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Cool dark glasses and bright colored treads
Ain't complete without radical threads
Somethin’ real wild, somethin” hot

Cool lookir threads to take ya to the top
Like radical FLIZUILE SPORTSWEAR.

get, for your chance to win
wn the games, send ‘emin
S, REEBOKS and SIDEOUT

Now donit for
Ya gotta write do
There's RAY-BAN
And a hot grand prize
50 SEND IN YOUR ENTR

S, 100

that's waitin’ for you
Y FORM TODAY.







A look at some hot new peripherals and Aiaris rigw
hand-held games.

The GamePros take another look at the Sega Classic,
Fantasy Zone.

20 Adventures of GamePro

Rejoin our hero as he goes up against a Batileiiuri arid discovers
the secret of the Evil Darkling Empire.

26 ProViews

This issue the GamePros look at:

For Nintendo: 720°, Phantom Fighter, Duckiales, aiicl

Dr. Jekyll & Mr. Hyde.

For Sega: Alex Kidd in Hi Tech World, Reggie Jacksor Baseball,
Wonder Boy ll, and Phantasy Star.

For Atari: Karateka and Rampage.

For TurboGratx: World Class Baseball.

50 S.W.AT. (Secret Weapons and Tactics)
- 10 packed pages of hot tips and in-depin actics

Reader Tips

 SWAT info from Game Pros everywheie!

 Ask the Pros

The Pros answer your questions.

Ihdustry bits, pieces and profiles.
A visit with Konami and Acclaim.
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 Challenge Your Wits With LOLO: The excitement sizzles with this ' Challenge Your Skill With
one. Can you help LOLO save the princess LALA from the Great pinball challenge. Four vertical scrolling J
Devil? You must guide LOLO through a series of 50 different ROLLERBALL’ play area, and your fun. You can
mazes filled with evil spirits. Each maze offers an ingenious triple on all four screens. It’s hot! Can you keep your be lay lof
challenge: dodge the evil guardians, move the maze objects in correct  enough to reach the bighest score? Play against the game, or ol
sequence, and solve the lethal puzzle by collecting the power objects. one with friends on the second screen, hockey version. You'll be
A game the whole family can enjoy, LOLO, from HAL America, is a pinball wizard! It's the perfect family game (parents will love it
designed to improve your thinking skills. because there’s lots of fun, but no violence).

Licensed by Nintendo for play on the

ENTERTAINMENT —v 4 :
sosTem: The Fonalea ﬁpwmﬁaﬁ
7873 S.W. Cirrus Drive, Building 25F * Beaverton, Oregon 97005 * Tel 503/644-4117 Fax 503/641-5119

HAIs a trademark of HAL America Inc. Nintendo® and Nintendo Entertainment Systems® are Trademarks of Nintendo of America Inc. © 1989 HAL AMERICA INC.
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GAMEPRO Goes Monthly!

By the GamePros

It's an avalanche! No, it's just the daily
mail. OK, OK, OK!! Letters from every-
where in the U. S., the Philippines,
Mexico, Canada and even Qatar! And
what's it all saying? Well, Paul Fletcher
writes from Corpus Christi, TX to say,
“Having just finished your spectacular
second issue, | hope the response you
receive may tempt you to go monthly.”
Alright, you want monthly, you'll get
monthly! Starting with the November
issue of GamePro, we'll be coming at
you 12 times a year. We're excited and
we hope you will be, too.

In the meantime, while you're wait-
ing, crack open the cover of this issue
of GamePro. You'll find all the latest
and greatest in video games. For Nin-
tendo fans it's a little bit of everything—
from adventures with Uncle Scrooge in
DuckTales, to 720° skateboarding, to a
karate quest with the Phantom Fighter.
If that all makes you a little crazy, no
problem! Just grab a copy of Dr.Jekyll
& Mr.Hyde for a really weird adventure.
For Sega afficionados, a peek at an all-
time Sega favorite, Phantasy Star. Also,

a look at two new Sega titles featuring
two of our favorite heroes, Wonder Boy
Il and Alex Kidd in Hi Tech World. And
with the series coming up, we headed
out to the ballpark with Reggie Jackson
Baseball. For Atari lovers, get ready to
go on a Rampage or show off your
karate skilis in Karateka.

Make sure you also check out our
ProView coverage of NEC's new game
system, TurboGrafx. We've got World
Class Baseball and an Overseas
Prospect of PC Engine fame—Dragon
Spirit. Hey, Genesis fans! We didn't for-
get you. Regular Genesis ProViews
start with the next issue!

Besides all of the regular stuff, you'll
find more new tips and tactics in this
issue. We're working overtime to come
up with top notch S.W.A.T. to keep your
gaming hot and your scores high.

By the way, the Reader Tips are fan-
tastic. In fact, we love getting all the
mail. Keep those cards and letters
coming. We read them all even if we
can't answer them personally. Remem-
ber, it's readers that make this mag
work, because after all, when we say
GamePro, we mean you!

NINTENDO'
SWEEPSTAKES

Win a complete library

ACTIVISION'S

Address

of HOT Activision
Nintendo® games

No purchase necessary,
Just fill in the order form below.

o+

Enter me to WIN! I
|
|
|

Zip
|
Phone ( ) i
Mail To: Excellent Nintendo Sweepstakes
Dept. T-0011 |
P.0. Box 8123 1

San Francisco, CA 94128

i ———
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A Great Party Ga
Stand by for launch. Your mission is to save the planet Wondering what to do with your friends at your next party.
Farmel from the evil Air Fortress. And you're in for a Why not go to Vegas? Vegas Dream. Play Black Jack, Roult
hot time. You have to fly between defense structures, fight off  Slot Machines, Keno, and when you select the “‘Vegas Dream ™
defense forces, pick up bombs and energy cells to help you— option extend your fun and meet panhandlers, con
and that’s before you go in! Can you knock out the central artists, accidents of fate and maybe the person of your
nuclear power source of each complex before you run out of  dreams. Play with up to four friends at a time, and the game
energy? Great! But the game’s not over yet. Get ready as the remembers your scores if you want to continue later. No
fortress generates its second set of eight, tougher defense matter what your game, odds are you'll love this exciting
complexes. You'll use all your skill before you save the planet  casino adventure from HAL America.
Farmel in Air Fortress from HAL America. .

Licensed by Nintendo for play on the e  (——
T ——

i § i’ .
ENTERTAINMENT m 7— af v %_
7873 S.W. Cirrus Drive, Building 25F  Beaverton, Oregon 97005 * Tel 503/644-4117 Fax 503/641-5119

HAIis a trademark of HAL America Inc. Nintendo® and Nintendo Entertainment Systems® are Trademarks of Nintendo of America Inc. © 1989 HAL AMERICA INC.
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Keep It Up GamePro!

Your magazine is awesome! | don't
like it, I love it! Especially the clear-
ness of the pages and screen pic-
tures that you take from games.
WOW!

You're making a real slippery
magazine. The interviews and sec-
tions are all cool. | thought no one
would come out with a magazine
that | would really enjoy this much.

This is what | would tremen-
dously love to see in your future is-
sues of GamePro:

* More proviews on Sega games.

* More hot arcade games.

® More pages.

* More game pak pictures and
those cool painted pictures that
you guys make.

Luis Navarro
Castaic, CA

| love your magazine! You guys
give the best tips and you review
hot games. Those are the two
most important things that | look
for in @ magazine and you've got
them both! Keep on coming out
with those rad magazines and
you can bet that I'll get every one
of them.

Robert Shaffer
Renton, WA

Nintendo Vs. Sega Vs. Atari

Here are some of the things | would
like to see in your magazine: Warp
zones and shortcuts, passwords,
information and help in some of the
older games that didn't get write
ups, and more information on Nin-
tendo games since they are by far
the most popular.

| enjoy playing Nintendo. I'm 67
and need all the help | can getin
finishing most of the games.

Ann Rockwell
Walkerton, IN

We liked Ann’s idea about looking at
older games so much that we've

8 GAMEPRO Magazine

started a new section called ProClas-
sics. Each issue we'll do a ProlView
on an older, classic videogame. Write
us and suggest some classic games
Yyou'd like to see in GamePro. - Ed,

| liked the fact that you gave over-
views of all the different game sys-
tems, but it was still obvious that the
game ProViews were dominated by
Nintendo. | used to own both a
Sega and a Nintendo. | invested
over $500 in Nintendo games and
equipment. Each game | bought
was solved within a month or short-
er. However, as time went by | no-
ticed my Sega games got more
and more use and seemed

to become more and
more challenging. It has now
been almost a year and | have not
solved one Sega game. | have nine
games and they have all presented
a unique challenge. Sega’s graph-
ics, games ideas, and even sound
effects are obviously better than
Nintendo. | realize Nintendo gets
readers, but Sega, | believe, needs
a fair chance to prove itself.

Nathan Solinsky
Rush, NY

| am extremely disappointed with
you. Even though the Atari 2600
system is still the most popular sys-
tem around, you never even once
mentioned it. Do you realize how
very few Nintendos and Segas

there are out there compared to the
26007 | am surprised at you peo-
ple! | have played Nintendos,
Segas and all the other Atari mod-
els and | prefer the 2600 to all

of them.

Jeff Westermann
Sacramento, CA

To make your magazine better |
think that you should give more in-
formation on Nintendo and Sega
and less on Atari. And also give
more information on Japan's
games. Add more details about the
game and give more information
about future released games.
Give more previews on role-
playing games.

David Chan
Los Angeles, CA

We get volumes of mail from
owners of each of the different
game systems - all passionately
devoted to their favorite game
unit! We'll continue to provide
coverage on all of the available
home vitleo game systems, but we
need your help in striking the right
balance. Write us and let us know
wihich system you'd like to see
more or less of. Remember, this is
Your magazine! - Ed.

Us What You Think.

e so tell us

ways

gestions to:

GAMEPRO Magaz®
pear Editor
pO.BX 332
Redwood O

A 94064

input!
Thanks for your input!




I 5
!

IS

J
Nintgndo and Nintendo Entertainment System are
regigtered trademarks of Nintendo of America Inc.

>

#

Stand by, gamers! Capcom introduces two new
thrilling games to its Nintendo series. And as always,
the graphics are hot and the action intense.
First, experi the ultimate ch
game! As MegaMan, you must conquer and control the
eight empires of the evil Dr. Wily. But beware of his
sinister robots that rule each empire. Their special
powers present a unique challenge at every level.
Then, prepare for undercover action as the Strider.
Your orders are to enter Russia and infiltrate the Red Army, returning enemy secrets
to your superiors. But be extremely cautious. You know what the Russians do to spies!
So get set for radical action in these exciting additions to the Nintendo Entertainment
System. From Capcom, U.S.A.

Call or write: Capcom US.A., Inc. 3303 Scott Blvd Santa Clara, CA 95054 (408) 727-0400  Toll free: (800) 843-4632 In California: (800) 222-0928 =






Extra Innings.

Everything you've heard about it is true. The
nerve-wracking tension, the explosive graphics,
the awesome action of baseball at its best.

If that’s your bag, you've finally met your
match. “Bases Loaded™ has arrived!

At your favorite video game store now!

& JALECO.

Serious sports.
For serious players.

Official

Seal of Quality

Jaleco™ and Bases Loaded™ are trademarks of Jaleco USA, Inc.
Nintendo® and Nintendo of America® are registered trademarks
of Nintendo of America. © 1989 Jaleco USA, Inc.



gensational Sound

Jazz up your NES gameplay with
Hudson Softs Joycard Sansui SSS.
This controller features 2 precision
control directional pad and rapid-
fire of up 10 15 shots per second.
But what really sets the Joycard
apartisits stereo simulator system.
Just plug @ paif of stereo head-
phones into the Joycard and you've
got stereo game sound! The Joy-
card makes you teel like you're in
the middle of all the action and
gives gameplay a terrific new twist.

o - : o with 1 pouiti-unc”
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PHOTOS: WEINBERG & CLARK

Continued on page 12



' ,EVERYTI'II“G ELSEIS CHILD'S PLAY.

The Power Glove™ You plug it in like any joystick. But the similarity stops there.
Because now you dont just guide the action. You are the action.

3-D sensors track the position of your hand, giving you free-flowing, instant
response. It’s a complete connection. Intense. And powerful.

Plus, the Power Glove has a unique programmable keypad that gives you amazing
new ways to play almost every Nintendo® game. All your joystick games become
different. More exciting. And with games specifically designed for the Power Glove,
you'll be blown into another dimension.

So look for the Power Glove when it hits stores this Fall. Once you put it on,
everything else becomes child’s play.

POWER GLOVE ¢

© Mattel, Inc. 1989. All Rights Reserved. Nintendo and Nintendo Entertainment System are registered trademarks of Nintendo, Inc., used
under license. Manufactured under license from Abrams/Gentile Entertainment, Inc. Lightning bolts not included.




Impnssinle Mission
Rescue the p esident’s daughter from
the criminal prain. all ":inx' of elec-
tifying danger a5 you maneu 14N ‘
through mazes and other obstacles- The , s |
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Fester’s Quest" takes the skeletgs
of the closet for a trip to outerg

Ili“EIT THE TITLE THAT JUST

GHT DHIVE YOU GRAZY!
You rang.

If “space games” are your thing; here's,
one yet! With Lurch, Pugsley, Thing )
the Addams crew at his side, Ungig@ester leads

the way in the wildest, wackiggi@ften shoot-

‘em-up ever! The action i ,the graphics

explosive, and the stoy#§'guaranteed to oy 00
leave you howling. S@find out for your- i 2 :
self how much fy@going crazy can
be. Get “Festg#s Quest.” At your
favorite degiérnow!

Hot Ne
Get the inside track on Sunsoft games in the
FREE Sunsoft Game Time News.

Hicnooen: [m—

Addvess___ 0000000 O

— -Agei -

Sunsoft” and Fester's Quest™ are trademarks of Sun Corporation of America. Gharacters for Fester's Quest™ are licensed Ci State Zi
from Barbare Artists, Inc. Television rights for Fester's Quest™ are licensed from QOrion Television, Inc. Nintendo® and ity_ —otate__ —ap———
Nintendo Entertainment System* are trademarks of Nintendo of America, Inc. 1989 Sun Corporation of America.

Mail to: Sunsoft, P.0. Box 2390, Libertyville, IL. 60198 ap
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- ABREAKTHROUGH
WRESTLING ACTION!

FCls  wcw

WORLD CHAMPI@NSHIP

“WRESTLING-

Featuring
The Road Warriors

and Stars of ,'
|Nm 4

ENTERTAINMENT
SwsSTEM:

Take a break from play wrestling and get into the real action! Make your choice from 12 top
NWA wrestlers, each with his own speciality, move-and then select four additional moves to clobber
your way to victory in tag teams or single player matches. Become 6'5" of solid muscle as
“Total Package” Lex Luger. Use the Flying Body Press of Ricky Steamboat. Stun.your.opponent with
2 sting's Scarpion Death-Lock. Master'Road Warrior “Animal’s” Power Slam.
5 The action keeps going even outside the ring! Two- ‘players or solo against the computer!
‘World ChampmnshinWresﬂmn—-ﬂ s so'real, |t 's unreal!

