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HOT
HANDS!

Blistering action, multiple skill levels, super graphics, a bigger
screen and the most realistic sound effects ever make
Acclaim’s SuperPlay™ hand-helds the games to
beat. With high-tech features like an
arcade-style continue mode,
high score memory
and roll-over scoring,
the better you
get, the
greater the
challenge!
Soif you're
tired of just twid-
dling your thumbs
and crave real power
in the palm of your
hand, fire-up
an Acclaim
SuperPlay
hand-held
Feelthe Heat!

entertainment i

Masters of the Game

Acclaim™ Masters of the Game;* SuperPlay.” and Wizards & Warriors™ © Acclaim Entertainment, Inc. Wizards & Warriors © 1989 Rare Coin It. 1943: The Batle of Midway™ TM & © 1988 Capcom USA, Inc. Ring Kin
Knight Rider™ TM & © 1982 Universal City Studios, Inc. Hulk Hogan™ is a trademark of the Marvel Comics Group licensed exclusively to TitanSports, Inc. World Wrestling Federation® WrestieMania® and all other n

character likenesses are trademarks of TitanSports, Inc. © 1989 TitanSports, Inc. Allrights reserved. © 1989 Acclaim Entertainment, Inc.



ew Orleans.The Superdome.The biggest game of the year! All

as close as your local software dealer! That's where you'll find ABC's
Monday Night Football™first in a hot new series of fast-action games
from Data East MVP Sports™

Win the Grand Prize! A trip for four to football’s premier event—
Super Bowl XXIV. Plus hundreds of other major prizes! You can win $5,000
in cash, Sony”entertainment systems or Data East's ABC's Monday Night
Football pinball machines!

It's simple. Just take this ad to your participating dealer and compare

the symbol on the game piece below to those on the back of ABC’s 1st Prize: $5,000. anTl;Irizu:A complete erétenainmem cente‘;v i
i q{ H i featuring bi | stereo and CD (VCR not shown). (2 Winners!
Monday Night Football package. If they match, you're an instant winner! 5 i A Monda N Foatball pnbal game o Deta Ex

Pinball. (3 Winners!) 4th Prize: ABC's Monday Night Football 20th
featuring the greatest plays from the past

o eAsT
How to enter: Simply take the prize symbol “game piece’”in this ad to your partici- dBCadeS (1 000 wmners')

ABC'’s Monday Night Football from
Data East MVP Sports. Experience it!

e of Data SIS ABCS | o e e e o e o e e e e e e

 mtn 0 i e sy game pce (i sipies o) ond 3 copy ol | NO PURCHASE NECESSARY

Up close and personal. 31,193l0 Dt st VP Syt v 20,45 Bearon, || the prize symbol shown here exactly matches one of the prize
M ti I L i s tame 1 SyMbols found on specially marked packages of Data East MVP Sports
ore action, more color | i 4 : o
e vt ok s e Et v ABC's Monday Night Football Games, you win the prize indicated.
and more fun.The ] e Svssatos e, 2. B s, S, RSTOT Ay A : ) R :

% o If you are a prize winner,claim your prize by filling in the information
SIghtS and sounds of P ammwn:l;mn: i, Docion ;;E: 5| belowand sending via certified or registered mail by January 10,
ABC’s Mon day Ni ght Jinal o all maters. All uncaimed prizes wil be awarded i Second Chance | 1990, to Data East MVP Sports Sweepstakes Winner, PO. Box 8456,

andphove rumbe n e 525 prodd o you e syl ane e and | Beaverton, OR 97076.
FOOt‘ba". f Jan 10, 1990. If there - Wmﬂ; I
Available for v ey 13,1550 A

winners will be randomly drawn on January 15, 1990, by ACS Marketing Servies, I Name
Inc

Second Chance Drawing depend on the number of unclaimed prizes and valid
entres received. Not responsible for lost, late, misdirected, incomplete o ilegile: Address

the IBM" PC/compatibles,

and the Commodore 647 Tt et Bt o T o o W ot
1 mubhvmnn trznsnmanm it applicable), three nights lodging, tickets for I Ty State 7
anﬂlsﬂﬂusnlmm mnmmmlmw(mmmmwmul
.m eceive a Sony inment Center, Telephone
Night Football Pinball game, approximate retail value $3,000 each. 1,000 Fourth
i Signature
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'mmuwm;zmmunaumuumc taxed of resticted. i
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The

DITOR
VIEW

You'll notice some new features in this issue of Game
Player’s — the first of several improvements we’ll be
adding to the magazine over the next few months.

First, this issue marks the debut of two new col-
umns: “Sega Players” and “Turbo Players.” The Sega
Players column includes monthly coverage of the
Sega Genesis, which began appearing in stores in late
August. And the Turbo Players column begins
monthly coverage of NEC’s TurboGrafx-16, which
went on sale in September.

Regular readers know that we’ve already been
covering both of these new 16-bit game systems on a
monthly basis for the past few issues. But until now,
neither machine has had a column of its own in Game
Player’s. We've decided that these exciting new game
machines have so much promise and potential that
it’s worth devoting space to them in every issue.

Sega Players is actually an expanded version of
the previous Sega Masters column. We'll be writing
about both Sega game machines in Sega Players, so
whether you have a Genesis or a Master System,
you'll find something of interest.

In addition to the new columns, we’ll be evaluat-
ing new Genesis and TurboGrafx games in our re-
view section as well.

You’ll also notice more timely coverage of the
game market in general in the months to come. We've
established a new bureau in California’s Silicon Val-
ley, the heartland of the computer and videogame
industries. And we’veadded a correspondentin Great
Britain who will keep you up to date on what'’s
happening throughout Europe, and how these devel-
opments might affect us here in the U.S.

Genesis Vs. TurboGrafx

Recently I was talking with one of our readers who’s
an avid Nintendo fan. “While I've got you on the
phone,” he said, “let me ask you a straight question.
What do you really think about the NEC TurboGrafx-
16 and the Sega Genesis? I'm thinking about buying
one or the other, but I haven’t decided which one to
get. Which one do you think is best?”

Those are the kinds of questions editors dread.
When [ was editor of a personal computer magazine,
people were always asking me which computer they
should buy. It's nearly impossible to give an honest
answer without sounding like you’re hedging. In the
first place, there are journalistic ethics to consider —
endorsing one product or another isn’t the best way to
maintain objectivity. Then, too, giving advice has its
risks. What if people took my advice and bought
something they weren’t happy with? Would they
think I steered them wrong? Or worse, cancel their
subscriptions?

But the main reason why those questions are so
difficult to answer is that it’s hard to figure out what
other people really need or want.

Do improved sound and graphics make a differ-
ence to you? If not, maybe you should stick with what
you've got. Are there certain game titles you want to
play? Maybe that will determine which system you
need.

My straight answer to the reader who asked me
thestraight question about the TurboGrafx and Gene-
sis: It’s simply too early to tell which system is best.
Both are very good, but it’s unwise to judge a game
system by the first games released. As time goes by,
the games get better. Designers gradually learn how
to squeeze more out of the new technology, while the
general level of game quality increases as well. If
everyone had judged the Nintendo system by its first
titles back in 1985, today Nintendo would perhaps be
a household word in only a dozen households.

Since we're covering both systems and all the new
games, the story will gradually unfold right here in
the pages of Game Player’s. Our goal is to provide you
with all the timely information you'll need to draw
your own conclusions.

Tom R. Halfhill,

Editor-in-Chief SP

GAME PLAYER'S



i A Billy and Jimmy Lee return in the
% latest and greatest version of the
. coin-op smash hit!
Featuring more weapons
and more powerful
moves, with more
new missions such as
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Machine availability:

IBM5-Y" $39.99  AtariST $39.99

IBM3-12" $39.99 Commodore64 $34.99
$39.99
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THE HUMP BACK.
Lots of little bumps that take their
toll. Chassis damage adds up quickly.

y.£

THE LITTLE RAMP.
Looks easy enough. The ramp isn’t
too big. But everyone wants to clear
it full speed. They end up kissing

dirt 100 feet down.
3 o

THE STEPPING STONES.
Speed control is the name of the
game — not too fast, not too slow.
You'll have to clear four chasms,

one after the other.
l [ )

THE BIG RAMP.
Build up speed for that ramp, but be
ready for the landing. It'll rattle your
molars. Your chassis can fall apart
quickly on this one.

They’re the meanest speedways ever designed. Like
rollercoasters from Hell, they twist and climb
through empty space without tracks to guide your
wheels. Or guard rails to save your neck. In some
sections, they don’t even have roadway to carry
your weight.

Your super-charged car is like a plane without
wings. You have only momentum — the perfect
combination of speed and steering — to carry you
safely across gaping holes in the track. Airborne,

W e

L
\

5.

THE HIGH JUMP.

Clearing the ramp is easy. Making it
over that monstrosity in the middle is
another story.

6.

THE ROLLERCOASTER.

The ride is silky smooth until you hit
that slight dip in the road — all 500
feet of it.

/s

THE SKI JUMP.

For elite racers only. Handle this
course right, and you're a legend.
One small mistake, you're in orbit.

8.

THE DRAWBRIDGE.

This one moves. Catching the
drawbridge at the right angle requires
perfect timing. Better get it right.
Second chances are for the living.

you hold on, only hoping that all four tires find
the track again — and that the jolt won’t be too
much for you and your car to handle.
Fast-scrolling screens are so vivid they do
everything but blow wind in your face. When the
track rises and drops sharply away, the illusion of
weightlessness runs straight to your gut. On hairpin
turns, you'll find yourself leaning in your chair.
The Eight Wonders of the Racing World. No
wonder you can’t wait to ride them.

Earn Great P:*izes' In The “Go For The Gold” Frequent Buyers Club!
i

etails Inside Every Specially Marked MicroPlay Game Box)
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After a hard day
have you ever just
to go home and bre
heads? Destroy a coupl
cities? Or just blow up tk
universe? f
Of course you have. Anc
now you can without geting
grounded. Plug in one of
these smash arcade hits on
the incredible Atari®7800™

system. Each of the games
are specifically enhanced
with graphics and depth of
game play that'll blow you
away. And sound that'll
make you wanna scream.

So pick up one. Or all

four. And get ready for the
fight of your life.

J\ATARI 7800

Winners don't use drugs.@

is 2 trademark of TECHNOS JAPAN CORP. ©1989 Atari Corporation, Sunnyvale, CA 94086. All ights reserved.
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Continuing
Simon’s Quest

How do you get across Yuba Lake

in Castlevania II: Simon’s Quest
for Nintendo?

Jeffrey S. Foulty

Pennsylvania

Kneel at the edge of Yuba Lake. If
you're holding a blue crystal and a
silver knife, a passageway under the
water will appear. Follow the path to
the bottom of the lake and beyond to
Rover Mansion.

By the way, Game Player’s pub-
lished a complete map to Castlevania
II: Simon’s Quest with lots of hints
and tips in our Vol. 1, No. 2 issue.

Sega Master

Altered Beast

Here are some helpful hints for
Altered Beast for the Sega Master
System. Instead of just pressing
button 1 to start, hold the direc-
tional pad to the upper left and
then press button 1. You'll start
with extra power.

Itsays in the instruction man-
ual that you can continue a game
once by pressing upper left and
holding down both buttons. But
to continue a second time, press
lower left and both buttons. To
continue a third time, press lower
right and both buttons. And to
continue a fourth time, press
upper right and both buttons.

Paul Evers
Ontario, Canada
Thanks for the tips!

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 mail we receive, we regret
that we cannot reply indi-
vidually by mail to game
questions.

Stuck On
Maniac Mansion

And Alien
Mindbenders

I have been trying and trying to
gethints and tips for Maniac Man-
sion and Zak McKracken and the
Alien Mindbenders. In Maniac
Mansion, how do you fix the
stairs? And in Zak McKracken,
where is the yellow crystal?
Ben Graef
Ohio

In Maniac Mansion, don’t be tricked
by the staircase in the library. It can’t
be fixed because it doesn’t lead any-

where. The only things you need to do
in the library are grab the blank cas-
sette tape and use the telephone. That
you have to fix. Bernard and Jeff are
your handymen, but even they need
tools. Check the garage.

Theyellow teleport crystal in Zak
McKracken is split into two shards.
You must find them both before they'll
fuse into the finished crystal. The first
shard is in the back room of the Society
for Ancient Wisdom. The other shard
is in the Mayan crystal chamber. You
have to draw the design from the Great
Chamber to release the shard. But
don'’t forget — even if you have the
crystal, you must still be trained be-
fore you can use it.

Where’s

Rollerball ?

Ihaveseen thereviews for Roller-
ballinyour magazine formonths.
It looks like a terrific game. Now
please tell me where I can find it.
I've been looking everywhere for
thelastsixmonths. If itisn’tavail-
able, why have you been review-
ing it for so long?
Brigitte Cassell
Massachusetts

Rollerball was one of several games
developed by Hal America, a company
that makes videogames for Nintendo
systems. Unfortunately for pinball
fans, Hal America is concentrating on
several of its other titles, such as Air
Fortress and The Adventures of
Lolo. Keep your fingers crossed that
Rollerball will follow soon.

GAME PLAYER'S
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POWER

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

As soon as you put on the Power
Glove, its 3-D sensors track the position of
your hand in space. You enter the program
code. Calibrate the glove. Center it. And

feel the mechanical moves of a joystick
give way to free-flowing, instant response.
You actually knock out Mike Tyson. Grab
the steering wheel of Rad Racer.* Bank
and fire your P-38 in 1943 The Battle of
Midway. All simply by moving your hand.
The Power Glove has a unique pro-
grammable keypad that gives the best



PLAY.

NES" players moves they've never had be-  Turnaround”: you automatically change
fore—and never will have with a joystick.  direction and fire faster than you ever
Tawist your wrist for an immedi- = could with a joystick.

ate head butt in Double Dragon. = With new moves at your dis-
Bend a finger for “Thrash Mode” posal, it makes your joystick games
—your character turns and especially vertical scroll games,
shoots in all possible directions. new. Different. More exciting.
Bend another for “One-Shot And that’s only the beginning,




FUTURE PLAY.

With games specifically designed  ahead of schedule. Look at Super Glove
for the Power Glove, you'll be blown into  Ball. The hand on the screen is your hand.
another dimension: the third dimension. Its thumb and fingers move instantly,

In the ’80, all video game play exactly as you command. You strike the
occurred in two dimensions: up, down;  ball. Catch it. Throw it. And experience
left, right. Starting in the summer of NES"like never before.

1990, software designed for the Power So put on the Power Glove and put
Glove adds the third dimension—depth— on the power of the future.
so that youre playing in a “virtual real- The Power Glove. Everything else is

ity.” It’s the future of video games. Years child’s play.

EPOWER GLEVE

Look for the Power
(i infendo ) Glove in the movie

enTeRTAIDMENT : !II?an‘

8 © CAPCOM CO. LTD." © CAPCOM US.A., Inc
is a trademark used under license




Magic
Containers
In Zelda Il

Irecently purchased Zelda II: The

Adventure of Link, butI can’t find

the three magic containers. Could
you please direct me to them?

Danny Smith

Nebraska

One magic container is hidden in a
cave. When you get to Midoro Palace,
you'll notice the cave on the other side
of the mountains. You can reach it
easily from North Castle.

A second container is in Death
Mountain. After you find the ham-
mer, go back outside and use it to
break the rock you see. Then go down
to retrieve the magic container.

The third container is in the town
of New Kasuto. You need to use your
hammer to clear the woods north of
Three-Eye Rock to uncover the hidden
city.

For additional hints, refer to our
Vol. 1, No. 3 issue, in which we pub-
lished a complete guide to Zelda II.

Hints For

Dragon Warrior

I'just purchased Dragon Warrior,
and it was too easy. I timed my-
self when playing it, and it only
took me 16 hours to beat it. Some
people I know can’t beat it, so
here are a few hints.

The princess is in the same
cave you use to get Rimuldar (on
the other island), but a tough
green dragon guards her, so be

XN R RN RN RN R RN

=

In Dragon Warrior, return to Tantagel Castle
fairly often for visits with King Lorik XVI.
This gives youachance tosave your game.

strong before you attempt a res-
cue.

The sunlight stones can be
found on the right side of Tan-
tagel castle. Go one more space
rightthan you usually would, and
go down. Then you’ll see the cel-
lar.

Erdrick’s armor can be found
in Hauwsness (the town that was
destroyed). It’s to the right in a
patch of woods guarded by a
knight with an ax.

Erdrick’s sword is in Char-
lock. It is important, but the
Dragonlord can be beaten with-
out it.

And you'll need the rainbow
drop to make a bridge if you want
to get to Charlock. You can get it
from a guy on the south island if
you have the staff of rain and the
sunlight stones.

Bruce Carey
Indiana

Thanks for the tips! We also found it’s
eastest to beat the dragon if you use a
sleep spell on him first. Then you can
attack him without risking your own
strength.

Continuing
Altered Beast

And Super
Thunderblade

I need some help with Altered
Beast on the Sega Genesis. The
instruction booklet says that if
you want to continue when you
die, you should press the A, B,
and C buttons at the same time
and a continue message will
appear. I can’t get it to work. Can
you give me the correct code?
Also,Iwaswonderingif there
was a code to start on different
levels of Super Thunderblade on
the Genesis.
Jason Branton
Ontario, Canada

To continue Altered Beast, just hold
the A button and press Start when the
title screen appears.

There aren’t any codes that we
know of for Super Thunderblade,
but we do have a hint that should help
you play the game. If you set the
difficulty on Hard and stay in the
upper left corner, no bullets will be
able to reach you!

15
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GamePlayer’s,wthe hottest name in
videogame and computer game maga-
zines, now brings kids all the action and
fun of the world of sports and personal athletics.

&\\\\“\\ [¥1} 14

Game Player’s Sports For Kids will open a whole new playing field for boys and gitls, from seven
years up to early teens. Every issue will bring readers closer to the stars, teams, stories, and dreams
that keep the sports world turning.

For fastest service call toll free: 1-800-222-9631
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eadLiners

Colorful and lively stories about popular sports, top athletes, and competing teams. Can the
Dallas Cowboys become America’s Team again? College Basketball ‘89-90: Pretenders and Con-
tenders. Will Brandy Johnson become America’s top young gymnast? Behind the scenes at
ESPN’s SportsCenter. And that’s just the beginning!

G/ /
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Wad Fads —

The Cutting Edge: We'll fill you in on everything from snowboards and
skateboards to parasailing and videogaming.

WI

'l',‘,

N he Tip-0ff

Whatever your game is, we’ve got the inside info from the best in the business. v
Pages of full color photos and helpful tips will bring you pro-hints in everything
from football to equestrian events.

1)

"
/

an Club

Spotlighting superstars and what’s special about them. From Bo Jackson and Michael Jordan to
Gabriela Sabatini and Debi Thomas.

We'll keep you up-to-date on what’s happening where and when from the wide and sometimes
wacky world of sports.

Interested? Well, Game Player’s Sports For Kids has even more in store for sports-active kids!

We'll show you the Rising Stars — young people who may be tomorrow’s sports heroes. Read about the latest
in sports books, movies, and videos for kids. We’'ll also help you shop for the best in sports gear, from skateboarding
helmets to hi-tops. We'll even dig up fascinating and little-known sports facts you can’t find anywhere else.

Don’t miss a single issue — Order your subscription to Game Player’s Sports For Kids today!
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FACE TO
FACE
...WITH DAVID
FAUSTINO

Jason R. Rich

For three years, David Faustino
has been portraying Bud Bundy
on the Fox Television Network’s
hit series Married With Children.
While 16-year-old David enjoys
acting, he also gets a kick out of
playing Nintendo videogames.

“I have had my Nintendo for
aboutayear,” hesays. “lownabout
20different cartridges. Super Mario
Bros. is one of my favorite games,
even though a lot of my friends
have gottensick of it. Double Dragon
is my other favorite game. I'm not
really that good at playing video-
games, but I love playing them.”

Many Nintendo players favor
the latest hit titles, but David has
other priorities when he goes shop-
ping for a new game. “Punch-Out
and Top Gun are fun. A lot of the
games I like, other people might
not like anymore because they
have gotten old,” he says. “When
Iam looking for a new cartridge, I
look for games with excellent
graphics. Unfortunately, it is usu-
ally the most expensive games that
have the best graphics.”

David says he often allows his
younger brother to choose new
cartridges. “He playsseveral hours
every day. [ usually play Nintendo

GAME PLAYER'S

when I get home from work. I'll lie
in bed and play for an hour right
before I go to sleep. Sometimes I'll
play in the morning.”

Although David maintains
thathe’snotan expert player, there
is one game at which he excels.
“The game Iam the bestatis Double
Dragon. You know in the begin-
ning when the bad guys come and
take the girl? I pretend that the girl
ismy real-life girlfriend, and [ have
to rescue her. That allows me to

Top Gunis another of David's favorites.
He prefers videogames with good
graphics, evenif they aren’t the latest
releases.

18

Double Dragon is one of David’s
favorite Nintendo games. He likes to
pretend that the kidnapped girl in the
game is his real-life girlfriend.

get through the game pretty
quickly.”

Most of the day, of course,
David is working on the set of
Married With Children, his first
major role. “I have been acting
since I was 5. On Married With
Children, my character is nothing
like I really am. I think the show is
very funny. It's pure entertain-
ment. There are no lessons to learn
— you just laugh.”

The biggest thrill of his acting
career was getting his photo on the
cover of TV Guide, says David. “If
I were not acting, I don’t know
whatelse Iwould be doing.I guess
I would be just another kid going
to high school. I love acting.”

<SP



- FACE THE
FIRE

* Weapons of fury.
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It’s the next century in FORGOTTEN WORLDS,
and you're the only one left who can save
£ Mother Earth from savage aliens. Your space-
\ age weaponry is awesome but so are your
X obstacles! Armed with an anti-gravity device
\ \ you can fly through enemy defenses and erad-
: icate the alien bases. But watch out! Missiles,
i monsters, dragons, robots and laser guns are
& %‘ bombarding you from every direction!
3 If you're ready to save Earth’s defenseless
men, women and children, see your favorite

3 software retailer or call Capcom U.S.A. at
% 408-727-1665

S

There’s havoc in the factory as you

e CAPCOM’
The Bronze Dragon is a formidable
blast away the invaders.

foe. You never know when it will strike!

USA



VIDEOGAMING IN THE U.K.

magine a world
where Nintendo
was almost non-
existent...where
youdidn’thaveto
wait for the Sega
Genesis or NEC
TurboGrafx-16,
because you'd al-
ready been playing 16-bit games
for years...a world where IBM PC
compatibles played a minor role
in the computer game market.

Far-fetched fantasy? Nope.It's
Great Britain.

Americans tend to have a
myopic view of the world, believ-
ing that all high-tech trends origi-
nate in the U.S. and gradually
spread elsewhere. Butin the world
of video and computer games,
important developments fre-
quently emerge from such places
as Europe and Japan and don’t
reach the U.S. until at least a year
later. Most Nintendo fans are
aware, for instance, that block-
buster games almost always de-
but in Japan. Titles such as Super
Mario Bros. 3 which have been
available in the Far East for many
months still haven’t reached U.S.
shores.

In the UK, the situation is a
littledifferent. Insome ways, video
and computer gaming in Britain is
ahead of the game market in the
U.S.,and in other waysit’s behind.

GAME PLAYER'S

Tom R. Halfhill
Nintendo Who?

Take Nintendo, for example. In
the U.S., Nintendo is far and away
the leading home videogame for-

s

{.

R-Type I is typical of the
]apg'r)\eese tyIPC—F_ngine
games sold on the “gray
market” in the U.K. The
American version for the
NEC TurboGrafx-16 is
slightly different.

mat. There are
nearly 18 million
Nintendo systems
in American homes,
accounting  for
about half of all
American house-
holds with children.

In the UK,
however, Nintendo
systemsareaboutas
common as palm
trees. One British
magazine writer es-
timates thereareless
than 10,000 Nin-
tendo machines in

all of Britain.
20
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Your complete guide to the exciting world of Seg emenmment

Why is Nintendo so unpopu-
lar? First, Nintendo apparently
hasn’t tried very hard to establish
itself in the U.K. British Nintendo
players complain that only about
20 games are available and that
thetitlesare old. Britain is just now
getting such games as Super Mario
Bros. 2 and the original Mega Man.

On the other hand, the Sega
Master System is very much in
evidence — exactly the reverse of
thesituationinthe U.S. And Sega’s

(=

There aren’t any magazines about Nintendo in the UK., but
the Sega Master System is so popular that it recently spawned
this Sega-only magazine.



T0 THE
BONE

These are the streets. And there are no rules
when you do battle here.

STREETFIGHTER is strictly survival of the
fittest against 8 of the baddest dudes from
around the world. Watch out for flying scissor
kicks, lethal Ninja weapons, and other evil
tricks. Block their attacks while you counter
with jabs and roundhouse kicks. Don‘t
drop your guard cause these guys aren’t
just b-b-b-b-bad. They’re “Bad to the Bone.”

So see your favorite software retailer or
call Capcom U.S.A. 408-727-1665. You don’t
want to keep these guys waiting!

Try a roundhouse kick against an Dodge the lethal Ninja weapons
English street tough. of Geki.

ERANRANCESE




titles in Britain seem to be as cur-
rent as those released here.

Another factor working
against Nintendo is that dedicated
videogame machines — or “con-
soles,” as the British call them —
generally aren’t as popular in the
UK. astheyareintheU.S.Instead,
British gamers prefer to play games
on personal computers. This is
partly because most personal
computers in Britain offer out-
standing graphics and sound ca-
pabilities.

But another reason, voiced by
several people we talked to, is that
disk-based games for computers
are much easier to illegally copy
than cartridge-based games for
consoles (although one device
makesit possible to copy Nintendo
cartridges onto cassette tapes). One
writer says that software piracy is
“rampant” in the U.K. He guessed
that for every legal copy of a game
that’s sold, at least ten illegal cop-
ies are distributed. “Lots of people
won’t buy a system if they can’t
copy the games,” he admitted. It's
difficult to judge, though, whether
software piracy is any more wide-
spread in the U.K. than in the U.S.

PCs: All Work
And No Play

Personal computersare very popu-
lar in the U.K., but the market is
quite different from the U.S. IBM
PC compatibles, which dominate
the personal computer market in
America, are more strictly rele-
gated to business applications in
the UK. In British homes, you're
more likely to find such comput-
ers as the Commodore Amiga,

GAME PLAYER'S

Commodore 64/128, Atari ST,
Sinclair ZX Spectrum, Acorn, and
BBC Computer.

The Amiga and ST, relatively
minor factors in the U.S. market,
are particularly favored by British
game players. This is largely be-
cause both machines offer 16-bit
technology at reasonable prices.
They seem to be running neck-
and-neck in sales, and retail prices
are comparable to those in the U.S.
Atari even sells a special package
that includes a 520ST computer
and nearly two dozen games for
399 pounds sterling (about $640).
To match the capabilities of an ST
or Amiga in a PC-compatible sys-
tem, a British game player would
have to buy a fast AT-class com-
puter, an EGA or VGA graphics
card, a game controller card, and a
special sound board — altogether,
about triple the price of an Amiga
or ST.

In this respect, the game mar-

ket in the U.K. is ahead of the U.S.
British game players have been
using 16-bit computers for years,
while American gamers are only
now beginning to buy 16-bit game
machines like the Sega Genesisand
NEC TurboGrafx-16.

