy gets blurry.

Inside the cockpit is a padded chair
that faces two video screens, a wild
array of controls, a radio microphone
and more switches and buttons than you
can shake a stick at. Put your butt in the
chair, your right hand on the weapons
Jjoystick, your left hand on the throttle,
your feet on the pedals and keep your
eyes on the screens! First you'll see the
docking bay doors open. Your primary
display gives a first-person view. from the
front of your Mech as you step out into a

desolate planet of barren landscapes
Next, the newly educated MechWar-

and craggy mountains.
It’s a computer-generated battlefield:
100 square miles of wartorn wasteland

that serve as your welcome mat, usher-

ing you into the explosive action that
makes life in the 31st century such a
blast. It's oddly quiet at first, and
there’s not much on the screen but scat-
tered debris, but it's not long before you
encounter another BattleMech. When
one of these lumbering, 80-ton armored
behemoths stomps into view—well,
that’s when the fun really starts.

Up to eight players can participate in
a single ten-minute game. The players
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: ,are usually spht up mto two teams (red

and green), whose BattleMechs can be
identifi ed on the screen by the color of
thelf markings. Unlike most video
games ‘where your opponents’ move-
ments are usually dictated by the com-
puter, the Mechs you see on your screen
ompletely controlled by the people
: ‘are sitting in the pods that sur-
round you.

Everything is mteractxve‘ If you see an
enem'y obot on your display and start
shootmg at it, the player controlling the
~ other Mech will see you firing directly at
hnm or her, If your aim is true, they'll
also see a few fireworks as their

I municate with your tea’
; you can plan strategies, warl

! hoﬂer at each other.
Essentially, that's all there is to it
‘The Mechs walk around and shoot
each othe;, chasmg down damag

ber of hlts‘you ve taken.
. Each player starts with 1
3 and after the game you can.

the staﬁ to record your game o'
tape LVHS only) Take it home an!

< you dm wrong, and you can als
e demonstrate BattleTech to
. It's a ‘helpful tool, and lt

. ALL ’snoox ure
~ You'll hear no rinky-dink backgrou
. music during a BattleTech session—ol

“weapons sound as powerful as they.
look, and the cockpits echo with the con-

~ stant 'rumble of distant explosions. The
graphscs ‘on the main display are striking

as well. This isn't glorified warfare, with
shmy new fighting machines; the Mechs
are gritty-looking abominations, and they
look even worse ‘when they’re blackened
nd dented from combat.

By the way, it is possible for your
Mech to be destroyed. If this happens,

“drone mini-Mech. Sure, these “con-

) fensive power, but don’t under-
- estimate them; they're particularly
effective agamst players who choose to
ignore them because of their size.

* Before each game, a BattleTech offi-
asks you for your name or a code
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: eardrums,rattte from the force of a direct

a teammate ‘who' s in danger or just

_ the harsh sounds of battie. Your

you will reenter the battlefield as a

WISy By M1V p)

Behind the Scenes at BattleTech Center

To a video-game enthusiast,
there’s a big difference between
arcade-style action games and role-
playing adventures. From that per-
spective, it seems ironic that the
explosive BattleTech experience
has its roots in the role-playing
genre. I’'m not referring to computer
RPGs; we’re talking about the real
thing here, with dice, maps and a
diverse library of rule books and
technical manuals.

The BattleTech series of role-
playing games was created in 1980
when Jordan Weisman and L. Ross
Babcock Il formed FASA Corpora-
tion “with $180.” Their home-grown
adventure has grown into one of the
most popular RPGs ever released,
and it served to Inspire Weisman’s
vision of an an interactive computer
“sport,” one that would use the cut-
ting edge of computer technology
to bring FASA’s Mechs to life.

As the idea took shape, Wels-
man contacted several software
developers in an attempt to find the
people who he thought could make
his concept a reality. He eventually
reached an agreement with Incredi-
ble Technologles of North k, -
nois, a team of designers and pro-
grammers who have worked on

titles for
ers and game systems, Includlng
TurboGrafx-16, NES and a couple of
coln-ops that appeared under the

ly, the secondary screen In each pod
is run by an Amiga 500, which han-
dles the display of the radar scan-
ners, damage reporting and other
information about your Mech and
its surroundings. The 16 pods are
linked together by an IBM-based
local area network, and players can
watch the BattleTech officers set
up the game’s varlables on a PC in
the “Ready Area.” If you’'re into
technical stuff, you'll be interested
to learn that the screen resolution
of the primary display is 320 x 200,
and it’s capable of displaying up to
64,000 colors simultaneously, from
a total palette of 16 million colors.
As you may have guessed,
Incredible Technologies is Bat-
tleTech Center’s closest link to the
video-game industry as we know it.
(If Weisman has his way, the
“Industry as we know it” Is about to
change—drastically.) The sound
effects heard inside your Mech
cockpit were created by Neil Fal-
coner, a former Bally/Midway pro-
grammer who’s part of a sound-
design staff that’s been called the
best in the business. And if you're
looking for coin-op veterans, look
no further than Tim Skelly, the man
responsible for BattleTech’s graph-
Iics. His experience goes back to
the days when game development
was a one-man job, and his cre-
ations include a number of underrat-

name of their “sister”
Strata. With a strict outline of Wels—
man’s concept to guide them,
Incredible Technologies took a
paper-and-dice game and turned it
Into a startlingly realistic first-per-
son experience, one that’s sure to
captivate an equal number of strat-
egy buffs and arcade fanatics alike.

ed classics like Reactor and the
first-ever two-player cooperative
game, Rip Off.

The electronic-entertainment in-
dustry has grown by leaps and
bounds since the time of Rip Off.
I’'m sure that the people who were
hooked by that game never realized
that gamers of the '90s would be

ding nearly $1 per minute to

The final product Is an | t:
Ing hodgepodge of cannibalized
computer equipment and propri-
etary video-game technology. Each
cockpit holds a number of boards,

ding four sep.
and a sound computer. Interestlng-

enjoy their hobby, but I’'m also sure
that few of them had any idea that
something as incredible as Bat-
tleTech Center was only a few
years away.

—C. B.
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name that you'd like to use. This name
appears in red LED letters above your
assigned “pod” and shows up at the
bottom of your main screen once you're
inside. After | played a few rounds under
my given name, | thought I’d adopt a
snazzier pseudonym. | considered some
of the more obvious monikers (Flash?
Spock? Boba Fett?) before deciding on
“Elvis.” That choice raised a few eye-
brows; apparently, there’s a regular cus-
tomer who uses the same code name. |
was thrust into the heat of battle
before | had a chance to ask if that per-
son ties up the Mechs' intercom system
with any a cappella renditions of Don’t
Be Cruel.

Unlike the traditional arcade indus-
try, BattleTech’s appeal doesn’t seem
to be focused on teenage males. | saw
men and women, in a wide variety of
ages, climbing into the Mech pods,
which would seem to indicate that the
“Disneyland” approach (i.e., presenting
BattleTech as a “ride” similar to a
theme park) was not a bad idea.

Many people will be intimidated by
the controls—piloting a Mech is more
difficult than driving a car, in my opin-
ion, and therefore it’s a [ot tougher than
playing a video game—but curiosity
attracts a lot of people, even if they only
play one round and find it’s not their
cup of tea. The mall's trendy lakefront

Each
BattieMech
pod is an
interesting |
hodgepodge |
of
cannibalized
computer
equipment
and

proprietary
video-game
technoiogy.

GENESIS System  $179  Ishido 43 | TurboExpress $299  JB Harold
Arcade Power Stick  $ 43 James Pond 39 | Turbo AC Adaptor ~ $ 25  JJand Jeff s 29
Control Pad $20 Joe Montana Football $ 42 | Turbo Car Adaptor ~ $ 29 $ 43
688 Attack Sub $ 59  John Madden Football $ 46 | TurboGrafx 16 $149  King of Casino $ 40
Abrams Battle Tank ~ $ 49 Kageki 54 | TurboGrafx CD Player $359  Last Alert $ 47
After Burner I $ 42 King's Bounty 46 | TurboBooster $ 32  Legendary Axe $ 39
Alien Storm $ 42 Kiax 44 | TurboBooster Plus ~ $ 46 Legendary Axe Il $ 41
Arcus Odyessy $ 56 Lakers vs Celtics 46 | TurboCable $ 9 Magical Dinosaurs ~ $ 47
Arnold Palmer Golf ~ $ 46 Mickey Mouse 42 [ TurboPad $ 19 Military Madness $ 47
Arrow Flash $ 44 Might & Magic 2 59 | TurboStick $ 38  Monster Lair $ 47
Atomic Robo Kid $ 49  Mondu's Fight Palace $ 42 | TurboTap $ 19 Moto Roader $ 37
Baseball Lasorda  $ 52  Moonwalker 42 | TurboVision $ 90 Neutopia $ 47
Battle Squadron $ 42 Musha 49 | Aero Blasters $49  Ninja Spirit $ 49
Bean Ball Benny $ 42 Mystic Defender 48 | Alien Crush $29 Ordyne $ 37
Bimini Run $ 42 PatRiley Basketball $ 42 | Battle Royal $ 47 Pac-Lland $ 29
Blockout $39  PGA Tour 53 | Blazing Lazers $ 37  Power Golf $ 47
Burning Force $ 45 Phantasy Star2or3 $ 59 | Bloody Wolf $49  Psychosis $ 39
Buster Douglas Boxng$ 42  Phelios 45 | Bomberman $ 39 “Type $ 56
Columns $ 29  Pit Fighter 49 | Bonk's Adventure 42 Sherlock Holmes $ 47
Crack Down $ 44 Populous 42 | Bonk Il 42 Sidearms $ 45
Cyberball $ 42 RBI3 49 | Boxyboy 37  Sinistron $ 47
Dando $ 49  Revenge of Shinobi $ 52 | Bravoman 47 Sonic Spike $ 37
Dark Castle $ 46 Road Rash 46 | Chew Man Fu 39 Space Harrier $ 37
Dick Tracy $ 42 Shadow Blasters 44 | China Warrior $29  Splatter House $ 49
Dinoland $ 42 Shadow Dancer 42 | Cratermaze 29  Super Star Soldier  $ 49
DJ Boy. $ 49 Soccer 35 | Cyber Core 47 Super Volleyball $ 39
Dynamite Duke $ 42 Sonic the Hedgehog  $ 49 | Deep Blue 29  Tactical Gladiator ~ $ 47
E-SWAT $ 42 Spiderman 45 | Devil's Crush 47 Talespin $ 49
Fantasia $ 42 Star Control 46 | Double Dungeons 47  Takin' ltto the Hoop ~ $ 39
Fatal Labyrinth $36 Stormlord 49 | Dragon Spirit 37  Tiger Road $ 47
Final Zone $ 44 Strider 56 | Dragon's Curse 39  Timeball $ 40
Gaiares $ 56  Super Monaco GP 42 | Drop Off 39 Tricky Kick $ 41
Gain Ground $ 42 Sword of Sodan 42 | Dungeon Explorer 36 TV Sports Football ~ $ 43
Ghostbusters $ 42 Sword of Vermillion 59 | Fantasy Zone 29 Vallisll $ 47
Ghouls'N Ghosts ~ $ 48  Target Earth 47 | Fighting Street $ 47  Victory Run $ 29
Golden Axe $ 52  Techno Cop 47 | Final Lap Twin 37  Vigilante $ 36
Grenada $ 44 Thunder Force Ill 49 | Final Zone I 47 World Class Baseball $ 29
Hardball $ 46 Valis3 56 | It Came from Desert $ 47  World Court Tennis ~ $ 29
Hard Driving $ 47 Wardner $ 46 | Galaga'90 29 YoBro $ 37
Insector X $ 44 Whip Rush $ 44 | Jack Nicklaus Golf 44 Y'sBook | &Il $ 47
No Surcharge for Mastercard or Visa. Shipping by UPS Ground or US Mail $3, UPS 2 Day Air $6, CODs $4
TURBOGRAFX16: We buy Used at $25 less than our new price. We sell Used at $10 less than our new price.
SEGA GENESIS: We buy Used at $25 less than our new price. We sell Used at $15 less than our new price.
ALL ADVERTISED PRICES ARE FOR NEW CRARTIDGES. NO PERSONAL CHECKS ACCEPTED
PO Box 234 Rochester VT 05767 « CALL 802-767-3033
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location seems to be a
factor too: Yuppies
don’t seem to mind the
high price of a ten-
~ minute session.

.~ Actor Kurt Russell,
s who spent the summer
in Chicago working on
Ron Howard’s film
Backdraft, became a
frequent visitor to Bat-
tleTech Center during
his stay. Russell’s vis-
its caused quite a stir,
and the BattleTech
staff is quick to relate
| anecdotes.

Russell’s fiercest
opponents often includ-
ed kids. That points out
a .big difference
between BattleTech
Center and its closest
equivalent, Photon.
(See Howard H. Wen’s
article The Photon Expe-
rience in the February,
1989 VIDEOGAMES &
COMPUTER ENTERTAINMENT.)
Instead of sitting in a
chair and watching the
action unfold on a
screen, a round of Pho-
ton required players to
~ wear a cumbersome
helmet and chest piece and run through
padded hallways wielding a “pseudo-
laser” pistol. A lot of players loved it,
but a minimum height requirement limit-
ed its audience, and the amount of
physical activity required was too much
for many out-of-shape jOyStICk wizards to
handle.

On the other hand, anyone can play
BattleTech. (Well, it helps if your legs
are long enough to reach the foot ped-
als.) In the 31st century, it’s not uncom-
mon for a punk kid to be able to run
rings around a tough guy like Kurt Rus-
sell and blast him mercilessly.

With that in mind, | became con-
cerned that new players would occasion-
ally be forced to square off against veter-
an MechWarriors who are intimately
familiar with the more advanced func-
tions of the game. Such features as
“torso rotation” and “infrared imaging”
may not be important to beginners, but
these options will surely be used by the
regular “pros.”

To compensate for any potential
imbalances, the BattleTech staff tries to
watch out for experienced players and
makes sure they go up against Mech-
Warriors with similar skills. Because the
backs of the closed pods are ventilated,
BattleTech officers can also peek in to
check on troubled players and make sug-
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WE PAY 1
THE
HIGHEST
PRICES!!

WE SELL
AT THE
LOWEST
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A L U =

NINTENDO
[A50vS AND 115 8108 G HooKEY 300 | 695 [anc 300 | 1405 [WAECKING GREW 00 [ 1008
apox AARI WARIGRS T So0Trss 40 Tisee [wneen o ooTiese
I AR WARRIORS I s00 T irss o oo 508 [xEncoriose o
40, THE WAL KoM WAGE FichT Te00 | 33 98 [NES PLAY ACTON FGOTEALL Te0o | suss TxEvious 500
S rires or vl el MrosSiBLE WESONT—[ie00 | 205 S0 T 1e0s T a0
[ADVENTURES OF LoLo INGIANA JNE: 00 [sss 7800 3708 Tveors Te00
AoveNTURES OF LotO T MORTAL TCNETT 400 T 1808 Tvomon 1800
oveiupes 555 YORE sa00 3036 TR AGADEN URETEES Zo0
[ADVENTURE ISLAND. U0 €S LISTGRUEIBE T 800" |"3n.48 INSUA GAIGENT oo Traes Tzcion S0
OVENTURE 1SAND. INFILTRATOR o OMBIE RTINS Ta0o
[ADVENTURES OF LINK T SWORD_ 16.98 [N RE STREET ==
[AFren suan RO Tavsc s e
ARBALL 1SOLATED WARRIGR opeRTion
A wolr IAGK NIGRLAUS G
A FoRTRESS
un rorce 5 v
St R S RSO TAGHG SEOPAREY i Tou For
ALEN SYNOROME SEOPARDYIE
PO BASKETS) orarom s BEV Eb7 oas 00
ALin ission o Ewavs cu
JOROAN VS, inp ey
rceATioN JGURNEY T SUIGE e ie00
[AncADE TURTIES iobsr : Fireon Teooses
ncHon GRaTE G S00
i VAL [GhrATE 165 7800
AFSctNoD WEOTROUERS oV g 1800
ARIGSTAS AING 10CLE CUBIELE y 00
19 GRS oo
[Amiene 0 KooL n 1600
LTI WORLD WA DT )
By BoowER KNG’ IGTGHT oen 100
eABY GangsTER inGs or e BERGH S0
BAGK T THE FUTURE w1 AT ey
BACK To e FuTUREE [ 1800 [ 900
BACKTOTHE FUTURE 5 GG HbeR ey
8D ouoES a0 NG Fu )
A0 news sASEBALL 1800 NG FuEROES yry
84D STaEET BRAWLER [ 200 \hioN ConUEST CHET T200
00 Lhst : Sa00
BANoI KiGS OF GRA [ 1800 e TrevNO ARG EO [ TeA T Ceoot
BARGS TALE TaA icyorTiE S0 T-imss [QuEST o AVAT Tex
[BARKER 5% THOKSHEOTIG | 800 coeNporwAGe [ 300 s Taoo
200 T TN oo
BAsean swoToR T 1200 S0
BAseBALL STARS ia00 % Ty
laAses LoroeD 300 5 500
ConoeoT 200 T eoo
AT ey o0
AT GF GLvUPUS 00 £ o
acep cvice 7800 yes
i 1S HOE A0 SEEK [ 1800 T 388 o0 £y Y 5 a0
516 Foor S50 T sa0s resTens GUEST soo 16 o FT)
Bi0C CORANDS 300 T 88 FLViNG DRAG [ S 1) T2
Sass 000 | 3036 [FLVING DRAGON oo oe 800
BLADES OF STEEL ‘00 [ 218 [FicHTING GOLF f800 ; 500 ey
e nsTER 500 T 1208 [FINAL FANTAS BT X co0 00
eovEmuAn o0 [ 2aee [rsinprce: AT 0 : 800 Te00
A criess 000 [ se00 [risHER PricE: pERrEcTFir 1200 coo re)
80U bE A bASHT 1600 2038 [FISTOF T o T 73 o0 a0
EREAK TR 400 T 140e T viNG DA ‘50 Ty
ussL sosalE 70 [ 2208 [ronwuin crano P | 7e00 Tao
UG susien 500 i )
BUGs By a5 | 5208 [FrIDAY E 19T 500 21 08 [MARBLE bwon a0 e Thc
ucs sy BTBAY | 1800 T 34se eri oo
B N oonP ‘50 T 1008 [GALAGTIC CRUSADER | 3800 800
[BURAT FiGHTER Ta00 | 2558 [QAUNCET 00 m G000
leuncErrme ‘00 1808 ToENGrHI U oo = Fisoo]
- Ta00 Tsz08 ToriosmevsTens ey Thunpen oo
Ny 500 sravstERs T tac0 oo
[GALFora rnsis a0 oo Goets 300 200
CAPTAN cou o 5 Fr
CAPTAN SCHA T
Chshio ko 2 S00
Ghsrie ouEsT NricT
CAsTiEvanin Mehos: PALAGE HETTY
GAST eV SMOTS GUEST = o 800 ss
(AL EvaNA B¢ BACERS Sesa 3 Teoo pres
[GAVE MAN UGLYRFICS i ey Taass |
EIET Fr oo Tsass |
Griavpionsr® SERiEs VICHAEL RBRETS 07— [T8A° Fooo Tacse]
EsSuASTER e 7 00 Sess
[GHESIERFIELD Bovs G BT noo [smes m 00 | z5.06 TrEcHNo GO 2100 [ sa0s |
Huien e s o 1 200 2406 TuniceL of FomTUNE Ji | 78.00 | 5206 [THONDER FORGETE ScooTasos
(Gt AND Toa LLPEDE teoo [arse 00 | oz 6e Trnixion Seoo[mes]
Giusey cHEnGE a0 e TuiLON'S SECRETCASTIE e Treoo [rse i o0 1606 TrranpouNE TERROR [ 2200 s206 |
Cincus cAPEn Ty MSSION coBx SOk PocieT 2200 [ sa s Tt 00 T 240s [vermiLion feooTss
G GonecTion oo MISSION WPGSSBLE Te00 | 52 TionLD GHAMPIONEHF SOOGER 1400 | 3438
Sias ATom e R parTy Avice = 400 ra0s fwiae oo [ 00
Stassio consenTrATION | 7200 TR TRUGKRALLY ™ T Tisoo TS es [WhesTie Wik So0o 4108 |
Sl clumb e MOTO GITV PATRGL 2000 [azes 400 1268 Tzoom 1200 [ mes
Commac s eaciun A sunren FrCaETY e Saos [zavon 2000 [anes |
CoRRATRINGLE a0 MULE e 400 T 1268 TworLp GAES oo T ra08 Tzt Liow FooTaess|
(GO0t - irER 200 MoPPET ABVENTURE Tooo Tsees i —
[comc o) 800 [ soo] MuSCLE 500 | 1805 1800 [ s95 RUNNER 500 [1405 cc |
[Gom Abo 35 so0 VSTERY GUEST 00 [ 248 [orysrinc S00 1208 [waat 0 BAGK WANTA | 800 N\
” « Price may vary without notice.  * Video Gameland reserves the right to turn down any order. e G@ -
an uc uc ore!! ©
] o
L}
TERMS AND CONDITIONS [ ORDER FORM 1
Prices may vary without notice. Video Gameland reserves the right to turn down any order. All orders of more than 20 | \P/\DEET(.E(Q)’\QE &QONDDTORHANCE onE
i i ] verify. Check or Money Order only, no Credit | PLAZ .
or more ttles and/or more than one of any title must call beforehand to verify. ¥ y, | REDONDO BEAGH, CA 80277 va

