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|  Hooked on
H Pro Baskethall?
Your best shot
B is LN”s NBA®
All-Star Challenge” for Game
\Boy" with 27 (not a misprint)
\ § of the NBA's greatest stars
(one from every team) in

five action-
packed events. RGNSt
This is Game X
Boy™ action for g

real basketball fans...the players
look real...their moves look real,
the sounds are real. So, what are
you waiting for? The 24-second
R clock is running
and the action’s
FAN-TASTIC!

Inc.
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\/me officer Quinn Hart is on an assignment unlike anything he’s ever seen! Weird
bodies are turning up dead, top secret weaponry is missing, and organized crime is
atan all time high. But Hart's up against something more than the Mob, streetgangs,

or even hostile terrorists.
A new force has risen and Hart finds himself plunged into a conspiracy of terror!!
i i SAMMY ™, VICE: THE PROJECT DOOM™
‘ Amerlcan Sammy Corporatlon are trademarks of American Sammy Corporation.
Nintendo and Nintendo Entertainment Systems®are

2421 205th St., Suite D-104, Torrance, CA 90501
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Catch of a Lifetime.

The power of serious baseball action
in the palm of your hand—that’s what you
from the new GAME BOY" edition o

s Loaded” Featuring all of the
(lellll"l}.. plays and realism that made

Loaded” great at home, captured
from two separate perspectives that
actually move with the action.

s Loaded” for GAME BOY. Catch

it at your favorite video game store now!

Live Action That Never Ends.




DITOR'S
VIEW

Right around the time this issue of Game Player’s
comes out, Nintendo will be unveiling the American
version of its 16-bit videogame system at the Summer
Consumer Electronics Show in Chicago. Known in
Japan as the Super Famicom — and destined to be
called the Super NES everywhere else — this hot new
machine has been eagerly awaited by North American
gamers ever since it made its Japanese debut last
November. It's scheduled to reach U.S. stores on
September 1.

Game Player’s has been keeping you posted on the
Super NES for months, but we’ve been reluctant to
devote too much space to a game system that wasn’t
yetavailable to most of our readers. (Only a very small
number of Japanese Super Famicoms have trickled
into the U.S. and Canada through unauthorized im-
porters.) But now that the official North American
version of the Super NES is almost here, we're going
to step up our coverage.

In this month’s “Nintendo News” column, for
instance, you'll find previews of several upcoming
Super NES games. Next month’s column will have
even more news. Some of these firstlooks are based on
advance information provided by game companies,
while others are based on actual testing of pre-release
cartridges. Game Player’s obtained a Japanese Super
Famicom last November, and ever since we’ve been
collecting information and testing games.

Our full-blown coverage of the Super NES will
start with the September issue of Game Player’s. That's
when we'll bring you a complete report of Nintendo’s
official introduction of the system at Summer CES in
Chicago, plus more previews of new games. It's an
issue you won’t want to miss, and it’ll be coming out
when the Super NES hits the stores.

Later this year, watch for a special Game Player’s
buyer’s guide to the Super NES, just in time for the

holidays. More than 100 companies intend to produce
16-bit games for the Super NES (compared to about 60
companies making games for the 8-bit NES), so there
should be plenty of titles to choose from by early 1992.
We'll help you sort them out and decide which are the
best games for you.

If you're hungry for even more information, check
out our sister magazine, Game Player’s Strategy Guide
to Nintendo Games. It’s the only independent
Nintendo-specific magazine in North America, and
we'll be covering the Super NES there, too.

Of course, all this coverage doesn’t mean we'll be
ignoring the established game systems. By most esti-
mates there are about 30 million 8-bit Nintendo ma-
chines in the U.S. alone, so the 8-bit market should
remain healthy for years to come. The Sega Genesis is
currently the leading 16-bit system, followed by the
NEC TurboGrafx-16. Nintendo’s immensely popular
Game Boy is the champ of the hand-helds, and the
Atari Lynxis the best-selling color portable (especially
since last winter’s price cut). Sega’s color hand-held,
the Game Gear, and NEC'’s entry, the TurboExpress,
should be available throughout North America in
larger numbers this summer. Also, steadily falling
prices are helping sales of PC-compatible computers,
and the Amiga may get a boost from Commodore’s
new Amiga-compatible CDTV.

But even though the electronic game industry
remains robust, things could be better. Due to the
recession, an overcrowded field of competitors, and
other factors, some game companies are definitely
hurting. There have been numerous layoffs and other
cutbacks, and as a result you'll probably see fewer
titles released this year and in 1992 than were ex-
pected. In fact, some companies are nolonger releasing
any games themselves; they’re working solely as game
developers for other firms. And some companies are
struggling for their very survival.

Because of these troubles, thearrival of Nintendo’s
Super NES is awaited as eagerly by many business
people as it is by game players. If Nintendo can really
sell 12 million Super NES machines in the U.S. by the
end of 1992 — as some experts predict — it could
drastically transform the entire industry. Hopefully
this stirring of the pot will result in more and better
games for everyone.

Tom R. Halfhill
Editor, Game Player’s

ox 56254, Boulder, CO 80322-6254
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IT'S STARTED. SONIC THE HEDGEHO(

Think fast. C’'mon faster. What happens when a Watch him smirk in the face of danger as he blazes
not-so-common hedgehog reaches supersonic speeds? his way through hilly pastures, underwater caverns,
A Sonic boom, of course. And youd better get ready marble ruins, strange cities and a cybernetic world of
for it. Because here comes Sonic The Hedgehog™ He's enemies in a race to save his buddies.
the fastest critter the world has ever seen, and he's a Sonic’s got everything a hedgehog could ever want:
hedgehog with a major attitude. tricks, gadgets and speed. Lots of speed. And he’s not




"IS OUT. AND NO ONE CAN STOP HIM.

afraid to use it. Just try to keep up as he gives the bad Sega, Genesis and Sonic The Hedgehog aretrademarks of

Sega of America, Inc. ©1991 Sega of America, Inc.,

guys the run-around with his infamous ultra-sonic spin P Box 2167 South San Franciscn, CA 4080

attack. There’s never been anything like it.

So don't blink or you just might miss Sonic The
Hedgehog. He's fresh, he’s on Genesis, and he's here.
Well uh, at least he was here.




GAME

Game Payer s e Loocing Mogarine of ideo and ComputerEnferiariment

July 1991

Robert C. Lock, Editor-In-Chief
Amy L. Pruette, Senior Art & Design Director

Richard T. Mansfield,
Executive Vice President, Editorial
Selby Bateman, Executive Editor
Lance Elko, Editorial Director
Tom R. Halfhill, Editor
Noreen Lovoi, West Coast Editor
William R. Trotter, Senior Writer
Matthew A. Firme, Associate Editor
Leslie Mizell, Associate Editor
Phill Powell, Associate Editor
Lisa M. Bouchey, Assistant Editor
Brian Carroll, Assistant Editor
Richard Lashley, Assistant Editor
Jeff Lundrigan, Assistant Editor
Gary M. Meredith, Assistant Editor
Stephen Poole, Assistant Editor
Margaret Ramsey, Copy Editor
Melanie Poloff, Editorial Assistant

Irma Swain, Production Director
Edwin C. Malstrom, Art Director
Laura C. Morris, Senior Graphic Artist
Scotty L. Billings, Graphic Artist
Kelly E. Pinter, Graphic Artist
Jan J. Sebastian, Graphic Artist

James A. Casella, Publisher
Lawrence A. Fornasieri,
Senior Vice President, Finance
Tom Valentino, Vice President, Controller
Andrew Eisenberg,

Vice President, Advertising Sales
Dominic Mustello, Vice President, Circulation
Cindy Stump, Circulation Director
Tracy DeAlesandro, Circulation Manager
John G. McMahon, National Sales Manager
Kathleen H. Ingram, Special Projects Manager
William H. Lock, Operations Manager
Pamela Lambert, Dealer/Customer Service &
Production Coordinator

Signal Research, Inc., publishes Game Player’s (tm): The
Leading Magazine of Video and Computer Entertainment;
the Game Player’s Guides (tm) to Nintendo, Game Boy,
Sega Genesis, and PC computer games; Game Play
GameTapes (tm), a series of tutorial videotapes about
selected games; Game Player’s Sports for Kids (tm), a
sports magazine for children; and operates the Ganme
Player’s Pro-Tip Hotline, a telephone service offering
hints and tips for selected Nintendo games. Sub-
scriptions to Game Player's or Game Player's Strategy
Guide to Nintendo Games: One year (12 issues) U.S.,
$26.50; Canada, $41.20in U.S. dollars. Canadian prices
include postage and GST (GST Reg. #128220688).
Outside U.S.and Canada, add $2 perissue. Corporate,
editorial, production, and customer service offices are
located in Greensboro, North Carolina, (919) 299-9902;
FAX (919) 854-0963. Advertising sales and circulation
offices are located at 23-00 Route 208, Fair Lawn, NJ
07410, (201) 703-9500; FAX (201) 703-9509. Dealer or-

dersand inquiries should bedirected to Dealer Salesat
(919) 299-9902.

The Editors welcome company product information
for all video and computer games. Such materials
should beaddressed to: Editor, Game Player’s, P.O. Box
29364, Greensboro, NC 27429, USA. Overnight deliv-
ery parcels should be addressed to 300 A-E South
Westgate Drive, Greensboro, NC 27407. Editorial tele-
phoneand FAX numbersare noted above. Unsolicited
pts cannot be returned or acknow-

n

GAME PLAYER'S

®

ADVERTISING SALES TERRITORIES

National Advertising Sales: Andrew Eisenberg, Signal Research, Inc., 23-00 Route 208, Fair Lawn, NJ 07410

(201)703-9500
_l i e v i) —
Northwest:

East: Midwest:
John Zimmerman

Southern California,

Mariann Confrancisco Norman Kamikow Arizona, Nevada:

Signal Research, Inc. Kamikow & Co. Ed Winchell Signal Research, Inc.
23-00 Route 208 676 St. Clair Street Ed Winchell Co. 111 Anza Blvd.
Fair Lawn, NJ 07410 Suite 1900 22700 South Suite 212
(201) 703-9500 Chicago, IL 60611 Crenshaw Blvd. Burlingame, CA
(312) 664-7878 Suite 215 94010
Torrance, CA 90505- (415) 579-0258
3050
(213) 530-4693

Please send all advertising materials to Pamela Lambert, Production Coordinator, Game
Player’s, 300 A-E South Westgate Drive, Greensboro, NC 27407.

Marketplace Advertising: Olivia Merritt Signal Research, Inc. 23-00 Route 208 Fair Lawn, NJ 07410
(201) 703-9500

A publication of Signal Research, Inc. Robert C. Lock, Chairman and CEO; James A. Casella,
President; Richard T. Mansfield, Executive Vice President; R. Selby Bateman, Group Vice
President.

Entire contents copyright 1991, Signal Research, Inc. All rights reserved; reproduction in
whole or in part without permission is prohibited. Game Player's Guide and Game Player's are
tradenames of Signal Research, Inc. Nintendo is a registered trademark of Nintendo of
America, Inc. [BM s a registered trademark of International Business Machines Corporation.

d MS-DOS ks of Microsoft Segaand Genesis
are registered trademarks of Sega of America, Inc. Atari ST, Atari 2600, Atari 7800, and Lynx
are registered trademarks of Atari Corp Akan Games is a registered trademark of Atari
Games, Inc. Amiga and C 64a of C Business
Machines. Apple, Apple lIGS, and Vit registered trademarks of Apple Computer,
Inc. Tandy is a registered trademark of Tandy Corp. TurboGrafx-16 is a registered trademark
of NEC Technologies, Inc.

Products named in these pages are d , of their respecti:
Ganme Player’s: The Leading Magazine of Video il Computer Entertainment is a pubhcahon of
Signal Research, Inc., an independent publishing company.

8



Dream Season.

Infielders dive for grounders in the hole. Outfielders
crash into the wall to snare long drives. Sluggers take
the curveball to the opposite field, or pull the inside
fastball down the line.

In this game, you control it all, and much more. With
special biorhythm/conditioning charts that give you the
vital information you need to set your lineup. So you
know when to pull a tiring starter. Or go to the bench for
a hot pinch hitter.

It all adds up to a dream season for every game
player who likes to use his head as well as his hands. So
get into “Bases Loaded II: Second Season.” At your favor-
ite video game store no

Live Action That Never Ends.

 Ninendo® and
1990 Jd i




Holmes and Watson guestion the maid. Will she come clean?




For the first time ever, CD technology is being used to
create live action video in a video game. That's video that
features real live actors. And you interact with them.
In Sherlock Holmes, Consulting Detective, you question

suspects and search for clues to three bewildering

This murder is so shocking that even your
host is losing sleep. Not to mention his hair.

desert town of Lovelock. So get into the next generation
of video games. Only on the TurboGrafx-CD system. And

remember. If you're not playing real live action video,

you're just playing games.

You'd look silly too if you had just seen
an ant the size of a nuclear reactor.
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mysteries. In J. B. Harold Murder Club, you try to unravel

a hard-boiled murder in a world of dark secrets and

deception. And in It Came From The Desert, you've got to

stop giant radioactive ants from annihilating the small
eceatcar, maximum §5 per

<k Homas Canautting Detective

wore® 1891 Cinemaware ®

. For information on these gemes,
J. B Haroid Murder Ciub 18

©1881 NEC Technologies.
call. Get your perente’ permission first.
i 6 trademark of ICOM Simulations, Inc. ©1881 ICOM Simulator
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TMNT: Fall of

the Foof Clan

Here’s asecrettrick foreverybody
who has Teenage Mutant Ninja
Turtles:Fall of the Foot Clan forthe
Game Boy. When you’re on the
configuration screen, hold down
the A and B buttons at the same
time and press Select. A “?” will
appear by the 5on the stage-select
row. Choose it and press Start.
You can now pick any bonus
round you want to go to.

David Salisbury
Texas

Thanks for the great tip, David!

Faxanadu

I'm having trouble with
Faxanadu. 1 can’t find out how to
use the battle helmet. WheneverI
get shot at by magic, I lose a lot of
energy. How can I use the battle
helmet?

Nathan To
British Columbia, Canada

You must have the battle suit and
Dragon Slayer sword as well as the
battle helmet before you can equip
anyone with it.

Do you have any questions
about your favorite video-
games or computer games?
Or do you have any hints and
tips to share with your fellow
game players? If so, write to

The Tip Sheet, Game Player’s,
P.O.Box 29364, Greensboro,NC
27429. Due to the volume of
mailwereceive, weregret that
we cannot reply individually by
mail to game questions.

Maniac Mansion

In Maniac Mansion, how do you
lift the concrete slab, and how do
you get under the house?

Rob Thomas
Tennessee

Use the Hunk-o-Matic to build up
some muscles. Then you'll be able to
lift the concrete slab. With your new-
found biceps, you'll also be able to lift
thegratein the pantryand crawl under
the house.

Shadowgate

There are a lot of things I don’t

derstand about Shadowgate for
Nintendo. There are about five
passagewaysIcan’tgetto. There’s
also a brass key that’s held by a
skeleton across a shark-infested
lake. How can I get through the
passageways, and how do I get
the key?

Damon Thames
California

There are several passageways you
just can’t get to — they are actually
the boundaries of the game.

To get the brass key, drop the
magic sphere into the lake to freeze the
water. Then walk across the ice and
pick up the key. Remember to use your
torch on the lake before you leave —
this thaws the ice so you can retrieve
the sphere.

Here are a few tips for Super C for
NES. For a sound test, press and
hold the A and B buttons, then
press Start during the title screen.

Also, afteryou finish the game
and the credits are over, press and
hold A, B, and Select, then press
Start. This lets you start the game
again, but you'll begin with the
amount of men and the score you
had when you finished the game.

Howard Grace
Nova Scotia, Canada

Great tips! Thanks for sharing them.

GAME PLAYER'S
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Dare towield the
sword of Valis!

Okay, 50 the real world isn't so bad. But Dreamland and the
Dark World are absolutely killer! And you're part of it.

You become Yuko Ahso, and you get transported to the
otherworld to defend Dreamland against attack from the Dark
King Glames. Only by wielding the powerful Sword of Valis can
Yuko and her twin sister, Valna, defeat Glames’ evil hordes.
Characters like Queen Valna, Cham, and the evil Garther
make this dramatic action game unlike any other.
Valis 111. A game so realistic you'll have trouble separating

fantasy from reality.

RENGYFION

PRODUCTS
987 UNIVERSITY AVE., SUITE 10, LOS GATOS, CA 95030 408/395-8375

© 1991 RENOVATION PRODUCTS, INC. SEGA AND GENESIS ARE TRADEMARKS OF SEGA ENTERPRISES LTD. RENOVATION PRODUCTS, INC. IS A SUBSIDIARY OF TELENET JAPAN LTD.
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NOW HEAR THS

|th GameSounds, you designed specially for your
(an actually feel the sound  Nintendo Entertainment System.
of nunchucks whizzing past your It works cordlessly, thru private
head. Hear Mario squash the headphones, up to 20 feet away.
Goombas. Dragons breathing fire. = So you can turn TV sound all the
Maidens pleading for help. Sounds = way down. No one will hear the
you never heard before. More real - game but you. Play whenever
an you ever thought possible.  youwant. Youwon't have to
Your games will getintoyou. listen to "Shut off that noise!"
With sound so totally awesome,  ever again. « Want to play with
so accurate & clear, friends? No problem! Add
you'll swear you're asmany Accessory Re-
really there. In the ceiversas you like. They
game. Unbelievable! 7 also double as Nintendo
GameSounds is 7 approved FM "Walkman"
the new, one & only style radios. » So don't
Personal Remote miss anything. Tune in
Sound System 1) to GameSounds today!

GAMESOUNDS

™

YOU LL SWEAR YOU WERE REALLY THERE!

— AYAILABLE AT
SOFTWARE ETC. - OR CALL -708-680-0858 FOR THE DEALER NEAREST YOU.

AVAILABLE IN SELECTED CITIES ONLY

101

Final Fantasy

Several months ago I received the
NES game Final Fantasy as a
present. Since thenI've succeeded
in winning the game several
times. But in all my searching,
I've yet to find the final white
magic spell (LIF2), the final black
magic spell (NUKE), or the ulti-
mate weapon (MASMUNE).
Could you give me a hand with
this?

G. Paul Komlodi
Wisconsin

The final spells are in the towns of Jaia
and Lefein. The Masmune Sword can
be found in the last castle, the Temple
of Fiends.

Sword

of Vermilion

In Sword of Vermilion for Sega
Genesis, I'm having trouble find-
ing Bruno in the Harmony Cave.
I've searched every corner of the
cave, but have come up empty. Is
there somewhere you can tell me
to go? I need the Ring of Water
and the crown.

Jon Polstein
New York

You probably haven't talked to the
right people in the town you reach
before Harmony Cave. You must talk
to everyone you meet. If no one’s told
you about Bruno, he won’t be there.

<SP




FILL OUT AND MAIL IN THE SUBSCRIPTION CARD TODAY



NOW AVAILABLE NATIONWIDE

0wk Ga f P,

E
GRYEAR
.o

coNeR

Simuloted televsion picture.



i _ Game Gear™ turns the'whole world into your personal

< N
~and packed with possibilities. For one. thing, every

< .sz

D Reor To Go.

A A

“ployground. That's becatse the new color portable

video game system from Ségﬁ'»"\comgs ready fo play

\OF IS5 il A
Game Gear comes wilh\:\he popular Sego hit, COLUMNS™ - 28 = ol 4k B

¥ " "oz2:z21
pictured left. And'that’s just the beginning. With Game 6-10¢

Gear you can play arcade favorites like G-LOC™, SUPER

a6™%e’ ¢ &:g R
i

MDNACO GP™ and SHINOBI™ anywhere you want. Or
run, climb and leap through the CASTLE OF ILLUSION
STARRING MICKEY MOUSE™ And lots more games are
on the way. They all look great because Game Gear has
32 on-screen colors out of a palette of 4096. The back-
lit screen means you can play in any kind of light. Even
tofal darkness. And don't forget Game Gear's many
optional features. Plug in the TV Tuner** and your
Game Gear becomes a hand held color television. Plug
in headphones and you've got multi-channel stereo
sound. Game Gear also hos the added convenience of
multiple power sources. It operates on batteries, an AC
adapter or a car adapter. So wherever you go, you've
got power to spare. Remember, there're lots of ways

togo. But with Game Gear you go in style.

+Screens shown are actual Gome Gear gomes pholographed on o video monitor for reproducion purposes. ~+ + Available pending FCC approval.

Castle of llusion starring Mickey Mouse > 1990 The Walt Disney Co. SEGA, Game Gear, and ll game fitles are trademarks of SEGA of America, Inc. All rights reserved.



SECRET SPECS OF ATARI’'S 16-BIT PANTHER

Tom R. Halfhill

For months, industry scuttlebutt
has indicated that Atari Corp. is
working on a new 16-bit home
videogame system that would hit
the market sometime late this year
or early in 1992. Actually, Atari
first began planning a 16-bit game
system as far back as 1986, but the
project was delayed because of an
internal conflict between two de-
sign teams. One team supposedly
favored asystembased on the Atari
ST personal computer, while the
other wanted to develop an en-
tirely new game machine from
scratch.

Apparently that conflict was
resolved within the past year, be-
cause Atari is now finishing work
on a new machine that’s code-
named “Panther.” It’s rumored to
be extremely powerful, but no one
has managed to uncover its tech-
nical specifications — until now.

Game Player’s recently learned
some vital detailsabout the Panther
from reliable sources. This infor-
mation suggests that the Panther
may be the most powerful home
videogame system yet.

The Panther’s mostimpressive
features are its huge color palette
and very fast computer chip.
Sourcessay the Panther candisplay
more than 256,000 different colors
— about eight times as many as
Nintendo’s 16-bit Super NES (Su-
per Famicom) and four times as

GAME PLAYER'S

many as SNK’s Neo-Geo! Like
other game systems, however, the
Panther normally can’t display all
of its colors on the screen at the
same time. But most screen modes
are said to be capable of handling
at least 256 colors simultaneously.
The Panther’s “standard” screen
modeissaid to havearesolution of
about 320 x 200 pixels, comparable
to the most common screen modes
ofother 16-bithome game systems.

The Panther may have
more processing power
than most office
computers.

Inside the Panther, sources say,
is a Motorola 68000 microproces-
sor chipsimilar to those used in the
Neo-Geo and Sega Genesis. But
the 68000 chip in the Panther is
said tobe twiceas fast, operating at
a clock speed of 16 megahertz. By
comparison, most Apple Macin-
tosh computers are powered by 8-
megahertz 68000 chips; only the
more costly Macintosh II models
have faster microprocessors. That
means the Panther would have
more raw processing power than
most office computers!

In addition to the 68000 chip,
the Panther also has custom chips

18

for graphics. These chipsincludea
feature known as hardware scaling,
which means that game designers
can make objects appear to zoom
larger or smaller on the screen.
Although scaling can be accom-
plished in other ways without this
feature, it’s generally faster and
smoother whenincluded asabuilt-
infunction. Atari’shand-held Lynx
has hardware scaling, as does
Nintendo’s Super NES. However,
sources say the Panther’s graphics
chipsdonot haveasimilar function
known as hardware rotation, which
would allow screen objects to be
easily rotated. So far, the Super
NESis the only home game system
with built-in rotation.

For sound effects and music,
sources say the Panther has a ste-
reosynthesizer chip with 32 sound
channels, digital filtering, and
digital sampling at a frequency of
20 kilohertz. The high sampling
frequency (four times the rate of
the Sega Genesis) means the Pan-
ther could reproduce sounds with
superior fidelity.

When will the Panther be
available? Sources say it should be
ready by this fall, and that proto-
types are already in the hands of a
few game developers. The price is
expected to be comparable to that
of competing 16-bit home game
systems — under $200.

<SP



"These Guys Think Gaiares Is Awesome.”

'l Happen To Agree 4

There you have it. The critics agree that Gaiares is one of the hottest games around. In
fact, once Dr. Dave of GAMEPRO Magazine got his hands on the 8 meg fighting power
of Gaiares, he gave it a perfect (6} @@ [6) score, and stated, "Novice space jockey's

need not apply". Then came Electronic gaming Monthly magazine.
They were so impressed with Gaiares, they couldn't put it down. They
said "Games just don't get any better than this. Gaiares is Phenomenal! 8
Meg of incredible graphics put it in a league all its own. If you thought the
lava in the TF-3 was intense, wait till you see the hyperspace scene!" REA% N
So now that you know what the pro's think, go experience the awesome Gaiares for PRODUTCTS
987 University Avenue, Suite 10
yourself. And watch out for the bosses. Los Gatos, CA 95030 (408) 395-8375

GAMEPRO & Electronic Gaming Monihiy are registeed trademarks of their espective companies. ©1991 Renovation Producs, Inc.
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FACE TO FACE...WITH EDDIE GARCIA

(“GUYS NEXT DOOR”)

With a Saturday morning TV
show on NBC and a popular
record album, the Guys Next
Door are five talented per-
formers who love singing,
dancing, acting — and play-
ing videogames.

Allof the Guys Next Door
—EddieGarcia, Bobby Leslie,
Damon Sharpe, Parick
Dancy, and Chris Wolf —are
Nintendo fans. During a re-
cent national tour, they spent
hours each day playing Nin-
tendo games on their tour
bus.

“Regardless of what time
it was, on the bus someone
was always playing Ninten-
do,” says 21-year-old Eddie
Garcia. “Some of my favorite
games for the NES are Super
Mario Bros. 3, Castlevania III,
Chip ‘n Dale: Rescue Rangers,
and NES Play Action Football.
All together, I have about 21
NES cartridges.”

NES Play Action Football
is a particular favorite among the
Guys Next Door because it has a
four-player mode that works with
the NES Satellite. “When you're
playing with two-person teams,
scoring a touchdown becomes a
big deal,” says Eddie. “When you
fumble the ball, it’s always funny
toseeall of the players trying to get
their hands on it.”