NotJustKid Stuff

‘?unsam\ex cw\mumcauqns 1n|emano»at Inc’ 150 East 52 Streef. New. !wh NY 10022 Tel (800) 255 1431 In NY State (212) 753 a 00/ Phone Coungelmg-Hotine'(312) 968 0425
WCW and Warid:Champioriship Wrestling are-service marks (SK) of WoHd:CHampionship Wresting. Inc. - and are licensed by FCI foylay on the Nintendo Entertainment System
Nintadozarid Nintendo Entertainmen Syslemk are registeted rademarks of Niptendo of ATEMEa-ino=FClus.a rademark of Fupswkm Communications International. Inc




The Best Players Trust
The Best Source.

PCGames is jam-packed with in-depth

playing techniques, product reviews, and
key strategies to keep you in top form.

| We also keep you up to date with all
the latest developments in hardware, moni-
tors, graphics, and joysticks.

And our writers are seasoned pros who
know their stuff and dig deep to bring you
the hottest information on the market.

Built to Help You Beat Your Best.
PCGames is designed to maximize
your fun, sharpen your skills, and show
you the best in imaginative adventures,
out-of-this-world fantasies, children’s
games, paint programs, simulation software |
and much more! I

An Amazing Magazine
With An Amazing Offer.
Subscribe now and receive 4 issues for
only $12.97. That's 20% off the cover price!
To order, call toll free 1-800-258-5473
and charge it on your VISA, Mastercard, or
American Express. Or, simply return the
coupon below.
So, subscribe today. And see how far
your imagination will take you tomorrow.

Please send me 4 issues of
PCGames for only $12.97. I'll
save 20% off the cover price.

[_] Payment Enclosed

CJvisA  [JMasterCard [[] AMEX
Card#

Exp. Date

Signature

Name

Address.

City.
State Zip,
Mail to: PCGames, IDGC/Peterborough,

80 Elm Street, Peterborough, NH 03458
Allow up to 10 weeks for delivery.

Canada & Mexico $14.97, Foreign Surface $19.97, Foreign Airmail $31.97.
(Prepayment in U.S. Funds drawn on U.S. Bank s required for al foreign orders.)




Chapter 2:

REVELATIONS! e

ART DIRECTOR [

m a dimension parallel to Earth, five mysterious robed figures observed Alex West, a computer programmer and video games enthusiast, who had progressed furthet
than anyone on a notoriously unbeatable video game called GAMEPRO. Quick reflexes and sharp concentration enabled Alex to be the only person to ever destroy the omi-
nous Battletron and complete the game! Suddenly, arcs of electricity shot out of Alex’s TV screen, transporting him into the chambers of the Video Dimension. Before all
could be fully explained, the group found themselves under attack. With no time to spare, Alex was transformed into the hero in the GAMEPRO video game, just as a huge
explosion rocked the chambers. To Alex’s horror, a monstrous Battletron unit loomed overhead with its cannons aimed directly at him...!

; ("‘( "V

i Y

0 NOT MOLRN. -
o O e
BESTILL, ALEX..]

/" CURSES ! THEY
MUST HAVE
TELEFORTED!

a7
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THERE (SNOTIME
Il 10 EULLY EXPLAIN.TH
BATTLETRON WILL SOON
TRACE OUR TELEFOR- &
TATION .. ~

ON A SEPARATE ELECTRO-
MAGNETIC PLANE.

SUSTAINS THE DETAILS AND,
IMAGES OF YOUR COMPU-
TER SIMULATIONS
\ AND BRING THEM
N\ " 0 LIFe!

WELL, HOW ARE Mol golky
TO EXPLAIN WHAT HAPPEN
THAT WAS A REAL.
BATTLETRON! [TALMOST
KILLED US//

.,.FIEaT;’.M.éL { 5

Heo THE TRANS- S

bogtcrct oo r (SRS AT,
G ON!' (TG LIKE THE
G&W IN THE GAME-
PRO VIDEOGAME !
R

EVERNTHING (N THI
DIMENSION 5 SUSTAINED
BY ELECTRICAL IMPULSES. WE
ARE LINKED To YOUR DIMEN- /2
SION BY ALL THE ELECTRI-
CALLM-ORIENTED MECHA-
NISMS ON EARTH!

THIS 15 NO LAUGHING MATTER.
ALEX! NOR 1S THE THREAT OF THE
EVIL DARKLINGS! MoU ARE THE
ONLY PERSON WHO PASSED THE
TEST! ONLY YOU CAN HELP US
DEFEAT THE EVIL

DARKLING FORCES!

| PLAYER WITH THE MosT Su
CUNNING AND SKILL COULD FI%H

THE GAME AND DESERVE THE RANK
5 AFE
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ERE You
I @uees VOL('D BETT ER
SEND ME HOME NOW...

THééWLDAZKuNée (T... COMPUTERS ~E Gty YES! WE MUST DESTROM
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CHEAREN AT e You MusT T ALEX!
VEILING memsewes ACEEPT NOUR DESTINY
BEHIND THE INNOCUOUS MEPRo!,
NATURE OF vweo AMES
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EnterGamePros B! Lo
Reader Survey a
Contest!

We want to find out more about you
and what you like.
So we thought up a great way to
thank you for filling out our Reader Survey.
We'll enter your name in our drawing to
win the amazing new TurboGrafx-16 or
one of these other incredible prizes!
Just fill out both sides of this survey
and mail it to the address on the backside
by October 31, 1989. ‘
It's that simple to win big!

Don’t delay, enter today! nt
Only one entry per person please. 4 3””” "I.IES i

Winners will be notified by mail b I .5'11 -
November 31960 « N 457,95 vag, ©"PErShipgy
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NINTENDO

ROVIEW

By The Eliminator

720¢ the daring mid-air double spin,
is the world class skateboarder's
tour-de-force. Set against the back-
drop of Skate City, this high-speed
action video game is an endless
display of awesome stunts, rad
jumps, handstands, and

Slalom down ramps at high speed!

breathtaking spins. Your skillful
skating maneuvers score points
and earn you tickets to participate
in four events—downhill, slalom,
jump and ramp. As you tear down
waves of ramps with hairpin curves,

Can you make the meanest 720°7

28 GAMEPRO Magazine

you must also fend off motorcycle
maniacs, mean-looking goons, and

Buy hot equipment at skate shops.

other obstacles. Cash prizes can
be used to purchase hot skating
equipments from the shops, to
boost your overall performance, like
helmet, skateboard, pads, and
high-top shoes. You can also beat
the clock to earn bronze, silver or
gold medals.

Skate or Die

Whether you are flying down
through a series of gates at top
speed, or using your quick reflexes
and landing on bonus markers, you

Dodge all kinds of crazy obstacies.




must race against the time bar. The
time bar dwindles as you do your
maneuvers. When the time bar dis-
appears completely, you are given
acouple of seconds to enter an
event before a nasty swarm of
stinging bees gets the better of you.

ol &
<)“:“‘%” {'i\l‘
& é’i v o
o - g

PROTIP: Remember, the more you

Spin, the more points you earn. Earn
extra points by jumping and spinning
over water hazards, grass patches,

ramps and curbs.

PHOTO: JAKE ROSENBERG

RIDER: JOHN SONNER, H STREET SKATEBOARDS

COMPUTER ILLUSTRATION: TRACYE GRIEVES

720° by Mindscape is an
entertaining game, challenging you
every minute, as the screen scrolls
along. The graphics and animation
are spellbinding. The musical
scores taken right off the coin-op
are impressive. As you skate up
the side of the concrete tidal wave,
can you execute the meanest 720°7

PROTIP: At the beginning of the game
buy as much equipment as possible
with your $100. Then go to a skate
park and your performance will be
top notch.

Skate City is skateboard heaven!

September/October 1989 27
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Use turn-icks to trash Kyonshies. Kyonshies are everywhere! Learn new moves in the training hall.
28 GAMEPRO Magazine



By The Pro, A.J.F.

You are the skilled, hired assassin,
Kenchi. Your call—id the villages of
the evil zombies known as Kyon-
shies. To complete your mission
you'll have to journey through eight
villages, learn new martial arts skills,
and find powerful weapons.

Explore each village carefully.

In the first village, explore seven
houses, including a temple, a train-
ing hall, a grave yard, a garden and
acave. Go into a house and you'll
find a Kyonshi waiting to ambush
you. Kyonshies come in all shapes,
sizes and various colors. Beware of
their deadly sharp claws.

55
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PROTIP: Always locate the nearest
temple in each Village. If you're about
to die, head to the temple for unlimit-
ed healing!

Defeat Kyonshies before they
beat you with multiple timed kicks
and punches. Each time you beat a
Kyonshi you are rewarded with a

special weapon, valuable informa-
tion, or a scroll.

After you've earned a few an-
cient scrolls, head to the nearest
training hall to master some new
martial arts skills. Before you enter

Kyonshies attack you in the cemetery.

the hall you've got to answer a trivia
question! Fail to answer correctly
and you're kicked out. Learning new
moves helps you do more damage
to your enemies. New skills are
cheap to learn in early villages, but
more expensive later on.

Some of the different special
weapons you can earn are the sa-
cred sword, the tonten and the talis-
man. Experiment to discover the
weapons that work best with the dif-
ferent Kyonshies. For example,
some weapons work best against
the enemy boss in Village 1 (Note:
You must have three objects in the
upper right-hand corner before you
can enter the cave where he's

Use jumping maneuvers to demolish
Kyonshies.

hiding). To beat this enemy use ei-
ther the sword or tonten, with a
combination of powerful kicks.

Battle Kyonshies in caves.

Once you've finished Village 1
you've got the basics of how to play
the game. Each village along the
way is more difficult and dangerous
than the last. Never leave a village
without learning all the martial arts
skills possible. You'll need them to
win at later levels.

PROTIP: The only way to defeat the
witch in Village 8 is with the Phantom
Punch.

Great graphics, charming
music, and some fantastic anima-
tion make FCI's Phantom Fighter a
kung-fu game that packs some
punch.

Fantastic flipping moves keep you out of the
Kyonshies’ reach.
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PROVIEW

By Gary Barth

Your spirits rise as you stroll through
the streets of London. It's your wed-
ding day and you're off to meet your
lovely fiancee, Miss Millicent. But
will you make it to the church on
time? In fact, will you make it to the
church at all? Along the way, you'll
meet with many unexpected acci-
dents and obstacles. If these frus-
trations get to you, you'll find your-
self thrust into a world of evil.
Welcome to the world of Dr.
Jekyll and Mr. Hyde, the newest ac-
tion game from Bandai for your
NES. The game has six fast-paced
levels of non-stop action. In the
world of good, test yourself against
seemingly normal men, women,
children, and animals. If you're not
up to the test, you'll become Mr.
Hyde, forced to fight demons, float-
ing rocks, and fire monsters in order
to build up your strength. Only then
can you transform back into Dr.
Jekyll, a scientist whose own exper-
imental potion made him what he is;
a man torn between good and evil.
Your adventure begins on the
streets of London. As you head to
church, you'll soon find out who is
friend or foe. Watch out for Billy
Pones, who'll take a shot at you

Murphy and Luna both come after you.

with his slingshot. Next comes Luna
the cat and Murphy the dog. When
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this furry twosome is peaceful, you'l
have nothing to worry about. But if
they come running at you, you're in
trouble. Falling spiders will drop
from trees to try and bite you. The
most dangerous of your opponents
is the Bomb Maniac, a mysterious
man who likes to drop bombs in
your direction. Get away from him
as fast as you can.

PROTIP: To get away from the homb
maniac, get next to him as he drops
his liomb. Move away and when you
hear the lit fuse, jump up in the air.
This should give you minimal damage.

Level two takes you through a
cemetery. Avoid crows flying over-
head. Watch out for Jan, the old
ditch digger. Jan likes to hit people
with flying dirt.

In level three, stinging bees ap-
pear. Luckily, they're the one enemy.
you can kill with your cane. Be
quick on the offensive though or
they’ll sting you many times before
you hit them.

PROTIP: Although the bees can be
killed by the cane, they are also de-
stroyed if you kneel down and they
hit you in the head.

In level four meet Miss Elena
McCowen, a tone deaf singer
whose wrong notes are fatal. You'll *
have to avoid Elena and her deadly .
flying notes for the rest of the
game—she won't give up! |

Elena serenades you!

But, you can get past her by
giving her a bag of coins you
earn while you are Mr. Hyde in
the world of Demons.

When you reach level five
you face many of your enemies
at the same time. Be quick or
you lose! Watch out for
old Arnold Ebetts—he
doesn't aim when he
fires his rifle.

In level six, jump over
the rolling barrels and

Arnold’s wild shots are dangerous
for Dr. Jekyll.




bomb maniacs. Pass this level and
it's almost wedding time.

Sounds pretty easy, right?
Wrong! One hit from an enemy
turns you white and moves you

pens too many times, your Jekyll

to the evil Mr. Hyde.
It's up to you to
transform back to
Dr. Jekyll by hit-
ting the demons
and monsters
with your psycho-
wave. Push Up
and B on the con-
troller and shoot out
a curving ball that re-
turns to you like a
boomerang.

back a couple of inches. If this hap-

and transforms you in-

PROTIP: As Mpr. Hyde, use the psycho-
wave as much as possible. It goes
after items that you miss.

Collect coins as Mr. Hyde - Dr.
Jekyll needs them to avoid certain
dangers. REMEMBER! Mr. Hyde
can never go farther in his world
than Dr. Jekyll has gone in his.

A bolt of lightning ends the game.

If Mr. Hyde goes too far, a bolt of
lightning blazes down from the sky
and ends the game. It's up to you to
save Dr. Jekyll from himself and
help him make it to the church

on time.
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NINTENDO

By CAT.

Head for the Arcade
High Tech World, the hottest new
arcade around, has just opened up
in the next town. Alex Kidd, the
Crown Prince of Radactian, is
jazzed to get over there and play
some games! But the only map with
directions to the arcade was torn up
into eight pieces and spread all
over the castle where Alex lives.
You become Alex and search for
the lost pieces of the map all over
the hallways and rooms of the cas-
tle. Piece of cake, right? Wrong! It's
9 a.m. in the morning and the ar-
cade doors close at 5 p.m. You'll
have to hustle to find the map
pieces, fight your way through the
woods, and make it past the border
guards before the arcade closes.

The Castle
In the many rooms of the castle
you'll find a whole cast of crazy
characters. Some give you in-
formation you need to
find map pieces. But
remember,
they won't
always tell
¢ youthe
truth!

¥
PRGSO ZEEOTOTEEE
I WAS WONDERING IF YOU MIGH
KNOW OF A WAY TO RESTORE
SOME ASHES INTO PAPER?

PROTIP: Telephone your friend Rock-
well for some good advice when
you're in James’ room. And don't
touch the ashes of that map.

Others, like Mary, the Castle
School Teacher, try to stop your
search. You'll have to pass Mary’s
pop quiz before she'll give you a
piece of the map.

TR R T TR T ERE R T TR T
L TR TR T R

MARY
THE DAY OF YOUR TEST.
PLEASE ,HAVE A SEAT."

"PRINCE ALEX: TODAY IS

Mary gives you a test.

John, the library guard, is a nice
guy, if you catch him at the right
time—say about 10 o'clock. You'll
like Mark and Tom—if you ever find
them. They're only around when the
clock reads 30-45 minutes to go.

Remember, you've only got one
life in this game, so one false move
and it's back to the beginning for
you, kidd! So, try to avoid getting a
reprimand from Mama or falling
down the stairs. You'll have to dis-
cover the other pitfalls on.your own.

!LLUSTRAT)Q}»L FRANCIS MAQ




PROTIP: Once you've cleared the cas-
tle your trusty password will let you
Pesume the game where you left off.