Cards or C.0.D. For missing box or instructions.we deduct $1 each. To buy box or instructions add $1'each. Shipping
and Handling charges are: for up to three games $3.50, for each additional game add $1, for systems $8.50, plus $1
for.each game. All orders shipped within 48 hours of receiving your order. All returned or defective orders will be

PLEASE CHECK ONE: O | WANT TO BUY O | WANT TO SELL I

Charged the same shipping and handing rates.  Video Gameland guarantess all merchandise for seven days after | NAME Please Frint

arrival. If ordering with personal check, print state driver's license number on check. Make check or money order | ADDRESS e
payable to: Video Gameland, 1000 Torrance Bivd., Suite D, Redondo Beach, CA 90277. Video Gameland is not T =

ndorsed by manufacturers contained in this ad. Not responsible for misprints. Al items subject to availabily. Video | e — — P |
Gameland is open 7 days from 10 am. to 8 p.m. PST. Call first for current prices. (213) 792-1180. LLPHONE () SIGNATURE _ ]

CIRCLE #121 ON READER SERVICE CARD.



gestions it
there's a big
problem. (You
can leave your
cockpit open if |
you're  claus-
trophobic.) Of
course, these
intrusions can |
destroy the “sus-
‘pension of disbe-
lief” that a true e
simulator strives §
- for, but | was
grateful when
one officer looked
in and informed
me that my Mech
was about to fall
off the edge of the playing field. Nobody
at BattleTech had warned me about that
possibility!
BattleTech does have the occasional

technical difficulties. About seven min-

utes into my second game, the main

screen display froze, and it took several
minutes for the problem to be corrected;
| was told the cause was a “sound-board
failure.” Unfortunately, the game must
be restarted when something like this
happens; according to the staff, some
type of equipment failure occurs once in.

every 100 games or so.

That’s not bad, considering the

~ rupted because of a mechanical fail- \

The
have cost in the neighborhiood of $3 million to

abuse the cockpits take, and play-
ers are compensated nicely for the |
inconvenience. If your game is inter- |

facility is d to

design and build.

ure, even if your time is nearly up,
-you will be allowed to play another full-
length session as soon as the Mechs

are up and running again. Believe me,
‘when your Mech loses an arm or a leg,

and there's a locked and loaded MadCat
_breathing down your neck, you'll be pray-
mg for a sound board failure.

S 'I‘HE Sist
: GﬁNTURY..-TODAY

It looks like

KEEP YOUR CASH!

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

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

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

BattleTech is going
to be a hit, and
- there are talks of
future expansion
that sound too
good to be true.
BattieTech Cen-
ters are planned
for New York, San
Francisco, Las
Vegas and other
major cities
around the world.
Best of all, these
locations may be
linked together for
tournaments, the
likes of which are
already under way
in Chicago. Imag-
ine a team of
three champion
MechWarriors in

HO/RC HOBBIES

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

Los Angeles squar-
ing off against the
best players at a
BattleTech Center
in London or Paris.
Such a scenario is

SAVE $1.00 OFF ANY PURCHASE

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

not out of the
question.
I’'ve also been

told that the Bat-

CIRCLE #122 ON READER SERVICE CARD.

64

tleTech operating system is extremely
flexible in design; a few software mod-
ifications will allow different types of
games to be played with the existing
equipment, and some of the many
switches and buttons inside the
“pods” have been left available for
future options. Outer-space adven-
tures, submarine battles, futuristic
sporting events—the possibilities are
many and various.

Unfortunately, BattleTech Center may
be too far ahead of its time. The Chicago
facility is rumored to have cost in the
neighborhood of $3 million to design
and build. That’s a pretty ritzy neighbor-
hood, and that overhead is reflected in
the cost to the consumer. Currently,
players can’t enter the 31st century for
less than $6, and on weekends, that
same experience costs $8.

The total time between entering the
“ready area” and exiting the launch bay
can be as long as a half hour, but the
actual playing time inside the “pods” is
a strict ten minutes—barely enough time
for new players to get accustomed to the
controls.

Still, if you enjoy video games, you
owe it to yourself to check out Bat-
tleTech Center, even if it's only for one
session. Those who can afford to spend
some time mastering the intricacies of
31stcentury combat may never go back
to the more traditional forms of enter-
tainment.

And if you see the King, tell hnm 1
said “Hi.”

BattleTech Center

North Pier ;
435 E. lllinois St., #334
‘Chicago, IL 60611

(312) 836-5977

VG&CE + MAY 1991



FOR LOW PRICES & FAST,
REETABLESERVICE (CALL

203-664-3600

Call for a FREE Price List on these
Systems & Games!!!

D=
Y 4% %

GAME TRAIN,INC./112 NOD RD. #17
CLINTON, CT 06413

CIRCLE #123 ON READER SERVICE CARD.




VG&CE ¢ MAY 1991

66



Strategy Guide, Part |1

by Donn Navert

ne day, Mickey and Minnie were dancing in a meadow outside Vera
City, when suddenly, the sun stopped shining, and the birds stopped

singing. Big, thick, gray clouds started closing in on the blue skies.
“Don’t worry, Minnie. It’ll pass soon,” Mickey said reassuringly.

Wham! A bolt of lightning crashed down from the sky, and before he had a
chance to react, Minnie was gone. He looked up in time to see the wicked witch
Mizrabel flying into the sunset with Minnie in her bony old fingers. The old witch

is jealous of Minnie’s beauty and plans to steal it from her. The only one who can
save Minnie is Mickey, but first he must get past the Masters of lllusion and
retrieve the seven Gems of the Rainbow in the Castle of lllusion.

The following maps show the game played in the normal setting. In other
settings, the placement of objects such as stars, marbles and diamonds may
differ. For example, in the normal seftting, if an apple is in one location, a
diamond may appear there in the hard setting. The maps themselves are the
same; it’s the strategies that will differ. In the hard setting, the enemies come out
more frequently than in the normal setting. | played the game to score as many
points as possible, which meant throwing as few items as I could. In the hard
setting you have fewer items to work with from the start, so the basic strategies
will work for both settings.
This strategy guide deals with the first three levels of the Castle of Illlusion.

Next month we’ll lead you through the rest of the game. Good luck! 67



THE ENCHANTED FOREST
Level 1-1

This is your first enemy encounter, an evil tree
stump.

When you start this section, you’ll be greeled
by two angry stumps.

Some leaves, like this one, move
LEVEL 1-3 once you land on them.

You now find yourself high up

Be sure to grab these apples. You can throw
them at the evil creatures.

You can get on this vine and, if you have a few

days, swing back and forth until you max out

your score. You can accumulate about 95,000

points an hour here, but the maximum number

of men you can get is ten. Don’t pass up the chance to
get this bag of apples

This leaf will move to the left, so you can get
\ the star.

\
in'the frees with the spiders. T PR Be on the lookout for the butterflies in this

Here’s another moving leaf.  path of the spider

on the right.

section. They’re green and blend in nicely—
maybe too nicely—with the background.

...to get to a sgall jackpot.

“Bounce attack” across these ghouls...

LEVEL 1-4 Gnyhese apples...

%
b}

-
pr—

e o D
—~

...and ﬂnese too.

You can walk through this wall 8

to get to a big jackpot.

Partabatan

""C"g‘f‘g el éid §i
Adidy ﬁi%ii‘

*

D™y
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i
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When you’re on the swinging These tulips show they don’t like you by Remember, you can press the jump button twice
rope, you're invincible. spitting poison seeds at you. to “bounce attack” your enemies and save your

Watch out for this Iluge apple as you make

your last dash to the exit. It’s anything but

friendly and is just waiting for a chance to At this point, the screen will fade to black and
smash Mickey. you'll start another section.

Make it to this exit, - B
and you'll start the last If you want to get past this rolling log without
section of the level. using any apples, work your way to the right.
Then, as he approaches, jump over him to the
middle of the screen...

This leaf will move to the right, enabling you to
get the star here. Just walk off the edge to
land on the leaf below, but be careful: One
wrong step and no more Mickey.

Although the sign says to go back, you can
make this jump. Or you can use the glmuls above.

...s0 that ﬁw will have room to maneuver

when the acorns start to fall...
}e (( ff i

: {icigf

...then ”Imun:e attack” the |;)g.

; 4
&‘{ {:{ £<2 22 There are three bags of apples in this section.

% To use them to get the most points, you can
throw apples to clear the mushrooms you need
B to get by. Once you get down to 20, grab
8 another bag. If you do it right, you can go
against the end boss with 30 apples in your
¢ inventory.
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You’ll want to
explore every inch
i to find items

like the star up
above in out-of-
the-way places.

as q marks.

§ it
2 s
- 5

TOYLAND
LEVEL 2-1

You'll encounter toy soldiers along nlkwuys
and stairs.

out of here.

Be sure to check every yellow block you come
across. You’ll never know what you might find.

You can find a star hidden
in this block. The
rest are empty.

LEVEL 2-2

2

= dzstzsizs
Again, if you have more than 22 marbles, knock
away the blocks first, then get the bag.

Use this spring to reach the level above, but
watch your timing so that you don’t hit the

jack-in-the-box.
70

. :
= g ¥ Watch out for the jack-in-the-boxes that

You'll have to find the key if you want to get i

You can find another
bag of marbles on your
way to the star at the top.

%2 to bounce off the
%4 plane to get them.

This time it’s a
bag of marbles...

<
o
-
&
*
These gray blocks will 5
move up and down. A little
timing is required fo avoid Jack.
M

One last jump and a jack-in-
the-box before the exit.

Keep jumping so that you don’t sink
into the Jell-0.

A juggling clown riding a unicycle will appear
here. Knock the clown off to send his bike
flying into the soldiers for some easy points.




5 Once you get the key, the stairs will straighten
% out, and you’ll go flying back down. Be on the

 lookout for diamonds that litter the pathway. End Boss
' They’re worth extra points. ¥ e 3 For the killer clown here, you can stay in the
] far-left corner. He’ll bounce over the top but
never on you. It might be a good idea to keep
ducking in the corner, because after two or
three hops, he’ll stop and take a punch at you.

After he takes a punch at you, four small 7§
springs will fly into the air. Don’t worry, they U#
won’t hurt you. Once a spring has landed, use *
it to “bounce attack” on the clown’s head. 7}
y v After you hit its head, go left so that you will #
Just a few more e - : return to the corner. If you don’t move left
soldiers before you "‘“’" o e soon enough, you won’t hit the left wall,and if
reach the key. iGisioWicEd |15 25 you don’t hit the wall on your way down,
i A you'll get hit by the clown on his way back up.

AABAAANASG

few games reverse so that you're
upside down. A few put your
character upside down, but | can’t
think of any that also flip the
background...

LEVEL 2-3

The major benefit of the switch blocks is that
every enemy character on the screen at the
time of the flip is destroyed. This comes in
handy when you're facing these clowns.

There are some more items hidden in ilue blocks You’ll have to bounce off an enemy to reach the
here. star and ball here.

.50 mll thls one.

Be sure to bounce off the soldiers to get the
stars before going through the exit.
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LEVEL 3-1

A
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Enter another big jackpot here.

Ay SO
oy

All except for this one, which
leads to the exit.- There’s no

real need to go eny farther /E

i unless you need to get the two
stars at the end.

A Ay Y g
N

Most of the waterways
lead nowhere and will
throw you back.

A A T A PR
e o e (o, Ay
~
=

In the previous section, the most important
things you had to worry about were the enemy
characters. In this one, the most important
thing is watching your step on the jumps.

Not shown is a bat that is ready and waiting
for you to get close enough for him to pounce
on Mickey. Yes, this is a fast water crossing
Once again, jumping at the right moment will
get Mickey through this section. When the
rapids reach their peak, they will sweep

LEVEL 3-3 Mickgy away.

This is, without a doubt, the shortest section of
the first three levels.
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in the second half they could

wash away your chances of
reaching Minnie.

This section is fairly straightforward—keep
moving to the right and make the jumps. There
are items placed in out-of-the-way spots.

...with two last tries—one here, the other
right before the exit—to knock Mickey down

before reaching the exit.

Speed and timing are the two ingredients that
will get you through this section, especially
here. The waters will rise very quickly between
these two perches, so you must drop down just
as the water starts to lower, and jump to the
other perch at the last second.

These bats, which will come at you from both
directions, are the only things that stand in
your way of the exit and facing the end boss.

This maneuver is complicated by the fact that if
you jump too early, you’ll hit your head on the

top, and you'll get caught in the raging water.

”qﬁnmq«
Leetcl ¢¢
£Lef et

This one will throw you
forward past this long
jump. Dive in, or time
your jump and bounce off
a bonefish to make it to
the other side.
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The first four frogmen will jump from out of the
top of the pillars to the right and land between
the fifth and sixth block (counting from the
left). Each new frogman will inch closer to you
as he lands. If you can time the jump properly,
you can “bounce attack” them. The fifth and
last frogman will land on the fourth block, so
you'll have to adjust where you stand and your
timing as well. This might be the only end boss
that you’ll actually have to throw items at to
get by.




Bugs Bunny
Birthday Ball

BaLty/Mioway

The year 1991 marks the 50th birthday
of everyone's favorite rabbit, Bugs Bunny.
To help celebrate, Bally has released Bugs
Bunny’s Birthday Ball, and virtually every
Looney Tunes character is in attendance for
the bash.

Not only does this pinball table signal
the silver anniversary of “that wascawy
wabbit,” but it also makes several firsts in
the world of pinball. For starters, there's the
two-sided Daffy Duck captive ball, and
with every “Big Score” shot you'll earn
500,000 points.

However, the really big points can be
earned when you help Bugs blow out dll
nine candles. Once you do so, you'll light

by Donn Navert

shooting the ball
back in the cap-
ture hole. This is
a shot that most
flipper players
can handle; it’s
getting all the J
candles out that
can prove to be
difficult, because f

the bonus the num-
held by Honey ber of
Bunny worth 50 can- |

dles
Bugs

million points.
That's right,

50 million will

points. Just

for blow-

ing out blow out each time you
all the make it into the hole is

random.
Other scoring pos-
sibilities include the
“Tweety cake slide”
for a million points
- = and completing

2 Plays ——75°
3 Plays ——- $1.00 the target
banks  and

can-
dles

and

spelling L-O-O-N-E-Y T-U-N-E-S for a pos-
sible million points. Let the Tasmanian Devil
and She Devil take you on a shopping
spree worth up to 500,000 points or get
an extra ball on the swirling Tasmanian
Shop and Spree center ramp. Even when
your game is over, you get a chance for a
nice treat with the surprise present. Keep it
and you could score 1 million exira points,
or hit the special for an extra game.

This is one pinball machine with a large
variety of targets and shots, and it should

give any pinball player plenty of scoring
options. On top of the tightly designed
playfield, the pinball has excellent sound
with all the voices of the characters playing
their parts. From the whoosh sound as Bugs
blows out his candles, to Yosemite Sam
egging you on, to Tweely saying “l tot | saw

Looney Tunes, the Looney Tunes
names, lik and
are trademarks of Warner Bros. ©1990
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Cal 1-900-TP-LINE For Tips, Release Dates.
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Shvp, Tade n Valles For Your Games & The
st Up To Date Info on Every System!
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an extra ball...I did, | did see an extra
ball.” If you're into pinball and you grew
up with the Looney Tunes

characters—name one person who
didn’tl—you'll love this one.

Anari

Take a little trip back in history fo an era
when knights and lords ruled the land. To a
time when a man’s castle was truly a castle.
Back to the Middle Ages. In Rampart, by
Atari, you take on the role
of master builder and con-
queror as you fry to pro-
tect your casfle from an in-
vading armada and other |
overlords. Armed only with

a battery of cannons, you
try to sink the invading
ships before they reach
shore, or destroy your opponent's castle
walls before they destroy yours. Simple,
right? Not quite.

Rampart is a one-to-three-player game
that features two buttons and one trak ball
per player. The two buttons are used fo
start your game, turn new pieces of your
wall and place those pieces and cannons
into position as well as firing your cannons.
The trak-ball is used to move either the
fresh piece of wall or cannon into position,
and also to aim your cannon fire once
you're in combat.

If you select a one-player game, your
opponent is an invading armada that's
controlled by the computer. Before you
start, though, it's time to select a location
on the map; there are four different loca-
tions with varied shorelines to pick.

You also have two difficulty settings to
choose from: the recruit level is for begin-
ners and offers the player a chance to
learn the game. It doesn't take long to real-
ize that you're going to have to shoot fast
and place the pieces of your wall quickly in
order to survive. The veteran level is for the
advanced player who would like to start off
hard and reap the reward of 5,000 bonus
points. (The game scores low, so 5,000

76

points would be the same as 1 million
points in a game like Star Wars.)

Once you've chosen the location, you'll
be asked fo select a castle to defend, but
here’s the tricky part: Some castles, as you
can see in the photo, are close fo shore,
which cuts down on the time it takes your
cannonballs to travel; but having your cas-
tle up-against the water means you'll have
to get an exact match fo repair a hole in
the wall. On the other hand, some castles
are farther away, but this gives you more

room to build and repair your castle. It de-
pends on what strategy you want to take

Travel back to the Middle Ages,
where you’ll build your castle and
defend it from an invading armada

and warring overlords, in
Rampage.

that will determine which castle to select.