Another favorite with the Guys
is Tecmo Bowl. “When we play
Tecmo Bowl, the player who has the

GAME PLAYER'S

The Guys Next Door (clockwise from
bottom): Chris Wolf, Patrick Dancy,
Bobby Leslie, Eddie Garcia, and
Damon Sharpe.

San Francisco 49ers always wins.
The team has one play which they
always get right. The Giants are
also a good team, because they are
thebestatblocking thekicks. Ilove
the speed and realism of Tecmo
Bowl.”

Each of the Guys Next Door
also has his own Game Boy. “Ilove
Batman and Super Marioland on the
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Jason R. Rich

Game Boy, and I want to get
the Teenage Mutant Ninja
Turtles game,” says Eddie.
“But when playing Batman, |
can’t figure out what to do to
get past the Bat Wing phase of
the game. It's very difficult.”

Eddie was discovered by
choreographerand recording
artist Paula Abdul, then ap-
peared in a Janet Jackson
music video. He was also part
of Michael Jackson’s “Bad”
world tour and was featured
in the “Moonwalker” video.
Besides playing videogames,
Eddie also enjoys collecting
comic books and playing
various sports.

Eddie says he would like
to see the “Guys Next Door”
TV series become more like
“Saturday Night Live” or “In
Living Color,” where charac-
ters from the skits reappear
from week to week. “I think
the [“Guys Next Door”] tele-
visionseriesisa greatalterna-
tive to cartoons on Saturday morn-
ings. Sometimes the show gets ri-
diculous, butit’slots of fun. I would
also like to record more dance
music, instead of just pop musicon
future albums.”

With a TV series, a record al-
bum, and even some Guys Next
Door dolls, what's next? Maybe
there’ll be a Guys Next Door
videogame someday....

<SP
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y the time you read this
issue of Game Player’s,
Nintendo will have al-
ready officially unveiled
the Super NES at the
Summer Consumer Electronics
Show. By then, everyone and his
brother will be talking about it,
eagerly awaiting the day whenit'll
hit the store shelves (which is
currently slated for some time this
fall).

Game Player's made a pretty
thorough examination of Super
NES hardware when it was intro-

duced in Japan as the Super
Famicom (see “Player’s World,”
Game Player’s, December 1990).
However, hard facts about screen
resolution, number of available
colors, and how many sound
channels the machine has don’t
really answer the all-important
question of how wellitplays. We've
had a Japanese version of the Su-
per NES since late last year, and
have already featured some pre-
liminary coverage of the few games
that were around then (see
“Editor’s View,” Game Player’s,
March '91).

At this writing, though, infor-
mation is scarce and the rumor
mill is working overtime. We've
beenbusily trying tosort the wheat
from the chaff, evaluating Japa-
nese versions of games that will
most likely hit these shores by
Christmas or early ‘92, as well as
getting advance word from
American companies about their
upcoming plans.

For the next two months, this
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Super NES
News

Jeff Lundrigan

© L}

column will cover everything
we've been able to learn so far,
plus any late-breaking news we
manage to dig up as we go to press
— consider this an “unofficial”
preview of the Super NES.

-I F-Zero, afast-paced, futuristicrace
game, boasts a great soundtrack.

Mario waves to you from the en-
trance to a bonus world. Notice

2 that the paths to other worlds
lead offscreen — a long way
offscreen.

Nintendo's favorite heroachieves
his ultimate state of being: cape-

3 wearin’, high-flyin’, dinosaur-
ridin’, fire-breathin’ Mario — all
in Mario 4!

Three from

the Source

When the Super Famicom debuted
in Japan, Nintendo had released
three games: F-Zero, Pilotwings,and
Super Mario 4. In one way or an-
other, each of these games seemed
to show off different features of
the system.

F-Zero, a futuristic road-race
game, allows players tochoose one
of four hovercraft-style cars, each
with its own distinct racing char-
acteristics, and pit their racer
against computer-controlled op-
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in the later stages, and the helicop-
ter section does require you to
bomb antiaircraft sites before you
can land.

This may not sound terribly
exciting at first, but the realism of
this game is startling. No other
game we've seen so far better
shows off the hardware-based ro-
tation and scaling features of the
Super NES. Only the fact that the

ponents. Other features include
seven different tracks on which to
race, multipledifficulty levels,and
Grand Prix or single-race contests.

The backgrounds fairly zip by,
and you get an amazing sense of
speed as youracearound the track.
As playable as it is, though, the
most interesting feature of the
game is its soundtrack. It isn’t the
most original tune in the world,
but it sounds great: like a softly
muted trumpet. The Super NES
sound chip and digital signal pro-
cessor deliver sound quality that's
light-years beyond the 8-bit NES.

Pilotwings lets you fly a sur-
prisingly large number of different
typesofaircraft, frombiplanesand
helicopters to such off-the-wall
contraptions as jet-packs and a
wing-flapping “bird man” outfit.
The game consists mostly of pilot-
ing these craft through various
maneuvers — flying through air-
borne rings and so on —although
there is some limited dogfighting

landscape you're flying over is
obviously a computer-generated
cartoon gives it away — the move-
mentissuperb. Pilotwingsisa third-

Pilotwings features some of the
'I most realistic movement we've

ever seen. You risk a bad case of

vertigo trying land the biplane.

For an extra challenge, try
blowing up the antiaircraft guns

2 and landing your rescue/attack
helicopter at night.

Hole in One shows you the lie of
the course with an amazing 3-D

3 perspective. You can zoom in on
any section of the hole you'd like
to get a closer look at as well.

person game (the view is from
outside the craft, not inside the
cockpit), but it certainly points to-
ward the possibility of a true flight
simulator for a home videogame
system.

Finally, there’s Super Mario 4.
All the technology in the world
isn’t going to help much if the
games are stale and boring. Super
Mario 4 is not only a worthy addi-
tion to the Mario series, it's also
probably one of the best games
we've played on any system. The
difference between the 8-bit Mario
3 and the 16-bit Mario 4 is striking,
like comparing a go-cart with a
roller coaster.

Mario 4 is a big game, but more
importantly, it'sabsolutely packed
with stuff — no two sections are
alike. Mario has more personality
than ever, and the detail, depth,
and color are amazing.

Debateis currently raging over
which cartridge is going to come
boxed with the Super NES: Super
Mario 4 or Pilotwings. Pilotwings
has more of an “ooh aah” quality
aboutit—itlooks greatrightaway
and really shows off the machine,
whereas Mario 4 has to be played
before its virtues are apparent. On
the other hand, what better way to
sell the machine than package it
with the next Mario? Chances are
that Nintendo will have settled the
question at Summer CES. We'll
keep you posted.

Hole in One

Another good game that shows off
the Super NES is from HAL
America: a golf game titled Hole in

GAME PLAYER'S
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One in Japan (and probably the
U.S. as well). The single feature of
Hole in One that impresses us most
is its speed. Anyone who has
played a computer golf simulation
— Links, for instance —knows that
forthe gametorendera view of the
golf course from where your ball
landed can often take awhile. Hole
in Onedoesit withincrediblespeed
— almost instantly, in fact.

Further, the game fully utilizes
the machine’s scrolling and scal-
ing abilities, beginning each hole
with a swirling zoom-in of the
course (the word show-off applies
here), and snaps in to a closeup of
the hole during those putts that
almost make it. Hole in One should
be thought of more as a golf game
thanatrue golf simulation, but these
kinds of graphic pyrotechnics
make it enjoyable no matter what
it’s called.

Final Fight

Final Fight from Capcom is the

GAME PLAYER'S

single hottest-selling game car-
tridge in Japan right now, and it’s
easy to see why. As the mayor of a
major metropolitan city, it's your
job to keep the streets clean, but
when underworld thugs kidnap

your girlfriend, it’s time to roll up
your sleeves and give it the per-
sonal touch.

You can play one of two char-
acters: the huge, muscle-bound
Haggar, or theslighter, but quicker,
Cody. Cody’s speed makes the
going a little easier, since you're
often attacked by whole mobs of
enemies and he’s able to maneu-
ver around them. On the other
hand, Haggar (who apparently
was a professional wrestler before
he was mayor) hasalot moreinter-
esting (and gloriously silly) fight-
ing moves.

Final Fight is currently a popu-
lar arcade game in this country. If
you're familiar with the arcade
version, you'll be familiar with the
Super NES version because there’s
no real difference — the two ver-
sions are the
same  game,
pixel for pixel.
If we can ex-
pect more di-
rect transla-
tions like this,
we can also
expect a lot of
gaming ex-
citement.

We'll have
more news —
and  more
game cover-
age — next
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One nice (if mildly sadistic)

'I touch is the closeup — you can
watch your ball skip over the
cup in agonizing detail.

Final Fight closely duplicates the

2 arcade version, right down to
the bonus stage where you killa
car.

Hgg ar can unleash some in-
3 credible and utterly outlandish

moves, like this flying jump-

grab-sit-on-the-head attack.

Cody is less flashy but equally
4 tough. Use his shoulder flip to
throw enemiesintooneanother.

month. Until then, here’s a list of
upcoming titles that might whet
yourappetite: Ultraman, Gradius I,
Big Run, U.N. Squadron, Super
Ghouls and Ghosts, Super Darius,
Super Play Action Football, Super R-
Type, Super Adventure Island (a lot
of games with “super” in the title,
huh?), Sim City, D-Force, Jellybean,
Bill Laimbeer's Combat Basketball,
Legend of the Mystical Ninja, Zelda
III, Castlevania IV, plusa 16-bit PGA
Tour Golf, John Madden Football,
Lakers vs. Celtics, and The Simpsons!




hat has happened to

Detroit? In the old

days, everyone un-

derstood the meaning
of law and order. The lawmakers
wrote the laws, and most people
obeyed. The police were around to
handle the criminals, those who
chose to make their own rules. The
average citizen knew whomto trust
and whom to fear.

But these days, the local gov-
ernment can’t even run the city or
keep the streets safe. Admitting
failure, the town leaders took bids
from private companies who
claimed they could restore safety
to the city...for a price.

The job of running Detroit’s
police department went to Omni
Consumer Products (OCP), a gi-
gantic corporation involved in just

GAMEBOY
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Robocop

Phill Powell

OCP built him a new, mechanical
body with an almost indestructible
frame of reinforced titanium. He
was outfitted with super bionic
arms and legs that gave him great

about everything. The executives
of OCP claimed to haveanew kind
of police officer. The big surprise
came when everyone saw that
OCP’sbreakthrough in police pro-
tection wasn’t the product of an
intensive new training program —
it was the product of a laboratory
experiment.

The scientists at OCP started
with a man who was nearly dead.

speed and strength. As aresult, he
was physically tougher than any
patrolman who had ever walked a
beat.

Then OCP went to work on his
mind. Neurosurgeons wiped his
memory clean, leaving it com-
pletely blank and fresh. They re-
programmed the supercop to fol-
low strict rules and regulations of
law enforcement.
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OCP had lived up toits claims.
Tests showed that this new breed
of police officer could indeed out-
perform any regular cop around.
He was the perfect creation. And
he was called “Robocop.”

Motown’s
Meanest Machine

Robocop first appeared on
movie screens in 1988 and created
an instant sensation. Since then, a
second film has been released, as
well as several Robocop video-
games. Now, from Ocean of
America, there’s Robocop for the
Game Boy.

Robocop sticks pretty closely to
the story of the original movie. As
Robocop, you begin the game by
walking anexceedingly dangerous

It looks as if you're caught in a
crossfire on the streets of De-

'I troit. Crouchdownand take care
of the enemies on the sidewalk
first, then blast the gunman in
the window.

When this guy shows up and
tosses a bomb at you, do the
2 only smart thing — jump! You
cannever tell how far he’ll throw
the explosive, so stay on guard.

Robocop is this hostage’s only
hope of survival. To “cheat,”
3 press the pause button, care-
fully aim the cross hairs at the
bad guy, and then resume the
game while rapidly firing.

Don’tletthis two-wheeled goon

4 push you around or run you
over. Crouch, open fire, and
hold your position.

GAME PLAYER'S
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beat. Luckily, you're toting the
Auto-9, a special-issue handgun
that packs a mighty punch.

Stages 1 and 3 of the game take
place on the mean streets of Detroit.
The sidewalks are crowded with
creeps, and snipers pop out of al-
most every window. The snipers
are difficult to eliminate, partly
because it takes two shots to kill
them and partly because they can
fire diagonally. You must carefully
waittoavoid their line of fire before
moving to the best firing position,
which is almost directly beneath
them.

Other kinds of street trash are
alsodifficult to handle. Forinstance,
one type of thug approaches you
while swinging a club. If he con-
nects, you'lllose a lot of life energy.
Another creep walks up rather in-
nocently, then tossesabombatyou.
This guy is unpredictable — you
never know how far he’ll toss his
bomb, so you have to watch him
closely each time he appears.

Youcan'tavoid suffering atleast
some damage from all the gunplay
going on. In fact, there are a few
areas where you can be ambushed
by so many enemies at once thatit’s
possible to lose all your life energy

GAME PLAYER'S

in just a few seconds. Because of
this, power-ups become very im-
portant. To find them, just look for
thebaby-food jars thatappear from
time to time.

Inaddition to the side-scrolling
action, Robocop offers other scenes
and perspectives. In stage 2, you
attempt to free a hostage who's
held by a desperate gunman. Dur-
ing these sequences, you see the
crime scene from Robocop's view-

point. You'll find that the gunman
will have to be shot a number of
times before he’ll go down and
surrender his hostage.

If you get stuck, here’s a clever
way to “cheat”: When you pause
the game by pressing the Start
button, you can still move the cross
hairs to aim your gun. Then, when
you press the Start button again to
resume the game, your aim will be
dead on your target. To get the
most from this trick, repeatedly
press the B button to fire your gun
beforeresuming the game. Thatway
you won’t be giving the gunman
any timeatall to dodge your shots.
Repeat this trick until your target is
down.

After successfully patrolling
the streets a second time in stage 3,
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you'll advance to stage 4’s photo
identification sequence. Not only
does this level adapt an interesting
scene from the movie, but it also
gives you a brief opportunity to
rest your weary trigger finger.
Your job here is to play mix-
and-match with some different fa-
cial features recorded in policemug
shots. The goal is to build a face
that duplicates another face shown
on the left side of the screen. It
sounds considerably easier than it
is. You have to pick the correct

hair, chin, eyes, mouth, nose, and
ears — all within 40 seconds.

Neither stage 2 nor stage 4 is
terribly difficult, butit’s important
to complete them on your first try.
If you fail, you have to start over
again at the beginning of the pre-
cedingstreet-fighting level. Inother
words, if you can’t assemble the
photoL.D., you'll resume the tough
street beat of stage 3; if you acci-
dentally shoot the hostage in stage
2, you go back to the very begin-
ning of the game.

Robocop can’t live on a

-l packed adventure alone.
him whenever you come a
jar of baby food. &

Idennfymg suspects is part of

2 every cop’s job. Robocop has to
assemble this composite plcture
in stage 4.

When you're in the gang's hide-

3 out, you have to shoot from a
variety of locations, such as this
elevator.

You had no idea what kind of

4 trouble would await you when
your elevator ride came toan end
— but now you know.



However, if you make it
through the first four stages, you'll
move to the gang hideout in stage
5. The graphics have more of an
industrial feel, but the action is
fairly similar to what came before.
Gang members appear on the
hideout’s different floors. You've
got tomove among the barrelsand
girders to blast the criminals be-
fore they hunt you down.

In stage 6, you enter the well-
furnished office of OCP executive
Dick Jones. But you haven’t come
for a friendly chat — you're there
to arrest him.

Who's the Boss?

Since the Game Boy version of
Robocop closely follows the movie,
it’s not surprising that the game
will make more sense if you know
what happened in the movie. To
bespecific, youneed tounderstand
the conspiracy operating within
OCP. Itreaches nearly to the top of
the corporate ladder, and that's
why you've shown up in Dick
Jones’s office.

Unfortunately, you won’tsuc-
ceed in arresting Jones. As any fan
can tell you, Robocop was pro-
grammed to follow four basic di-

rectives. The first three relate to
basiclaw enforcementideals, such
as serving the public and so forth.
Butthe fourthdirectiveis classified
top secret, and for good reason. It
wasimplanted in Robocop by Dick
Jones, and it forbids you from ar-
resting any OCP personnel.

Instead, you'll have to fight for
yourlifeagainst OCP’s othersecret
weapon — a massive robot called
ED-209. ED-209 can move and
follow you while spitting out a
rapid-firespray of bullets. The best
way to survive is to drop to one
knee when your head is directly
underneath ED-209’s main gun.
This should get you out of its po-
tent line of fire.

In stage 7, you leave Jones’s
office and try to find an exit from
OCP headquarters. Naturally, you
wouldn’t expect a giant corpora-
tion to lack security guards, so you
can count on plenty of armed re-
sistance. Unlike most security
guards, however, these guysaren’t
content to merely throw you out of
the building. They won't settle for
anything less than your complete
destruction.

Although you’ve already had
worlds of shooting practice by this
point in the game, stage 8 is a
shooting gallery where you can
brush up on your marksmanship.
Small tanklike vehicles roll toward
you while stationary targets ap-
pear throughout the brick enclo-
sure.

Stage 9, which takes place in a
junkyard, returns to the side-
scrolling action of stages 1, 3, 5,
and 7. The backgrounds are differ-
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ent, but the action is similar. This
level does offer something new,
though — a special weapon called
the Manta Gun. Other weapon
power-ups are found throughout
Robocop, but this one is by far the
most valuable. When you fire the

i

Robocop is ready to arrest OCP
 executive Dick Jones, but a stub-
l born mental block prevents him

from carrying out his duty.
The zigzagging line on the left is
ahmw at shoots down-
‘ward. It's just one of the hazards
- compl g your escape from
- OCP headquarters.

You can _prac;lice ymn ‘marks-
3 manship in this shooting gallery
Puciofstage SRV e Sati it
~_ Robocopisn’t OCP’ s only armed
4} robot. This is ED-209, back for a
second engagement in stage 9.

Manta Gun, it cleans out every-
thing in its path. You'll definitely
need some serious firepower in
this stage, especially when you run
into ED-209 for a second time.
We won't spoil the ending by
revealing what happens in stage
10, but we will tell you that it, too,
istruetothemovie. Ifyou’ve made
it through the first nine levels, the
tenth should be a cinch. Just re-
member what you learned in stage
2 and apply that knowledge here.
It's good that the game’s de-
signersseparated theside-scrolling
scenes in Robocop with stages that
call for other skills. As a result,
Robocop should appeal to fans of
theblockbuster movieand to game
players looking for full-tilt, gun-

blazing action.
SP
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tissaid that there is norest for

the weary. The same is true,

apparently, for the fiendishly

clever. I'm referring to the

creative madmen at Williams
Electronics Games and their part-
ners-in-crime at Bally/Midway.
Hardly a month goes by that
something new and refreshing
doesn’tcomescreaming out of their
Chicago headquarters to please
arcade gamers. What's your plea-
sure— videogames? Pinball? How
about a resurrected old favorite,
tricked out with state-of-the-art
technology?

If you're a longtime gamer,
your first glance at Slugfest! may
strikea vaguely reminiscent chord:
“Hey, I remember that game!” In-
deed, it is that game..and then
some. For one- or two-player head-
to-head competition, Slugfest! de-
liversall the thrills, excitement,and
strategy of the great American
pastime, baseball.

With its slanted playfield and
shiny steel ball, Slugfest! somewhat
resembles a pinball machine. The
ball is “pitched” from a hidden
chutebeneath the pitcher’s mound
toward a swinging bat mounted
beside home plate at the bottom of
the playfield.

Pitchers have their choice of
four wicked deliveries: a tricky
curve ball, a change-up, a screw-
ball, and major league heat

Slugfest! is a revival of pinball
] baseball, updated with high-tech
features and digitized sound.

(fastball). There’s a separate but-
ton on the control panel for each
type of pitch.

The opposing teams have dis-
tinctlineups, including hitters with
their own unique batting statistics,
strengths, and weaknesses. To re-
flect this, the values of the seven
targets at the top of the playfield
change from batter to batter. You
canalso substitute a pinch hitter at
critical times during the game. This
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ACTION
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New Games
from Willioms,
Bally/Midway

Scott Wolf

I I N I T T
raises a center ramp to give you a
shot at an upper-deck home run.
Asaresult, pinch hitters don’t have
any “out” targets lit up — only
hits!

While your buddy is mulling

over his repertoire of pitches, you
can even try to steal a base by
rapidly tapping the Steal button,
hopefully before he can throw you
out.

Slugfest! enlivens the action
with all the sounds of a real major-
league ballpark. You'll hear the
cheers of the crowd, the nonstop
hawking of snack vendors, the
razzing of hecklers, and even the
organist leading a “Charge!”

Another newfangled feature is
the dot-matrix display scoreboard
at the back of the playfield. Spec-
tacularlightshows, fireworks, and
other special effects complete the
experience. And if that’s not
enough, Slugfest! can also be
equipped withaspecially designed
dispenser that rewards you with
Topps baseball cards!

Is baseball a little too pastoral
foryou? Do you yearn for the bone-
crunching energy and violence of
the gridiron? Williams has the
answer for you, too — High Impact
Football. This videogame features
digitized graphics for on-screen
football action that’s remarkably
realistic. You can choose from 15
different teams, and the machine
will keep an entire season’s worth
of statistics in its memory as you
play.

Unlike some sports games,
High Impact Football has simple
controls. There’s a single joystick
for moving the ballplayers and an
action button that lets you select
frommore than 40 authentic offen-
sive plays and defensive forma-
tions. Test your skill at the long-
range bombs, double reverses,
halfback options, the nickel de-
fense, zone coverage, stunts, the
red-dog blitz, and more.

Like Slugfest!, High Impact
Football also includes lots of off-
field action, including coaches;
cheerleaders; the hot-dog antics of
the ballplayers; the outrageous
banter of ManicMax, the deranged
play-by-play commentator; and
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the cheers and jeers of the fans, led
by Joe Six-Pack.

If you're not a sports fan, how
about taking a three-hour sight-
seeing tour aboard the S.S. Min-
now? The entire cast of the famous
TV show ison hand for Bally’s new
Gilligan's Island pinball game. You
can join the castaways on their
uncharted desertisleas they scam-
per to gather the ingredients of the
Professor’s Secret Formula Lava

Seltzer tosettlethe
stomach of Kona,
the volcano god.
Smack the ball
around the play-
field to collect
pineapples, sea
shells, bananas,
rope, poached
turtle eggs, and a
shrunken head.
Mix well, then
send Gilliganona
wild jungle run to
deliver the potion
to Kona. If you're good, you can
score 50 million points along the
way.

Gilligan's Island features the
digitized voices of Gilligan...the
Skipper, too...the millionaire, and
his wife...the movie star...the Pro-
fessorand Mary Ann! The machine

alsodisplaystheir

faces and other
special effects on
adot-matrix panel
just below the
backglass. In ad-
dition to the voice
samples taken
fromthe TV show,
Bob Denver (Gil-
ligan) recorded

High Impact Football looks almost
] asgood aslive TV coverage of a
real football game.

One or two players can compete
in High Impact Football, choosing

2 from a wide selection of authen-
tic offensive plays and defensive
formations.

The coach goes crazy when his
3 team fumbles away the ball.
Could that be Mike Ditka?

Referees and cheerleaders add to
the atmosphere in High Impact
Football.

dialogue specifically for the game.
And like the TV show, the game is
very silly and an awful lot of fun.

<SP
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uckily for sports fans, game
designers keep trying to
come up with the perfect
simulation of every popular
sportin North America. This
timearound, hockey, baseball,and
basketball take center stage. The
main difference between them is
that Wayne Gretzky Hockey II and
MicroLeague Baseball: The Manager’s
Challenge offer full-game simula-
tions, while The Dream Team: 3-on-
3 Challenge isolates one popular
offshoot of basketball, the 3-on-3

Thequestion, asalways, ishow
well these games simulate their
respectivesports. Does Data East’s
The Dream Team demonstrate the
difficulty of defending against a
determined slam-dunk? Does
Bethesda Softworks’ Wayne Gretzky
II re-create the fast-changing flu-
idity of pro hockey? Does Micro-
League Sports’ MicroLeague Base-
ball offer the strategic decisions
faced by every manager during
every game? If they don’t, then in
at least some important respects,
they fail as simulations. But even if
agameisanaccuratesimulation, it
may not be successful as an enter-
taining game.

GAME PLAYER'S
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Hoops,
Nets,
and Green
Monsters

Neil Randall

Fortunately, all three of these
simulations show that the design-
ershave done theirhomework. The
Dream Team does indeed simulate
thedifficulties of defending against
adetermined slam-dunk; in fact, it
goes further, showing how diffi-
cultitis to defend againstany well-
mounted assault on the hoop.
Wayne Gretzky II re-creates the
sudden switches from offense to
defense that characterize pro
hockey, and it goes still further in
its depiction of plays and power-
plays. Finally, MicroLeague Baseball
forces you to make decision after
decision, demonstrating the diffi-
cultchoices faced by both the man-
agers and the ballplayers.
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The Dream Team

The artwork on the box of this
game features photos of Patrick
Ewing, Dominique Wilkins, and
Joe Dumars. The game’s premise
is that every basketball fan would
love to match this trio against any
other threesome in the business. In
other words, Ewing, Wilkins, and
Dumars are the dream team, and
you get the opportunity to control
them or challenge them. If you
choose the challenge, a number of
other National Basketball Associa-
tion stars are on the disk, awaiting
their opportunity.

L
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The Dream Team: The one-player

-I practice option lets you hone your
skills. Here, Joe Dumars shows
how it’s done.

The tournament pits you against

2 seven other teams. Good luck;
winninga tournamentislongand
demanding.

This game is being played on
pavement behind what looks like
3 a school. There are several differ-
ent surface options, because not
everyone gets to play in a gym.

The play-selection system lets you
4 decide which ballplayers will
make which plays.
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You can play The Dream Team
as a one- or two-player game. In
each case, you have the option of
playing 1-on-1,2-on-2, or 3-on-3. If
youchoosea two-player game with
the 3-on-3 option, you and a friend
can play on the same team.