Don't forget to grab special
items you might need later on, even
though you'll find that some things,
like the magic lamp and the diction-
ary, won't do much for you at all.

POSTTI0N
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Use your castle map to keep track of puzzie
pieces.

Keep checking your map; it'll let
you know where you are, what
items you have, and how many
map pieces you've already
collected.
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NYBODY HERE?"™

PROTIP: Some rooms seem empty at
first, but they’re not. You'll have to
return two or three times before you
get your piece of the map.

The Forest
. Once you've collected the eight
%fpleces of the map in the right order
 you can leave the castle and hit the
“road for the arcade. To get there
Hyou've got to battle your way

through a forest filled with star-
throwing blue ninjas. Jump from
tree to tree or run along the ground
to avoid the nasty ninjas. Dodge
killer stars while tossing a few of

Dodge blue ninjas in the trees.

your own in their direction. Along
the way grab all the gold point
coins and hidden bills you can
safely snag. Watch out for bomb-
tossing ninjas at the beginning of
the lake. Jump from one island to
the next to cross the lake without
drowning, and don't forget to
shoot ninjas as they pop up from
under the water.

PROTIP: Shoot ninjas in trees before
they jump, or run past them. Jump
and shoot lake ninjas while you're
moving forward.

The Border

Whew! You made it through the for-
estiand now you'll just slip across
the border and—but wait! You've
gotto find a travel pass in the vil-
Iag;’e_ or theguards will never let you

tradmon

The check point.

past the checkpoint. To locate your
travel pass try visiting the different
shops and stands. Buy a hot dog,
or sell a few extra items at the
pawn shop.

HELP

"PLEASE ,ALL GODS,
THE WAY TO THE

ALEX
ME FIND
ARCADE !~

PROTIP: Pray to the gods at the tem-
ple 100 times to ensure that you'll
receive your travel pass.

Hand the guard the travel pass
and he'll let you past the check-
point. Now you're on the outskirts of
town and the arcade is in sight.
Fight your way through one more
forest filled with ninjas and animals,
including some sneaky slithering
snakes, flying birds, and jumping
cats. Make it past the final booby-
trapped bridge, a few ninja strag-
glers and you're in town. Sprint
down the street and you'll just slip
into the arcade doors in time to
make that 5 o'clock dead! (
Tech World by.Sega=—a fmm,g‘ :
sequel to the growing Alex Krdd




PROVIEW

NINTENDO

By Charlie T. Aslan

You're stuck in the middle of a pitch-
er's duel—too bad because you're
a hitter and it's your turn at bat! The
tying run stands on third base with
one out in the ninth. Get some wood
on this ball and you can tie things
up! The third base coach flashes
you a sign to go for a suicide
squeeze bunt. The pitcher goes into
his windup—can you lay down the
perfect squeeze?

Reggie Jackson Baseball has
the hottest sports play to date for
the Sega Master System. Sure,
Sega sports games have always
“looked” great. But Reggie Jackson
Baseball doesn't just look great—it
plays great too.

38 GAMEPRO Magazine

There are plenty of ways to play
Reggie Jackson Baseball. Play a
one game exhibition. Compete in a
tournament in one of baseball’s four
divisions. Watch the computer play
a game, or practice your swing in a
home run contest. If all that isn't
enough, vary the exhibition games
and home run contests by going up
against the computer or a friend.

Here’s your chance to make the
major leagues as you choose from
one of 26 different clubs. You won't
see the names of real major league
players for legal reasons, but the
teams are styled after their real-life
counterparts. For instance, the Oak-
land A's have one of the best power-
hitters in the league. The New York
Mets have a well-balanced lineup.
The St.Louis Cardinals have great
base stealers.

TEAM

SELECT YOUR

Check out your team on a map of the U.S.A.
cartoon picture of the team’s real-life
manager appears on the screen.

You'll see cheerleaders, mascots and players
between innings. Hit a batter with a pitch and
hoth teams wil fight it out on the field.

Hit a deep pop fly and you'll get a bird's-eye
view of the stadium below. Actually, it's a
"hall's-eye” view.

Choose your team and the ump
shouts “Play Ball.” The visiting team
goes to bat first.

PROTIP: It's very difficult to field with
the defense set on "manusl.” The
first couple of games you piay are
more competitive Iif you keep the de-
fense set on “automatic.”




Getting a hit in the early innings
is difficult. The computer mixes up
its pitches well and keeps you off-
balance by alternating between
blazing fast balls and off-speed
pitches. Get a base hit and watch
your base runner sprint to first on
the right side of the screen.

If your runner makes it to 2nd,
you'll see him standing on base be-
hind the other team’s pitcher. See
the runner on third in a box on the
left of the screen. Watch your run-
ners take their lead off a base.

Keep a close eye on them and
stealing a base is easy!

PROTIP: It's much easier to steal sec-
ond base after a single, than to try to
turn a single into a double. The
. computer outfielders are
. (quick and have strong
. arms, but the computer
pitchers aren't very good at
keeping base runners close fo
the bases.

Pitching is tougher than hit-
ting and base stealing. Every
pitcher has a right curve, a left
curve, a fast ball and a specialty
pitch. You've got four specialty
pitches—fork ball, slider, palm ball

-~ and slow ball. Use all four of your

rs and your pitcher will be lit up
ke a Christmas tree.

pitcher's pitches. Throw too many of
the same pitch to the computer bat-

Your pitcher has great control
and lightning speed in the first in-
nings. By the third inning your start-
ing pitcher’s fast ball slows to about
75 mph (not very fast for the major
leagues). By the fourth inning he's
down to about 60 mph, and then
down to a 52-566 mph range.

But hey, it's easier to strike out
the computer’s batters when your
pitcher’s throwing slow! Just move
the ball from the inside to the out-
side part of the plate just as the
computer player gets ready to
swing!

PROTIP: A pinch hitter on a National
League Team makes a pretty good re-
lief pitcher. First, have the pinch hit-
ter hit for your pitcher. Then, don't
replace the pinch hitter with a new
pitcher when the next inning begins.
You now have a relief pitcher with an
ERA o1 0.00. He can't throw very fast,
but will be very effective against
computer hitters if he keeps moving
the ball in and out.

It takes real baseball strategy to
win at Reggie Jackson Baseball.
You've got to know when to steal,
when to “hit and run”, and when to
sacrifice.

PROTIP: The “Suicide Squeeze”,
bunting with less than two outs and a
runner on third base, is very effec-
tive against the computer. Have your
runner on third charge towards
home when the pitch is released.
Have your batter swing halfway and
bunt the ball. In the confusion, your
runner from third should score
easily.

You'll have to think like a major
league manager and hustle like a
major league player to succeed. If
you're a fan of America’s greatest
pastime, then it's time to go to bat
with Reggie Jackson Baseball.

jayind utfield-
g S100 18 Ty o' B oot 6 Cig
R pilny
P troller 73 o tis ¥ slﬂ"' ue
wﬂ' open September/October 1989 87




As our favorite hero, Wonder Boy,
you find yourself smack in the mid-
dle of a life or death battle with the
infamous Meka dragon. If you beat
the nasty lizard, you'll find your trou-
bles are just beginning. The dragon
uses his dying breath to transform
you into a lizard man! Your only
hope is to search Monster Land for
the Salamander Cross—the only
thing that has the power to trans-
form you back into human form.
Your search won't be easy. Monster

Battle nasty Beasts!

Land is full of obstacles and dan-
gers. Battle a string of nasty ene-
mies as you journey through
deserts, jungles, underground pas-
sages, and even oceans. Capture
treasure chests and collect special
items you find along the way.
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Bird Man to the rescue!

Your search for the Salamander
Cross eventually brings you face to
face with five of the creepiest drag-
ons around. To finish your quest
you'll have to defeat each of these
beasts. When destroyed each will
shoot a blue flame that changes
you into another form! These differ-
ent forms bring you special abilities
that help you reach remote areas
and beat the dragons.

Lizard Man battles a Giant Cobra.

Begin your quest as Lizard
Man, able to shoot fire balls and
duck quickly under enemy shots.
Travel through an arid desert where

shooting Fire Flowers and Giant Co-

bras attack. Try using arrows to
shoot straight up at Hovering Smog
Clouds. Use spring blocks to hop
along the ground and up to higher
floors. Fight your way through a
pyramid to face the first dragon, a
Dragon Mummy who hides out in
the pyramid.

ILLUSTRATION: FRANCIS MAO

PROTIP: Defeat most dragons by using
a combination of jumping and stabbing
them in the face once you've studied
their attack pattern. When you defeat
the dragon remember to collect all
the coins you can before the biue
flame hits you and transforms you.



Next, as Mouse Man, use your
ability to cling, climb and squeeze
through small openings. Find your
way through a small maze and over
walls patrolled by moving Fuzzballs.
If you make it past shooting volcano
creatures, climb high above a jun-
gle and face a wicked Dragon
Zombie.

PROTIP: Use hoomerangs to destroy
enemies from a safe distance.

The Dragon Zombie changes
you into Piranha Man, a fierce swim-
mer. Swim through ocean waves
while battling Fire Octopuses, Side
Crawler Crabs, and Giant Fish.

Enter an eerie sunken ship and fight
your way through the ship’s decks
filled with goblins and ghosts. At the
end face an evil pirate who was
changed into the Captain Dragon
by black magic.

As Lion Man, smash indestruc-
table blocks while you travel under-
ground. Slithering snakes line the
caves and bats swoop down at you
as you leap over pits of bailing lava.
Make it through the cave and you'l
face Cyclops, star-throwing Ninjas,
and sword-swinging Samurais.
Reach the Japanese Castle and
face the Daimyo Dragon.

At last you are transformed to
Bird Man. Fly and use your magical

(94

Soar through the air as Birdman

saber to find the entrance to the
Vampire Dragon’s castle located
high above Monster Land.

PROTIP: Stock up on weapons in the
Sphinx Treasure Room before enter-
ing the Vampire Dragon’s Gastle.

Once inside battle your way
through monster-filled hallways and
rooms. Use special transformer
rooms along the way to change
form so you can use the different
abilities you'll need to fight unusual
enemies and get past obstacles. If
you make it through the castle,
you'll face the Vampire Dragon him-
self. Defeat him and the Salaman-
der Cross is yours—and you trans-
form back into Wonder Boy. You
won't want to miss grabbing this
game pak by Sega. It's truly an ad-
venture worthy of Wonder Boy.
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You've always
known what to
expect from

a video game

system.



Until now.

Introducing the TurboGrafx™16
video game system.
TurboGrafx-16 is the video
game system that's built
around a 16-bit graphics
processor. Compared to the
8-bit systems you're used
to, it's four times faster,
with better graphics, almost
ten times as many colors,
head-splitting stereo sound

and deeper, more challeng-

ing gameplay.
In short, the bad guys

are bigger, the good guys
are smarter, the action is
faster, and the challenge
is greater.

TurboGrafx-16 gives you
dozens of great game titles
to choose from. As well as
optional accessories that let
you expand your system.

For example, there’s a



(D player that plays video
games in addition fo audio
disks. A TurboBooster”
audio/video enhancer. Even
a TurboTap™ connector that
lets up to five friends play
all at the same time.
TurboGrafx-16. Because
the last thing a video
game system should be is

predictable.

The higher energy video game system.



TurboGrafxCD Game Interface and
Compact Disc Player

Brings (D sound and an even
higher level of gameplay to
the TurboGrafx-16 system—with
more characters, more levels,

and more challenge. Also plays
regular audio and the new
(D graphics (CD + G) discs.

Turbofap" Multi-Controller Adapter
Now up to five friends

can play specially selected games

ot once. Compete in head-

to-head action or work together

towards victory.

Tons of Arcade-Quality Games.
Packed with high-energy ac-
tion, our TurboChip™ game cords
bring you some of the best arcade-
quolity titles around. Adven-
ture games like The Legendary Axe™
Action games like Vigilante™
and China Worriof™
Racing games like hard- v
driving Victory Run® And, when
you're ready, you can even
expand your system to play
TurboGrafx-CD games, for
even more excitement—with
more characters and levels,
real voices, (D music, anima-
tion, and more.

bbb 4" “rbovp” abofod “boBoose” btk ‘bl
ity R The Lognday Axe” “Vigonte” and “China Waria” r rodmak of NEC ome Blctonis (USA) o

© 1989 NEC Home Bcroris (US) I

TurboBooster" Audio-Video Enhancer
Working with your stereo TV

or mono TV and stereo audio
equipment, TurboBooster’s special
Wh ere pre-amp function gives your
gome full stereo sound and
sharper, clearer graphics through
direct video input.

the system
gefs its
energy.

The TurboGrafx™16 system
has many high-energy
components and accessories
that not only let you
enjoy an amazing level of
excitement now, but

also let you expand your
system in the future.

TurboGrofx*16 Entertainment
SuperSystem

The heart of the incredible
TurboGrafx-16 system. With a
custom 16-bit graphics processor
that delivers an amazing
512 colors, o CPU that's four
times faster and six stereo sound

TurboPad™ Controller
Specially designed to help you qonerotor.

control the amazing energy

of the Turbobrafx-16 system, it

precise and fost, with three

levels of “turbo” fire.

TurboStick* High-Performance
Controller

Lets you aim better and move
quicker than you thought possi-
ble! Variable speed “turbo” fire
gives you high-energy action—up
10 16 shots per second. Or you
can go info slow motion!

The higher energy video game system.



All systems go.

Launch your video game career
at the world’s
biggest toy store.

For the best selection of video games and systems, come to. ..

THE WORLD’S BIGGEST TOY STORE

Over 350 Toys “R’’ Us stores coast to coast, check your local directory for the store nearest you!
We accept VISA, MASTERCARD, AMERICAN EXPRESS and DISCOVER cards.



the human language. Myau is
found on Motavia. Trade the
Laconion pot for her. She has a po-
tion called alsulin around her neck
that you need. Next is Odin, the
second comrade of Alis. Find him in
a cave on Palma, south of the
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enemies ahd your company.

face. For instance, the attack
strength of the Ceramic Sword is
higher than that of the Iron Sword.
Some weapons are extremely pow-
erful and only for your comrades to
use. A good example is the Needle-
gun. It's a good weapon to use

-against all of your enemies. But only
‘Odin is strong enough to use it. Be-

sides weapons, you'll also need
armor to protect you against mon-
ster attacks. Like your weapons,

i your group is hurt. Of course, it's '
-up to you whether or not to open

the chest!

But money can't buy every—
thing! Good examples of this in-
clude the Laconian Armor and Axe
and the Hovercraft. Look for the La-
conian Armor in the Guaron
Morgue on the Planet Dezoris.

ZUNE IE
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al
Get the Laconian Axe after you de-
feat Medusa in the mountains south
of Gothic on Palma. To find the Hov-
- ercraftfirst go to the city of Casba
- on Motavia. Tak to the villager in
the town who asks you about

VEHICLE CALLED
THE HOYERCRAFT?

Finding the Hovercrat.

the first planet Palma

Goin and “search” and, at last, the
Hovercraft!

If you're getting low on energy,
head to the hospital to replenish
your hit points (for a minor fee, of
course). If the worst happens, head
to a church. Here you can resurrect
a member of your group who dies
in battle. Other buildings include a
Weapons and Armor Shop, a
Second Hand Shop (yes, they even
have them in the future), a Fast
Food Shop (for items that boost
your hit points when they're low), an
Exit, @ Roadway and a Spaceport.

first house on Alis’ left.