All of this will make sense as soon as
you finish the first wave of battle, when the
screen clears to show an outline of your
castle wall or, more accurately, what's left
of your castle wall. Then you'll have ap-
proximately 15 seconds to make all repairs
and surround your castle once again. The
problem is that the pieces that you use to
repair your walls are different shapes,
much like those found in Tetris, and be-
cause the pieces appear randomly, you
may not get the perfectly fitting piece when
you want it. This more often than not is the
reason you end up defeated.

Other problems can occur if you allow
the crew of one of the enemy ships to come
ashore. They'll slowly work their way to-
ward your castle in tanklike vehicles, de-
vouring all other nonprotected castles along
the way. Once they reach your castle and
prevent you from completing a wall, it's
“game over.”

There are three types of ships you'll
face. One is a large two-sail schooner
that's very slow, a sitting duck. Another
type of ship is a warship that is fast and
difficult to sink. Both of these ship types re-
quire two hits to be sunk. The third type, the
red-flag ship is another
story: The cannonballs this
ship fires will do severe
damage to your castle and
the ground it hits, causing
you to have to work around
these areas. It also takes a
few hits to bring this ship
down. If you can survive
this wave, you'll usually see
a “Your Army” conquers sign appear on
the screen.

For a multiplayer game, the first thing
you'll do is select what army you want to
be. They come in the blue, red and orange
variety. If you're playing a two-player
game, you'll have five castles to choose
from and protect, whereas in a three-player
game you'll have only four. The object here
is, simply put, to destroy the walls of your
opponent (which are separated by a moat)
and become the medieval overlord of your
block. All other aspects of the game remain
pretty much infact.

What initially attracted me to this game
wasn’t the graphics or sound, both of
which are plain and simple, the highlight
being a voice yelling out “cease fire” in a
deep monotone. It's the game play, which
could be best described as an updated and
medieval version of Missile Command.
Each time I've played Rampart, three to
four hours have disappeared in the blink of
an eye, and it's no wonder when you real-
ize this game was programmed by the
same designers of such hits as Cyberball,
Paperboy and 720°. All | have fo say is,

great game, guys! &
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D) UMMER COMPUT

ompletely new computer-based
systems and  improved

technology for existing ones
are fueling a lot of product development
activity by computer software publishers.
Behind closed doors, VIDEOGAMES &
COMPUTER ENTERTAINMENT's editors have
seen preliminary material for some truly
amazing electronic-gaming advances.

The bad news is that few of these
marvels are marked for immediate
delivery. Some of the most fascinating
games probably won't be available until
mid-1992. The most farsighted publishers
are actually creating software for
hardware systems that won’t even be
introduced until late next year.

A lot of the ground-breaking work
involves compact disc, but there’s
significant spillover to conventional
computer software as well. Companies
may have their corporate eye on
tomorrow, but they can’t afford to forget
today’s market. Ideas spawned by the
long-term projects are frickling down to
1991 games on disk.

That's why so many software makers
plan to push the limits of existing
hardware with 1991 releases. Many
labels plan huge games that virtually
require a hard disk and one to two
megabytes of infernal RAM.

GUIDE

The New ReALISM

Computer games will never match the
mass appeal of video games, but they
are sure fo remain a viable, important
segment of the electronicgaming market.
That's the prevailing view among the
men who should know best, the people
who publish entertainment software for
home computers. The Winter Consumer
Electronics Show, the industry mega-
event held in January in Las Vegas,
found the industry in an upbeat, but
realistic mood.

Upbeat, because computer-game
sales are holding firm even as the 8-bit
video-game market shrinks. Realistic,
because few publishers now believe that
so-called computer video games
(computer software designed to imitate
the type of games popular in cartridge
format) can do for them what Mario
Brothers does for Nintendo.

Eighteen months of declining sales,
climaxing in the disastrous second
quarter of 1990, forced industry-wide
reevaluation of the business. Soft sales
for funware reflected the steady erosion
of the 8-bit computer market. First the
Atari XE, then the Apple Il and, finally,
the Commodore 64 dropped out of the
mainstream commercial market.

The higher price of IBM PC gear,

INNOVATIVE
TECHNOLOGY
INSPIRES
AmMBITIOUS
SOFTWARE
DEVELOPMENT

by Arnie Katz, Bill Kunkel and
Joyce Worley

compared to the C-64, made it increasingly

likely that newly interested electronic gamers

would pick a video game console as their

first machine, rather than a full-fledged

computer. Today’s computer gamers are

older, better educated and more affluent
than five years ago.

As might be expected, this
altered buying patterns. The market for
cheap, action-oriented games, such as
ones churned out by the score in the UK,
dried up so quickly that excess generic
product choked the distribution channels
and deepened the sales slide.

Another casualty was the ill-fated idea
of competing for the video-game dollar
with computer contests that look, sound
and play like video games. Not only is
this the least favorite type of electronic
game for computerists, but the hardware
has proven unequal to the task of
presenting fast-action arcade fare. IBM
PC games just don’t have the sheer
speed for frenetic shooters, even if
consumers wanted them.

Tue Hor HARDWARE

The cost of getting into home
computing is getting more reasonable
again. Apple introduced more affordable
versions of the black-and-white and color
Macintosh, the Classic and the IILC; IBM
now offers the PS/1; and Commodore
will offer CD-ROM power in a user-
friendly black box called Commodore
Dynamic Total Vision (CDTV).

Don’t expect to see significant
quantities of CDTV consoles appearing in
stores until fall. CDTV is expected to
refail for an eyelash under $1,000 and
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will be sold initially in discount store
chains.

Commodore’s Gail Wellington
promises an impressive software
library will be there to support CDTV
by the time it enters full national
rollout. The only game unveiled so far
is a CD version of Defender of the
Crown, but it's basically the
Cinemaware classic enhanced with
extensive speech. It's also a safe bet
that Tiger Media will bring Airwave
Adventure and its other fitles to CDTV,
since the publisher supports all CD-
based platforms.

SYSTEM SHUFFLE
Computer-game development in
this country now focuses almost
exclusively on IBM PC. Amiga and

Atari ST are sometimes primary = -

development systems for the top ¢
European houses, but the emphasis in
this country is on IBM and its
numerous clones. IBM PCs and clones
account for at least three-

fourths of 1991 game sales.

Development of the 8-bit

is rapidly becoming extinct.

There’s still a market in f

Europe, especially the

but
distribution for C-64

software in the United States

has shrivelled to almost

nothing in the last year. Even

when a C-64 original does appear, it is
next to impossible for its publisher to get
enough copies into retail channels

The Macintosh Classic’s potential to
greatly expand the audience for Mac
gameware has excited several
publishers. Porting an IBM PC or Amiga
game fo the Mac is very difficult, due to
technical differences between the systems
and the need to follow Macintosh
standards to the letter when writing
programs.

Larger sales potential makes the extra
effort worthwhile, at least in the opinion
of software manufacturers like Interplay
and Sir-Tech. Interplay has finished a
version of Battle Chess with all-new
animations, while the latter continues to
upgrade its Macintosh Wizardry line.

New technology seldom arrives
without suffering a few setbacks, and CD
is not immune to this. Apple’s announced
delay (to mid-1992) for its Macintosh

United Kingdom,
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Top and middle: Heart
of China, by Dynamix.
Bottom left: Accolade’s Conspiracy: The
Deadlock File. Botfom right: Links, by
Access.
CD-ROM drive has already triggered a
Sierra On-Line decision to slow down its
CD software development. The
Coarsegold, California, adventure-
gaming leader infends to wait until the
hardware can support full-motion video
before plunging info the CD field.
Dissatisfaction with current CD
hardware is rampant among prospective
CD software publishers. There’s a
growing opinion that hardware
manufacturers will have to toss away the
security blanket of audio compatibility
and infroduce CD systems with a much
higher data-transmission speed.

SequEL-MANIA StRikes!
In times of economic uncertainty the
search for the “sure thing” can become

an obsession. A tactic beloved:
by all media is the sequel. The
logic is inescapable: If people
liked it the first time, they are
apt fo like it again.

Sequels are as popular in
electronic gaming as in movies
or the horror-fiction field.

| Companies are scheduling an

i unusually high number of such

titles for the next six months. If

you have a favorite computer

game, don't be surprised to see

@ its sequel before next
Christmas.

Several approaches in
producing a sequel are in
common use today. Here are
some of the major ones:

o Another chapter of
an ongoing story:
Ultima Vi (Origin
Systems/Amiga, IBM PC) and
King’s Quest V(Sierra On-
Line/Amiga, IBM PC) are the
latest chapters in
continuing
interactive epics
that began early
| in the 1980s and
continue to be
fantastically
popular today.
King’s Quest V/
may well be the
last chapter of the
saga that Roberta
Williams will unfold for her legion of
dedicated fans. The “Queen of
Adventure Gaming” plans to devote her
design energies to other projects. Kings
Quest may continue, loosely under her
supervision, but other minds will create
the plot, characters and settings of future
installments. For her last King’s Quest
hurrah, Roberta broke with control
systems from the past. Unlike previous
Sierra adventures, King’s Quest V has no
parser. Play moves rapidly with icons
and menus, and there are no “word-
guessing games” fo dispel the mood.

* A more elaborate version
of the same title:

Game design and development is a
dynamic process. The act of doing a
game can give the team insights into
how they could have done it much better.




Wing Commander [l (Origin
Systems/IBM PC) should reach stores
about the same time as this issue of
VG&CE. Even though Wing Commander
itself is still relatively new, fans of the
first-person outer-space shooter are
definitely going to want the new
program. The designer has become
much more fluent in the visual language
of cut scenes, and the noninteractive
sequences of Wing Commander Il are
outstanding animated science fiction.

¢ An extension of an existing

idea to new territory:

One of the most remarkable
programs scheduled to premiere this
summer is Life and Death Il (Software
Toolworks/IBM PC). The medical-
operation simulation now has a
companion program that explores brain
surgery in exhaustive depth. Like its
predecessor, this is truly an education,
as well as an entertainment experience,
since the precise simulation is a unique
opportunity to learn about physical
function and medical procedures.

* An update of a product
adversely affected by time:
The revised version of Gulf Strike

(Avalon Hill/IBM PC), due out in June,
takes an excellent military simulation of
Middle East warfare and makes it better.
The new revision adds scenarios relating
to the current crisis in Iraq (including
thought-provoking what-if possibilities).
Those who missed the electronic edition
of the classic board-game the first time
around may want to remedy the
oversight by taking a look at the new
scenarios.

ENTERTAINMENT EXTENDERS

Second cousin to the sequel is the
product extension. Many sports
simulations, like Microleague Baseball Il
(MLSA/IBM PC, Macintosh), have
annual data disks with statistics based on
the 1990 season.

Driving games often have add-on
disks. Accolade is already producing
extra disks for use with Test Drive Il
(Amiga, IBM PC). Each has one or two
new cars as well as a complete set of
scenery disk.

Extra course disks for golf games like
Jack Nicklaus (Accolade/Amiga, Apple
1IGS, Commodore 64, IBM PC,

Macintosh) and Links (Access/IBM PC)
will continue in the current year.
According to Access spokesman Steve
Witzel, the Salt Lake City publisher
wants to produce a new course every
two months during 1991 to keep the
challenge fresh. In a similar vein, Access
plans a free bimonthly newsletter to help
players.

SimCity (Maxis Software) proved to
be such a hit that the publisher is coming

Clockwise from top left: Origin Systems’
Wing Commander II, Lucasfilm’s Secret
Weapons of the Luftwaffe, Softs
Toolworks’ Life and Death Il, and
Interplay’s Deluxe Battle Chess.

out with disks featuring new graphic sefs.
Announced for release this year are
SimCity Graphics Sets for the Wild
West, ancient Asia, future Europe, future
U.S.A., moon colony and medieval eras.

SOPHISTICATED AcTION

It's overly simplistic to characterize
computer gamers as armchair
adventurers and video gamers as action
aces. Computerists like colorful, kinetic
contests, but most of them prefer a blend
of mental and physical challenge.
Current video games have inspired
computer-game designers, but video
games on disk for IBM PCs and clones
haven’t sold well. This summer’s action
computer games offer more logical
situations and tactical options than the
usual video game cartridge.

Lemmings (Psygnosis/Amiga, Atari
ST, IBM PC, Macintosh) is the cleverest
action game since Tetris, and it is

scheduled to appear on many computer-
and video game systems in the next
year. The gamer solves a playfield by
constructing a path to safety for a line of
mindless lemmings. An icon bar at the
bottom center of the playfield lets the
user assign special powers to individual
lemmings to circumvent the deadly
obstacles in their path.

VICARIOUS SIMULATORS
“The Battle of the Biplanes,” begun
last winter, will continue through this
coming summer. Joining last year’s
Wings (Cinemaware/Amiga, IBM PC)
and Blue Max (Three-Sixty Software/IBM

PC) are Red Baron (Brederbund/IBM PC)
and  Knights of the  Skies
(MicroProse/IBM PC).

Also on its way is Ancient Art of War
in the Skies (Brederbund/IBM PC). Like
the other disks in this series, this World
War | air game is relatively simple to
learn so that even novices can master the
mechanics and get down to the real fun
of aerobatics and combat flying. The
player deploys squadrons and conducts
the individual dogfights when he or she
meets the enemy.

Don Hill, Jr., has produced a color
version of his popular Fokker Triplane
(Bullseye Software) flight simulator for
owners of the various versions of the
Apple Macintosh Il series. It is virtually
identical to the smooth-playing 1988
title, but the color is a welcome
enhancement.

Lawrence Holland’s Secret Weapons
of the Luftwaffe (Lucasfilm/IBM PC) is a
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richly textured combat-flight simulator.
The user can choose from nine aircraft
and 25 missions in this Batfle of Britain
sequel about the 1943-1945 air war.

The electronic battlefield series kicks
off with the latest version of a favorite
title,  Falcon 3.0  (Spectrum
HoloByte/Amiga, IBM PC). Three
theaters of operations, Kuwait, Panama
and Israel, are depicted in 3-D-modeled
terrain for individual missions and
lengthier campaigns. The next title in this
new line, Avenger A-10, should be
available by this fall.

Dale Brown’s novel “Flight of the Old
Dog” comes fo the gaming screen as
Megafortress (Three-Sixty
Software/Amiga, IBM PC).
The player controls the five
crew members in a huge B-
52H on missions against a
variety of foes, including Irag.
The role-playing and
cinematic elements in
Megafortress make this a lot
more exciting than the typical
flight simulator.

The first multi-ship
helicopter simulator, Gunship
2000, (MicroProse/Amiga,
IBM PC) transports strategists
to the battlefields of
tomorrow’s headlines. Missions
in Europe and the Middle East
give copter jockeys a chance
to try all kinds of missions with [
any of the seven craft
represented in the game. The
air warrior can assemble a
squadron of up to five
helicopters, including three
different types of machines, to
tackle these perilous missions.

——

ZInning BBam
1timore Boston

SPEAKING OF SPORTS

No one disputes the popularity of
sports fitles, but there weren't quite as
many new games last year as in previous
years. The field was overstocked with
some types of sports games, and
publishers cut product introductions.

The prevailing opinion seems to be,
“If you can’t do it different and better,
don’t do it.” Expect the trend to reverse
in the next six to nine months as long-
term development projects reach market.

Designer Ed Dombrower has gotten
virtually all the kinks out of the original
design for Earl Weaver Il (Electronic

Arts/IBM PC). It remains a flexible
simulation for one or two would-be major
league managers, but the graphics are
vastly superior, the interface is less
confusing and anomalies in statistics
have been corrected. Baseball fans
should put this one on the “must buy” list.

Scouts say TV Sports: Baseball
(Cinemaware/Amiga, 1BM PC) will be
ready for armchair managers before the
real season All-Star game break.
Cinemaware scuttled the original project
and is developing a wholly new action-
strategy, stat-influenced program under
the direction of Cinemaware founder

Bob Jacob.
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Top: Earl Weaver II, by Electronic Aris.
Bottom: Pic ‘n’ Pile, by Ubi Soft.

An unusual and effective application
of polygon-ill technology makes Sports
Simulated Boxing (Brederbund/IBM PC)
stand out from the genre’s classic
pugilistic programs. SSB packs a
knockout graphics punch. Besides a
stirring animated introduction, it boasts
nine user-adjustable perspectives and
instant replay with VCR-like control
features. One or two participants can
control individually modeled boxers or
generate a new one and guide him
through an entire ring career.

Bo Jackson Baseball, the enhanced
editions of ABC’s Monday Night Football
and Dream Team (Data East/IBM PC)
were originally planned for 1990
publication. Design changes delayed
their appearance, but all should be
available by this summer. These are slick
action-strategy games built around a
similar premise. The user employs the
controller to enter on-ield decisions and
guide the movements of statistically
influenced replicas of actual professional
athlefes.

Dream Team has undergone the
biggest change, though it actually had
the smoothest development cycle. One

change was a late-in-the-game
substitution of Joe Dumars for
James Worthy. The slick ball-
handler teams with Patrick
Ewing and Dominique
Wilkens  against  the
computerists’ team in this
three-on-three contest.

If current team athletics
aren’t enough, try the sexiest
sport of the future, Rollerbabes
(Cinemaware/Amiga, IBM
PC). It's a wacky mix of
skateboarding, roller derby,
wrestling and cheesecake, in
which the Rollerbabes

compete against a roster of
suitably grotesque teams with
names like the Erasure Heads,
the Buzz Cuts and the Fabulous
Pig Brothers. lt's semi-risqué fun
for some of the family!

Six race courses allow
computerists to tread in the
footsteps of an automotive
legend in Mario Andretti’s
Racing Challenge (Electronic
Arts/Amiga, IBM PC). This is

the racing equivalent of Earl Weaver,
with Mario himself there to give strategy
hints. Andretti’s favorite courses, from
Ascot Park to Monte Carlo, are shown in
breathtaking graphics. The cars even
raise realistic puffs of dust on the dirt
tracks.

Bill Elliot’s NASCAR Challenge
(Konami/Amiga, IBM PC, Macintosh)
puts the player at the wheel of hot cars
like a custom-built Thunderbird, Grand
Prix or Lumina. Bit-mapped graphics
create finely detailed artwork for six
NASCAR tracks in this rousing stock car
racing simulation.
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As the younger
brother of the hero
of Street Rod, the
player cruises three
new courses in |
Street  Rod Il
(California
Dreams/Amiga,
IBM PC). The Los
Angeles Aqueduct,
Mulholland Drive
and Grudge Night
at the raceway
provide a lot of
opportunity to put a
customized car through its paces.

PATHWAYS 70 ADVENTURE

There'll be plenty of new adventure
games this year, especially science
fiction, fantasy and mystery.

Sequels are the lifeblood of this
category. Publishers like to capitalize
on a hit with sequels, because of the
high initial-development cost and time
for the first program. When a series
gets hot, as Roberta Williams’ and Lord
British’s epics have, orders soar into the
stratosphere. King’s Quest V, for
example, went into distribution with over
250,000 units ordered. That lets Sierra
On-line spend heavily on development,
which results in steadily improving art,
sound and interface.

Might & Magic Ill (New World
Computing/IBM PC) is the most
noteworthy series fitle of those due this
summer. The latest version of this icon-
driven interface is a big improvement on
the original and makes this blend of
dungeon and overland questing detailed,
yet easy to learn and play. There are
action games, including a joust, to
increase the excitement level.

The Advanced Dungeons & Dragons
series takes an exciting new direction in
Eye of the Beholder (Strategic
Simulations/Amiga, IBM PC). The first
computer game to utilize TSR, Inc.,
Second Edition rules set, Eye of the
Beholder is also the first to present its
fantasy role-playing action in first-person
perspective.