Once you’'ve mastered the
regular game, you'll want to try
the Dream Team Tournament,
which pits you against seven other
teams to see who comes out best.
Intournament play, all eight teams
can, if you wish, be controlled by
human players. In other words, if
you getabunch of friends together,
it’'ll be a real (and probably great)
tournament.

Basically, your task on offense

is to pass the ball around, then try
for a three-pointer, a closer two-
point shot, a lay-up, or a super-
macho dunk. As in the real NBA,
there’s a shot clock, so you can’t
dawdle for long without making
an attempt at the basket.

The Dream Team also lets you
choose from a selection of
predesigned plays or create new
plays of your own. Another fea-
ture lets you alter the abilities of
the ballplayers.

Like all computer basketball
games, The Dream Team takes
awhile to get used to. Once you
grow comfortable withit, however,
the game plays quickly and well.
And its 256-color VGA graphics
are very, very appealing.

Wayne Gretzky Il

In essence, this sequel is the same
game as the original, with some
important additions but little dif-
ference in game play and no im-
provement in the game’s only so-
so graphics. However, since the
original Wayne Gretzky Hockey was
hailed by many (including me) as
the best sports simulation in com-
puter game history, drasticchanges
were hardly necessary.

Wayne Gretzky II retains the
overhead vantage point of the
original, as well as the line-chang-
ing and statistics-editing systems.
New featuresincludebetter menus;
softwaresupport forthe AdLiband
Soundblaster boards; the ability to
show goal highlights at the end of

‘the game (rather than just as they

happen); the option of choosing
referees of different temperaments;
and a play-creation system that
lets you design 16 special plays for
each team.

Another important improve-
ment is that the computer is now a
better player. You'll find thatcom-
puter opponents will shoot at the
net much more often and much
more realistically. The game also
incorporates the National Hockey
League’snew offsiderule,and two
human players can now join forces
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You can choose your own
ballplayers or let the computer
choose them for you.

—

Wayne Gretzky Hockey II: The
teams line up for the opening

2 faceoff. The computer waits until
you'reready before dropping the
puck — unlike in the original
game.

Two players battle for the puck
near center ice. Be sure not to

3 hold opponents too vigorously,
or you'll almost certainly draw a
penalty.

on the same team.

If you liked the original Wayne
Gretzky Hockey, it's worth picking
up this significant improvement.
If you've never played the game,

and if you have any interest in

hockey whatsoever, you owe it a
try. It remains a brilliant game.

MicroLeague

Baseball

Like Wayne Gretzky 11, MicroLeague
Baseball: The M ’s Challenge is
also an upgrade of an existing
game. New features include ani-
mated graphics, additional player
statistics, and a menu system that
offers more play possibilities than
earlier versions. The result is a
game that'smore colorfuland more
realistic, but inevitably a little
slower to play.

The new game was released at
exactly the right time —just before
the start of the baseball season.
Although thisisthetraditional time
to release baseball simulations,
MicroLeague Baseball happened to

GAME PLAYER'S



e
PLAYERS

be the only new game to hit the
market this year. It reached the
stores at the very moment when
baseball fans with personal com-
puters feel the urge to take the
computerized field. Some fans are
waiting to see what Earl Weaver
Baseball 2.0 will be like before de-
ciding which game to buy, but in
all probability you'll want to see
both. They’re so different that di-
rectcomparisonsaren’treally valid.

In some ways, MicroLeague
Baseball hasn’t changed much. For
example, the graphics still aren’t
spectacular. Like Wayne Gretzky 11,
itdoesn’toffer VGA graphics (your

VGA screen will revert to EGA).
But the game play has improved
considerably, and so has the num-
ber of options. MicroLeague Base-
ball also remains a relatively fast
game to play — one of its options,
infact, isaroughly 20-second stats-
only game. It's also very success-
ful at translating statistics into on-
field play.

While playing against the
computer in the normal game
mode, you're presented with a se-
ries of defensive menus when
you're pitching and offensive
menus when you're at bat. Defen-
sive options let you pick off, pitch
out, pitch around, or pitch aggres-
sively. You also have full control
over the positions of your outfield-
ers and infielders (including the
option of playing behind the run-
ner at first base). After selecting a
pitching option, you then decide
which pitch you'll throw.

Batters, similarly, must decide
whatkind of hit they’ll try for, and
then try to anticipate the type of
pitch. It's all a game of second-
guessing, just like the real thing.

In the final analysis, do these
three sports simulations succeed
as entertaining games? Yes, but to
different degrees. The Dream Team
offers some strong ideas about de-
fending againstand planning high-
level key action, but you may miss
the full-scale game. Wayne Gretzky
IIis a rich simulation of full-game

Select Home Team
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A goal is scored early in the third

period. This one was a wrap-
l around into the far corner, as the

forward eluded his chasers.

MicroLeague Baseball: The Manager's
Challenge: Thereare plenty of great
2 teams to choose from, but why not
seeif we can re-create the Dodger
magicof’88.Kirk Gibson,anyone?

Here they are — Gibson against
Stewart, ready for a rematch of
their ninth-inning showdown.

The running coach menu lets you
choose your aggressiveness op-

4 tions. Let’s try for an extra base if
the ball heads for right field.

hockey, butis weakeronindividual
player skills. And MicroLeague
Baseball, like Wayne Gretzky II,
provides the manager’s viewpoint
without letting you get close to the
players. Still, all three games do
what they're designed to do, and
theonly way you'llbedisappointed
in any of them is if you wanted
something else entirely.




ight makes right —

that’s an undeniable

truth in the cases of the

latest two Genesis titles
we've seen. Both Centurion and
King's Bounty, from Electronic Arts,
cast you in the role of a tough guy
in a rough world. In the case of
Centurion, you're an ambitious
Roman military man with dreams
of an empire. In King's Bounty,
you're the royal bounty hunter.
The situations are different, but
both games demand that you as-
semble powerful armies and don’t
hesitate to use them.

Defender of Rome

Centurion is based on one of
Electronic Arts’ popular computer
titles. It's a military strategy game
setin Rome, 275 B.C. At that time,
Rome wasn’ta greatempire; it was

merely the capital of Italia, one of
many small provinces clustered
around the Mediterranean Sea.
You are a young centurion, sworn
to defend Rome. But you are also
ambitious.

At the beginning of the game,

SEGA
PLAYERS

Centurion
and
King’s Bounty

Matithew A. Firme

you command a single legion of
infantry. Your legion, currently
stationed in Italia, can move into
one adjacent country during each
turn. Of course, most of your
neighbors will resent an entire Ro-
man legion crossing their borders.
They’Il usually threaten to destroy

yourlegionif youdon’t withdraw.
Doyoustay and engage the enemy
in what could be a long and dam-
aging battle, or do you flee back to
Italia? If you're the kind of centu-
rionwho'llone day rule theknown
world as Caesar, you know what
choice to make.

When you choose to stay and
fight, the game shifts from a map
of the Mediterranean to a battle
screen. This is the most important
screen in the game, because it’s on
the battlefield that you'll decide
your destiny. Before either you or
your enemy’s armies appear on

'I As Centurion begins, you've got
an entire world to conquer.

In the Alps region, your troops
are met by barbarians. Despite
2 yourattemptsatreason, they just
won't listen. You'll have to con-
vince them on the battlefield.

The battle screens are an impor-
tant partof Centurion. Here, your
3 army (right) prepares a wedge
formation to slice through the
barbarians’ front lines.

Holding chariot races can in-
crease your wealth and reputa-

4 tion — but only if you win. To
help insure a victory, you can
resort to bribery or even drug
your horses.

GAME PLAYER'S



the screen, you get to choose your
formation. Remember, these are the
days before rifles and guided mis-
siles; the two armies meet face to
face, moving toward one another
like two football teams after a kick-
off. The formations you choose are
vital to your success in battle.

Your chariot rolls into the am-
phitheater.

—

Check your provinces often. If

2 your subjects grow angry, you
may have a rebellion on your
hands.

King's Bounty: Each of the four
characters has different charac-

3 teristics. Moham s a fine leader
and is capable of commanding
large armies.

4 Hack the Rogueis one of the first
villains you'll bring to justice.
EachRomanlegionand enemy
army is rated for courage, from
“panicky” to “fierce.” Except for
the size of an army, the courage
rating is the most important infor-
mation you can learn about an en-
emy. A weak army won’t stand
and fight long before its soldiers
panic and flee the battlefield. A
fierce army fights much longer.
At first, your single legion is
fierceand at full strength, number-
ing 4,200 foot soldiers. You can
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you uphold the honor of Rome. If
you don’t hold games to entertain
the people in the countries you've
conquered, and if you're unable to
maintain order, you'll be passed
over for promotions.

And promotion is the name of
the game. You begin as a mere
centurion. Butif you're aggressive
and fearless in battle — and if you

move into any adjacent country to
seek glory for Rome. When youdo,
your scouts bring you information
about the country’s wealthand the
size and ferocity of its army. Then
the country’s leader rides out to
meet you. You can try to negotiate
with him to form an alliance, but
more often you'll end up going to
war.

When you’ve beaten an enemy
army, you occupy that country.
You can recruit its men to replace
your own fallen soldiers, and most
importantly, you can tax the
people. Centurion places a lot of
importance on money, as the Ro-
mansdid. The more provinces you
conquer, the more money you'll
earn each turn.

Back in Rome, your actions are
scrutinized. You are judged ac-
cording to how many lands you
conquer and how much tax money
you raise. Also important is how
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can occupy every country on the
map — you’ll one day become
Caesar. In Centurion, only the
strong survive.

Bounty Hunting

King’s Bounty is one of the first
Genesis games released under
Electronic Arts’ affiliated label
program. This arrangement lets
smaller software companies sell
their games through EA’s large
distribution network.

Designed by New World
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In the court of King Maximus,
'I you can recruit soldiers or seek

an audience with the king.

Sometimes he’ll promote you.

2 On the battle screens, each player
takes a turn.

Sailing is often easier than fight-

3 ing. In this case, you've avoided
those evil ghosts and have found
the Ring of Power.

Castle Nilslag is home to Rob the

4 Pirate. But your contract is for
Murray the Miser, so leave Rob
alone.

Computing, King's Bounty is a fan-
tasy role-playing game based on
an earlier computer version. The
character you play is loyal to King
Maximus, who has ruled your
world’s four continents with the
Sceptre of Order. But a gang of
villains, led by the hideous Arech
Dragonbreath, has stolen the
Sceptre from Maximus. Now the
worldisasplintered, feuding place.
Evil beasts, both human and
nonhuman, roam the four conti-
nents.

Choosing from four different
characters, you must help the king
recover his sceptre. To do this, you
have to get a map to the sceptre —
and the only known map has been

cut into 25 pieces. Seventeen dif-
ferent villains, all lackeys of
Dragonbreath, hold 17 of the pieces.
The other eight are buried with
treasures and scattered across the
continents.

The game consists largely of
hunting down the villains, storm-
ing their castles,and bringing them
to justice. In this way, you gradu-
ally accumulate pieces of the map
leading to the sceptre. For each

villain you subdue, you're paid a
bounty. But you can collect the
bounty only if you hold a contract
on the villain. If you storm a castle
occupied by avillain on which you
don’t hold a contract, he goes free.

Of course, there’s more to it
than just walking up to a castle
and starting to fight. You must be
sure your army is strong enough
todo the job. And justas your king
pays you bounty money and an
allowance, you have to pay your
troops.

You also have to worry about
thesize of yourarmy. You canlead
up to five different groups (peas-
ants, archers, and pikemen, for ex-
ample) ata time, but thenumber of
soldiers in each group depends on
your leadership ability.
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It may sound confusing, but the
beauty of King’s Bountyis thatitisn’t.
King’s Bounty is designed to let you
make progress and explore the
world right from the start. Unlike
many role-playing games, this one
doesn’t force you into one battle
after another. You can rent a ship
and explore the shores and rivers of
all four continents in safety, and
from your ship you can see trea-
sures, enemies, and castles. You can
leave the vessel to explore or gather
treasure, and getback onboardifan
enemy threatens you.

Of course, you'll have to fight
sooner or later. After all, the future
of your world is at stake. But the
relatively infrequent combatshould
please both beginning role players
and veterans weary of dungeons
filled with enemies.

In Other News...

Another title coming soon from
Electronic Arts is a Genesis version
of the computer science-fiction
game Starflight. It won’t be ready
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fora while, but if it’s as good as the
original computer version, it could
be one of this year’s hottest titles.
And speaking of hot, we've
been playing a preliminary version
of Sonic the Hedgehog from Sega of
America. It’s still a long way from
finished, but it has enough to con-
vince us that Sonic is headed for
stardom. Watch for a full review in

a future issue!
<SP
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ust as the second child in

the family ends up wearing

a lot of hand-me-downs,

the second most popular

game computer ends up
with a lot of hand-me-down soft-
ware. Even though IBM com-
patibles aren’t very well suited to
game playing, there are so darn
many of them out there that most
software companies can’t help but
produce their games for the PCs
first, and then translate the games
to other computers when they get
around to it. When the Amiga
version is a direct port of a game
that was designed for PC graphics,
the results can be pretty disap-
pointing. Butwhena gameis either
completely redone for the Amiga,
or is designed for VGA graphics
from the start, the chances for
success are much better.

The Bard s Tnh III: Thief of Fate
from Electronic Artsisa typical PC
translation. Not only are the
graphics and player interface al-
most unchanged from the PC ver-
sion, but the PC version they were
copied from is also more than two
years old. That means the game
isn’t even state-of-the-art on PCs
any more, let alone on the Amiga.
Some limited mouse support has
beenadded, allowing you to move
and make menu selections with-
out using the keyboard. But after
making a number of wrong selec-
tions with the mouse, I went back
to using the keyboard anyway.

On the other hand, the Bard’s
Tale series is a classic, and many
Amiga fans will no doubt be
overjoyed attheappearance of this
installment, however late.
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AMIGA

PLAYERS
ST

Bard’s Tale Il
and
Hoverforce

Sheldon Leemon

When Thief of Fate gets under-
way, the town of Skara Brae has
been destroyed. Your party of he-
roes must stop the mad god who
wrecked the city from destroying
the rest of the world. You can ei-
ther import your characters from
previous Bard’s Tale games, or
create new ones from scratch,
choosing your characters’ race,
class, and gender. Once you've set
up your party, you must conquer a
series of challenges by exploring
80 dungeons in seven dimensions,
fighting hundreds of monsters,
discovering objects,avoiding traps,
and learning spells. In short, Thief
of Fate has all of the elements that
made Dungeon Master an Amiga
classic—but without the sophisti-
cated player interface.
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Although the game hasenough
challenges to satisfy the veteran
dungeon dweller, beginners
should be able to wander around
the Wilderness and Skara Brae (the
first levels) without getting killed
off too quickly. In the Wilderness,
look for the Shrine, where your
characters can be healed or resur-
rected. (You'll find it to the west
and south of the refugee camp.) In
Skara Brae, look for the Review
Board (keep going to the east and
north). You'llneed to check in there
periodically to get promotionsand
learn new spells. The new auto-
matic mapping feature doesn’t al-
low you to keep the map on the
screen while the game proceeds,
but since the game multitasks well
on the Amiga, you might want to
use the Workbench ScreenDump
program to print out a permanent
copy of the map.
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Unlike Thief of Fate, Accolade’s
Hoverforcerepresents thenew wave
of PC translations now coming to
the Amiga. Since the PC version
was designed for the new VGA
displays, the graphics are as good
as those in most Amiga games.
And since many of the latest PC
computers come with a mouse,
Hoverforce was designed from the
ground up to use mouse controls.
As aresult, this game doesn’t look
orfeellikea PC port. In fact, despite
my lack of enthusiasm for simu-
lated 3-D shoot-em-ups, I got
hooked on Hoverforce pretty
quickly.

The drug-chase theme of
Hoverforce can be summed up in a
simple phrase: If it moves, shoot it.
When you destroy one of the drug
boss’s henchmen, he leaves behind
either money or a drug canister,
which you can pick up forevidence.
Ifyou collectenough evidence, you
can shoot down the Alterant’s
Hovercar to finish the level.

Your wild chase through the
city is viewed from a first-person
perspective, as in a flight simula-
tor. Although most of the scenery
is made up of the usual shaded
boxes, little details like streetlamps
and trees add a strong touch of
realism. The mouse controls are
quite responsive and feel very
natural once you get used to them.
You move the mouse right or left
to turn, push the left mouse button
to accelerate, and the right button
to fire. Usually I prefer a joystick to
themouse, butafterashort whileit
felt as if I'd been driving a
HoverKill 1000 for years.

The firstlevel is relatively easy

on you while you're learning the
controls. After that, however,
things get tougher, so you have to
concentrate on making quick kills.
Although the instructions don’t
mention the hazards you'll en-
counter, you'll soon find some
things you’ll want to avoid. For
instance, don’t pick up the black
drug canisters, avoid the flashing
red zone, and don’t try to skim
over the water with your unmod-
ified Stinger.

When you pick up enough
cash, you can
buy some neat
new equipment
at the nearest
store. The good
stuff costs a lot,
though, so save
your money un-
less you need to
replenish your
shields.

As long -as
PC compatibles
outsell Amigas,
we'll be seeing
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lots of secondhand games for our
favorite computer. As PCs become
more civilized (or Amigatized),
however, it becomes more and
more difficult to answer the ques-
tion: Is it real, or is it a PC port?

<SP
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aleSpinisthelatestexample

of a popular TV cartoon

series that’s been trans-

lated intoa videogame. The

idea behind such games is
a good one: Rather than create a
brand-new hero, such as Mario or
Bonk, the game designers use a
character who's already popular,
worrying only about what that
character will do. Unfortunately,
this idea sometimes doesn’t work
very well. Rather than inventing a
character to fit the videogame, the
designers must createa videogame
to fit the character.

InTaleSpin, you take command
of Baloo the bear (whose name, by
the way, comes from Rudyard
Kipling's The Jungle Book). Baloo’s
task is to piece together a map that
leads to a treasure. The map is in
five pieces, and Baloo has access to
four of them when the game starts.
Each piece of the map represents a
different area, and at the end of
each area is a boss creature who
must be defeated. If Baloo defeats
the boss, he gets that piece of the
map. Baloo must work through
the four available stages in order
to reach the fifth, where the trea-
sure is hidden.

Basically, TaleSpin is a side-
scrolling jumping game. Baloo
walks horizontally across the

Neil Randall

screen, and each stage has a differ-
ent background. The first four
stages include an aerodrome, an
arcticlandscape, ajungle withcliffs
and rivers, and an underwater
grotto. (You can play these stages
inany order you want.) At various
times, Baloo has to climb over

This screen lets you choose the
stage you want to play next. The

l Watusi River Valley (the jungle)
should probably be second on
your list.

In the Watusi River Valley, the
2 monkeys in the trees try to bean

you from above, but you can

shoot them out of their lairs.

The evil-looking thing at the top

3 left is the Watusi boss. Keep on
your toes, and keep firing. Try
not to let him hit you.

rocks, cross bridges, hop across
rivers, jump over cliffs, throw
snowballs, and even shoot a water
pistol. There are crevices to fall
into, tottering bridges to cross, and
hostile creatures tojump over,duck
under, and knock out of the way.
Alligator heads become step-
pingstones across rivers, and mis-
chievous monkeys throw things at
you from above. Although the
game doesn’t have quite as much
variety as, say, Bonk’s Adventure,

GAME PLAYER'S



there’s enough to keep fans of the
TV show happily occupied.

The graphics are very good.
Baloo looks like Baloo, and he’s at
his most irresistible when you stop
and duck — he squats down and
wraps his paws over his head. If
you leave him idle for more thana
few seconds, he’ll turn toward you
and tap his foot impatiently. Each
screen has strong colors and lots of
background detail, and the effect
is almost three-dimensional.

There’salsoabonusstagethat’s

nothing shortof spectacular. If you
reach it, you'll get an overhead
view of a lush forest down below
as you “sky surf.” In TaleSpin, sky-
surfing consists of being towed
behind an airplane, almost like a
water-skier. The goal is to pick up
bonus points by flying over num-
bered targets. The graphics are
rather simple, but the screens are
uncluttered and Baloo’s objectives
are clear.

Baloo is easy to control. You
move him with the directional pad
(the only option is to walk, not
run), and jump by pressing button
I. With button II you can throw
things or fire your weapon, de-
pending on which area you're in.
And that’s it, except for the bonus

* o0
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screen, in which you simply move
Baloo from side to side in an at-
tempt to gather points. The con-
trolsare well-executed, but thelack
of additional options may disap-
point some experienced gamers.
Onething’s for sure—TaleSpin
isamanageable game. While other
videogames seem to be growing
largerall the time, with more things
to do and more stages to survive,
TaleSpin takes a simpler approach.
The first four stages are short (a
couple of them extremely so), and
once you master them, you can
whisk through themagain quickly.
It should hold the interest of
younger players — the most obvi-
ous audience for the game — but
may not encourage experienced

TalefoIN
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At the end of each stage, you can
“sky surf” for bonus points. You

] canalsofind an extralife, so guide
your plane well.

Underwater, onthe GreatSimeon
2 Reef, avoiding obstacles is the
real trick. Particularly harmful
aretheblowfish and electric eels.

There are some treasures on the
reef, but watch out! Lots of heads
poke up to do you in.

This ugly jellyfish is the reef’s
boss monster. He’s more annoy-

4 ing than dangerous, as long as
you keep your wits about you
and keep jumping.

In the Ice Caves of Thembira, the

5 trick to getting past the penguins
is to let them leap over you. Just
don’t duck too soon.

players to continue to the end. Too
bad, because the game isn’t that
easy all the way through.

And that brings up an impor-
tant question about TaleSpin: Is it
suited to its intended audience?
Graphically, with its colorful and
endearing cartoon characters, it’s
perfect. But it’s far from an easy
game to play. It's doubtful that
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anyone under age eight or nine is
going to get very farat first,and it’s
highly unlikely that anyone that
young will get past the hardest
stage, the Aerodrome. It would be
nice if the game had multiple diffi-
culty levels, but no choice is of-
fered. Parents who buy this game
foryounger children would dowell
to spend some time teaching them
to play.

Here are some hints that may
help. The first four stages are the
Ice Caves of Thembira, the Watusi
River Valley, the Great Simeon
Reef, and the Aerodrome. Try them
in this order, because the Ice Caves
are by far the easiest and the Aero-
drome clearly the most difficult.
Keep in mind at all times that you
can shoot straight up and also up-
ward atan angle, and that you can
even shoot while jumping. But
sometimes shooting isn’t the an-
swer. You can simply duck under
some of the penguins, monkeys,
and blowfish.

To defeat the boss at the end of
the jungle stage (the Watusi River

GAME PLAYER'S

Valley), keep moving and keep fir-
ing. When he flies over you, shoot
straight up. Don’t give him any
rest.

To defeat the jellyfish at the
end of the underwater stage (the
Great Simeon Reef), jump to shoot
and then duck. Incidentally, you
canmove very quickly through this
entire stage simply by refusing to
fight theunderwater creatures that
attack you. Just dodge under them
or jump over them.

When you confront the boss of
the arctic world (the Ice Caves of
Thembira), move right up to the

Thebossinthe Ice Cavesrequires
concentration. Keep ducking

] when he throws, then leap up
and fire back. You'll get him
eventually.

Once leaving the elevator in the
Aerodrome, Baloo comes to what

2 is by far the most difficult part of
the game. These conveyor belts
are tough!

Just because you've got all the
pieces of the map doesn’t mean
3 your treasure hunt is over. Next
youhead into theskies,and you'll
facesome very difficultairplanes.

Shooting down a plane is one
thing; flying into one is quite
4 another. But don’t worry, even
after you knock them down,
you'll still have more to do.

ice ledge and duck when the boss
throws his snowballs. Then jump
up and shoot once, landing and
ducking again.

Finally, be sure to set both of
your control buttons on turbo-fire.
That way, firing will be automatic,
and on at least two levels that's

SP

essential.
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tlooksasif Atarimadeasmart
move when it slashed the
price of the Lynx last winter.
Atari says that sales of the
hand-held videogame system
have increased dramatically, and
the game cartridges are selling
faster, too.

What's even more impressive
is that the upturn came at a time
when the U.S. economy was in a
recessionand consumer sales were
down. Despite those obstacles, the
Lynxsold better last winter than at
any time sinceit first hit the market
in late 1989.

Atari’s price cut, which took
effect in January, reduced the
standard Lynx package from $179
to $149. That package includes an
AC adapter, a Comlynx cable, a
copy of California Games, and a
coupon foranother game cartridge.
In addition, Atari began offering
the basic Lynx without any acces-
sories for $99 — the lowest price
ever for a color hand-held.

InFebruary, thefirst fullmonth
in which the new price was effec-
tive, more Lynxes were sold than
during thelast threemonths 0f 1990!
That’s remarkable when you con-
sider that the holiday shopping
seasonis generally thebiggestsales
period for most products, and es-
pecially for toys. Yet more Lynxes
were sold in February than during
any other month in its history.

Atariwon’tdivulgeactual unit
sales, but did provide this break-
down: Slightly more than half of
the Lynxes sold were the basic $99
systems. Asexpected, the new low-
ball price — only $10 more than a
Game Boy — is attracting lots of
new customers.

More Lynxes mean more
games are being sold, too. Interest-
ingly, Atari reports that sales of
Blue Lightning, a jet combat game,
rocketed 300 percent when the
Persian Gulf war began.

Another interesting point is

SAFARI
Lower Prices
Boost Sales

Tom R. Halfhill
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thatall of the Lynxes sold last win-
ter were the “old” units. The new,
redesigned Lynx (covered in the
Aprilissue of Game Player’s) wasn't
scheduled to appear in stores until
late spring. By then, the inventory
of old units was expected to be
sold out.