4
]

o
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continue from the exact poin
you left off. This comes in hang
because chances are a comple:
game such as this will tak .
longer than a day to finis
ha, hal) '

The ultimate goal of Pha
Star is to locate and defe :
Lassic. This, however, as they say,
“aint easy.” You've got to have the
right weapons and armor as well as
strength and experience points to-
beat him. So good luck and remem-
ber: explore everywhere and talk to
everyone. The smallest piece of in-
formation could be vital. Use ALL
the characters. You must work to-
gether to defeat Lassic. Write down
the information you learn for later
use. Try to make a map of the differ-
ent mazes to help you find your way
around. Lastly, save your game
constantly! This saves you from
having to build up your characters
again if they are killed in battle.

Good luck on your quest and let
us know how it's going!
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If your deepest, darkest ambition is
to transform yourself into the world's
best karate expert, then stand
back—the moment has arrived for
you to learn the way of the Karate-
ka. This game by Atari for your XE
ensures that soon you'll execute
every karate move with grace and
perfection.

The task of transformation isn't
easy. An evil warlord, Akuma, has
burned down your village and kid-
napped your lovely bride-to-be, the
Princess Mariko. To get her back

you'll have to defeat Akuma’s tough-

est guards whose instructions are
simply to kill any intruder.

Some of the guards are tougher
opponents than others. The first few

you face are easier to battle. Try

using the straight kick on them. Just

hold down the fire button and let
them have it. You've got to beat
each and every one of themin
order to reach the palace doors.

PROTIP: When fighting a tougher op-
ponent use all the skill and strategy
you're capable of. Wait until he does
his kicking and then move towards
him. Punch him one or two times and
retreat a step backwards.
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Keep a close eye on your hit
points. If you're getting blown away
by your opponent, take a step or
two backwards; you'll start to get
some hit points back. Keep your
wits about you—as the guards get
stronger they'Il hurt you more and
more easily and you'll have a
tougher and tougher time hurting
them. You'll need to fight each
guard with great skill to beat them.

If you defeat the guards that
block the palace gate you're at last
within sight of Mariko.

PROTIP: When you come to the third
arch, the gate, make sure you take
half steps until the gate closes. When
it reopens you can enter safely.

Watch out for deadly eagle attacks.

Once in the palace you face
four of the toughest guards yet.
Even worse, Akuma unleashes his
deadly pet eagle to do you in.




PROTIP: Atter every guard you kill,
run! Speeding down the palace halls
limits the number of opponents you'll
have to fight.

A swift kick to the head will knock off life
meter points.

If you get past all of the strong
warriors and killer eagles, you face
the greatest challenge of your
life—the ultimate battle with Akuma
himself. He is very smart and very
strong, but not invincible. Use all
your accumulated knowledge and
skill to defeat the evil Akuma. But
don't let him back you into a corner
or you won't have a chance!

At last you defeat Akuma and
rescue Mariko from her lonely cell.
Don't be surprised if you find she's
a little annoyed at having had to
wait so long! Feel proud of yourself!
You've mastered the skills that
make you a true karate master.
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By BAJ.

Had a pad day?
Inthe mood for
4 little mass de-
struction? 1f SO,
Rampage by
Activision for
the Atari 7800
is just what you
need. In this
wacky smasfh
em’ up game ‘
transform
ourself into -
one of three -
crazy villains:
Pick from
George the:
ApE, Lizzie ‘
the Lizard,
Ralph the
Wolf!




Lizzie, or Ralph-

pick Ge0PgE;

Once you're transformed, begin
your mad rampage. You'll have to
punch, chomp, munch and stalk
your way through 132 cities. Search
and destroy buildings by scaling
the outside walls and punching out
some windows. You'll find all kinds
of tasty people inside. Gobble these
down and get lots of energy for
your romp.

Oh, oh! Frightened civilians
have already alerted the police and
army, and they're out to stop you!
They'll shoot at you from buildings,
police cars, and even tanks.

PROTIP: Wlmll_ 4 vehicle shoots at
Jou, Iry hopping from building to
lilding to dodge their shots,

Defend yourself by smashing
cars and tanks before they drain
away your strength. Trashing them
also gives you extra energy.

{’IMTIF: When a vehicle or person
Is running away from you, jump
towards it to catch up to it faster,

Just when you think you've got
the hang of this smash and destroy
business, you'll look up and see
army helicopters coming in at 12
o'clock high. They'll shoot at you but
no problem—grab and punch them
and you can get back to breaking
buildings.

PROTIP: Punching out a helicopter
is ane of the best ways to re-
charge your damage bar.

Once you've thoroughly
smashed one city, move on to the
next. Each city’s defenses are a little
tougher than the last, but just keep
punching and chomping and it's no
problem.

If the worst happens and you
run out of energy, you'll find yourself
transformed into a human being! If
you press the joystick button before
you're off the screen, you're a mon-

ster again! If you're off the screen,
or get eaten, press the joystick but-
ton and you'll get a new monster—
courtesy of the Rampage Blimp—
but only two times. After that you're
on your own.

Two monsters are better than one.

For extra fun and games bring
along a buddy. Two monsters are
better than one, especially in the
destruction business. Have fun
crunching buildings and fighting
over tasty humans. If you get tired
of your friend, punch him and take
away all his energy. If he turns into
a defenseless human being,
gobble him up for lots and lots
of points.

Goon 3 wild rampage With 3 I' s

This game is addicting—both
by yourself and with a friend. So, if
you're in the mood for a wild romp,
just give George or Lizzie or Ralph
a call. They'll be only too happy to
join you on a Rampage.
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" PROVIEW

The Power Behind Every Game
As in real baseball, pitching is key.
Use your control pad to throw siz-
Zling pitches at your opponent.
Throw a curve ball by pressing the
directional button before or after the
pitch has started. Press down on
the directional pad, then press But-
ton 1 for a fast ball. Press Button 1
alone for a slow pitch. Hit a batter

SELECT COMPUTER TEAM

o ¥
bl & @ W =

By the Eliminator

With one eye on the pitcher you
inch away from the base. As he hur-
tles the pitch you take off for sec-
ond. The catcher throws the ball,
and you slide towards the plate.
When the dust clears the ump yells 8.
“you're out.” Oh well, next time!

PLAYER 1 COMPUTER

=

i

TURBOGRAFX

Choose from 12 different teams.

Play ball!

With the next generation of
video game machines comes the
next generation of baseball games.
World Class Baseball, encased in a
state of the art “smart card” is a
Hudson Soft title available for NEC’s
new gaming unit, TurboGrafx. Each
credit-card sized game contains
2.5 megabits of memory. This trans-
lates into some of the hottest base-
ball action you've ever seen.

You Are There

World Class Baseball lets you feel
you're in the infield or dugout calling
the shots right from the beginning.
Each of the 12 teams has a total of
25 active players; nine batters,
three farm fielders, four fielders, four
pitchers, and five farm pitchers. If
you don't like one of the 12 ready-
made rosters, use the EDIT mode
to switch playing positions of the
members within a team. Choose
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your star players based on each
player’s performance record.
Check out their earned run and bat-
ting averages. No two players are
alike, so beef up your team with a
good mixture of talent—be it a
fast base stealer, a strike-out
pitcher, or a power hitter.

Four playing modes let
you pick your style of com-
petition. The VS mode pits
two teams against each
other. The Open mode lets
a player take on the com-
puter. If you're tired and
feel like checking out a
game, switch to the
Watch mode. You'll see
two computer goliaths
go at each other, while
you enjoy your roasted
peanuts or popcorn. This
mode is also a good time
to look for strategies and
learn to better predict cer-
tain pitches. For the real
diehard baseball afficiona-
dos, the Pennant mode
will earn you the much-
coveted pennant after
you wallop five of the 12
teams. The good news is that
every time you win over a team
you get a password that lets you
play the next team. If you lose, you
can play the same team again and
again until you beat them.




Let fly with a curve ball.

Watch out for stray pitches.

with a pitched ball and he'll slump
over in.agony before he gets to take
his base.

You'll also get a chance to show
off your fancy moves in the outfield.
If your pitcher's having an off day
and they're getting some hits off
you, you'll have to show some hus-
tle. Make a diving catch in center

Go for a diving catch.

field. Go for an impossible
double play. When a runner
tries to steal, throw him out.
Come on, let's see your stuff!
When you're at bat, adjust
your stance and swing at home
plate by shifting around in the bat-
ter's box. Decide to go for a bunt,
or a home run. Hit a high fly ball
and send your runners back to their
original bases. Just like real base-
ball practice makes perfect. )
Throughout the game remember to
replace weakened players, bring in
pinch hitters or call time-outs!

Get great views of all the action
throughout the game, from player's
close-ups to bird's-eye views of the
ouffield. Hit a home run and catch a

A birds-eye view of the ball.

sweeping view of the packed
stands as the ecstatic crowd roars
and waves flags. No matter what
view you're seeing just glance at
the super-imposed baseball dia-
mond at the right of the screen to
see where the runners are.

The crowd roars when you hit a homer.

“But,” you say, “The season’s al-
most over.” No problem. If you want
to experience pennant fever all year
round, World Class Baseball is the
name of the game.
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Fantasy Zone (Sega)
Cheap Lives
To get some extra cheap extra lives
do the following...during the demo
§ ode’s story of the game, wiggle the
@ ntrol stick up and down quickly

over 50 times, then press Start. Build §

\ Up your Mmoney, then go to the shop
R and buy as many opa-opas as you

$ can afford for $1,000 each. This trick
will work only with the first shop you

enter

TOoP 2700 SHOT
$ 2000 i.BOMB

D

|
|
1
2500 1000 ‘x 1000

= | &

1000 § 1000

50 GAMEPRO Magazine

Phantom Fighter (Nintendo)
Passwords, Passwords
Passwords .

Here are some passwords so
YOu can take a sneak peak at
each of the amazing levels in thi
game. You'll still have to get th .
Special weapons on your ownle

Town5 4297 Rj1Z
RBQ ¢

Town 2 96N8 ZD72
B1Z ¢

Tonn3  Ms73 LLXD
H56¢

=

Toun4  8HDN 635

P3T1 2TDD

Town 8 7LXZ 7Y76




getas many
jo an aread

D
Th/s paSsWOKI PEN
A.f 'al extra Ord alsg
Qualities; IVES You
/ o

_ : 7anac (Nintendo)
©S, picki Qeuad aroung e N Yes, it's another 7anac Continue
ime Yp the 10 ’ . To keep going on the 11th and 12th
Oull hayg % areas after your ships are depleted
You quite | 4o the following...\When your game
is over setthe ship to Continue oN
the title screen. On Controller 2 hold \
Down, Up. Then press Start on :
Controller 1.

Continued on Page 52
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Marble Madness (Nintenda)
More time
If you want a couple of extrg sec-
0nds added on to your time on the
second level, try this...Put two
players on and select the marble
that you want to finish the game
with. Have that marble win the
= ace. Then, on the next level, the
one who won the last race js
§ awarded an extra five seconds.
\ his works on any level,

NN S

et yo e courts e IS

W t
i( ysply on every ee om the
el

ond - 7th matches!

Racket Attack (Nintendo)

/g /]
ere are SO 5] paSSO ds tl at will

B -
4th Match: PSFRCH

i \

e / ; : :
. 4 . /ldvelll‘ﬂl'es of Lolp (intenyg)
2 ! .S'ecallllleml Passwal'd

ere’s g Passworgy that Jets You start

» " : :
852  GAMEPRO Magazine . y ;

econd g of Lolo, Room 5.
BMBy




power Strike (Sega)

Weird Extra Level

To play a strange hidden extra level
in Power Strike Iry this...When you
make it to the very end of the game
press Select, then Continue. This
starts you at leve! 00. Its & strange,
ultraviolet light colored level. Re-
member, you've gotto finish the
game for this trick 10 work.

B Nere’s a it py

§ This it
in-7 ;gszaSSWO’ d gives
record with thoys%upa -
eren-

g Win -

2
€cord won't wir

1 you the
o: Dennam_ So

GEEDFBH

N

Hunter (Sega)

Energy and

September/October 1989 88



Bases Loaded (Nintendo)
| Could’ve Been a Contender!

It takes the right team to win the
pennant. Your team has to have
speed, power, durable starters, and
unflappable relievers. Hey! This
ain't no beauty contest! It's base-
ball. If you don't have team bal-
ance, you're just another also-ran.

So, here’s a quick overview of some
of the Bases Loaded teams:

Philly

A well-balanced team. Good hitting
and pitching. Gantos is the #1
starter. He's got a great fast ball and
the best vertical curve. Oko is
ranked in the top ten for average
and home runs. Their leadoff hitter,
Jones, has great speed and is an
excellent base stealer.

/4

Very good power, but average
pitching. Fendy finished 2nd in
home runs and 5th in batting aver-
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age. Best base stealer is Gomez.
The #1 starter for DC is Morgan.
He has the best velocity on his fast-
ball and the best movement on

his curves.

Boston

This offensive machine is the top
home run hitting squad in Bases
Loaded. The entire front half of the
batting order could pop a dinger at
any given at bat. Freida is 2nd on
the batting average list and 3rd on
the home run list. Lots of speed sit-
ting on the Boston bench, including
the fastest player in Bases Loaded;
Uma. Pitching is solid, but not
spectacular.

Jersey
Here lives the best baseball player
to ever step into a Bases Loaded
contest. His name is Paste, and he
carries an average team on his
back. He is the leader in batting av-
erage and home runs. He makes
opposing pitchers tremble in fear.
The rest of the Jersey team is aver-
age. The Jersey pitching staff is
below average. Well...you can't
have everything!

Lord of the Sword (Sega)

Lots and lots of people have written
to ask: “Where do you find the three
keys in Lord of the Sword?” We
checked with Sega and here are
their suggestions.

Begin on Tegea on the continent
of Areos:

The Heaven Key

Head south 16 small squares.
When you come to a block of sand
standing by itself, press Button 2
and a secret invisible monument will
appear. Use the spell “Come,
lason” to go into the monument.
Search the monument for the trea-
sure chest that holds the key.

The Earth Key

Head west 16 small squares and
repeat the same procedure as for
the Heaven Key.

The Hell Key

Head north 10 small squares and
again repeat the same procedure
as for the Heaven Key.

The Adventures of Link

(Nintendo)
By the Eliminator

Which items are in each of the
palaces?

Parapa Palace  Candle
Midoro Palace  Handy Glove
Island Palace Raft

Maze Island Palace \Winged Boots
Fifth Palace Flute to make
the River Devil
move!

Cross to make
invisible ene-
mies appear

Sixth Palace

By looking thoroughly in each
palace, in every nook and corner,
you'll eventually find what you're
looking for! A word of caution—
don't forget the keys or other items
in the palaces after you defeat an
enemy boss. After you leave, the
palace will turn to stone and you
won't be able to reenter! If you've
missed something you'll have to
start over again.




Hoops (Nintendo)
An On-Court Who's Who!!

You can't tell a player without a
scoreboard. And in Jaleco’s Hoops,
it's real important to know who's
who. You can't defend Mr. Doc the
same way you defend Legs.

Here’s a brief look at the play-
ground champs of Hoops:

Mr. Doc

MR .DOC

ALL AROCUND PLAVER.
CAN RUN, SHOOT, PASS
AND ORIBBLE.

Mr. Doc stands about six feet high,
making him one of the taller
players on the court. His shooting
range extends a couple of feet out-
side the paint, but every once in a
while he'll hit from long range. His
speed is above average, but not
quick enough to play the point.
Team him up with Barbie, Bomber,
Legs or Wiz.