Both of those advanced video-
game systems, incidentally, have
been widely available in the U.K.
for about a year, even though nei-
ther machine has officially been
introduced there. Without the
blessings of Sega or NEC, entre-
preneurs are importing Sega Mega
Drives and NEC PC-Engines —
Japanese versions of the Genesis
and TurboGrafx, respectively —
and are converting them to oper-
ate with British TV sets and 220-
volt power. There seems to be
plenty of demand for these “gray
market” systems, even though
prices are high.

In London, for example, PC-
Engines are commonly priced at

=

British software publishers like Psygnosis are successfully penetrating the American
market. Shadow of the Beast, anew Psygnosis title for the Amiga, boasts some of the best
graphics ever seen in a computer game.

22



Eliminating terrorists.

Easier said than done. You
must destroy these soldiers of
fortune who strike you with
“machine guns, tanks, grenades
worse. Only then can you
ate your victories.
yond traditional war
see why CABAL is
des. The fast
action of every covert opera-
tion keeps you at the edge
of survival. A

See your favorite software
retailer to enlist in the excite-
ment. Or fog more details, call
Capcom U.S.A. at 408-727-1665
Act fast so that “another one”
is one of them. 3
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VORLD
3E THE SAME.

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

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

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

The incredible reality of Genesis could only be brought to you by
Sega? the master of arcade entertainment. Creator of arcade block-
busters like Out-Run;’ Altered Beast} Thunder Blade}' Afterburner}*
Zaxxon™and Shinobi And with the Power Base Converter™ you
can play all your Sega Master System games, too.

The power has been unleashed. The adventure begins. And thisiis just
the beginning of the Genesis era. There’s more to come.

Unretouched Photo

Arnold Palmer Hollo Fighter

Altered Beast, the Sega Tournament Gotf

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

separately. i

Ghouls ’n Ghosts™ Rambo III* Soccer
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180 to 190 pounds (about $290-
$300), and games sell for 30 pounds
each ($48). Since the games are
imported directly from Japan,
many titles are available in the
UK. before they reach the U.S.
Titles commonly available in
London last fall included Break In,
Galaga ‘88, Pac-Land, Dungeon
Explorer, The Drunken Master
(renamed China Warrior forthe U.S.
market), Space Harrier, Vigilante,
Final Lap Twin, and R-Type I.

MutualLend-Lease

Computer games are a mixed bag.
Most of the best computer games
produced in the U.S. are widely
available in Britain, because the
major American software publish-
erseither have overseas operations
or cooperative distribution agree-
ments with British software pub-
lishers. In return for distributing
U.S. software in the U K., the Brit-
ish companies provide games for
distribution in the U.S.

Most British computer games
never makeitto the U.S., however.
Sometimes it’s because the British
publisher has no U.S. distribution
arrangement, but, more often, the
games aren’t deemed suitable for
the American market. British
gamers prefer more arcade-style
action than is currently popular in
the U.S., and their games are usu-
ally written for computers with
relatively small followings here.

Interestingly, though, the Brit-
ish sometimes get American com-
puter games before Americans do.
For example, MicroProse — a
Maryland-based publisher — re-
cently released M1 Tank Platoon
and Starlord in the UK. several

weeks before they hit U.S. stores.
MicroProse President Bill Stealey
says the U.K. market is becoming
increasingly important, now ac-
counting for one-third of
MicroProse’s total sales.
Likewise, some British soft-
ware companies are pushing
harder to tap into the lucrative
American market. One of the most
successful is Psygnosis, which
works directly with a Chicago-
based U.S. distributor (Computer
Software Services) instead of dis-
tributing through a competitive

U.S. publisher. The most recent
titles from Psygnosis — particu-
larly the Amiga versions of Blood
Money and Shadow of the Beast —
prove that British software com-
panies can compete successfully
in the U.S.

Since British companies are
now exploring the possibility of
translating their computer titles to
the new 16-bit home videogame
systems, we can expect to see even
more video and computer games
from the U.K. in the years to come.

soon afterward.

Lynx],” he said.

LAYOFFS AT EPYX

Epyx, a major publisher of entertainment software since the early
days of personal computing, recently laid off almost its entire work
force. About 80 employees in Redwood City, California, lost their
jobs, leaving fewer than two dozen people at the company.

“Just about the only ones left are a few management personnel
and some Handy programmers,” said a former Epyx project man-
ager. “Handy” is the Epyx code word for the hand-held game
machine with full-color screen that it developed over the past three
years. In a deal worked out last summer, the Handy is being
manufactured and marketed by Atari Corp. under the name Lynx.

It's still unclear how game players will be affected by the
troubles at Epyx. There are indications that Epyx may switch its
focus and develop software for other companies instead of publish-
ing software itself. The titles Epyx planned to release late this year
and early in 1990 are in limbo, but some may be acquired and re-
leased by other software publishers.

Despite the layoffs, Epyx is carrying through its commitment to
produce eight games for the Lynx, according to Atari spokesman
Andy Marken. Six of the games were scheduled to be released when
the Lynx hit the stores late this year, and the others are to follow

Although Epyx is the major software supporter of the Lynx,
Marken says the future of the hand-held system won't be jeopard-
ized by the layoffs. “We already have 35 other developers [for the

27
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INTRODUCING TWO NINTENDO GAMES
FOR THE GROWN-UP IN ALL OF UE.

Being treated like a little kid can be a real drag. Grown-ups always

telling you what to do. What to think. Like you haven’t one intelligent
thought of your own. Okay. So you have a few more years to grow.
¢~ Doesn’t mean your only interest is zapping aliens all day, running up
the highest score. Sure, there was a time when you enjoyed playing simple
video games designed for children. But you’re older now. Smarter. You want
something more. Something like a challenge. A grown-up challenge. A
challenge that tests your mind, not just your wrist. Well, check out

Shadowgate™ and Desert Commander™ by Kemco Seika.

r‘q Hot Fun From Two Cool Games.
These innovative new programs bring
you all the fun and excitement you’d
expect from one of the world’s leading
NES® software makers.

Shadowsgate is the hottest fantasy adventure ever plugged into a Nintendo
Entertainment System® Like some of the best interactive PC
games, Shadowgate has multiple screens of text and graph-
ics, plus animation and sound effects. A unique “save game”
function lets you continue a “lost” game without starting over.

Your objective is to destroy the evil
Warlock Lord and his pet Behemoth.
But to beat this mean son of a witch you gotta be smart

and discover all the hidden clues, mysterious objects and
magical weapons concealed within the castle grounds.
Desert Commander is the ultimate war strategy
game. With all deployment options, and infantry,
artillery, and aircraft firepower completely variable,
Desert Commander takes the best from tactics-
oriented board games and couples it with the speed
and versatility of a computer.

n To begin, you and your
* opponent determine the -
u M AN D ER firepower of each army
component. Both sides 4

carefully establish their
offensive and defensive positions— then, boom, bang, pow! But
remember, to win, your strategies should be brilliant; your tactics flawless.

Leave the Kid Stuff Behind.
If you're ready to leave the kid stuff to your little brother and get into some-
thing more interesting, more challenging, get into Kemco Seika’s
Shadowgate and Desert Commander.
Because hey —you don’t have to be big to think big.

COASEIKA

Exclusively distributed by Seika Corporation, U.S.A.,1-800-462-5040

hisofficl sl is your ssurancethat Nitndo®
has approved the quality o this pr

Yook o e 0t Boing gano ot
sories to ensure complete compatibiity with your

Official

(Nintendo)

Seal of Quality

SHADOWGATE s stradamark o ICOM Simus
tions,Inc.and is used with permi din
Conjincionwith JPL.© 1987 1969 mnm S\mull
tions,Inc. NINTENDO® and NINTENDO

SANMERT SYSTEN® v wogamarce af Nntendo
of America.



INTRODUCING TWO NINTENDO GAMES
FOR THE KiD IN ALL OF UES.

Sure. It can be pretty embarassing. Everyone else is finally asleep. You quietly
slip out of bed, tip-toe into the family room and gently insert the awaiting car-
tridge. When just as you’re about to zap your zillionth alien onto another astral
plane—flash! — the lights go on . .. You’re busted. Caught red-handed and
red-faced, playing yet another juvenile, one-dimensional video game.

Well, blush no more. Never again will you have to hide your passion

for video game excitement and entertainment. Never again

will you find yourself lamely justifying a game
designed to be played by eight year olds.

Not for Kids Only.
Introducing Shadowgate™ and
Desert Commander™ by Kemco Seika.
Not only do these two pioneering and
innovative programs deliver all the fun
you’d expect from one of the world’s leading NES® software
developers, but they also provide something extra. A chal-
lenge. A grown-up challenge. A challenge that tests the
agility of your mind, not your fingers.
Shadowgate is the most engaging, object-oriented,
interactive graphic adventure you've ever seen
on a Nintendo Entertainment System?
Shadowgate features text and animation,
multiple screens, participatory
“mouse”-like controls and
a special “save” function like
those found in the finest PC games.
Desert Commander is the ultimate
war strategy game that simulates realistic battle
situations. With military
component strengths and
deployment options

completely variable “E 3
at five levels of M AN B
combat complexity,

Desert Commander takes the
best from logistics and tactics-oriented board games and
couples it with the power and versatility of a computer.

Come Out of the Closet.

If you're a closet Nintendo fanatic playing behind

closed doors, step out and step up to Kemco Seika’s
Shadowgate and Desert Commander.

Because hey —you don’t have to be a kid to play.

KEMCO 4 SEIKA

d by Seika C ion, U.S.A.,1-800-462-5040

This ffical sal s yourssurace thattondo
roved the qualit of this product.
m for his seal whan buying games and accesso-
ties o ensure complete compatiiity with your
Nintendo Entertainment System.®
\DOWGATE™ is a trademark of ICOM Simula-
tions,Inc.and i used with permission. Licensedi

'I ,"

‘SYSTEM® are trademarks of Nintendo




he secret is out — some
adults are spending
almost as much time
playing Nintendo as
young people are.
They’ve been clamoring
for games more advanced than the
usualshoot-em-ups, and their cries
are being answered. We're now
seeing a steady stream of personal
computer games translated for the
Nintendo Entertainment System.

If you're among those who
have been yearning for more so-
phisticated Nintendo games, you’ll
be relieved to know that these
translations retain most of the
complexity and graphics of the
originals. In some cases, the trans-
lations are even better.

Rule Your Own
Country

Have you ever wished for the
power of ruling your own nation?
Well, perhaps you haven’'t envi-
sioned all of the problems that come
with the throne. Problem-solving
and decision-making are the
themes of several popular games
newly released for Nintendo.

In Defender of the Crown, King
Richard has died, and England has
been plunged into civil war. Six
lords — three Saxon and three

GAME PLAYER'S
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COMPUTER
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Leslie Mizell
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Norman — have their eyes on the
throne. As one of the Saxon lords,
you must prove your mettle by

There’s a rhythm to sword fight-
ing in Defender of the Crown, and
once you learn it, your chances of
winning increase significantly.

]

Don’t hit your opponent’s horse
when jousting in Defender of the

2 Crown. This cowardly act will get
you banned from the tournaments
in disgrace.

The main display screen in Nobu-
naga’s Ambition shows the condi-

3 tion of your Japanese fiefdom and
the basic commands you may is-
sue.

Once you've entered battlein Nobu-
naga’s Ambition, try to take advan-

4 tage of favorable terrain. And al-
ways protect the daimyo’s (lord’s)
Own unit.
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engaging in sword fights, jousts,
raids, and combat. If you capture
all three Norman fortresses, you
win the throne.

Nobunaga’s Ambition is placed
in16th-centuryJapan. Youare Oda
Nobunaga, a lord who wants to
unite all of the fiefdoms in the
country. Although the real Nobu-
naga was killed by one of his own
men, you can try to fulfill his
ambition.

Working either with all of
Japan or with just the central part
of the country, you must use eco-
nomic and military strategy to
unite the fiefdoms. You can raise
taxes, sign treaties, arrange advan-
tageous marriages, or simply in-
vade neighboring territories.
Remember, it’s for their own good.

Two other games are based on
a premise similar to Nobunaga’s
Ambition. Romance of the Three King-
doms takes place during the sec-
ond Han Dynasty in China, and
Genghis Khan lets you portray any
of four 13th-century rulers: China’s
Genghis Khan, England’s Richard
the Lion-Hearted, Byzantium'’s
Alexius III, or Japan’s Shogun
Minamoto Yoritomo. Your goal,
of course, is to conquer the others
and rule the world.

Control 1



Steve went to the hospital for minor surgery.
He left with major problems.

Sleeping is supposed to be the easiest part of going under the knife.
But not for Steve. His dreams are trying to kill him.

To survive he must escape the sometimes frightening,
sometimes laughable phantasms burrowing through his subconscious.

Does major medical cover something like this?

Win Great Prizes with Medalist “Medal Madness™ Starting September 1.

iy




VIDEO OR COMPUTER

HE MAGAZINE FOR EVERY

GAME PLAYER!

 Gaming news from around the world — the lafest Japanese
crazes, hi-techjoysticks, previews of next-generation 16-bit game
machines.

B The best writers and columnists in the business

l Reviews of the latest hit games for Nintendo, Sega, Atari, PC,
Commodore 64, Amiga, and Macintosh — even arcade hits.

0 In-depth features — games thoroughly examined with page
after page of full-color maps, strategy hints and tips, and screen
shots.

l The Hot 100 — mini-reviews of 100 of the most popular games.

l The best free public domain games, and how to get them.

B And much, much more!

Each issue is filled with color and packed with solid information,
hundreds of hints and tips, game descriptions, even maps and
complete solutions to complicated games!

NINTENDO GAME

TIMONTH

In feudal Japan, one ninjas adhered to a rigid
image struck fear into code of honor modeled
people unlike anything after Bushido, the way of
else — that of a man clad the samurai warriors.

in black from head to toe. eye for an eye” defined

The ninjas were highly b \ their way of life.
skilled fighters who \ . In Ninja Gaiden, the

wielded small arsenals of Hayabusa clan is one of

hanks to falling prices and
the proliferation of EGA,
MCGA, and VGA video
‘boards, PC compatibles are.

mostrecent companics toupgrade
their graphicsare Infocom (3 divi-
sion of Mediagenic) and Strategic
Studies Group (an Australianfirm

SSG concentrates on strategic war

games, particulary the kind de-

rived from board games such as
. Ponzerbit,

around the map from hesagon to
heay

wereamong
the first players of computer

PLAYERS

T

THE TREND
TOWARD
BETTER
GRAPHICS

wasa bit different. Like Strategic
Simulations,Inc. (550 —a Califor-

the US. by Flectronic Arts)

cause our imaginations could

gomes, S
format of hexagons and square

tanately,
translation, maialy becauseofpoor
graphics. Lookingata fullcolor,3
X2-foot map spread out ona table
as ; squinting ata tiny
ton computer screen
Furthermore, important de-
tails were lost. A lot can be going.
on within each hexagon of a war

game. One, two, or even three
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books are capable of creating pic-
tures in our minds, and Infocom
promoted its text gomes as inter-
Sctive novels.

55G's approach to graphics
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information about lerran, sight-
ing, and 5o forth. The four
I

colors available with

secret weapons and de- the last remaining vestiges
vices. Often, they offered of the golden era of
their deadly services to ninjitsu. Its elder, Hay-
feuding warlords, who abusa Ken, has just been
were constantly locked killed in a duel. Ken's son,
in a struggle for su- Ryu, ofter reading a
premacy. The letter left to him by his
cloak-and-dagger father, embarks on a
journey to America
to find out what re-
N INJA ally happened.

GAIDEN

GAME PLAYERS 55 OCTOBER 1989

. DON'T MISS A SINGLE ISSUE
OF THE HOTTEST NEW MAGAZINE IN
VIDEO AND COMPUTER GAMES!
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THE GAME PLAYER'S
GUIDES TO PC AND
NINTENDO'GAMES! ___

All the new games reviewed by experts!

Pages and pages bursting with full-color screen shots!
All the newest, hottest games!

Hundred of insider tips, techniques, and special hints!
Learn how to improve your scores!

Whether you're a Nintendo fan or a PC player, with the excit-
ing GAME PLAYER'S GUIDES, you'll see the important game
screens in full color, learn about the characters, the different
levels, how the game plays. Then, when you're ready to buy
your next game—you'll know what's hot and what's not!

FOR THE GREATEST SAVINGS, CHOOSE A GAME PLAYER'S
COMBO SUBSCRIPTION—Two Great Magazines at the Super-
Saver Rate of up to 56% off!
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NEWS

Are You Ready,
Sports Fans?

Sports games have been popular on
Nintendo ever since the first days
of Golf and Baseball. But two of the
bestsports simulations for personal
computers have now been added
to the Nintendo library.

A truly challenging golf game
awaits those who pick up Jack Nick-
laus’ Greatest 18 Holes of Major Cham-
pionship Golf. The “Golden Bear”
himself chose the holes included in
this game. To getstarted, select from
two levels of difficulty and three
locations for placing the tee. On
your way to the green, you'll play
around sand traps and water haz-
ards. You must take into account
the topography of the course and
the wind direction and speed if you
hope to lower your handicap.

If you like your sand on a beach

GAME PLAYER'S
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instead of in a bunker, try Kings of
the Beach, where the only hazard
you’ll encounter is a sunburn. Al-
though this game has comic ele-
ments (such as a bikini contest), it’s
an outstanding simulation of pro-
fessional beach volleyball, complete
with spikes, skyballs, and crushers.
You can play with three friends, or
— if you have the nerve and the
skill — go against Sinjin Smith and
Randy Stoklos, the real kings of the
beach who were consulted during
the design of this game.

Fantasy And Sci-Fi
Adventure

There are scores of fantasy role-
playing games for personal com-
puters, yet only two have been
translated for Nintendo. The first
was Ultima, and it has already at-
tracted quite a following. The sec-
ond is Shadowgate.

Here’s an example of a Nin-
tendo translation that’s even better
than the original. The PC-compat-

Romance of the Three Kingdoms is
placed in China, but as in Nobu-
] naga’s Ambition, you still have to
control the economy and the mili-

tary.

You can choose to be one of four

2 medieval leaders in Genghis Khan.
If you wish, other people can play
as the other leaders.

3 You'llbe competing against the best
in Jack Nicklaus’ Greatest 18 Holes of
Major Championship Golf.

4 The jump serve in Kings of the Beach

has two things going for it — high
velocity and a steep trajectory.
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ible version of Shadowgate was se-
verely hampered by its four-color
CGA graphics screens. Thanks to
Nintendo’s superior graphics, the
game is vastly improved.

Shadowgate’s story line is the
traditional stuff of fantasy. A war-
lock lord is trying to bring chaos to
your land by raising a Titan named
Behemoth from the center of the
world. As the last in a line of great
kings, you must enter the warlock’s
fortress, Shadowgate, and defeat
Behemoth.

Shadowgate is a combination
text-adventure and exploration
game. A picture in the upper left
corner of the screen shows what
lies directly in front of you, while a
text block down below describes
theaction. This screen also displays
your inventory of possessions and
a map of your position. The com-
mands — such as Examine, Open,
or Speak — are also readily avail-
able.

Science-fiction fans might prefer
Rocket Ranger, graphically one of
the finest personal computer games
ever published. Little has been sac-
rificed to bring the game to Nin-
tendo, and some of the movements
and commands are easier with a
Nintendo controller than with a
computer keyboard or joystick.

Some things have been changed
in the Nintendo version of Rocket
Ranger,however. Theadventure has
been moved from pre-World War
IIto the year 1990. The bad guys are
no longer Nazis, but rather are
humanlike aliens who invade Po-
land, Germany, Austria, and Hun-
gary. (What are the aliens after —
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TurboBooster" Audio-Video Enhancer
Working with your stereo TV
or mono TV and stereo oudio

equipment, TurboBooster’ special
Wh ere pre-amp function gives your
gome full stereo sound and
sharper, clearer graphics through

direct video input.

the system

TurboGrafx*(D Game Interface and gets “s

Compact Disc Player

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

energy.

The TurboGrafx™16 system

has many high-energy

components and accessories

that not only let you

Torbolop™ Mult-Controller Adapter enjoy on amazing level of
Now up o five fiends excitement now, but

can play specally selected games also let you expand your
at once: Compete in head-

to-head action or work fogether
towards victory.

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

system in the future.

TorboGrofx*16 Entertainment
SuperSystem

The heart of the incredible
TorboGrafx-16 system. With o
custom 16-bit graphics processor

Tons of Arcade-Quality Games.
Packed with high-energy ac-
tion, our TurboChip™ game cards
bring you some of the best arcade-
quality fitles around. Adven-
ture gomes like The Legendary Axe™
Action games like Vigilante™
and China Worrio™
Racing games like hard-
driving Victory Run’* And, when
you're ready, you can even
expand your system fo play o
TorboGrafx-CD games, for b
even more exctement—with TorboStick” High-Performance
more characters and levels,
real voices, (D music, anima-
tion, and more.

that delivers an amazing
512 colors, a CPU that's four

TurboPad” Controler times foster and six stereo sound

Specially designed to help you
control the amazing energy
of the TurboGrafx-16 system, it
precise and fost, with three
levels of “turbo” fire.

generators.

Controller

Lets you aim better and move
quicker than you thought possi-
ble! Variable speed “turbo” fire
gives you high-energy action—up
o 16 shofs per second. Or you
<an go into slow motion!

© 1989 NEC Ham Encronics (USH) o
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sausages?) They surround them-
selves with powerful force fields
and learn to control human minds.
It seems nothing can stop them
from world domination.
Fortunately, you manage to get
your hands on a rocket suit and a
ray gun, vowing to destroy the
invaders. But it's a race against
time. You must locate five pieces of
a rocket ship, construct it, and fly
to the moon to stop the aliens from
mining the ore they need for fuel.

Enter The Danger
one

Rescue: The Embassy Mission is a
translation of the computer game
Hostage. But the name is just about
the only thing that’s changed. It's
still an intense simulation of an
attempt to rescue a group of hos-
tages held by terrorists in an em-
bassy.

As the commander of an anti-
terrorist strike force, you must
develop a plan to infiltrate the
embassy, then hunt down the ter-
rorists. You can position snipers
around the embassy to spot the
terrorists and pick them off, if no
hostages get in the way.

After your men are dropped
onto the embassy roof by helicop-
ter, they rappel down the side of
the building and break through
the windows. Once inside, team
members can communicate with
thesnipersoutside, butessentially,
they’re on their own.

If submarine warfare is more
your style, try Silent Service. In this
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FRONI THE DEPTHS RISES
THE NMOST POUERFUL
CREATURE THAT HAS EVER

Don’t be surprised if you come across You first encounter the aliens in
the bones of other knights in Shad- 3 Rocket Ranger on this zeppelin.
owgate. This warlock isn’t playing

Watch where youshoot—they have
hostages on board.

Your final battle in Shadowgate is

2 against Behemoth, the fierce Titan.
You'll need all your strength and
power just to survive.
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One pilot described a World War II How’s That Agaln" breathe easier tomor-
dogfight “like being on the inside of a Want to show your row. Who knows—
beehive.” And that’s just what it feels like to friends how you erased that you might even change

play Their Finest Hour: Flying Pencil with history. And if you don' like
The Battle of Britain™ fancy deflection shooting? the odds, Their Finest Hour
The new air combat sim- Their Finest Hour lets you lets you change sides.
ulator from Lucasfilm save your proudest com- .
Games that's keeping sim- bat performances to disk. ucASFII_
ulation buffs and action And relive them in real (e At cco]
gamers alike on the edge time, fast forward, or S—
of their seats. A Luftwaffe gunner position is the frame by frame.
Their Finest Hour quickest way to get acquainted with
includes all the acclaimed the RAE Look At Life
features of our Battle- From
hawks, 1942. Plus a few Both Sides Now.
TEW IWISIS: Take on the Luft-
The Realism Is Unreal. waffe in a tough little
From the moment RAF Hurricane or fabled
you pull back on the throt- Spitfire. Or test your
tle, Their Finest Hour Replay combat action sequences skills at the controls of
grips you with near- from any angle, even from the nose  the Spitfire’s nemesis,
photographic realism of of abomb! the formidable Messer-
aircraft, smoke, terrain, and flying debris. schmitt 109. Pulverize ground installa-
To really get your tions from your Messerschmitt 110
.. adrenalin pump- fighter/bomber or your screaming
ing, we've added Stuka. Or fly as pilot, bombardier
acacophony of or gunner in a Junkers 88, Dornier
roaring engines, Flying Pencil, or Heinkel Spade.
¢ chattering machine Your success in each mission
guns, and thundering impacts the next one: knock out a
explosions. radar installation today, and you'll

IIlM screens shown. Available for IBM (includes AdLib™ sound card support), Amiga, and Atari ST.

ind © 1989 Lucasfilm Ltd. Al rights reserved. Lucasfilm Games, and Their Finest Hour: The Battle of Britain are trademarks of
l ucllﬂlll Ltd. IBM is a trademark of International Business Machines, Inc. Commodore 64 is a trademark of Commodore Electronics,
Ltd. Amiga is a trademark of Commodore/Amiga Inc. Atari and ST are trademarks of Atari Corp. AdLib is a trademark of AdLib, Inc.




simulation, you're a naval lieuten-
ant who's just been assigned to a
submarine stationed in the South
Pacific during World War IL

Things heatup quickly, and you
end up leading missions off the
coastsof China, the Philippines, and
Japan. Your objective is obviously
to destroy the enemy, but you must
protect your submarine and crew
as well. If you exhibit bravery and
wisdom, you can work your way
up the promotional ladder to the
rank of submarine captain.

Three Times The
Laughs

Are you looking for nyucks instead
of bombs and bullets in your Nin-
tendo games? Then take a look at
The Three Stooges, a game featuring
that trio of mayhem and madness.

Curly, Larry,and Moearetrying
to save an orphanage from foreclo-
sure by earning enough money to
pay off the bank loan. They take on
a series of odd jobs to earn extra
cash, but they can also find money
on the street, receive rewards for
honesty, and winradio trivia games.

The Stooges have 30 days to
come up with the cash, and each
event takes one day. Choose the

GAME PLAYER'S
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Even if you have all five rocket pieces
in Rocket Ranger, you still need fuel.
Find the alien mining bases to steal
some.

Arockettothemoonis yourlastchance
to stop the aliens from total world
domination in Rocket Ranger.
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In Rescue: The Embassy Mission, posi-

tion your sniper team first, but don’t

let them get caught in the terrorists’

spotlight.

Don’t bother to knock in Rescue. Just
4 smash through the window, feet first.

Rappelling is tricky but fun.



Marvel Comics Come To Life!

You control Marvel Super Heroes in battle against Marvel Super Villains.
And they have all the special talents Marvel gave them.

ﬁjﬂ e e e ] - i
The X-Men Are Calling You to Action against Arcade and Magﬁ%to

in Murderworld, the Amusement Park of Terror.

Over 500 tests of your reflexes and intelligence
Arcade and Magneto’s henchmen include Wendigo + Juggernaut « Nimrod « Toad « Mystique ¢ Silver Samurai « White Queen
Pyro « The Blob « Avalanche « Robot Sentinels.

1BM SCREENS SHOWN.

Spider-Man and Captain America Need Your Help to Stop Him!
More than 30 challenging arcade action battle screens
Come face-to-face with Oddball » Batroc » Machete « The Rhino « Electro « Boomerang « The Grey Gargoyle « Eduardo Lobo
The Hobgoblin ¢ Rattan « Dr. Doom himself.

Win Great Prizes with Medalist “Medal Madness” Starting September 1.

See your local retailer for details.

for Amiga. X-Men us in Oct. 1989 for IBM-PC/
£ 301.771-1151 X-208 weekdays 8:306m o 5pm Easlern
loternational orders. US funds only, MD rssidonis.