Death Knights of Krynn (Strategic
Simulations/Amiga, IBM PC) is a sequel
to last year's Champions of Krynn. The
new tale begins a year after the
conclusion of the first story and concerns
the battle against the undead Sir Karl,
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Top: Sierra On-Line’s Kings Quest V.
Right: Tiger Media’s Airwave Adventure.

who has stolen a Dragonlance.

A treat for younger adventurers will
arrive during the fall. Work is just
starting on Fairytale Adventure Il (New
World Computing/IBM PC), but it
promises to be similar to the 1989
change-of-pace hit.

Twilight 2000 (Paragon
Software/IBM PC) is an overhead-
perspective computer edition of the
Games  Designers  Workshops
nonelectronic science fiction role-playing
game. Characters created with the icon-
driven generator try to survive and
complete adventures in post-World War
IIl Poland.

Victorian science fiction enthusiasts
have a feast awaiting them. Martian
Dreams (Origin Systems/Amiga, IBM
PC), the second title in the Worlds of
Ultima series, is a romp with some of the
most famous names of the late 19th
century. It won't be easy to foil Rasputin’s
nefarious schemes, but some of the
greatest minds of his era are ready to go
to the moon, if necessary, to stop the
Russian madman.

In Planet’s Edge: The Point of No
Return (New World Computing/IBM PC),

an alien spaceship sends the whole
Earth into a rift in space, and the
mission in this combination of action
and adventure is to visit the 60 worlds
and complete the mini-quests on each.
The realtime space shoot-out sequence

| guarantees plenty of arcade-style thrills.

Revolutionary China of the 1930s is
the setting for Heart of China
(Dynamix/IBM PC), a high adventure

o for home computers. The computerist

becomes “Lucky” Jake Masters. Using
point-and-click commands, Jake tries to
rescue the kidnapped daughter of a
wealthy American. The artwork has a
unique look, much more shadowy and
atmospheric than most adventure ftitles.
The cinematic presentation is further
enlivened by realtime action sequences
at important points in the story.

In early 1990, Accolade electrified
critics with sneak peeks at a thriller that
employed 100% digitized artwork.
Delays have prevented Conspiracy: The
Deadlock File (Accolade/IBM PC) from
coming out before this summer, but the
long wait has not dimmed its visual
intensity. It's tough and gritty work,

SUPREMACY
Ak kK

Crisis in the Far East

In the dimly lit Situation Room, Charles
stands alone. Intelligence reports confirm
the worst. The Chinese army has captured
the Soviet port of Vladivostok. Moscow
wants help now!

Charles glances at the map, his heart
pounding. If he sends troops, will the
Chinese pull back...or escalate to a
nuclear strike?

Live on the edge like Charles. Play
Supremacy” — the world conquest board
game fought in the nuclear age.

FREE COLOR CATALOG OF GAMES
Call Toll Free 1-800-333-0589
24 hours / 7 days
At better game stores worldwide.




being a New York City private eye and
Conspiracy: The Deadlock File fills
screen after intense screen with powerful
graphic images. Framed for the murder
of a CIA agent, the player has only one
day to ferret out the true culprit and stop
an international plot to take over the
entire world.

SPOTLIGHT ON STRATEGY

Unusually clever kinetic puzzles
furnish the challenge in 3-D Blast (Data
East/Amiga, IBM PC). The player’s on-
screen character is a ball. A movable
paddle aims the ball at play features to
execute the sequence of movements
needed to open the portal and bounce

the ball through it to freedom—and the |

next room.

Pick ‘n’ Pile (Ubi Soft/Amiga, Apple
Il, Atari ST, Commodore 64, IBM PC,
Macintosh) is more similar to several
other kinetic-strategy fitles introduced in
the last three years. Colored balls drop §
from the sky and must be placed in
piles according to hue to make them
vanish.

The best way to label Arachnophobia
(Disney Software/Amiga, IBM PC) is that
it's an electronic board game derived
from the 1990 comedy-adventure movie.
When spiders overtake a neighborhood,
you must destroy the egg sacks in a
house-to-house search and hunt down the
queen. The graphics are exceptional;
fully worthy of the Disney name.

More serious in intent is Armada
2525 (Interstel/Amiga, IBM PC), a multi-

Qelcone to
Canaima

player science fiction strategy game. As
the leader of an entire race, the player
tries to expand off the home planet by
fighting enemies in space and on alien

A | =
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worlds. The setting is very detailed, with
six classes of stars and five categories of
planets.

Nothing less awesome than the
history of mankind is the subject of
Civilization (MicroProse/Amiga, IBM
PC). Sid Meier, author of 1990's
Railroad Tycoon, starts the player as a
member of a nomadic tribe in 4000 B.C.

Top: MicroProse’s Gunship 2000.
Middle: Brederbund’s Red Baron.

Disney’s hnoph

The goal is to

lead that tribe

forward in an |

effort to establish §

a fully integrated

modern culture.

Despite the

tremendous

scope of play,

Meier promises

that computerists

will be able to
learn quickly and enter
play experience without
frustrating hunts  for
obscure rules.

Deluxe Battle Chess
(Interplay/IBM PC) is
intended as the answer to
complaints by chess purists

§ that Battle Chess looks

¥ great but has mediocre

| playability. This edition

8 incorporates the esteemed

8§ Checkmate algorithms for

the robot adversary, so

that Battle Chess Il will now.

strategize as well as any

home-computer chess program on the
market.

Cruise for Corpse (Interplay/Amiga,

IBM PC), developed by Delphine

Software (best known for James Bond:

Vo )

Stealth Affair), is a shipboard murder
mystery. Large-size graphics and very
atmospheric illustrations create the
perfect mood for searching for clues and
interrogating suspects.

Everyone can go to the castle of
dreams in Castles (Interplay/IBM PC).
This authentic simulation of medieval life
laces the strategy with enough role-
playing elements to allow the user to get
completely caught up in building and
running one or more castles.

Once a castle is finished, keeping it
running while fulfilling your feudal
duties requires tricky maneuvering.
Those who want something less
realistic, but more colorful can also use
the optional magic spells.

Lexi Cross (Interplay/IBM PC) turns
the gamer into a player in a game
show. The on-screen contestant turns
tiles to find hidden words and then
figure out what the common theme of
all the words is. Play is against the

computer
opponent, face
to face or by
teams. It also
features a built-
in calendar with
graphics that
d illustrate the
changing
seasons—and it
even wishes the
player a happy
birthday when

the date comes.

Tue FoRECAST

The next year will be strange, even in
light of computer gaming’s mercurial
history. A further decline in quantity is a
likely consequence of the anticipated
introduction of CD-based software
coming next year. Another possible result
is that some publishers will release
products as conventional computer
gaomes that really need CD equipment in
order to perform as the designer
intended.

No worries exist about product
quality. A few companies still cling to the
“do it cheap and quick” philosophy that
hurt the business in 1989, but they are
exceptions. Most new games will be as
good or better than the ones in our
collections, and what gamer would ask
for more, or be satisfied with less? &
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Jamie Bunker

Professional Gamer

n ““-;’ n gaﬁa?"'s‘sssa )
SRt

"Here's one game
that really smokes"

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

he was blown away.

kind to offer universal action, outrageous
sound, plus a side kick probe that
AW terrorizes enemy ships by stealing their

ire power, then returns so you can blow

them out of oblivion.

So before you buy the next game for

your Sega system, see what the

pro's go for, then go for Gaiares.

RENSHSON.

™
PRODUCTS

987 University Avenue, Suite 10
Los Gatos, CA 95030 (408) 395-8375

CIRCLE #127 ON READER SERVICE CARD.



Rise of the Dragon:
A Blade Hunter Mystery

DYNAMIX
Versions: Amiga ($49.99),
IBM PC ($49.99)

2 —

PLAYABILITY 12 3 45 6 759 10

OVERALL 12345678!10

William “Blade” Hunter is a hard-bitten pri-
vate eye in the seedy, decaying Los Angeles
of the year 2053. He used to be a cop, but his
Dirty Harry-style public relations won him an
early retirement from the force. Now he finds
himself up against a danger that makes his
usual clientele look positively wholesome: the
Dragon, an ancient and extremely malevolent
god, is about to return to transform a con-
fused and struggling world into a maelstrom
of chaos!

That’s the plot of Jeff Tunnell’s superb
Rise of the Dragon: A Blade Hunter Mystery,
the first adventure to be developed using the
new Dynamix Game Development System
(DGDS). Hunter, a character somewhere be-
tween Harrison Ford
in Blade Runner and
Marvel Comics’ The
Punisher, makes a
great protagonist,
and this sleazoid, fu-
turistic L.A. is a rich
setting. Add a slick,
responsive interface, |
and you‘ve got a |
gaming experience
as sophisticated as a
big-budget sci-fi flick.

Dragon uses a
streamlined point-
and-click “smart cur-
sor” system in which
the cursor changes
depending on the object or character it over-
laps. When the cursor turns into an “exit”
icon, for example, it means that left-clicking
on this location permits Hunter to enter an-
other room. If a conversation is possible with
a character, the icon transforms into a word
balloon. And, the cursor changes into a mag-
nifying glass when the object it contacts can
be observed in greater detail. Otherwise, ma-
nipulation and operation of objects and inter-
action with other characters is simplicity itself.

The game also includes a pair of side-
scrolling arcade sequences, complete with a
“boss” at the end. These contests are not the
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Rise of the Dragon is an
exiremely entertaining
state-of-the-art adventure,
but contains rough
language and adult
situations.

strongest part of the game, having been over-
simplified to an unnecessary degree.
Weapons and punch selection are all made by
the computer, for example, removing what
could have been a meaningful strategic com-
ponent from the game. Fortunately, Dynamix
includes its famous “VCR” feature first seen
in David Wolf, Secret Agent; it allows the user
to adjust difficulty replay or even eliminate
the Arcade sequences entirely.

Some of Rise of the Dragon’s most impres-
sive design innovations include characters
who remember what Hunter says and does to
them, then act accordingly. Also remarkable is
the use of cinematic “mean-
while” sequences, in which
the camera cuts away to some
important action occurring
elsewhere in the real-time
story line. Even more intrigu-
ing is the fact that just because
the player is privy to some
piece of information, it doesn’t
mean that Hunter is. Author
Tunnell refers to this “dispar-
ity of awareness” in the excel-
lent documentation and feels it

“will become a hallmark of the
rapidly evolvmg genre of interactive story-
telling.”

Rise of the Dragon is an extremely enter-
taining adult (including some rough language
and situations) adventure wrapped in the
rapidly expanding envelope of state-of-the-art
computer gaming. Beautiful sound and graph-
ics, intelligent design and a solid script help to
create the most compelling adventure uni-
verse since Westwood'’s Circuit’s Edge. Highly
recommended.

—Bill Kunkel
Dynamix
c/o Sierra On-Line
P.O. Box 485
Coarsegold, CA 93614
(209) 683-4468

Freakin’ Funky

Fuzzhalls
SIR-TECH
Versions: IBM PC ($29.95)

PLAYABILITY 12 3 45 6 7u9 10

OVERALL 1234568489 10

What do we have here? An arcade-strat-
egy game from Sir-Tech. Next we'll be get-
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ting hex-grid war games from Psygnosis and
side-scrolling arcade shoot-em-ups from
SS|, right?

There’s certainly no law that says a pub-
lisher can’t explore new ground; sometimes it
can be very healthy. But when Sir-Tech, a
company best known for fantasy RPGs like
Wizardry, puts out a top-down maze-chase
game starring what look like Tribbles in base-
ball caps, it's only normal for expectations to
be high. After all, imagine an arcade-strategy
game so compelling that Sir-Tech felt they
had to publish it!

Alas, Freakin’ Funky Fuzzballs, by lan Cur-
rie and Robert Koller, is generic, if entertain-
ing, stuff. The action begins on a gridlike play-
field consisting of 11 x 12 gray blocks.
Stepping on one of these blocks turns it light
gray; stepping on it a second time turns it
blue and a final contact turns it into a black
space that cannot be traversed except with a
magic wand.

Wands are uncovered when the player-
character steps onto the brick under which
they are hidden. They breach the black voids
and allow the Fuzzballs, as well as a potpourri
of other bonus objects, to pass over them.
Eventually, the player must collect all the keys
secreted about each play field, then find the
door and escape, pursued the entire time by a
guardian, whose touch drains the Fuzzball’s
vitality and eventually kills it.

There are only 15 levels in the entire game,
which doesn’t seem like very
many, but at least the higher
levels contain different types
of bonus items. A more seri-
ous problem is represented by
the graphics, which are flat,
dully colored and altogether
unattractive.

The game’s silly title makes
much of the player-characters
being cute, round Fuzzballs.
But since the game is rendered
entirely in a top-down per-
spective, it reduces the charac-
ters to nothing more than blue
and yellow blobs. Moreover,
there is nothing interesting or
unique about these creatures;
they don’t jump, they don't roll or gob-
ble or split in two! They could just as
easily have been human beings or
game markers for all the identity they
bring to the party.

Freakin’ Funky Fuzzballs is an enter-
taining kinetic puzzle contest with
dumpy graphics and a catchy sound §
track. It's just a shame that Sir-Tech’s §
first foray into a new genre couldn’t be
more auspicious.

—B.K.
Sir-Tech Software
P.O. Box 245
Ogdensburg, NY 13669
(315) 393-6451
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Freakin’ Funky
Fuzzballs represents Sir-
Tech’s first foray into
arcade-style games.

Elvira
ACCOLADE
Versions: Amiga ($59.95),
IBM PC ($59.95)

12345573!10
1234567u91o

PLAYABILITY
OVERALL

The gratitude of the bewitching Elvira
awaits anyone who survives a trip through
Killbragant castle in this menu- and icon-
driven adventure. Elvira’s efforts to restore
the castle have disturbed her grandmother,
Emelda the Evil, whose powers have un-
leashed a plague of undead creatures on
Elvira’s home. Emelda wants to return from
the dead, along with hundreds of her mon-
strous minions, and retake possession of the
family manor.

The player is a computer freak who is the
only one foolhardy enough to answer Elvira's
ad soliciting help. After a duel against the
bloodthirsty swordsman who guards the gate,
the player explores the multilevel castle in
search of the seven keys needed to defeat
Emelda. Almost every room features an inter-
active horror scene in which the player must
use brains, fighting ability and spells to tri-
umph over vampires, gremlins and other evil
creatures.

Two large windows
dominate the play screen.
The large upper window
shows a first-person view
of the current location,
while the smaller lower
one presents text mes-
sages, inventory and
weapons. A status line lo-
cated between the two
windows monitors the ad-
venturer’s six characteris-
tics: strength, resilience,
dexterity, skill, life and ex-
perience. Though all these
attributes affect game
play, life is the most cru-

cial. If it drops to

@8 zero, the charac-

ter dies, and the

game invites the

computerist to

begin the quest
over again.

Two move-
ment systems,
both simple,
speed the course
of play. The
gamer can click a
direction arrow
located to the left
of the windows

continued on page 90
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continued from page 87

or click on a spot on the first-person
display. A short menu in the upper-left
corner of the screen gives access to ob-
jects in rooms, inventory and weapons.
A menu in the upper-right corner lists
common commands like “examine,”
“open” and “use.” Below that is the
menu for pausing, saving and retriev-
ing games.

Combat is frequent and bloody. A
menu replaces the command menu
when it's time to fight. Killbragant has
weapons lying around for the taking, but find-
ing one isn't enough. The adventurer must
gain skill with it. This usually means using the
weapon in combat, though it is possible to
practice archery in the appropriate area of the
castle.

Elvira has two combat systems. The user
can click on the main display
or the combat menu. The com-
puter determines whether the
player’s character is in a de-
fensive or offensive posture,
based on the accuracy of the
last blow. The player has two
possible tactics in each mode;
block and parry on defense or
lunge and hack on offense. In-
dicators monitor the number
of hit points of damage inflicted on each par-
ticipant.

Use of magic is handled ingeniously. The

player collects ingredients needed to mix a [

spell and brings them to Elvira in the kitchen.
She concocts the spells, which then become
part of the player’s inventory. Chasing after a
bunch of ingredients may sound like extra
work, but it is impossible to win Elvira without
magical power.

The British team that previously did Per-
sonal Nightmare (Horror soft) shows it
learned a lot from its first journey into the
macabre and applied it to the second. Elvira’s
beautiful artwork, shocking animated se-
quences and saving touches of humor are
major improvements over Personal Night-
mare. Now is definitely the time to come to
the aid of the Mistress of the Dark.

—Arnie Katz
Accolade
550 S. Winchester Blvd., Suite 200
San Jose, CA 95128
(408) 985-1700
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Horror Soft, which
previously did Personal
Nightmare, has made
some noteworthy
improvements in Elvira.

The Killing Game Show
PSYGNOSIS
Versions: Amiga ($44.99),
Atari ST ($44.99)

PLAYABILITY 12 3 456 7 8 9y
OVERALL 1234567“9 10

Psygnosis’ The Killing Game Show stars a
criminal as its main character. The unfortu-
nate frail one chosen to play this futuristic TV
game show has only one reward in
mind...saving his life!

There are 16 pits of death awaiting, each
one more difficult than the last. The object of
the game is to find the correct route up and
out of each pit. During play the gamer will be
confronted with all sorts of deadly enemies.
The show’s hosts provide our hero with
robotic body part replacements, including a
metallic skin that is obviously more protective
and allows the inexperienced contestant to
survive for at least a little while.

Players are limited to a certain amount of
time to escape a pit. The time limit is enforced
by a fluid called DOLL (deadly to organic life
liquid), which rapidly fills the hole. Naturally,
contact with DOLL is deadly.

The Killing Game Show is actually a hybrid
of the platform genre, with 16-bit
graphics (including excellent parallax
scrolling) to spruce up the basic run-
jump-shoot action. Even though there
initially seems to be little depth to the
contest, it is brought off with such
panache that it's totally addictive. One
of the main reasons for this is that
even after all lives are lost, a player
can continue from the same level in
which he met his demise.
Another is the progression
of difficulty, which is
smooth and gradual, not in
the least bit frustrating to a
rookie.

The adventure aspects
raise The Killing Game
Show above simple plat-
form games. To advance

Game Show, by

confestanis on a
futuristic TV game
show in which the

saving your own
life.
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CALL SC1, THE AWESOME VIDEO GAME STORE FIRST!!

Introducing the SCI Video Game Service, bringing you the best video games from Japan! SCI has the
games you want at a price that won't send you into orbit. SCI is a large importer of video games from Japan,
working to bring you high-quality products months before they
arrive on store shelves (if they arrive at all!) Check out our
lists of games and you'll agree that SCI is the only place to turn
to for your Japanese games and systems!

1-816-741-8522

Call today for the lowest prices on Japanese video games
compatible with the Sega Mega Drive, Sega Genesis, NEC
PC Engine, SNK Neo-Geo, Nintendo Super Famicom as
well as a wide selection of American games! If we do not
have the game you want in stock, You get $10.00 OFF OF
Yes, youcan play Mega Drive Games on your Genesis 2499 |  THE RETAIL PRICE! If you preorder on the day you call.

IN STOCK NOW AND SOON TO BE RELEASED IMPORTS!!!