Jammer

Jammer is slow-footed and a poor
outside shooter. So why would any-
one want him on their team? Sim-
ple. He's a defensive and rebound-
ing monster! Jammer has very
quick hands so he is good at steal-
ing the ball. Because he is slow-
footed, don't make him your point
guard. Team him up with someone
quick like Bomber or Wiz.

Barbie

BARBIE

ALL ABOUND PLAVER.

CAN RUN, SHOOT, PASS AND
KEEP UP YWITH ANV OF
THE PLAYERS.

Don't let her name fool you—she's
no doll! Barbie is quick and a
talented ball thief. She’s a streaky
shooter; when she's cold, it's a brick
city, but when she’s hot, look out!
Barbie makes an ideal point guard
and teams up real well with Face,
Mr. Doc or Zap.

Face

Almost unstoppable in the paint!
Face specializes in the inside
game - slamdunks, shot blocking -
typical “big” man skills. Face

has average speed and a strong
tendency to get called for “charg-
ing.” Don't use him as a point man.
Good teammates for Face are -
Bomber, Legs, Wiz, Barbie and
even Zap.

Bomber

BOTMBER

BEST OUTSIDE SHOOTER.
SUPER FAST.
THE PLAYMAKER .

Bomber is very quick and an excel-
lent ball handler. But his best skill is
his outside jumpshot. Bomber has
almost unlimited range (especially

when he's open) and loves to shoot
from the left baseline. Because
Bomber isn't much of an inside
player, he makes a good teammate
for the big men—Face and Mr. Doc.
He also can be teamed up with
Zap for a dangerous outside
shooting duo.

Zap

An outside shooting big man? Any-
thing is possible in Hoops! Zap has
an outside shot that rivals Bomber's.
He has average speed and can
slamdunk with the best of them. He
is a below average defender. Good
teammates for Zap are Wiz, Legs
and Jammer.

Legs

A demon ballhawk. Legs is small
but a great rebounder. She has
quick hands, so she is extremely
talented at stealing the ball. Be-
cause of her agressive playstyle,
she'll get called for pushing

and charging fouls occasionally.
She teams up well with Mr. Doc,
Zap and Face.

Slam dunk with the best of them.

An excellent playmaker. The best
passer of the players and very
quick. The prototype point guard.
Below average outside shooter, but
a great defender. A duo with Mr.
Doc, Face, Jammer, or Barbie
would be a tough team to stop.

Cbntmued on Page 58
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Stock up on this great stuff before
someone beats you to it!

10A. The Super Poster. Show you mean business
with this huge (18"x 23") wall poster. $1.95

: 11A. GamePro Explosion T-Shirt.
Show you're a cut above the rest with this cool
100% cotton shirt. White only. Specify S/IM/L/XL. $7.95
11B. GamePro Hero T-Shirt. Be a part of our hero’s adven-
. ture.100% cotton. White only. Specify SIM/L/XL. $7.95 -
124, Gool Cup. Keep your drinks as cool as your game
. moves. Holds can or drink insert (mcluded)
‘Black or red. $2.95
Basehall Cap. Be a part of our dynamic team with this
cap. Adjustable White only. $6.95
[ ake a statement wherever you go wntr
otton towel 30" x 60", $14.95



CSG IMAGES@FTINC |

Thrash, Bash, and Smash the Competition. 2

Team USA is on its way in the Super Dodge Ball World Cup Championship.
From out of nowhere, this scrappy bunch of rookies are fighting
for a long-awaited grudge match with the undefeated, defending
world champions, Team USSR.

Have you slammed into Super Dodge Ball yet?

— EnTERTAINMENT

Score Big with
the Ultimate
Pinball Game!!

Hey! get with the program! In
Super Sushi Pinball" you either
fish or cut bait. But be careful, = 8 ACTION PACKED LEVELS OF PLAY
= EXCITING AND REALISTIC TILT FEATURE

if you try it once, you may get
hooked. = UP TO 4 PLAYERS AT A TIME

SUPER DODGE BALL™ s distributed by CSG ImogesoffInc. Los Angeles, CA. “CSG Imogesofi™* and “Imagesoft™* are radsmarks of CSG ImogesoftInc. "SUPER DODGE BALL™" s o frademark of Technos Japan Corp, ©1988 Technos Japan C3
and Ninend ooty ot eatames o Kistoode of Amares In. SUPEIZSUIRH PINBALL' s & rodomark f CBS/Sony Group Iné. ©1988 CBS/Sony Group nc. i e




Black Belt (Sega)

How to Defeat Each Enemy
By CA.T.

Sega’s Black Belt is still one of the
best martial arts games available
for any game system. In Black Belt
you're Riki, master of all arts. Your
beautiful girlfriend Kyoko has been
captured by your arch enemy
Wang. To save her you must fight
your way through a world scourged
by nuclear war. There are six chap-
ters of fighting action. At the end of
each chapter you face a big enemy.
Each enemy is well-trained in differ-
ent fighting styles. To defeat these
enemies you will have to use spe-
cial moves and techniques. Here is
a list of your foes and the ProMoves
to use to defeat them.

Chapter 1

iup
BHRI;TER

The first enemy you fight is Ryu, a
Kung Fu Master. He comes at you
throwing kicks and punches to your
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body and head. The best way to
defeat Ryu is by jump-kicking his
face and following that up with
punches to his head and body. A
punch to his face when his energy
runs out will finish him.

Chapter 2

1UP 203

CHAPTER R
2 Hi

Now fight Hawk, a street punk
armed with boomerang-throwing
stars you must jump over or duck
under to avoid. When fighting Hawk
stay close to prevent him from
throwing his stars. Quickly punch
and kick his body and face. A kick
to his head will put him away.

Chapter 3

259200
T

259200 TOP
RIKI 1ME
ON as

1up
CHAPTER
3 [

Gonta is your enemy here, a sumo
wrestling master who packs a lot of
weight. He likes to charge with a
straight arm and hit you with his
stomach by jumping up and down.
Jump over Gonta when he charges
at you. Don't kick him while he's in
the air or he'll sit on you! jump-kick
Gonta to the face continuously while
you defeat him. Do this immediately
when he's against either wall.

Chapter 4

Oni studied long and hard to be-
come a shoalin priest. His reflexes
are lightning fast and he's usually a
counter-puncher. He's only vulnera-
ble when he tries striking first. Stand
still and let Oni move back and forth
at you. The third time he moves to-
wards you is when he’'ll punch.
Move backwards when he gets an
arm’s length away. As soon as he
misses his punch move in and
punch his mask once. Keep doing
this and you'll be the victor.

Chapter §

iup
OHﬁgTER

Go up against Rita, a Karate expert.
Her favorite move is the high-flying
jump-kick. She also likes throwing
flurries of punches and kicks. The
best way to wear out Rita is by
punching her in the face and body
when she’s against a wall. You can
also jump-kick her while she’s in the
air and she'll stay suspended in
mid- air for a few seconds. While
she's stuck there get in a flurry of
punches and do some damage.



To put her away, you must hit her
with a high-flying jump-kick while
she’s in the air attempting her own.

Chapter 6

Now you finally face Wang, your
arch enemy. Wang recieved the
same martial arts training as you, so
defeating him won't be easy. Do
jump-kicks to his face when he's at
the right distance. Punch him when
he’s coming down from a jump-kick.
jump-kick his face and then imme-
diately punch it to finally defeat
Wang and save Kyoko.

Tower Toppler (Atari)
ByB.A.J.

If you've made it to the very top of
the last tower (edge of doom)
you've got a choice to make. You
must enter one of four doors and
only one is correct. To finish this
tower, choose the third door from
the right.

Airball (Atari)

Sight Without Light
ByB.A.J.

In darkened rooms it is possible to
see without using lighted objects:
simply maximize the contrast on the
TV, adjust brightness to desired
level, then increase color so room
becomes visible.

Phantasy Star (Sega)

By Gary Barth

Once again, we've received more
mail on Phantasy Star than on any
other single game. Check out the
special Phantasy Star feature in the
ProView section. In the meantime,
here’s the answer to one of the most
commonly asked questions: “When
should Myau eat the nuts in order
to find the Dark Castle?” And,

“How do you get the aeroprism to
work to show you where the Dark
Castle is?”

Well, here’'s what to do: Return
to Scion on Motavia. North of Scion
is the Baya Malay Tower. Head to
the top of the tower. You've got to
find your way through the maze!
Raise the aeroprism in the air and
you'll see the Dark Castle. Have
Myau eat the Laerma nuts. She'll
sprout wings and fly you to evil
Lassic's lair!

Mighty Bomb Jack (Nintendo)
By The Game Freak

Collect the bombs in the correct
order and you'll open the door to
the Room of the Slave in Level 13.
The bombs in the passage are like
this:

n o> e
123
654
A ,.:>
7838
<._—._
121110
Lo
18 14
-
171815
e
x 181820
282221
et
2524

Opens the
door to
Room of
the Slave

If you collect the bombs in the order
shown, the cannon will sound,
opening the door and giving you
10,000 points!
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NINTENDO

Super Pitfall
Get Frogs for Extra Lives!

f

Try this! At the starting point (you
begin the game with 20 bullets), get
the gun that ups your bullet count to
40. Jump over the first waterfall to
the right, kill the frog and jump just
before the second long ladder to
the right for a gun. Get the gun and
continue to the right. Fall down the
opening in the floor and go down
the ladder. Go left, kill the frog, run
to the left just barely past the ladder,
go back to the right and kill the frog
again. Each time you run to the left
and go back to the right the frog
should be back. After the seventh
frog is killed, you'll hear a musical
sound and receive five extra lives.
You earn five lives for-every seven
frogs killed.

There.are-other frogs through-
out the'game that let you do the
same trick. The quickest way to find
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out if it is an extra-life-giving frog is
to kill it, run to either the left or the
right and return quickly. If the frog
has returned, it's probably a bonus
frog!

Cindy Taylor, Spokane, WA

Bases Loaded

Keep from Getting Ejected

I've discovered a secret on Bases
Loaded on how to keep a player
from getting ejected after he fights
the pitcher. After he finishes fighting
press A and B at the same time real
fast and the player should stay in
the game.

E. Kariem Belcher, Glassboro, NJ

Super Mario Brothers 2
An Easy Way to Beat Wart

I'm so excited because | have just
~ stumbled upon the ultimate tip on

beating Wart in Super Mario Broth-
ers 2. Just catch a vegetable and

jump behind Wart. He will keep on
shooting bubbles as if you were in
front of him. Then, when he opens

his mouth, throw: the vegetable init.
You can't miss! Believe me, it's
110% easier than standing in front
of him!

Andy Coombs, Madison, WI

 Life Force
Special Bonus Points

30 28t Sl AR AT

Run up your score by blasting
through the very top wall at the end
of Stage 1 for 5,000 points. In Stage
2 take the middle passageway near
the volcanos for another 5,000 point
bonus.

Nicolas Boileau, York, PA

You can also blast through the bottom wall
for the same results! - Ed.

1943

Secret Password

| found a mission code for 1943. It
takes you to Mission 23. The pass-
word code is: TX29U

1943

v
Tx20900
PLEASE PRESS START BUTTON

612834567809
ABCDEFGHIJ
I'{LHN()PQRST
U ¥ WXYZ RIN F¥d

Kent Henderson,Columbia, SC

Continued on Page 62.



BAD DUDES MAKES
DOUBLE DRAGON PALE
BY COMPARISON

Ask anyone who's played them both in the arcade. Bad Dudes is
clearly the game of choice. It's no contest.

BAD DUDES has better graphics. Better action. Better playability.
From the arcade to the Nintendo to computer formats, you can
count on a better game with BAD DUDES. And we're even
available on more systems than they are.

The joystick play is incredible —fast, smooth and responsive.
And the game play and graphics of the home versions are
amazingly frue to the arcade original.

Check it out for yourself. The martial arfs excitement of

BAD DUDES makes Double Dragon play like a dinosaur.
One soon fo be extinct.

BAD DUDES. From Data East. Now available on Commo-
dore, IBM, Tandy, Amiga, Atari ST and Apple Il personal
computers and the Nintendo Entertainment System.

© 1988 DATA EASTUSA,INC.

Inc Licence from Technos oy

joint publcaton o Arcodia ond Trodewest.
1988 ond TM Trodewes, Inc icensed from Technos,Japon.
Double Drogon Arcode: © 1987 TAITO AMERICAN CORPORATION




Ikari Warriors II: Victory Road
Secret Tunnel

Ptnnfq& f é; f'x%?

If you 've gone through a level with-
out having to use the continue, try
this. When you come to a tunnel at
the end of the stage use a grenade
to blow it open. Then push Select
and put on the armor. Enter the tun-
nel with the armor on and there will
be one boomerang and three
bazookas. If you enter the tunnel
with the wings on, you will receive
one sword and three boomerangs.
Itis very important that you blow
open the tunnel before you push
Select or it will not work. It is equally
important that you push A to put
the armor on before you enter the
-tunnel.

Jamie Chronister, Littlefield, TX

SEGA

Enduro Racer

Round Select

When the title screen appears
move your directional pad Up,
Down, Left, and Right. When this
sequence is over you'll see a small
number at the right hand portion of
the title screen. Choose from
rounds 1-10. Use the directional up
to select the round you want!

Luis Faustinq,,,Sah Jose, CA

Transiot
Secret Command

3 h@r’ﬁ# ‘Before the power switch is turned

on press Button 2 and down on the
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directional pad. Turn on the Sega
Master System and wait a little while
until a screen appears with the four-
secret commands. These are four
special options you can turn from off
to on. The four options are:

1) Ten men,

2) Arm Power not Decreasing,

3) Life Power not Decreasing,

4) Slow Roulette Move (slows blink-
ing of the weapon select).

Jocelyn Briones,Oxnard, CA

When you're done with your selections push
Button 1 on control pad 2. You can try this
with two players as well. - Fd.

Alex Kidd in Miracle World
Secret Underground Water World

When you are in the water with the
Octopuss, destroy the first one you
come up to by hitting him in the
face. After he's gone put Alex’s

: stomach on the treasure chest, and

you'll find it is a secret passage way
to another water world. This hidden
bonus level has a lot of money and
a free man!

Also, there’s a way to continue.
If you have at least $400 left when

the GAME OVER screen appears,
hold up on the directional pad and
hit Button: 2 eight times. Then you
can continue!

Joe Amato, Toldeo, Ohio

Alien Syndrome

Typo in the Instruction Book!

The instruction book had a typo-
graphical error in it. You get an extra
life at every 100,000 points (not
every 10,000 points). Drat!

Melissa Reekers, Richmond, CA

Rastan
Unlimited Continues

FUSH BATTON

mﬁ'h“
A TO
©®© TAITO CORPORATION 1988

ALLE RIGHTS RTSTRVED

To get unlimited continues on Ras-
tan during the title screen push
Down, Left, and both Buttons 1 and
2 simultaneously and hold. You can
tell if you did this trick successfully
because Rastan will be witten in
blue instead of gold.

Chris Roberts, El Paso, Texas




triggers of a plasma-drive galactic
fighter. And more than one horde of
fungal-faced aliens has bitten the
interstellar dust for standing in your
way. But now...