180 Lakefront Drive » Hunt Valley, MD 21030



Aboard your submarine in Silent Serv- As hospital interns in The Three
N I N T E N DO ] ice, get your target in sight and pre- 3 Stooges, follow rightbehind the doc-

pare to fire torpedoes. tor’s gurney to reach the operating
B 2 ® ®m 3 E = ® ®N u

room and collect your paycheck.
In The Three Stooges, Ma’s orphanage

2 will be foreclosed by Mr. Fleecem, the Il;la;;}f,rr:g;tcfégg ;\(;rr‘:stel:sr;%le::getz
ba“‘]‘f‘;/ unless Curly, Larry, and Moe 4 his violin breaks. That tune turns
@iy, Curly into a maniac in the boxing

ring.

event with a hand icon that darts
back and forth across a series of

squares resembling a board game.
Each square represents a job, a
contest, a windfall, or a mouse-
trap. Catch three mousetraps, and
the game is over; the orphans are
out in the cold.

You can also find jobs as wait-
ers, and end up in a pie-throwing
fight. Or as hospital interns, rac-
ing through the corridorsin midget
cars. Curly can enter an oyster-
stew-eating contest, or get into a
boxing ring with Killer Killduff.
Many of the sequences in the game
are taken from classic Three Stooges
films.

Although the computer ver-
sion hassome animated sequences
that didn’t make it into the Nin-
tendo game, The Three Stooges is
still a lot of fun. There are so many
different subgames that you don’t
have to master them all. If you
have trouble with the pie fight, for
example, justavoid landing on that
square. Earn your money with the
trivia game or the boxing contest
instead.

These gamesrepresent the first
batch of personal computer games
available for Nintendo. Each one
has more to offer than many Nin-
tendo games in terms of plot, ac-
tion,and graphics, and they should
appeal toadultsas wellas younger
players. Nintendo isn’t just kid
stuff anymore. SP
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OHEAD-TO-HEAD,
WIREI.ESS'

WithTheNintendo Double Player'”

Playing games on the Nintendo Entertainment System® will never be the same
with Acclaim’s new DOUBLE PLAYER™ System—the two player set of wire-
less controllers that really gives you and a friend the power to move when
playing your favorite video games —especially games with head-to-head,
2-player action!

Officially approved by Nintendo;” the DOUBLE PLAYER™ System scores
BIG with score-raising features like twin turbo rapid-fire, slow-motion, and
pin-point accuracy from up to 30’away. Get the winning edge.

THE HEAD-TO-HEAD WIRELESS winning edge!

Nintendo
2 )‘71{‘ en'er'alnmen'\nc

Masters of the Game™
Doubl

™Masters Of The Game™ and Acclaim™ are trademarks of Acclaim Entertainment, Inc. Hulk Hogan™ is a rademark of the Marvel Comics Group, licensed exclusively o TitanSports, Inc. All other wrestlers’ names and character
likenesses are trademarks of TitanSports, Inc. © 1988 TitanSports, Inc. Nintendo* and Nintendo Entertainment System* are trademarks of Nintendo of America, Inc. © 1989 Acclaim Entertainment, I



o you're a seasoned vet-
eran of the Arcade Wars
and you're looking for
something to relieve the
boredom? You say that
Operation Wolf was a piece of cake?
Well, soldier, you've got your wish.
Fall in and prepare for Romstar’s
latest “special ops” mission —
Aqua Jack!
Your assignment is to take
control of your armed forces’ most

powerful attack hovercraft, ad-
vance toward the hostile camp,
and utterly destroy the enemy. As
usual, you must also rescue any-
one who needs rescuing and blow
up everything that needs blowing
up.

Aqua Jack is both fun and ad-
dictive. It's difficult enough to
merit continued play, but not too
difficult to be frustrating. In fact, if
you've got the time and money,
it'seven possible to finish this game
in one sitting. And Aqua Jack does
have a definite ending —but more
on that later.

In Romstar’s Aqua Jack, you're in
ahovercraft, cruising upriverand
] preparing to fight off an attack-
ing flock of helicopter gunships.

These enemy commandos will try
to block your path, but a few
missiles and shots from your
Vulcan cannon will set them
straight.

Direct hit! Enemy soldiers tumble
3 skyward as this hostile ship ex-
plodes in flames.

To knock this giant bomber out of

thesky, try firing a missile straight
at its tail.

GAME PLAYER'S
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Aqua Jack
And
Final Lap

Scott Wolf

Those who remember Acti-
vision’s classic computer game
River Raid will feel at home with
Aqua Jack. Looking down on an
overhead view of your hovercraft,
you gozoomingupariver through

eightlevels of everything the other
side can throw against you. We're
talking MiG-31 jet fighters, AH-1
helicopter gunships, armored
PBRs, mines, missiles, tanks, and
the occasional steel barricade
thrusting out of the water just in
time to ruin your day.

You're not without some sur-
prises of your own, though. The
trigger on your control stick acti-
vates a rapid-fire Vulcan cannon,
and two thumb buttons allow you
to launch missiles and hop over
deadly obstacles. An accelerator
pedal allows you to control your
speed.

When the game starts, your
assault team climbs aboard the
hovercraft. The screen displays a
profile map of all eight levels, with
your current location highlighted
by a flashing yellow box. Then
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Camerica offers

a 2 player package

Freedom Stick™
is the only wireless
2 player simultaneous
joystick available.

The 2 player move is on.

It's no longer only “player vs game” It's fast =%
becoming “player vs player”

And Camerica offers the perfect deal to get
in on the trend.

4
The Gift Pak has 2 Freedom Sticks™ for L] —

2 player simultaneous games, with a receiver he Freedom Stick™

and is compatible with Nintendo’, Sega;, Atari* Gift Pak.

and Commodore?’
The Camerica 2 player package deal could
mean only one thing.

Twice the fun. © 1w
e B (CAMERICA\
player simultaneous games are coming on board daily.

Games such as Double Dragon, John Elway, Dragon Power,

Ninja Kid, Muscle, Trojan, Legendary Wings, lkari Warriors, 230-5th Ave,, Suite 1100, New York, N, 10001
Iron Tank, Guerilla Wars, Tecmo Baseball, Tecmo Bowl, Karate (212) 689-6320
Champ, Tag Team Wrestiing, Jeopardy, Jeopardy Jr. Edition 3415-14th Avenue, Unionville, Ontario L3R 2L6
and Rollar Ball. (416) 470-2515
*Nintendo is a registered trademark of Nintendo of America Inc. *Sega is a registered trademark of Sega of America, Inc.
*Atari is a regi of Atari C *Ci is a regi of C Business Machines Ltd.




ARCADE
ACTION

your view shifts to the gloomy
interior of an amphibious landing
craft just as the massive door
swings open. Stomp on the pedal
and you're off.

Level 1 is a river delta where
you battle airplanes and other
hovercraft while maneuvering
around trees, rocks, and mines. At
the end of each level, you face a
particularly nasty enemy. It might
be a multi engine bomber, or an
entire troop train blocking your
way, but it’s always something big
— and it always requires numer-
ous well-aimed shots to destroy.
Once it’s cleared, your hovercraft
automatically zooms off toward
the horizon and forward to the
next level.

Between levels, as in Operation
Wolf, the screen displays your
progress on a map and shows your
current score. As you proceed
upriver, each level becomes more
urban and more fortified. At one

While cruising through this shat-
lI tered village, watch out for the giant

mine floating in the river (right

center).

These jet fighters are formidable
2 and persistent enemies. Try taking

evasive actions.

GAME PLAYER'S

point, you’ll even have to fly
through anice little thunderstorm.

When you complete the eighth
and last level, Aqua Jack treats you
to a sequence of your team dock-
ing the hovercraftand successfully
taking over the enemy stronghold.
Then something really peculiar
happens — a bald, gray guy with
pointed ears appears on a monitor
screen, along with some illegible
writing. Who is this guy? Is he the
enemy boss cursing you from his
escape vehicle? And what does
the writing mean? The game gives
you no clue.

Finally, Aqua Jack ends with
your hovercraft on the river shore
at sunset. All of the enemy ve-
hicles you've destroyed take a
curtain call, and the game’s design
credits scroll past. A very satisfy-
ing conclusion.

Two hints: First,remember that
the control stick positions both the
gunsightand the missile cursor, so
aim carefully. Also, wait for the
missile-lock indicator to light up
before launching a missile. Other-
wise, you’'ll be a sitting duck while
the unlocked missile goes off into
the ether.

Final Lap

Another interesting game — al-
beit one that’s been around for
about a year — is Atari’s Final Lap,
a two-player formula car race. The
unique feature of this game is the
sit-down cabinet with two inde-
pendent screens, two sets of con-
trols, and two padded leather seats
with stereo speakers in the head-
rests.

This giant V/STOL (Vertical /Short
3 Takeoff and Landing) bomber is
bristling with gun turrets. But the
bigger they are, the harder they fall.
Atari’s Final Lap is similar to the
4 classic Pole Position but allows two
players to compete side by side.
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Final Lap is very much like a
two-player Pole Position. In fact, you
race on the same Fuji Speedway,
and the blimp from Pole Position
makes a guest appearance, hang-
ing lazily in the sky as you tear
around the track.

Final Lap’s sound and graphics
are much improved over Pole Posi-
tion, but it's the two-player feature
that makes this game attractive.
Gone are the explosive, fiery
crashes of Pole Position. Final Lap
emphasizes one-on-one competi-
tion. If you can bump your oppo-
nent off the track, he’ll spin outand
lose valuable seconds. If one player
finishes the lap within the allotted
time, both players get to race for an
extended time.

The only flaw in Final Lap is its
steering wheels — they spin much
too freely, as if you're driving on
ice. Let’s hope Atari updates Final
Lap with the same excellent feed-
backssteering found in Hard Drivin’.

<SP



"Gators galore! Eight scrolling screens—secret

entrances to bonus areas—hungry gators
that unexpectedly swallow your ball and
mouve it to a new screen—all in a package
you can slip into a pocket and take with
you anywhere. You'd need a pinball
machine the size of the Everglades to hold
all this excitement, but Hal America and
Game Boy'make it portable.

Licensed by

(intendo),

The Fanodie. Specialists.

7873 S.W. Cirrus Drive, Building 25F * Beaverton, Oregon 97005 * Tel 503/644-4117 * Fax 503/641-5119
Nintendo, Game Boy and the Official Seals are trademarks of Nintendo of America Inc. 1989 Nintendo of America Inc.

You!

SHANGHAL .

The game that took over 2500 years to develop—
and at least that long to master! A seemingly
endless number of variations of the playing
board, each with five increasingly difficult
stages to unravel. Play the original ver-
sion, using Mah Jongg tiles, or the updated
version using the alphabet. We can teach
you how to play the game, strategies, even
how to read the Chinese characters—the
only thing we can’t teach you is how to quit!

Official

Seal of Quality

HAL AMERICA INC.

©1989 HAL AMERICA INC.



mnitrend’s Universe3is

notable for three rea-

sons. First, it’s pretty

good science fiction.

Second, it uses a playable role-

playing system. Third, it's sub-

stantially different from its two

predecessors, Universe and Uni-
verse II.

Universe was Omnitrend’s first

product, and itbecame a sci-fi clas-

sic. It was a strategy game (always

BECAUSE THE EXFECT
LACK

MOUNTED IN SUCH HASTE
vouR Roce iTOS AND.

LUTTER OF MEMEN
IS ON VOUR DESI 10
THE DAY VOU VISITED

A MYSTERTOUS
LATMS IT IS
AND FROJECTILE

welcomed by sci-fi buffs) in which
you mined for ore and traded
goods while searching for a hy-
perspace booster, a strange and
valuable alien artifact.

Not a bad concept for a sci-fi
game. But the problem, as many
found out, was that Universewasn’t
very interesting, graphically or
otherwise. As one reviewer put it,
Universe could have been named
Visicalc in Space.

Universe II dealt with some of
theseissues, butit too wasa highly
complex strategy game. Its adver-
tising boasted that it came with a
115-page manual. Many game
players don’t want to read ten
pages, let alone more than a
hundred. Nevertheless, Omni-
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'VETTES

Neil Randall

trend’s audience continued to
expand.

Now comes Universe 3, and it's
a welcome change from the oth-
ers. Gone is the lengthy manual.

In Universe 3, you begin the

expedition in your captain’s
] quarters. At the' up{)er rightisa

wall safe you should open.

By zooming in on the safe, you

2 can open it and remove the
contents. Be sure to read the
personal note.

IntheHibernation Center, your
four comrades wait for their

3 awakening. One will die, but
there’s nothing you can do
about it.

Gotolisthebad guy of the party.
Knowing that won'’t help you

4 much, though. He’ll cause
trouble anyway.
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The instructions are 15 pages long,
and only eight of these are de-
voted to commands and game
play. Furthermore, Universe 3 is
now very graphics oriented. Your
character and your position are
seen from an attractive overhead
view, and you move from place to
place using a mouse or the cursor
keys.

The game’s premise is also
interesting. Once a spy for the
Federated Worlds, you have now
been assigned to travel to the
HomeCluster, where your culture
originated. All contact with the
HomeCluster has been lost, and
this has led to increasing strain —
and even war — within your Local
Group. Your job, basically, is to
find out what gives.

Along the way, you're certain
to run into complications. Oneis a
suspected (and quickly proven)
traitor on your ship. Anotheris the
loss of an important diplomatic
member of your expedition. Then,
when you find yourself in a de-
serted city, you lose your mission
orders and practically everything
else you carry.

But you are nothing if not re-
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Role-Playing Game
of the Year.

— Computer Gaming World

Bottom line: Defimtely recommended £
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Sudden Death.

If you thought soccer was a game for the rest
of the world, here’s America’s answer. A fanatical
crowd, a full team of 11, and action so precise, so
powerful, so awesome, you can almost taste it. Win
or lose, one thing’s certain: GOAL!" will win you over.

At your favorite video game store now!

& JALECO.

Serious sports.
For serious players.

Jaleco™ and GOALI™ are trademarks of Jaleco USA, Inc.
Nintendo® and Nintendo of America® are registered trademarks
of Nintendo of America. © 1989 Jaleco USA, Inc.
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After putting on the UV goggles,

-I defeating the drive bay intruder
is a snap. (Actually, it’s a push -
of a button, to be exact.)

You're inside the shuttle after
landing on the planet’s surface.

2 Why not zoom in on the weapons
case and see if there’s something
to take with you?

Atmany points in Universe 3, the
textbox providesimportantclues.

3 Here, Floyd suggests that there
has been some tampering.

The only way into the radiation
4 room is to use something capable

of eating through the rubber-like

seals. Why not have a drink?

Once past the isolation center,

5 you'll find yourself in an entirely
differentarea. Mostofitisa ghost
town.

U

&

CrIve Aoczes
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JO UIN'T TEE ANYTHUING TRELIAL AETUT THE
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sourceful, and you'll find a way to
solve all these problems. (At least,
that's what the designers of Uni-
verse 3 assume. Let’s just say I'm
eagerly awaiting the hint book.)

When the game starts, you see
an overhead view of your cham-
bers. You are Alex G. Seward,
captain of the Ulysses-class vessel
FWS Union. Your assignment is to
establish diplomatic relations with
the planet Ambergris. Using the
keyboard or a mouse, you move to
your wall safe and extract several
important items. Three of these
are mission documents, one is a
personal letter, and another is a
security card. Take them all.

Then it’s off for a look around
your ship. The O key opens the
door, leading you into the corri-
dor. From there you move to the
other habitation compartments. In
the compartment on your left you
can get some food, while to your
right you’ll meet an important
character.

Once you're finished here, you
should take the stairs to the sci-
ence level. Head toward the top of
the screen, and you'll be able to
pick up a pair of UV glasses and a
data machine. The other impor-
tant room on this level is the Hi-
bernation Center, where you’ll
need to zoom in on the machine to
awaken your comrades. One of
them will die; examine his body to
see what's missing.

THAT THE DIFLOMATIC
CE AN ACCESS CODE 10

Now things get interesting. Go
to the stairs again and head for the
shuttle. (Be sure to save the game
first, because you're about to get
obliterated.) Enter, and try to get
the shuttle started. It seems there’s
something wrong with the drive
bay.

Afterwards, gotoanotherlevel.
There you find some iridium,
which you should take with you
for trading purposes. You'll also
find an intruder in the drive bay.
Push the button on a nearby ma-
chine, then get out of there.

Back to the shuttle? Sure. But it
still won’t get you anywhere, be-

OF ELEVATORS STUCK IN IT.

PART OF THE TOMN’S LACK OF CHARH COMES
FROM ITS UNIFORM ZUBTERRANEAN CONSTRUCTION STYLE.
THIZ MAKES THE TOWN LOOK LIME A FIELD WITH A BUNCH

PRESS ANY KEY
FOR MORE,

H OF A CENTER OF
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The first, best and |
~ in combat simul

%

M1 TANK PLATOON: The only
tank combat game that lets
‘you perform real-life combat
maneuvers! You'll lead not
one, but four tanks and sixteen
men —a whole tank platoon —
into battle with the Soviets!

For bat simulation as real as it gets, no one
beats MicroProse. We constantly blaze new
trails with Super 3-D Graphics, heart-racing
action and real-life situations that put you in
the hot seat of actual combat. And you call the

shots. For hours and hours of thrilling play,
choose the name that’s always one step ahead.

TheGripplg
Compur

MicroProse. The first, last and best name in
combat simulations.

F-19 STEALTH FIGHTER: Pilot
the Air Force’s top secret, ra-
dar-elusive jet. Strike and roar
away before they know you're
there! This one revolutionized
computer game technology
‘with new perspectives and
dazzling Super 3-D Graphics.

Microprose Makes Great Holiday Gifts!

F-15 STRIKE EAGLE II: The ac-
tion-packed sequel to the clas-
sic jet combat game that sold
amillion copies! Hundreds of
real-world combat missions,
incredible animation and new
breakthroughs in game design
promise hours and hours of
thrill-packed play!

RED STORM RISING: War
erupts between NATO and the
Warsaw Pact! Trouble runs
uoar as you lead an American
nuclear attack submarine into
battle against a barrage of
Soviet ships, subs and
helicopters!

GUNSHIP: You control the
world’s most sophisticated at-
tack helicopter with awesome
firepower at your fingertips.
Grace under pressure required
fo survive intense aerial
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cause now it just doesn’t work.
Head to the bridge, get a report
from the officer, and lead him to
the drive bay. He'll repair it, so
you can finally take off.

You end up outside the isola-
tion area on Ambergris. Enter it

and explore. Obviously, things are
notwell. Moreimportant, youcan’t
getoutside without turning off the
force field leading to the west. To
do this, you'll need to get through
the radiation door. (Remember
what your parents told you about
what cola does to your stomach?)

Universe 3 is a great game, and
enjoyable to play. It’s also frustrat-

DISPLACEHENT 9 CI
COUFR. RATIO 11

ing, because most of the puzzles
have only one solution. But com-
monsense usually prevails, aslong
as you explore all possible areas.
Best of all, a solid espionage plotis
going on here. You'll be extremely
annoyed to find most of your pos-
sessions gone after leaving the
boat, but that’s how you're sup-
posed to feel. Getting them back
will prove more than enticing.
Universe 3 is a welcome exten-
sion of Omnitrend’s Universe se-
ries. Unlike most sequels, it uses a
playing system almost entirely

Tobuy aticket to board the tube,
you'll need some money. Try

'I finding a card somewhere, and
be prepared to get frustrated
trying to retrieve it.

Vette!: In the garage, you select

the ‘Vette you'll drive. Stats are
2 listed for each of the four types.

Here the ZR1 was selected.

Here are the four possible oppo-
nents. Note that you can race

3 against another person via
modem or null-modem cable, as
long as he also has a copy of the
game.

The map of San Francisco runs
from the San Francisco Zoo

4 (bottom left), to the Golden Gate
Bridge (upper center), to the Bay
Bridge (upper right).

Hurtling down the Great High-
way at 99 mph, a semi is visible

5 through the windshield (ahead
to the left).

different from its predecessors —
not just a new and improved
model. More designers should
follow this pattern: same universe,
different game.

Vettel

By advertising Vette! as “The Real
Duel!”, Spectrum Holobyte seems

to be taking a little shot at Acco-
lade’s Test Drive II: The Duel. In
truth, though, these two games
are more complementary than
competitive. If you enjoy driving
games — particularly those which
simulate fast sports cars — you'll
probably like the distinctly differ-
ent flavors of both packages.

In Vette!, you drive a Corvette.
Four are available: the 1989 stock

RILING  T20RPH |

i TRANSHISSION 6 SPEED |
8-60 TME 4.2 SIC |
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model, the 1989 ZR1 King of the
Hill, the 1989 Callaway Twin
Turbo, and the 1989 Callaway
Sledgehammer. Your goalis tobeat
one of four other sports cars to the
finish line. The opponents include
a Lamborghini Countach, Porsche
928S, Ferrari Testarossa, and Fer-
rari F40. The manual lists com-
plete statistics for each vehicle.
Vette!’s graphics are extremely
impressive. It’s placed in San Fran-

GAME PLAYER'S

cisco, and you can drive around
the city at will. You canrace against
a computer-driven car, or — by
connecting to another computer
using a modem or null-modem
cable — you can compete against a
human opponent. The program
works with a joystick, mouse, or
keyboard controls.

The game comes with a map of
San Francisco, and on the back is a
list of the city’s numerous points
of interest. Many of these places
aredepicted in the game. Theraces
take you along expressways for
the most part, but if you're not
really interested in winning, you
can simply drive wherever you
wish. There’s also a tour mode that

Using the helicopter view is of-
'l ten an easier way to drive, espe-
cially when changing lanes.

Notice one of the windmills in
Golden Gate Park with the ex-
tremely welcome and realistic
side views.

Entering a curve on the San Fran-
3 cisco freeway, the city skyline is
directly ahead.

This view, which combines the
helicopter view and the dash-
board view, shows the Golden
Gate Bridge (ahead to the left).

You can travel anywhere you

5 want in San Francisco, experi-
encing the hills, the docks, and
even Haight-Ashbury.

lets you drive from landmark to
landmark.

If you want to race, there are
four different courses. The first
(which you can complete with aid
from a tutorial) takes you from the
San Francisco Zoo in the south-
west corner of the city to Vista
Point, across the Golden Gate
Bridge. This means you have to
avoid traffic along the Great High-
way, then wheel onto the freeway
and race toward the bridge.

Freeway driving is nerve
wracking, but one of the game’s
features can help you along. Hold
down the K key, the right mouse
button, or the 5 key on the numeric
keypad, and you'llremain centered

54

& 35 0 18 o
in your lane. Use it often; it helps
immensely.

Once you reach your destina-
tion, you must locate the finish
line. Win, and you'll be rewarded.
Lose, and you’'ll face derision.
There are no other possible results.
High scores are saved to disk.

What makes Vette! shine is its
choice of driving views. You can
look through the front windshield,
of course, but you can also switch
to the gorgeous helicopter view
(with or without the instruments
on your dashboard showing). This
bird’s-eye view is not only more
attractive, but also makes control-
ling the car much easier.

V Ag/;"

.‘ f E'éﬁ
You can shift gears yourself or
let the computer do it for you.
Your car can suffer damage, and
the computer adjusts your oppo-
nent according to your abilities.
And you even have side views in
this game, which means you can
look in all directions.

What about the comparison
with Test Drive II: The Duel? If you
like driving games, you'll proba-
bly want both; otherwise, you'll
probably want neither. If forced to
choose, however,I'd probably take
Vette!. It's simply more fun driv-
ing around the city streets.
<SP
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ummer is the dry season
for new videogames, but
everything changes at this
time of year. This issue of
Game Player’s was already well
underway when we got a look at
nine new games for the Sega Gene-
sis (almost twice as many titles as
were then available) and six new
games for the Sega Master System.
Some were completely fin-
ished and ready for release, so by
the time you read this, they've
probably been available for atleast
a month. But others were still in-
complete and probably won’t
appear in stores until mid to late
December.

DN BOD-IRNB N
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For the Genesis, we've seen
Golden Axe, Revenge of Shinobi,
Arnold Palmer Golf, Rambo I, Super
Hang-On, Mystic Defender, Truxton,
Forgotten Worlds, and World Cham-
pionship Soccer. For the Master
System, there’s Cloud Master,
SpellCaster, Walter Payton Football,
Captain Silver; Casino Games, and
Wanted. You’'ll find full reviews of
Golden Axe, Cloud Master, and
Revenge of Shinobi on pages 103,
105, and 108, respectively. For
now, let’s take a quick look at the
others; we’ll be publishing full
reviews of some of these titles in
future issues.

GAME PLAYER'S

PLAYERS

New Games
For Genesis,
Master
System

Matthew A. Firme
Tom R. Halfhill

®E ¥ ®E ® B ®B B N B B

Your caddy in Arnold Palmer Golf
'I can advise you on yardage, wind
direction, and even club selection.

_In the tournament mode of Arnold
2 Palmer Golf, the sportscaster an-
nounces scores after each hole and
overallstandingsaftereachround.

In stage 1 of Rambo 11, you'll need
all your weapons to escape the
guards and enter the enemy camp.

A bonus istage in Rambo III: Shoot
down the Soviet helicopter as
quickly as you can for extra points.

The arcade mode in Super Hang-

On allows you to choose race
courses from around the world.
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Arnold Palmer Golf. Golf games
have evolved dramatically in re-
cent years, offering increased con-
trol of features like club choice and
ballspin, whilebetter graphicsadd
realism to the game play. The lat-
est of this new breed is Arnold
Palmer Golf. And this one has it all,
from controllable stance to the
option of asking your caddy’s
advice on each shot.

When play begins, you can
choose a practice round, selecting
courses in the U.S., Japan, or Great
Britain. You pick the type of clubs
you want (black carbon, glass fi-
ber, or super ceramic) and the 14
clubs you'll carry. In tournament
mode, you'll face 15 other golfers,
battling for experience, ranking,
and cash earnings. As your experi-
ence increases, so will your
caddy’s. The advice she offers will
become more detailed and help-
ful.

On each shot, you control
swing power, stance, and aim,



DO NOT ATTEMPT YOUR MISSION UNTIL THE
CHOPPERS ARE OVERHEAD, SNIPERS ARE IN
POSITION, AND YOUR HOMEWORK'S DONE.

Not doing your homework could be a mistake.
Every move you make could jeopardize your
fellow rescuers, and those held captive.

RESCUE: The Embassy Mission. The
action comes fast and furious. Itchy- = kW
fingered enemy gunmen. A perilous rappel s
down the sheer face of the Embassy. If you
survive that, don’t get cocky. You've still got to out-
maneuver and out-think your opponents inside and
mastermind the escape.

There are 15 levels of difficulty, from “Training
Mission” to wickedly-fast “Jupiter Mission.” Thri
delivered in bold strokes, with super high quality
graphics and animation.

With RESCUE: The Embassy Mission, bﬁmpowcr
is as important as firepower. 74
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basing your decisions on such
variables as wind speed and direc-
tion and the characteristics of your
clubs. All this, coupled with the
game’simpressive graphics, makes
Arnold Palmer Golf a must for any
video golfer.

Rambo III. Vietnam vet John
Rambo is at it again, this time in
the new Genesis version of Rambo
III. As in the movie, your mission
istorescue Colonel Troutman from
behind enemy lines. You'll face
tough opposition, though, relying
on four different weapons (ma-
chine gun, bombs, flaming arrows,

GAME PLAYER'S

and a knife) to battle your way
through six levels and countless
enemy soldiers.