Blockout adds a third dimension to
the falling-block puzzle of Tetris.
The goalis to form unbroken layers
at the bottom of a walled pit.
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Blockout

Oneofthelatest Lynx games we've
been playing (oops, testing) is
Atari’s Blockout, a fast-action puz-
zler that's almost a direct transla-
tion of a 1989 computer game from
California Dreams. Blockout is ac-
tually a Tetrisderivative, butitadds
anew twist—the third dimension.

In Tetris, colored blocks
gradually fall from the top of the
screen, and you rotate them
clockwise or counterclockwise to
form layers at the bottom of the
screen. But in Blockout, the falling
blocks are more complex three-
dimensional shapes, and you have
to fit them into the bottom of a pit.
In addition, you can rotate the
blocks in six different directions:
clockwise and counterclockwise
around all three axes (known as x,
y, and z in geometry).

Theresultis a quantum leap in
complexity. Each new block pre-
sents a new problem in spatial
reasoning. The blocks appear as
transparent wire-frame outlines
while they’re falling, then turninto
solid colors when they hit bottom.
Eachunfinished layerisadifferent
color (which, by the way, makes
this game very difficult if you're
color-blind).

Blockout offers several options.
You can choose from three differ-
ent sets of blocks, and the most
difficult set includes some oddly
shaped horrors that seem impos-
sible to fit together. You can also
change the size of the pit, pick
from three different rotation
speeds, turn the sound on or off,
watchademo, refertoahelpscreen,
and play a practice game.

If you like Tetris-style games,
you'll find that Blockout adds a
whole new dimension to an old
favorite.

<SP
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NTENDO GAME
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Jeff Lundrigan

Zndiana Jones, professor of archeology,
was taking a break from his classes when
a strange package, apparently from his
father, arrived in the mail. Indy hadn’t
seen his dad for some years, and getting a
package from the elder Dr. Jones was more
than a little unusual.

Things got even more unusual when
Indy opened the package. Inside was Dad’s
Grail diary, a record of every scrap of
information his father had collected in his
lifelong search for the Holy Grail. Mo-
ments later, Indy received word that his
dad had in fact been taken prisoner by the
Nazis. Indy then realized that his father
had sent him the diary for safekeeping.

Indy dropped everything, including
his own personal quest to recover the
fabled Cross of Coronado, and left for
Castle Brunwald to rescue his dad.

Indiana Jones and the Last Crusade is
closely patterned after the events of the hit
movie. A unique feature of the game,
however, is that you can play through the
events in any order — you can even go
straight for the Grail if you want to. You're
better off doing a few things first though,
like rescuing Dad and going to Venice for
some important clues.

Indiana Jones combines this unique
approach with challenging game play.
Excellent graphics and smooth, no-flicker
animation top off this genuinely interest-
ing and worthwhile gaming experience.

LAST

and the
CRUSADE

Taito, 390 Holbrook Drive, Wheeling,
IL 60090.



In Venice, Indy
finds the first piece
of the puzzle —an
ancient parch-
mentwithapicture
ofthe Grail, butthe
picture has been
damaged by the
passage of time.

Indy takes a break from teaching ar-
cheology to discover a mysterious
package. If this is Dad’s diary, what
/ happenedtoDad? Bettergoto Venice
and find out.

e —— = 30

y Solving the Grail puzzle is exactly like

solving a child’s tile puzzle. The earlier
in the game you go to Venice, the
easier the puzzle. If you go there first,
you can solve it in 12 moves.

Next, recover lhe Cross of Coronado
and fulfill Indy’s personal quest. Indy’s

whip has the advantage of killing
enemies with one blow, but it only
works at a very specific range.

Another good technique is to get an enemy to chase you by running awcy,

then do aflying kick against the wall—you’ll bounce, spin around, and knock
the enemy flat. | |
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& oo All you have to do is

- beat up afew sailors,
e killthe ship’s captain,
f. andfinally, aftera20-
:". yearsearch, Indy has
:\= recovered the Cross
of Coronado!

' ,
byt

and the

Once you've obtained the cross, Indy

will jump ship — and it's a good thing = =

he does, foo. The castle is a maze, but it's not that

| large, and each level has a different

| markeronthe wall—so be systematic
in your search. Any tricks you used to
fight the sailors will work against the
guards as well.

| First, the good news: Sallah found out
| where Indy’s dad is. Now the bad
| news: He's being held by the Nazis in

| the castle Brunwald. |

Dad is being held in a secret room
behind the fireplace. Once you've
found him, getting out of the castle is
automatic.

You're looking for this room. Sit on the
chair and it will reveal a passage
through the fireplace.



The soldiers will
come out of the
tank one atatime,
and they always
hop offthe left side
of the turret. Stand
justtotherightand
hit them with a fly-
ing kick as they
land onthe treads.

In the desert of Iskenderun, Marcus is
also being held by the Nazis — inside
atank. IfIndy isknocked offthe treads,
he gets right back on, but it will cost
you a life.

Good Heauer
If you
> 6 from tha

imagin

Once all the soldiers in the tank have
been defeated, Marcus will come out
and hop off the back of the tank. He's
gladtobe rescued, but you've still got
work to do.

If you fail during any stage, you'll lose
Dad'’s diary and you'll have to go to
Berlin. Getting the diary is easy, but
escaping with it is probably the most
difficult part of the game.

The road from Berlin is littered with
dangerous obstacles. These road-
blocks can be easily leaped over, but
watch out for the machine guns! They
fire down the middle and sides of the
road.

The road forks eight times. One path usually leads to a chasm that must be
jumped; the other leads to the same chasm but has no place to land on the
other side — certain doom. The safe paths are (in order): left, right, right, right,
left, right, right, left.

=




LAST CRUSADE

Theroad occasionally startsto zigzag,
with gunturrets onthe zags. If you slow
down for the curves, they're likely to
blast you, so run the zigzag at top
speed and jump over them.

The Grail lies deep in the heart of a
hidden temple, guarded by three
deadly challenges.

Toward the end of the stage, you'll
find tanks parked in the road, flanked
by a pair of machine guns. They’re
easy to jump though, and their fire
pattern is the same as a roadblock’s.

This is why Dad’s diary is so important:
It shows the safe path across the
“Footsteps of God,” and also gives the
proper symbol for the “Leap from the
Lion’s Head.”

Enemy motorcycles
will try to run you off
the road. You can
bump them back,
flail at them with your
whip, or, most satis-

~ fying of all, jump and
land on them.

The only catch to the Footsteps of
God is that you have to be quick — if
your torch burns out, you'll be in total
darkness. When it's dark, you might
still make it, if you're really lucky.




on the tile with the
same symbol asin
Dad’s diary and
jump. If you don’t
have Dad’s diary,
pick a tile and
hope it’s the right
one.

e ,',‘ The Leap from the
- ; Lion’s Head is a
% é leap offaith. Stand

Leap from tile to tile and spell “Jeho-
vah” (which starts with a J, not an | as
in the film) —if you forget how to spell,
you'll go right through the floor and
the game will be over.

- S
The Grail's shape depends on four
things: the bowl (round or V-shaped),
the handles (curved orS-shaped), the

lip (fluted or smooth), and the base
(whichcomesinthree different styles).

elcome, brave ght

To preve thy th. thou
must choose

Assuming you survive, you'll be met
by the knight who guards the Grail,
and he'll present you with the final B S T e [
challenge — choosing the right Grail.

9 9 9 : Venice is handy — it shows the shape

ofthe Grail. Ifthe sketchis only partial,
you can try to remember details from
the original puzzle.

oly G

i1splay

Choose the right Grail, and you'll be
hailed as a hero and become part of
the Grail legend. Choose poorly, and
you'll be dust on the floor.



SEGA GENESIS GAME

| Gotham City is planning its bicen-
tennial wlubmlmn The dark,
towering
famous skyline are bumg sand-
blasted clean; the streets are hosed
and washed; and banners hung
| everywhere proclaim the city’s
200th anniversa
nesses, the news media, and thc
city government are working to-
| getherto painta festive facadeover
the gloomy metropolis.
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Digitized scenes from the movie
highlight the story of Gotham
City’s celebration and the
Joker’s evil plan.

GAME PLAYER'S
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Matthew A. Firme

But in his hideout at the old
Axis Chemical plant, the infamous
Jokerisatwork on his own twisted
plans. He has concocted a terrible
nerve gas that distorts its victims’
faces, trw/lng their features in a
parody of the Joker’s own hideous
grin. Death follows quickl
now, while the eyes of the nation
are focused on Gotham City and
its celebration, the Joker moves to
unleash his nerve gas on the inno-

Like a specter, Batman drops to
the sireets of Gotham City. The
thugs who stand in your way in
stage 1 aren’t very tough, so thisis
a good opportunity to practice
your moves.

| )
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cent people of the city. T

As Batman, the Caped Cru-

sader, you'll battle the Joker’s thugs

in the Flugelheim Museum. You'll

race through the streets of Gotham

our Batmobile, and take to

in the Batwing. Finally,

you'll climb the towering Gotham 1l
Cathedralto face the Joker himself.

Also available for Nintendo and the L

Game Boy. Sunsoft, 11165 Knott Av- 11
enue, Cypress, CA 90630.
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Use the low side-kick often. By
crouching and striking with a low
kick, Batman can often duck un-
der an enemy’s aftack.



The abandoned Axis Chemicalfac-

These thugs don’t have the sense to The Boxeristhe boss of stage 1. He’s
tory is a dangerous place. This pipe

come in out of the rain. You'll have powerful, but sluggish. Jump to
to show them how dangerous a avoid his charges, then throw
thunderstorm can be. punches as soon as you land. Save
your Batarangsfortougherenemies.

can suddenly burst beneath your
feet, so be ready to jump.

& .
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Laser cannons are placed
all over the factory. Duck
to avoid their deadly laser
blasts, but keep an eye
out for sneak attacks.

You'll need the Bathook to
reach the pipe above your
head.

Punch the laser cannon to destroy it before you start
down this corridor.

When this bazooka-toting thug comes into view, keep
a close eye on him and be ready to duck. If he blasts Watch for power-ups. The heart
[} you with his weapon, you'll lose a life. above this bazooka man will re-
store your life meter.




BatmanreachesNapier, knocking
him off the platform and into the
chemical vatbelow. The corrosive
chemicals turn Napier info the

Itlooks easy, butleaping and climb-
ing up this spiny shaft can be lethal.
Be sure to grab the one-up at the
bottom right corer of the shaft!

GAME PLAYER'S
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Exploding pipes are always a dan-
ger. If you lose your footing here,
you might plummet to your death.

There, inthe upperright corner, isthe
archcriminal Jack Napier! Somer-
sault to the center platform, then
again toward Napier.

jumping on them.
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Another burly ax-man awaits you

at the top of the shaft. Close in on
him quickly, striking with abarrage
of punches.

Watch out for these guys in the Flugelheim
Museum. Most are carrying guns, although
they’re a bit slow on the draw. Remember,
you can defeat some bad guys merely by 1 1nnnn mmin

Axel, the ax-wielding ter-
ror of the Flugelheim Mu-
seum, hurls his hatchets
with deadly force. Move in
close and use the low kick.

— |
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Sinbad attacks, scimitars flying.
Watch his pattern — each time he

When he lands, strike with both fists.

rushes toward you, leap over him. LR



As the Joker watches from a balcony, Crusher
enters to challenge Batman. Crusher's most
lethal technique is his flying belly-flop. Fortu-
nately, i’s easy to avoi

Use your missiles to destroy that tank
straight ahead. The bombs it tosses
at you are especially powerful.

Once he’s defeated

Crusher, the Caped Cru-
11 saderfinds Vicki Vale and

whisks her to safety.

In stage 4, you're racing
through Gotham City inthe
Batmobile. Your main
weaponisahigh-powered

machine gun, but you also
have a supply of heat-
seeking missiles.

Even in the heart of the city, the Joker’s tanks try to stop

you. Keep your eyes open for extra missiles.

The nuclear-powered Blaster is waiting for
you at the end of the road. Use your missiles,
and zigzag in and out of the Blaster’s fire.

Inthe second part of stage 4, you're back on
your feet. These white-faced mimes are ev-
erywhere, and gefting past them requires
precise jumping and lightning attacks.

GAME PLAYER'S




Use your jumping aftack to
knock the mimesfrom their
perches. The stout mimes
can breathe fire, so watch
out. If you're low on lives,
try walking off the edge of
this platform. Three one-ups

With swords flying, Sinbad’s 1
LI} cousin seeksto avenge the

didSinbad—Ileap overhim,
then attack.

(W] The final stage takes
Batman to Gotham Ca-
thedral. Get ready to face
some sfiff resistance.

GAME PLAYER'S

Be careful whilefacingthe
enemies in this hallway.
That spiked ceiling really
limits your movement!

The funny look of these balloons is very mis-
leading. They're full of the Joker's deadly
nerve gas, and you must destroy them before
innocent people are killed.
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Sinbad is back, and so is each of
the other stage bosses. You'll have
to fight them all if you hope to find
the Joker.
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Finally, you've defeated
the thugs on the Gotham
Cathedral’s ground floor.

The gargoyles in the walls
breathe flame, and those
red-jacketed toughs hurl
dynamite. It seems that
someone doesn’twantyou
to climb this tower!

Now it's time to begin the
long climb up the bell
tower.

Don't risk leaping into those spikes. Knock
IRERAN] that thug off the platform at the right, then

1 use your Bathook to continue the climb.
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16l BI1RE] top ofthe secondtower, you'llhave
acs fo leap blindly as far to the left as
Start collecting all the Batarangs you can, and don’tuse [ | | [ [ You can. Batman will fall down the
] any unless you absolutely have fo. You'll need them to left wall and land on a ledge lead-
1 survive your encounter with the Joker. "B 1]} ingback to the first tower.
| rnnnnnnn
B 1 ornnng
g%
o
i

[§§ From here on, each move is critical. Even
11 these blocks give way beneath your feet,
and afall now means starting all over again.

At last, you're face-to-face with the Joker!
Only one of you can leave Gotham Cathe-
dral alive.
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Gary Meredith

& ' oucan’tgo homeagain,”

according to the proverb. Or
perhapsinRoger Wilco's case,
“You shouldn’t go home
Sure, after many years
cefaringadventuresand

P;

harrowing brushes with death,
arelaxing visit toRoger’shome
planet, Xenon, would bea nice
changeof pace. That’s not what
Roger gets, however, when
he’s unceremoniously
dumped into a time-rip corri-
dorbysomeguy carrying what
looks like a hair dryer with a
glandular condition.




Roger Wilco pilofs his trusty spaceship,
the Aluminum Mallard, toward the
planet Magmetheus in search of some
welcome rest and recreation.

Getting into trouble with the Sequel
Police is bad enough, but it pales in

i with the that
Roger’s old nemesis, Sludge Vohaul, is
once again out for revenge.

When Roger arrives on hishome planet
ol Xenon, he doesn't get the son of

As usual, Roger ends up blowing all his
buckazoids on drinks for the house.
Still, i's a small price to pay for an
attentive audience.

P 4

Before Roger can ask for an explana-
tion, he’s pushed into atime rip. (I'snot
nearly as much fun as it looks, kids, so
don't try this at home.)

ace Quest 2 - Uohauts Reverge L}

o

The few remaining denizens of Xenon
seem to be under the control of some

he had ant
Theve are no mmchmg bunds beauty
ial

force. If you get this close to
one of them, you can bet that an exter-
mination drone can’t be far behind.

Dropping onto the surface
of Xenon, our heroimmediately
notices a few changes since his
last visit — a new shopping

center over here, a couple of
new restaurants over there,and
utter devastation everywhere.
With his jaw scraping the frag-
mented pavement, Roger real-
izes thatsomeone, orsomething,
has laid waste to his beloved
(well, at least tolerated) Xenon.
From thebrief discussionhehad
with a couple of Sequel Police
goons just prior to his time trip,
he suspects that the perpetrator
is none other than his old
nemesis, Sludge Vohaul. Now
it’s up to Roger to prevent fur-
ther exploitation of his home
world.

From the very start, it’s ob-
vious to Roger (and to you, of
course) that the answers lie
somewhere else besides Xenon.
But how can Roger escape the
shattered planet? And further,
how can he escape this time
period? A little ingenuity gets
Roger into the Sequel Police
enclave, where it’s a simple
matter (yeah, right!) to make off
with a time pod. Considering
his nearly nonexistent knowl-
edge of travel mechanics,
it’s no surprise that Roger ends
upinthemostunlikely of places
— the planet Estros. Eventually
taken prisoner by a comely
young amazon, Zondra, who




Though his eyes water fromthe pungent
vapors of the sewers, Roger can still
recognize a Sequel Police patrol ship
when he sees one. The question is, how
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I's probably not healthy to linger too
long inside the Dome. You'll need to
return later, but for now, you must get
off Xenon as quickly as possible.

If you insist on standing in the wrong
place, you'll have to expect rough
from the local fauna. In this
the bird’s interest in you is wel-

entirely by women — or so
Roger needs to get his mind on the job

No one ever said that Sequel Police
were recruited for their brains. If you'll
just head straight for the entry hatch,
you should be able to hitch a ride
unseen.

Thetime pod's controls are fairly simple,
but unfortunately, Roger is even sim-
pler. If you keep punching in codes,
you should end up in the right place.
Just don't forget to jot down the code
for Xenon first.




Thisscene looks like something outofa
B-grade movie made on Earth in the
1950s. However, Roger has other things
on his mind.

[ ______opaceiuest 2 Lutex Babarof Estrgs |

Things don’t look good for our hero. All
these women seem to be intent on
making Roger pay, but for what?
Maybe he'll learn something by going
along with them, but don’t bet on it.

»
Why can't Roger remember this

woman? Time-hopping leads to some
interesting paradoxes.

Madame Thoreen doesn't appear to
have Roger'sbestinterests atheart, but
then you might be bitter, too, if you'd
been literally ripped off by a defective
depilator.
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The sea slug is fearsome, but it can be
beaten if you think of it as a big, inflat-
able beach toy. Use the laser to buy
some time.
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With the sea slug out of the way, Roger
accompanies a grateful Zondra and
her girlfriends to that monument of

excess and capi-
talism — the Galaxy Galleria.

vows retribution against Roger
for walking out on her (Roger’s
memory is conveniently fuzzy
on this point), he regains her
trust,and survives, by defeating
a giant sea slug.

On a celebratory shopping
trip to the Galaxy Galleria with
Zondra and her girlfriends,
Roger once again runs afoul of
theSequel Police. But,asalways,
he comes up with a novel
method of escape.

Space Quest IV: Roger Wilco
and the Time Rippers is, in the

grand tradition of Sierra ad-
ventures, adifficultbuthilario

game. As always, the items you
manage touncoverand how you
use them form the basicstrategy

of the game. To be sure, there
are times when you'll probably
be banging your head for a s
lution. But then, that’s all part of
the fun, isn’t it? In particular,
note that in a couple of places
(such as the Galaxy Galleria),
success requires a specific se-
quence of actions. Thanks to the
simple save-game procedure,
you can experiment freely.
Space Quest IV may be the
ultimate in self-referential
gaming. It contains so many
references to itself and to other
Sierra games (both real and
imagined) that it threatens to
implodelikea neutronstar. You
actually “visit” other install-
ments in the Space Quest series,




going back to Space Quest II:
Vohaul’s Revengeand jur
ahead to Space Quest

Babes of Estros — all while
operating from Space Quest
XII: Vohaul’s Revenge II. There
are obviously some warped
minds at work here, but they
do manage to pull it off.

With the new 256-color
VGA graphics, a great
soundtrack, and a newly de-
signed icon-based user inter-
face (Sierra veterans may not
initially feel comfortable with
it), Space Quest IV is a prime
example of why Sierra is at
the top of the computer gam-
ing world. And Sierra’s up-
coming CD-ROM version of
the game should really be
breathtaking.

If you haven’t played the
three earlier installments of
Roger Wilco'sadventures, you
can still enjoy Space Quest 1V,
but you'll miss some of the
references. Even though the
ending leaves you with the
feeling that you've been de-
liberately setup for yetanother
sequel, it’s still a marvelous

me. Who can wait to dis-
cover the dark, unspoken se-
crets of Roger’s future —or is
it his past? In the Space Quest
series, you often don’t know
whether you’re coming or
going. But then, that too is
part of the fun.
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For IBM, Tandy, and compatibles.
System requirements: 80286 or faster
computer; 640K minimum memory;
hard disk; MCGA or VGA graphics;
mouse or joystick optional but rec-

| ommended; major sound boards
supported. Supplied on 3.5-inch
high-density (1.44-megabyte) floppy
disks. Sierra On-Line, P.O. Box 485,
Coarsegold, CA 93614.

If clothes make the man, what does
this dress make Roger? Still, if Roger
expects to make that purchase of a
lifetime, he'll have to find some way of
fooling the automated teller machine.
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Considering the physical fitness stan-
dards for galactic garbage collectors,
it's all Roger can do to swim to the top
of the zero-G rec area. Fortunately,
Sequel Police standards appear to be
even lower.

Once his walk on the wild side is over,
Roger needs to find a way off the Gal-
axy Galleria. The arcade could pro-
vide an answer, if he can find the right
spot on which to stand.

Just when Roger thought he’d never
have to see Ulence Flats again, the
stolen time pod deposits him back in
time — complete with EGA graphics.

These refugees from a bad Macintosh
game are spoiling for afight. Afterthey
toss you out, try giving their parked
bikes a shove. You'll need something
from the bar before you leave.

Back on Xenon, you've made it into
the computer access tunnel, with the
help of something special from the jar
you've been lugging around. A liftle

smoke might hel
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1-900-740-7000

Your telephone connection to the hottest gaming hints,
tips, and secrets for your favorite Nintendo games!

Hear the game tips YOU want to hear by just pushing a
button on your telephone. Each week, our Game Player’s
experts choose the best hints and tips for three hot games
for the Nintendo Entertainment System. Simply dial and
choose which games’ secrets you want to hear! Or, hear
them all! Every week we'll change the games and the
hints.

The Game Player’s Pro-Tip Hotline costs $1.25 for the first
game, and just 75 cents for each additional game. Don’t
forget to ask your parents' permission before making your
calls. GANME

Nintendo® and Nintendo Entertainment System® are registered trademarks of Nintendo of America Inc. The GAME PLAYER'S PRO-
TIP HOTLINE is a joint production of Signal Research, Inc., and CC/ABC Video Enterprises, Inc., and is not affiliated in any way with
Nintendo of America Inc.



You walk up to a magazine rack,
and what do you see? Sure, there’s
the usual assortment of car and
fashion magazines, but what's a
funny little Italian plumber doing
next to New York’s latest fashion
model? It looks like Mario may
have reached superstar status.
Mario Bros. games demand cover-
age like no other titles — many
game players-gobble up any in-
formation they can find about

Richard Lashley and Chris Slate

them. And, with each new game,
the brothers continue to intrigue
audiences everywhere.
Everyone’slooking forward to
Super Mario 4 on the Super NES
when it’s introduced in just a few
months — but let’s not get too far
ahead of ourselves. Right now,
Super Mario Bros. 3 remains the
singlebest-selling NES videogame.
In response to your constant
requests, we'rerevisiting the crazy,

RES!

30 SECRETS
REVEALED/

colorful realm of the Mushroom
World. And you can count on
Bowser and his delinquent kids to
be there, spreading their own
special brand of mayhem.

Here’s our collection of the 30
best hints we've ever offered. We'll
show you some of the game’s most
secret locations of warp whistles,
hidden coinrooms, and many more
tips Mario can use on his journey.
Happy hunting!

Near the beginning of World 1, you'll discovera Super Leaf inside this brick. Catch theleaf, and it transforms

youintoRaccoon Mario. Now, take a running start to charge up your P-meter (which enables you to fly short
distances), and follow this trail of coins into the clouds.

In the magical Mushroom World, many valuable objects are under mounds of brick. As you approach th
exit to World 1, use Koopa turtles to shatter these bricks and uncover a small treasure of coins.

GAME PLAYER'S
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To reach the secret room at the bottom of this pipe in World 1-2, hit the switch

block (marked by a P) to change the coins into stairs. Now you can easily slip into

the narrow pipe.

| EEN

Attheend of each world, a vertical, jagged edge scrolls
onto the screen. When you see it, start running to
charge up your P-meter, and launch yourself into the
lower left corner of the goal box. Often this gives you
a star, and after you collect three consecutive stars,
you’ll get five extra men.

Mario isn’t just an expert plumber —
he’salsoa pretty slick cardplayer. After
you score 80,000 points, the map screen
displays an N-marked spade panel. It's
your chance to play a matching game
for extra men.

that tosses you into a small fortune.

The hidden coin rooms in World 1 are just a preview of the complex, sprawling paths in this game. At the beginning of World 1-3, use
aKoopa turtle to slam through these bricks. Jump around on this newly excavated ground, and you'll discoveran invisible Jump Block

After you enter World 1-3, yo

ur pulse suddenly starts to race, the tension builds,

and your cute moustache starts to twitch nervously — the first warp whistle
must be near. Squat on this block (it takes a few seconds) until you fall through,
behind the scenery. Run to the right. You'll wind up in the Toad’s house, where

the mysterious whistle room is located.

What better place to hide the second warp whistle than in the fortress of World 1? As you approach the exit

of the fort, be sure you're Raccoon Mario. With a running start, fly offscreen to the right until the screen stops
scrolling. Press up to enter the hidden room where the second warp whistle is located.

GAME PLAYER'S



With your two warp whistles, you can skip all the way This stone, blasted by centuries of sandstorms in
ahead to World 8. On the map screen, blow the first World 2-1, releases a Super Leaf when you bump the
whistle; a tornado will twist you into the Warp Zone. side of the stone with your hips.

Next, blow the second whistle, and you enter the Dark

Land of World 8 — now that’s moving.

Surrounded by a hot, choking desert, this oasis
in World 2-2 offers a cooling dip in a pool.
Between these coins is an invisible block con-
taining a one-up mushroom.

Use a Koopa to crumble the blocks surround-
ing this pipe. It leads to the end of World 2-3,
and you'll score hundreds of points in the
process.