Star Soldier Sweepstakes! Over
100 Prizes! Anyone can win!
Here’s your chance to hobnob with the
enemy. 1st PRIZE: One lucky hero
will win an all-expenses-paid trip to
ney/MGM Studios (home of the

© 1989 Hudson Soft. Mfd. under licen

alien) for himself and hi
PRIZE: Another savvy fighter will
receive a Sony portable stereo/CD
player. 3rd PRIZE: One more galactic
pilot will win a Casio digitizing
sampler keyboard. 4th PRIZE: One
hundred electronic warriors will
receive sizzling pre-release c
the next fast-action Taxan game,
before they hit the stores.

enter, just cut out lhcuvupnn

e box top, and mail to: Taxan Star Soldiers Sw
61 Nortech Pkwy., San J¢ A,95134.

‘orp. Nintendo and Nintendo Entertainment System are trademarks of Nintendo of America Inc

/ RULES:
must  be re b an. 30,
entry per person. Not responsible for posta
Winners will be chosen at random. Judges’ decision is final
Prizes won by minors may b rded in the name of
parent or

ployees (a

not eligible. All federa

where prohibited.
direct contact with Taxan

(name)
(street)
(state)

(
(phone)




NINTENDO
Metroid
Dear ASK THE PROS,

| have searched everywhere and |
can't find the Varia in Metroid. Can
you please tell me where to find it?

Andrew Wright
Seattle, WA

Dear Andrew,

You'll find the Varia in the green block
area of Brinstar. Once you've reached
the green block area go to the right
through the pipe tunnels. After you're
through the tunnels head through the
next blue door to your right. Move
halfway in between the blue door you
Jjust went through and the next one—
you'll see them both on the screen at
once. Next, shoot straight up and you'll
blow a tunnel through the blocks.
Jump up into the tunnel you've created
and keep jumping until the blocks form
beneath you. Next, run and jump up
high to the blue door on your left. Fight
your way through this passage to the
left until you come to a red door.
Through that door is the Varia!
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Karnov
Dear ASK THE PROS,

How do you defeat the Snake Lady
in Level 4 of Karnov?

David Fleece
Cuyahoga Falls, OH

Dear David,

We think the best way to handlle the
Snake Lady is as follows: Use the
wings and fly up to where you have a
Clear shot. Then, as the Snake Lady
comes down, shoot her in the face con-
tinously. Remember, though, that your
wings will wear out so you've got to
move quickly! Dodge and shoot rapially
and you'll do the Snake Lady in in no
time at all.

SEGA
Golvellius
Dear ASK THE PROS,

In Golvellius, Valley of Doom, | can-
not find the Aqua Boots or the Ring
of Invincibility. | have been looking
for months and | need them to fight
Fosbus. Can you help?

Allen
South Carolina
Dear Allen,

Sure we can help. First, the Aqua
Boots—you'll find them in the beach

area. Make sure you can carry $20,000

and then head for the beach. Follow

the river to the south and then cross the

bridge. Head to the northwest until you

reach two lakes with rats milling around

them. On the right hand side of the
larger lake is a palm tree. Hit the bot-

tom right side of the palm tree and a
hole will open up on the sandy beach
at the top of the screen. Just jump in
there and buy those Aqua Boots for
$20,000!

o 9
Je
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As for the Ring of Invincibility, head
to the Swamp area. You'll need
$10,000. Go to the meadow and head

south to an area of dead trees. Head
southwest through the dead trees. In

the farthest southwest corner you'll find
a little lake with an island with a patch
of bricks in the center. Kill a few beast-
ies in the area and a hole appears on
the island. Pop inside and buy the Ring
of Invinicibility for $10,000.




AMBITION'

HE PAST,
YOU MAKE THE HISTORY.

Sixteenth Century Japan was controlled by feudal lords. Each
ruled a single fief, each wanted to become Shogun and rule the
entire nation. One man, Oda Nobunaga, came close but failed.
He paid the penalty for failure, death.
Take Nobunaga'’s place and unite Japan. On the battle-
field, control your troops in close tactical detail. Take ad-
vantage of terrain, attack and retreat. Administer the areas
you control to increase their wealth. Negotiate with other
lords, or perhaps you would rather just send Ninja.
eler i yapa® Battery backed up memory means you can save your
games. Nobunaga’s Ambition is historically accurate and comes
with a detailed map, poster, and historical notes.
Unite Sixteenth Century Japan with Nobunaga’s KOEI
| ———|

Ambition. Available where Nintendo games are sold.

pest S




By The Eliminator

NEC's TurboGrafx-16 is scheduled
to arrive in the United States this
September so we decided to give
you a sneak peek at a hot Turbo-
Grafx overseas prospect from
Japan.

Namcot unleashes credit-card
sized video games that duplicate
arcade-quality graphics and crisp
animation, coupled with full-bodied
musical scores. Made to be played
on the gaming unit known in Japan
as the PC Engine, and in the United
States as TurboGrafx-16, these new
games are second to none. The
fast-paced action of these sophisti-
cated “smart cards” are as fiery in
proportion as the game Dragon
Spirit. Here's hoping this popular
Japanese game will soon be avail-
able for the TurboGrafx-16.

Time Machine

The storyline transports you to King-
dom Cloud, a medieval fantasy
world filled with mythical wonders
and prehistoric monsters. You are
cast as Amul, a brave warrior. Your
task, to rescue Princess Alicia from
her demented abductor, Zawell. You
must stop Zawell before he sacri-
fices Alicia in hopes of rejuvinating
himself.
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Wielding your mighty sword on
top of the mountain you are
transformed into a blue
dragon, with a majestic
wing span and torching fire
power. This odyssey takes
you through eight tortuous

areas of fierce encounters

with nature’s harsh ele-
ments, as well as a mena-
gerie of prehistoric creatures.

Karusto
Begin your mission in the rocky
area of Karusto, where you fly over
a long, treacherous river inhabited
by fire-breathing sea dragons.
Watch for fireballs hurled
feverishly at you from

Fly over a treacherous river.

behind greenery. In the skies are
deadly bats and pterodactyls. Grab
one of the eight power-ups and you
might transform into a three-headed
dragon, intensify your firepower, or
speed up your dragon’s movement.
At the end of this area you come
face to face with Ryu, a foe with a

{

Continued on Page 68

Ryu is a formidahle foe.

ILLUSTRATION: CARL BUELL
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long, serpentine neck. Ryu is out to
fry you and stop you from venturing
to the next level.

Volcanic Mountains

You've reached the Volcanic Moun-
tain area, where angry volcanoes
spew molten lava and fill the air with
ashes. Rumor has it that the

e ex e

Watch for erupting volcanoes.

Phoenix reign over this region. Fend . ;

off fierce dinosaurs and dodge
bursts of hot lava aimed at you.
Once you journey safely out of this
inferno you must destroy Hinotori,

the master of the Phoenix, who is
big and mighty in all-his splendor.

The Forest

Next, travel through d dense Forest,
inhabited by poisonous flowers, bull
frogs and beehives of gargantuan
proportions. Here lurk the giant red
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Poisonous flowers are everywhere in
the forest.

flowers that emit deadly spores.
By concentrating your bombs on
the roots before the spores appear,
you will overcome this menacing
obstacle.

The giant red flower shoots deadly spores.

The Desert

The Desert is strewn with sun-
bleached bones and boulders. Fly-
ing dragons and scorpions greet
you and attempt to lead you to a
fiery death. Gameplay speeds up

T Son X w Nl 7 5 ,
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when-you grab three red items and
increase your firepower by one
level. Two blue items will transform
you into a three-headed dragon.

. Destroy the ghastly skeleton of a

monstrous pterydactyl and you'l
move on to the next area.

The skeleton pterydactyl. &
The Cave

Fire-breathing frogs and creepy spi-
ders thrive in the damp, dark Cave
area. Fight your way through the
jagged teeth of shifting cave walls
that try to enmesh you. Armies of

S0 € HEESss

Cave walls close to crush you.

blood-sucking bats make vain at-
tempts to defeat you. Eliminate the
enormous mother spider and stop it
from propagating its own kind. Fire-
balls hurled by the tiny spiders
could put an end to your journey.
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Mother spider and her babies try to catch
Yyou in their webs.

The Glacier

You are transported to Glacier, a-
world of freezing temperatures, ice
floes, sea dragons, and prehistoric
beetles. Use your firepower to torch

You'll negd all your firepower to meltice
barriers in the glaciers.

your way through the walls of ice.
They'll crackle and sizzle from the
heat. Defeat a Serpentine enemy
who'll put your strength and stamina
to the test.

=5

This serpentine foe lurks in the glacier.

The Palace of Evil
You've reached the entrance to the
Palace of Evil. First, get past the fire-
ball-spitting gargoyles-who stand

as sentinels. The onslaught of giant
centipedes, turtles, and spiders
seems endless: Your final

encounter with the three-headed
serpent, Yamata, is a battle to re-
member. Aiming flames at each of
his serpent heads will send'each
one to an explosive end.

e
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Yamata, the three-headed serpent.

The Palatial Lalyrinth

As you battle your way through the
Palatial Labyrinth, hordes of turtles,
slimy toads, and spiders continue
to put your endurance to a test.

o
Watch for sinister spear traps.

Poisonous plants emit fire-like :
ejecta as you face the danger of .
being impaled by retracting spears
that block the entrance to Zawell's
hideout.

Finally you come face to face
with the half-man, half-serpent
Zawell. His horns can hurl a swirling
blade with a lethal edge to slice you
into dragon cutlets. He uses his

EEEEREEEEEEFEEREEPEED

magic sword as a shield against
your barrages of fire power. After a
- long, hard battle, Zawell is de-
stroyed. You glide over the red car-
" petleading to the palace entrance,
and are transformed to a hand-
some prince again as you and

and tranquility are once égéin re-
stored in Cloud Kingdom, thanks to
the Dragon Spirit.
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Taito is running a contest
you've got to enter! It's
simple. Justlook for the
entry blank atyour local
retailer. Read the brochure,
answerthe questions
correctly, mail in your entry
blank, and you’re in line to
win some of the hottest
prizesaround.

Hey Yo—getthoseentry
blanks in early and you
might get some cool prizes,

CAPCOM DONATES GAMES TO HOSPITALS

like buttons and T-shirts. If
you win second, third, or
fouth place, you'll get fun
stufflike Ray Ban Sunglasses
and Side Out Sportswear.
Say—if you win the Grand
Prize you, a friend and two
parents or other adults get to
head to New York City to
visit MTV’s top-rated show,
Yo! MTV Raps, and meet with
arap star! ll

Beginning this past August,
Capcom, maker of such NES
classicsas MegaManIandII,
Strider, Mickey Mouseca-
padesand DuckTales,
donated $50,000 worth of
video game equipment to pe-
diatric wards of hospitals.
Capcom’s Vice President of
Salesand Marketing, Joe
Morici, points out that “For
some hospitalized children
who areimmobile, video
games are one of the few di-
versionsavailable to them.”
Thisis why Capcom has
decided to set up Capcom’s
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Children’s Cornersin pediat-
rics wings of California hos-
pitals. Each corner will in-
clude two Nintendo Enter-
tainment Systems, an Amiga
computeranda Commodore
C-64. Along with the systems
each hospital will get a com-
plete selection of Capcom
game titles, to be supple-
mented with new titles as
they come out! If things go
well, Capcom may consider
putting Capcom Children’s
Corners in hospitals nation-
wide.

NEC ANNOUNCES TITLES
FOR TURBOGRAFX

“All the Newii

NEChasannounced the six
software companies who are
developing titles for their
new gaming system, Tur-
boGrafx. Topping the listis
Hudson Soft, whose titles
Keith Courage in Alpha
Zones, Legendary Axe,
Dungeon Explorer, Victory
Run and Alien Crush are
available this fall when Tur-
boGrafx goes on sale. Hudson
Soft is also developing other
popular titles for TurboGrafx,

including World Class
Baseball (see thisissue of
GameProforasneak peek),
Power Golf,].J. and Jeff,
ChinaWarrior, Fighting
Street, R-Type, Blazing ]
Lazersand Military Madness.
Alsodeveloping games for
TurboGrafxareIrem (Vig-
ilante), NCS (Moto Roader),
Pack-In-Video (DeepBlue),
and NEC Avenue (Fantasy
Zone). Itlooks like anun-
beatable line-up! ll

i
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GALAXY OF GAMES

Watch for the Galaxy of
Electronic Games opening
its doors from November
17-19 at the San Jose
Convention Center in
California.

The show features a
display of more than 300
computer and video games.
Some of your favorite
popular game characters
are also planning to appear!
Exhibitors will show the
latest in software, including
MS-DOS, computer equip-
ment, peripherals, the hot
new hand-held games, and
the 16 bit home entertain-
ment systems.

The best news for all you

°|. gamers is that the show

features a 2,500 square foot

arcade area loaded with
games. You'll get to play
whatever game you like!
You can also try your hand
at some game contests and
treasure hunts.

If you make it to the
show, be sure to come by
and say hi at the GamePro
Booth. We'll be there with
our sister publication, PC
Games, which covers MS
DOS games. We'd love to
meet you!

Admission is $6.00 per
person and group discounts
are available. The show is
produced by Pinnacle
Productions, located in San
Francisco. For further
information, call (415) 346-
4281.1
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GAMES THAT
RECREATE THE PAST?

KOEIis bringing something
new to the NES—PC simu-
lation-type games like you've
never seen available for the
Nintendo.

InNobunaga’s Ambi-
tion, the first title released
for the NES, journey back to
sixteenth century Japan and
take on the role of a feudal
lord or Daimyo. Your goal is
to defeat all the other
Daimyos, unite the entire
country under a single ruler,
and become the Shogun! To
achieve this goal, you'll have
touse all the strategy and
tactics you can muster. Con-
trolyour troops on the
battlefield, administeryour
fiefs, keep your peasants and
army loyal, or risk revolt! In
addition you'll have to deal
with events you can’t

control, like the weather, and
other Daimyos!

Onetoseven playerscan
try to become Shogun at
once,and play is guaranteed
to never be the same for any
given game! Saveyour game
with the battery and you can
continue your quest to
become Shogunindefinitely.
A great game for the whole
family to play together!

KOEI s committed to
bringing out titles that
represent quality both in
terms of historical accuracy
and gameplay. With the
release of two more historical
simulation games planned for
late 1989/ early 1990, KOEI
should keep usallbusy
working towards our next
conquests! ll

NEED HELP? CHECK OUT THESE
GAME COUNSELOR NUMBERS

Here’s where to call to get
the answers you need to
solve the problems you're

having with your favorite

game:

Acclaim

(516) 624-9300
Activision
(415)329-7699
American Sammy
(213) 320-7167
Bandai

(213) 926-0947
Broderbund

(415) 492-3500
Capcom

(408) 727-1665
CSG Imagesoft
(213) 858-3777
Culture Brain
(206) 882-2339
Data East

(408) 286-7074
FCI

(312) 968-0425
Gametek
Nintendo Game Line
HAL America
Nintendo Game Line
Hi Tech

(212) 941-9703
Hudson Soft
(415) 495-HINT
Jaleco

(312) 647-7077

(Remember: Unless the number you are calling
is an 800 line, it’s a toll call and you pay for the
call.)