There’s somestrategy involved
too, because each weapon varies
in effectiveness. You can wait near
the personnel carriers with your
machine gun or knife, for instance,
picking off emerging soldiers one
by one. But it’s far easier (not to
mention more Rambo-
like) simply to destroy
the truck with a bomb
before anyone can es-
cape.

To rescue Trout-
man, you must infil-
trate the enemy camp,
free secret agents, and
destroy as many weap-
ons as possible. Be-
tween missions, you
can earn bonus points
by annihilating Soviet
gunships and tanks
with your bow and
arrow.

Super Hang-On is
the Genesis version of
Sega’s motorcycle-rac-
ing arcade game. It of-
fers two play options,
including the familiar
arcade mode in which

Attheend of eachracein thealter-
nate mode of Super Hang-On,

] you'll be awarded prize money,
withwhich you canupgradeyour
motorcycle.

InMystic Defender, you'll face such
fearsome enemies as this giant
caterpillar.

As Yamatoin Mystic Defender,you
must free the lovely Alexandra
from the evil King Zao’s hench-
men.

Someof thealien ships in Truxton,

4 like the three shown here, must be
hit several times before they can
be destroyed.

Use the deadly force field spar-

5 ingly in Truxton. You will need it
to defeat larger ships.

58

you must complete each section of
your course in the allotted time. In
the second mode, you must cope
not only with the race itself, but
alsowithmany variables. You pur-
chase your motorcycle frame and
engine, buying the best you can
afford. Then select your mechanic
(each has a different area of exper-
tise) and choose a rival. You are

ROURD (1)
STAGE (1)

now racing for prize money, hop-
ing toearnenough toupgrade your
bike and gain wealthy sponsors,
each time improving your stand-
ings on the racing circuit.

These features add real depth
to the game. The race becomes a
contest of strategy as well as speed,
and will challenge both new play-
ers and old Hang-On pros.

Mystic Defender. Alexandra,
daughter of the Supreme Deity,
has been kidnapped by henchmen
of the evil King Zao. He plans to
use the girl’s spirit to awaken his
master. Enter Joe Yamato, veteran
fighter and magic-user. Single-
handedly, he must halt Zao’s hei-
nous plot and rescue Alexandra.
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As Yamato, you will journey
through strange lands and fight
even stranger enemies. In fact, the
artwork in this game is nothing
short of spectacular. The scenes

In the two-player mode in For-
] gotten Worlds, players can attack
enemies from both sides.

You can purchase many useful
2 items in the shops of Forgotten
Worlds.

In World Championship Soccer,you
control the player highlighted by

3 the arrow. As play progresses,
control shifts to the player near-
est the ball.

World Championship Soccer fea-
4 tures graphic closeups of impor-
tant plays and penalties.

If it's silence and solitude you
want, the temples in SpellCaster

5 are the last places to go. Notice
the eyes of enemies lurking in
the dark doorway.

GAME PLAYER'S

have great depth, with back-
grounds that scroll at different
speeds, creating a three-dimen-
sional effect. The animation is just
as impressive, with some of the
most gruesome characters we've
seen. There are monks hanging
from nooses, slowly swinging and
apparently dead. But when you
fire at them, they change into giant
spiders. In some scenes, great
toothed worms rise up from the
ground, while in others you face a
seething wall of brains. Mystic De-
fender is nothing if not unique.

Truxton is a shoot-em-up in
the tradition of Galaga and Space
Invaders. Your starship is attacked
by many different alien vessels,
some requiring more firepower to
destroy than others. You'll fly over
ground-based targets, too — pho-
ton cannons and huge tank-like
vehicles.

To set it apart from similar
shoot-em-ups, Truxton has a vari-
ety of weapons you can pick up
during play, from simple torpe-
does to screen-covering, auto-
tracking streaks of lightning. You
can gain power and speed by
destroying certain items, and pick
up smaller satellite ships of differ-
ent types to aid in your fight.

Truxton allows three attack
options. The A button fires single
shots, the C button fires continu-
ously, and the Bbutton activates a
force field in the shape of a great
skull that damages all enemies on
the screen. You can use this pow-
erful weapon only
three times unless you
collect certain power
items.

Forgotten Worlds.
The worlds are dan-
gerous, uncertain, and
controlled by alien
monstersand theirma-
chines. The cities lie in
ruin, with strange
devices and weapons

rising up from the rubble. Now
two soldiers have come to chal-
lenge the invaders, destroy their
machines, and free the worlds from
terror.

This Genesis version of the
Capcom arcade favorite is every bit
as good as the original, especially
in sound and graphics. It offers
both one- and two-player options,
and a very appealing array of ene-
mies, weaponry, screens, and alien
bosses. You hover through the
game, controlling your flight with
the directional pad while rotating
left and right with the A and C
buttons, and firing with B. In front
of you is your main weapon, a sat-
ellite that blocks enemy shots and
adds to your firepower.

As you defeat aliens, you col-
lect currency with which you can
buy more powerful satellite weap-
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Looking for games that'll give
you the biggest bang, the best
action and excitement?
You've just found them —
seven incredible hits from
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‘cause they’re all killers in the
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and have a blast at home!
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ons, armor, and potions to restore
your power. The two-player coop-
erative mode is a lot of fun and an
enormous help in battling some of
the tougher bosses.

World Championship Soccer.
Select your team from any coun-
try, then pick your starting lineup
after evaluating your players’
speed, skill, and goal-keeping abili-
ties. After the kickoff, you view the
field from above, controlling the
player marked with an arrow. The
main screen shows only a small
portion of the field in detail, but
the entire field is displayed in a
window. This becomes especially

THERE''S A SMALL
SPAGHETTI STAND
HERE ON THE ROAD!

GAME PLAYER'S

important for long kicks, because
the window shows the areas occu-
pied by youand the opposing team.

The A, B, and C buttons con-
trol your player’s movements, and
in combination allow very lifelike
maneuvers like high kicks, dives,
and heading the ball. The play is
very realistic, and in tournament
mode you compete against other
countries for the World Cup. World
Championship Soccer is
a great sports game,
offering excitement
and detail.

Sega Master
System

SpellCaster is an ac-
tion game placed inan-
cient Japan, but there
are elements of strat-
egy and role playing
as well. Most screens
involve fighting your
way past hordes of
enemies. But there are
interludes in which
you must explore, talk
topeople, gatherclues,
and pick up objects.
The real key to
winning SpellCaster is
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knowing when to use your magic.
You can unleash balls of fire, light-
ning bolts, and tornadoes on your
enemies, and protect yourself with
a force field, the power of flight,
and a spell that returns certain op-
ponents to the underworld.

Since SpellCaster is along game
that will probably take you many
hours to complete, a password
feature lets you stop playing and
resume later where you left off.

Walter Payton Football com-
bines action and strategy as you
coach any NFL team in a game
against the computer or another
player. Offensive and defensive
players each select from a menu of
plays and formations. When the
ballissnapped, the offensive player
takes control of the ball carrier and
the defensive player controls a

A spaghettistand in ancient Ja-
pan? It’s really yakisoba, but

] evidently something got lost in
the English translation.

When the ball is snapped in
Walter Payton Football, the of-

2 fensive player controls the ball
carrierand the defensive player
controls a tackler.

Offensive plays and defensive
3 - formations are selected from
isscreenin Walter Payton Foot-

ball.

Atop this fountain in Captain
4 Silver is the freeze clock, which

temporarily stops the game’s

countdown timer. ¢

You can find special jumping -
bootsat the top of thisladderin

5 Captain Silver. With the boots,
you can leap high enough to
reach other useful items.
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tackler. The other men on the field
move under computer control, in
a more or less logical fashion.
Altogether, Walter Payton Football
seems to strike a good balance
between on-field action and side-
line strategy.

Captain Silver casts you in the
role of a young sailor in search of
buried treasure. The only problem
is that the treasure is guarded by
pirates, spirits, nasty creatures,and
Captain Silver’s ghost. Before you
can find the treasure, you must
fight everything from sewer rats
and piranhasto carnivorous plants
and the Chesire Cat. Then, of
course, there’s your final show-

GAME PLAYER'S

down with the ghost of Captain
Silver himself. Along the way,
you’ll pick up gold coins, rings,
crowns, keys, special jumping
boots, and protective potions. You
can use the gold coins to buy use-
ful items in The Shop, assuming
youhaveakeythatopens thedoor.

There’s one more complica-
tion: a time limit. Whenever the
on-screen timer counts down to
zero, you lose a life. This wrinkle
adds a little more urgency to your

Casino Games lets you choose
'l your poker opponent. Nancy-is
a brash but clever player.

If you think arcade games have

2 an appetite for quarters, wait
until you try this slot machine
in Casino Games.

Bad guysabound in Wanted. Just
3 make sure you don’t shoot the
sheriff or an innocent citizen.

Watchyourstep (and yourback)
4 when you enter this Wild West
saloon in Wanted.

quest for the loot.

Casino Games is
actually five games in
one: blackjack, bacca-
rat, poker, pinball, and
a slot machine. It's
modeled after the casi-
nos in Las Vegas, com-
plete with neon lights
and pretty women who
wink at you. The object
is refreshingly simple
— win as much money
as possible. If you top
$1 million, you break
the bank and win the
game.

When you begin
playing, you get $500
cash. If you manage to
build that stake into a
sum of at least $1000,
you can open an ac-
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count at the casino. They’ll assign
you a password so you can con-
tinue playing later with the money
from your account. On the other
hand, if you go bankrupt, you'll
have to start all over again with
$500.

Wanted requires a Sega Light
Phaser, and it’s basically a Wild
West gunfight. As you stroll
through typical scenes from the
American West of the 1880s, vari-
ous bad guys pop out of doors, ap-
pear in windows, jump from be-
hind trees, gallop around on
horses, and take potshots at you

from balconies.

Theobviousresponse, it would
seem, is to shoot first and ask
questionslater. However, thereare
some friendlies to worry about. If
you're not careful, you might gun
down the sheriff or an innocent
bystander. Needless to say, this
won’t do wonders for your final
score.

SP



YOU CONTROL THE GREATEST HIGH-TECH TANKS IN THE WORLD. YOU ARE ON A PRISON PLANET TRYING TO
ARREST SOME ESCAPED CONVICTS. PROGRAM AND LEAD YOUR TEAM OF TANKS TO TRICK YOUR OPPONENT! RAY
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KNIGHTF B[RS =

YOU ARE THE SWORD MASTER,
OF MAGIC GRAPHICS. LEAD
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enophobe is an apt title
for a videogame. The
dictionary definitionis
“a person unduly fear-
ful or contemptuous of strangers
or foreigners.” That certainly de-
scribes the central character in most
games — someone who’s out to
get as many strangers as possible.

But in Xenophobe, recently re-
leased for the 7800 and XE game
systems, it’s hard to figure out
who's the most xenophobic — you
or the numerous other creatures
you meet. According to the man-
ual, Xenophobes are “hostile
aliens...infesting space stations
vital to your planet’s security.”
Xenophobe boils down to a contest
to see who can exhibit the most
xenophobic behavior in the least
amount of time.

When the game starts, you
enter the first of nine infested space
stations. Most types of Xenophobes
are relatively minor annoyances,
but the real heavies are the
Rollerbabies and Snotterpillars.
Rollerbabies are alien armadillos
capable of inflicting serious injury
if you don’t jump out of the way.
And Snotterpillars are large, slug-

ATARI
SAFARI

Xenophobe
For 7800
And XE

Tom R. Halfhill

like creatures that leap at you with
often fatal results.

Youbegin your missiorrarmed
with nothing but your fists. Luck-
ily, the space stations are littered
with weapons: phaser and laser
pistols, lightning rifles, poofer
guns, and grenades. Except for the
grenades, however, you can carry
only one weapon at a time.

GAME PLAYER'S

Although Xenophobe is best
described as a shoot-em-up, there
are some elements of strategy. If
youdon’tclear all the Xenophobes
in a certain amount of time, the
space station is overrun and you
must retreat to the next station.
You have the option, however, of
destroying the station — if you
can find the self-destruct code.
Also, most stations have several
floors linked by elevators, and you
must find the most efficient way to
clear the station before time runs

out.

In some respects, this game
seems incomplete. For instance,
there are tools and other items you
can pick up besides weapons, but
there’s no way to use them, and

they apparently serve no purpose
other than to increase your score.

On the other hand, Xenophobe's
outstanding feature is its two-
player mode. Two people can play
at once, each with a split-screen
view of the action. It's much easier
to fight the Xenophobes this way,
and it’s a feature all too rare in
home videogames. <SP
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Platoon™ just might be the most
frighteningly real video game ever.
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artstrategic war game, part

arcade action game, Lords

of the Rising Sun is all Cine-

maware — a perfect ex-
ample of the new style of com-
puter game popularized by that
company.

Early Cinemaware titles such
as Defender of the Crown empha-
sized outstanding animated graph-
ics. The games looked almost like

movies, but game play suffered.
Cinemaware’s more recent titles
— like Rocket Ranger — have
achieved a better balance between
gamestrategy, arcadeskills, graph-
ics,and sound. In Lords of the Rising
Sun, this balance shifts even more
toward engrossing game play.
Most of the action takes place
onascrolling game map. Although
the map is beautifully drawn, it
doesn’t feature the kind of large,
photo-realistic artwork that is
Cinemaware’s trademark. And
while there are action sequences
similar to the ones in Defender of the
Crown and Rocket Ranger, you're
not forced to participate in them if
you preferastrictly strategic game.
In Lords of the Rising Sun, you
play one of two brothers, Yori-
tomo or Yoshitsune, fighting to
overthrow the ruling Taira clan.
The former brother has better lead-
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Sheldon Leemon

ership skills, while the latter has
better fighting skills. In either case,
your forces are greatly outnum-
bered. You command three gener-
als, and the Taira clan has seven.
To further complicate the pic-
ture, your brother commands three
“friendly” armies that may not
seem so friendly once the enemy is

on the run. There are also six inde-
pendent armies which can at vari-
ous times be considered enemies,
allies, or neutrals.

You maneuver your armies
around a scrolling map of 51 cities,
castles, and monasteries. Stop at
friendly bases for food and replace-
ments, fight enemy armies you
meet on the way, and besiege
hostile castles to acquire new bases
for your men. As your armies gain
strength, you can force friendly or
nonaligned armies into alliances,
giving you more generals to con-
trol. The object of the game is to
capture and hold all 19 castles.

There are several action se-
quences in the game, all optional.
The most common is the battle

sequence, in which you direct your
swordsmen and archers by mov-
ing the mouse. If you are victori-
ous, you can pursue the opposing
general on horseback as he flees —
very much like the jousting in
Defender of the Crown. In another
action sequence, you can lay siege
toa castle (thisis essentially amaze
game in which you try to reach the
castle keep and kill the main
guard). When you're defending a
castle that is under siege, you use a
bow and arrows to shoot the in-
vaders. Finally, another action
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sequence is a ninja attack. When
an enemy ninja tries to assassinate
you — and this can happen at any
time — you must defend yourself
by using your sword to deflect the
shiriken (throwing stars).

The graphicsand sound effects
in these sequences are good, but
the mouse control is not as tight as
in other games that emphasize
arcade-style action. (A trackball
mouse replacement can be a big
help.) Again, though, the action
sequences are usually optional.
You can intervene in any battle to
personally lead the troops, or
simply let your generals carry on
the fight by themselves.

Learning the basic moves and
game controls is fairly easy, but
mastering the complex strategies
(and learning to distinguish be-
tween generals with names like
Shigehira and Shigemori) will take

GAME PLAYER'S

many hours. They should be hours
enjoyably spent, however. The
game play is reminiscent of the
board game Risk, with the com-
puter assuming some of the bur-
den of determining the outcome
of battles and sieges. Once you get
past the basics, there are many
— T
&
-
*

subtleties to explore — such as
using ninjas to assassinate your
enemies, and finding the four
sacred objects of the Imperial Re-
galia.

About the only thing that re-
ally bothered me were the screens
that print explanatory messages
before and after certain sequences.
While these messages may be help-
ful the first time you read them,
they get old very quickly and slow
down the pace of the game unnec-
essarily.

On the other hand, Cine-
maware deserves compliments for
allowing the game to be loaded

& 3 ——————

from a hard disk (though it’s still
copy protected), and for using
sparememory to preload the game
sequences (so thatno disk accesses
are needed if you have enough
memory).

Although Lords of the Rising
Sunmay beshorton Cinemaware’s
traditional cinematic effects, it is
long on quality of game play. Once
you start playing, you'll have a
hard time stopping —and nobody
can ask more of a game than that.

<SP
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For all the sounds you hear when you're playing a game, there are probably as many you don't. Our engineers
tell us it isn't so much a reflection on your ears as it is on your computer. They also tell us it's easily corrected.

While the LAPC-1 Sound Card is becoming the
industry standard for playing games, with the
optional MIDI Connector Box it also
becomes the standard for
creating music

The new Roland LAPC-1 tone generator and intelligent MIDI interface
_ provides IBM-PC and compatible users with a humongous se-
lection of both instrumental and percussion timbres, as well as
+ sound effects—all courtesy of the same legendary L/A Symhe51s
 you'll find on our MT-32 Multi-Timbral Sound Module.
There’s something else our engineers tell us, namely how quickly
you can connect an LAPC-1 to your stereo. ®
The record is 45 seconds. We think you ROIand
can beat it.  Roland Corp US,7200 Dominion Circle, Los Angeles,CA90040-3647 213685-5141

System Requirements: IBM-PC/XT/AT or compatible, minimum 256k RAM



ustralia’s ~ Strategic

Studies Groupisknown

best for its complex war

games, so its first fan-

tasy role-playing title comes as

something of a surprise. Fire King

is such a departure from SSG’s

strategic battle simulations that it

hardly seems like a product from

the same company — and, in a
way, it isn’t.

Fire King was actually pro-

duced for SSG by Micro Forte,

= A

CHOOSE YOUR CHARACTER
4 ER_T0
PRESS NUMBER Data

another Australian game com-
pany. Micro Forte’s apparent goal
was to come up with a fast-playing
fantasy game along the lines of
Activision’s Prophecy and Origin
System’s Times of Lore. Another
goal, obviously, was to endow the
game with a user interface that
would be comfortable and easy to
learn. Fire King succeeds on both
counts.

Your quest in Fire King is, first
of all, to destroy the evil beast that
lives in the catacombs below the
city. This beast was responsible for
the death of the Fire King, the dis-
appearance of the Water Mage, the
insanity of the Earth Mage, and the
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Neil Randall

wounding of the Wind Mage.
These mages once maintained the
harmony of the land, and now
everything is disrupted.

Only one adventurer has at-

Fire King’s opening screen dis-
plays the fine graphics that grace
] this game. Notice the one- and
two-player options. The two ver-
sions have very different flavors.

You can play one of these six
characters. By pressing the cor-

2 responding number, you can see
each character’s statistics.

Sally the Slaughtermaid, in the
middle of the screen, walks to-
ward a key lying on the floor.
3 Whenshe reac¥\es it, thekey auto-
matically appears in one of her

pockets (bottom left).

Downstairs from her lodgings,
Sally comes across an armory.

4 Guards pace back and forth on
the other side of the wall. Enter
this area to acquire several im-
portant weapons.
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tempted to find and destroy the
beast. He was never seen again.
Now it’s your turn, and for some
unknown reason youdecidetogive
it a shot.

Actually, you are just one of a
cast of six characters. When the
game begins, you select which of
these characters to play. They range
from the brawny but brainless
Brodric Broadaxe to the off-the-

wall Mungo the Magician (not to
mention Sally the Slaughtermaid).
All are beginners, but all can do
the job.

You start the adventure from
your lodgings in the city. Scattered
about the room are a couple of
keys and some food. Using the
joystick, you can move your char-
acter toward the items, picking
them up simply by walking into
them. Food is consumed automati-

4

cally, thereby increasing your
health. Other items end up in one
of your seven pockets.

Each pocket can hold up to
nine items of any one type, and
using your pockets wisely is cen-
tral to winning this game. You
should keep one pocket as full of
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keys as possible, and another
packed with death spells. You
should also strive to keep one
pocket empty, so you can pick up
new objects. For instance, if you
don’t have an empty pocket when
you're about to grab the magic
mirror, you'll find yourself sur-
rounded by attacking wraiths.

oG D DT

ONLY ONE MAY ENTER HERE...
RE you 2

HHO A

To remove an object from your
pocket, just press the Commodore
key and select the pocket with the
joystick. Then you can either use
the item, drop it, or resume play.
Pressing the Commodore key
twiceautomatically selects theitem
in the highlighted pocket. Keep-
ing the death-spell pocket high-
lighted can save you a great deal of
trouble.

Eventually you'll makeitdown
through the catacombs to the beast.
By following the tutorial in the
manual, you should be able to
destroy him without much diffi-
culty. Afterward, you find the Fire
King’s coffin. The tutorial ends at
this point, and the remainder of
the quest is up to you. In order to
find the Fire King, you must work
your way through a forest maze
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and survive many other dangers,
S0 managing your resources be-
comes even more important.

Shooting enemies is simply a

matter of aiming the joystick and
pressing the fire button. Death
spells and bombs are useful be-
cause they make individual shots
unnecessary.

Mastering Fire King’s playing
system takes an hour or so, after
which you’ll spend an evening
working your way through the first
quest. From then on, the game
plays quickly, yet there’s enough
to keep you going for quite awhile.
Fire King is a superb late-night
game. You can play for a short
period, then save your position
and resume the next evening.

SSG has always been a com-
pany to watch —if you were a war
gamer. With Fire King, SSG has
just attracted a whole new group

of fans.
<SP
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Fastbuck’s shog contains several

items, but nothing’s free. Keys

] are cheap and food is expensive.
The boots help you avoid fire
and water.

Sally seems to have reached an
impasse. To get past this point in
2 the sewers, you must know the
name of the creature you've just
destroyed. Check the manual.
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At the docks, Sally discovers that
thebeast has sealed off the exits to

3 thecity. Whiterats awaither here,
and she must make her way back
to the sewers.

Down in the catacombs, Sall
finds a lever near the wall. =

4 ing it gives her the power to walk
through walls, which she needs
to enter the room to her right.



elcome to our first
“Turbo Players” col-
umn for the NEC Tur-
boGrafx-16. Although
we’ve been covering the Tur-
boGrafx-16 in each of the past few
issues of Game Player’s, this is the
firstregular column we’vedevoted
to NEC's exciting new videogame
system. From now on, Turbo Play-
ers will be a monthly feature of
Game Player’s — just like our col-

§§ T2 D060 7300
S ZOHE-1 &

umns for the Nintendo Entertain-
ment System, Sega Genesis and
Master Systems, PC-compatible
computers, and other popular sys-
tems. In the months ahead, we'll
be reviewing the best games cur-
rently available for the Tur-
boGrafx-16,and we'llalso give you
early peeks at games to come.
This month, let’s take a closer
look at two of the games released
at the launch of the TurboGrafx-
16: The Legendary Axe and Victory
Run. Both are important games,
because they fulfill the initial
demand for titles in two popular
genres:action/adventureand road
racing. The Legendary Axe bears
some similarity to Golden Axe, a
Sega arcade game that’s also being
released for the Sega Genesis. And
Victory Run resembles Atari’s

Matthew A. Firme

The Legendary Axe: Destroy as
manrz of the Jagu idols as you can
— they always contain’ power
items. And keep an eye on your
power gauge at the top of the
screen.

Defeat these leaping lizards by
moving in close and attackin;
withquick, repeated chops. Don’t
let the screen scroll, or more of
them will show up.

To beat this onslaught of Aqua
Lungs, wait in the lower left cor-
ner for an opportunity to destroy
them one by one.

Don't try to battle the rock mon-
ster on this narrow ledge. Leap
over to him, thenjumpback again
and wait.
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classic Pole Position and Sega’s Out
Run, long-time arcade favorites.
Yet both The Legendary Axe and
Victory Run offer interesting vari-
ations on these themes and do a
good job of showing off the Tur-
boGrafx-16’s advanced graphics
and sound capabilities.

The Legendary Axe

Your name is Gogan, and you are
returning to your village of Min-
ofu after two years of studying the
arts of the warrior. You are now a
skilled fighter, quick and strong,
ready for some well-deserved rest.

But upon entering your vil-
lage, you find that your peopleare
being terrorized by the Jagu, an
evil cult. A bloodthirsty bunch,
each year the Jagu demand that
the villagers offer a human sacri-
fice to their leader, Jagu himself.
This year’s victim is Flare, your
friend.

And so,armed only with Sting,
the legendary axe, you set out to
vanquish the enemy. You must
fight your way through the Evil
Place, their mountain hideout; find
and destroyJagu;and rescue Flare.

The Legendary Axeis a horizon-
tally scrolling game with very

GAME PLAYER'S
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smooth, flicker-free transitions
from screen to screen. You control
Gogan’s movements — left and
right, up and down ropes and
ladders — with the four-way di-
rectional pad. Button 1 controls
your axe, and button 2 your jumps.
The game instructions recommend
that you don’t use the controller’s
built-in turbo feature for this game.

Now, you may be thinking
you've heard all this before: hero
progressing from left to right,
jumping and attacking and duck-
ing. But what sets this variation
apart —and makesitalot of fun to
play — are the advanced features
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To make this tricky jump, duck

'I when the Nomad throws his axe
high. As it returns, follow it
across.

The terrible Jagu — made up of
thesouls of all theenemies you've
faced thus far.

Victory Run: The starting line.
Your replacement parts at the
top of the screen are blue, indi-
cating that they’re in good con-
dition.

After you've completed each
stage, the status screen shows
your position on the map and
the condition of your replace-
ment parts.

of the TurboGrafx-16 system.
Gogan is a large, well-defined
character, as are all his enemies.
The animation is clean and lifelike,
especially when you're wielding
the axe. Gogan really winds up,
and his arm extends forward with
crushing force. Sparks fly as the
axe strikes its target. Enemies re-
coil in pain, disappearing in bright

GAME PLAYER'S

swirls of lost energy.

The sound effects and musicin
The Legendary Axe are outstanding.
Thebackground musicis complex,
full, and less monotonous than the
soundtracks of videogames for less
capable systems. All this makes
for greater playability; increased
identification with the action and
the hero; abetter environment; and
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more interest in completing
Gogan's task.

Another thing that sets The
Legendary Axe apart from similar
games is the number of factors
which affect Gogan’s attacking
power. Forexample, a gauge at the
top of the screen measures your
power, the force behind your next
axe-swing. With each swing you
tire and lose power. In this game,
therefore, you must do more than
just chop away. Some enemies
require stronger blows with the
axe than others. Although these
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tougher foes can be beaten with
repeated, less powerful attacks, it
is often wiser to wait, allowing
Gogan to rest between blows and
recover strength. An enemy that
might take four quick swings to
defeat can be destroyed more effi-
ciently with a single stroke at full
power.

You can increase your maxi-
mum potential power by collect-
ing the power supply shields found
inside idols the Jagu have left eve-
rywhere. By smashing these idols,
you can find items which will not
only increase the force of your at-
tack, but also add to your vitality
(Gogan’s life gauge), your attack
speed, and the number of extra
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lives. These power items can be
important, so be sure to find as
many idols as you can. Some are
out of the way and others are
completely hidden.

As you move through the Evil
Place, searching out Jagu and bat-
tling his followers, don’t forget to
take time to appreciate the graph-
152 1778 B 10 1S (@
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o S T
bt ey 3088 89

02 327 33

ics, the vivid colors and anima-
tion, and the beautiful back-
grounds. And once youreachJagu,
try not to be so surprised by the
size and detail of his on-screen
character that you forget why
you're there. Remember — Flare
is depending on you.