Being Raccoon Mario has its advantages. In
World 2-4, use your swishing tail to propel
yourself up to this pipe. Squirm into it, and
you'll find a room brimming with coins.
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In World 2, it helps to be Raccoon Mario inside the
dusty chambers of the pyramid. If you’re not Rac-
coon Mario, destroy one of the Buzzy Beetles
crawling around and use its shiny shell to blast
through the stone walls.

Occasionally, you'll encounter a Hammer Brother on the map screen. This Hammer dude looks tough. However, he’s easlly defeated
if you slide underneath and attack from below. Plus, the special items a Hammer Brother leaves behind are a big help.

Finding extra men is essential in a huge game like
Super Mario Bros. 3. When you visit the fortress in
World 2, enter the fifth door to the right. In this room,

you'll find a one-up mushroom.

Iftimeallowsand Bowser’s
crazy creatures aren’t ha-
In this game, the slide technique is a helpful move you can try. Use it here to rassir{g you, chip away at
reveal a treasure of silver coins hanging in the sky. Remember: To get an extra these blocks in World 3-7.
Mario, you must collect 100 coins — and this is a real good start. You'll uncover an: extra
Mario.

SplkelsoneofBowser’sruderpets Hethmwsthmgs hkedeadlysplked maces, atyou. Acoupleofstomps
gets rid of this pest though. Then climb the vine you’ve unearthed to find a surprise floating over
Mushmom ‘World.
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Mario can transform into several animal forms, and then use their accompanying powers. To find the frog
suit in World 3-9, slide down this pipe and you'll splash into an underground lake. Swim to the third pipe
and enter this secret room for coins and the frog suit. .

Check your money and score before you leave a level. For a chance at extra coins
in some worlds, you must have a double digit match for your money (i.e. 11, 22,
33) that matches the tens’ position (second number from the far right) in your
score. The right combination sends you to the pirate ship and its glittering
treasure. Before you abandon ship, though, you'll face a Hammer Brother.
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The fortress of World 4 is a complex maze laced with booby traps. As you crumble the Dry Bone turtles patrolling this basement path,
slam into the block to the far right. Next, step on the switch block that appears. A doorway of coins will materialize, and it leads to
avastroom rich in power-ups.
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Attheentrance to World 4-5, fully charge your P-meter and fly to the pipeat the topright corner of the screen.

Through this pipe, you'll find a Tanooki suit. This gives Mario the power of flight and the ability to become
an invulnerable statue for a brief time.
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The Mushroom World is littered with Bowser’s hulking, stone-walled fortresses.
At the entrance to the World 7 fortress, hit these bricks to uncover a switch block
that turns these slick stones into a wall of coins. Also, a Tanooki suit lies behind
the secret door. Later, you can repeat this process with the same results.

Mario’s accelerated run is
another neat trick to use in
this game. Rather than at-
tempting risky leapsacross
narrow pits, youcansimply
run across them.

At the start of World 8-1, you must be Raccoon Mario to reach this pipe in the top right corner of the screen.
On the other side of the pipe, slip out and kick this Question Block for three extra Marios.
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At the beginning of World 8-2, the hypnotic hiss of a quicksand waterfall lures you into its gritty snare. But don’t panic: You'll fall
out of it at the bottom. And there’s a pipe to the right that leads to a coin room. You'll be near the end of the stage when you leave

this room.

| &5 S R s HER T

This Starman renders you invincible. Grab it, then dive into the pit. Jump to the right to strike an invisible
block that contains a one-up mushroom. Then stop jumping and wait for the mushroom to come to you.
Otherwise, you'll seal yourself underneath a row of invisible blocks hanging over the pit.
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In the Castle of Koopa, leap around the electric Rotodiscand land on this narrow
ledge, to the far right of the screen. There’s an invisible block here that has a one-
up mushroom. That extra man will come in handy as your strange, dreamlike
journey into Mushroom World ends at the doors of Bowser’s hideout. <SP
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SPECIAL
STRATEGY

AN

n a dangerous world, it's
good toknow whom you can count
on. April O’'Neil, noted TV person-
ality, has four very good friends
whohaverescued her from various
scrapes. Now, once again, she’s a
friend in need.

Shredder, thearchcriminal, has
abducted April. Considering all of
Shredder’s henchmen, it's going
to take a massive effort to free her.
A job this big can be handled by no
one but her best friends, the Teen-
age Mutant Ninja Turtles.

The four overgrown turtles —
Leonardo, Donatello, Raphael,and
Michaelangelo — set out on the

GAME PLAYER'S
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Chris Slate Phill Powell

kidnapper’s trail. Almostimmedi-
ately, trouble comes looking for
the green ninjas. The enemies they
face in Fall of the Foot Clan come in
every shape and form. You'll en-
counterarhinoceros witha Rambo
complex, a multi-barbed Spine
Stretcher, aheavily armed pig,and
whole armies of soldiers and ag-
gressive creeps.

Through five stages of scroll-
ing martial-arts action, the Ninja
Turtles take turns battling the
deadly opposition. Each hero is
armed with his own special
weapon: Donatello swings a
dominating bo staff, Mich-

N

aelangelo flips his nunchucks,
Leonardo wields the razor-sharp
katana blade, and Raphael packs
his own kind of blade, the sai.

It’s shaping up as a mammoth
showdown, with April’s life hang-
ing in the balance. As frightened
New Yorkers scurry to get out of
harm’s way, Shredder’s legions
prepare for battle. The Teenage
Mutant Ninja Turtlesarealsoready
to go. In fact, there’s only one war-
rior missing...you.

Ultra, 900 Deerfield Parkway, Buf-
falo Grove, IL 60089.



CONFIGURAT ION

STAGE 12 3274=5

| PLAYER SELECT |

»LEONARRDD
RAPHAEL
MICHAELANGELD
DONATELLD

ATTACK A |
JuMP [ B |

The configuration screen lets you The player-select screen lets you Leonardo has learned how to use
choose your stage and decide switch between the four turtles. the tops of parking meters as lethal
which buttons will control your at- Each turtle has his own strengths weapons.
tacks and jumps. and weaknesses.

——

Whenever you see one of
these winged terrors
coming at you, stand sfill
andletitapproach. When O]
itgetsclose, unleashyour pesiroy the barrelthis turtle
fury. is standing on, then walk
into the space the barrel
formerly occupied. You'll
enter a bonus round!

Ahhhh...pizzal It's good, and good
for your life meter, too. An entire
pizza will completely restore your
energy.
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One hit apiece will take care of A single slice of pizza won't com-  Don’t bother trying to kill everyone
these pesky bats. Wait until they  pletely recharge you, but, hey, it's  in the motorcycle gang. When
they’re about to run you down, just
leap straight into the air and let
{an— them pass beneath you.

swoop down at you before attack- better than nothing!

ing.

eonar@o’s outof the ture

Rocksteady is most vul-
nerable from behind. Stand
5 backthere and hack away

Back in the sewers, it's raining othi
im.

bricks! It's best to wait until a brick T T "
falls before jumping over it. But if '© enier ihe chambers of
) H i Rocksteady, the first boss,
you're caught in midair as one trid of the blocks hidi
falls, go ahead and jump-kick it. 98 id of the blocks hiding
the entrance.

LEONARDO

WAS CAPTURED. 3
FAE LPETIF Shs) L
ALFUZ AL LS

é:‘}ZX’ZW/ﬂ

-

put him into thelgame. J
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More boulders! What's a turtle to Thisboulderisarealproblem,since  Boxed pizzas are usually guarded

do, except leap over them? it’s rolling down the stairs. Don’ttfry by enemies, and the only thing
to leap over it — instead, jump they’ll deliver is trouble. Take the
straight up and let it roll by. pizza from them by jump-kicking
the box.
-
-y

Bebop, the stage boss, has

an itchy trigger finger, so IFE ODOoDnosD 9280
etbehind him where he’l 2 gy . R j
gave i shooﬁn;;':u.' P2 2B This enemy foot soldier will throw a

© m brick at you. Jump over the flying
Also, use Donatelloforthis Your enemies have es- 2 4
fight. He'sslower, butmore caped by car. To follow blickdand kick the soldier on t
powerful, and he’s got a them, hitch a ride on the Wy, comn:
longer reach. back of a truck.
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Shredder hops around the room,

acts like a homing mine. Treat it ~ soyoucan’tgetbehind himasyou
like the bats or the bugs — let it  did when battling Rocksteady and
come atyou, then popitatthelast  Bebop. To fight him, take advan-

second.

GAME PLAYER'S

tage of Raphael’s quickness. Duck
in, deliver a blow, and duck back
out.

These lasersfire death from above.
To get by them, you'll need the same
sense of timing you used when
dodging the pistons in stage 2.

The last stage takes place in the
Technodrome — and it's your

toughest battle yet.




hen Ariel left
her ocean
home to be
with Prince
Ericattheend
of Walt Dis-
ney’s hitmov-
ie The Little
Mermaid, all
was well in the deep blue sea. But
times have changed, and the evil
witch Ursula is now taking control
of the entire ocean. When Ariel’s
friends— Flounder, Sebastian,and
Scuttle — warn her of the danger,
Arieldiscards her human form and
returns to the sea to stop Ursula.

In the Nintendo version of The
Little Mermaid, Ariel discovers that
everythingreally has changed. The
friendly guppies she used to play
with have turned mean, and the
bigger fish seem determined to
make fish food out of her.

During your search for Ursula,
you must guide Ariel safely
through five underwater stages:
the Coral Sea, asunken ship, anicy
ocean, Volcano Bay, and the Palace
of Gloom. Your best defense
against attackers is Ariel’s tail.

oot
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This shark looks hungry, and Ariel seems
like the perfect lunch. To save your skin —
er, fin — catch the smaller fish in bubbles
and toss them at the shark.

THE LITTLE
MERMAID

Lisa M. Bouchey

Version reviewed: Nintendo.

Capcom, 3303 Scott Bivd., Santa
Clara, CA 95054.

Swish it twice to snare a fish in a
bubble, then swim up and grab the
bubble. If you can throw the bubble
at another enemy before it bursts,
you'll eliminate two fish at once.
As you swim along, search the
sandy bottom, the coral reefs, and
rock ledges for magicshells. These
shells will let you do more than
listen to the roar of the ocean. You

3 -
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Near the exit from Volcano Bay, keep an
eye on the cannons on this sunken ship.
The Soldierfish will launch ammunition
for your attack from his big guns.

can toss them at enemies to stop
them in their tracks, or use them to
open sunken treasure chests.
When you open a treasure
chest, a gleaming ball will float
out. Red balls will make your
bubbles faster and stronger, able
tosnareeven thebiggest fish. Green
balls will give you extra strength
to leap, dive, and push things out
of your way — even boulders.
You'll encounter many dan-
gers as you search each stage, but
the bosses guarding the exits are
the most dangerous foes of all. To
defeat them, catch smaller enemies
inyour bubbles and throw them at
the boss’s weak spot. This trick
even works during your final
showdown with Ursula.
Sparkling graphics, colorful
characters, low-key violence, and
an enchanting story make The
Little Mermaid agood family game.
And while the game play is easy
enough for beginners, it’s chal-
lenging enough to test more ex-
perienced players as well.

The evil witch Ursula is your ultimate
enemy. She might look big and tough, but
you can beat her the same way you de-
stroyed the other stage bosses.
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ast year, Ko-
nami released
a new acces-
sory for the
NES called the
Laserscope
Optical Com-
mand Head-
set. The Laser-
scope, which is worn like a tele-
phone operator’s headset, can be
used with any game that requires
Nintendo’s Zapper light gun. To
aim, you just look through an eye-
piece with LED cross hairs. To fire,
you just shoot off your mouth —
literally. Making any noise into the
microphone has the same effect as
pulling the trigger on the Zapper.

But until recently, the only ad-
vantage of using the Laserscope
withlight-gun games was thatyour
arm wouldn’t get tired. Konami’s
new Laser Invasion is the first game
designed especially for the
Laserscope.

The plot of Laser Invasion is
routine stuff — you must infiltrate
several enemy bases and recover
top-secret information to stop a
power-mad, oil-rich sheik. (Judg-

helicopter’s
then use your missiles on his

weapon systems.

REVIEWS

LASER
INVASION

Stephen Poole

Version reviewed: Nintendo.
Konami, 900 Deerfield Parkway,
Buffalo Grove, IL 60089.

ing from some differences be-
tween thestory in the manualand
the game’s actual screens, it ap-
pears that Konami took a nearly
finished shooter and tried to link

For maximum effect, wait until the screen
is full of enemies before shooting the bar-
rel of TNT.

it to current events). Almost every
assignment requires you to fly to
an enemy base ina helicopter, fight
your way on foot to the command
center, and then enter the mazelike
center to gather intelligence or spe-
cial weapons.

The different modes — aerial
combat, ground fighting, and
searching through mazes — give
Laser Invasion a lot of variety. But
there’s not much depth to each
part. Once you complete the first
ground mission, for example,
you'll have a pretty good idea of
what every other ground mission
looks like.

The Laserscope is perfect for
the flight sequences, because you
can aim your missiles anywhere
on the screen, instead of only at
targets directly in front of you.

When you combine the headset
ze:

In some compounds, you'll find special
equipment that's vital to your mission.
with a joystick (you can also use a
regular control pad), you start to
really feel like a pilot.

But once you touch down, you
might wish you could trade the
headset for a trusty Zapper. Be-
cause lots of enemies approach
from all sides of the screen, you're
constantly moving your head to
aim. For some reason, the Zapper
just feels right when fighting en-
emy infantry.

Aside from that minor com-
plaint, Laser Invasion is a solid,
enjoyable game —with or without
the Laserscope. cP
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xactly six years

aftertherelease

of Hardball for

the PC — a

blockbuster

game that sold

more than half

amillion copies

— Accolade is

pitching a Sega Genesis version.

Released under Accolade’s new

videogamelabel, Ballistic, Hardball!

is likely to share, the success en-
joyed by its famous forefather.

Like the computer version, the

videogame serves up an unclut-

tered, uncannily realistic game of

baseball while simultaneously

capturing much of the flavor and

A split-second delay in reacting to the ball
can mean the difference between holding
a hitter to a single or allowing him to leg
out a double.
auraofanafternoonattheballpark.
Hardball! does this by rendering
the sights and sounds of baseball
withanamazing degree of authen-
ticity. Pitchers” windups and bat-
ters’ swings look as if they came
from ESPN game films. Sound ef-
fects include the pop! of a ball
finding its way into a fielder’s
glove, the whoosh! of a would-be
hitter’s unlucky swing, and the
crisp crack! of a clean hit.

REVIEWS
¢

HARDBALL!

Brian Carroll

Version reviewed: Sega Genesis.
Also avdilable as Hardball liforIBM,
Tandy, and compatible comput-
ers. Ballistic (Accolade), 550 S.
Winchester Blvd., Suite 200, San
Jose, CA 95128.

Most remarkable, however, is
Hardball!’s approach to the pitcher-
batter matchup. It lets you dupli-
catethe mind games thatarea vital
part of the game within the game.
Each hurler has a wide range of
pitches, which he can throw for
either perfect strikes or untouch-
able balls. Hitters, meanwhile, can
position themselves anywhere in
thebatter’sboxand canhittoeither
left or right field.

Hardball!’s crowning glory is its simula-
tion of “the game within the game” — the
pitcher-batter matchup.

Fortunately, these capable
ballplayers get to ply their trade on
an even playing field. Unlike the
ballfields in most videogames, this
one has reasonable dimensions.
This means you won’t see an un-
common number of inside-the-
parkhomeruns orstupidly missed
pop flies. It also means that solid
defense is rewarded and dumb
mistakes are punished fairly.

Onedrawback, however, isthe
generic personality of the players
and the ballpark. The players’
names and identities are imagi-
nary and anonymous, and you
can’t choose where you'll play. It
would be nice to have actual big-
league players, or maybe a team
editor that would allow you to

The key to making a clutch grab is to
follow the shadow of the ball on the field.

stock your own teams with favor-
itestars. (Thelatter featureis found
in Hardball II for the PC.)

Hardball!’s imperfections
shouldn’t threaten its status as a
great game, however. It deservesa
placeon your gameshelfrightnext
to Tommy Lasorda Baseball.

73

GAME PLAYER'S



lienrobots from
the evil Krion
Empire have
invaded Earth
and ransacked
theplanettothe
brink of de-
struction. Even
the most pow-
erful armies in the world cannot
repel the invasion. Teetering on
the brink of surrender, the people
of Earth have one last chance for
survival. Only the power of the
ancient witches and their mighty
magic can stop the invaders.

e
life meter. Smaller pumpkinsrestore three,
and the little witch dolls (which resemble
Francesa) give you an extra life.

In The Krion Conquest, the force
of magic is on your side as you
become the powerful witch
Francesa. Your mission is to save
the Earth from doom and de-
struction.

You must fight through five
rounds, each with three stages and
afinalboss. You'lldobattle under-
ground, underwater, suspended in
air, surrounded by ice, and in outer
space,and you'llneed all the magic
and power at your command to
survive.

THE KRION
CONQUEST

Lisa M. Bouchey

Version reviewed: Nintendo. Vic
Tokai, 22904 Lockness Avenue,
Torrance, CA 90501.

Every good witch needs a broom, and the
purple magic spell will conjure one up for
you. Master your broom-handling skills
as early as possible — flying is the only
way to get across some screens.

There are six kinds of magic in
Francesa'’s bag of tricks. When the
game begins, you can use all six.
Take alook at your position on the
screen and the location of the en-
emy before choosing which trick
to use — each one is different.

Your witch’s robes change

colortoindicate whichspell you've
cast. If your robes are blue, normal
and super shots will freeze your
enemies in their tracks for a few
moments. Green robes mean
you’ve cast the ball magic spell, so
your shots will ricochet off the
walls. If your robes are orange,
you're using a shield spell, and
your shots will form a barrier be-
tween you and the enemy robots.

When you choose the firespell,
your robes turn pink and Francesa
transforms into a firebird, de-
stroying all enemies on the screen.
But make sure you have at least
one-third of the power remaining
on your life meter before casting
this spell — it reduces your life
power by that much.

The graphics and screens in
The Krion Conquest resemble those
in the Mega Man series, but don’t
be fooled by small similarities.
When it comes to action, adven-
ture, and graphics, The Krion Con-
questisunfortunately astep behind
those trend-setting games.

Stand on the middle platform to fight this
boss. When she hovers above you, fight
her with green magic. When she moves
downtoyourlevel, switch tonormal magic
and use your super shot.

GAME PLAYER'S
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hen you take
14 impossibly
twisted tracks
and add 10
quick cars,
you know
you're in for
some first-
class racing
fun. Equip these mean machines
with nitro rockets, and the results
canonly be described as explosive.
This is futuristic Formula One
racing, as simulated in Nintendo’s
F-1 Race.

1AaSTei

F-1 Racelets you know when your position
changes. In this case, we've just taken over
third place on the Australian track.

Before the competition begins,
you have a choice between two
racers. Car A’s strong point is
maneuverability — it clings to the
track like glue. Car B offers you
power — and lots of it.

Both autos are souped up with
nitro jets that give you extra blasts
of acceleration. Unfortunately, the
jets are limited, so you've got to
save their power for the straight-
aways. That'swhen youkick in the
nitro and make your play to over-
take your competitors. Or, if you're
already in first place, to extend
your lead on the hungry pack of

REVIEWS
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F-1 RACE

Phill Powell

Version reviewed: Game Boy.

Nintendo of America, Inc. P.O. Box
957, Redmond, WA 98073.

drivers behind you.

The F-1 circuit covers six of the
seven continents (all except Ant-
arctica), and a total of 13 countries.
Some of the courses (such as the
Australian and Canadian tracks)
are fairly simple, with gracefully
wide curves and generous
straightaways. Others are hope-
lessly tangled and will test the lim-
its of any driver’s sanity.

F-1 Race is a good-looking
game, with graphics that show off
the country you'rein. The U.S.S.R.
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This screen gives you maps of the entire
circuit and the layout of each course, as
well as a chance to brush up on your

geography.

course, for instance, has a back-
drop of buildings that look like
they’re straight from the Kremlin.

The sound effects simulate the
kind of engine din you’d expect to
hear at one of these events. The
nitronoisesare exceptionally vivid.

F-1 Race is the first game that
takesadvantage of Nintendo’s new
four-player adapter for the Game
Boy. This lets you hook as many as
four Game Boys together and race
against your friends. The Multi
Game mode divides the 14 tracks
among three course groups that
you drive in a points competition.

Two other modes include the

LasT»=2

Yourride through India provides you with
some great scenery — and one very tough
track.

Time Trials and the Grand Prix. In
the trials, you run practice laps on
all the tracks, either by yourself or
against competing racers. And in
the Grand Prix, you compete on
every course on the circuit, ad-
vancing to the next track only after
you've won the event you're in.

No matter which mode you
choose, F-1 Race delivers high-oc-
tane performance that never fails
to please.
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he first two Adven-
tures of Lolo puzzle
games for Nin-
tendo have thou-
sands of loyal fans
who have strug-
gled to guide little
Lolo through
countless rooms
full of obstacles and dangers. Now
Lolo IlI is here to carry on the tradi-
tion, and the latest version is not
only the biggest, it's also the best.

Those who havenotyet played
a Lolo game are in for a treat. All
you have to do is carefully move
Lolo — the little round guy with
the big feet — through a series of
rooms. But rather than having to
shoot or punch or jump about, the
emphasis is on using logic to move
objects around in the room so that
you prepare Lolo’s way forward.

In the first two Lolo adven-
tures, our hero had to save Prin-
cess Lala from the top of a castle.
But in Lolo III, you can play as ei-
ther Lolo or Lala. They’re out to
rescue their friends, who have been
turned to stone.

Youguide Loloand Lalaacross
a map full of castles and towers
and caves. There’s an underwater

First iet's work
on this one.

Lolo’s Grandpa gets you started by teach-
ing you the basic techniques.

ADVENTURES
OF LOLO Il

Selby Bateman

Version reviewed: Nintendo. HAL

America, 7873 S.W. Cirus Drive,
Building 25F, Beaverton, OR 97005.

Each room presents a different challenge
as you guide Lolo and Lala through 17
levels and 100 rooms.

group of caves with levels to clear.
And Lolo and Lala will have to go
underground to reach the ad-
vanced levels. You clear aroom by
removing all of the hearts (called
heart framers) without getting
zapped or blocked by your en-
emies.

Lolo III is a much larger game
than the previous two adventures.
There are 100 rooms spread across

At the end of advanced levels, an action
screen appears. This adds a brief flurry of
flying fingers to the puzzle game.

17 levels. And you'll find a few
new characters, objects, and tech-
niques in this latest game. There
are also several cute animated se-
quences that occur as you move
through the adventure. But the
same features that made the first
two Lolo games so good are all still
here—there are just more of them.

This is top-notch family enter-
tainment that can be enjoyed by
game players of justaboutany age.
Here’s hoping that there are future
Lolo games in the works.

Lolo and Lala make their way from tower
to tower as they solve puzzle rooms on
each level.
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ne of racing’s
most  hal-
lowed drivers
is now out to
make a name
for himself in
the world of
computer
gaming. It's
probably safe to go ahead and etch
that name in stone. Exploring and
then dominating new territory is a
hallmark of Mario Andretti’s
splendid 33-year career.

Youmustwina featurerace on each circuit
before you can graduate to the next level
and more glamorous cars.

Widely acknowledged as the
greatest racecar driver in history,
Andretti has scored victories on
nearly every circuit in the racing
world. He’s won a national dirt-
track championship, stock-car
racing’s Daytona 500, endurance
sports-car racing’s Sebring 12-
Hour, Indy-car racing’s India-
napolis 500, and a Formula One
world championship.

The challenge for Electronic
Arts when making Mario Andretti’s
Racing Challenge was to translate
Andretti’sincredible expertise into
asophisticated but playable game.
EA responded admirably, pro-
ducing a game that boasts a wide

REVIEWS

MARIO
ANDRETTI

Brian Cairroll

Version reviewed: IBM, Tandy, and
compatibles; 512K minimum
memory, 640K recommended;
CGA, EGA, MCGA, VGA, or Tandy

raphics; supports Ad Lib,
Roland, and Tandy sound; joystick
or mouse optional. Electronic Arts,
1820 Gateway Drive, San Mateo,
CA 94404.

Tracks range from high-banked ovals,
suchas Daytona, to urban routes through
Monte Carlo.

range of features and a very satis-
fying driving simulation.

You start out as a rookie dirt-
track driver who needs a sponsor
—which, not coincidentally, is how
Andretti began. Once you’'ve
proven you can win in the sprint-
car series, you move up to
modifieds, then to stock cars, pro-
totypes, Formula Ones, and, fi-

nally, Indy cars.

On the procircuits, you'll have
to prove yourself over and over
again, just as Andretti did. It's the
only way to graduate to racing’s
higherranks. The competitionsare
patterned after real races on actual
circuits. To make it to a major race,
you have to qualify in a prelimi-
nary race.

Many of the tracks are as fa-
mous as the men who race them.
You can choose from LeMans,
Pocono, Indianapolis, Monte
Carlo,and Daytona,among others.
Each one is designed to represent
its real-life counterpart in great
detail — size, appearance, refer-
ence points, grandstands, and
banked turns.

Mario Andretti has something
forjustabouteveryone. Action fans
will find plenty of high-speed
thrills and chills. Simulation buffs
can try out different cars ona wide
range of tracks. And role-playing
enthusiasts get the chance to work
their way up from rags to riches,
just like the now-legendary Super
Mario.

Pay attention to your dashboard instru-
ments, the curves in the track, and your
rearview mirror.
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or years, secret

agent 007, super

spy James Bond,

has been nar-

rowly escaping

death, fending off

dangerous spies,

and single-hand-

edly saving the

British Empire. But Britain isn’t in

danger now. There’s trouble

brewing in the deep blue sea, and

it’s up to a different sort of spy to
save the day.

The only fish big enough to

stop the evil Dr. Maybe from pol-

luting the ocean is Pond — James

Your first mission is to free six lobsters
trapped in underwater cages. You must
unlock at least four of the cages to earn
your “license to bubble.”