Koei

(415) 348-0200
Konami

(312) 350-1268
LIN
1-800-628-3579
Milton Bradley
(413) 525-3545
Mindscape
(312) 480-8715
Nintendo Game
Counselor Line
(206) 885-7529
Romstar

(213) 539-2744
SNK
1-800-PLAY SNK
Sega
1-800-872-7342
Seika

Nintendo Game Line
Sunsoft

(312) 350-8800
Taito
1-800-663-8067
Taxan

(408) 946-9500
Tecmo

(213) 329-5880
Tengen

(408) 433-3399
Tradewest
(214) 874-2683
Ultra

(312) 350-1263
Vic Tokai

(213) 320-1199
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GAMEPRO is the magazine for the player who is
serious about having big fun. Each issue is action-
packed with all the cutting-edge info you need to
be the best player anywhere. Our Game Pros-
search out the most in-depth tips, strategies, and
secret moves to keep you at the top of your form.
And you won't want to miss out on the probing in-
terviews, pre-released and overseas game re-
views, the latest technology, and a dynamic look
that will knock your socks off. So subscribe to
GAMEPRO because like you, we're a cut
above the rest.

Use the convenient order card or enclose your
name, address, (including zip code), age, and
game system with a check or money order

for $18.97 to:

GAMEPRO Magazine

Circulations

PO. Box 57138
Boulder, CO 80322

(Foreign residents add $10.00 per year, U.S. funds only.)
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By Steve Massey
Like any serious gamer,
Greg Fischbach plays to
win.

Acclaim Entertainment
postshuge scoreswith Greg
Fischbach atthe controls and
the company continues to
thrill Nintendo users with
releases like [ronSword, the
sequelto Wizardsand
Warriors. And, says Fisch-
bach, since NES gamers will
number 18 million by the end
of this year, we can expect to
see Acclaim stay among the
top of the industry’s hottest
developers.

“I'look for a beginning, a
middle and an end [ina
game]. And continuity. Ilook
for a theme that carries itself
throughoutthe game,” says
Fischbach, Acclaim’s found-
ing Presidentand CEO. “A
game that’s too easy is not
good and a game that’s too
hard is not good. It’s got to be
across between the two.”

Inless than two years,
Acclaim’s gutsy management
style netted the company
some $50 million in reve-
nues. That’s awinning score
inany game and Fischbach
says Acclaim’s line of Nin-
tendo-compatible games, VCR
and hand-held games will
keepthe growing company a
big contender in the cut-
throatsoftware industry. The
key to successis flexibility
and diversity, says Fischbach,
aformer entertainment
lawyerand president of RCA
International. Alwaysready to
stretch its legs into new
markets, the company formed
Acclaim Japan Ltd., to
developand market Acclaim’s
home entertainment products
for the Japanese market.

“We're different from alot
of our competitors in that we
feel there’s an advantage to

not having a dependen!
developmentgroup that
works solely with us,”
Fischbach says. “We have the
privilege of searching the
world, in essence, to look for
good product and good
developers.”

This diverse development
base has provenitself; Wres-
tlemania, Wizardsand
Warriors and the incredible
sequel, IronSword, were all
developedin England by a
group called Rare. Acclaim

“I think we have a
long way to go before
we exhaust the
capabilities of Nin-
tendo’s machine.”

home video products are
also developed in America,
Australia and elsewhere in
Europe. Although willing to
test almost any market for
its products, Acclaim is dedi-
cated to Americanvideo
gamers. Locatedina New
Yorkvillage called Oyster
Bay, Acclaim executives are
sure thatthe best fantasy and
role-playing games of the
future will come from the
United States market.
Acclaimstrategiesinclude
releasing games thatappeal
tobroaderaudiencesand
gamesbased on hitmovie
themes. Fischbach says
gameslike Othello—which
boasts enough computer
powerto provide even the
best strategists with stiff
competition—are agood
market niche, since the age of
computer gamersisincreas-
ing as software improves.
Butas much ashe’s
willing to take a risk, Fisch-
bach is cautious, particularly
in the development of games
based on box office hits.
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“Anything in a limited
sense works,” he says. “If
the consumer thinks that
you've deceived him by
using popular license, such
as Rambo or Wrestlemania,
and then haven’t been able
to follow through with a
product that’s on it—you
only get one chance to do
that. We believe we have to be
very careful with movie
themes. Licenses just can’t
be used willy-nilly. The sec-
ondary meaning of the
license has to have some
sort of relevance to the
consumer who’s going to
buy it.”

Fischbach hints that
Acclaimis “cautiously”
preparing to release video
games converted from movie
titles, but he’s tight-lipped
aboutwhattypes of games
homevideo fans should
expecttosee.

“We do have movie con-
versions, but we’re not talk-
ing about.it yet,” he says,
adding that gamers may also
see more titles like Othello on
the shelves of video retailers

soon. “We haven’t an-
nounced them yet, but there
are products we're develop-
ing that we feel will appeal to
a broader audience—even a
more mature audience.”

Asked about the impact of
new game units, such as
NEC’sTurboGrafx, onthe
software market, Fischbach
says, “I think we have a long
way to go before we exhaust
the capabilities of Nin-

tendo’s machine. There are
a lot of great machines—
like the Amiga and Atari
ST—but without enough
software to drive them,
they're interesting but don’t
make the market.” Nintendo
will have an NES unit in 16

percent of America’s house-

holds by the end of this
year.
Fischbach says he’s

content with the market that

existsfor cartridge-type
gamesand expects that
market to exist for quite a
while. But don’t expect
Acclaim to stand still and let
new developmentsin game
technology pass by. Fisch-
bach, also a past president of
Activision International, is
used to an ever-changing
industry. His company is

" one of 35 that have the right

to market and distribute
Nintendovideo gamesinthe
United States. And Acclaim
boasts the only wireless
infrared remote controller
approved by Nintendo.
And Acclaim’shand-held
electronic gamesallow

serious gamers to take their

action anywhere and feel a
challenge that’s just as fast
as the Nintendo version.
Older audiences can turn to
Acclaim’s powerful VCR
sports games to participate in
“live” football, golf, basket-
ball, wrestling or hockey
action.

‘Whetheryouenjoy hand- -

helds, action-packed Nin-
tendo games or VCR sports,
Acclaimis a company that
delivers. And with games that
match or surpass hit titles
like Night Rider and Airwolf
on the horizon, gamers na-
tionwide can expect to see
Acclaim at the top of the
home video industry for a
long time.

J
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Despite its position as the
umber one independent
pplier of video games for
the Nintendo Entertainment
System, Konami keeps on
finding new ways to make
sure you can play the hottest
leo game titles—no matter
Where you are.

- Konami, Inc., the wholly-
ed subsidiary of Konami
Industry Company, Ltd. of
Kobe, Japan, was estab-
lished in 1982 in Los Ange-
Ies. Like most video game
mpanies, Konami got its
start with coin-ops, produc-
ing such video classics as
“Frogger”, “Super Cobra”
and “Track and Field.”

" Today, the company is

ed in Buffalo Grove, IL,
where it continues to be an
arcade favorite with such
tifles as “Devastators” and
“The Main Event.” Despite
popularity of home
tertainment systems, 70%
Konami’s video games are
ftill introduced in coin-op
rmat to make sure that

ly the best titles are

ilable for your home

tem.

~ Konami expanded into
the home video game

ket in February 1987

th “Gradius”, an arcade hit
from the previous year. With
string of hits under its belt,
nami flew to new heights
th “Top Gun”—a million
py seller which walked

ay with the “Innovations
Award” at the June, 1988
Consumer Electronics

Show.

Konami is once again

gamers with the introduc-
n of its own line of liquid
rystal display (LCD) hand-
ield video games this

“Because of renewe

interest in video gaming and :

the enormous success we've
had with our NES software,
developing our own line of
hand-held games should be
an easy transition,” says
Konami’s Emil Heidkamp.

Konami’s hand-held
games make sure you can
enjoy exciting video action,
whether you’re cruising in a
car or spending an afternoon
at the park.

“Double Dribble”, “Gra-
dius” and “Top Gun” will be
the first titles available, with
hand-held versions of new
titles “Skate or Die”, “C” and
“Teenage Mutant Ninja
Turtles” soon to follow.

“We have some 200 de-

signers in Japan—and

they are the best in the
industry.”

Konami’s hand-held
games are easy to hold and
manipulate. Colorful back-
grounds combined with ex-
cellent visual effects will
keep players entertained for
hours at a time.

“Advances in liquid
crystal display technology,
better and more sophisti-
cated graphics and action-
packed special effects
should make these games
popular take-along versions
of their video game and
arcade counterparts,” says
Heidkamp.

Konami also continues to
make inroads in the per-
sonal computer game soft-
ware industry.“More than
18% of U.S. households own
home computers today, and
that percentage is increasing
rapidly,” says Heidkamp.
“We're ready to grow with
the industry, providing a
continuous library of popular

El I B

games for home computers
as the market expands.”

As the top third party
supplier of video games for
the Nintendo Entertainment
System, Konami cannot
afford to sit back and relax
on its achievements. With
sales projected to top $150
million for fiscal 1989,
Konami remains busy
developing new games for
the home entertainment
market. In fact, to market all
of the great new titles
developed without infringing
on Nintendo’s game per year
limit, the people at Konami
spun-off the Ultra Software
Corporation in 1988.

“We had more than
enough titles to do more
than the five games allotted
us by Nintendo,” says
Hejtmanek. “We have some
200 designers in Japan—and
they are the best in the in-
dustry.”

Three of Konami’s games
back up Hejtmanek’s claim;
“Metal Gear”, a game of
strategy that was the first
released by Ultra; “The
Adventures of Bayou Billy”,
the first video game to
feature three special action
elements (zapper power,
hand-to-hand combat and
driving action); and Ultra’s
“Teenage Mutant Ninja
Turtles” all were recognized
as winners of the CES
Innovations '89 Award.

“We are looking forward
to continuing our success in
the home entertainment
software industry and plan
to make great games for
consumers well into the next
century,” says Heidkamp.

But what about later this
year? What surprises are
Konami developing down
the line?

From Ultra, the two
newest games in the works
are “Silent Service” and
Kings of the Beach”.

“Silent Service” will be
the first sea battle game of
its type for NES, according
to Heidkamp. Players will
try to complete fictitious
World War II submarine
missions.

“It is much more than an
action thriller—it will be a
test of strategy and skill,”
says Heidkamp. “Kings of
the Beach” is a volleyball
game that allows up to four
people to play simultane-
ously.

Konami will have “Jack
Nicklaus Greatest 18 Holes
of Championship Golf”, fea-
turing holes selected by the
“Golden Bear” himself as
the toughest around, as well
as a yet to be titled sequel to
the million-seller “Top Gun.”

With the volatile and very
competitive video game
market expecting sales in
the billions, it is sometimes
the little things a company
does that create the loyalty
every company.is searching
to obtain. Konami has a toll-
free hotline for players who
need helpful advice on how
to play their Konami or Ultra.
games. The game counselor
hotline handles an average
of 3,500 calls and letters
each week.

“With the new complex-
ity, sophistication and
challenge of video games, it
is important for game
makers to stand behind the
players,” says Heidkamp.

It is that concern for
customer satisfaction,
combined with hot titles
available in many media,
that makes Konami the
success story that they are
today.
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* Are You Tired Of Playing The Same Old NINTENDO® Games Or Buy One You Didn’t Like?
* Tired Of Your Local Toy Store Always Sold Out Of Your Favorite Games?
* Tired Of Just Paying Too Much For Games & Accessories ?

THEN JOIN THE ULTIMATE GAME CLUB
& SAVE UP TO 20% OFF EVERY NINTENDO® GAME & ACCESSORY'!

We Buy, Sell & Trade New & Used NINTENDO® Games, Sega & Atari. As A Member You Are Entitled To The Following:

guarantee!

oOs N

before they’re available!

~

. We sell new & used Nintendo games at the lowest prices possible!
. We buy your used Nintendo games at the highest price possible!
. We provide prompt efficient service with a 100% satisfaction

We test & clean all used games for maximum efficiency!
We provide the largest stock of any other mail order firm!
. If we do not have the game you want in stock, we’'ll reserve it for you
& ship it to you as soon as we get it. We'll even reserve new titles

For every 10 friends you get to join the club we’ll give you a Nintendo

game of your choice Free! That’s right FREE!

8. We offer Discount Prices on practically everything PLUS monthly
specials on top of that!

We have a toll free hotline for all new memberships & orders
1-800-TOY-CLUB (1-800-869-2582) 9 AM-9PM EST! For people in CT
or Canada and any questions you may have dial 1- 203-388-6366!

©

10. We accept MC, Visa, check or money order!

11. We'll also give you a free Club Membership Diploma & subscrip-
tion to our quarterly Newsletter, Hot New Catalog plus details on

up & coming games.

12. You get all this for the low cost of $10! So Hurry! Membership is

limited!

How to Win at Nintendo
Over 40 games reviewed
in detail with secret
codes unavailable in
any other magazine.
Supply is limited!
List Price 395
Club Price 2.95

Suncom
Docking Bay 10™
ListPrice 1699

Nintendo T-Shirts &
Sweatshirts

Zeldall, Super Mario I,
Nintendo Logo, Super
Mario Club & other de-
signs. Youth sizes 6-16
Adult sizes S-M-L

Club Price  7.99

Tees List Price  8.99
Sweats 19.99

Nintendo List
[

Club
Bas Price  Price
Mesh 499 3.99

Cotton 599  4.99
Corduroy 699 599

The First 500 Members Get A Free Prize With Membership Worth Up To $100!

TO JOIN OR ORDER ANYTHING IN THIS AD DIAL 1-800-TOY-CLUB

Or Send Check or Money Order To: ULTIMATE GAME CLUB, 1491 Boston Post Rd., Old Saybrook, CT 06475

Suncom

Docking Bay 20™
Holds 20 Nintendo games
List Price 254
Club Price 22,99

Curtis Game Caddy

List Price  5.99 Club Price  4.99
Super Extendo Cal

6' extension for controllers & ligt

List Price  9.99 Club Price  8.99

Nintendo Cartridge Organizer
List Price  5.99 Club Price 4.99
Also holds 18 Sega cartridges

Nintendo
Entertainment
Center

Holds control deck,
zapper, 2 con-
trollers, 12 game
cartridges.  Also
holds  complete
Sega System
ListPrice 2799
Club Price  22.99

Nintendo Cartridge Cabinet

List Price  14.99 Club Price  10.99

Z-Bag Official Nintendo Carry Case
List Price  29.99
Club Price  24.99

Transporter 12"
List Price  6.99

Aladin Plastic Nintendo
Lunch Kit & Thermos
List Price 9.99
Club Price  8.99

Nintendo Rain Slicker
3 designs & assorted colors
ListPrice  14.99
Club Price  11.99

Club Price 4.99

Suncom

Mother Ship™
Control Enhancer

For use with Nintendo
Entertainment System™
Turns Standard Controller
into Joystick

ListPrice 1399

Club Price  12.99

Beeshu Jazz Stick
List Price ~ 29.99
Club Price  25.99

(see list next page for more
Beeshu joysticks)

Suncom
Transporter 4
List Price 6.99

Club Price  4.99

Kraft Deluxe
Starmaster Joystick
List Price
Club Price  12.99

Happ Competitive

Pro Joystick #500N
List Price
Club Price

14.99

14.99
12.99

NINTENDO o
ACCESSORIES PRICE
Bandai Super Controller 6.99
Bandai Mega Controller 59.99

Camerica Gift Pax (2 Freedom Sticks) 129.99

Camerica Freedom Pad 39.99
Camerica Freedom Stick 69.99
Camerica Supersonic Joystick 59.99
Camerica Video Blaster 29.99

Eclectic's Pro Play Home Arcade 249.99
Doc's Fix A Game
(cleans all video game cartridges) 9.99

Nintendo Beach Towels; Mario's Party,
Mario’s Beach, Mario & Luigi, Mario & Zelda 19.99

Nintendo Slumberbag 36.99
Nintendo Underwear 3/6.99
Nintendo Suspenders 6.99
Nintendo Belts 4.99
LJN Roll & Rocker 59.99
Tara Deluxe Game Pack 15 Game
Carrycase 11.99

cLuB
PRICE

5.99
54.99
119.99
34.99
62.99
54.99
25.99
229.99

8.99

16.99
32.99
3/5.99
5.99
3.99
49.99

9.99

© 1989 Ultimate Game Club. Nintendo®, sua" & Atari ®, are trademarks of Nintendo, Sega & Atari. Prices subject to change, we are not responsible for
typographical errors. Call us Iif you are looking far other Soga games or accessories not found on this list.