Victory Run

Drivers, take your positions —it’s
race time! And this is no ordinary
race, but a true road rally running
8,073 miles from Paris, France, to
Dakar, Senegal. You’'ll weave
through the twisting, challenging
French countryside and across the

blistering sands of the Sahara,
driving day and night through
eight checkpoints. Ina cross-coun-
try race like this, it’s not the fastest
driver who wins, but the smartest!

Victory Run,a Hudson Soft title
for the TurboGrafx-16, is a truly
entertaining game. Thanks to the
TurboGrafx-16’s enhanced ca-
pabilities, Victory Run features
better graphics and more complex
options than other racing games.
You play from a point of view just
behind your car, which offers a
realistic perspective of the road
ahead and the scenery all around.
And the scenery is impressive. In
the first stage of the race you see
the Eiffel Tower and the Arc De
Triomphe on the distant horizon,
slowly growinglargeras youdraw
near Paris. Objects close to your
car zip by at dizzying speed, and
the screen scrolls both up and
down and left and right as you
follow the road. The varying
movement of objects close up and
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far away creates a genuine sense
of three-dimensional reality.

The game makes good use of
the TurboPad. You control accel-
eration with button 1 and braking
withbutton 2. The four-way direc-
tional pad lets you steer (left and
right) and shift gears (up and
down).

As the race begins, you get a

S

supply of 20 replacement parts —
up to four of each of the five parts
you are most likely to wear out.
You can select from tires, gears,
engines, suspension components,
and brakes. Choose these replace-
ment parts carefully. During the
desert portions of the race, for
instance, you're really going to
punish your tires and suspension,
so youshould stock plenty of these
items.

The combination of parts se-
lection and realistic control of
gears, speed, and braking lends
this game an authenticity that
otherslack. Victory Runis an excel-
lent addition to the popular genre

of racing games. P

Watch your speed at night. Ob-
] stacles and other drivers aren’t
as easy to see.

Although Parisis beautiful, don’t
forget to keep your eyes on the
road. Even a little bump will cost
youtimeand harmyour vehicle...

..and a real collision is disas-
trous!

The road is dry and rough
through the desert portions of
the race. Don’t forget to bring
plenty of extra tires.

A W DN
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Mille Bornes 4.01, for IBM PCs and
compatibles with EGA or VGA
graphics, is a faithful and easy-to-
play computer version of a French
card game that was first popular-
ized by Parker Brothersin the early
1960s. In English, Mille Bornes
(pronounced “meel-born”) means
“1000 milestones.” The original
four-player card game represented
a cross-country road race in which
the object was to “drive” exactly
1000 kilometers by playing cards
with different mileage values.
Since the computer version of Mille
Bornes allows only two players
(you against the computer, known
as “Hal2001”), the race has been
shortened to 700 kilometers.

The deck contains three basic
groups of cards. Milestone cards
come in denominations of 25, 50,
75,100, and 200 kilometers. These
cardsallow you toadvance toward
the finish line. Hazard cards —
such as Out of Gas, Accident, and
Flat Tire — are used to impede
your opponent’s progress. Rem-
edy cards — such as Gasoline,
Repairs, and Spare Tire —counter-
act the matching hazard cards.

Special remedy cards prevent
your adversary from playing haz-
ard cards against you for the dura-
tion of a hand. For example, laying

GAME PLAYER'S

CHEAP

THRILLS

CARDS AND
CRAPS

Arlan R. Levitan

down a Driving Ace card protects
you against Accident cards.

At the end of every hand, each
player’s points are tallied. Hands
continue until one player wins by
exceeding 5000 points.

Mille Bornes looks professional
and plays great. The cards are
highly detailed and colorful, and
the mouse-driven user interface
(with optional keyboard com-
mands) makes the game easy to
manipulate. Built-in help screens
explain how to play the game and
how to use the program. Drop-
down menus offer plenty of useful
options. You can save and load
games, turn the sound effects on or
off, and ask the computer for ad-
vice on which card to play next. If
you have trouble picking up the
rules, you can even watch the
computer play itself for awhile.
And if Hal2100 is regularly beat-
ing your pants off, you can peek at
his cards or trade hands.




Mille Bornes is a very polished
program that’s at the top of the
heap of shareware games. For the
suggested $25 registration fee,
author Richard Tom will send you
the latest version of Mille Bornes,
including the Turbo Pascal 5.0
source code and other game-re-
lated programming tools. For an
additional $5, you can get the
source code for the game’s Macin-
tosh-like userinterface. Registered
users also get a one-year, money-
back guarantee. You can contact
Richard Tom at 1112 Cartier Ave-
nue, Coquitlam, British Columbia,
Canada V3K 2B9.

Craps For Amiga

Many people think of craps as a
simple dice-rolling gambling
game. But if you've ever visited a
casino in Las Vegas, Reno, or At-

lantic City, you know that craps is
a bewildering game whose rules
are nearly impossible to follow.
Las Vegas Craps for the Amiga
is a full-featured simulation of an
actual casino craps table. You can
use it to master the intricacies of
“throwing the bones” for high
stakes, or simply play it as an en-
tertaining diversion. It's a textbook
example of what good Amiga
shareware should be. Las Vegas
Craps combines fine graphics, a

CHEAP
THRILLS

full range of features and options,
digitized (notsynthesized) speech,
and a fluid user interface. It also
accommodates up to four players.
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After receiving your stake and
specifying the maximum allow-
able wager, you're ready to roll.
The program'’s help screens offer
complete informationoneach type
of bet possible, including payout
odds, the house’s edge, and the
advisability of the bet. A separate
documentation file offers a wealth
of information about craps. More
than 20 pages long, it explains how
to use all of the program’s fea-
tures, and iteven includeslengthy
craps tutorials for both beginning
and advanced players.

The most unique feature of Las

Vegas Craps is its Strategy Editor.
You can set up a series of bets to be
made on each roll, depending on
conditions you define. After creat-
ing a strategy, you can test it to see
how profitableitis. " Strats" can be
edited and saved on disk.
Programmer Arthur Tedes-
chi’s attention to detail and insight
into craps make Las Vegas Craps
the best simulation of this game
we've ever seen. The suggested
shareware registration fee is $20,
and registered users receive a la-
ser-printed copy of the instruction
manual and a free copy of the next
revision of the game. Tedeschi can
be contacted at 4506 Osceola Street,
Denver, CO 80212. =P
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Michelangelo fights with
nunchucks. His weapons
cover the most screen
area, even though he's
one of the weakerturtles.

s

‘@3> DONATELLO
K BERsON

3

Donatello’s pre-
ferredweaponisthe
bo staff. He has the
longest reach, the
greatest strength,
and the slowest
speed.

LEONARDO
KATANA BLADES

52
o,
]

4

Leonardo specializes in
the katana blades. Use
him when you need to
conserve energy for your
stronger turtles.

%Pfl:ﬁEL

Raphael fights
with the sai —
he’s deadliest
against  flying
enemies.

They’re mean! They’re green! They're everywhere!

About four years ago, two young comic book fans named Kevin Eastman and Peter Laird wrote
and inked the first adventure of the Teenage Mutant Ninja Turtles. Their concept was wacky, even for
comic books: four genetically altered turtles who become humanoid, adopt the names of Italian
Renaissance painters, and acquire black-belt expertise in the martial arts. They also develop a
passion for pizza (with extra sauce) and a healthy appetite for partying.

The turtles made their debut in a crude black-and-white comic book with very limited
circulation. Maybe it was the sheer nuttiness of the title, but for some reason the comic book caught
on and quickly sold out — as did reprints and subsequent issues. A host of imitations soon followed,
with titles such as Armor-Plated Adolescent Aardvarks. The imitators soon faded from sight, but the
original turtles became a genuine phenomenon.

Now the turtles are an established part of American pop culture. They are stars of their own
syndicated TV series, with several videocassettes in the stores and more on the way. It was only a
matter of time before a Nintendo game appeared.

Pleasant surprise: Teenage Mutant Ninja Turtles happens to be one of the best spin-off games of
the year...and also one of the most difficult to beat. To help you get into the action and stay there
without turning into turtle soup, Gane Player’s proudly presents the whole (well, almost) pizza, slice
by slice.

NINTENDO GAME
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As the game begins,
the turtles’ friend April
has been kidnapped
by Shredder, their
worst enemy.

head for the dockside manhole.
;(r:)ur first slice of pizza is waiting
ere.

BT T
Pts. 0009000 Manafas D
T CoHMADACRE SWNH S XTT

At the end of level 1, you'll find
April. Boss Bebop can sap lots of
energy, so wait until he lands, then
hit him with a side-to-side motion.

Pts. 0001000 nanauzno m E‘
The first mini-boss monster re-
sembles a giant pig. Stand back
As soon as you leave the safety of andlet Donatello destroy him from
the sewer, fwo enemy foot soldiers a distance.
will come at you. Escape them by

ducking into the nearest manhole.

A

Deciding where to go next is easy :'{ ::::::: T 0O
— there’s only one entrance in y

sight. Inside, be prepared for an affack
by flying nuisances.

DON’T LET THE

FOOT CLAN DE- BHEE

STROY THE DAM. Pt:. 001960
g;@\. YOU HAVE MY s @HI 0019600
_vart, SUPPORT.

Shefugl you(r) weakest ngﬂ;a ins;ﬂe
From this polnfionvel cdn geli s QM DNce oL Cesloy Ine
messogespfrom Apri}, by pushsigng Roof-Walkers, you'llfind half a pizza
the Start butfon and calling up a 9t the fop of the ladder.
subscreen.
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Move quickly during the underwa-
ter sequence. Those bombs have
short fuses.

LR REHEET
Pts. 0027600

Destroy this last foe near the ceil- Ohce 7
; : you're atop the dam, head
:n?' c;nd tackle a whole pizzq for for the opening in the highest rail-
S ol cnsidy, ing. then dive in.
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NOW 4 BOMBS ARE
LEFT. HURRY UP.

Save one full-energy turtle to use
here. The pretty pink seaweed
drains energy. And turtles — as
everyone knows — are slow swim-
mers.

To g?e’r past this rotating trap, think
of it as a revolving door. Follow it
around, exiting at the top right
corner.

Contact April periodically to find
out how many bombs still need to
be disarmed.

Thinking his work day is over, our
turtle returns to his sewerific pad LBE 3 s
for a shower and some hard- (IR o L& el THIS IS SHREDDER.

Surprise! The place is a wreck

LISTEN TO ME; TURTLES.

earned pizza.
and Master Splinter is gone. A challenge from Shredder: He
NINTENDO GAME s e
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At the start of level 3, drive the
Party Wagon tfo this building for
missiles and a whole pizza. You'll

X

If a turtle has been captured,
there’sone location on each level

where you can rescue him. On
level 3, it’s the building on the right.

On straightaways, fire a missile —
you may get more than one roller

tank with it.

need both.

3 _:,7‘. =
! | \

Enter this building to start the final
stage of level 3.

Don‘t jump too hard, or you'll fall
and be swept away. Just tap the
jump button lightly.

Youcanuseropes at thisstage, but
it’s faster if you just skip that part.

G 2]

y o O e i M. N

5 v 5

< 5 3 4

Sex #eos " & O 051200 O R pcoomm el
Ifyou stand on the left of the block, a

the Fire Freak will fallinto the water

Wait for the Fire Freak to fall intfo
without fouching you.

the water, then grab the pizza. o -

This valuable whole pizza keeps
reappearing if you climb up and
down repeatedly — a great
chance to reenergize all your
turtles.

Pts. 0065300 manaasnal e
HI 00653300 OOODOO0OO D i

When you find Splinter, you'll also
find Mecaturtle. Be ready for him.
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On this screen, use the wall as a
shield and Donatello’s staff as your
preferred weapon.
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Level 4 starts at JFK International
Airport. A whole pizza gives you
another chance to feed all your
turtles.

[ (e s e ? ez e |

T ke oS boorgrangs Onceyou've fieedSpinter, hetoo
are suitable for starters. will give you advice.

Toam Al 2
AT AT AL

The rope symbol looks like a tight-
rope walker. You must grab it in
order fo clear this level.

After your tightrope act, you'll be
rewarded with half of a pizza.

; N LAZ AL
Use Raphael here — just beyond  BZsdicdsasdbd b2 rdbdrl
the robot guard, there’s a swarm =
of flying enemies. Inmanhole 2 at JFK, use Donatello’s
long reach to knock out the lasers

NINTENDO GAME on the ceiling. Move from left to right, then hop
: up and hit downward to destroy

=MONTH AL
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A Proceed carefully here — those

“ spikes are deadly. You can jump

From manhole 2, head for man- fromthe treadmill’sshadow aswell

hole 3, at the upper left. as from the moving belts them-
selves.

o

: . = AL i
Use Donatellosstafffomake quick  Manhole 6 (bottom of screen) 5 R
work of this laser cannon atf the  |eads to manhole 8 (top left). Shyson o jtodanmil when jyou
end of manhole 6. gn’rerfmonhole 8; if you do, you'll
e safe.

7 s After leaving manhole 9, you'll
Skip the manhole at the middle  have many directions from which  If you lose a turtle on level 4,
right. Instead, head formanhole 9,

r 1 to choose. The best choice is manhole 13 is where you'll find
the third opening you come fo. manhole 13, at the upper right. him.

trrrrrrryy,

Z
T

/I//I//I/IIIII/ e

Ao

-RX;JA'fA L0000

Manhole 14 s next: it's just around  Don’t touch the fire — it’s deadly.

the corner, Andignore the magnets—they're
just for dramatic effect.
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Fire pits, reverse treadmills, and
laser guns! Move quickly and
smoothly here or something will
get you.

Your next stop is manhole 15. Use  gjiminate all of the laser cannons
Raphael and Donatello to get  pefore trying for that delicious-
through here. looking pizza at the bottom right.

These crushing walls are tricky.
Don’t move foo fast. Use a stop-

All you want in manhole 16 is the an d-crop technique.

pizza on the right, and the Mr. In- 7| T
vincibility icon on the left. Justram N manhole 17, just ease off the
your way through — don‘t waste eqlge of the treadmill, or the spikes
time fighting. will surely get you.

0 LB

The Big Mouser’s vulnerable point
ishistonsils, Stand between hiseyes
and use Donatello or Leonardo’s  Once you've cleared level 4, the

lohggeach, blimptakesyoutoShredder'shide-  Thjsis where you advance fo level
out, 5 to find pizza or rescue captured
NINTENDO GAME turtles.

=MONTH

GAME PLAYER'S 88



You can locate captured turtles
gt the end of a long yellow corri-
or.

Each turtle can collect up to
boomerangs here — better to
safe than sorry.

Knock out the gun turrets first, then
destroy the hatch from which the
soldiers appear.

1”] 1 rj ‘.

You'll eventually have to follow
the lower path, so eliminate this

un turret now, from above, when
it's much easier fo do so.

adnd {7
|
{

Head northwest to the next build-
ing. It contains the weapons you'll

need.
@
£ K

When you climb up and down the
stone ladder, boomerangs keep
appearing. Stock up on them be-
fore your final confrontations.

9
be

These enemies are foo powerful to
defeat in a face-to-face battle.
Try attacking them from above.

The Technodrome looks fearsome,
but you can defeat it if you think
strategically.

" RADAR IS
NOT
WORKING:
S0 T

. AM LOST.

SHREDDER'S GUN
MUTATES
CREATURES.

™y

N &1
e 5

Finally, use your boomerangs to
destroy the cyclops eye on top.

Y

You'll have no map for the final
area,duetoa “radarbreakdown.”

When you reach this pizza, give it
to Don — he’llbe your most impor-
tant turtle inthe battles that follow.
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Jump over and smash this wall-
mounted furret. ‘

To the right of this cannon, you'll
find Mr. Invincibility.

NINTENDO GAME
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Squcﬂ on the ledge and use the
bo staff against this foe.

Somersault to the left, then strike
from above.

+ i .&'
Watch out when you go through

this door — there’s an enemy on
the other side.

o B

After destroying this cannon, go
left and you'll find a whole pizza.
Destroy this cannon with your
boomerang, then go left to find
the much-needed scrolls.

Duck under these laser troopers,
then make a run for it. Shredder is

near.
>

Using Mr. Invincibility, it’sacinch to
get through this otherwise difficult
section of the game.

2
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When you reach this narrow corri-
dor, stop and duck as soon as the

Use boom n the second :
o 22dSITNgy O Use scrolls or boomerangs on this

group of laser troopers. froopers come on the screen. flba T
They'll shoot, miss, and then go  TYiNg Toe.
away.

At last! Shredder’s lair! Beyond this 4 R
door lies destiny or doom. [ e

Hurl scrolls at Shredder the instant

he fouches th , :
Shredder enters in a bolt of light- bbbt e

ning. Stay at the bottom of the
screen and be ready.

¥YOU DEFEATED
SHREDDER AND . YOU DEFEATED
SAVED THE WORLD. |l SHREDDER AND
NOWs I CAN TURN 85 SAVED THE WORLD.
TO HUMAN FORM. NOWs I CAN TURN
BACK TO HUMAN FORH.
THANKS.

It takes only a few good hits to
create a tasty Shredder-melt!

Splinter gives thanks for your vic-
tory.

Quite abefore-and-aftercompari-

OH?! SPLINTER IS
BACK TO HIS REAL
FORM.

YOU GUYS ARE GREAT?
THANKS FOR YOUR
HELP.

LET'S CELEBRATE
WITH A PIZ2ZA.

And Aprilhasherown way of thank-
ing you — with extra sauce!
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IBM, Tandy, and compatibles; 512K minimum memory
for EGA, CGA, Tandy 16-color, and Hercules graphics;
640K for VGA and MCGA; mouse and joystick optional.
Broderbund, 17 Paul Drive, San Rafael, CA 94903.

Lock up your valuables— Carmenis back! Yes, the villainous Ms. Sandiego is up to her old fricks.
Far from learning her lesson after past misadventures (Where in the USA is Carmen Sandiego?,
Where in the World is Carmen Sandiego?, et al), she’s come up with a brand-new scam.

Carmen and her gang of V.I.L.E. henchmen have broken into a top secret laboratory, and
they’ve stolen the latest model of arevolutionary new time machine. From now on, the present
isonly a place for Carmen Sandiego to hang her hat. She’s got the fourth dimension to plunder,
and nothing will be safe until you frack her down.

The Time Crime Division of the Acme Detective Agency has recently offered you the
position of Time Cadet. OK, so it’s the bottom of the ladder. You needed a job anyway, and
you‘'ve heard that Acme is very generous with promotions for agents who show results. Of
course, to show results, you have to solve the cases and live to bring back the crooks. Buf then,
Acme has a very good life insurance plan.

On your first day at work, you arrive at the Acme building to find the place in a dismal state
of repair. The elevator (not in the best condition itself) fakes you up to Personnel on the second
floor, where Diane signs you in. She sends you down the hall, where you collect your
Chronoskimmer 325i time machine, and get your first assignment.

In the 325i, you take note of the internal diagnostics program, which is at least a little
reassuring. The night before, you had nightmares about badly maintained time machines
landing you in the middle of a Mesozoic tar pit, or on the summit of Pompeii, just in time for the
fireworks.

GAME PLAYER'S




Onthe 325i's information screen, a bulletin suddenly appears. It's the moment of reckoning. Acme
Communications Control has intercepted areport of larceny in 19th-century America. Fasten your
seat belt, because you're in for a rough ride as you journey through fime in pursuit of Carmen
Sandiego and her V.I.L.E. gang!

The big trick to solving the crimes is to use your allotted time wisely. When you begin a case, you'll
probably want to thoroughly question every witness or informant. If you really get stuck, you may
even want to use the scanner. The problem is that you lose some of your allofted fime whenever
you question someone, check the scanner, use the evidence computer, or make a time jump.

| Forsome.reason,

5 you find yourself
hoping that build-
ing maintenance
is not responsible
for taking care of
the time skimmers
as well.

The night skyline of San Francisco is as beautiful as
usual. You'dreally rather be sleeping, but tomorrow’s
your first day with Acme, and your nerves are tap
dancing tonight.

The personable Diane is your
first contact at Acme. She’ll get
your name on the agents’ ros-
ter, and the liability release is
just a formality. (Yeah, sure it is!)

A Time Patrol Crime Alert, and Ah, the simple life of 19th-cen- The first witness you question
what acoincidence! You were tury America. This might be a leads you to believe that the
just reading about Huck, but nice placetosettledownwhen suspect has already left for an
now the book has vanished you finally reftire. earlier American time period.
from your hands. The past has

been altered.
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Afteryou've collected af least three clues, enter them into the evidence computer and see if you
can come up with a suspect. When an arrest warrant is issued, you can forget about finding any
more identity clues and concentrate on following the trail of your quarry. From then on, a single
clue from a witness will usually be enough to indicate your next time jump. You may want to
consult the encyclopedia on the really esoteric clues, but at least that won’t use up any of your
precious fime allotment.

Asecondinfor- M The travel dis- [

i mant reinfor- 9 play lists a

ces your con- number of op-
| clusion, but tions, but from
the clues you
already have,
you know ex-
might be use- ; ] L . actly where
ful. b Aol 33 HRS your quarry is

C_ =  onsauns

. The first European

i settlers arrived
| [| on the North
: American continent |2
in the 16th 1
century. The Dutch
settled in New America was
Amsterdam which even less com-
later became Hew { plicatedin 1620.
York. § Try not fo park
your skimmer on
SUme e  TITE REMAINING Plymouth Rock,
4G g [ 35 HRS

i as some immi-
grants will be
needing it soon.

BT
-

G5ttt AF Ot

€ Sex: Male
¢ Hair: Red
¢ Eyes: Gray

Now you have to ask yourself:
Just where in the voyage did
the suspect stow away on Tas-

Your informant seems to back

man’s ship?

GAME PLAYER'S

up what the witness said. You
also discover that the suspect
has red hair.

94

You may have enough of a
physical description entered in
the evidence computer to pin-

point a suspect. An arrest war-
ranthasbeenissued forLee and
Bill Ding.




Sometimes a clue or a scanned object won’t mean anything, and a search of your reference
materials doesn’t help, either. When that happens, try checking the travel display. For example,
a clue might vaguely suggest something about an Eastern religion, and the fravel chart might list
England, Holland, and India as possible destinations. Unless you’re aware of a Hindu enclave in
Amsterdam that the history books missed, your next stop should be India.

Time is of the essence in Where in Time is Carmen Sandiego?, and you'll be shocked at how
quickly it runs out. Normally, the length of time you're allotted is proportional to the difficulty of the
case, but not always. After playing, you'll get a better idea of how much time each action takes.
As a rule of thumb, time jumps require three to five hours, while the search and data options

consume one hour per use.

uted greatly to
8| Holland’s Golden
fige. Christian
Huygens devel-
| oped theories of
light, built power-

B ful telescopes and |

T
rings of Saturn.

| After getfting the warrant pa-
persinorder, youmake the jump
to Holland. The Dutch had an
important role in the settling of
the New World.

‘| He was going to
give advice to
Hiram Bingham.

Since you know Hiram Bingham
pursued important archaeo-
logical studies of Inca ruins, this

clue is all the reason you need
to jump to Peruin the early 20th
century.

You now know who your sus-
pects are, so all you need is a
destination. This witness is only
too happy to suggest 17th-
century Japan.

S 5 51 A O

\ || F@|Peru has developed
\PAE {| § Zlinto one of the

producing
countries. The
port of Callao is

the main seaport
B of Peru.

As stories of the great pre-Co-
lumbian empires of the Incas

and Aztecs spread, the focus of
archaeological investigation
widened to include the Ameri-

cas.

Japanese art

during the
M| Ashikaga period
was enthusiast-
ically supported by
Th

Japan, at the height of the
shogun rule. It was a country
governed by brute force and
delicate courtly intrigues.

TR 51 5 A

| scientist:
R! He wanted to
B8} introduce a
@ Spaniard to
Atahualpa.

4 Continu:

The reference to Atahualpa

could only mean that your men
are headed for the Peru of
almost 400 years earlier.

GAME PLAYER'S



The most powerful weapons you can carry into this titanic battle with the forces of evil are a pencil
and paper. Write down every bit of information you get by questioning witnesses or scanning
objects. This allows you to put off using the evidence computer until you have enough information
to make a positive identification and issue an arrest warrant.

Where in Time is Carmen Sandiego ?is a wonderful game and an even better educational tool.
You've probably seen more than your share of dry, poorly written history books. Fortunately, it
takes only a few minutes of playing Where in Time is Carmen Sandiego?to set a child’s (or adult’s)

interest and imagination dfire.

sailed to Pery in
B the mid-1500’s.

ki He left to pay the
ransom of Lois
Transmarinus.

The death knell of the great
Incan empire was sounded
when Atahualpa, who refused
to accept Christianity, was
murdered by the Spanishinvad-
ers.

Your witness has good ears, but
what are you to make of the
clue? Perhaps you should try
another source.

qoing to
| meet Clovis T and
have a Frank talk.

Clovis | founded the Frankish
Empire in what is now France
during the middle of the first
millennium A.D. You’'d better
get going. There’s not much
fime left.

France, in A.D.

i

The manuscript 500, was just be-
coming an em-

It would

11 2 R [SF Bt St O

“Huckleberry Fi
| has been returned

| to the grateful

Your instruments detect the
presence of Lee and Bill Ding.
The capture robot is dis-
patched and the terrible twins
are caught in the beam. OI'
Sam Clemens is bound to be
pleased.

GAME PLAYER'S
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If you solve
enough
cases, you
may some-
day wind up
in the Hall of
Fame. For
now, though,
the record of
your suc-
cesses is rele-
gated to the
basement at
Acme.

l} 4 Continue

pire.
eventually prog-
ress from the
Meroving-ians to
the storied Caro-
lingian empire of
Charlemagne.
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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

BaYers

Nintendo® and Nintendo System® are d ks of Nintendo of America Inc. The GAME PLAYER'S PRO-
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Nintendo of America Inc.




©~ hat more natural
~ source of inspira-
tion for a com-
puter game could
_ there be than the
1001 tales of the
Arabian nights?
The Magic of Sche-
herazade isn’ta literal retelling, but
it does borrow its look, atmos-
phere, and some of its themes from
that classic source. The result is a
charming game of almost Byzan-
tine complexity.

Once upon a time, Arabia was
ruled by demons. One day, a great
magician named Isfa appeared,
and he harnessed the power of the
blue star Airosche to imprison the
demons deep inside the Earth. As
the game begins, an evil wizard
named Sabaron has begun to un-
leash the demons once again. It's
up to you — the last descendant of
Isfa — to save Arabia and rescue
the beautiful princess Scheher-
azade. To make the quest much
more difficult, Sabaron has erased
your magical powers and hurled
you into another time period.

Sorting all this out takes time.

The graphics in The Magic of Scheherazade
are radiant and charming — among the
best for Nintendo.

REVIEWS
¢

THE MAGIC
OF
SCHEHERAZADE

William R. Trotter

Version reviewed: Nintendo. Cul-
ture Brain, Union Bank Plaza, 445
South Figueroa Street, Suite 2600,
Los Angeles, CA 90071.
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Scheherazade is an elaborate and involved
game that takes time to learn.

In fact, very few Nintendo games
take as long tolearn as The Magic of
Scheherazade — it ranks right up
there with Ultima. The number of
items, spells, bonuses, allies, sub-
screens, and so forth is truly mas-
sive. Happily, everything is clearly
organized, so what at first seems
unwieldy soon becomes natural
and logical.

Magic plays a much greater part in the
adventure than swordplay.