In mission 2, you come to the rescue of
seven friendly fish who are trapped in a
pond contaminated withillegally dumped
radioactive waste.

REVIEWS
¢

JAMES POND:
UNDERWATER
AGENT

Lisa M. Bouchey

Version reviewed: Sega Genesis.

Electronic Arts, 1820 Gateway Drive,
San Mateo, CA 94404.

Pond. In James Pond: Underwater
Agent, you'rea fish with a mission:
to save the ocean from environ-
mental destruction.

James Bond fans will feel right
at home, if a little out of their ele-
ment, whenreceiving assignments.
The missions, which are named
after James Bond books and mov-
ies, include “A View to a Spill,”
“Fishfingers,” and “Orchids are
Forever.”

Secretrooms, bonusitems,and
assorted enemies are hidden
throughout each mission. The
music you hear when you enter a
secret room will tell you if the
cavern is good, bad, or neutral. If
it’s a good room, grab everything
you can find on your first visit —if
you leave and come back later, the
room turns bad and you're in for
trouble.

Secret rooms aren’t the only
places you canrack up extra points.
The seabed is littered with bonus
objects. Some things can be used
when you pick them up, but others
are needed elsewhere in the game.
Watch out for objects that bounce
—usually (but not always) they're
bad for you. Glue pots and bombs,
for example, are very unhealthy.
On the other hand, clocks and po-
tion bottles bounce, too, and they
work for you.

The squid may be the toughest
enemy in the game because of the
ink he squirts. If you run into a
squid, the screen goes black for a
few seconds, but just because you
are blind doesn’t mean your en-
emies are. Avoid this inky dark-
ness at all costs.

According to legend, the sunken ship in
mission 4 was loaded with gold when she
sank. Move the loot from an underwater
cavern to a waiting rowboat, but watch
out for pirate ghosts.

James Pond is an action-adven-
ture game with a conscience (not
many other games let you save the
world from environmental disas-
ter). Its theme and graphics should
appeal to players of all ages, but
the relatively simple game play
makes it better for beginners.
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n the dark mists of
time in a land
known as Neme-
dia, a warrior with
jet-black hair sat
before his campfire
and listened to a
sorcerer tell him
the Legend of the
Four Urns. The burial urns of the
first four kings of Aquilonia had
disappeared from the Crypt of
Cahalla, and it was said that the
one who returned them to their
rightful resting place must be the
heir to the throne. The warrior lis-
tened closely — he, Conan the Bar-
barian, knew it was his destiny to
rule Aquilonia.

- B

Cutting down this skeleton will release a
demon — defeat it, and you can use its
trident to kill the lion at the end of the
stage.

As Conan, you must fight your
way to the tombs of Zamboula,
where the urns are hidden, and
recover them. It's a dangerous
journey because the wayis guarded
by hordes of skeletons, wraiths,
dragons, and the like. Except for
the boss monsters, though, most of
these enemies are more like pests
than real threats. You're knocked
backwards when hit, so moving
forward is sometimes a problem

Jeff Lundrigan

Version reviewed: Nintendo.
Mindscape/The Software Tool-

works, 60 Leveroni Court, Novato,
CA 94949.

— but most of the enemies don’t
really do much damage. Unless, of
course, you get killed instantly: If
you're jumping when hit, you'll
get knocked out of the air, which
can mean dropping into a bot-
tomless pit.

The game’s structure is some-
what interesting — it's a kind of
combat puzzle. Somewhere on
each level is a special item you’'ll
need to overcome the boss monster,
and the main objective is to find

There's no way to defeat the nymph, but if
you show some respect and kneel before
her, she'll disappear and let you pass.
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The shield will protect you from the
medusa’s eye-beams. Useit whenyouhave
to and slide by.

and/or figure out how to get that
item. For this, you'll have to pay
close attention to the legend told
by sorcerer Nemonios in the game’s
instruction booklet. It will tell you
some of the items you’ll need to
find, although it won'’t be a lot of
help in telling you where they are
or how to get them.

Actually, Conan is a lot more
difficultthanitneeds tobe. There’s
plenty of extra life energy to be
found, but it’s not much help if
you'redropped intoa pit,and there
areno passwords or continues. The
game’s controls are strangely laid
out: Pressing down doesn’t make
Conan duck — instead, he jumps
in the direction he’s facing. While
some of the backgrounds are nice,
the graphics generally aren’t quite
up to par. The idea behind the
game is somewhat unique, but the
idea, unfortunately, isn’t carried
out very well.
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hat do you
get when
you com-
bine the

action in

Super Ma-

rio  Bros.

with the

bosses and
weapons in Mega Man? Believe it
or not, you end up with Soaring
Eagle, the Native American hero
of Whomp "Em.

When an evil dictator threat-
ens his tribe, Soaring Eagle em-
barks on a quest to the mysterious
mountain where the dictator is
hatching his wicked plot. But the
young Indian brave’s journey
won’t be easy. Before he can reach

headdresses add to your defensive power,
and this deerskin shirt makes you invin-
cible for a short time.

the mountain, he must traverse
sevenmystic worlds, including his
native world, the Sacred Woods,
the Magic Forest, the Water Test,
the Fire Test, the Ice Ritual, and the
Secret Cliff. And many strange
creatures try to keep Soaring Eagle
from advancing.

Luckily, Soaring Eagle can de-
fend himself with the weaponsand
magical items that are strewn

N\
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WHOMP ‘EM

Leslie Mizell

across his path or left behind when
he kills enemies. Hearts, buffalo
headdresses, gourds, magic po-
tions, and other items increase his
power and energy. In addition,
special weapons or powers called
“totems” are awarded when
Soaring Eagle defeats each boss
(similar to the Mega Man games).

Although you can explore the
levels in any order you wish once
you’ve completed the first world,
you should develop a strategy be-
fore starting out. Because certain

Theboss of the Magic Forestisasuspended
cocoon that turns into this golden butter-
fly. Yourattack must be relentless —if you
retreat, the butterfly’s life force will be
restored.

totems work best against certain
bosses, you may have to experi-
ment to find the most logical
course. For instance, you receive
the Spear Whirlwind when you
defeat the boss of the Sacred
Woods. This weapon, whichrepels
enemy attacks and blasts through
rock, will help you defeat the boss

This enemy breaks into a circle to attack,
then reassembles for the final blow. Try to
strike him just before he disintegrates and
just after he reassembles.

of the Secret Cliff. So you don’t
want to venture to the cliffs before
going through the woods.

You're often overwhelmed by
enemies, but occasionally — your
journey through the Magic Forest
is a good example — the action
slows down a bit. Take advantage
of these rare occasions to stockpile
supplies. Poke the scenery with
your spear to check for hidden
bottles, gourds, hearts, and other
items. You need all the help you
can get when fighting the bosses.
Often it can take three full lives to
defeat them.

Whomp 'Em, Jaleco’s first light-
hearted adventure, may borrow
heavily from the best games in the
business, but the result is a romp
that easily stands on its own.
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ired of fighting
rats, spiders, and
giantants? Doyou
feel like you're
capable of taking
onreal monsters—
things like zom-
bies and were-
boars and sorcer-
ersand dragons? Do you wish you
had spells to spare, hit points by
the ton, and weapons that put
simple swords and shields to
shame?

Most computer role-playing
games start you as a beginner,
pitting you againstlowly creatures
and forcing you to work your way
up through the evil hierarchy until
you finally reach the wizards,
dragons, and super-demons. By the
time you reach the point where
you have powerful spells to cast
and challenging beasts to cast them
against, youmay havelostinterest.

Death Knights of Krynn, the lat-
est installment in SSI's Advanced
Dungeons & Dragons series, is dif-
ferent. It starts you at the eighth
level or higher, and you’ll meet
nary a cheap victim in this well-
crafted game. If you wish, you can

The security computer can deal with some
of the alien creatures. You must also find
some way to reach the force-field control
behind the glass wall.

KNIGHTS OF
KRYNN

Neil Randall

transfer your favorite characters
from the previous installment,
Champions of Krynn. As soon as the
game gets underway, you'll find
yourself arrayed against all kinds
ofundead creatures, fierce warriors
with seemingly endless hit points,
and spell-casters skilled in the art
of destructive magic.

This is a true sequel — it picks
up exactly where Champions left off.
You begin in an outpost, and im-
mediately must leave and head
north. As you move closer and
closer to the central thread of the
plot — the rescue of the dead Sir
Karl — you find more and more
difficult areas to conquer.

As in SSI's other AD&D offer-
ings, there’slots of fighting, though

In the first battle of the game, Celeste the
mage faces a dangerous “nightmare.”

not as much as in earlier games.
The combat systemis morerefined,
and it retains the basic concept of
individual control over each char-
acter. Incidentally, it's a very good
idea to maintain control of your
characters at all times during com-
bat, because you need to be very
selective with your attacks.

If you're new to AD&D games,
Champions of Krynn is probably the
beststarting point. Butonce you've
finished, you’ll want to move im-
mediately into Death Knights of
Krynn. Although it doesn’t sustain
its plot as well as Champions, its
higher levels make you feel more
powerful. Together, they make a
very strong role-playing duo.

Anotherbatch ofundead creaturesisabout
to attack. It’s time to dig in, cast some
spells, and pray.

81

GAME PLAYER'S



f you put the Karate
Kid and Bruce Lee

together in a Satur-
day morning mar-
tial-arts cartoon
show, you’d prob-
ably end up with
somethinglike Liftle
Ninja Brothers. This
sprawling action-adventure takes
acharming, lighthearted approach
to its blend of questing and karate
chopping.

What sets this game apartisn’t
its action or its adventure, but its
humor — which is often acciden-
tal. The comical story is peppered
with odd translations (“I am
cheery”) and silly dialogue (“I will
change you into meatballs and eat
you up”).

Your adventure takes youona
very involved romp through an
expansive, faraway place called
Chinaland. The stars are twin ninja

Start your quest by visiting the town of
Hynen. It's the first village you see after
descending Mount Epin.

brothers, Jackand Ryu. Tosave the
world from a dangerous and de-
ranged dictator, they must recover
theseven Bells of Prism. Thatmeans
the twins must tour all of
Chinaland’s towns, talk to the vil-

NINTENDO

REVIEWS

LITTLE NINJA
BROTHERS

Brian Carroll

lagers, and build up a large inven-
tory of weapons and items.

Little Ninja Brothers plays much
like the Zelda series, except there’s
more action. As you roam the
countryside, you'll frequently cross
paths with the dictator’s hench-
men. When you do, the game
switches to a battle scene in which
you have to knock out a certain

SCALE SHIELD
WHITE ROBE
IRON CLAW
CRUSH PUNCH
LEAVE

Upgrading your weaponry in the various
artillery shops is extremely important.

number of enemies.

It’s not only important to
punch out your enemies, but also
the blocks and rocks as well. Even
though punchingarock withyour
fist doesn’t sound healthy, try it
anyway. You’'ll sometimes un-
cover a treasure box this way.

Some multiplayer adventure
games allow only one player to
exploreatatime. Thatmeans your
friend candolittle more than cheer
you on. Fortunately, Little Ninja

P—i SCORE 3 T

Another feature of the game is an athletic
competition. The most diverse event is
the obstacle course.

Brothersallows two players toroam
through Chinaland and fight at
the same time.

In addition to the quest game,
Little Ninja Brothers also offers a
mini-Olympics competition. You
can choose fromsixathleticevents,
some of which reappear in the
regular game. This feature adds
even more fun, and some of the
events (especially the track meet)
are good practice for the quest ad-
venture.
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ight from the
start, you realize
this isn’t a game
for wimps. As
Frank Castle,
alias “The Pun-
isher,” you em-
bark on a hunt
for drug dealers
at the local shopping mall. Pretty
soon you're embroiled in a furious
gunfight with bullets and bodies
flying everywhere.

10100 $3VCHIHI

This drug lord is the boss of stage 1. To
defeat him, aim a steady stream of bullets
at his face. When he sinks to his knees,
start tossing grenades.

The Punisher (subtitled “The
Ultimate Payback”) is based on a
Marvel Comics character who
seeks perpetual revenge for the
gangland murder of his family. But
this game is really a carnival-style
shooting gallery. Rather thanducks
and rabbits on a conveyor belt,
your targets are gun-toting drug
thugsatasuburbanshopping mall,
amarina, an airport, a jungle, and
asecretenemy hideout. Everything
takes place from a first-person
point of view — you never see
your own character. Instead, you
moveagunsightaround thescreen
to aim your shots and throw gre-

REVIEWS
¢

THE PUNISHER

Tom R. Halfhill

Version reviewed: Game Boy. Also
available for Nintendo, from LIN, 1
Spring Street, OysterBay,NY 11771;

and for IBM, Tandy, and compat-
ible computers, from Paragon, 600
Rugh Street, Suite A, Greensburg,
PA 15601.

nades. And like the targets in a
shooting gallery, the action scrolls
steadily from right to left.

At first you're armed with a
slow-firing pistol. But some bad
guys leave behind power-ups
when they’re shot, so you can col-
lectammoclips, grenades, machine
guns, bulletproof vests, first aid
kits, additional lives, and rocket
launchers. The bulletproof vests
reduce the injury you suffer from

At the end of stage 2, destroy this giant
yacht by blasting its hull. Also, shoot the
forklift driver and the gunners who jump
out of the ship’s hatch.

enemy gunshots, and the first aid
kits restore your energy.

In fact, power-ups are hidden
everywherein this game,soyou're
encouraged tospray bulletsatshop
windows, elevators, parked air-
planes, wooden crates, storage
barrels — you name it. However,
don’t shoot the innocent bystand-
ers, who are weirdly unaware of
all the gunplay. At the mall, for
instance, you’ll see women shop-
pers looking for bargains; at the
marina, fishermen aresitting lazily
on the docks. If you gun down a
bystander, you're penalized half
the energy on your life meter.

Spider-man, another Marvel
Comics character, makes a cameo

This helicopter in stage 3 is hard to shoot
down because it keeps dropping off sol-
diers. Try to shoot the men before they
leap off the chopper.

appearance in stage 1 to help you
rescue some hostages. If you acci-
dentally shoot a hostage, the web-
slinger will scold you.

The Punisher offers good
graphics and lots of fast action. If
the highbody countdoesn’tbother
you, thisis one of the best shooting
games you'll find for the Game
Boy.
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The Hot 100 is a fist of video and
computer games covered in re-
centissues of Game Player’s.The
% symbol indicates games
added in this issue.

KEY TO VERSIONS: NES (Nintendo
Entertainment System): Game
Boy (Nintendo Game Boy); SMS
(Sega Master System); Genesis
(Sega Genesis); NEC (NEC
TurboGrafx-16); PC (IBM, Tandy,
andcompatibles); AT(IBMATand
compatibles only); 64 (Commo-
dore 64/128); Amiga (Commo-
dore Amiga); CDTV (Commo-
dore Amiga/CDTV); Mac (Apple
Macintosh); Apple Il (Apple ll/Il+/
lic/lle); IGS (Apple IIGS); 7800
(Atari 7800): 2600 (Atari VCS
2600); XE (Atari XE game system
and 8-bit computers); Lynx (Atari
Lynx); ST (AtariST). The first version
listed in each entry was the ver-
sion reviewed.

Adventures in the Magic King-
dom is like six games in one.
There’s a trivia quiz plus five dif-
ferent action sequences that
take place on amusement-park
rides at Disney’s Magic Kingdom.
The object is fo collect silver keys
so Mickey Mouse can unlock the:
Enchanted Castle. Agoodgame
foryoungerplayers, although the
graphics don’t stack up to other
Disney games for Nintendo.
Capcom, for NES.

Arch Rivals is a basketball game:
that might better be called
MichaelJordan'sPunch-Out. Are
you up against a tough oppo-
nent? No problem — just deck
him with arabbit punchandsteal
the ball. There’s no such thing as
foulsin Arch Rivals. Yet despite the
free-for-all rules, you can still
dribble, pass, fake, shoot, steal,
snatch rebounds, block your
opponent’s shots, and perform
slam-dunks. Fast-moving and
entertaining. Acclaim, for NES.

Balance of the Planet is game
designer Chris Crawford’s ex-
pansive follow-up to Balance of
Power. Thistime you play aUnited
Nations high commissioner who
controls all decisions affecting
Earth’s environment. It’s an
awesomejob, because yousoon
learn the complex relationships
between scientific research, in-
dustrial and agricultural produc-
tion, pollution, conservation,
family planning, overpopulation,
andmuchmore. Notjustagame,
it’sreally afirst-class educational
toolthat’s alsointeresting toplay.
Chris Crawford Games (dlistrib-
utedby Accolade), for PC, Mac.

THE HOT 100

¢ Balloon Kid is @ charming, non-
violent game in which you play a
girl named Alice in search of her
lost brother. Following a trail of
balloons, and taking to the air
with a balloon of your own, you
must zip through clouds, dodge
under platforms, and avoid many
strange creatures. It's a good
game, but only if you've got the
ience — the upper levels are
extremely difficult,and there’sno
password feature. Nintendo of
America, for Game Boy; NES
version called Balloon Fight.

Bandit Kings of Ancient China
makes you a chieftain in 12th-
century China. You must elimi-
nate an evil warlord before bar-
barians invade from the north.
This is the latest in a series of his-
torical simulations from Koei, and
like its predecessors, it’s a deep,
sophisticated, utterly absorbing
game of strategy on the grand-
gsé scale. Koei, for NES, Amiga,

Bane of the Cosmic Forge is ac-
tually Wizardry Viwith a new, im-
provedlook andfeel. It continues
the fantasy role-playing adven-
turethat started nearly adecade
ago withthe original Wizardry, but
with jazzier graphics and an

throw incredible curves and su-
personic fastballs. But these
playersdon’tstopswingingwhen
they drop the bat — they duel
for extra bases and fight over
close calls, sometimesdestroying
each other in the process. A
pleasure to watch and fun to
play. Ultra, for NES.

Bonk’s Adventure is NEC's an-
swertoNintendo’spopular Super
Mario Bros. series. The star is a
cute cavemannamedBonkwho
subdues enemies by bashing
them with his rock-hard head.
Bonkisonaquesttosave Princess
Za from the evil King Drool, and
he encounters numerous prehis-
toric obstacles. A charming,
cartoonlike game for all ages.
NEC, for NEC.

“ Castelian isnt for anyone with
ashort fuse. Your goalis to scale
a series of towers swarming with
various guard machines and
then demolish the structures by
planting bombs. The nonstop
action can be frustrating and
unnerving, evenforexperienced
game players. But the graphics
are cute, and the rotating tow-
ersgive the game a unique look.
Asmik, for NES.

easier-to-L yerinterface. The
combat gets a bit heavy as you
move deeperintothe game,and
the puzzles can sometimes
frustrating, but overall it's a good
effort. Sir-Tech, for PC.

Base Warsis futuristic baseball with
artificial athletes. Team rosters
include robofs, flybots, cyborgs,
tanks, andintelligentmotorcycles.
The computerized pitchers can

Castle of

Mouse features the world’s fa-
voriterodentonaquesttorescue
Minnie Mouse from the clutches
of awicked wifch. Five doorsina
castle lead fo five different
worlds, and Mickey must make
his way through all of them. Vio-
lence is downplayed, and the
spectacular graphics would al-
most be at home on a movie
screen. Recommended for all
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ages. Sega, for Genesis.

Castievania lli: Dracula’s Curse
goes back in time to the begin-
ning of the Belmont family and
the start of their troubles with
Dracula. As Trevor, an ancestor
of Simon (the star of Castlevania
and Castlevaniall),youmust stop
Dracula from conquering all of
mankind. Good graphics and
action make this “prequel” a
worthy addition to the
Castlevania series. Konami, for
NES.

The Chessmaster is an extremely
versatile chess opponent who's
always ready to play. An unusu-
ally wide variety of options let
you fine-tune the game to your
own skills. You can tell the com-
puter how much time it gets to
think about its next move, take
back and replay any number of
moves, setup the board any way
you want, and much, much
more. Hi Tech Expressions, for
Game Boy: The Software
Toolworks, for PC, Amiga, ST.

2 Continuum is an unusual ac-
tion-puzzle game whose spin-
ning, whirling graphics are almost
enough to make you dizzy. You
control a craft called a Mobile,
and your goal is to bounce off
colored platforms to make your
way through more than 250 dif-
ferent rooms. The sweeping
“camera angles” and realistic 3-
D effects, combine to make
Continuum a unique mental
challenge. Data East, for PC.

Double Dragon lil: The Sacred
Stones once again stars Billy and
Jimmy Lee, two brothers who are
expert martial-arts fighters. This
time, theirbeautiful friend Marion
has been kidnapped by a brutal
gang of ninja thugs. To rescue
her, you must fight your way from
the alleyways of America to the
Egyptian desert. Lots of action,
goodgraphics,and atwo-player
mode make this sequel another
winner. Acclaim, for NES.

Dr. Mario relegates the Italian
plumber of Super Mario Bros.
fame to a bit part — a doctor
who tosses colored vitamin
capsules into a jar of unruly vi-
ruses. Only by aligning the cap-
sules to match colors can you
eliminate the viruses and save
Dr. Mario’s runaway medical ex-
periment. Like Tetris, its inspira-
tion, Dr. Mariois fun, fast-paced,
and very, very addictive.
Nintendo, for NES, Game Boy.

Warriorllisa grippingrole-
playing adventure — the sec-

GAME PLAYER'S



ond installment in the most
popularseries of Nintendo games
in Japan. As the descendant of
Erdrick the Great, you have to
free a stricken land from the evil
sorcerer Hargon. One of the
largest and most complex RPGs
available for Nintendo. Enix, for
NES.

Dragon’s Lair, an arcade classic,
now comes to the NES as an
action game with kick. As Dirk
the Daring, youdescendinto the
domain of Singe the dragon to
rescue the beautiful Daphne.
State-of-the-art graphics and
animation make a challenging
game that's recommended for
experienced players. CSG
Imagesoft, for NES, Game Boy.

DuckTales delightfully captures
the spirit of Walt Disney cartoons.
Youguide Scrooge McDuck (with
cameo appearances by other
Disney characters) throughout
the world on a quest for five leg-
endary lost treasures. The amus-
ing graphics are vintage Disney.
there’s no gruesome violence,
and the skill level is challenging
without being too difficulf.
Capcom, for NES, Game Boy.

Elvira, Mistress of the Dark stars
that pneumatic nymph of
naughtiness, horror-movie host
Elvira. After inheriting a huge
castle from an uncle she hardly
knew, Elvira finds herself in a life-
or-death battle against an evil
ancestorfrombeyondthe grave.
It's an intriguing blend of fantasy
role-playing and animated
graphics adventure, withatouch
ofrisque humor. The graphics are
gorgeous, but very gory. Acco-
lade, for PC.

 Eye of the Beholder s the first in
a new series of graphics-based
AdvancedDungeons & Dragons
games from SSl. It takes you info
the dark recesses of ancient
Waterdeep, a city from the For-
gotten Realms series of role-
playing games. Thanks fo its vast
scope, stunning graphics, and
great soundtrack, this game
should satisfy hard-core AD&D
fans and provide the perfect in-
troduction fornew playersaswell.
$8I, for PC.

Final Zone Il is a scrolling military:
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shooteron CDforthe TurboGrafx-
16. As a Rambo-type hero, you
must battle against ZOD, an evil
army that wants to conquer the
world. Yourcommandois armed
with a variety of weapons, and
yourenemies are both numerous
and aggressive. Although Final
Zone Il is a decent shooter, it
doesn’t really show off the CD
format, NEC, for NEC,

% Flying Warriors pits an elite
team of kung fu masters against
Demonyx, Earth’s most ancient
enemy. After escaping his magi-
cal prison and exile in space,
Demonyx returns for revenge.
Flying Warriorsis abig game, and
it offers a nice blend of role-
playing and martial arts. But re-
strictions on flying and on using
allofyourcharacters mightkeep
it from getting off the ground.
Culture Brain, for NES.

G.1. Joe makes you a member of
an elite team of super-comman-
dos, ready to defend the world
against the evil terrorist forces of
Cobra. In this six-level action
game, you get to pick your own
three-man assault squad and
destroy Cobra’s hidden bases.
Colorful graphics, fast-paced
action, and an interesting ele-
ment of strategy combine to
make it @ winner. Taxan, for NES.

Gremlins2: The New Batch follows
the action of the movie pretty
closely. As Gizmo, you must save
Clamp Center from certain
doom at the hands of a horde of
evilGremlins. Thisgame hassome
of the best graphics around in a
scroling action game for the
Game Boy, and even experi-
enced gamers will find the last
two stages challenging. Sunsoft,
for Game Boy, NES.

HAL Wrestling gives you the
chancetouse many of the same
moves as pro wrestlers — without
having to put on assilly costume.
You can choose from a number
of different wrestlers, each with
hisownsetofmoves. The wrestlers
are all distinguishable and their
moves show a fiair for the dra-
matic. Players of all skill levels
should find this game a chal-
lenge. HAL America, for Game
Boy.

“c Harlem Globetrotters lets you
control either the ‘Trotters or the
Generals, their regular oppo-
nents. Using an adapter, up to
four people can play, with one
or two players per team. Almost
all the rules of real basketball
apply, but your control is limited.
You can run, pass, shoof, block,
and steal, but stunt moves are
randomly chosen for you. A little
more aftention fo this part of the
game would have gone a long
way. GameTek, for NES.

The HuntforRed October putsyou
in command of a Soviet nuclear
submarine trying to escape to
America. Asyouzigzag your way
across the Atlantic Ocean, the
entire Soviet Navy tries to stop
you. To fight back, your sub has
guided missiles, torpedoes, and
otherhigh-tech defenses. Fun for
one or two players, this game is
an exceptionally well-designed
shooter. Hi Tech Expressions, for
Game Boy, NES.

Ikari Warriors lll confinues the
story of Paul and Vince, this time
on a mission to rescue the
president’skidnapped daughter
from an evil organization known
as Crime Ghost. But Paul and
Vince have lost their weapons,
turning this instaliment into a
punch-and-kick game instead of
a shooter. A limited range of
moves puts a dent in the action,
but it's still a worthwhile game.
SNK, for NES.