MEGA DRIVE TITLES SUPER FAMICOM GAMES SUPER FAMICOM COMING SOON
Gynoug Shooter 79.99 Mario World Action 99.99 Hole In One Sports 99.99
AeroBlaster Shooter 79.99 Populous Action 99.99 Jerry Bean Action 99.99
Midnight Resistance Shooter 79.99 F-Zero Racing Action 99.99 Drakken RPG 99.99
Ka-Ge-Ki Action 74.99 Actraiser Action 99.99 Area 88 Action 99.99
Kyukyoku Tiger Shooter 74.99 Bombuzal Puzzle 99.99 Zelda 3 RPG 99.99
Crackdown Maze 79.99 Big Run Action 99.99
Monster Lair Shooter 64.99
Heavy Unit Shooter 69.99 NEO GEO GAMES
Darius IT Shooter 79.99
Gaiares Shooter 79.99 NAM 1975 Action 199.99
Magical Hat Shooter 64.99 Magican Lord Action 199.99
Rainbow Island Action 69.99 Baseball Stars Action 199.99
Rastan Saga IT Action 74.99 Ninja Combat Action 199.99
Hell Fire Shooter 49.99 Top Players Golf Sports 199.99
Shiten Myooh Action 54.99 Joy Joy Kid Puzzle 199.99
Columns Puzzle 39.99 League Bowling Sports 199.99
Whip Rush Shooter 49.99 Super Spy Action 199.99
Curse Shooter 69.99 Cyber-Lip Action 199.99
Elemental Master Shooter 79.99 Riding Hero Sports 199.99
Ringside Angel Wrestling ~ 74.99 Blues Journey 199.99
Phelios Shooter 39.99 Neo Geo Gold System 649.99
Shadow Dancer Action 49.99 Neo Geo Sliver System 449.99
Klax Puzzle 39.99 Neo Geo Controller 55.99
Afterburner IT Shooter 39.99 Neo Geo Save Card 35.99
Dynamite Duke Shooter 39.99
DJ Boy Action 69.99 g PC ENGINE CD- ROMs
Fatman Action 69.99 A=i=eJAo=0b
Arrow Flash S‘hooter 69.99 Golden Axe "Action 79.99
o slieie BB Where world Carme  RPG 74.99
Burning Force Shooter 39.99 Super Mario Brothers 4 Valius 3 Action 79.99
Star Cruiser Shooter 74.99 Super Mario World 99.99 J.B. Harold murder RPG 79.99
Musha Aliste Shooter 74.99 Super Military Simul 79.99
MEGA DRIVE GAMES COMING SOON Super Datiug Shooter .y AL
Legion Shooter 74.99
‘Wrestleball Action 74.99 Gradius 3 Shooter 99.99 Sidearms Special Shooter 74.99
Devil Hunter Yoko Action 74.99 Sim City Simul. 99.99 Avenger Shooter 79.99
Valius 3 Shooter 74.99 Final Flight Action 99.99 Vasteel Action 79.99
Power Drift Action 74.99 Super Deformer RPG 99.99 Y's Wanderer RPG 79.99
Shining Darkness RPG 79.99 Oedo 808 Action 79.99

PLEASE NOTE: We will accept COD orders-call for details. All orders in stock are shipped within 48 hours. Call for postage rates on orders for accessories. systems and larger orders. All Missouri
orders must pay 6.225% sales tax. Any refunds or exchanges are subject o a 15.00 restocking fee. We reserve the right to change policies, prices or specials at any time without prior notice. No
refunds, Credits o exchanges without prior authorization. All defective games can be exchanged for the same game only. We make no guarantees for product performance. Once your order is placed. it
cannot be changed without authorization. All games you wish to reserve must be paid in advance. Sega, Sega Genesis. Sega Mega Drive, NEC TurboGrafix, PC Engine, GameBoy and Nintendo are
registered trademarks and are not related to us nor are we endorsed by them. We are not responsible for typographical errors. Due to the verification process, some orders may take longer.

Unavailability of product or other things are beyond our control. * 1990 by SCI-The Awesome Video Game Store!
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through solid walls, the player must find the
correct key. Most of these are hidden in natu-
ral rock “caskets” that must be blasted open.
Each key has a distinct shape and fits only the
corresponding lock.

The two-disk set can access both drives,
and the top-ten scores are saved to Disk B. If
they had only provided for “password reen-
try,” all would have been right with the world.
As it stands, The Killing Game Show is not
only a beautiful game, but it also measures
well in the ultimate gamers’ test: It is FUN!

—Frank Eva
Psygnosis
29 St. Mary's Court
Brookline, MA 02146
(617) 731-3553

Spirit of Excalibur
VIRGIN MASTERTRONIC
Versions: Amiga ($49.99),
Apple 11GS ($49.99), IBM PC ($49.99),
Macintosh ($49.99)

1234567 3@

1SR ST
PLAYVABILITY 123458 7B9 10
OVERALL 12345675!10

Spirit of Excalibur, an action game with
role-playing elements, is set in the year 539 in
Arthurian England, right after the death of
King Arthur. Gamers take the role of Lord
Constantine, Arthur’s successor as leader of
the Knights of the Round Table. The game fol-
lows the traditional storyline in almost perfect
detail, from the legacy of Arthur’s bastard son
Mordred to the enchanted knights of the for-
est Sauvage.

Players must get from York to Camelot to
claim the throne. All travel is handled via the
scrolling map of southern England. Heraldic
shields representing opposing, allied and neu-
tral forces appear on the map and move inde-
pendently along their journeys. Icons may be
clicked to view stats and other relevant infor-
mation and can also be magnified for a closer
look at each situation.

While traveling the map, which is where
70% of the game is played, dialogue boxes
deliver encounter announcements, status re-
ports and even some surprises from time to
time. Play switches to scene level upon reach-
ing a town or encountering an enemy.

Action combat happens at the scene level.
Here, the gamer can watch passively as the
computer battles or handle it on his or her
own. In individual combat, players choose
from two attack swings, a parry or a spell.
Army combat is similar except gamers issue
commands to forces rather than individuals.
These orders include use of special items
gathered along the way, as well as magic and
maneuvering options.

Spirit of Excalibur is set apart from other
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Spirit of Excalibur
successfully blends
action with role-
playing elements.

| games of this sort by the reality of
the storyline and its successful
blend of action with role-playing.
The map level is not boring as it
often is in games of this type, par-
tially because of the outstanding vi-
suals. They’re in true VGA and
must be seen in order to truly ap-
preciate them. The action scenes
{| are easy enough to control yet
@l offer enough options to make each

encounter a challenge. The ability
to ignore the battle and let the computer fight
is a nice touch.

Along with the battles and exploration, the
game contains the most important elements
of Dungeons & Dragons. Players must watch
hit and magic points and figure ways to re-
plenish them as necessary. There are many
puzzles to solve along the way as well as mys-
terious objects to help or hinder play.

The game is both very challenging and
beautiful to look at, especially on the scene
level. The animation is incredibly smooth
and each command offers players new and
exciting visual possibilities. Although the in-
structions state the game will run on all
CPUs, it is recommended for play on a 80286
or better for top enjoyment. A mouse is also
desirable; the command set is icon-based
and tricky to operate without. Finally, if play-
ers have a sound board, they’re in for a real
musical treat.

—Frank Tetro, Jr.
Virgin Mastertronic, Inc.
18001 Cowan St., Suite A
Irvine, CA 92714
(714) 833-8710
Inferceptor

STRATEGIC SIMULATIONS
Versions: Amiga ($59.95),
IBM PC ($59.95)

PLAVABILITY 123456s 0 10
OVERALL 1233587809 10

Interceptor is a complex tactical space-
combat simulator set in the 69th century. It re-
quires a significant degree of committment to
play well, but if you like simulations, this one
is quite good.
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WE BUY USED/WE SELL WE BUY USED/WE SELL
10 YardFight  $4/%9 Tetris(Nintendo) $24/39
1942 14122 3 Stooges 8/14
1943 1624 Castlevaniall $10/$16  FisyNorth Star $14/522  Kid Kool $18/529  NobunAmb  $22/36  SeclionZ $4/59  Thunderbirds  24/39
720 1219 Castlevanialll ~ 24/39  ‘Flightof Intruder 24/39  Kid Niki 1219 *Noid Game 24/39  Seicross 1046 Thundercade 14122
8Eyes 106 CaveMan Games 26/44  FlyingDragon| 814 King Knight 49 ‘Noh/South 2849  SesameSt123  22/36  Tiger Heli 419
Abadox 1249 ChmpshpBwing 22/36  ‘FlyingDragon!l 24/39  KingNeptune 1829  ORB3D 24/39  Sesame StABC 22/36  TimeLord 16124
Adv.BayouBily  4/9  Chessmaster ~ 26/44  ‘Flying Dragon Il 26/44  Kings Beach 1016 OperaionWolf  6/12  ‘Shadow/Ninja  26/44  “Titan Warrior  24/39
Adv. Dino Riki 814 Chiller 1422 *Formulal 26/44  Kiwi Kraye 24/33  Othello 8/14  Shadowgate 1422 Tothe Earth 10116
Adventure Island  22/36  Chubby Cherub  20/32  ‘Frankenstein  26/44  KLAX 24/39  POW. 1249 ShingehRuler ~ 18/20  Tombs/Treasures 24/39
Advisland I 2439 CircusCaper 1624 Freedom Force 1016 Knight Rider 1046 Pacmania 24/39  Shinobi 2236 Toobin 1829
Adv. of Lolo 14222 City Connection 12119 Friday 13th 6/12  *Krion Conquest 24/39  Pacman 2036 Shooting Range  18/29  Top Gun 8/14
Adv.oflololl 22036  Clash/Dmnhead  8/14  “Fun House 26/44  Kung Fu 49 “*Palamedes 2439 Short Order 18229 Top Gunll 18/29
Adv.Tom Sawyer 6/12  ClassicConc  24/39  *G.l.Joe 26/44  Kung FuHeroes 10/16  PaperBoy 20132 Side Pocket 2236 Total Recall 18/29
After Burner 20/32  CluCluLand 16/24  Galactic Crusader 22/36  LastNinja 2236 ‘Paradikus 24/39  SilentAssault  22/36  Town/Country 3/5
Air Fortress 1219 CobraCommand 1219  Galaga 22135 LastStarfighter  18/29  Password 26/44  SilentService 1016 Track/Field 10/16
Airwolt 1016  CobraTriangle  14/22  Gauntlet 814  LegacyMizzard  4/9  PerfectFit 2236 Sikk Worm 1829 Track/Field Il 814
Al Unser 14222 Code Name Viper 10/16  Gauntlet I 2032 Legend Kage 49 Pesterminator  22/36  Silver Surfer 26/44  Trick Shooting  14/22
Alien Syndrome 1219 Commando 612  GenghisKhan  32/59  Legendary Wings 10/16  PhantomFighter 16/24  “The Simpsons ~ 26/44  Trojan 612
All Pro Basketball 16/24  Conan 2439 GhostGoblins 814  LifeForce 10116 Pictionary 26/44  Skate Or Die 49 Twin Cobra 16/24
Alpha Mission 8/14  Conflict 26/44  GhostBusters 12119 LitleLgBaseball 20/32 Pinball 1422 SkateOrDiell  16/24  Twin Eagle 20/32
jon 1016 Cong/XtalPalace 24/39  GhostBustersll 14/22  LtleNemoDrMstr 26/44  Pinball Quest ~ 26/44  SkiOrDie 2236  Ulima 16124
Anticipation 1249 Contra 12/19 G\Ihgans lsland 2236 LodeRunmer 14722 Pinbot 1422 Skul’Xbones 2236  Ultima ll 34764
Arch Rivals 26/44  CrystalMines 2439  Goal 18129  Loopz 2644 Pipe Dream 26/44  SkyKid 1422 UltBasketball  28/49
Archon 814 Crystalis Sako  Godila 14122 ‘Lordlightning 24139 Pirates 24139 Sky Shark 1249 Urban Champion  4/9
Arkanoid (Game) 20/32  Cybernoid 814  Golf 814  LowGMan 24/39  Platoon 612  Slalom 1219 Vegas Dreams  36/69
Arkanoid (Cntr)  24/39  Dr. Chaos 8/14  Golf PebbleBch 18/29  Lunar Pool 2236 PlayAct Ftbl  26/44  Snake Rattle/Roll 18220  Vindicators 814
ArkistasRing ~ 20/32  Dr. Jekyll/Hyde 49 Golgo13 35  MULE. 2439 Police Academy 24/39  Snakes Revenge  8/14  Volleyball 1219
Astyanax 814 Dr.Mario 26/44  Goonies I 49 MAndrettiWrid. 24139 ‘Pool Radiance  24/39  SnpySily Sport 1422  WWF Challenge  32/59
Athena 612 Dance Aerobics 10/16  Gotcha 6/12  ‘MDikaBgFtbl 26/44  Popeye 1624 Soccer 1016 WallStreetKid 1422
Athletic World ~ 14/22  *Darc Seed 2439 Gradius 814 Ms.Pacman 26/44  ‘PwrPadFtbl 24539  SolarJetman  26/44  ‘WarvsDrugs  24/39
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BacktoFutre 814  Daysof Thunder 26/44  Guardianlegend 1219  Mad Max 16224 PriceisRight 3054  Soltice 22/36  Warewolf 26/44.
Back Future I//ll  22/36  Deadly Towers /14 Guerilla War 1219 Mafat Conspiracy 20/32  Princess Tomato 26/44  Spelunker 1249 WheelFortune  14/22
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“Bards Tale 24/39  DesertCommand 1219 ‘Hatris 24/39  MajlgBaseball 612  ‘Puttmaster 24/39  Star Force 1016 Winter Games 1219
‘BatSimpson  26/44  Dest.EarthStar  6/12  Heavy Barrel 1219 ManiacMansion 28/49  Puzzle 20/32  StarShipHector 16/24  WizardsWarriors 6112
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Bases Loaded Il 16/24  *Dirty Harry 26/44  Hoops 12119 Master Chu 20/2  RacketAttack  14/22  Stinger 1016 World Runner 8/14
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*Bill Ted's Adv.  24/39  Dbl. Dragon 2236 Image Fight 22/36  Metal Gear 49 ‘Ramboll 24/39  Superman 1624 Xexyz 12/19
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The scenario for Interceptor is a familiar
one, a star empire is expanding into regions
that are not happy about it. Its most unusual
aspect is that the player can take either side—
the Imperial Terran Overlord Government
(TOG) or the Commonwealth that opposes it.

The first level of complexity in Interceptor
comes when building a squadron of pilots.
The game comes with TOG and Common-
wealth squadrons already on the disk, and
these can be augmented by any number of
customized squadrons. When selecting a
pilot, options include race (several alien races
are available) and sex. These choices deter-
mine such important factors as aggressive-
ness, dexterity with space craft and ability to
withstand injury, traits that are measured and
set for each pilot created.

Next, the squadron must be equipped with
ships. Each pilot starts with a certain quota of
“prestige points,” which are used to buy
equipment. Needless to say, there aren’t
enough to buy much of a ship. In fact, of the
24 ship types available, new pilots can only
afford the cheapest one.

As they gain mission ex-
perience (provided they
survive), they earn more
points, good for either [§
adding options or buying

a more powerful ship. £

The ships are de-
scribed on cards included
in the game package. Each
is rated for mass, engine |
power, shield strength,
armor and basic
weaponry, which can be
replaced (for a price) with
more powerful weapons, missiles and even a
turret gunner. This last is very useful, since
both wing and nose-mounted weapons only
fire in the direction that the ship is facing.

Customizing is done on a separate dia-
gram screen. The player simply clicks with a
mouse on an area of the ship (such as the en-
gine) to get information or replaces it with
something else.

Once the squadron is equipped, combat
begins. A variety of missions are available,
from simple space combat against an enemy
squadron to photoreconnaissance against
enemy positions. Space combat is done in
two phases, movement and targeting.

During movement, the ship can be turned
and the engines fired, resulting in a velocity
and direction in space. The physics here are
accurate—velocity continues at the same pace
until the engines are fired. To slow down re-
quires turning the ship and firing the engines
in the opposite direction. Each ship is rated
for a maximum thrust, and in combat, the
player can actually exceed maximum thrust,
although this creates a damage risk. All com-
mands are given through direction arrows
and by clicking on up/down arrows to set the
thrust.

e P
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SSI’s Infercepfor is a

combat simulator

After the movement phase, the computer
shows which targets are in range within the
field of fire of the weapons. After targeting,
the actual battle takes place with much laser
fire, missile launching and assorted sound ef-
fects. Finally, damage assessment signals the
end of the round. There are a number of ways
to end a battle, including fulfilling the mission
(destroying all targets or getting the pho-
tographs) or by running, which the manual
tactfully calls “disengaging.”

The Interceptor graph-
ics make no use of VGA
capabilities. The space
battles are animated in a
jerky fashion. Oddly, the
advertisements seem to
indicate that this is an ar-
cade game—it is not. Ex-
cept for slightly better
graphics, it is similar to a
long line of “take your
# turn” simulations, albeit
more complex than most
of its predecessors.

Check this out if you enjoy a slow-paced
complex simulation of something that won't
exist for 49 centuries.

—Dave Plotkin
Strategic Simulations, Inc.
675 Almanor Drive, Suite 201
Sunnyvale, CA 94086
(408) 737-6800

Worlds of Ultima:

The Savage Empire
ORIGIN
Versions: IBM PC ($59.95)

o j
PLAYABILITY 123456 7 8 H 10
OVERALL 1234567 8 n 10

When Origin announced the creation of a
Worlds of Ultima series some time ago, in-
dustry insiders were excited but also a little
apprehensive. The excitement was natural, as
Origin has improved their operating system
with each subsequent journey to the land of
Britannica. The apprehension arose from feel-
ings that part of the attraction of Ultima was
the very detailed surroundings. Players would
expect any new world to hold the same level
of detail as the Britannica of Ultima VI, which
took years of refinement. Fortunately, Origin
provided the Valley of Eodon, a richly devel-
oped gaming environment, as the setting for
their first release, The Savage Empire.

The story begins with the Avatar plagued
by dreams of Eodon, a land of primitive tribes,
rampaging dinosaurs and a beautiful jungle
princess. In search of answers, the player-
character seeks out Professor Rafkin, the cura-
tor of a local museum. While experimenting
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with an unusual piece of moonstone, the char-

and shortly thereafter the group is separated.

Interaction with NPCs (nonplayer charac-
ters) is the central activity required for suc-
cess, although some combat skills are neces-
sary when dealing with the Myrmidex (insect
warriors that are up to no good). The inhabi-
tants of the valley are derivatives of cultures
from our past, including, among others,
African, Amazon, Aztec and South Sea tribes.
To successfully win the game, the player must
solve mini-quests for each of the tribes in an
effort to unite them in a peaceful coalition to
fight the Myrmidex.

Adventuring in Eodon is a joy. ltems have
weight, can be manipulated to form other ob-
jects and are logically distributed (no treasure
chests of goodies on random encounters). As
an example of the realism and logic incorpo-
rated in the environment, if one kills a saber-
toothed tiger, the carcass yields a skin that
may be used later on.

Inventory items are easily manipulated via
a pull-down menu structure that eliminates
typing. The magic system is also elegantly
simple but effective, involving only nine spells
built around the use of totems and offerings.
Replenishment supplies of magical elements
are available throughout the land, as are
many other useful items, which are free for
the taking. It is also possible to develop some
modern weaponry with the help of Professor
Rafkin.