Most players will find
Scheherazade well worth the time
and trouble it takes to learn. For
one thing, the graphics are abso-
lutely delightful. There are charm-
ing mustachioed brigands who
leap out of the shrubbery; colorful
djinns and demons; and numer-
ous mosques and town market-
places to visit. If there’s a Nin-
tendo game that’s prettier to look
at, we haven’t seen it.

The monster-hacking in
Scheherazade plays a decidedly
subordinate role to the magic, and
some of the special effects that
occur when you cast spells are
marvelous to behold.

{LISTEN TO THE PEOPLE OF
THE TOWN.

Among the colorful locations you'll visit
aremarketplacebazaars, waterfronts,and
mosques.

GAME PLAYER'S
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ike its prede-
cessor, Star
Saga: Two is a
massive inter-
active space
opera whose
storyline is ad-
vanced by
more than 50,000 paragraphs of
text. If you played Star Saga: One,
you're probably already standing
in line for this sequel —and if you
want, you can even continue with
your same character.

Newcomers need have no fear
of jumping in. Star Saga: Two is a
self-contained adventure, and the
manual makes it easy to get
started. Throughout the game,
your faithful CGM (Computer
Game Master) keeps track of
where you are, what you do next,
and what items or abilities you've
managed to acquire.

No matter which of the six
characters you choose to portray,
you'll start at the Galactic Arm,
seeking information about an in-
vading race known as the
Clathrans. The viciousness of the
Clathransis matched only by their
implacable (and mysterious)
hatred of humans. Fortunately, the
Clathrans have not yet pinpointed

Bt |

|
|
{
|

The computer plots your moves, then
directs you to the relevant passages of text
that propel the story along.

William R. Trotter

Version reviewed: IBM, Tandy, and
compatibles; 320K minimum mem-
ory; CGA, EGA, MCGA, or mono-

chrome graphics. Also available for
the Apple Il and IIGS. MasterPlay,
8417 Sun State Street, Tampa, FL
33634, ; o

thelocation of Earth and the Home
Worlds. Part of your job is to keep
them from doing so.

The Clathrans have such vast
resources that they have formed a
“survey line” across the entire
galaxy. It sweeps inexorably for-
ward, and sooner or later they’ll
find Earth.

In the first stages of the game,
you explore, gather intelligence,
and engage in trade to build up
your ship’s military power. As was
true in Star Saga: One, the most
delightful aspects of the game are
your encounters with alien cul-
tures. Each planetary landing
becomes, in effect, a miniature

Interstellar trade is carried on via a barter
system. You'll need extra cargo-drones to
amass sufficient wealth and firepower to
stop the Clathrans.

adventure unto itself. But eventu-
ally there comes a time when you
must make a do-or-die attempt to
break through the Clathran sur-
vey line. This leads to a suitably

During combat, you make no tactical de-
cisions as such — your only options are to
fight or run.

wild and apocalyptic grand finale.

There are plenty of bizarre,
even droll, incidents throughout
the game, but overall Star Saga:
Two is darker and more sinister
than its predecessor. As before,
most of the text was written by
Sheila Greenberg, and it is first
rate in both style and substance. If
this woman isn’t writing science
fiction novels, she ought to be. Star
Saga: Two is a gem.

SP
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f you've dreamed

of writing the ul-

timate arcade

game, but you

don’t want to

spend months

learning how to

program a com-

puter, help has arrived. Shoot ‘Em

Up Construction Kit allows you to

design your own action games

without writing a line of code —
or even touching a keyboard.

Shoot “Em Up consists of sev-

eral powerful mouse-driven edi-

tors that let you control virtually

every aspect of a typical arcade-

style game. The Sprite Editor, for

instance, allows you to create and

modify your own heroes, nasties,

projectiles, and explosions. Then,

Tg/pical of the many editor screens in Shoot
‘Em Up is the Sprite Editor, which allows
you to design your own characters.

using the Object Editor, you can
add animation by telling the pro-
gram to quickly flip through a se-
ries of sprites.

The Background Editor lets
you create a battlefield for your
melee. The Level Editor lets you
determine which backgrounds
should be associated with each
level of the game. Each level’s
backdrop can be fixed, scrolled

Arlan R. Levitan

Versionreviewed: Amiga. Also avail-
able for the Commodore 64. Avan-

tage/Accolade, 550 S. Winchester
Bivd., Suite 200, San Jose, CA 95128.

continuously, or scrolled by the
movement of your hero.

With Shoot ‘Em Up’s Sound
Editor, you can assign sounds to
objects. You can use the sounds
supplied with the three sample
games, oradd any digitized sound
stored in IFF file format.

The Attack Wave Editor deter-
mines which enemies will appear
on each level and the paths they

JEEEE
EEEE

By flipping through aseries of sprite shapes
with the Object Editor, you can create
animated sequences.

will follow. If you feel like battling
the Mongol hordes, large forma-
tions of individual foes can be
combined to attack en masse.

The Player Limitations Editor
lets you control the variables that
determine the overall playability
of the game. It's also a godsend for
those with less than lightning-
quick reflexes. Heroes can be
granted additional speed, up to
ten lives, and more firepower.

A Test Game option lets you
try your creation without exiting
theeditors. There’sanormal mode
and a cheat mode that gives you
unlimited lives.

When you're done, you can
share stand-alone versions of the
game with your friends. Shoot ‘Em

Psychoblast is one of the three sample games
included with the package.

Up even lets you use any 32-color,
320 x 200-pixel picture as a title
screen.

Although building a polished,
playable arcade game won't take
months, don’t expect to knock off
a masterpiece in a few hours. Cre-
ating an original game that will
stand the test of repeated play may
take days or weeks.

<SP
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hen Taito intro-

duced the first Ar-
kanoid — a spiffy-
looking update of
the antediluvian
Breakout games
from the early

1980s — some
industry observers thought the
idea was crazy. Despite its bright
graphics, power capsules, and
(rathersilly) space-alien theme, the
basic concept of Arkanoid was
unchanged: You still had to swat
bouncing balls into walls of col-
ored bricks with a paddle. Surely,
the pundits claimed, we’ve out-
grown such simplistic pastimes.

Well, evidently not. The re-
sounding success of Arkanoid
proved that plenty of people
actually enjoy batting walls of
blocks with an “energy ball.” Let
the pop psychologists figure out
why it’s so much fun, but it
undeniably is — and Taito has the
sales figures to prove it.

Arkanoid 1I: The Revenge of Doh
features even more (and more in-
teresting) power capsules and
walls. In all, there are 67 stages,
and the walls are arranged in even
more challenging and complex
patterns.

’J’ ’1 ‘a’d c’l c
The construction set lets you customize
walls, colors, and special features.

REVIEWS

William R. Trotter

Customized screens can be tested by plac-
ing the hand-shaped pointer over Play
and pressing the fire button or Enter key.

However, what sets this se-
quel apart from the original game
more than anything else is the
Arkanoid Construction Set that's
included. Now you can modify
the existing screens or create an
entire series of new ones, using the

101

PAUSED

12950

o
ROUMD 1

When showers of power capsules pour
down, the trick is to spot the most valu-
able capsule and get to it quickly.
design, special features, power
capsules, and even background
colors of your choice. With some
imagination, and a little time to
kill, you can create some really
strange screens with this feature.
Arkanoid I is fresh enough to
be a genuine sequel, not merely a
rehash of a proven hit. It’s still as
addictiveasever,and the construc-
tion set should prove a winning
attraction to the game’s legion of
fans. Those who haven’t played
the original Arkanoid (or Breakout)
need not worry. These little gems
are about as easy to get into as any
computer game on themarket. The
hard partis knowing when tostop.

Arkanmd II has the same vivid graphics
and smooth game play that made the origi-
nal game so appealing.

<SP
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alkaboutbeingin
the wrong place
at the wrong
time! Returning
from an adven-
ture, you find
your hometown,
Eolis, practically
deserted. The life source of your
people — a fountain inside the
town walls — is poisoned and
drying up. The king asks for your
help.

See the guru before quitting a game. He'll
ive you passwords that let you continue
ater.

Strange things are happening
elsewhere, too. Your town is near
the World Tree, which contains
villages and fortresses inhabited
by different races. The World Tree
is being bombarded by meteorites
and chaos reigns inside. Dwarfs
are stealing from elves, monsters
are running free, and wickedness
is rampant. The turmoil is caused
by the Evil One, who lives in a
palace within the tree.

To restore order, you must
complete several missions. Not
only must you find a new water
source for Eolis, but you must also
find an antidote for the poison in
the water. In addition, you must

Version reviewed: Nintendo. Nin-
tendo of America, 4820 150th
Avenue NE, P.O. Box 957, Red-
mond, WA 98052.

One branch of the World Tree leads to the
castle.

venture inside the chaotic World
Tree and try to destroy the Evil
One.

One by one, you must visit
each town within the tree and
question the people wholive there.
As the game progresses, you'll
work your way upward through
the two trunk towns, Apolune and
Forepaw; the two mist towns,
Mascom and Victim; and the two
branch towns, Conflate and Day-

GAME PLAYER'S

break. Finally you'll reach Dart-
moor, where you'll find Zenis, the
fortress of the Evil One.

In each town, you can visit
various locations — saloons, hos-
pitals, gymnasiums, and six other
types of places — to receive infor-
mation or passwords and to buy
weapons, magic, armor, food, and
keys. Thereare four different types
each of swords, armor, and shields,
depending on your experience.
Therearefive types of magicspells:
deluge, fire, thunder, death, and
tilt. Other useful items include the
pendant, which increases your
attacking power, and the hour-
glass, which can stop your enemy
for a brief time.

Does all this sound familiar?
Although Faxanaduisa good game,
it falls short of the standard set by
Ultima, Dragon Warrior, Shad-
owgate, the Zelda adventures, and
many other role-playing games
now being released for Nintendo.
Very little in Faxanadu will seem
original or unique to experienced
gamers, and the gameis hurt by its
cluttered graphics.

To defeat the last boss, jump up and down
in one spot while rapidly throwing your
sword.

<SP



ould you
rather go
through life
as a muscu-
lar barbar-
ian, a venge-
ful dwarf, or
a voluptu-
ous blonde?

That’s one of the first decisions
to make when you play Golden
Axe. It's a strong adaptation of
Sega’s hit arcade game, with com-
parable graphics, the same back-
ground story, and identical char-
acters. You can play therole of Axe
Battler, an overdeveloped barbar-
ian; Gilius Thunderhead, a nox-
ious dwarf; or Tyris Flare, a rav-
ishing but lethal Amazon. In the
two-playermode, youand a friend
can each play a different character
and take partin the action simulta-
neously.

You've got three different characters to
choose from, and they’re all tough fighters

who have a bone to pick with the evil

Death Adder.

All the characters have two
things in common. First, they’ve
lost loved ones at the hands of the
evil Death Adder, so they’re bent
on revenge. And second, they are
relentless warriors who don’t
know the meaning of the word
fear.

GOLDEN AXE

Tom R. Halfhill

Version reviewed: Sega Genesis.

Sega of America, 573 Forbes Blvd.,
P.O. Box 2167, South San Francisco,
CA 94080.

Before you can face Death
Adder in a final showdown at his
castle, however, you must fight
your way through droves of lesser
enemies. Your foes include ar-
mored knights, skeleton swords-
men, fire-breathing dragons, sumo
wrestlers, brutal Vikings, and
hostile women. Your weapons
includeaxes, swords, parts of your
own body, and magic.

One odd feature of Golden Axe
— particularly in a game that
places somuch emphasis on hand-
to-hand combat — is that the con-

Part of the adventure takes place on the
back of a giant eagle. Don’t wander too far
—it’s a long fall.

trol buttons don’t necessarily con-
trol specific character movements.
For example, one button controls
magic, another controlsattack,and
a third controls jumps. But when
you press the attack button during
a fight, your character might re-
spond by swinging a sword or axe,
kicking the opponent in the mid-
section, or flinging the opponent
across the screen. You have no
specific control over these indi-
vidual actions — when you press
the attack button, the game de-
cides which response is appropri-
ate. However, there are special
combinations of buttons you can
press to unleash particularly le-
thal blows.

Sometimes the best way to deal with a
screenful of annoying enemies is to call
forth some magic. The results can be ex-
plosive.

Golden Axe’s arcade heritage is
obvious. It’sastraightforward kill-
or-be-killed slugfest that’s de-
signed to drain your pockets of
quarters. If you like games with
more subtlety and strategy, look
elsewhere. But if you like the ar-
cade version of Golden Axe, you're
almost certain to like this version.
It's a faithful translation that suc-
cessfully captures the spirit of a
dynamite arcade game.

SP
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id you ever
dream of running
away and joining
the circus? Of
flying through
the air on a tra-
peze, or maybe
walking a tight-
rope? Here’s your chance to try
those stunts and four other events
without taking out any extra life
insurance.

In Fiendish Freddy’s Big Top o’
Fun, you’re the manager of a small
circus. Barnum and Bailey it isn't.
In fact, if you can’t repay a $10,000
loan immediately, you're going to
lose the business — Big Top and
all. But you'renot worried. You've
got talented performers, and

Maneuver your unicycle under the ob-
jects. Youcan jug§1e them from one hand
t

to another — until Freddy shows up.
crowds will surely pour in.
Unfortunately, you didn’t
count on Fiendish Freddy — a
clownyour creditors hired to make
sure you couldn’t pay back theloan.
Freddy is determined to sabotage
the acts of your best performers. If
Horace is practicing his high dives
into a tiny barrel of water, you can
depend on Freddy to appear with
a fan and blow Horace off target.

FIENDISH
FREDDY’S BIG
TOP O’ FUN

Leslie Mizell

Version reviewed: IBM, Tandy, and
compatibles; 512K minimum mem-
ory; VGA,EGA, CGA, Tandy 16-color,
or monochrome graphics; joystick

optional, but recommended. Also
available for the Amiga and Atari ST.
Mindscape, 3444 Dundee Road,
Northbrook, IL 60062.

Freddy’s other nasty tricks
include throwing bombs for Jeffy-
Joetojuggle with thebowling pins,
balls, and babies; threatening
Finola the trapeze artist with a pair

Fernando, the human cannonball, becomes
a pile of gunpowder when Freddy plugs
up his act with a cork.

Your high dive can be éoing smoothly

until Freddy blows you off course with his

high-powered fan.

of scissors; tossing smoke bombs
into the ring while you're throw-
ing knives at Knancy Knife; hurl-
ingbladesat Tony Tiptoe, the tight-
rope walker, leaving him only half
a man; and corking the cannon so
the human cannonball is blown to
smithereens.

Fiendish Freddy's Big Top o’ Fun
is a unique idea, and the graphics
(especially in VGA mode) are
great. However, the game proba-
bly has limited appeal. Mastering
eacheventrequiresacertain knack,
but none of them is too difficult to
learn, especially if you take ad-
vantage of the practice mode be-
fore you play. So once you've
mastered all six events, the chal-
lenge is gone (although you're
never sure just when Freddy will
show up, so your score and cash
total are always in jeopardy).

Still, up to five people can
compete against Freddy and each
other, and it’s a perfect game for
kids. The violenceis of the bounce-
back-from-the-9,000-foot-drop va-
riety featured in cartoons.

No matter how you play Fiend-
ish Freddy, it’s diverting fun for the
clown in all of us.
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hinese leg-
end has it
that when
the Earth
was young
there lived
a mysteri-
ous hermit
named Mi-
chael Chen. He meditated alone in
the mountains of central China for
many years, studying the power-
ful knowledge of the ancients,
building his strength and mastery.
When he was ready, he mounted a
cloud and setout through theskies,
hoping to learn the secrets of the
five lands and become the Cloud
Master, a powerful mystic. But the
forces of evil guarded their secret
powers jealously, and Chen was
soon confronted by legions of
enemies.

Once you've beaten a “middle boss,” you
can enter a power chamber and select one
of four special weapons.

So begins Sega’s new Master
System game, Cloud Master. The
story line is refreshingly light and
original, as are the enemies Chen
faces. As the hopeful young her-
mit soars above the Chinese coun-
tryside, he must battle formations
of pig heads, shumai (shrimp
dumplings), and mushrooms;
dodge flying bowls of ramen

MASTER

Matthew A. Firme

Version reviewed: Sega. Sega/
Tonka, 6000 Clearwater Drive,
Minnetonka, MN 55343.

Lightning Boy, themiddle bossinround 1,
attacks with lightning bolts.

In round 5, you'll be attacked from all
sides. Watch the Piggoid, and try to de-
stroy the formations of dumplings.

noodles; and fight such bosses as

Lightning Boy and Bad Buddha.
Chen’s main weapon is Ki

force, little balls he shoots from his

fingertips. Occasionally powerjars
appear, augmenting his force. A
few times each round Chen can
enter a door, where a girl lets him
pick one of four special weapons.

The scenery is colorful and
distinctly oriental in style and
subject, reminiscent of a classical
Chinese painting. The screen
scrolls slowly from left to right as
Chen soars over each land. His
enemies fly or remain on the
ground below, most shooting at
him, others circling and diving
toward him. As a result, the air
becomes thick with foes and pro-
jectiles, and the main strategy is to
dodgeand shoot, dodge and shoot.

This pattern changes very little
from round to round. In fact, al-
though each round offers some
scenery changes and a few new
faces, the action remains so con-
stant that it soon becomes tire-

some.

The Kanton Man flies toward you, then
pulls back and fires.

The story of Cloud Master is
endearing, as are the gentle char-
actersand graphics. But ultimately
the repetitive action becomes tedi-
ous. Once the charm of the story
and graphics wears off, the game
play may not be enough to hold
your interest. P
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ugs Bunny
haslongbeen
known for
his wit and
his ability to
get himself
out of a
pinch. Now,
trapped in a
| an castle, he has
to wiggle his way through 60 lev-
els’ worth of close calls to reach his
beloved Honey Bunny.

In The Bugs Bunny Crazy Castle,
Sylvester the cat, Daffy Duck, Wile
E. Coyote, and Yosemite Sam all
gang up against Bugs. One touch
from any of these cartoon charac-
ters and Bugs is a goner. Fortu-
nately, Bugs starts each game with
five lives. After his fifth life, a
password option allows you to
resume play on any level you've
already completed.

To defend himself, Bugs can
don boxing gloves, drink carrot
juice forinvisibility, and pushlarge
objects onto his rival cartoon crit-
ters. Most of the time, though, Bugs
can simply outrun his foes, who
move at the speed of a fast walk.

Head for the boxing glove first. It's your
only protection. Save it as a last resort
though, because you can use it only once.

THE BUGS
BUNNY CRAZY
CASTLE

Lisa Farthing

reviewed: Nintendo.
Kemco-Seika, 20000 Mariner Ave-
nue, Suite 100, Torrance, CA 90503.

Version

Carrots are found in various
nooks and crannies on each level.
To advance, Bugs must collect all
the carrots. There are basically
three types of levels: those with
lots of stairs, those with lots of
doors, and those with lots of pipes.
The pipes provide Bugs a quick
way to get out of trouble (and
sometimesinto trouble). All he has

The safe, water bucket, crate, and weight
are handy objects to push onto unsuspect-
ing enemies.

A N
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Try to drink the carrot juice when an en-
emy is nearby. It makes you invisible so
you can walk right over him, but it only
works for a few seconds.

to do is jump up or down into a
pipe, and he’ll be transported to a
new spot — preferably near car-
rots or weapons.

The Bugs Bunny Crazy Castle is
ideal for novices and younger
players. The graphics are fairly
good, and though the gameisshort
on creativity, it’s fun. Pushing an
object onto an unsuspecting
Sylvester is definitely a lark.

The similarity between levels
isdisappointing, however. There’s
not enough variety or difference
in difficulty to motivate players to
move all the way to the 60th level.
Some screens are trickier than
others, but all can be conquered
with relative ease. The Bugs Bunny
Crazy Castle will challenge begin-
ners, but probably won’t hold the
interest of more sophisticated
gamers.

<SP
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ost war strategy
gamesare, by their
very nature, fan-
tasy gamesas well.
How else should
you describe a
game in which
you step into the
boots of Napoleon, the tanks of
Patton, or the armor of Alexander
the Great? Since war games are
actually a variation of the fantasy
role-playing genre, why not com-
bine role playing with a military
campaign of epic proportions?

va
n
Baron of Marin

!flyou need a quick ego boost, the Chron-
icle of Deeds keeps an updated account of
your victories.

That’s just what Strategic
Simulations has done in Sword of
Aragon. Add a dash of Genghis
Khan to a cupful of El Cid and a
sprinkling of The Ancient Art of
War, and the result is Sword of Ar-
agon. Although it borrows a few
ingredients from its predecessors,
it also transcends those influences
and establishes a hybrid genre all
its own.

The basic premise is straight-
forward. The proud Duke of
Aladda was treacherously am-
bushed by orcs, and he passed
along a great responsibility to you,
his only son. Your task is to restore
the once-great empire of Aragon

William R. Trotter

Version reviewed: IBM, Tandy, and
compatibles; 384K minimum mem-
ory; CGA, VGA, EGA, or Hercules
graphics. Soon fo be released for
‘the Commodore 64 and Amiga. SSI
(distributed by Electronic Arts), 675

; e, Sunnyvale, CA

olume Info

You must take care of your cities” eco-
nomic development and defensive secu-
rity, or your battlefield triumphs may go
for naught.

by defeating the demonic hordes
that now rule the land from the
great citadel of Tetrada.

You begin with a run-down
little city, a small but stalwart little
army, and a modest treasury. You
must wage campaigns in an ever-
widening radius around your
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capital city, while constantly tend-
ing to the economic development
of your territories. In this game,
armies are not conjured out of thin
air (at least not until your wizards
attain a very advanced level of
skill!), but must be raised,
equipped, fed, and paid every
month out of a treasury whose
contents are vulnerable to crop
failures, bad weather, and goblin
raids. The arms and tactics are
basically those of the late Middle
Ages, just before the advent of
gunpowder.

low
utoMy
Battles take place on detailed tactical
screens. The animated graphics are very
pleasing.

Fast
olume

Thefantasy elementsarenicely
interwoven with the more realis-
tic details, and some of the spells
cast by your mages and priests
have rather odd and subtle influ-
ences on the campaigns.

Although the game is fairly
difficult to learn, the basic system
is clean and eminently playable.
You can jump right in after a quick
perusal of the manual — provided
you don’t mind undergoing some
fairly bloody on-the-job training.

Sword of Aragon is billed as an
epic, and for once that claim is not
mere hype. This is a breakthrough
game: strong, fresh, compelling,
and great fun to play.

<SP
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evenge of Shi-
nobi applies
incredible 16-
bit graphics to
an otherwise
ordinary mar-
tial arts adven-
ture. Even if
you've had
your fill of
ninja-on-the-warpath games, stick
around for this one. Chances are
you’ve never seen anything like it
in a home videogame.

The story is simple enough.
Shinobi, an enraged ninja warrior,
seeks vengeance for a wrong he’s
endured. He moves through a
beautiful yet hostile world where
each and every person he meets is
trying desperately to kill him.
Shinobi has no choice — he must
destroy them first.

And boy, can he destroy them!
Of course, one drawback to being
a ninja warrior is the travel re-
quired. Shinobi must go where the
work is. That's why the game fol-
lows him from exotic oriental lo-
cales to shipyards, junkyards, war

Shinobi runs past a storm-tossed sea on
his way to fight the next enemy. The im-
proved graphics show vivid details and
dimension.

REVIEWS

REVENGE OF
SHINOBI

Phill Powell

Version reviewed: Sega Genesis.

Sega of America, 573 Forbes Blvd.,
P.O.Box 2167, South San Francisco,
CA 94080.

zones, and waterfalls.

He can’t afford to be picky
about how he gets there, either.
Sometimes herides atop asubway
train or an 18-wheeler. One scene
finds him catching a lift on a trans-
port plane. Occasionally you'll see
him walking alongside a busy
highway, apparently hitchhiking.
Wherever he shows up, enemies
abound. His journeys are nothing
if not action-packed.

Four skill levels let you decide
how much of this you can take.
Another option allows you to
choose which buttons control your
kicking and jumping. These fea-
turesare helpful and enhance your
enjoyment of the game.

But make no mistake about it
— Revenge of Shinobi’s greatest
achievement is its graphics. The
game has large, detailed charac-
ters and multilayered back-

This isn’t a party. This isn’t a disco. And
Shinobi isn’t fooling around.

grounds that createa three-dimen-
sional feel. When Shinobi walks
past a bamboo fence, you also see
the building behind it. Further
back, there’s a forest. As Shinobi
moves, the scenery scrolls propor-
tionately, so it looks genuine.

No details were ignored when
the graphics were designed for this
game. Revenge of Shinobi packs a
visual punch that must be seen to
be believed.

When Shinobi arrives in Chinatown, a
welcoming committee gathers, no doubt
to tell him which restaurants are the best.

GAME PLAYER'S

108



ou want a

thanklessjob?
Trydesigning
a videogame
based on a
sport. It may
sound easy,
but  think
about it.
When design-
ing an origi-
nal game, you can invent rules to
make the game as playable as
possible. But you can’t change a
sport — its rules are too well
known.

Thisis the dilemma that haunts
All-Pro Basketball. It tries to remain
faithful to the real game but has
some problems bringing the big
league to the small screen.

Outside shots are a risky proposition in
All-Pro Basketball.

You can play All-Pro Basketball
by yourself or with a friend. In the
two-player mode, however, you
don’t compete against each other;
instead, you join forces against the
computer’s team. Another mode
allows you to watch the computer
play itself. This is highly recom-
mended when starting out, be-
cause it gives you a feel for the way
the electronic mind coaches its

- MIIENBS

ALL-PRO
BASKETBALL

Phill Powell

Version reviewed: Nintendo. Vic To-
kai, Torrance Tech Park, 370
Amapola Avenue, Suite 104, Tor-
rance, CA 90501

On the two-player dunk screen, nothing is
guaranteed.

team.

When you're ready to take the
court, you can choose from eight
fictional teams. There aren’t many
noticeable differences between the
teams, although the computer will
usually pick New Yorkif youdon't.

Once you begin the game and
settle into the action, you'll dis-
cover that All-Pro Basketball asks
you to make major adjustments to
your thinking about professional
basketball. Tobegin with, the game
is played half-court style. It wants

to seem like a full-court simula-
tion, however, so it shifts court
halves with every change in pos-
session. Unfortunately, this inter-
rupts the action and creates mass
confusion, as players who were
running up the right side of the
courtare now seen hustling up the
left side.

Another problem involves the
graphics, which do little to clarify
the visual chaos. The tiny players
all have the same profile, and the
basketball is orange on the dunk
screen and white in regular play.

You may be tempted to write
off this game, but wait. Just when

Sometimes there’s just no defense against
the power slam.

you think All-Pro Basketball has
little to offer, up pops the dunk
screen. This is where the fun is. As
your player glides toward the
hoop, the screen switches to an
enlarged, slow motion view of the
power dunk in all its glory. It's a
beautiful moment. In fact, it's
possible to get hooked on All-Pro
Basketball solely for these scenes.
Somehow, the game’s problems
fade into the backcourt as you
double-pump the B button and
close in on that colossal slam.
<SP
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omebody al-
ways seems bent
on taking over
the world. Be-
fore long, these
would-be con-
querors  will
have to start tak-
ing numbers. In Clash at Demon-
head, a gang called the Lawbreak-
ers has kidnapped Professor Plum,
afamous nuclearscientist. To carry
out their mad plot, the Lawbreak-
ers have forced the professor to
develop a powerful atomic bomb.
As Bang, a member of the Tigers,
it’s your job to rescue the profes-
sor, disarm the bomb, and save
the world.