% Imperiumis astrategy game in
which you strive to make Earth
the most important world in the
galaxy. Youhavetomanage the
economy (both domestic and
interplanetary): compete both
militarily and diplomatically
against rival empires; expand
through colonization and con-
quest; and keep yourself alive by
finding supplies of the galaxy’s
life-extending drug. A highly de-
tailed but complex game. Elec-
tronic Arts, for PC.

Jack Nicklaus’ Greatest 18 Holes
of Major Championship Golf
unites 18 of the Golden Bear’s
favorite holes into one ultimate
course. From St. Andrews to Au-
gustaNational to Pebble Beach,
it does a great job of simulating
pro golf. Wind conditions, haz-
ards,andthe clubyou choose all
play a part. Although the lack of
anoverhead view makes putting
more difficult, this is a first-class
golf game. Konami, for NES; Ac-
colade, for PC, 64, Amiga, IIGS.

Jack Nicklaus Turbo Golf is
available for the TurboGrafx-16
as both a cartridge and a CD.
The two versions are nearly
identical, except the CD has five
courses instead of one, plus
Jack’s digitized voice and two
more musicalsoundtracks. Either
way, you can‘t go wrong. Unlike
NEC’s Power Golf, this is a true
simulation that adheres closely
to the computer version — it's
more realistic and more difficult.
Accolade, for NEC.

John Madden Football is prob-
ably the best football simulation
around. You can choose from 17
different NFL teams, each with
real-life strengths and weak-
nesses. Unequalled graphics,
bone-crunching sound effects,
and a perfect blend of strategy
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and action make this game a
real winner. Electronic Arts, for
Genesis.

Jonesinthe FastLaneis atongue-
in-cheek look at what it takes to
succeed as a yuppie. Choosing
from fourmale and female char-
acters, you start by setting your
godils in life, balancing wealth,
happiness, education, and your
career. Then you rent an apart-
ment, go to school, borrow
money, and generally go about
building your future. Essentially a
board game, it's fun, witty, and
clever, but also limited. Sierra, for

Jordan vs. Bird lets you step into
the basketball shoes of either
Michael “Air* Jordan or Larry
“Sharpshooter” Bird for a climac-
fic one-on-one match, a slam-
dunk contest, or a three-point
shootout. Your opponent is con-
trolled by either the computer or
afriend. The three-point shootout
is a bit tiring, but the one-on-one
match is the highlight of the
game. Milton Bradley, for NES;
Electronic Arts, for PC, 64.

2 Kabuki — Quantum Fighter
takes place inside Earth’s de-
fense computer, whichhasbeen
invaded by analien virus. To fight
the invader, scientists convert a
soldier info raw data so he can
enter the computer. But as an
odd side effect, he’s also trans-
formed into a Japanese kabuki
actor who can destroy enemies
with his waist-length red hair. De-
spite the bizarre story, this game
has dynamite action and graph-
ics. HAL America, for NES.

King's Quest V: Absence Makes
the Heart Go Yonder is the lafest
chapter in Roberta Williams's
long-runningsaga. Thistime, King
Graham has retumned from a
pleasant walk in the woods to
find that his castie hascompletely
disappeared. It'syourjobtosolve
the mystery. This is the first Sierra
game to feature VGA graphics,
and although the screens load
very slowly, they‘re simply amaz-
ing. Sierra, for PC.

“ KlashBall is a futuristic sports
game based on soccer, basket-
ball, and hockey. In an arena
filed with space-age twists, two
squads of armored gladiators try
to knock a ball info their
opponent’s goal — a four-foot
hole in the back wall. You can
play against the computer or
another person. Crisp graphics
and clear ball movement make
KlashBall an entertaining addi-
tion to any game collection.
SOFEL, for NES.

Lakers versus Celtics is a bas-
ketball game for fans of real
basketball. Many of the game'’s
statistics reflect those of the real



world, and the more you know
about the actual teams, the
better you'll be at choosing the
right offense and defense. This is
one game that successfully
captures many of the thrills of
real NBA basketball. Electronic
Arts, for Genesis.

% The Last Ninja gets off to an
unusual start when two powerful
ninjas (one good, one evil) are
magically transported centuries
into the future to present-day
Manhattan. Although the em-
phasisison action, youalsohave
to find and use hidden objects,
weapons, and passages on your
way to a final showdown with
the evil ninja. The puzzle solving
adds a twist to what otherwise
wouldbe aroutine actiongame.
Jaleco, for NES.

Lemmings is an instantly addic-
tive and incredibly cute action-
puzzle game. Large numbers of
harmless but stupid creatures will
blindly march to their doom un-
less you guide them to safety. By
turning a few lemmings into
roadblocks, tunnelers, carpen-
ters, and even parachutists, you
can try to save the others. Each
level gets more difficult until it
finally seems impossible — but
there’s always a solution.
Psygnosis, for Amiga, PC, ST, Mac;
ccoming soon for the NESand 16-
bit Nintendo from Sunsoft.

Links clearly attempts to be the
golf simulation to end all golf
simulations. The graphics are
absolutely stunning — although
they dotake quite awhile toload.
The simulation itself rewards real
golfers without beingtoo difficult
for non-golfers to play. Access,
for AT.

Little Nemo: The Dream Master is
agentle game starring a turn-of-
the-century comic-strip charac-
ter. AsLittle Nemo, asleeping kid
in a nightshirt, you journey
through an odd fantasy world,
dealing with enemies by tossing
ccandy atthem orturing yourself
info various animals. Recom-
mended for intermediate play-
ers; experienced gamers will
probably consider most of the
game a warm-up. Capcom, for
NES.

< The Lone Ranger combines
simple role-playing with two kinds
of action. As the Lone Ranger,
you ride from town to town,
questioning locals about out-
laws. This leads to numerous
shootouts, with scrolling action
and first-person shooting gallery
screens. Some of the action is
frustrating, and the game has
some odd fouches (ninjas and
computers), but the excellent
graphics and varied game play
keep things fun. Konami, for NES.

“xLoopzpresentsyou withstraight
and curved pieces of frack in
varying shapes and lengths, and
your job is o place them on the
screen to form continuous loops.
The longer loop you build, the
more points you win, but the
longer you go without finishing a
loop, the more crowded the
board gets. The graphics and
sound are average at best, but
Loopzmakes up forit with several
variations and great playability.
Mindscape, for Amiga, NES,
Game Boy.

M.U.L.E. revives a 1984 computer
game in which one to four play-
ers colonize an undeveloped
planet. The object is to see who
can finish with the most money
and property. Each player must
decide how much food to grow,
how much energy to generate,
and how much valuable ore to
mine. Surplusesandshortages are
handled via auctions. Entertain-
ing and clever, but disappoint-
ingly, the graphics haven’t
changedsince 1984. Mindscape/
The Software Toolworks, for NES.

M.U.S.H.A. is an arcade shooter
that may not achieve anything
new, but it does everything right.
The backgrounds have style and
depth, and the action is engag-
ingly busy. It's difficult to imagine
the next step up — with action
this addictive and graphics this
flawless, you may well wonder
what more can be done on the
home videogame screen. Seis-
mic, for Genesis.

Magical Dinosaur Tour isn‘t really
a game — it's a dinosaur ency-
clopedia on a compact disc. As
the first educational program for
the TurboGrafx-16, it sets a high
standard. You can call up infor-
mation, pictures, and even ani-
mated cartoons of your favorite
dinosaurs. Attractive graphics
and an easy-to-use interface
make it entertaining as well as
educational. NEC, for NEC.

Mega Man 3 follows the same
winning formula as the first fwo
installments. The android Mega
Man travels from world to world,
defeating enemy robots and
capturing their weapons for his
own use. This time, though, the

evil Dr. Wily has turned good (or
has he?). Its great story, out-
standing graphics, and exciting
game play makeitthe bestMega
Man game ever. Capcom, for
NES.

Mercenary Force is an arcade
shooter set in 19th-century Ja-
pan. You must pick your four-
man team fromdifferent types of
mercenaries and select their for-
mations as you baftle across 72
different screens with more than
50 kinds of enemies. This game is
one of the most complex and
elaborate shooters available for
the Game Boy. Meldac, for
Game Boy.

MetalStorm is a side-scrolling
shooter with a twist. By pushing a
button, you can reverse the pull
of gravity and allow your warrior
to *fall” upward and walk on the
celling. Thiscomesinhandy when
moving throughthe game’swell-
designed layouts of platforms
and barriers, Dynamic boss en-
emies, oufstanding graphics,and
attention to detail put this game
head-and-shoulders above the
average shooter. Irem America,
for NES.

Mickey’s Dangerous Chase stars
Mickey Mouseinagentle action-
adventure with G-rated violence.
Mickey’s goal is to track down
BigBad Pete, whostole agift that
Mickey gave to Minnie Mouse.
Although most of the game is
suitable for younger players, the
final stages will challenge expe-
rienced gamers, too. A bouncy
soundfrack and nice graphics
add to the fun. Capcom, for
Game Boy.

Muppet Adventure No. 1: Chaos
at the Camival is the first in a
projected series of Muppet
games. Miss Piggy has been
pignapped,andit’s up to Kermit
and a band of Muppet adven-
turers o rescue her. While the
level of challenge is suitable for
players of allskill levels, the game
Is marred by surprisingly flat and
unimaginative graphics. Hi Tech
Expressions, for NES.

NBA All-Star Challenge lets you
choose from four different varia-
tions: a one-on-one match be-
tween two NBA players; an ac-
curacyshootout; afriendly game
of H-O-R-S-E; or a free-throw
contest. NBA All-Star does a fine
job of squeezing these tall guys
onto the Game Boy'’s tiny LCD
screen, althoughthe courtis abit
small. Authentic and fun. LIN, for
Game Boy.

Nightmare on Eim Street is a wild
‘adaptation of the hit horror films
starring the frightening Freddy
Kreuger. Now you are the only
one who can stop Freddy, and
your only hope is to gather and
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incinerate his bones. But your
mission is blocked by hordes of
ghouls, ghosts, and monsters.
Withits attractive special effects,
this game is almost as much fun
tolook at asitis to play. LIN Toys,
for NES.

Ninja Spirit is a large martial arts
adventure that is NEC's answer
to Ninja Gaiden (NES) and Re-
venge of Shinobi (Genesis). Your
goal is to find and destroy the
half-man, half-wolf creature that
murderedyourfathermany years
ago. The action moves horizon-
tally as you fight enemy ninjas
and creatures while picking up
weapons and power-ups. All of
the screens are extremely de-
tailed, with dark, brooding back-
grounds. One of the best martial-
arts games available for any sys-
tem. NEC, for NEC.

Nobunaga’s Ambition 1l is a
tightly woven strategy game
based on the power struggles of
16th-century Japan. As an am-
bitious warlord, you pursue vari-
ous military, political, and eco-
nomic strategies to strengthen
your fiefdom and absorb others.
In terms of graphics, playability,
and sophistication, it’s a big im-
provement over the first game.
Historically accurate and intel-
lectually stimulating. Koei, for NES,
PC.

Operation C stars Scorpion, the
trigger-happy hero of Confraand
Super Conthe NES. In this game,
Scorpion must fight his way
through five stages on a lush
tropicalisland to defeatthe Black
Viper, an evil alien who wants to
conquer Earth with an army of
mutant creatures. Thanks fo ex-
cellent graphics, sound, and
action, Operation C is a true
marvel. Ultra, for Game Boy.

Orb-3D is an odd game that
combines action, puzzle-solving,
and3-Dglasses. Tonavigate your
spaceship through 30 different
puzzle screens, you have to
bounce off all the visible targets
without running out of fuel. The 3-
D effects are not very dramatic
and the glasses may cause
eyestrain, butluckilyyoucanplay
without them. The puzzles offer
variety, but the maneuvers are
repetitive. HiTech Expressions, for
NES.

X Overlord s a fast-moving strat-
egy game in which you must
defend your position as supreme
ruler of the universe by defeating
four newly discovered enemies.
You accomplish this goal by
colonizing planets, building up
your economy, equipping your
military, and launching attacks.
There’s lots to do in this game,
and keeping tabs on your em-
pire is almost as demanding as
conquering your adversaries.
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Mastertronic, for PC, Amiga.

c PGA Tour Golf has some fea-
tures not found in many other
golf games, such as fly-by hole
previews, TV-style announcers,
andinstant replays. Youcanplay
an entire PGA season against
champion golfers,andthe game
saves your progress automati-
cally. Itisn‘tperfect, butit'sfaithful
tothe look and feel of real golf —
complete with all of the frustra-
tions and triumphs. Electronic
Arts, forGenesis, PC, Amiga, Mac.

Phantasy Star Il is a role-playing
adventure that delivers all the
fun and challenge of the original
Phantasy Star for the Sega Mas-
terSystem, plusthe added depth
and complexity that 16-bit tech-
nology can offer. Gorgeous
graphics,acompellingstory,and
a very welcome save-game
feature nominate Phantasy Star
Ilas one of the best titles available
for the Genesis. Sega, for Gen-
esis.

X Pick’N Pile is a fast-paced
puzzle game in which colored
balls and other objects fall out of
the sky. You have to make the
balls disappearby stackingthem
up by color at the bottom of the
screen. You're working againsta
time limit, and often you have to
deal with rapidly spreading
flames and other hazards. Al-
though Pick’N Pile doesn’t par-
ticularly show off the Amiga’s
capabilities, it's both frantic and
addictive. Ubi Soft, for Amiga.

Pipe Dream is an appealing
strategy game that offers an in-
teresting combination of logical
challenges and fast, nonviolent
action. The object is to build the
longest possible network of pipes
before a liquid called flooz
reaches the end of the pipeline.
Big scores require long, complex
networks. Lucasfilm, for PC, 64,

Mac, Amiga, ST, NES, Game Boy.

PowerBall is a souped-up version
of soccer with elements of
hockey and football. Almost
anything Is legal: You can steal
fackle, leap
into the air and land on the ball
carrier, or slam into him with a
tornado-like spin. Whetheryou're
playing the computerorafriend,
the sleek graphics cnd riveting
action should your
adrenaline pumplng lamco-
America, for Genesis.

Powermonger borrows many of
the concepts in Populous but
takes them a step further. To rule
the world, you must conquer 195
different lands one by one,
contending with rival warlords,
bad weather, and starvation
along the way. Excellent graph-
ics and sound effects combine
with challenging strategy to
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make this game a real winner.
Electronic Arts/Bulifrog, for
Amiga, PC.

Prince of Persia is an action-ad-
venture straight out of the 1001
Tales of the Arabian Nights. You
play a sword-swinging swash-
buckler who's trying to save a
beautiful princess from the
clutches of an evil vizier. What
sefs this game apart, though, is
the remarkable cartoonlike ani-
mation, whichisbased onmotion
studies of real people. It's fun to
watch and to play. Broderbund,
for Amiga, PC., Apple Il.

The Punisher is based on a Mar-
vel Comics character whose
family was gunned down by
mobsters. Now on a lone ram-
page against crime. The Punisher
must fight his way through New
York City and ultimately defeat
Kingpin, the gangster boss. This
full-tilt shooteroffersnothingnew,
but is a good-quality game with
no major flaws. LIN, for NES;
Paragon, for PC.

Qix is an excellent revival of a
classic arcade hit from 1981. A
very simple game with very
simple graphics, it translates well
to the Game Boy’s small screen.
Your goal is merely to fill in sec-
tions of the screen by drawing
lines with the cursor — while
avoiding some persistent en-
emies. It's fun, but some of
today’s gamers may find this
golden oldie a little too simple.
Nintendo, for Game Boy: Taifo,
forNES, PC, Amiga, 64, ST II, lIGS.

Railroad Tycoon is a truly excep-
tional game that combines rich
historical accuracy with the fun
ofMonopoly. Startinginthe early
19th century, you begin building
your railroad empire from
scratch. The simulation encom-
passes everything fromrate wars
andcorporate takeoverstotrain-
dispatching and urban devel-
opment, yetisamazingly easy to
play. Arealstandout. MicroProse,
for PC

RedBaronisone of the best World
Warlflightsimulatorswe’'ve seen.
Rather than bogging you down
in historical and aeronautical
detall, it lets you control almost
every variable so you can add
as much realism as you want.
You can fly single missions or a
whole campaign in a variety of
aircraft on either side. You can
even duel such famous aces as

eorges Guynemer or Baronvon
Richthofen. Dynamix/Sierra, for
PC.

Rescue of Princess Blobetteisthe
sequel o the popular A Boy and
His Blob for the NES. Princess
Blobette has been taken pris-
oner by the Antagonistic Alche-
mist,and it’s up to ayoung Earth

boy and his friend Blob to save
her. While not a huge challenge
for experienced players, the
game retains most of the charm
andnearly allthe playability of ifs
NES predecessor. Absolute En-
tertainment, for Game Boy.

Robocop 2 continues the cru-
sade of Frank Murphy, aseverely
‘wounded Detroit policeman who
hasbeenrebuilt as a cyborg. This
time, Robocop is after Cain, a
criminal mastermind who s rav-
aging Detroit with a new drug
called Nuke. In each stage, you
have to stomp on Nuke canisters
while fighting numerous bad
guys. Good action and graphics
make this game a successful se-
quel. Data East, for NES.

S.C.A.T. pits the Special Cyber-
netic Attack Team against Vile
Malmort, an alien conqueror
whose mutant armies are invad-
ingEarth. Five stages begininthe
ruins of New York and end up in
the heart of Malmort’s space-
ship. Two people can play simul-
taneously, choosing from male
and female characters. With its
remarkable graphics and action,
thischallengingshooterlooksand
plays more like a 16-bit game
than an 8-bit game. Natsume,

“c Shadow Blasters is a martial-
arts game in which four heroic
humans challenge the soldiers of
Ashura, the King of the Evil World.
One or two people can play at
once, and you can freely switch
your character among all four
heroes. Thanksfo imic bosses
andhandsome graphics, thisisn’t
just another slash “em, frash ‘em
ninjagame —it’s very rewarding
to play. Sage’s Creation, for
Genesis.

Shadow Dancer: The Secret of
Shinobi is the third instaliment in
the popular Shinobi series (the
secondforthe Genesis). Thistime,
ninja hero Joe Musashi dons his
Shinobi uniform to battle the
Union Lizard, a criminal gang
which is terrorizing New York.
Shinobi, accompanied by
Yamato, a faithful dog, punches
andkicks his way through several
stages of enemies while rescuing
kidnapped children. An excel-
lent continuation of the Shinobi

88

series. Sega, for Genesis.

2 Sherlock Holmes: Consulting
Detectiveisalandmark CD game
that offers full-motion video and
sound with real actors and ac-
fresses. You have three different
casestosolve,andyoucandraw
on such diverse sources of infor-
mation as the London Times, the
Baker Street Iiregulars, and inter-
views with witnesses and sus-
pects. It's more like taking part in
a movie than playing a
videogame. Sherlock Holmesisa
must-see for all electronic
gamers. NEC, for NEC (CD):
coming soon for CDTV.

Silent Service Ilis an outstanding
sequel to the popular WWII sub-
marine simulator. Multiple skilland
realismlevels are complemented
by enjoyable ease of play. The
graphics define a new state of
the art. Overall, Silent Service Ilis
not only a worthy sequel, but a
classicinitsownright. Microprose,
for PC

SimEarth puts you in charge of a
planet from its birth to its death.
You control everything from its
water distribution and plate
tectonics to the beginning of life
and evolution. You can start with
a new planet or tackle an exist-
ing world gone awry. Ecological
issues such as global warming,
the ozone layer, and pollution
suddenly become more than
abstractions in this complex and
intriguing simulation. Maxis, for
PC.

The Simpsons stars America’s
rowdiest brat in his very own
Nintendogame. Spacedliensare
invading Springfield, but only Bart
Simpson — with his X-ray glasses
— can see them. Unable to
convince skeptical adults, Bart
begins a one-boy battle against
the creepy mutants. Cartoonlike
graphics and lots of action make
Bart's first videogame a success.
Acclaim, for NES.

Sinistron is a futuristic shooter in
which you pilot a tiny
spacefighter against a huge.
living spaceship that has an ap-
petite for planets. You've got to
fight your way to its evil brain
before it can gobble up the
whole solar system. There's
nothing new here, but Sinistron is
a demanding shooter with col-
orful graphics and plenty of ac-
tion. IGS, for NEC.

Skate or Die 2 begins after you
accidentallyrunoverthemayor’s
wife’s poodle with your skate-
board. In retaliation, the city
demolishes your skateboard
ramp,andnowyouhavetoearn
enough money to build another.
Yourquest takesyoutoshopping
malls, city streets, and beaches.
A much-improved and worthy



successor to a million-copy
bestseller. Electronic Arts, for NES.

“ Skate or Die: Tour de Thrash lets
you choose between two kinds
of skateboarding — ramp stunts
or speed-racing through giant
sewer pipes. The Retro-Rocket
Ramp allows free-form stunts with
poinfs awarded for flashy ex-
ecution of tricky moves. The Stale
Fish Tour consists of fimed races
through sewer pipes in eight dif-
ferent cities. All of the action is
realistic and aheckuvalot of fun.
Electronic Arts, for Game Boy.

Slime World raises slime to an art
form. On a putrid planet awash
in scum and sludge, you can
choose fromsix different missions.
Most require you to escape from
mazelike caverns dripping with
goo and haunted by slimy
creatures. Some missions de-
mand arcade skills; others em-
phasize exploration. Up to eight
Lynxes can be hooked together
for multiplayer games. Delight-
fully disgusting. Atari, for Lynx.

Snake’s Revenge is the worthy
sequel to Metal Gear. Once
again you play the role of Snake,
anelite commando. Yourmission:
Stop Colonel CaTaffy, who fo-
gether with the Higharolla
Kockamamie is threatening the
world with the Ultra-Sheik Nuclear
Attack Tank. Really a cross be-
tween a role-player and a
shooter, this is a big game with
countless ifems and clues fo dis-
cover and zllions of enemies to
fight. Ultra, for NES.

¢ Star Controlis ascience-fiction
war game that pits the Alliance
of Free Stars against the Ur-Quan
Hierarchy. They do battle with 14
different types of space vessels,
each built and manned by a
different alien race. With its
combination of arcade-style
dogfighting and intergalactic
strategy, Star Control lives up to
its space-opera proportions.
Ballistic (Accolade), for Genesis,
'C. Amiga,

StarTropics combines action with
fantasy role-playing on a chain
of tropical islands in the Coral
Sea. As a teenage adventurer,
you embark on a dangerous
search for your missing uncle, an
archaeologist. Numerous en-
emies and hc!zcvds block your
path, but you're armed with a
lethal yo-yo, and you can find
more powerful weapons and
magic spells along the way. Lots
of fun and lots of surprises.
Ninfendo, for NES.

Strider, adaptedfrom anarcade
game, is the story of a young
warrior who is assigned the awe-
some fask of thwarting an alien
invasion of Earth. The Sega ver-
sion of this game, af eight mega-

bits, is the largest Genesis car-
tridgeyetreleased. Lots of action
and excellent graphicsmake it a
winner. Sega, for Genesis;
Capcom, for NES.

Super C is the sequel to Contra,
one of the most popularNintendo
shootinggames of alltime. Once
again, Sergeant Bill Ko and his
comrade, Corporal Lance (alias
Scorpion and Mad Dog) face a
showdown with their old enemy,
Red Falcon. Defeating him is
easier if you tackle this one- or
two-player game with a friend.
The graphics and action are fop-
notch. Konami, for NES.

Super Mario Bros. 3 is the latest
and most eagerly awaited
chapter in the adventures of
Mario and Luigi. Once againyou
must rescue Princess Toadstool
from the clutches of the evil
Bowser and free the Mushroom
Kingdom from domination.
Elaborate worlds, pipes, warp
zones, and power-ups justify the
unprecedented popularity of this
massive game among Nintendo
fans. Nintendo, for NES.

The Sword of Hope is the largest
and most complex role-playing
game available for the Game
Boy. As Prince Theo of Riccar,
you must find the fabled Sword
ofHope tofree the kingdom from
an evil dragon. This game deliv-
ers arole-playing experience as
satisfying and expansive as most
role-players for the NES, and is
certain to broaden the Game
Boy's horizons. Kemco-Seika, for
Game Boy.

Sword of Vermilion is a fantasy
role-playing game in the tradi-
tion of Phantasy Star and Phan-
tasy Star Il. When the evil Tsarkon
invaded peaceful Excalabria,
the king entrusted his infant son
toaservant andsentthem away.
You play a young man who has
no idea of his true identity, but
your life is about o change. This
adventure has the colorful
graphics and involved storyline
we’'ve come to expect from
Sega’s RPGs. Sega, for Genesis.

Teenage Mutant NinjaTurties: Fall
of the Foot Clan brings the fa-
mous foursome of Leonardo,
Donatello, Michelangelo, and
Raphaeltothe GameBoy. Once
again, the nefarious Shredderhas
kidnapped the beautiful April
O’Neill, and the Turtles are rush-
ing fo her rescue. Incredibly, the
graphics are even better than in
the original NES version, and the
stereosoundtrackissuperb. Ultra,
for Game Boy.

Teenage Mutant Ninja Turtles —
The Arcade Game isabodacious
sequelthat’s patterned afferthe
arcade version rather than the
original Nintendo version. Allyour

favorite characters are here: the
four Turtles, April, Splinter, and
Shredder. This time the Turtles
must rescue April and Splinter
from the grip of brainwashed
ninjas working for Shredder and
a new villain, Krang. As action-
packedandasmuchfunasever.
Ultra, for NES.

Test Drive lll: The Passion puts you
behind the wheels of three
supercars — the Lamborghini
Diablo, the Pininfarina Mythos,
and the Chevrolet CERV ll. Sit
back and enjoy the northemn
California scenery as you com-
peteinaroadrally. New features
include inclement weather,
working wipers and headlights,
and even off-road driving. But
watch out for the cops! A must
for auto nufs. Accolade, for PC.