The display is divided into four regions.
The map in which players view the party and
their immediate surroundings from a three-
quarter top-down perspective is the largest.
Line of sight restrictions and limited vision at
night are automatically incorporated. Along
the bottom of the map are point-and-click
command icons, which duplicate standard ad-
venturing commands (take, move, etc.). The
remainder of the screen holds a status display
and message window. Players will find the in-
terface transparent after only short practice.
Furthermore, since players can easily jump
straight into the program, documentation is
reduced to a minimum.

The Savage Empire boasts superior VGA
graphics. It also has CD quality sound which,
unfortunately, many users will not hear, be-
cause it requires expanded memory to run.
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acters are dramatically transported to Eodon §

An innovative installation program lets
players select whether to save space on the
hard disk by leaving files compressed until

Ultima enthusiasts won’t needed or save time during play by expand-
be disappointed with the ing all files during installation. Additions such

first installment in the as this reflect Origin’s continued commitment

to attempt to meet customer needs and de-
sires, before even they anticipate them. As
such, this latest installment should be consid-
ered indispensable.

Worlds of Ultima series.

—Ed Dille
Origin Systems, Inc.
P.O. Box 161750
Austin, TX 78716
(512) 328-0282

The Amazing
Spider-Man

PARAGON SOFTWARE
Versions: Amiga ($39.95),
Commodore 64 ($29.95),

IBM PC ($34.95)

PLAYABILITY 123 4586 759 10
OVERALL 123 45 6§48 9 10

The Amazing Spider-Man is the first of the
Paragon games to feature the most popular
Marvel character in his own computer game.
Previously Paragon had teamed Spidey with
Captain America in The Amazing Spider-Man
and Captain America in Doctor Doom’s Re-
venge. Both Spideys are arcade games, but
the newer one requires a little bit of thought
from the player in order to progress from
room to room.

The Amazing Spider-Man is weak on
sound. There just isn‘t much beyond beeps
and bonks. If only Paragon had obtained the
theme from the old cartoon series or put in
some more music throughout the game, they
could have kept people sitting at the com-
puter longer to play the game. Silence is
deadly in the realm of modern computer en-
tertainment.

The easy game play more than makes up
for the lack of auditory pleasures. The player
moves Spidey through Rockwell Studios to
save alter ego Peter Parker’s wife Mary Jane
Parker, recently kidnapped by his enemy Mys-

Marvel Comics’ most

popular superhero has . ah f5 HAME TORED
been brought to the 1 T Dbl
computer screen in an Y - % CHALLENGE SET!
action-oriented game ‘ , ) Al
by Paragon. WILL DUR WEB-SLINGER FINALLY HEET HIS HATCH?
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| of the walls and ceiling just like in
1 the comics.

The graphics in The Amazing
Spider-Man are very simplistic.
Aside from the opening sequence
and the large drawing of Spidey on
the right side of the monitor (which
turns to a skeleton as the player ac-
cumulates damage), the screens
are all shown in third-person per-
spective. However, these meager
scenes are supplemented by the
variety of rooms, traps to be deacti-
vated and puzzles to solve.

Unfortunately, there is no save-game fea-
ture. However, there are checkpoints along
the way where the player can return should
Spidey die.

Although this is not the ultimate Spider-
Man game of which the comics fans dream, it
is certainly fun. It should bring out the Spidey
in anybody. Some of the rooms in the game
are real wacky, especially the gravity ones,
and The Amazing Spider-Man has enough va-
riety to keep a joystick busy. Best of all, the
box features art by current favorite Spider-
Man artist Todd MacFarlane!

Parker’s wife in
order to lure
Spidey into the stu-
dios on this rescue R
mission.

The player ma-
nipulates Spidey
through a side view
of the current room
to activate switches
and levers that
open up different
parts of the room,

—Russ Ceccola

doors and other openings. Spidey’s range of MicroProse Software
movements is the most intriguing part of the 180 Lakefront Drive
game. He swings from webs that are attached Hunt Valley, MD 21030
to the ceiling, shoots webs to stun enemies, (301) 771-1151

climbs the walls and (best of all) walks on all
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V eterans of the biannual
Consumer Electronics Shows
know that more than geography,
season and climate distinguish the
two mammoth events from each
other. The summer edition, held in
Chicago during the first week of June,
furnishes an exciting advance look at
the next holiday season. The exhibits
and suites overflow with half-
completed super-games intended to
amaze the world during the all-
important fourth quarter.

The winter edition of CES, staged in
Las Vegas each January, is a different
matter. Almost always, new games
are either weeks from commercial
release or little more than a few
tantalizing blurbs about an exciting
concept or well-known license.

Most computer- and video-game
companies don't release a lot of new
titles between February and May.
That's the time of year for filling out
the catalogue with additional SKUs
(stock keeping units) and trying to
work off excess inventory.

As a result, my Winter CES report
generally focuses on trends and new
directions, rather than the next six
months of new products. It is the time
for publishers (confidence boosted to
the stratosphere by holiday season
sales reports) to dream expansive
dreams—and for retailers and
distributors to decide which ones will
actually have a chance to come true.

| moderated a panel at the WCES
called “Video, Computer and CD
Games: Which Will Survive and Which
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CONFIDENTIAL

by Arnie Katz

Writer, editor, lecturer and
game designer Arnie Katz
knows the field from every
perspective. Each month, his
column takes readers inside the
world of video and computer
games. Arnie attended the
1991 Winter Consumer
Electronics Show and files this
report from the cutting edge of
electronic gaming.

Will Thrive?” Bob Faber (NEC), Ken
Balthaser (Sega), Bob Jacob
(Cinemaware) and Louis Castle
(Westwood Associates) drew one of
the largest crowds ever seen at a CES
games-oriented seminar. Fire
marshals turned away a huge
overflow audience.

It wasn't only because all four are
outstanding executives with valued
opinions. The topic itself seemed to
crystallize a lot of the issues swirling

through the industry right now.

The panel’s unanimous opinion
was that video and computer games
can coexist successfully because they
serve different segments of the
electronic-gaming community. The
video game has conquered the living
room, while the computer has become
the domain of older, more solitary
players who enjoy their gaming at a
station, in the home office or den.

The quartet of experts felt they
were on shakier ground when it came
to predicting the impact of CD
technology. They shocked the crowd
by unequivocally stating that that the
CD system capable of generating
mass acceptance is not on the market
yet, nor even in an advanced stage of
development.

They identified data-transmission
speed as the “fly” in the CD ointment.
All current and announced systems
are billed as compatible with audio CD
and CD+G (CD plus graphics).

This is one instance in which
excessive standardization causes
electronic-gaming problems. Usually
it’s the /ack of compatibility that drives
players to distraction. The problem:
CD drive speed, which is sufficient for
sound code, is much too slow to
support the full-motion video images
that many consider a requirement if
CD games are going to win the hearts
of the mass market.

The answer, according to the panel,
is to create a “new standard” for
exclusive use with CD software.
Technology currently exists that will
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allow for an increase of 400% in CD
data-transmission rates. This would
allow graphics to be on a par with
video-taped broadcasts and TV shows.

Despite this cautionary analysis,
most major computer- and video
game manufacturers are striving to
expand into multimedia companies.
Two years ago, most companies made
video games or computer games,
seldom both. Aside from Cinemaware,
Dynamix and Sierra On-Line, the
companies with the most CD
experience were specializing in only
that medium.

Most of the major publishers and
many of the smaller ones are taking a
more comprehensive approach to
entertainment. While recognizing the
differences among computer, video,
handheld and coin-op games, they are
trying to become representative in as
many areas of electronic gaming as
possible. Here are some examples of
this cross-fertilization:

* Konami has greatly expanded its
software division and will port many
of its video games to the Amiga and
IBM PC within the next year.

« MicroLeague Sports Association,
MicroProse and Virgin Mastertronic
have all targeted the arcades. MLSA
and MicroProse have done coin-op
versions of popular computer games,
while Virgin Mastertronic works on the
quarter-snatcher first and then does
the disk.

* NEC will introduce a vastly
improved version of its TurboGrafx-
CD system this fall. Sega and
Nintendo are reportedly working on
CD peripherals for their 16-bit
systems.

* Most of the leading computer
software outfits have started video-
game cartridge lines. These include:
Accolade, Electronic Arts, Sierra On-
Line and Software Toolworks.

* Access, Britannica, Dynamix,
Interplay, Mediagenic, Origin and
Sierra On-Line are just a few of the
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well-known computer software
developers working on CD games for
one or more systems.

Nintendo’s decision to eliminate
exclusivity clauses in its software-
licensing contracts (retroactively and
in the future) caused a major upheaval
at CES. Exclusivity largely eliminated
multisystem publishing in the video-
game field by preventing a third-party
licensee from transferring an
authorized NES cartridge to a rival
system. Companies had to make a
choice: do the game for Nintendo and
no one else, or do it for one or more of
the less popular brands. Since the
NES owns 90% of the U.S. market,
economic reality made creating games
strictly for the NES the only viable
course of action.

Nintendo’s announcement opened
the floodgates, and suddenly people
were scurrying around the show
trying to sell newly acquired rights
derived from formerly exclusive NES
cartridges.

The elimination of NES exclusivity
also gave those negotiating the rights
for as-yet-unpublished games
increased latitude in negotiations. No
longer must the creators of a new
video game choose between Nintendo
and the rest of the world.

The combined effect of cross-media
publishing and nonexclusivity is sure
to have major repercussions for all of
electronic gaming. The impact will be
felt as soon as this coming Christmas,
and it's likely to become more
pronounced in 1992.

The net result will be a tremendous
upsurge in cross-system electronic-
game publishing. Within the next year,
the vast majority of new designs will
be available on all video-game
consoles, CD systems and home
computers.

This is wonderful news for the
emerging hobby of electronic-gaming
fandom and for every gamer. The
rationale for fandom is that all

electronic gamers share a common
interest, regardless of the equipment
they own.

It's hard to debate the philosophical
truth of gamers’ common ground, but
making it work on a practical level
hasn’t been easy for the last couple of
years. Anyone with an Amiga or IBM
PC has access to 90% of all computer-
entertainment programs. The graphics
may be a little different from system
to system, and sometimes publishers
add minor frills, but the games are
similar enough that most computerists
can discuss them meaningfully.

The video-game universe is the
exact opposite. Few titles are offered
on more than one system. The NES
player has a different cartridge library
than a Genesis or TurboGrafx-16
owner. Cross-system publishing will
demolish that wall.

Multisystem games are easier to
promote. Normally, it’s not feasible to
hawk an Amiga title in major
magazines or on network TV. Only a
tiny segment of those audiences have
the right gear, so the high advertising
costs are not merited by the few
potential buyers. However, if the game
is also available on IBM PC, Game
Boy, Genesis, Lynx, Macintosh, NES
and TurboGrafx-16, a big percentage
of the mass-media audience will have
some kind of hardware in their
possession.

All-system publishing spreads
development costs over more
products. This cross-collateralizing
protects the publisher’s investment. It
also enables companies to bid higher
for licenses, designers and
developers.

The bottom line is that electronic
gaming is heading into a hot period
for players. Forces are coming
together to produce a bumper crop of
state-of-the-art super-games. Quantity
may continue to take a beating, but
electronic gamers will have a feast of
high-quality titles in 1991. &
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hat are the questions that try
Wgamers’ souls? Which enigmas

leave them tossing and turning,
unable to sleep, tortured by doubt?
Why, the following questions, of
course! And, since we have so many
queries to answer this month, let’s
leap right into the pile.

q ue'stion

Has there ever been a fully animat-
ed, completely digitized computer or
video game? If not, are there any in
the works? Also, is it harder for a com-
puter or video game system to pro-
duce digitized graphics or computer-
generated graphics?

—Eric Frisbie
Gaithersburg, Maryland

cn\:/ﬂr

Several games have made exten-
sive use of digitized graphics, most
notably David Wolf: Secret Agent
(Dynamix) and Mean Streets (Access).
Also, MicroLeague Wrestling uses
exclusive digitized graphics to repro-
duce the antics of the World Wrestling
Federation. The latter is the only game
the Doc knows of that uses digitized
animation, but it is limited.

It isn't really a question of whether
it's “easier” to produce bit-mapped,
polygon-fill or digitized graphics; the
sole determining factor is memory.
Digitized graphics take up tremendous
amounts of memory space, making
the technique impractical for most
projects.

With CD games on the way, howev-
er, the first fully animated game
employing digitized graphics is proba-
bly already in development.

q uve's'tion

| just have one question: Why does
Nintendo consider other companies
inferior? What | am speaking of is how
third-party companies must get Nin-
tendo’s approval on their games, and
if Nintendo doesn’t approve, it's nix on
the game. Why is Nintendo’s opinion
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LIFE'S PROBLEMS
MADE SIMPLE

by
the Game Doctor

better than the companies who make
the games? | praise companies like
Tengen, Color Dreams, etc. More com-
panies should break away and start
producing without approval. Nintendo
needs to see the light soon: They
aren't any better, they just have a pop-
ular system!
—Josh Zinn
Jacksonville, Oregon

un\s/(ér

First off, Josh, let me say that |
believe in the free market, in terms of
electronic entertainment or anything
else. | believe any publisher should be
able to produce any game for any
piece of hardware. And you know
what? That's pretty much the situation
we now have.

Any company that wishes to invest
the time and/or money to build or pur-
chase a parallel development system
can produce and sell NES software, as
Tengen and Color Dreams have
demonstrated. Publishers who wish to
carry that Nintendo license on their
covers, however, must play by Ninten-
do’s rules. And, while | don’t believe

Nintendo necessarily plays fair with all
of its licensees, | can understand the
motivations behind its sometimes
high-handed policies.

The folks at Nintendo went into the
video-game business with eyes open
at a time when no American company
was willing to take that risk, fully
remembering the lessons of the 1984
shakeout. The Nintendo brain trust felt
it was necessary to the survival of the
NES for them to control the flow of
software, lest a barrage of low quality
product pollute the market, which is
what happened to the Atari 2600.

| doubt very much that Nintendo
considers other companies “inferior”;
| simply think Nintendo believes it
knows what's best for its system and
wishes to control the product flow to
whatever degree it can. To that end,
Nintendo developed the famous “lock-
out” chip that made it so tough for
nonapproved developers to get inside
the system.

q une”s”t i o n

Before | ask you my questions, |
think | ought to tell you of my situa-
tion. I've got an old, rotting Atari 2600
and an aging Commodore 64. The C-
64 has served me well, and I’'m proud
to say I've got a library of over a hun-
dred games for it. However, I've been
disturbed by a general trend in com-
puter-game releases.

Usually, new software is for the
IBM and compatibles and then I'm
held in suspense whether a C-64 ver-
sion will come out (I gave up a while
ago on 2600 versions). Many compa-
nies, such as Sierra On-Line, do not
make any C-64 [versions]. I'm sure I'm
not the only Commodore owner who
has stared at a copy of King’s Quest or
Space Quest longingly. | need your
prognosis, Doc: Is the C-64 dying as a
game computer?

| want to stay on the cutting edge of
computer games, but | don’t know
how to go about it. I've already been
burned by paying high prices for what
| felt were low-quality NES games;
and, as far as the IBM goes, | want to
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be able to pay for more than one year
in college.

Aside from that, here’s a technical
question for you: A little while ago |
borrowed a cartridge for the C-64
called Star Trek Strategic Operations
Simulator that plugged into the far left
slot on the back of the computer. A
little while later | heard that SMS car-
tridges should work in the same slot!
Since Sega’s marketing in my neigh-
borhood hasn’t been that great, |
haven't been able to test it. Since you
have an unlimited number of guinea
pigs, could you find out if this works?

—Pathik Patel
Sylvania, Ohio

Here's the bad news, Pathik: Want-
ing to be on the “cutting edge of com-
puter games” while owning a C-64 is
not unlike wanting to be on the cutting
edge of automotive technology while
driving a ‘63 Rambler. The Rambler
was a popular enough vehicle back in
the ‘60s, but it's a relic today. The
same status is rapidly approaching for
the C-64, which must prepare to join
its long-departed cousin, the VIC-20, in
the computer version of Valhalla.

Fact is, the cutting edge in comput-
er games is represented by the
Microsoft CD-ROM drive for the IBM
PC machines. | know it’s expensive,
but cutting-edge technology generally
is. Most major publishers are already
moving toward an IBM PC standard.
Even the Amiga hasn’t caught on the
way Commodore hoped, and as I've
been telling ST owners for well over a
year, that computer isn‘t even a factor
in the American market.

Better brace yourself for a smaller
and smaller trickle of C-64 software,
especially from major publishers (Sier-
ra, Cinemaware, MicroProse, Brgder-
bund, Electronic Arts, etc.). A few of
the smaller publishers may continue
to support the system, since the
absence of the major players will
make the market more attractive to
them. But as for seeing the hottest
new games, well, prepare for a lot of
longing stares, I'm afraid.

As far as SMS cartridges working in
the C-64, that is the wildest rumor I've
heard in several months. C-64 and
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SMS cartridges aren’t remotely the
same size, and even if you removed
the casing and somehow jammed the
video-game board into your C-64 cart
slot, the likelihood of it actually work-
ing is nonexistent.

q uye’s'tion

I’'m at my wit’s end. Recently |
bought the computer game Twilight
Zone, which is a First Row program.
Much to my dismay, | discovered that
the program does not work properly. It
seems that the game will end abruptly
in a mass of unreadable words.
Scenes fly by and almost none of the
commands seem to work. When | con-
tacted the place where | had pur-
chased the game, | was told that my
computer must not be able to support
the program. My computer is a ZEOS
386SX. So, after leaving the store, |
realized that | had just thrown almost
$50 into the wind.

When | decided to write the soft-
ware publisher, | found out that no one
could provide the manufacturer’s
proper address or phone number. Can
you help me find out what is going on
with this company? If | could get a
phone number, or an address for First
Row, it would help me in my quest.
I’'m not doing this to get my money
back, | want the game because of the
concept but feel like I've been ripped
off. Please grant me this request so |
can gladly journey into the Twilight
Zone. Thank you.

—Ronald E. Heinrich
Freeport, New York

Bad news, Ron, First Row is out of
business. However, I'd go back to the
software store that sold you the game,
since it sounds like you simply have a
defective copy. Your system has more
than enough memory to run this game
properly. When a retail merchant sells
a product by a publisher no longer in
business, | think he owes it to his cus-
tomers to support the product.

q we’stion

| was wondering why games are
being released in Hong Kong and

Japan before the U.S. | was in Hong
Kong in November of 1989 [and]
bought Super Mario Bros. 3, and in
June of 1990 | got Top Gun II. |
brought them back to Texas and they
work. | don't think that it's fair.
—Michael Wang
Sugarland, Texas

You must remember, Michael, that
companies invariably adopt marketing
strategies based on the audience they
are trying to reach. English computer
gamers, for example, have access to
many more game titles than American
users. On the other hand, the vast
majority of those games simply would
not sell if brought to this country. Dif-
ferent markets call for different prod-
uct lines. Believe me, there is no pub-
lisher deliberately withholding a game
from the U.S. market that it thinks will
sell here.

q u.e'stion

| played Teenage Mutant Ninja Tur-

tles in the arcades, and | thought it

was the best game | ever played. |

wondered where | could buy or order
one [and] how much would it cost.

—Greg Blackmore

Kankakee, llinois

ams
X/

A quick scan through the latest
issue of RePlay, the coin-op industry
bible, shows two dealers with TMNT
machines for sale: R&M Distributing
Corp. in West Hempstead, New
York,([800] 229-4FUN) and an
unnamed firm conducting a clearance
sale (ask for Steven at [609] 263-3277
or Rob at [609] 729-5371). Expect to
pay in the neighborhood of $2,000.