TO ORDER SEGA’S 16 BIT GENESIS — 1-800-TOY- CLUB

\TTEL POWER GI.OVE

Complete control at your fingert
List Price $99.99 b Price $89.99

ACCLAM REMOTE CONTROLLER
Gomplete Fresdon! No wires,no cordsl

List Price ub Price $34.99

RO meoromimon
SEGA GENESIS 16 BIT ENTERTAINMENT SYSTEM WITH ALTERED BEAST GAME TR e
INCLUDED. AVAILABLE NOW ! LIST PRICE $199.00  CLUB PRICE $189.99 o
LIST CLUB AVALABLE LIST  CLUB AVAUBLE HOMEWORK FIRST NINTENDO 30m VIDEO TAPES
PRICE PRICE PRICE PRIC NINTENDO GAME LOCK #1 & 2 BY KODAK
first Ni ! Leam trategie d
Genesis Power Base Converter 4999 _ 3999  NOW Last Battle 2 Now o prsal ™ ST icn prng0 T s ks 8, shrategies of 5, gemes o
Roirs You ko blay reauler Sege gumes 0n Gemolt) . (ot oo <4 oo List Price 14.99 ea. Club Price 13.99 ea.
Genesis Neadphone Set i35 1450 Now pace Harrler I .g Now Call us to order from our — =
Genesis Game Cartridges uper Hang .S 3 e NEW SEGA Gm
Alex Kidd Enchanted Castie 5499 4899 NOV. uper Thunder Blade 99 5599 NOW stock of 1000’ of | me WESELL WE SELL
5599 4999 OCT. hunder Fore Il 99 5099 NOW Nintendo & Atari Games OHE USED  NEW
Forgotten World 6599 5999 NOV. fommy Lasorda Baseball 39.99 34.9¢ NOw & Accessories Basketball Nightmare Now 12 00 . 39.99
Ghouls N’ Ghosts 6599 5999 NOW Phantasy Star Il TBA TBA TBA Caman Sllver SEPT 1200 : 3599
Goft 6199 5699 OCT. Hydide Special TBA TBA TBA foud Viastr Now 1500 4599
NOvV 1500 4599
SEGA GAMES SEGA GAMES SEGA GAMES | | Byamhebux NOV 1500 3298 4599 ‘
TME WE TME Golden Axe JAN 1500 4599
i i OGRS Sorambl Spi Nov 1500 s2e0 asoe
ction Fi y uper V 1750 39 59.99
gl o8 Bh = 1 ==d ] 4 i Tennis Ace NOV 1500 3299 4599
10 reat Football 1500 2899 4. i I 1aa% 8200
Beast 1 reat Golf 1 je Jackson Baseball 1500 2999 44 s . y 5
lox Kid Hi Toch World 10 " syl 968 o Won. Boy 3 NOW 1500 3299 4599
jex Kid In Mir. Woid 10 Y oz %0 2490 a7 World Games SEPT 1200 2699 3999
lex Kid Lost Stars 1 4 reat Voleyball Type 1 499 49
lien Syndrome 1 4. Hunt 3 Safari Hunt/Hangon 3 't By SEGA ACCESSORIES
tro Warrier 9. Cen: 104 Shanghai 104 3499 | | TILE LST  CLUI
Aztec Adventure 2. ing’s Quest il Shinobi 10, 44. PRICE PRICE
lack Belt 9; ung Fu Kid Shooting Gallery . X Sega Control Pad 17.99
lade Eagle 3D 1 4. X ord Of The Sword 1 Space Harrk 10/ r | 2 Contrl Sick 2299
Bomber Raid 1 4.5 X rap. Space Harrier 3D 1 X X Sega Light Phas 99  28.99
ia Games 1 4. X taze Hunter 3D 1 2} Sportspad Football X X X Sonaadc Gh!us wiadspter 29 4999
Carmen San Diego 1 4. 7 1 4. Spy Vs X Sega R: 99 29.99
Casino Games 1000 19 X iracle Warriors (Battery) 1 9, Super Basketball 1 X X AL Can ommw Nolds ‘a Carts a99
lifter . 2499 32.99 issile Defense 3D 1 4, Super Tennis. X X ALS Sega Entertainment Cent 22.99
Hunter 104 4. 7. opoly (t ) 1 34, feddy Boy g X & Beeshu Ummm Sick 9. 44.99
Cube Zone 104 4.99 44 Revenge 1 4, he Ninja 1 | | Beeshu Viper 499 1299
L 1000 2499 44! _ Tunder Blade 10! Beeshue Wireless Ultimate Superstick 6999 50.99
12 .99 44 Out Run 104 ime Soldie 12 44, ireless Freedom Stick 9 59.99
Er 9. 34.¢ Oul Run 30 b ran: g 7. ‘reedom Double k. 12999 109.99
16 Fighter Falcon 8. ! Gameu 10 34 gilante 12 44, Doc's Fix A Game Cart Cleant 8.99
Fantasy Zone o FPonoun L Batory) 1 34 Walter Payton Football 12 a4 Eclectics Proplay Home 24999 22099
ant I 4 ’mnmsy Star (B-umy) 34 Warrier Quest 124 Happ Comp. Pro Joystick #300XS 1 1099
antasy Zone 3 The Maze 1 2. Won. Boy in Monsterland 10 Happ Comp. Pro Joystick #: 1999 17.99
e 9 Power smke World Grand Prix X gggz IVIG& ? Storage Center 2 ,.gsgg 72399 |
X resting Y's (Battery) 1 39 a tom %
host Busters 9. Quartet 1 (yu| ! 10 24 Sega Master System 139.99
host House 9 Rambo .00 19! 99 | Zillon 1000 2 Guikanes GTaF Game Controller 1 %
ctal Defanse! Y 2. Rambo Il 00 194 Zillion/Tri Formation 1000 2 Advanced Gravis Joystick «
us SR

Broderbund's U-Force LJN's Roll N Rocker LEBO Video Game Carry Hartzel Video Game Organizer
Quentty | ||;9n;gmev yours today! Queantit limited-order yours today! Hokds complels Nintendo, Segn or Atar systom! Holds complets Ninleo, Sege, or Atr! o

A ton!
Club Price 79.99 List Price Club Price 39.99 List Price Club Price 23.99 List Price lub Price 23.99

i 50 O PATRS Lk
e

Happ Competiion o Joysticks

Model # Price Gt Prico
Hasbro Nintendo Trophies 300X 'OY A'an 0 99
Dt sioscachor edaPunchout & 300X for Sega 3% 1099 ]
oo et al 18 charncters! so0 e B e Edlectic’s Pro Play Home Arcads Nintendo 60m Video Tape ¥ Nintendo 60m Video Tape #4
Buy 6 of 1 character 499 000N for Nigtendo 2499 3599 You just need a 19" TV ¥ s your Ninknco oot passwords, ks & sratogies Leamallthe secrts & trateglestowinstage
Buyall 18at 000 for Atar 98 7 Sega or Atar system & you kna‘." na' % e on 22 of the by l':bgl:]aéa‘“ohc the hotestnw games

C 'ome coin-op arcade! like the real thing popular nsw james! ] Jame Hs& avail r game lie

Lst Price 9.99 Club Price 8.99 List Price 9.99 ClubPrice8.99  'ome coin-oparcadel Justl thing! Papiar new gar e e 17.99 it b g Club Price 8.99




Q

Game Player Score
Arkanoid ) Mike Pirring 669,070
Bionic Commando Frank Maruca Finished
Bubble Bobble Jim Hernandez 1,480,410
Castlevania l Frank Maruca Finished
Contra Jim Hernandez 6,553,500
Donkey Kong Jr. Jean Paniccia 75,000
Donkey Kong 3 BuzzMorgan 744,000
Double Dragon " Jim Hernandez 128,870
Duck Hunt Brad Strazisar 535,900
Gauntlet Glen Gilmore 2,135
Goonies Il Jamie Bunker Finished
Gradius Rick Lambath 1,401,500
| Iron Tank AJF. 562,000
Jackal John Meara 957,130
1943 AJF. 1,441,400
Legendary Wings Mario Lima Finished
Marble Madness Challenge Score 55,000
Mega Man Dusty Dimercurio Finished
Metal Gear Ivan Tam Finished
{ Mighty Bomb Jack The Game Freak 13,008,920
Operation Wolf Jason Heller 174,300
Pinball Brian Godfrey 159,460
Robo Warrior Frank Maruca 2,724,000
Rusn n’ Attack John Orr 1,182,600
Sky Kid Todd A Barber 367,500
Solomon’s Key Jason Heller 321,730
Spy Hunter Jonathan Rothrock 141,580
Star Force Challenge Score 6,000,000
Star Solder Challenge Score 3,000,000
Stinger : AJF. 2,656,300
Super Dodge Ball Dan Kaslick Won World Cup
Super Mario Bros. Joe Cesario 1,092,700
Super Mario Bros. 2 Simon Moffat Beat Wart
Super Pitfall Jim Hernandez 2,115,000
Track & Field Adam Albert 999,999
Trojan Tyler Crawford 279,600

World Runner Challenge Score 500,000
Xenophobe Jason Siler 999,990
Zeldall Challenge Score  Finish w/50 games

or less
Zanac Challenge Score 5,000,000
SEGA
Game Player Score
After Burner Zak Druzba 6,422,600
Alex Kidd Mike Pirring Finished (Miracle World)
Astro Warrior Gerald Shepherd 366,200
Black Belt Eric J. Metzner 1,113,800
Double Dragon Zak Druzba 136,970
Fantasy Zone AJF. 9,999,999
Golvellius Jim Hernandez Finished
Hang On Eric Kelly 1,092,700
Kung Fu Kid Andy Hayes 119,300
Maze Hunter J.K.CR42 195,800
Out Run Ovidu Marina 38,693,460
Phantasy Star Challenge Score End It
Power Strike WJF. 4,476,980
Safari Hunt Chris Fitzgerald 1,198,800
Shinobi Jason Sabbato 827,300
Space Harrier Jim Hernandez 33,924,610
The Ninja Zak Druzba 2,200,700
Thunderblade Stuart Brown 1,420,000
ATARI ;
Game Player Score  Setting
Asteroids Joe Knox 97,700  INT
Food Fight Steve Vineyard 11,919,800  INT
Galaga Kyle Snyder 227810  ADV
Joust Justin Ballantyne 128,050  INT
PACMAN AJF. 142,640  Banana
Popeye Peter Boadry 116,910
Xevious BuzzMorgan 811,910  INT
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Next Issue!

New ProViews

VIDEOGAMES

100°S OF TITLES AVAILABLE

ATARI \ 5200°

ProClassic

@_m‘” 520-ST
ATARI 2600™ .
FOR A COMPLETE CATALOG

SEND YOUR NAME, ADDRESS, AND MACHINE TYPE
PLUS $1 FOR POSTAGE AND HANDLING TO:

TELEGAMES USA

BOX 901 ¢ LANCA.STEH, TEXAS 75146 ¢ (214) 227.7694 |

Returning due to popular demand!

Tons of great tips and tactics and all the other features
you've come to expect from GamePro!

WE GOOFED!
In the July/August issue of GamePro we incorrectly identified Taito
Software Inc. as Taito of America. Taito Software Inc, based in North
Vancouver, British Columbia, Canada, publishes game software for
use with Nintendo video game machines and home computers, includ-
| ing Commodore 64 and 128, Amiga, Apple Il, Atari ST, Tandy and IBM
PC compatibles. Sorry for the mix up!

|
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From the July/August S|Q E
‘89 Issue. S R
Y|[A
1. Ninja Taro 11. Gun Smoke : g
2. Life Force 12. Bubble Bobble
3. Wrestle Mania 13. Sky Shark o -
4. Bases Loaded 14. Operation Wolf B|E CEH
5. Side Pocket 15. Air Fortress b g g g;’
6. Robo Warrior 16. Black Tiger 1 I
7. Double Dragon 17. Chester Field S|IK ¢
8. Boot Camp 18. Cobra Command HIN Y
9. Freedom Force 19. Dr. Chaos I A WER
R LEKI F
10. Spy Hunter 20. Pac-Man e FALD AG 5 =
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Sega Arcade Classics

Space Harrier Il

Segund Genesis aff registered trademarks of bega of America, Inc. Ghous
and Forgotten World m, Inc. Rambo lllisa regidkered trademark
of Carolco Internatinal N.V. Power Base Con TeleGenesis and all othd- game titles



VORLD

3E THE SAME.

Genesis®16-bit. The ultimate dimension in game play.

For the first time, the powerful technology used in arcade games has
come home to let you play games that look, sound and play exactly like
they do in the arcade.

Genesis brings games alive with vivid high-definition graphics. Voices,
sounds and music so true they turn the game into a reality you can feel.
Plug in a pair of headphones for stereo sound that surrounds you. And
soon, with the TeleGenesis™ modem, you'll be able to play against friends
in other cities. Or across town.

The incredible reality of Genesis could only be brought to you by
Sega; the master of arcade entertainment. Creator of arcade block-
busters like Out-Run;" Altered Beast]’ Thunder Blade}’ Afterburner’
Zaxxon™and Shinobi’*

The power has been unleashed. The adventure begins. And this s just
the beginning of the Genesis era.

averor0

Tommy Lasorda
Baseball”

Soccer

Unretouched Photo Arnold Palmer

Altered Beast; the Sega’ .. dournamentGolt.:

arcade hit, comes with
the Genesis system.
TeleGenesis" Modem,
Power Base Converter”
and other games sold
separately.

| m——

Last Battle”

Ghouls ’n Ghosts™




LETTHE GAMES
BEGIN.

Whether you stand poised
for the tip-off, hang tough for
the face-off, or get set for the gun,
get ready to give Konami® sports
for Nintendo® everything
you've got. Because, against a
friend or the Nintendo
Entertainment System; it'll take
7 110% to finish first.

Pass, shoot k% Run and gun = Challenge the

and score in 3 in the first - “f world’s best

the hottest  \& : ==/ 5on5, full - in 15 grueling \a

hockey game = = court contest events, includ-

on ice, with bone jarring action  featuring in-your-face slams ing Pole Vaulting, Fencing,

and full-blown fights. and 3 point bombs. Tae Kwon Do and Skeet Shooting.

/) Konaml:

Track & Field™ Blades of Steel™ and Double Dribble™ are trademarks of Konami Inc. Konami® is a registered trademark of Konami Industry Co., Ltd. Nintendo® and Nintendo Entertainment System®
are registered trademarks of Nintendo of America Inc. Konami Inc., 815 Mittel Drive, Wood Dale, IL 60191, (312) 3501268