You must also find one of your
cohorts who's already missing in
action. With so many places to
search and so many opponents to
defeat, it seems hopeless. Butdon't
despair. Many other characters in
the game are willing to help you,
and there are secret shortcuts that
save time. You can pick up items
that provide extra energy, and
money and gold to buy armament
and extra powers.

POWERWA

You'll need split-second timing when
jumping across these platforms. One
wrong step and you'll visit the cave of
horrors.

REVIEWS
¢

CLASH AT
DEMONHEAD

Gary Meredith

Version reviewed: Nintendo. Vic
Tokai, 370 Amapola Avenue,
Torrance Tech Park, Suite 104,
Torrance, CA 90501.

S AASAADAADAATAANAA 2

POWERY

Don't bother to fight. All it takes is some
Olympic-class swimming to deal with
these guys.

Last — but certainly not least
—awise old hermit will grant you
his special powers. These include
the abilities to shrink yourself or to
teleport to other locations. You'll
need all five special powers to beat
the seven bosses in the game.

You'll probably use the pass-
word feature quite often in Clash at
Demonhead. There are plenty of

POW " AMMO

Aren’t you glad the hermit gave you Mi-
cro Power, and aren’t you clever for think-
ing of using it now?
hazards, and it's almost impos-
sible to get through them all with-
out lots of experimenting. For
example, it takes perfect timing to
negotiate the floating, constantly
moving platforms. One misstep,
and you’ll fall into the abyss. And
some bosses are invulnerable to
standard weapons. Max, for in-
stance, not only grows when he’s
hit by your blasts, but also divides
into more creatures, until finally
you're overwhelmed.

Clash at Demonhead is fun, with
a slightly odd sense of humor. It
can be a frustrating game, too,
when it demands perfect timing
and creative problem solving.

# aovo
AaMMoBO

FORCE
POWERIN

GOLD 99

A key strategy is knowing which item to
use, and when to use it. The various bosses
react differently to each weapon.

<SP

GAME PLAYER'S

110



ormally a solar

eclipse is noth-

ing to fear. A

few fanatics

might predict

the end of the

world, but oth-

erwise there’s

no reason to

worry. Unless, that is, you're an

archaeologist who has discovered
an ancient prophecy of doom.

On an expedition to Egypt,

you've recovered some hidden

scrolls from the tomb of Hahmid

I11. One of the scrolls promises that

anything coming between the sun

and his tomb will be destroyed.

Since all of Hahmid III's other

prophecies eventually came true,

this one can’t be discounted.

2w MEmm) @0 R
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You begin the adventure outside Hahmid
III's tomb, near a landing strip with a
biplane and a door leading into the pyra-
mid

What's so ominous about this
prophecy, however, is that a total
eclipse of the sun is about to occur
over Cairo. If Hahmid III's curse
holds true, the moon will be de-
stroyed when it passes between
the Earth and the sun. And if the
moon is destroyed, the disruption
on Earth will be cataclysmic.
Your mission, then, is to de-
stroy Hahmid III’s tomb. If you do

Neil Randall

Versionreviewed: Commodore 64.
Also available for IBM, Tandy, and
compatibles (with 512K minimum
memory and CGA or EGA graph-

ics); the Commodore Amiga; and
Atari ST. Cinemaware, 4165 Thou-
sand Oaks Bivd., Westlake Viliage,
CA 91362.

so before 10 a.m. (when the eclipse
reaches totality), the curse may be
averted. You have two hours to
complete the task, equipped with
only a watch, a water bottle, a
compass, and a gun. You'll also
need some luck, because once
you're inside the pyramid, weird
things start to happen.

Total Eclipse uses the game

Onceinside, you'll find yourself in a maze
of passag?ewa s and rooms. Watch your

step—a
game.

atal fall means a quick end tothe
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Pay attention to the clock (bottom left) and
other indicators. This adventurer isn’t
going to make it very far with an empty
water bottle (bottom center).

system first introduced in Epyx’s
Space Station Oblivion. Known as
Freescape, this system gives you a
straight-ahead view of the scene
in front of you. You can look up,
down, and sideways, and move in
various directions by pressing the
appropriate key. To pick up ob-
jects, simply walk into them.

As good as this system is,
though, itis somewhat frustrating
to play. For one thing, the changes
of view are too slow. It feels as if
you're crawling through the tomb,
and jerkily at that. Because of this,
sometimes you press keys you
shouldn’t have pressed, and you
end up doing something you
hadn’t intended.

The other problem is the view
itself. There is virtually no periph-
eral vision, so you can’t take in a
whole room in one glance. In a
way, the game’s laudable attempt
at realism works against itself.

Eventually, however, you can
adjust to these difficulties until the
movements become second na-
ture. At that point, Total Eclipse
becomes good, solid fun — not a
great game, but a good one.

GP
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ragon  Warrior
typifies the new
breed of sophis-
ticated Nintendo
games. A fantasy
role-playingepic,
it demands al-
most no dexter-
ity at all. Instead of pitting the su-
perior speed of a machine against
your human reflexes, Dragon War-
rior requires patience and strategic
thinking.

The story takes place in Al-
efgard, a land populated by
knights, dragons, magicians, and
all manner of monsters. Long ago,
the brave warrior Erdrick used
magical balls of light to free the
land from darkness. Generations

Thestatus window (left) shows your level,
hit points, magic points, gold, and experi-
ence.

later, the evil Dragonlord stole the
balls of light and once again
plunged Alefgard into darkness
and terror. According to a seer,
Alefgard can be saved only by a
descendant of Erdrick. Could you
be Erdrick’s heir to glory?

When the game begins, the
king sends you forthon your quest.
Your travels take you throughout
Alefgard to forests, mountains,
plains, swamps, towns, and —

GAME PLAYER'S

Tom R. Halfhill

Version reviewed: Nintendo. Nin-
tendo of America, 4820 150th Ave-

nue NE, P.O. Box 957, Redmond, WA
98073.

eventually — to Charlock, the
Dragonlord’s lair.

Along the way, you meet
numerous people and encounter
many dangerous monsters. It's
important to speak with everyone
you meet, because they often pro-
vide valuable clues. It helps to jot
down these clues for later refer-
ence.

When you encounter a mon-
ster, you can either run or fight.

»TALK
STATUS
STAIRS
SEARCH

‘G0 _north
seashoreh

the cog
until

hg hahh
reached

arinham.’

The command wmdow (top) lets you se-
lectactions. Besure to talk toeveryone you
meet in order to gather important clues.
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Fighting is simply a matter of se-
lecting the Fight command from a
menu — no arcade skills are re-
quired. Each exchange of blows
subtracts hit points from both you
and the monster. If you run out of
hit points before the monster does,
you're dead and the game’s over.
If you win, you're rewarded with
experience points and gold.
Asyou gain experience points,
you advance to higher levels and
grow stronger. By accumulating
gold, you can buy tools, more
powerful weapons, and better
armor. The key to winning is to
avoid challenging the Dragonlord
until you are very strong, have lots
of experience fighting monsters,
and are well equipped. Since this
takes many hours of play, Dragon

A _Rred sSiime draws
near’?

command?

When a monster appears, you can either
runor fight. Combat requires no coordina-
tion — just select the Fight command.

Warrior lets you save up to three
games in progress.

Dragon Warrior is patterned
after the role-playing games that
have been available on personal
computers for years. Although it
lacks certain details — you can’t
design your own character, and
only one person can play at a time
— it's an excellent rendition of a

opular theme.
= SP



ou’ve loaded
the new game
into your PC.
A few key-
strokes later,
you're startled
by an ominous
rumble. Sud-
denly, a huge, jovial man bursts
through your wall. As the last bits
of plaster fall onto the floor, you
recognize his round, cheerful face.
It’s John Madden, but he’s not
selling beer. He's ready for action
with his very own gridiron simu-
lation.

The former coach of the
Oakland Raiders sees winning at
football as the natural result of
sound decision making. That’s
why you’ll feel more realism in
John Madden Football than in other
games in which random elements
often decide the results.

John Madden Football can ac-
commodate many levels of in-
volvement. For instance, your first
of many choices is between game
formats. The Quick Game limits
you to nine plays each for offense
and defense, but allows you to
forego the lengthy setup of the

John Madden Football is loaded with op-
tions: nine offensive formations, seven
defensive formations, and lots of deci-
sions.

Phill Powell

Standard Game.

Next, you assemble your ros-
ter. Your ten choices include teams
modeled on the Pittsburgh and (of
course) Oakland dynasties of the
1970s, as well as the Chicago and
San Francisco powerhouses of the

Move the cursor on the Electronic Chalk-
board tochange running patternsand pass
routes.
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1980s. There are also the All-
Madden and All-Timer teams to
choose from. To analyze your
team’s strengths, check the Mad-
den Report, in which the “excit-
able one” offers his viewpoints on
all facets of football. Another use-
ful feature lets you diagram your
own plays or modify the 162 plays
included in the game.

Once you finish the pre-game
activitiesby deciding various game
conditions (even the weather),
you're ready to take the field. The
Strategic/Action Option lets you
play John Madden Football as a strat-
egy game or an arcade-style action
game. You can pick the play and
let the computer handle the ac-
tion, or grab the joystick and make
the play yourself. At any time
during the game, you can call up
screenfuls of exhaustive statistics.

Although the graphicsare only
adequate, John Madden Football
allows you to control almost every
variable of a football game. It
overpowers its competitors as a
supreme contest of strategy.

<SP

Nothing’s automatic in this game, but this
extra point clears the goalposts.
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t's amazing

what can

happenona

nice, peace-

ful, evening

walk. De-

pending on

your luck,

you could

getbittenby

adog, or you could find a $50 bill.

Or, if you happen to be a small boy

named Mark on his way home

from a baseball game, you could

meet a dragon who's searching

for a hero to save his desperate

planet. If you yearn for a classic

(and funny) confrontation be-

tween good and evil on a strange

new world, grab a baseball bat

and take a swing at Monster Party.

A baseball bat? That's right.

On the Dark World, your best

weapon may be a well-rosined

Louisville Slugger. Many of the

creatures you meet will fire vari-

ous energy blasts at you, but you

canreturn them with a well-timed
swing.

Of course, some creatures are

abit harder to defeat. Fortunately,

Imagine, for a moment, the theme from
Jaws played on a piccolo.

GAME PLAYER'S

Gary Meredith

Version reviewed: Nintendo. Ban-
dai America, 12951 East 166th Street,
Cerritos, CA 90701.

Just let these guys dance, Bert, or you'll be
here forever.
on the Dark World, there are
strange blue pills that will meld
you with your dragon friend, Bert.
AsBert, you can fly and shootlaser
blasts from your fingertips.
Monster Party’s sense of hu-
mor sets it apart from other quest
games. Many of the creatures you
face will make you smile, or even
laugh out loud. For example, how
can anyone keep a straight face
while battling giant fried shrimp,
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or man-eating sharks with huge
finsand minuscule bodies? There’s
evena plant that will evoke memo-
ries of the voracious Audrey from
the movie Little Shop of Horrors.

As you progress, you'll learn
that certain creatures have bonus
items, while others don’t and are
best avoided. Perhaps the key to
playing Monster Party is to know
when to be Mark, and when to be
Bert. You’'ll also have to know
where to find the blue pills when
you want to be Bert. And you must
decide the order in which to fight
certain creatures (or whether to
fight them at all). The password
feature makes it easy to repeat a
stage so you can figure out the best
way to proceed.

Monster Party provides just
enough thrills to keep things
moving along from one outland-
ish creature to the next. Just keep
laughing, and keep swinging that
bat!

<SP

Part(liy cloudy, with a 100 percent chance of

stardust tonight. Don’t let the sparklers
touch you!
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NFL FOOTBALL FOR NINTENDO

In LN Toys’ NFL Football for Nin-
tendo, about the only things miss-
ing are the groans and the bruises.
As the first videogame officially
licensed by the National Football
League, NFL Football allows you to
control nearly all of the variables
of areal football game, right down
to the wind.

You can choose your teams
from the ranks of the American or

the National Conferences, and all
players are rated by skill level.
Features include authentic forma-
tions for both defense and offense,
and the option of calling audibles
at the line of scrimmage. If you
have what it takes to complete a
winning season, you'll come away
with the big prize — the Super
Bowl trophy.

| w
i &l

Coach your favorite NFL team to the Super
Bowl.

R s B

MAD MAGAZINE'S FAVORITE SPIES

RETURN TO NINT

Spy Vs. Spy: The Island Caper is the sequel to the
original Spy Vs. Spy.

LISTEN CAREFULLY,
GRASSHOPPER

In FCI's Phantom Fighter for Nintendo, you must
battle terrible ghosts called Kyonishies in order to
save eight Chinese villages. But these ghosts aren’t
going to vanish as a result of your power alone. You
must train with the venerable Kung Fu Master, who
will pass along his wisdom as well as his martial
arts talents. The fighting skills will serve you well in
your battles against human foes, but you'll need the
wisdom to unravel the puzzles and quizzes placed
between you and ultimate victory

ENDO

If you're familiar with the antics
of the Spy Vs. Spy comics by Ser-
gio Aragones in Mad magazine,
take a look at Spy Vs. Spy: The
Island Caper, the latest Nintendo
game from Kemco-Seika. Even
more exciting and diabolical than
the original Spy Vs. Spy, this se-
quel takes place on several tropi-

cal islands. You must find and
assemble the parts of a powerful
missile, while your opposite
number tries his best to stop you.
Sharks, quicksand, coconutbombs,
and a suspiciously rumbling vol-
cano are only a few of your wor-
ries. It’sarace against time to build
themissileand escape in your cozy
submarine.

The Kung Fu Master’s teachings will be of great help.
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Activision is releasing two titles for Nintendo this fall.
In Stealth ATF, you pilot the latest fighter plane in the
stealth arsenal. One player can go against the com-
puter, or two players can battle each other. Thesmooth
controls and 3-D graphics provide an exciting look
into the aerial warfare of the next decade.

These sitting ducks are unaware of your presence in Stealth ATF.

THE ORBS

They’re back, and they’re once again terrorizing a
helpless population on Earth. When last we met the
omnipresent Orbs, they were infesting New York.
Now they’ve turned up on the West Coast in Manhun-
ter: San Francisco, the latest computer game from
Sierra On-Line. Once again, you are forced to work
for the Orbs, hunting down your fellow humans.
Appearances, however, are deceiving.

Anyone familiar with the earlier game, Manhun-
ter: New York, will feel right at home with Manhunter:
San Francisco. Unlike other Sierra games, all actions
are selected with a cursor, rather than by typing
keyboard commands. You can do anything from
examining dead bodies for clues to playing the
numerous arcade sequences scattered throughout
the game.

GAME PLAYER'S

Two armies of monsters prepare to square off in Archon.

Archon is a chesslike game about the titanic
struggle between the forces of light and darkness.
You can control either side, directing characters with
unique powers who can fly, teleport, or battle it out in
the Death Chamber. Your goal is to gain five power
points and defeat the opposition.

ARE BACK!

i
i

I

Manhunter: San Francisco shows you the city as
you've never seen it before.
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Manhunter: San Francisco is being released for
IBM, Tandy, and compatible computers with color
or monochrome graphics.

You can scan for suspects using this map of
the city.

EMPEROR ZAE
WANTS YOU!

Star Fleet II: Krellan Commander is the sequel to
Interstel’s popular Star Fleet I. This time, you play
on the Krellan side in the service of Emperor Zae.
While pursuing ships from the United Grand Alli-
ance, you'll progress from a lowly altern to the
admiral of an entire Krellan battle fleet.

Star Fleet Il is a very complex game that covers
the whole process of getting a ship, gaining experi-
ence on survey missions, and eventually going into
battle, either in space or on a number of planets.
Success calls for a variety of gaming skills.

Star Fleet II is for IBM, Tandy, and compatible
computers with DOS 3.0 or higher (640K minimum
memory recommended).

WATCH OUT
FOR FALLING BLOCKS

Be Careful! You will
be buried alive by the
addictive 3-D challenge
of BLOCKOUT™

As the 3-D blocks
appear, flip, rotate and
maneuver them into
position as they fall into the playing pit. Fit them
together to complete layers, and you'll steadily
clear your way out. But, make one false move, and
you'll be buried in blocks.

Plus, with more and more complex sets of
blocks, faster and faster action and hundreds and
hundreds of pits, there’s a version of BLOCKOUT
for every player.

Contact your local dealer for details.

Available for IBM PC® TANDY®, AMIGA™, and
MACINTOSH™ computers.
BLOCKOUT is a trademark of Kadon Enterprises, Inc.,

and is used by permission. California Dreams. 780
Montague Expressway, #403, San Jose, CA 95131

(408) 435-1445 ©1989 Logical Design Works, Inc.,
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SPACE ROGUE AND OMEGA FROM ORIGIN

Origin Systems is releasing Space
Rogue, expected to be one of the
better space adventure games this
year. Left to fend for yourself after
pirates destroy your mother ship,
you set out to find fame and for-
tune in the galaxy. You can hire
out legally as a cargo hauler or
illegally as a pirate, robbing all the

cargo haulers. There are numer-
ous people to meet in spaceports
and on planets throughout the Far
Arm region.

In Omega, another new game
from Origin, you play an elite
cybertank engineer who is trying
to design and test the ultimate
battle tank. First design the hard-

ware, then program the artificial
intelligence software that runs it.
You can test your tank on battle-
fields you devise, and add im-
provements as needed.

Space Rogue and Omega are for
IBM, Tandy, and compatible
computers; the Apple II; Macin-
tosh; Amiga; Atari ST; and Com-
modore 64.

SHUFFLE-
BOARD, BUT
NO OCEAN
CRUISE

or VGA graphics.

So, just how good is your hand-eye coordination? If you want to give it a real
workout, try Shuffle Mania from XOR. The only thing missing is the sea spray
and the creak of deck chairs.

Shuffleboard is not the only game on the agenda, however. Once you tire
of piling up the points in shuffleboard, there are eight other games waiting to
test your skills — including simulations of bowling and curling.

You can play Shuffle Mania with a friend, against the computer, or practice
by yourself. It's for IBM, Tandy, and compatible computers with CGA, EGA,

IN SEARCH OF THE DESERT FOX

It’s hard to imagine how any com-
mander could have done better
than Erwin Rommel in North Af-
rica during World WarII. Although
his German Afrika Korps was
badly outnumbered and poorly
supplied, he still managed to be-
devil the Allies for two years. In

Rommel: Battles for North Africa
from SSG, you can play the part of
Rommel (which may be an exer-
cise in futility) or the Allied com-
mander, Bernard Montgomery.
SSG’s Warplan and Warpaint
modules allow you-to construct
your own battles and battlefields,

or modify the historical scenarios
in a number of ways.

Romimel: Battles for North Af-
rica, already an award-winning
game for Commodore computers,
is now available for IBM, Tandy,
and compatibles with 512K mini-
mum memory, and VGA, MCGA,
EGA, or CGA graphics.

GAME PLAYER'S
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SPACE QUEST Ill,
NOW FOR THE AMIGA

At the end of Space Quest II, we left our reluctant
hero, Roger Wilco, after he had just settled down in
his spaceship for some much-needed suspended
animation. But now his ship has been scooped up by
a strange salvage vessel, and Roger must find a way

e T || PLAYSTREETROD
:io r'escu’; thehTwo Guys from Androme%a, g};mg | AND You MAY BE DHIV'NG
es?rti/riz:?slty ieslt:;sséd for IBM, Tandy, and com- BACK Tn THE FUTURE

Cruise back to the
"ond ol” days of rock
"n roll, drive-ins, and
racin’ for pink slips as
you rod around town
at 90 mph.

But hey, first you’ll
need a car. Choose
one of the 25 classics
from a 32 Ford Coupe
to a 63 Vette, and soup it up into a fire breathing
Street Rod with some of the 35 custom parts.

Then, it’s down to Bob’s Drive-In where your
buddies are waiting to see you show your stuff. Wanna
drag? Out to dead mau"s curve? You’d better win or
you’ll never become King of the streets.

Plus, you could drive away in a ’58
Impala Street Rod or win one of hun-
dreds of other prizes in the Street
Rod Sweepstakes.

= Available for IBM PC* and
The Amiga version of Space Quest 11l has great f TANDY"® computers.
graphicsand.sound, California Dreams’ Street Rod
Sweepstakes Official Entry Form
WIN a 1958 Chevrolet Impala!
No Purchase Necessary Contest Ends March 31, 1990

patible computers, Space Quest III has been up-
graded to make the most of the Amiga’s graphics
and sound capabilities. An animated sequence at
the beginning of the game fills in the background of
the story and launches the adventure.

Name ==

Address

City. State.

Zip Phone

What is the driver of the '55 Chevy called?

Sales PersonsName_____ Store Name

For the answer to the contest question and complete contest
details, contact a participating dealer. © 1989 Logical Design
Works, Inc., 780 Montague Expwy, #403, San Jose, CA 95131

E)‘usl'p};i;;%;lilc, sees to attrt trouble CALI FORN |A !
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FESTER’S QUEST
FOR NINTENDO

You probably wouldn’t be surprised if invading aliens
abducted a certain city’s entire population but conven-
iently overlooked the Addams family. It seems every-
one tries to give the Addams mansion a wide berth —
which just may be your ace in the hole.

Sunsoft’s Fester's Quest is a new Nintendo game
based on the classic TV show The Addams Family from
the 1960s. In Fester’s Quest, Uncle Fester and the rest of
the spooky family (minus Gomez, who’s looking after
things at home) set out to defeat the alien invaders.

Fester must assemble a map revealing the where-
abouts of the Master Alien Boss. Each time he kills an
alien boss, he gets a piece of the map. To help Fester in
his quest, the other family members have hidden sup-
plies in several houses around town. Lurch, the tower-
ing butler, even shows up to do away with a few aliens.
When Uncle Fester gets all five pieces of the map, he still
must confront the Master Alien Boss in a final titanic
struggle.

THE PLAYROOM
FOR PCs

Broderbund’s The Playroom is a unique melding of edu-
cational and entertainment software for youngsters.
Unlike some other educational software, The Playroom is
not a dry, lifeless drill program.
Everythingstartsinsideasimulated playroom, where
children (and probably more than a few adults) can use
a mouse, joystick, or keyboard to move a cursor to vari-
ous objects. Each object represents a game, which is also
controlled with the cursor. Children can play spelling,
math, vocabulary, time-telling, and creativity games, ac-

The Addams family is in a race against time in Fester’s Quest.

Charm and humor aid learning in The Playroom.

companied by a charming companion, Pepper Mouse. There’s even a bulletin board which speaks in a digit-
ized voice to teach survival skills, such as knowing the word for poison or the safe way to cross a street. There’s

also a printer option.

The Playroom is available for all IBM, Tandy, and compatible computers. It works with VGA, MCGA, EGA,
CGA, Tandy 16-color, or Hercules graphics, and requires at least 512K memory and DOS 2.1 or higher. The

package includes both 5.25- and 3.5-inch disks.
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8 EYESFOR
NINTENDO

In 8 Eyes, a new Nintendo game
from Taxan, you play Orin the
Falconer in a future world deci-

40

Italy

Arabia

Your quest in 8 Eyes will take you around the world.

BREACH 2 FOR
PC., ST, AMIGA

Omnitrend Software is releasing
Breach 2, a sequel to the popular
role-playing war game, Breach. The
new version has better graphics,
more animated combat, digitized
sound effects, and an original
musical score.

The focus of Breach 2 is on
confrontation and combat. You
start by creating your own charac-
ter, then try to advance through
the ranks. Blocking your path are
ten unique opponents who have
access to all of the same weapons
and equipment that you do. The
action takes place against a variety

Africa

PREYV

mated by nuclear war. The Great
King has used the 8 Eyes, fantastic
jewels formed from nuclear explo-
sions, to rebuild civilization. But
his eight Dukes have stolen the
Eyes, and they’ve banished the
King to the wastelands.

Now it’s up to you and your

As seen in this Amiga screen, Breach 2 offers
both overhead and map views of the action.

of multicolored backgrounds, in-
cluding missions in space and
encounters on alien worlds.

Other features include adjust-
able skill levels; the ability to link
scenarios together to form cam-
paigns; optional scenario disks;
and an editor that lets you create
your own scenarios or modify
existing ones.
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fighting falcon, Cultrus, toretrieve
the 8 Eyes. First you must battle
the Dukes’ soldiers and horrifying
mutant creatures. Then you must
journey to the Altar of Peace to
replace the jewels and await the
return of the Great King.

The status window in Breach 2 (right) allows
youtomonitor your character’s health, strength,
and other attributes.

Breach 2 is being released for
the Amiga, Atari ST, and IBM PC-
compatible computers. The PC
version works with CGA, EGA,
VGA, and Tandy 16-color graph-
ics; the AdLib or Creative Music
Systems sound boards; and a
Microsoft-compatible mouse.

<SP
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This list of 100 top video and
computer games is updated
each month. The % symbol
indicates recently reviewed
games added to the listin this
issue.

KEY TO VERSIONS: PC (IBM
PC/XT/AT, PS/2, Tandy,
andcompatibles); AT(IBM
ATand compatibles only);
64 (Commodore 64/128);
Amiga (Commodore
Amiga); Mac (Apple
Macintosh); Apple Il
(Apple lI/lI+/lic/lle); NGS
(Apple IIGS); ST (Atari ST);
NES (Nintendo Entertain-
ment System); Game Boy
(Nintendo Game Boy):
Sega (Sega Master
System); Genesis (Sega
Genesis); NEC (NEC Tur-
boGrafx-16); 7800 (Atari
7800); 2600 (Atari VCS
2600); XE (Atari XE video-
game system and 8-bit
computers). The first ver-
sion listed in each entry
was the version reviewed.

¢ Adventures of Bayou Billy
combines martial arts action,
fast driving, and shooting. As
Billy, you start your adventure
down in the bayous of Louisi-
ana. Your girlfiend Annabelle
has been kidnapped by
Gordon, the Gangster King
of Bourbon Street, and now
it'spay backtime. Thisgame
keeps you busy, but humor-
ous fouches keep you laugh-
ing as well. Konami, for NES.

Adventures of Lolois a puzzie-
solving game that rewards
logic and patience. Princess
Lala has been kidnapped,
and it's up fo Prince Lolo fo
save her. He can do this by
clearing a seemingly endless
numberofroomsin the Great
Devil's castle. It's an enjoy-
able mind-bender for both
adults and children. Hal
America, for NES.

AirFortressisn’t revolutionary,
but it is one of the most play-
able zap-the-aliens games
available for Nintendo. Your
mission is to shoot your way
through a series of alien
space forts invading your
planet. Each fort is a maze of
corridors and elevators
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guardedby hostile aliensand
robofts, and you must locate
the main reactor and destroy
itbefore escaping. The graph-
icsare genuinely imaginative,
and the game s neither too
easy nor too hard. Hal Amer-
ica, for NES.

Altered Beast is an action
game that makes you the
monster. Summonedfromthe
grave by Zeus to rescue his
daughter Athena, you're a
mighty warriorwho cantrans-
form into various kinds of
fearsome beasts. Altered
Beastcomes with every Sega
Genesis and is far superior fo
the earlierversion forthe Sega
Master System. It rivals the
arcade version with outstand-
ing graphics, numerous
screens, fast action, and ste-
reo sound. Sega, for Genesis,
Sega.

The Ancient Art of War at Sea
realistically simulates the tac-
tics of the age of sail. It lets
youwage campaigns against
Nelson, Blackbeard, John
Paul Jones, and other great
captains, or make up your
own customized scenarios
and maps. A different sort of
war game, rather charming.
The PC version has newly
updated EGA graphics. Brod-
erbund, for PC, Apple Il, IIGS,
Mac.