Less wealthy fans of the game can
purchase home video game or com-
puter versions that are produced by
Konami/Ultra.

And that should finish us up for this
month. Next month features the return
of the Game Doctor Prize Packet.
Remember to send your mail to Game
Doctor, 330 S. Decatur, Suite 152, Las
Vegas, NV 89107.
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'm going over 300 kilometers per

hour coming down the straight-

away, into the turn. I downshift

and turn hard to the right, but I've
got too much speed. I narrowly
avoid hitting a sign on the side of
the road and screech back onto the
asphalt. Just when I think I've made
it, another car practically runs me
over. I lose control and smash right
into the next sign on the curve. My
car careens out of control for an
instant, but then I'm off again, like a
bat out of...well, anyway, I come
charging up behind the bozo who
ran me down. I'm coming up on the
finish line and I've got to get
past—Rats! I wasn’t able to over-
take him, and so I only placed sixth.
Oh well, there's always the next
race. I'll show him!

Oh, hi. Sorry, I got carried away
there. I'm a little excited because for
the first time since I started writing
this column, I have an entirely new
toy to play with. Since the inception of
Gaming on the Go, it's been Game Boy
and Lynx all the way, and since the
TurboExpress plays the same games
as the TG-16, there has been no point
in my reviewing games for it, since
they're covered elsewhere. And, not
to complain about those other
machines (I like to play them all), but
a little change is nice.

And a little change is what I've got.
A new cartridge-based handheld sys-
tem sits next to my computer key-
board as I write this, and it's more
than a little difficult to concen-
trate on typing while the
sounds of cars roaring by is
tempting me to try another lap.
The game is Super Monaco GP,
and the system I'm playing it
on is Sega’'s new Game Gear.

For those of you who haven't
heard of it yet, the Game Gear
is Sega’s entry into the hand-
held gaming sweepstakes. A
compact unit only slightly
larger than a paperback book, it
is surprisingly light and easy to
handle and features a detach-
able carrying strap. The Game
Gear is matte black with a smooth fin-
ish and rounded edges. Visually, it's
nice enough, but I'm surprised that it
wasn't a little more “stylish.”

The cartridges, which are slightly
larger than those used by the Game
Boy and Lynx, fit into a slot at the top-
rear of the unit and almost blend into
the lines of the case. Cartridge
removal and insertion is a breeze,
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Sega’s Super Monaco GP, for the new Game Gear, is a high-quality
Grand Prix racing game that offers a large variety of race tracks and

car-customizing options.

with no doors to open and no switches
to move. The unit's primary controls
consist of a START button, two action
buttons (1 and 2) and a conventional
joypad. There appears to be no reset
function built into the unit, and
although programmers could provide
such a feature through software—by
holding down START while pressing
both Buttons 1 and 2, for example—

the only way to reset is to turn the
machine off and on again, which is
more than a little annoying.

As for software compatibility—for-
get it. The Game Gear is an entirely
new system and is not compatible
with cartridges produced for either
the Sega Master System or Genesis.
However, word is that Sega is busily
translating many of the titles from
those systems, such as Alex Kidd and
Afterburner, to the Game Gear.

As I write this, the machine is not
yet on the market, though it should be
by the time this sees print. The box
my sample unit came in was the
Japanese package, and I couldn’t
make out what it said, therefore I'm
not entirely certain of several of the
Game Gear's specifications. However,
there are some things I do know. The
unit’s screen is a backlit color LCD dis-
play with a graphics resolution of 160
x 146 pixels, reportedly. It can display
32 colors at a time out of a palette of
4,096. The screen, which is approxi-
mately the same size as that of the
Atari Lynx, is nice and appears
slightly sharper than the Lynx's.

Sound comes through a small
speaker just south of the joypad (or
through headphones, if you choose to
plug in a set). Contrast and volume
controls are found at the top-left and
on the upper-right side of the unit.
Across the top there is the necessary
on/off switch, a plug for an AC
adapter (not included with the one
Sega provided me with), a headphone

= jack and a port labeled EXT for
use with a cord that allows
Game Gears to be linked
together, for what Sega calls
“Gear to Gear” games (only
two at a time so far as I know).

The Game Gear runs on six
AA batteries, and its battery
life is estimated at roughly
three to five hours (much like
the Lynx). The batteries are
inserted into not one but two
battery compartments on the
underside of the unit, three bat-
teries per compartment. I don't
know if the Game Gear has an
automatic off function (as does the
Lynx, which will turn itself off after a
period of nonuse). Naturally, for those
of you who don't want to spend tens
of dollars a week on AAs, an AC
adapter can be added to your system.
Furthermore, for those of you who like
to play “on the go,” a rechargeable
battery pack will also be offered as an
add-on. To top the entire package off,
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We know
people half his age
with high cholesterol.

There’s no need to panic. Just be aware:
High serum cholesterol levels have been found in
some children as young as age two. Especially
children with a relative who has suffered a heart
attack or stroke as a young adult. But, thanks to
AHA-supported research and educational efforts,
millions of families have learned that lowering their
cholesterol levels helps reduce their risk of heart
disease. To learn what your family can do, write us
at: 7320 Greenville Ave., Box 11, Dallas, TX 75231.

American _He_crt
Association

This space provided as a public service.

The Video Game Specialists

24 HOUR

ORDER/INFO LINE LYng"
(214) 218-5800 | c=rese

We can accept VISA and MASTERCARD orders by phone. Money

™ orders can be mailed to us for prompt processing. In stock games R 0
A ATAR[ m ship within 24 hours. All games are brand new, afthough our prices ATARl X E L ]- D U
resemble other’s charges for used games. UPS shipping and de)
CORECONVESION™ | Toas oot must o oo sive1or Adnge & pocsoand BRArY
[exas residents must pay 7. sales tax. A single $3 processing -
chlarge is agsessed perI %nlter. ‘Iivrices subject go rsr}ar;lgaB New J OYSTICKS L
releases subject to availability. We are a member of the Better
ATAR' A 5 200" Business Bureau of Dallas, and have been serving our customers ACCESSORIES
since 1986. Compare our service and selection with ALL others. HEL
GAME BOY" HERE A A FEW EXAMPLES INtEWIVISION ™
SEGA GENESIS TURBOGRAFX-16 GAME BOY ATARI LYNX NINTENDO
Game System $179.95  Game System $139.95  Game System $89.95 Game System $149.95  Game System $99.95
Joe Montana Football $44.95  Turbografx-CD Player  $359.95  Nuby Game Light $1495  Chess Challenge $39.95  Megaman3 $49.95
Strider $64.95  Y'sBook &Il $49.95  Double Dragon $29.95  Grid Runner $37.95  Ninja Turties 2 $49.95
COLECOVISION ATARI 2600 ATARI 5200 ATARI 7800 SEGA MASTER SYSTEM
Game System $99.95  Game System $29.95  Space Shuttle $19.95 Game System $59.95  Master System Il $59.95
Hand Controller $19.95  Bump N Jump $14.95  Decathlon $19.95  Ms. Pacman $14.95  Psycho Fox $37.95
Tarzan $19.95  Lock N Chase $9.95  Zone Ranger $17.95  Xevious $14.95  Dynamite Dux $39.95
FOR A COMPLETE CATALOG )

SEND YOUR NAME, ADDRESS, AND MACHINE TYPE
PLUS $1 FOR POSTAGE AND HANDLING TO:

BOX 901V - LANCASTER, TEXAS 75146
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the Game Gear can also accommodate
an add-on tuner cartridge, which will
allow you to use it as a handheld color
TV set (much like the TurboExpress).

The unit I received came packaged
with Super Monaco GP, a high quality
Grand Prix racing game. This is one of
those pseudo-first-person contests
where you see the road from more or
less the point of view of the driver, but
you can also see your car in the view.
The goal of the game is simple: com-
plete each course of the race as
quickly as possible, always trying for
first place. If you do well enough on
one race, you'll be allowed to go on to
the next. Place too far back and it's
“Game Over.”

Helping you along is a map of the
current track, which is displayed in
the “sky” above your car. A small red
dot indicates your position on the
track and lets you know when you're
coming up on turns. For the first few
games I found myself crashing when-
ever I tried to steal a glance at the
map, but it didn't take
long until I mastered the
useful technique of being
able to check the map
with my peripheral vision
while keeping my atten-
tion on the winding road-
way.

When you start a race,
you're all alone (not in a
pack as in Pole Position).
A number on the screen
indicates your current
rank in the pack of cars
swarming around the |
track. Every time you
pass another car, your
ranking goes up one.
Conversely, every time
you're passed, your rank E
falls. If you hit something,
like a sign or another car,
your vehicle tends to spin
out of control, then resume the race.
This is a nice change from games like
Pole Position, where the most inno-
cent tire bump resulted in your car
going up in flames.

The game is handsome to look at,
although the graphics are somewhat
spare. There are numerous “back-
grounds” for the tracks, as well as
variations in color on the landscape.
The cars are nicely detailed, as are the
little tight-turn warning signs that
appear on the side of the track (and
which I tend to run into all too often).
The sound is fairly good. I'd say it's
great except that though the music is
really well-done, the sound effects are
only so-so. (It’s hard to judge a sys-
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tem's sound quality based upon a few
simple tunes and tire squeals, so I'll
reserve judgement on the Game
Gear’s audio ability for a later date.)
The real fun of the game is in the
variety it offers. First, there are some
16 different tracks in an equal number
of countries. Each track has its own
pitfalls and perils. Some feature lots of
snaking curves; others have long
straightaways followed by incredibly
tight hairpin curves. If that weren'’t
challenge enough, you can customize

powerful little system. I look forward
to spending many hours playing with
it. The retail price for the Game Gear
is expected to be $149.95.

The Competition

Even as Sega gets ready to launch
its entry into the portable gaming
sweepstakes, the competition isn’t
resting on its laurels. Atari Corp. has
produced a new version of the Lynx
system, called the Lynx II—although
no “II” appears on the unit I
saw. Atari's plan is to go head-
to-head with Nintendo's Game
Boy, selling this new Lynx for
$99.95, fully $80 cheaper than
the list price of the current
Lynx and $50 cheaper than the
nearest color competition (the
aforementioned Game Gear).
Atari cut costs by retooling the
Lynx. Gone are the bundled
power adapter and ComLynx
cable (both are now separate

Expected to retail for about $149.95, the Game Gear has a screen
resolution of 160 x 146 pixels and can display 32 colors at a time

out of a palette of 4,096.

your car before each game. You can
select the car's “wing” type, choose
between soft and hard tires, take your
pick of four different engines and also
choose between automatic and man-
ual transmissions. Each combination
has different effects on your car,
which results in adding some much-
needed variety to a game genre that
often gets boring and repetitive fast.
Sega could do a lot worse than to
package this game with the Game
Gear, although I'm not sure it's the
ideal choice to package the system
with, because a lot of gamers don't
get into racing titles.

So far as I've had a chance to play
with it, the Game Gear looks like a

options, as with the Game
Boy), the hinged-door card slot and
the heavy aluminum case. The unit
has been redesigned and compressed
to make it less expensive to manufac-
ture and a better bargain. The screen
remains the same size and all the
controls are there (including the
screen-flip option for lefties). Inter-
nally, it's the same machine, but now
it's cheap enough to be competitive.

I have a Lynx II here right now, and
there's not much else to say but that
it's a Lynx in a less expensive box. The
one “new” feature Atari added is a
button that allows you to turn the
backlight for the screen off and on. In
this way you can conserve battery
power by turning the lighting off
when the game is paused. To let you
know the system is on, a power light
was added.

I have to add that the Lynx II is, in
my opinion, the coolest-looking hand-
held on the market. VIDEOGAMES &
CoMPUTER ENTERTAINMENT Editor Andy
Eddy says it looks like an old Lynx
that was squashed, since the new unit
is fatter but not as wide as its prede-
cessor. Still, the styling of the unit is
really nice. There'’s also a set of clips
on the back of the unit that look like
they're designed to allow hookup of a
carrying strap.

Well, unfortunately that's all the
space there is for this issue. Next time
we'll put aside the new hardware and
get back to some game reviews. But,
for now, I'm ready for another lap of
Monaco GP. Gotta go! So many
games, so little time! &
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DISCOUNT PRICING.

LEADING EDGE
PRODUCTS.

COURTEOUS
SALESPEOPLE.

FREE CATALOG.
CALL TODAY.

Home Enterainment Direct
Spans the Globe to bring you
only the best Video Game
Products! Listed below are a
few areas we excel in.
Any questions, give us a call!

JAPANESE PRODUCTS;

« MEGADRIVE GAMES

» PC ENGINE GAMES

* FAMICOM GAMES

* SUPER FAMICOM GAMES

» SUPER GRAFX GAMES

* NEO-GEO GAMES

* EVEN JAPANESE MAGAZINES!
« IF JAPAN HAS IT, SO WILL WE.

AMERICAN PRODUCTS;

« ALL GENESIS PRODUCTS

* NINTENDO GAMES

* NEO-GEO PRODUCTS

* GAME GEAR PRODUCTS

* LYNX PRODUCTS

» TURBO GRAFX PRODUCTS

THIS MONTHS SPECIALS!
Atari Lynx Portable
$99.00
Neo-Geo Gold
$595.00

(Includes Second Controller &
Baseball Stars, Nam '75 or
Magician Lord)

Call for your Free Price List.
We carry the Latest & Greatest
for Nintendo, Sega, TGX Etc.
Call for Pricing & Availability.

~415-375-8000

ertainment

X 6

(4159500244 » Fax (415) 952.0443
CA Residents, Free Shipping.

Out of state, add $3. (UPS Grnd)

Call for Mail-Order Information.

DIRECT

DISTRIBUTORS
1-203-395-0851
-NEW GAMES AT DIRECT PRICES!
-USED GAMES AT BELOW COST!
-WE BEAT ANY PRICE ON ANY ITEM!
-WE SELL TO VIDEO STORES,
TOY STORES, MINI-MARTS,
MOM & POP STORES, AND
OTHER BUSINESSES ONLY!
-WE STOCK ALMOST EVERY VIDEO
GAME, SYSTEM, AND
ACCESSORY MADE!
-BUY 1 TO 1,000 FROM OUR FULL
COLOR CATALOG. SORRY NO
SALES TO THE GENERAL PUBLIC
-WE ALWAYS GET THE
BEST GAMES FIRST!

N

ATARI
LYNX (cenesis)

SEGA

IF WE DON’'T HAVE IT-
THEY DON’Y MAKE IT!!!

CIRCLE #135 ON READER SERVICE CARD.

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

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

If you'd like more
information on how these
systems operate and how
to sign up, give them a call
and tell them ViDEOGAMES
& COMPUTER

ENTERTAINMENT sent you!

dbmpuServe: 80b-848-8990

GEnie: 800-638-9636
DELPHI: 800-544-4005
Prodigy: 800-822-6922, x556 |
MCI Mail: 800-444-6245

Open Daily 8 a.m. to 8 p.m. )|
@ Pacific Standard Time w
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SYSTEMS

Genesis HAPP
Pro Control Pad

oroers: 818-760-GAME (4263)

CUSTOMER SERVICEINQUIRIES® 818-760-4263 oxt.99
DEALERWHOLESALE INQUIRIES WELCOMED - FRANCHISE OPPORTUMITIES AVALABLE

Nesas Sca|G2P98i8 Control Pad  $19Game Gear Scal
MegaDrive sin | MO e i $%|
CoreGrafx $106| .":7“ e me Boy $%
Genesis $1g0| Seresis Arc 15
Power Stick $49 * and more accessories in
TurboGrafx $149| PC Engine el
Tgx CD Player $350( 3 1N o log.
SuporFamicom  Scalliogabiive Modem  $129| JAPANESE
o e MAGAZINES
GAMES e ealss |pc Engine $15|
Gonesis  -new $30+ MegaDrive Fan.  $15|
-used $29+|/CONVERTERS |Super Famicom $15)
TurboGrafx  -new $39+|MegaDrive/Genesis Famitsu $15
used $29+( Converter (Play Mega |
NeoGeo -new $189+| Drive on the Genesis price inchudes S8H
-used$139+ - Subscriptions
MogaDrive  -new $56+|PC Engine/TurboGrafx
-used $30+ Co.ymr( PC RENTALS (Por Week)
PC Engine/CD-1 i MG
EnginarcD-pew 850+, Engineon r-z): des  og
Super Famicom-new $75+ MegaDrive games  $10
-used $40+(NEO GEO TurboGrafx games  $10|
Lynx “now $34+|Game Swap Sevice $49 |PC ENgine Games  $10
Game Gear -new $39+|Game Trade-In Scal [Super Famicom Games $10
Systom Tradedn  Scall| NEO GEO games  $20
ACCESSORIES  |Game Rental
Neo Geo Controfler  $48| _ (per woeek) s20 SPECIALS
Neo Geo Memory NEO-GEO T-Shits 19|  Call for our weekly
Ci $20 specials on games
MD/Genesis SJ3500 PORTABLE N
ControlRac $2|SYSTEMS

LATEST TITLES » LOWEST PRICES
EXPRESS SERVICE * VISA + M/C * COD

VISIT CALIFORNIA'S LARGEST GAME STORE

11390 VENTURA BLVD., SUITE 1
NORTH HOLLYWOOD, CA 91604

HOURS MON-SAT:10-7, SUN:1-5 PST

sop| TUrbOEXPress Scall q€a
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Learning the Way of the
Stones With Ishido

ACCOLADE
Versions: Amiga, IBM PC, Macintosh,

In Ishido, gamers must place a set of 72
stones on an 8 x 12 board consisting of 96
spaces. Each stone set uses six colors and
six symbols. Stones are presented
individually for players to win points by
placing them in a
precise way on the
game board. i

The key to mastering (i
Ishido is to learn the §
strategy of the four-way B
match. This is the
single best way to earn
big points and empty
the stone pouch. To
start, notice the six
pieces that are pre-
placed in the beginning
of the game. These are the points from
which the four-ways should be made.

Start by placing a piece of equal color
on one side of a particular piece. Next,
place a piece that is a symbol match on
the other side. Continue to match symbols
on one side and colors on the other until
you form a square consisting of seven
pieces. Then you're ready to make a four-
way match. There is only one stone that
will fit; the piece that matches the symbol
on two sides and the color on the other
two sides.

While doing all this square-building
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Accolade’s Ishido
might not have the

kinetic fury of a

blastathon, but it's

guaranteed to keep brain

gamers on the edge of

their seats.

[oopoue
HoRoGooDeRT |
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work, keep a careful eye out lest the single
piece needed to complete the four-way
doesn’t appear before the square is
completed. If this happens and you
inadvertently place it somewhere else,
you’ll waste a lot of time for nothing.
There’s not much left to do in that case
except place a stone in the center and get
at least a two- or three-way out of it. Then
quickly move on to another four-way.

This strategy must be
three-dimensional in
order to work effectively.
In other words, work on
several four-ways at
once, one off each corner
piece, and at least two in
| the middle. This way,
=48 even if a few of them get
il botched, there’s still
i plenty of points to score.
i There’s another advantage

to this strategy: The pieces
are spread out, leaving plenty of space to
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stick extra pieces as you near the end and
must clear the few remaining stones from
the pouch.

The last part of the strategy is
anticipation, and this only comes with
practice. Work on building two-, three- or
four-ways based on the pieces that have
not yet been played. Try to anticipate the
next couple of stones so you can cash in
when they appear.