Totally Rad is an action-adven-
ture that stars Jake, a teenage
skateboarder on a rescue mis-
sion. Jake’s girlfiend and his
girlfriend’s father have been
kidnapped by an evil wizard
who's planning to invade Cali-
fornia. Luckily, a good wizard
teaches Jake some magic, in-
cluding how fo transform himself
into a lion, eagle, or fish. Superb
graphicsandplayability, and the
magic adds a bit of strategy.
Jaleco, for NES.

Ultimate Basketball is the first NES
basketball game to put a full ten
players on the court. Allten have
theirownstatistics,andyouhave
to keep them in mind when se-
lecting plays. Although it's not
really the ultimate basketball
videogame, it is a very realistic
one. American Sammy, for NES.

Unrealis the latest challenger for
the fitle of top action game for
the Amiga. In terms of graphics,
sound, and difficulty, it’scertainly
an impressive contender. The 2-
D side-scrolling scenes are in-
credibly detailed and beautiful.
The 3-D first-person scenes — ii
which you fly on the back of a
dragon — care somewhat less
detailed, but amazingly fast.
Overall, astriking display of 16-bit
power. Ubi Soft, for Amiga.

WarBirds is a breakthrough —the
first true fiightsimulatorforahome
videogame system. This World
War | combat game lets you

perform almost any maneuver
1hct a real pilof can, including
climbs, dives, turns, loops, and
rolls. Your plane has real instru-
ments, and you can look in any
direction. You can duel the
computer or hook as many as
four systems together for wild
multi-player dogfights. WarBirds
blows everything else out of the
sky. Atari, for Lynx.

“ Warlords s a strategic war
game set on the mythical world

89

of llluria. Eight nations are vying
for supremacy, and they go to
war with such fantastic forces as
wolf-riding cavalry and flying
dragons. Economic factors and
terrain features play amajorrole,
and there are also supernatural
‘weapons to be found. You can
piay against the computer or as
many as seven people. Action-
packed and high-spirited. SSG,
for PC.

Wing Commander lets you pilot
four different types of spacecraft
and pits you against the might of
the Kilrathi empire. The course of
the entire war rests with you.
Simply the best space-combat
simulation ever made for PCs,
Wing Commandercombinesthe
tense excitement of an arcade
shooter with a role-playing story
of surprising depth and swash-
bgckling melodrama. Origin, for
PC.
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TECMO BOWL
SEQUEL
COMING TO
NINTENDO

Tecmo Super Bowl is the NES sequel
to Tecmo’s popular Tecmo Bowl
football game. This time, you have
even more playing options and
game controls as you compete to
win the National Football League’s
world championship.

In Tecmo Super Bowl, all 28 NFL
teams play a regulation 16-week,
224-game season. And just as in
the NFL, the teams which make it
to the Super Bowl are determined
by wild card and division winners

Compete against the best players in the
NFL with Tecmo Super Bowl.

going head-to-head in the play-
offs.

You can compete against ei-
ther another human player or a

B W S

computer opponent, choosing
from eight offensive plays and
three defensive options. You can
kick field goals, call time outs, and
control thelength of the game. Each
team has its own style, and the
ballplayers tire as the game
progresses. Penalties and injuries
can cost you valuable yardage and
men.

On offense, Tecmo Super Bowl

" lets you toss pitch-outs, hand off

the ball, and fake handoffs — all
with realistic fumble percentages.
Defensive strategies include
blocking passes and kicks, sacking
the quarterback, and booting on-
side kicks.

Tecmo is also translating the
original Tecrmo Bowl for the Game
Boy. That gameshould beavailable
by this fall.

JET FIGHTER SIMULATION
FOR NINTENDO

MicroProse, a leading computer
game company, is taking to the
skies of Nintendo with F-15 Strike
Eagle for the NES. Adapted froma
popular computer flightsimulator,
F-15 Strike Eaglelets you pilota U.S.
Air Force fighter jet through a re-
alistic flying environment. Unlike
other flight games for the NES, F-
15 Strike Eagle allows you to decide
where to fly and what to attack —
the game doesn’t force you to fol-
low a preset path.

Your simulated fighter has the
flying characteristics of a real F-15,
complete with the ability to fly
loops and full rolls. You can hone

GAME PLAYER'S

You can attack enemy bases and win air
superiority in F-15 Strike Eagle.

your skills by flying training sor-
ties, then tackle seven combat mis-
sions. If you're good enough, the
air force will award you its highest
honors.
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STAR WARS
FOR
GAME BOY

Luke Skywalker, Princess Leia,
Han Solo, Darth Vader, R2D2, and
C3PO are coming to the Game Boy
in a new title based on the hit Star
Wars movie. But unlike the NES
version, which is a collaboration
between Lucasfilm and JVC, the
Game Boy version willbe designed
by Ubi Soft, a French software
company that specializes in com-
puter games. Star Wars will be Ubi
Soft’s first title for the Game Boy.
UbiSoftsays the gameis scheduled
for release sometime in 1992.
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LES MANLEY
COMES
TO AMIGA

AsLesManley, you can pick upimportant
clues in the most unlikely places.

PVRIEZV.

Les Manley, the nerdish videotape
rewinder at WILL-TV, sees a way
to enhance his status, his bank ac-
count, and his love life. WILL-TV
is offering $1 million to whoever
finds the world’s most elusive rock
star— “TheKing.” Following clues
across the country, Les must solve
puzzles to find The King, grab the
millionbucks,and win theaffection
of WILL-TV’s lovely secretary,
Stella Hart.

Accolade’s Les Manley: Search
for The King, originally a PC game,
is now available for the Amiga.
The sound, graphics, and game
play have been redesigned to take
advantage of the Amiga’s special
capabilities. The game also has
more complex puzzles and a sen-
tence parser thatunderstands 1,500
words — even misspelled ones.

| & W &

SMASH TV
FOR NES

Vanna White and “Wheel of For-
tune” are old hat in the future.
Instead, the highest-rated TV game
show is something a bit more
thrilling — Smash TV. Acclaim’s
newest NES title is a translation of
the popular arcade game.

As a contestant on Smash TV,
you compete for large amounts of
cash and the grand prize — your
life. Acclaim says Smash TV will
offer two unique features: more
on-screen enemies than any other
Nintendo game, and the ability to
use both controllers at once. One
controller lets you move your con-
testant,and the other lets you direct
your firepower. By using the NES
Satellite, two people can play.

=———The Video Game Specialists ————

AATARI7800
MsIon ™
ATARI \ 5200"

24 HOUR

ORDER/INFO LINE

(214) 218-5800

We can accept VISA and MASTERCARD orders by phone. Money
orders can be mailed to us for prompt processing. In stock games
ship within 24 hours. All games are brand new, ltfiough our prices
resemble other’s chavges for used games UPS shipping and
insurance is 50 cents q] per game system.
Texas residents must pay 7.25% salestax A slngle processing
charge is assessed per order. Prices subject to change. New
releases subject to availability. We are a member of the Better
Business Bureau of Dallas, and have been serving our customers
since 1986. Compare our service and selection with ALL others.

(Nintendg)

LYNX™

Personal Arcade”
ATARI XE~ | [LR8]
JOYSTICKS RAFR
ACCESSORIES

GAME BOY"

A COMPLETE CATALOG
SEID VOUN IIAME ADDRESS, AND MACHINE TYPE
FFOR POSTAGE AND HANDLING TO:

(

. EGAMES USA
BOX 9015  LANCASTER, TEXAS 75146

HAND HELDS
INTEWIViSION ™

91

GAME PLAYER'S



A N D IPYRZEHV

STRATEGY TITLE
FOR GAME BOY

The only gloomy spot in Joker
Land’s otherwise jolly history was
its ten-year war with the depress-
ing Arch Orc. Happily, Joker Land
won the war and the Arch Orc was
exiled into the sky. Now, hundreds
of years later, you're the king of
Joker Land, and the Arch Orc has
escaped his celestial prison.
Triumph, Hudson Soft’s first
Game Boy title, is a strategy game
setinajoke-filled medieval world.
As the king of Joker Land, you
alone cansave your kingdom from
its desolate fate. You must travel to

25 different castles, battling the Orc
King and thearmy of each fortress.
Only then can you face the Arch
Orc himself.

You don’t fight with swords,
shields, and maces in Triumph. In-
stead, you move characters on a
game board, challenging your op-
ponents with playing cards. Al-
though skeletons, spiders, orcmen,
demons, and the cyclops do their
best to cut your deck, the player
with the high card wins. Finding
magic spells can help even your
odds against the orcmen.

I & WS

NEW
INDY JONES
ADVENTURE

What do bullwhips, cryptic
puzzles, and ancient civilizations
usually mean to computer gamers?
That’s right: Lucasfilm Games
planstoreleaseanew Indiana Jones
graphics adventure late this sum-
mer. Rather than being based on
one of the three movies, however,
it's an original Indy story. Indiana
Jones and the Fate of Atlantis sends
you around the world with the
daringarchaeologist, searching for
clues to unlock the mysteries of the
lost continent, Atlantis.

Mega Drive

9 Exclusively and Specialize in Japanese Games & Systems!

o We get every new Japanese game "WITHIN ONE WEEK"
after they are released!

We carry the most complete line of accessories and game

9
of each system!

@ Dealers are welcome!

9

Please call for details or for a free List!
Neo Geo

Super Famicom

PC Engine

For orders call: 818-287-3121 or
fax: 818-451-5839

Game Gear




AND PREVIEWS

NEW NES ADVENTURE
FROM LUCASFILM AND JVC

Defenders of Dynatron City, a fu-
turistic action-adventure, is the
second NES release from the part-
nership between Lucasfilm Games
and JVC Musical Industries. Dy-
natron City is thesite of the world’s
first experimental atomic-pow-
ered sewage treatment plant. But
trouble is brewing — the plant has
spawned renegade criminals and
mutant villains.

Luckily, a group of superhe-
roes also emerges from the city’s
radioactive slime. Jet Headstrong,
Toolbox, Buzzsaw Girl, and the
rest of the superheroes are deter-
mined to stop Dr. Mayhem and
his slimy gang of criminals.

In Defenders of Dynatron City, superhe-
roes who are born in radioactive slime
aretheatomicage’sanswer to the League
of Justice.

DOWN-UNDER
ADVENTURE FOR NES

The kiwi birds of New Zealand
led a happy life full of singing and
games—until they were captured
by Wally Walrus. Tiki, the only
kiwi who managed to escape,
learned thathis friends (including
his feathered main squeeze, Phee-
Phee) were sold to various New
Zealand zoos. Armed with a bow
and arrow, Tiki sets out on a
journey to free his captive friends.

In Taito’s Kiwi Kraze for
Nintendo, you help Tiki travel by

balloon to the zoos of Auckland,
Rotorua, Waitomo Caves, Cook
Strait, and Mount Cook in search
of your feathered friends. Bombs,
lasers, magical items, and friendly
kiwis help you in your quest. But
keep an eye out for Wally’s evil
henchmen — hermit crabs, Robo
Kitty, Pricklys, Angle Bats, and
Flying Spearmen. If you explore
carefully, you'll also find secret
bonus rooms and warps.

GP
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Control Deck-NEW.
Catrl DK-USED 100/
Power Joystick 2
Pubse Converter |
I
R

Lakers Celtics

Last Battle:

M Jcksn Mawikr

*M Ms Fntsia

*Maze Hatr 70
I

“Might/Magic
#Missle Defense
CALLTO
ORDER

(612) 533-811
FUNCO, INC.

HOST GAMES OELIERED wen2 e nare
ordering by Credi Card)

FREE MEMBERSHI
out coupon and mail in. You will
receive “The Fun Club’ catalog,
THE FUN CLUB

4948 Highway 169 North, New Hope, MN 55428
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MARKETPLACE |

Used Cartridges for $19.95!11
Atttuer |- Batle Soiadon - Butoan - Coas D msoy
Last Battle - Mystic MM'PII Klo|( Basketball - MNIII
paceHarte I o ThurrBade- TP - Tndon
W oy S L caries o G

6 S R g Adc T REE Gt U, Annswsm
ol o 5035 . Ko 21 s o s o . Srd

BRE Software

352 W. Bedford, Suite 104-GP6
(N

Fresno, CA 93711
Credit Card Orders:  (200) 433-4263
24 Hour Information Line:(209) 432-2644

FINGER SPORTS caws.

New Sports Action
You think Nintendo and Sega are
\_realistic wait 'til you play our games.
é) Basketball * Football
3! Hockey ¢ Tennis

Each Game $1275 + S/H $250
Lamgam, 3125 19t St. » Bakersfield, CA 93301

WEVE GOT THEM, THE HOTTEST NINTENDO AC-
CESSORY. GIVE YOUR ON-SCREEN CHARACTERS
UNLIMITED LIVES. SPECIAL POWERS, AND SELECT
STAGES. SEND CHEQUE OR MONEY ORDER FOR
$99.95 PLUS FREE SHIPPING

J.B. ENTERPRISES
P.0. BOX

GAME GENIE Is HERE!

En'remlnmen'r

TURBO BLASTER

OVER 100 NINTENDO (NES)

AT S T BERY
SEND $5.85 MONEY 0hOER TO

L=

MARKETPLACE

Classified and small space
Display advertisers can
now take advantage of the
targeted and highly enthu-
siastic Game Player's au-
dience at reasonable rates.

FROM BDL ENTERPRISES LETS YOU
ACCESS RAPID FIREAND SLOW MOTION
WHILE USING YOUR STANDARD NES
CONTROL PADSII Regular Retail $39.95,
NOW ONLY $29.95!!
ORDER TODAY! 1-800-631-1003
Ask about our low prices on games!
CREDIT CARDS ACCEPTED

309
ALBURG. VT. 05440 VT. res. add 4% tax.

& '}x'_, "(Deslers Welcomed! ) [v: o —]

JAPANESE GAMES, MAGAZINESs & VIDEOs
TG->PC &

Display Classified rates
150 per column inch
PCA%?(.EIHE'G GENEéI,S le_\g?[ﬂogn smxsm

GEAR | GAME BOY /| NEO-GEO / CD-ROMs.
SUPER FAVICOM (SUPER NINTENDO) OW

Call Olivia Merritt at (201)703-9500
for more information.

AVAII.ABI.E NOW!

OFFICIAL GAME PLAYER'S™ SPORTSWEAR

Please send me: Price Total
Quantity
[] Official Game Player's T-shirt $7.50 ea.
[small Clmedium [ large
[ Official Game Player's Cap ~ $7.50 ea.
0 0000000 0 00 00 glr:thtal 25
[ Check enclosed [Visa [IMC[JAmex s
Card # Exp. Date Total
Get Ready To  Name
Look And Play Address ;
Like A Winner! Ciy State_ Zip
s%r:‘dﬁ]ri s| gn‘el:oﬁe have parent or guardian S|gnatu re

_Telephone (__)

—
Send TOday tO: Game Player’s Sportswear, P.O. Box 29364, Greensboro, NC 27499



Specials this month:

(Expires 7/30/91)

1. Buy 2 Genesis Games &
get1used SegaMasterSystem
game FREE!

2. Buy 2 Mega Drive games &
get 1 FREEI*

3. Buy 3 new Turbo Grafx
games and get 1 used game
freel*

4.Buy 3new Nintendo games
and get 1 used game free!*
* From a select group of thies call your
saleperson.

The Ultimate Game Club has broughtyou qual-
ity product found nowhere else at prices that

Ultimate Game Club

Has a New 800 Number, New Management, New Specials and new policies.
Toorder call:

1-800-BUY-AT-GAME-CLUB

(1-800-289-2842) . Or.1-203-388-6741
Or Fax your order: 1-203-388-0084

9. We sell the UGC Authorized
Mega Drive & PC Engine converter designed
i lifel

can'tbe beat. The Utti P
our company above the rest by:

1. Stocking more merchandise than
all other mail order companies put together.

. Getting the games before anyone
else & shipping them 1o you overnight.

3. Matching the competitions prices
by beating them with quality service and facts,
not lies about new product & release dates.

4. We're direct with every U.S. Game

Ci

for UGC and
Only $29.99 for the Mega Drive converter
which allows you to play Mega Drive games
on your Genesis & $79.99 for the PC Engine
converter which allows youto play PC Engine
games on your Turbo Grafx or Express. Guar-
anteed for alifetime. lftever becomes defec-
tive send it back with $5 for return postage
and we'll ship you another one Free! These
are not cheap imitations that only work with

allSega
NEC and find out yourselves.

5. We're larger than all the other mail
order companies combined. We have over 30
employees and 100,000 customers!

6. We're one of the top 20 retailers of
video games in the country along with Sears,
Toys R Us, Kay Bee Toys, Electronics Boutique
and other top quality retailers.

7. Buy with confidence knowing you
will get the right product you ordered and on
time.

8. We're the only company who buy
and sell American & Japanese games- both

g do, fora
Iifetime!

10. We accept MC/Visa, Discover,
American Express, Checks & Money orders!

11. We guarantee if your order is
over $50you won't pay more for UPS Ground
orUS Mailshipping thanyourlocalstate sales
tax.

12. f your order s over $200 you
get Free shipping and a free Ultimate Hint
Book!

13. If you love video games and
order over $200 per month you become a
preferred member with a free Silver Card

for 90 days, who warranty products we design
for life!

Call 1-900-TIP-LINE For Tips,

allowing you a special savings
of up to 20% off our already low prices on
games, systems and accessories. Call or

write for a free membership application. Call 1-
203-388-6741.

14. If you really love video games or
have a lot of friends thatyou buy together with
or if you own a business and you order over
$500 at a time per month you qualify for a Gold
Card Membership allowing you special ser-
vices and discounts up to 30% off our already
low prices. Call or write for a free membership
application at 1-203-395-0851 and ask for DIt
It you write send it Attnention: DDI.

15. If you ever see a better price on
anything we sell advertised anywhera else in
the USA we will beat the prica by $1 or 10%
(whichever is less) if they have itin stock.

16. You never need to buy anything
anywhere else. We carry it all at the lowest
possible price. And if you don'tget the product
you order in 30 days you have the right to
cancel your order and get a prompt refund!

17. fthereis ever a problem you can
call or fax our customer service dept. Call 1-
203-388-6366. -388-0084.

18.Soon we'll have a store near you
1o further enhance the satistaction and ease of
being an Utimate Game Club Member. For
franchise info (Serious inquires only) write Uti-
mate Gamo Club, Franchise Information, PO
Box 360, Old Saybrook, CT. 06475.

Release Dates, Strategies, New|
Products, FREE Membership,
Trade in Values and the most
up to date info on Every

System!

Genesis
Genesis System 179.99

Call for games from $19.99 and
up.

Sega 8-Bit
Call for over 100 games- new
and used from $9.99 and up.

Turbo Grafx
Turbo Grafx System 149.99
CD Rom System ~ 379.99
Turbo Express  349.99

TV Tuner 109.99

Call for new and used games
from $19.99 and up.

Mega Drive Games
Mega Drive System 189.99
Call for games from $39.99 & up!

Neo Geo
All games & systems are warranted
by us for 90 days from your date of
purchase.
Neo Geo Silver 449.99
Neo Geo Gold  649.99
Choice of Nam '75,

Baseball Stars Pro

Magician Lord.
Comes with 2 Controllers.
Call for 15 games from $179.99
and up.

PC Engine Games
PC Engine Converter 79.99

Play PC Engine games on your
Turbo Grafx System. Free with 5
PC Engine games!
Call for over 100 games from
$39.99 and up.

typos. 1491

Py nge
piinting. Pre-ofders must be paid in advance. Al orders can ¥

Japanese/American CD Games
Japanese CDs play in English but
are made in Japan. All games are
guaranteed to work on your Turbo
Grafx CD system.

Call for over 20 games from $39.99
and up.

Super Grafx
System Only 349.99
System & Battle Ace 379.99
Save $49.99!!
Call for games from $79.99 and up.

Super Famicom
System $299.99 when you buy 5
games!
Save $$$$$8$$$!
Call for over 20 games from $79.99
and up.
The Uttimate Game Club
1491 Boston Post Road
Old Saybrook, CT. 08475

Lynx
LynxSystem  99.99
Lynx System Deluxe 149,99,
Comes w/
California Games,
AC Adapter.
Callfor over 40 games from
$19.99 and up.

Gameboy
Call for over 100 games
from $9.99 and up.

Nintondo
Call for over 400 games
from $9.99 and up.

We also carry every
accessory for gvery system
listed.

1-800-BUY-AT-GAME-CLUB
Customer Service:
(203) 388-6366

Ok Baybrook. CT. 00475, Some o the Rame i this & ey 1ol be o Hock a1 tme of
his

and

catalogs. pol o Issue
with an expiration date. We will not accept games without this quoe. Do NOT

credit only

¥

¥ price quote
‘A expires 7/30/91

prices &




WE PAY YOUWE SELL.
10519

NINTENDO

Cry Comnection

Kung Fu

Adv.of Lolo Il

All Pro Bkibl

Alpha Miss
Amagon Crystalis

Aniicipation
Arch Risals
Archon
Arkanoid-Ctrl
Ark (Game)
Arkistas Ring
Antyanax

Athletic World
B

wer
“Hard Driven
“H Glbuaurs

m:;  Man It

Mega Man [1l
Duky Kong J Menace Beach
Double Dare Mendel Palace

Double Dragon
Dbl Dragon u
Dbl Dr

Ikari War Il
Tkari

B Bird H/Sk i
Image Fight

Bie For Dol e
Dr. Ch Immortal
Dr JekyHyde Imp Mission I1
Dr. Mario. “Ind Jns Lst Crsd
“Drac Nite Out Indiana Jones
*Draj Infltrator
Dragon Power Iron Swor
Drag Iron Tank.
Dragon Warrior Iahido: Stones
n “Istd Warrior
3. Nicklaus GIf
Jackal
J Chan Kg Fu
Jaws
Jeopardy
2 Jeopardy 25th
Jeopardy Jr
John E. Qubck
Excitcbike Jordan/Bird
EIS Jouey Silius
*Family Feud Joust
Captsin Comic intasy Zone “Kbki Qnim Fght
Capt Sky i Karate Champ ja Crsdrs
Casino Kid Faxanadu Kara a Gaiden
Custelian ser's Quest Ninja Gaiden If
Gase Docip Feht G Ninja Ki
Final Fantasy Ninja Taro
Frehs Re Nobun Amb
isiNo “Nobun Amb Il
Nonh/South
Operation Wolf
ORB 3D
Othello

SWAP YOUR OLD
FOR CASH OR NEW TITLES

Chesmaster wla | Pac
“Frankensicin Pacmani
Freedom Force K “Palamedes
Friday 13th *Krion Cnast aper Boy
CALLTO

FUNCO, INC. Gmer (612) 533-8118
MOST GAMES DELIVERED WITHIN 2 BUSINESS DAYS S

We Also Have GAME BOY ™ and Sega Genesis Games And Accessories

x M @ [ Al Games Come With A 90-Day Warranty I

“Paradiku

2839

Send Us Your s 00
Used Games and ol
RECEIVE Up To

SimpronsThe  $22/539

Trick Shooting ~ $12/5:
ojan 13

Spy Va. Spy

Stadm Events

Wild Chmp Wist
Wild Cls Te Mt
Wild Cup Seer
World Games
World Runner
With BIk Mota

Spr Mario I1l
Spr Mr/Dk Hi
Spr MDK/Trk
SO Resd

Seespcvibl

SoperSp
Spr T Games
p
2% *New Releases
2 asc Call—These may or
A% Piase Call—Th

may not be out by the
manufacturer.

Quick Shi Round
RF Adapter

o
| FREE MEMBERSHIP—Just fillout coupon o/ *u o

| and mail in. You will receive "The Fun Club"

catalog.
| THE FUN cLUB

| 4948 Highway 169 North, New Hope, MN 55428

North, New Hope, Mt

box. Sublract $1.00 for
(bve d, our sell
o refuse any purchase or sale.

To Prchass: Sead chaco oney Sider o red cand bt o FUNCO, G, 1948 e 00 | Name
55428
50¢ per game. 051 00 por e orsoa oy e cand. APO' Ganada, Aaska,Howal, loaso Goue |
shipping charges. MN residents please add 6% sales tax. WE DO NOT CHARGE YOUR CREDIT CARD Address.
UNLESS YOUR GAME IS IN STOCK. (WE ARE NOT PART OF OR ENDORSED BY NINTENDO)
P
d $3.00 for | City.

| State

Zip




It's show time—
a : courtesyof  ;
Me-the "Ghost
o o ™ with the most!”
eetlejuice, 7 =z
’ | like to help
me scare

(] o those city
ee e ulce folks out of your house
, 2 and their wits?
Q

Beetlejuice
T .

We'll soar through 8
horrific levels (you're
il gonna love the
- Afterlife Waiting
Room) taking on
Killer Giant Beetles, Legs
Without ~
Heads o
and other
gruesome
creatures. One wrong
step... and you're food for
the Sand Worm.
Here's a tip: Buy scares
from the Recently
Deceased Information
Booth, they're your best
weapons. So, join
me in the Neither- -
world... and make
my
+ millennium!

on your NES; NES; NES?

Beetlejuice TM & ©1991 The Geffen Film Company. Alli m=¢.a...|.r
of Nintendo of America Inc. LIN® is a registered trademark of LIN Lt ©1991 LIN L. Al ights reserved.




You are America’s Secret
Weapon against Terrorism!

N A Your elite special forces team of
~ / NAVY SEALS must rescue a helicopter
’ - crew captured by terrorists. Their
V4 / hideout: somewhere in Beirut. Find it,
penetrate it, make your rescue— and
discover a cache of stolen Stinger
missiles while you're at it!

And that’s just the beginning. You will
storm ships, uncover decoys, track an
informant, and carry out hair-raising
missions, all before you can catch your
breath!

As a SEAL, your training has been
ultimate. You may practice each level
again and again, but to win, you must
make it through completely on your
own. YOU are America’s Secret
Weapon!

BASED ON THE MOTION
PICTURE FROM

ORION*°

are trademarks of
Nintendo of America, Inc.

Ocean of America, Inc.
1855 O’Toole Ave., Suite D-102, San Jose, CA 95131