Finally, get everything you can out of a
screen. In other words, watch and realize
when there is simply no more room to
make a four-way. Then look for areas to
build a three- or even a two-way. These
moves may not bring one the glory of the
four-way, but they are essential to high-
scoring as well as getting rid of the last
few stones efficiently.

—Frank Tetro, Jr.

Staying Alive as the
Night Hunter

UBI SOFT
Versions: Amiga, Atari ST, IBM PC

In Night Hunter, gamers become a
creature of the night. The mission: Suck
your way through town collecting the
eight items necessary to advance to the
next level. While traveling, the Count can
transform into a bat or a werewolf to help
him succeed. However,
Professor Von Helsing has
other plans. He has hired
archers, axemen, priests and
other assorted do-gooders to
hunt down and destroy Dracula
once and for all.

As the game begins, walk

As Count Dracula,
the player must defeat
the forces of Professor
Von Helsing in Ubi
Soft's Night Hunter.

Er]

instant death. Likewise, objects like keys
and vials may be camouflaged against the
background.

If Dracula comes upon a river or lake,
change into a bat and fly over the water.
Make sure the Count has plenty of energy
and flies completely over the water before
changing back; landing in water spells
instant death. Although Dracula can also
turn into a werewolf, there seems to be no
obvious benefit to doing so.

Next come the do-gooders. Some
creatures, like the witch and the ravens,
cannot be destroyed and should be
avoided. Do so by ducking down until they
fly past completely. The men with no
weapons and the axemen do a fair amount
of damage but are not as lethal as the
archers, the police and the priests, who
may hit the Count from a distance. When
approaching these guys, press the button
when Dracula is no more than half an inch
from them.
Hold down the
button until
they change to
bones, so you
can get the
most blood for
the bite.

When you
deal with an

either left or right and continue
along the path checking each

adversary that
fires from long distances, duck
until the character that is firing
is next to Dracula. Then spring
up and let him have it. Should
you choose to go around as a
werewolf, avoid the policemen:
their silver bullets kill the
werewolf instantly.

The vampire hunters are
armed with wooden stakes and

door as you go. Certain doors
will be locked, so make a mental note to
return to these once Dracula acquires the
keys. Doors bearing a crucifix cannot ever
be opened, so just ignore them.

As the Count walks along, stop at the
beginning of each screen, and look closely
for objects and traps. Oftentimes traps are
hidden in the landscape and appear as
small black holes in the ground. Falling in
these traps on ground level results in
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can kill Dracula with one blow.
It's best to avoid these guys unless you are
desperate for blood. Lastly, the Professor
is invincible and armed with flying stakes.
Avoid him at all costs!

Finally, keep an eye on the position of
the moon in the sky. Once the moon nears
the right side of the screen, daybreak is
coming, and Dracula must return to the
crypt quickly or be fried where he stands!
—F. T, Jr.
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continued from page 50

behind the operation, and all the other vil-
lains guest star as the various bosses of
each level. As Tracy, you're equipped with
a killer pair of fists, a pistol and a machine
gun. You walk or ride shotgun through
each level, jumping over the obstacles as
the streets, warehouses, railyards and
other Chicago scenery scrolls by.
Your mission: kill everything that
moves (there are no innocent
bystanders). If your foe is ahead of
you or behind you, use your pistol; if
they're across the street, your
machine gun is the weapon of choice.
Run out of ammo and you simply
punch them to death. Simple.

Oh, there are a few little
twists, like extra points if you
avoid breaking windows (a very
difficult task). In fact, one of the
coolest things about the game is
your ability to do some serious
rearrangement of the scenery
with your machine gun: shatter-
ing whole building facades,
reducing phone booths to rubble,
turning hardtops into convert-
ibles and more. Between levels
there are bonus
rounds that give
you practice distin-
guishing friends
from enemies, but
since there are no
friends in the rest
of the game, file
that information
away in your
Crimestopper’s
Textbook. You also
have to learn how
to jump and duck
to dodge enemy
fire, knives, falling
beams and so on.

The bosses are
definitely persistent. They run back and
forth across the street. You shoot one with
a machine gun, he plays dead for a few
seconds, gets up and runs around some
more. Eventually, you wear his life line
down and he dies. But wait—there’s a
brief cartoon panel showing you packing
him off to the Big House. Apparently your
25 bursts of machine-gun fire just injured
him a little!

The graphics are colorful, simplistic and
at times repetitive (Level 1, Area A looks
exactly like Level 3, Area A, and so on).
The nonanimated cartoon panels are prim-
itive. Tracy’s animation is also stiff and
without style, but the car sequences are
nicely done, with large, smoothly ani-
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Nuvision’s Bimini Run is
one of the few uniquely
original Genesis fitles

SCORE

1000 f/R

mated cars and nary a flicker anywhere.
The music is average, but the sounds of
gunfire, breaking glass, explosions and so
on are solid and realistic.

Though the game has some interesting
sequences and a few challenging areas,
it'’s unimaginative, uninventive and not up
to the standards of the better Genesis
titles. Give it an “R” for rental.

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

Bimini Run
NUVISION
For the Sega Genesis ($49.95)

1234ss7sa1o
123456f )]s 9 10

PLAYABILITY
OVERALL

Events quickly turn sour on your pleas-
ant vacation in the Bimini Islands. Your
sister, Kim, gets kidnapped. The men
responsible force her aboard their power-
boat and speed out of the marina. Of
course, there’s only one thing to do: Take
off after them with a speedboat of your
own. Luckily, you happen to borrow one
from the dock that’s armed with cannons,
anti-aircraft guns and a bazooka—your
typical video-world leisure craft. Your best
buddy, Luka, tags along with you for good
measure.

As you race for the kidnappers’ boat, a
voice crackles over the radio “Kenji
[that’s your name], come in!” The infor-
mant suggests that to make your job of
catching the kidnappers’ boat easier, you
should fire upon it with your bazooka.
Gee, thanks! Oh, and be sure not to ram
into the private
yachts crowding
the waters, or
you’ll crash and
lose a boat. The
kidnappers,
however, get to
mercilessly ram
through all the
expensive boats
at will. Such is
the justice of life
in a video game.

Upon catch-
ing the kidnap-
pers, you dis-
cover that Kim is
not aboard! It
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turns out that the boat you followed was a
decoy. Your sister was actually taken by
the sinister Dr. Orca. He plans to test his
new B.A.M. translator (that’s short for
behavior-altering module) on her.

You and Luka are soon off to another
part of the Bimini waters, where you must
blow away island radio towers (as
instructed by the voice on the radio).
Destroying them will narrow your search
down as to which island Orca and Kim are
on. As you do this, Orca’s fleet of heavily
armed gunboats and squadron of combat
helicopters attack. Blow them up with your
abundant artillery, or they’ll easily do the
same to you first.

Later in the game, you have to tail
Orca’s yacht to yet another one of his
hideouts. Guard towers situated on
islands and lots of other things must be
blown up before you can save your sister.
Yet it's not over once you’ve recovered
Kim. After all, you might as well go for
Orca’s B.A.M. translator while you're at it,
which you eagerly do.

Only by following the mermaid
Marlyna, avoiding clouds of toxic fumes
and annihilating sharks, sea dragons and
other monsters will you arrive at the hid-
den island where the B.A.M. translator is.
A couple of well-placed shots with your
bazooka and...Ka-Blooey! Orca’s greatest
threat turns into a pile of scrap metal.
Hey, feeling as invulnerable as you are
by now, why not go for Orca’s incredibly
ugly looking headquarters as well? Sure!
Vacations have never been such a
blast—literally.

Minor navigational abilities are needed
to race from one island to another—a wel-
come challenge that provides some flexi-
bility in game play. You can navigate by
looking at maps and reading a directional
compass. Natural obstacles to avoid, indi-
cated on the maps, include rocks, sand
reefs and fog. There’s a switch to turn off
the music playing on the radio. Do it. It's
tuned to a station that plays nothing but a
repetitious beat.

Two people can play at once—one con-
trolling the powerboat, the other aiming
and firing the guns. Few video games
implement cooperative play. It's nice to
see one that not only does so but is able
to with success.

Considering overall playability, this is
one of the few uniquely original Genesis
games around. What faults there are,
though, are glaring. Graphics and anima-
tion are below the higher standards you
would expect. Also disappointing is the
staid ending that’s shown upon your final
victory over Dr. Orca. Nothing is more
aggravating than seeing only a single
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screen and reading text hinting at the pos-
sibility of a sequel.

After battling against gunboats, chop-
pers, sea monsters and such, you’d think
the reward would be greater. Alas, it is
not. Otherwise, this gaming experience is
a true gem. It's unfortunate that there’s
nothing as impressive as the on-screen

explosions to top it all off.

—Howard H. Wen

Nuvision Entertainment
10 Westminster Road
Andover, MA 01810
(508) 475-1576

“FREE Price List

| For Atari Lyn, Genesis, Nintendo, and TurboGrafx 16 I

Greas L, (GENESIS)
Aeroblaster 3495/18.00 Monster Lair (CD)  29.95/15.00
Alien Crush 20.95/15.00 Moto Roader  34.95/18.00 We Sell Used/We Buy We Sell Used/We Buy
Battle Royale 34951800 Murder Club (CD) 29.95/15.00 688 Attack Sub  37.95/20.00 Lakevs vs. Cemcs 39.95/24.00
Blazing Lazers  29.95/15.00 opia 2095/1500  Abrams st Battl 19.95/10.00
Bloody Wolf 34.95/18.00 Ninja Spirt 3495/1800  Battle Tank  37.95/2000 Mdmylu Fesist. 579512000
mberman 379512000 Ordyne 05/1500  Afteroumer Il 34.95/18.00
Bonk's Adventure 34.95/18.00 Pac Land 24.95/12.00  Alien Storm 37.95/20.00 F y/u Pa/ace 39.95/24.00
19.95/10.00 Power Golf 34.95/18.00  Arcus Odyessy  44.95/27.00 Moonwalker 29.95/15.00
o 3408/18.00 Psychosis 3495/1800  Amold Palmer Golf 37.95/2000  Ms. Pac Man  29.95/15.00
Camp Calfomia 3495/1800 R Type 37.05/2000  AmowFlash 37952000 MUSHA 29.95/15.00
ChewManFu  3495/18.00 Shanghai 2095/1500  Atomic Robo Kid 29.95/15.00  Mystic Defender  19.95/10.00
Ohina Warior ~ 29.95/15.00 Sherlock Battle Mission  3795/20.00  Papertoy 37.95/20.00
GEtboD 2005/500 Holmes (CD)  29.95/1500 Battle Squadron  29.95/15.00  Pat Riley
Cybercors 20.95/1500 Side Ams 2095/1500  BeanballBenny  39.95/2400  Basketball 19.95/10.00
Deep Blue 29.95/15.00 Sinistron 3495/18.00  Berln Wall 37.95/2000  PGA Tour 34.95/18.00
Devil's Crush 34.95/18.00 Sonic splkg 29.95/15.00  Bimini Run 37.95/20.00  Phantasy Star Il 39.95/24.00
Double Dungeons  29.95/1500 Space 3495/1800  Budokan 24951200  Phelios 29.95/15.00
Dragon Spint  3495/18.00 Super ﬂa/&ﬂd/g/ 2005/1500  Buming Force  24.95/12.00 At Fighter 34.95/18.00
Dragon's Curse  3495/1800 Splatterhouse ~ 37.95/20.00 B. Douglas Boxing 37.95/20.00  Powertal 37.95/20.00
1op Off 3495/18.00 Super Volleyball 3495/18.00  Castle of llusion 37.95/20.00  Populous 34.95/18.00
Dungeon Explorer 20.95/1500 albspin 3495/1800  Columns 24.95/12.00  Rambo Il 19.95/10.00
Famasy Zone  3495/{8.00 Takinit CrackDown ~ 39.95/2400  AB/Basebal/3  39.95/24.00
\g Img totheHoop  34.95/1800  Cross fire 37.95/2000  Revenge of Shinobi 37.95/20.00
e (CD)  2995/15.00 Tiger Road 3495/1800  Cuse 37.95/2000  Road Rash 37.95/20.00
le LapTwin  34.95/18.00 Timebal 34951800  Cyberball 3495/1800 AoaBlasters  39.95/24.00
Final Zone Il (CD) 20.95/15.00 Tricky Kick 34951800  Dando 37.95/20.00  Shadow Blaster  24.95/12.00
Galaga '90 34.95/1800 TV Sports Dick Tracy 39.95/24.00  Shadow Dancer  29.95/15.00
Gunboat 3495/1800  Baseball 37.95/2000  Dinoland 37.95/20.00  Soccer 29.95/15.00
e et 7V Sports DJ Boy 37.95/2000  Sonic Hedgehog  34.95/18.00
the Desert (CD) 34951800 _ Basketball 3795/2000  DynamiteDuke  29.95/1500 Space Harier Il 19.95/
Jack Nicklaus V Sports E Swat 37.95/2000  Spiderman 39.95/24,
Tuto Golf  3495/1800  Football 37952000  Fantasia 37.95/20.00  Stormlord 39.95/24.00
10 and Joft 20.08/1500 Valis Il CD) 2095/1500  FatalLabyinth  37.95/2000  Strider 49.95/30.00
King of Casino  34.95/18.00 Veigues Tactical Final Assault 37.95/20.00  Super Hang On  29.95/15.00
Kiax 2095/1500  Gladiator 3495/1800  Final Zone 37952000 Super Hydide  24.95/12.00
Logendary Axe  24.95/12.00  Victory Run 19.95/10.00  Fi 24.95/12.00  Super Monico GP 39.95/24.00
Legendary Axe Il 39.95/24.00 Vigilante 2995/1500  Forgotten Worlds  24.95/12.00  Super
Tondlof the VS (D) 2095/1500  Gaiares 2995/1500  Thunder Blade  19.95/10.00
Rising Sun (CD)  20.95/15.00 wm Class GainGround~ 29.95/15.00  Super Volleyball  29.95/15.00
Magical Dinosaur 3495/1800  Ghostbusters  24.95/1200 Sword of Sodan  19.95/10.00
Tour (CD) 20.95/15.00 chd cﬂm Ghouls N Ghosts  24.95/12.00  Sword of
Microbox 2995/15.00 2995/1500  Golden Axe 39.95/2400  Vemillion 39.95/24.00
Miltary Madness ~ 29.95/15.00 Vs Book 182 (CD)29.95/15.00  Granada 2095/1500 TargetEath  29.95/15.00
Hard Drvin'’ 2995/1500  Taighan 34.95/18.00
: Helfire 2495/12.00  Task Force Harer 39.95/24.00
To sell back your cartridges, Herzog Zwei 29.95/15.00 Technocop 29.95/15.00
i ions: Insector X 2995/15.00  Thunder Force Il 19.95/10.00
please follow these instructions: Ishido 20.95/15.00  Thunder Force Il 39.95/24.00
1. YouDO NOT NEED to call or obtain authorization Jesse Tommy Lasorda
before sending in your cartridges. the Body Ventura 37.95/20.00 seball 39.95/24.00
2. Pack your cartrdges carefully. Include your Name, Complete Joe Montana F/B  37.95/20.00  Valis /il 44.95/27.00
Address, and Phone Number on a piece of paper INSIDE John Madden F/B 39.95/24.00  Whip Rush 29.95/15.00
the box with your cartridges. X 3 Junction 379512000  Wingsof War  37.95/20.00
3. Send your cartridges via U.PS. or Registered U.S. Mail to the Kings Bounty ~ 37.95/20.00  Wrestle War 39.95/24.00
:g‘:’::f’ lu’fs‘%‘; ofj:u“r':;gkg’:‘e“de the "Dept #" from below Receive a $10 Bonus when you sell back 5 or more Genesis cartridges
i Titles in /7ALICS are newer and may or may not be available, please call
% g’:r;'ézgs“s?ft;‘:u"v’ﬁg:’(;?Eﬁ?g’;ﬁgﬁg;z;"pﬁi‘;‘Rz{ ot allaity. Al s Goneds TrboGrai 16 Cartdges st ncldo
them on the same piece of paper with your name. |f you o L":J':i'ﬁ.f;;‘.".‘:ﬁf;famﬁ«”yUrfnegef e il s ey
don't want to buy other cartridges, we will send you a check through May 31, 1991. We reserve the ri refuse any sale or purchase.
within 2-3 days of receiving your cartridges. :illuw 14 wamng déys l‘ur &wse-;a\ ch?cks o dearﬂ send money eml;v l(av
aster e to the nature of ga we are unable to
Don' wait weeks or months for payment for your cartidges, v 6l For shpping, 304 $500 ff th it cartidge and 450 for
receive payment or other cartridges FAST from BRE Software. ‘each additional. Alaska/Hawaii $10.00 min. Calif Res add 6.5% tax. If you
| e — are unclear about any of our policies, procedures o prices, please call.
flimo= 2 Send your Cartridges/ Orders to:

BRE Dept. VG5

Please send me a FREE Price List ves | Software

Name 352 W. Bedford, Suite 104
T | Fresno, CA 93711

Credit Card Orders: (209) 438-4263

| city State Zip | 24 Hour Information Line: (209) 432-2644
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Beetlejuice TM & ©1991 The Geffen Film Company. All m;ﬂo‘ Entertainment System® and the official seals are trademarks

with the most!”
EEt e]ulce
, me scare
those city
ee e ulce folks out of your house
’ . and their wits?
B e etl lul C e hornflc levels (you're
on your NES@ NEs(m NEs(m ’ 3 L
: ‘\ S Killer'Giant Beetles, Legs

It's show time—
a ’ courtesy of
Me~the "Ghost
like to help
We'll soar through 8
Without

Heads =
i’ and other

gruesome
creatures. One wrong
step... and you're food for
the Sand Worm.
Here's a tip: Buy scares
from the Recently
Deceased Information
Booth, they're your best
weapons. So, join
me in the Neither-
world... and make %
my
millennium!

Licensed by Nintendo.
for play on the

ENTERTAINMENT
SYSTEM'

of Nintendo of America Inc. LIN® is a registered trader 1 i 6181 UN L. All ights reserved.

CIRCLE #104 ON READER SERVICE CARD.




The arcade classic Pac-Man makes his Game Boy'debut in this sensational
new release from Namco. Relive the adventure as you munch your way
through twisting mazes filled with power pellets, bonus fruit, and those
wicked ghosts! Beware of their touch- they've been known to snack on Pac's.

Determine the challenge by choosing the number of lives you'll need to defeat
your opponent. Add fuel to the rivalry by using the handicap feature which
allows two players to begin in different rounds. Gulp down a ghost and
shoot'em to your opponent's maze!

namco
Nintendo, Game Boy and the Official seals are

The Game Creator 3955-1 Scott Blvd. Suite 102 Santa Clara, CA 95054-3013 trademarks of Nintendo of America Inc.

There's Ghosts to gobble so get Pac'n.
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Today's Special: Flame-broiled burgers piled high
with all the works. Peter Pepper, the burger chef is
stacking these sizzling, mouth watering burgers
with all the trimmings. But the grill is smoking from

LICENSED BY

DATA

EAST

the annoying food fiends— Mr. Egg, Mr. Wiener and
Mr. Pickle—who are trying to slow down production.
It's food flingin’ fun for you and a friend with
BurgerTime Deluxe, new from Data East.

Nintendo, Game Boy and the Official Seals are trademarks
of Nintendo of America Inc. © 1989 Nintendo of America
Inc. Burger Time Deluxe © and ™ 1991 Data East USA, Inc.

Data East USA, Inc.
1850 Little Orchard Street
San Jose, Ca 95125
(408) 286-7074
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