Archipelagos is an unusual

puzzle game from the UK.
Your goal is to conquer ran-
domly shaped landmasses
by absorbing stones and
destroying obelisks. Some-
times you must build land
bridges to connect isolated
islands, and typical obstacles
include deadly trees, acrea-
ture who turnslandintosand,
and eggs that release poi-
soned blood. A fascinating
and addictive game of strat-
egy and action. Logotron/
Britannica, for PC, Amiga, ST.

Baal upholds the Psygnosis
reputation for graphically
outstanding action games
with fast and smooth anima-
tion. As the captain of the
Time Warriors, an elite com-
mando squad, you must re-
trieve the apocalyptic War
Machine from the evil Baal.
This involves running, jump-
ing. somersaulting, climbing
ladders, leaping over bombs
and mines, and (of course)
shooting enemies. Psygnosis,
for 64, PC, Amiga, ST.

Bad Dudes is an uncompli-
cated kill-anything-that-
moves game, with anominal
plot that involves rescuing a
kidnapped president. The
Nintendo version is a worthy
adaptationofthe arcade hit,
butlacks asimultaneous two-
player option. Overall, a
simple and satisfying action
game. DataEast, forNES, PC,
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64, Amiga, ST, Apple Il.

Batman, The Caped Crusader
has much in common with
the summer’s hit movie — it
looks fantastic and is fun af
first, but eventually falls just
short of greatness. The prob-
lem is that Batman is a cross
between a martial-arts ar-
cade game and a computer
puzzle, and the sheer num-
ber of enemies you must
defeat can become over-
whelming. The player inter-
face is well-designed, how-
ever, and the graphics cre-
ate a good comic-book
“feel.” Data East, for 64,
Amiga, ST, Apple II.

Battles of Napoleon is an in-
tense sirategy game that lets
you relive the bloody cam-
paigns of the Napoleonic
Wars. Like traditional board-
based war games, it has a
hexagonal grid map, individ-
ual unit markers, complex
rules, and lofs of minutiae.
The learning curve is steep,
but the reward is historically
accurate and fascinating
game play. SSI/Electronic
Arts, for 64, Apple Il

Bionic Commando dropsyou
behind enemylinestorescue
Super-Joe, an ace combat
soldier. Using a map of 19
areas, players must save Joe
and thwart an evil plan fo
take over the world. Fast
action, great graphics, and
variety — this game has it all.
Capcom, for NES.

Blades of Steel is an ice
hockey game that sizzles!
Choose anNHL franchise and
make a run for the Stanley
Cup. If you push foo hard, a
brawl will ensue. Its playabil-
ity and good graphics make
this game a crowd favorite.
Konami, for NES.

Blaster Master takes you
through eight levels of nar-
row passageways as you try
to find and destroy the Pluto-
nium Boss. In your armored
vehicle, you struggle against
many kinds of radioactive
mutants. Most of them can
be killed with your car’s
weapons systems, buf fo
conquer some you must
leave the car and fight on
foot. Sunsoft, for NES.

< Blockout is basically a 3-D
spin-off of Tefris. Instead of



positioning two-dimensional
shapes atthe bottom of aflat
screen, you have to steer
three-dimensional blocksinto
the bottom of a walled pit.
Since each wire-frame block
can be rotated around three
different axes and maneu-
veredinfourlateral directions,
Blockoutis areal brain-twister
that adds a whole new di-
mension to an old favorite.
California Dreams, for PC,
Mac, Amiga.

Blood Money for the Amiga
may well be the best shoot-
em-up computer game ever
written. The lengthy infroduc-
tion — with ifs stunning aster-
oid sequence and digitized
stereo soundtrack — is not to
be missed. Fortunately, the
rest of the game lives up to
these theatrics. The graphics
are extremely detailed, the
animation is sometimes star-
tling (watch for the jellyfish in
the undersea world), and the
difficulty levelis arcade-class.
There’s even a simultaneous
two-player option. Psygnosis,
for Amiga, ST, 64.

Capone is a simple shooting
gameinwhichyou‘rethe cop
and the targets include ev-
erygangsterin Chicago. They
blaze away at you from side-
walks, alleys, windows, and
warehouses, and you have
to shoot them before they
shoot you. Excellent graph-
ics, though afast PCisrecom-
mended for smooth anima-
tion. Alight gun ormouse also
helps. The lack of a continue
feature may frustrate some
players. Actionware, for PC.

Castlevania Il: Simon’s Quest
returns you to a Nintendo
version of Transylvania in
search of Dracula‘sscattered
(and well-guarded) remains.
Guide your whip-wielding
hero through lakes of fire,
dank stone villages, and vast
haunted mansions. A big,
elaborate quest game with

good graphics and plenty of
challenges. Konami, for NES.

Chessmaster 2100 is an im-
pressive, feature-laden se-
quel to the excellent com-
puter chess program, Chess-
master 2000. The chess-play-
inglogichasbeenimproved,
and the stunning screen
graphics, sound effects, and
depth of play should impress
novicesand expertsalike. The
Software Toolworks, for PC,
Apple I, IIGS, 64, Mac, and
Amiga.

Chuck Yeager's Advanced
Flight Trainer 2.0 emphasizes
flight fraining, not combat or
real-world scenery. The pro-
gram, manual, and audio
cassette (with Yeager's
voice) help youthroughtake-
offs, aerobatics, and land-
ings. You can pick from 18
different aircraft (biplanes to
space shuttles), compete in
air races, and fly with the
Thunderbirds and Blue An-
gels. Anexcellentwaytoeam
your electronic wings. Elec-
fronic Arts, for PC.

Cosmic Osmo is the delight-
ful sequel to The Manhole, a
unique cartoonlike game of
unstructured exploration. You
don’t have to kill any ene-
mies, pursue any quests, or
destroy any planets. Instead,
you freely move about a
topsy-turvy universe of odd
placesand objects, interact-
ing with the graphically de-
tailed environment in almost
any way imaginable. It's so
nonviolent that 'your space-
ship shoots Q-Tips. Activision,
for Mac.

< Curse of the Azure Bonds,
the sequel to Pool of Radi-
ance, is an Advanced D&D
adventure. It's a solid fan-
tasy role-playinggame that’s
definitely not for wimps. You
begin with level 5 charac-
ters, and you have several
new categories of monsters
to overcome. In fact, com-
bat is the heart and soul of
this game. Be prepared to
spend many hours fighting
enemies and exploring. Rec-
ommended forexperienced
adventurers. SSI, for 64, PC,
Apple Il.

Cyborg Hunter brings to the
Sega system a first-rate ac-
tion maze gamein whichyou
guide a bounty hunter

against the evil warlord Vip-
ronand hisequally evilcyborg
minions. The graphics are
excellent, the game play
exciting, and the action
nonstop. Activision, for Sega.

% Decisive Battles of the
American Civil War (Volume
2) is a well-designed strate-
gic war game in the board
game tradition. It covers the
middle pericd of the war with
such battles as Gettysburg,
Chickamauga, Gaines Mills,
Stones River, and Chat-
tanooga. What makes it
unique, however, is its out-
standing graphics — it is the
first really playable hexagon-
grid war game for a personal
computer. SSG, for PC, 64,
Apple Il, Mac.

Defender of the Crown is a
graphically rich action and
strategy game based on civil
warin historical England. You
have been chosento lead a
group of gallant Saxonknights
against the Normans. The
ultimate goal is the crown of
England. Win, and you gain
land, fortune, and your fair
maiden. Amiga and PC EGA
users, especially, willenjoy the
many visual effects. Cine-
maware, for Amiga, NES,
Apple IIGS, Mac, PC, 64, ST.

“ Desert Commander is the
most realistic war game yet
seen for Nintendo. Based on
the North African campaigns
of World War ll, it simulates air
and ground warfare with
emphasis on strategy. not
arcade action. Despite afew
flaws — limited maneuvera-
bility, mysterious casualty
statistics, and occasional tol-
erance of absurd tactics —
it’s an entertaining and wel-
come gesture foward more
sophisticated war games.
Kemco-Seika, for NES.

< Destroyer Escort puts you
in command of a World War
Il warship, and your mission is
to escort supply and troop
ships through hostile waters.
Neither an all-out shoot-em-
up nor an ulira-realistic simu-
lation, it combines elements
of both genres to create an
easy-to-play, entertaining
military game. MicroPlay/
MicroProse, for 64.

Double Dragon is one of the
finest games available for
those who like their action
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fast and theirenemies relent-
less. Billy grew up as a
streetwise martial arts expert.
His girlfriend is abducted by
the toughest gangin the city.
You'lineed all 11 methods of
attack, plusthe oddweapon,
to rescue her. Tradewest, for
NES; Arcadia, for Amiga, PC:
Activision, for Atari 2600, 7800,
Sega.

Dr. Chaos is a two-phase
game that first requires you
fo explore a mazelike man-
sion in search of a missing
invention. After finding it, you
must fight your way back
through the mansion to as-
semble pieces of a laser
weapon. The first phase
demands careful mapping:
the secondresembles astan-
dard Nintendo shoot-em-up.
If you like large, intricate
puzzles, you'll find Dr. Chaos
amost elaborate and clever
game. FCI, for NES.

DuckTales delightfully cap-
tures the spirit of Walt Disney
cartoons. You guide Scrooge
McDuck (with cameo ap-
pearances by other Disney
characters) throughout the
world on a quest for five leg-
endary lost freasures. The
amusing graphicsarevintage
Disney, there’s no gruesome
violence, and the skill level is
challenging without being
too difficult. Perfect for Disney
fcnss of allages. Capcom, for
NES.

2% Echelon is billed as a 3-D
space flightsimulator, andit’s
adarn good one. Butit’s also
a thoroughly engrossing
adventure game in which
youdiscover cluesto apirate
base while making an ar-
chaeological survey of a
planet. Thoughtful features,
great graphics, and startling
sound effects (for PCs) make
this game a winner. Access,
for PC.

Empire is an award-winning
game of global conquest in
whichyoucommandarmies,
fleets, and aerial armadas
against a very fough com-
puteropponent. Easytoplay,
yeteverchallenging, itisquite
addictive and has eamned a
deserved reputation as a
classic. Interstel, for PC,
Amiga, Apple I, IGS, Mac,

F-19 Stealth Fighter is an ex-
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ceptionally high-quality simu-
lation of air combat in the Air
Force’stopsecretplane. You
fly from carriers orland bases
on combat and reconnais-
sance missions in Libya, the
Persian Gulf, the North Cape,
and Central Europe. You
control virtually everything in
this detail-rich, high-tech
craft. MicroProse, for PC.

Fighting Street is the first title
released on compact disc
for the NEC TurboGrafx-16
and special TurboGrafx-CD
player. It's a martial-arts ac-
tion game similar fo such
Nintendo hits as Double
Dragon and Ninja Gaiden,
but with obviously superior
graphics and sound. Except
for its stereo soundtrack,
however, it doesn’t seem to
make the most of the CD’s
vast potential. It may take
awhile forgame designers to
catch up with thisadvanced
technology. Capcom, for
NEC.

Gauntlet is one of the few
role-playing games for Nin-
tendo. As one of four adven-
turers you'll trek through 100
rooms, battling enemies and
looking for treasure. A game
equally fun for one player or
two players in cooperation
or competition. Helpful pass-
word feature. Tengen, for
NES; Mindscape, for Amiga.,
Applell, lIGS,Mac,PC,64,ST.

Genghis Khan may well be
the finest historical role-play-
ing game on the market.
Great fun to play, it also
teaches some profound les-
sons about the realities of
power. Become one of four
13th-century monarchs and
try to rule the world. You get
all the power, but also all the
problems. Startlingly beauti-
fulgraphics. Koei, for PC, NES.

% Goall is a soccer game
thatlets you compete forthe
World Cup — against either
the computer or a friend.
Each on-screen player is
ranked according fo various
soccer skills, and other realis-
tic tfouches include fallible
referees, cheering crowds,
and halftime entertainment.
The screen can be a bit
confusing (only part of the
field appears at one fime),
but overall this is quite an
enjoyable sports simulation.
Jaleco, for NES.
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Hidden Agenda is an infrigu-
ingstrategy game that makes
you the new presidente of
Chimerica, a fictional Latin
American country whose old
government was recently
overthrown. Your position is
insecure, yet you must bal-
ance many conflicting forces
and pressures while rebuild-
ing the economy and trying
to keep the peace. Reveal-
ing, educational, and fun.
Springboard, for PC, Mac.

Hostage jumps right off the
front page of today’s news-
papers. Terrorists have at-
tacked an embassy and
captured hostages. Youlead
asix-man commando squad
to rescue the hostages and
kill the terrorists. A fraining
mission helps acquaint new
players with the game. It's a
realistic depiction of a famil-
iarcontemporary nightmare.
Mindscape, for PC, Amiga,
ST. Retitled Rescue: The Em-
bassy Mission for NES, from
Kemco-Seika.

¥ Indiana Jones and the Last
Crusade is a faithful adapta-
fion of lastsummer’s hitmovie,
re-creatingmany scenesand
even some dialogue. Al-
though Indy’s quest for the
Holy Grail parallels the movie
plot, it also diverges in some
inferesting ways. An entertain-
ing adventure with attractive
graphics. Lucasfim, for PC,
Amiga, ST.

IronSword: Wizards & Warriors
Ilisasuperiorsequelthat picks
up where the original story
left off. The sinister sorcerer
Malkil has returned and is
spreading evil from atop
IceFire Mountain. As the
brave knight Kuros of Elrond,
you must fightyourway tothe
mountain and defeat Malkil.
The graphics are dazzling,
and the diverse challenges
are the game’s strong point.
Acclaim, for NES.

Jack Nicklaus’ Greatest 18
Holes of Major Championship
Golf isn't a flashy or spec-
tacular game, but it is a
consistent and professional
simulation of pro golf. One to
fourpeople canplayonthree
different courses, including a
fantasy course of Nicklaus’
18 favorite holes. You can
even challenge nine differ-
ent computer opponents,
including Jack himself. Ac-
colade, for Amiga, PC, 64,
IIGS. Konami, for NES.

Jigsaw! is actually a puzzle
program, not a game.
Graphics screens are
scrambled into 8, 15,40, or 60
piecesforyoutoreassemble.
The smaller puzzles are great
for kids, and the larger ones
are harder than they seem —
unlike cardboard jigsaws, all
pieces are the same size and
shape. You can load your
own graphics screens, too.
Clever, nonviolent family
entertainment. Britannica
Software, forPC, Amiga, lIGS,
Mac.

John Elway’s Quarterback
has been a popular football
game in the arcades, and
the new home versions gen-
erally offer flexibility of play
with a wide range of strafe-
gies. Tradewest for NES; Mel-
bourne House, for PC, Apple
II, IIGS, 64.

Jordan Versus Bird: One On
One is the sequel to one of
the most popular athletic
simulations of all time: Larry
Bird and Dr. J Go One-On-
One, which has sold over
400,000 copies. The new
game offers everything the
earlier program had, plus
some extras. There are three
games here: Bird vs. Jordan;
an Air Jordan slam dunk
contest; and a three-point
shootout. Electronic Arts, for
4.

% Journey is a radical but
logical departure from In-
focom'’s traditional text-only
adventure games. Thanks fo
attractive graphics and a
menu-based user interface,
it’s much less complex and
easier to play. It also boasts
some of the best interactive
fiction writing ever. Though
some willappreciate itslower
frustrationlevel, traditionalists
may miss.the mind-racking
puzzles and lengthy playing
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time. Infocom/Mediagenic,
for PC, Mac, Amiga, Apple Il.

% Keith Courage in Alpha
Zones is the first game re-
leased for the NEC Tur-
boGrafx-16(it'sincluded with
every system). As Keith Cour-
age, your mission is to save
the world from alien invaders
by penetrating their seven-
zone world beneath the
Earth’s surface. The game is
similar to such Nintendo titles
as Strider and Bionic Com-
mando, but with noticeably
better graphics. It also gives
us a peek at the promising
potential of this powerful
game system. NEC, for NEC.

King’s Quest IV: The Perils of
Rosella is a remarkable addi-
tiontothe King’s Quest series.
The story has King Graham's
daughter on a quest of her
own fo save the king's life.
Wonderful graphics combine
with fairy fale and mythologi-
cal allusions to provide doz-
ens of hours of game play.
Sierra On-Line, for PC, Apple
I, IGS, Mac, ST.

Kings of the Beach: Profes-
sional Beach Volleyballis the
volleyball equivalent of Jor-
dan Vs. Bird: One on One in
style, design, and overall
excellence. Try to master the
six-pack slammer, the dig.
and the Kong block as you
play on beach courts around
the world. Electronic Arts, for
PC. Konami, for NES.

Lee Trevino’s Fighting Golf is a
thorough and challenging
simulation. The control pad
becomes a sensitive substi-
tute for a club as you work
yourway through sand, wind,
and the other hazards of 18
holes. Choose your golfer
from a menu of four very dif-
ferent players. SNK, for NES.

The Magic Candle is a fradi-
tional fantasy role-playing
game that breaks no new
ground, but nevertheless is a
beautiful addition to the
genre. You lead a band of
adventurers in search of a
magic spell that will contain
the evil demon Dreax, who
wasimprisoned agesagoand
is now escaping. There’s lots
of exploring, a reasonable
amount of combat, and a
command structure that is
both logical and flexible.
Mindcraft, forPC, 64, Applell.



Mappyland is an upbeat, in-

nocuous adventure that
avoids the mass extermina-
tion and high-tech destruc-
tion found in many Nintendo
games. The centralcharacter
is a mouse named Mappy.
who is pursued by kittens as
he tries to collect cheese,
Christmas trees, and other
items for his fiancee, Mapico.
Mappyland's playful action,
bright graphics, and likeable
characters should appeal to
gamersof allages. Taxan USA,
for NES.

Mega Man Il is a sequel that
surpasses the original. As
Mega Man, you must defeat
amadscientist’s eight power-
ful androids o thwart his dia-
bolical plot to rule the world.
The all-new androids are
challenging opponents, and
the game’s other characters
are cartoonlike creatures with
destructive tendencies. Even
the graphics are better this
time around. Capcom, for
NES

Metroid is a very popular Nin-
tendo game in which you
guide space hunter Samus
throughthe maze-world of the
planet Zebes. Excellent, fast-
paced game play. Nintendo
of America, for NES.

Microsoft Flight Simulatoristhe
“game” that first made enter-
tainment software abest-seller
on IBM-compatible comput-
ers. It’s really more of a true
simulationthanagame, since
you don‘t score points, fight
enemies, or embark on a
quest. Just sit back in your
Cessna and fly. PC version 3.0
offers improved graphics,
especially with EGA or VGA.
Microsoft, for PC, Mac:
Sublogic, for ST, Amiga, 64,
Apple Il, XE.

¥ Mightand Magic llisanear-
perfect example of its genre:
A fantasy role-playing game
with strong graphics, a well-
designed user interface,
lengthy playing ftime, and
numerous options. The auto-
matic ‘mapping is greatly
appreciated, and the well-
organized screen displays just
about everything you need
to know to play the game.
New World Computing.forPC,
64, Apple I, Mac, Amiga.

Mike Tyson’s Punch-Outisone
of the most popular Nintendo

games ever sold. You battle
your way up the ranks of
boxing contenders until you
get a chance to fight the
champ himself. As Little Mac,
you can throw jabs, upper-
cuts, and body shots. Nin-
tendo of America, for NES.

Montezuma'’s Revenge fea-
tures Panama Joe, an in-
trepid explorer, searching for
treasure in Central America.
The action begins when he
stumbles info the ancient
tomb of Montezuma, an
engrossingmaze of corridors,
chambers, and horrors.
Parker Brothers, for Sega.

NFL Challenge emphasizes
field strategy, not arcade
action. When the ball is
snapped, the players are
represented by chalkboard-
style X's and O’s — simple
graphics which may disap-
point some gamers. But the
real strength of this game is
what happens before the
ball is snapped. It takes you
beneath the rough-and-
tumble surface of pro foot-
ball to reveal the nuances
and subtleties of coaching
and play-calling. XOR, for
PC, Mac.

Ninja Gaiden promises o
become one of the most
popular Nintendo games of
1989. Ninja Gaiden is a
member of a highly trained
secret police force. He can
confront any evil with only
his sword and Shuriken to
protect him. During sixrounds
he meets numerous enemy
attacks in 20 areas of play.
Fast and furious action.
Tecmo, for NES.

Nobunaga’s Ambition is an
impressive historical simula-
tion. It places you in 16th-
century Japan as a powerful
daimyo (lord) attempting to
unify warring fiefdoms. More
than a war game, it forces
you to deal with diplomacy,
economics, and other fac-
tors. It has also survived the
transition from PC to Nin-
tendo particularly well. Koei,
for PC, NES.

The Omnicron Conspiracy is
essentially a role-playing
detective game with a sci-fi
twist. Your missionis to find a
missing secret agent, but
along the way you stumble
upon aconspiracy involving

Stardust, a new drug. Strong
points include humor, good
graphics, acleverfirst-person
user interface, plenty of
opportunity for exploration,
and a cyberpunk atmos-
phere. Epyx, for PC.

P.O.W. is a straightforward
shoot-out from the makers of
Guerrilla War. Deep inside
enemy teritory, youmust fight
your way to the would-be
perpetrators of a global
economic collapse. The lim-
ited range of combat moves
makesthe game easy to play
for novices, yet it's still chal-
lenging enough for video
veterans. You'd better bring
arapid-fire controller, though.
SNK, for NES.

Populous, to put it bluntly, lets
you play God. As either a
good or bad deity, you con-
trol the development of your
chosen people on the world
below. By flattening out the
mountainous tferrain, you
make their farms more pro-
ductive, and thereby in-
crease their population. The
ultimate goal is to conquer
the othergod’schosen ones.
An excellent and highly origi-
nal strategy game for one or
two players. Electronic Arts,
for Amiga, ST.

Presumed Guilty! requiresyou
to unravel an intricate infer-
national plot of mystery and
intrigue — before you get
framed foracrime youdidn‘t
commit. If you like spy novels
and mysteries, this spine-
tingler will keep you on the
edge of your seat. Cosmi, for
PC, 64.

Qix is an interesting revival of
an arcade hit from the early
1980s. By manipulating a
drawing tool, youmust carve
off sections of the screen
while avoiding fatal collisions
with the Qix, a weird thing
thatresembles aflock of flying
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knitting needles. Recom-
mended forthose who missed
it the first fime around. Taito,
for 64, PC, Amiga, Apple II,
lIGS, and ST.

Rastan, adapted from the
Segaarcade game, pufsyou
in the combat boots of a
successful mercenary who's
trying to rescue a king’s kid-
napped daughter. The col-
orfulactiontakesyouthrough
jungles, castles, and enemy
headquarters. The graphics
are good and keep getting
better, but be prepared fora
difficult game. Sega, for
Sega.

“ Red Lightning is an incredi-
bly detailed World War Il
simulation that pits NATO
armies against the forces of
the Warsaw Pact. It encom- -
passes virtually every aspect
of modern warfare and has
great graphics, but some-
fimes tends to bog down the
player with too much detail.
Recommended for serious
war gamers who appreciate
complexity. SSI, for PC,
Amiga, ST.

Red Storm Rising, based on
Tom Clancy’s bestselling
novel, is a highly realistic yet
quite playable simulation of
naval warfare as waged by
modern nuclear submarines.
You can pick from a variety
of U.S. subs and weapons be-
fore embarking on several
different missions against
Warsaw Pact forces. Rich in
detailand options, the game
takes awhiletoleamn, butsoon
immerses you in the action of
World War lll. Microprose, for
PC and 64.

RocketRangermakesyouthe
hero of a 1940s science fic-
tion serial. The Nazis will win
World War Il unless you can
rescue a scientist. But don‘t
worry! You've beensent ajet
pack from the future. Terrific
graphics, great game. Cine-
maware, for PC, Amiga, 64,
ST,1IGS; Kemco-Seika, for NES.

Romance of the Three King-
doms offers you the modestly
challenging job of unifying
medieval China. It’s no Sun-
day stroll. Start as a provincial
warlord and end up as em-
peror. A classy, sophisticated
game that conveys a rich
sense of historical texture and
teaches fascinating lessons
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about the redlities of political
power. Koei, for PC.

Search for the Titanic is a
unique simulation that casts
you in the role of an ocean-
ographer — an unlikely sub-
ject for a computer game, it
would seem, but highly origi-
nal. Your goal is to finance
and organize an expedition
tofind the famous$S.S. Titanic,
sunk by an iceberg in 1912.
You'lllearn alot about deep-
sea explorationandhave fun
alongthe way. Thisgameisn’t
for everyone, but it gets high
marks for playability and
authenticity. Capstone (Infra-
Cormp), for PC, 64, Apple Il.

Shadowgate is an excellent
graphics adventure, with a
fascinating interactive envi-
ronment and ingenious
puzzles to unravel. Very chal-
lenging and well designed.
Mindscape, for PC, Amiga,
Apple ll, Mac, 64, ST; Kemco-
Seika, for NES.

Shanghai allows you to play
the ancient game of Mah-
Jongg without having fo
round up other people, al-
thoughyoucanplay withone
or more friends if you want.
It's simple to match the
stacked tiles and remove
them from the board, but
winning is not that easy. En-
gaging. strategic, and habit-
forming. Activision, for PC,
Amiga, Apple II, IGS, Mac,
64, ST, Sega.

Silpheed is the Americanized
version of the sequel to
Thexder, which was a hitboth
here and in ifs native Japan.
Unpretentious andrefreshing,
Silpheed is an unabashed
space shoot-em-up with
great graphics. You're in
control of a futuristic fighter
that’s a cross between an F-
14 and the Millennium Fal-
con, and there are plenty of
aliens to zap. The IBM version
is notable as one of the few
really good shoot-em-ups
available for PCs. Sierra On-
Line, for PC, Amiga, ST, Mac,
lIGS.

Sim City isan outstandingand
original strategy game in
which you manage the de-
velopment of a simulated
city. As “years” pass, youmust
deal with such problems as
. taxes,zoning, crime, housing,

GAME PLAYER'S

transportation, city services,
commercial development,
and growing population.
Setbacks include natural dis-
asters, nuclear accidents,
and even monster attacks. A
true standout. Maxis, for PC,
Amiga, 64, Mac.

Skate or Die brings home the
excitement of “cement surf-
ing.” There are radicalmoves
and raunchy settings galore,
including a distinctly punk
atmosphere. Graphics are
good for NES, extra-nice in
the PC EGA version. Ultra, for
NES; Electronic Arts, for PC,
IIGS, 64.

Space Quest lll: The Pirates of
Pestulon reunites you with
space custodian Roger
Wilco. Roger’s mission is to
rescue the Two Guys from
Andromeda, a pair of game
designers extraordinaire, who
have been kidnapped by
Elmo and his fellow pirates.
Great fun, outstanding
graphics — everything
you’ve come to expect from
aSierragame. SierraOn-Line,
for PC, Amiga, Mac, lIGS.

StarGoose is an arcade-style
space shoot-em-up that
sends you on a mission to a
hostile planet. Zooming over
the heavily defendedsurface
in your fighter ship, you have
to blast the alien installations
before they blast you. Good
action, but strictly for fans of
kill-or-be-killed games. Lo-
gotron/Spinnaker, for PC, 64,
Amiga, ST.

Steel Thunder is a fank com-
bat simulator that doesn’t
allow the complexity of simu-
lation to obscure the fun. You
can choose from four differ-
ent tanks and armored ve-
hicles, and participate in 24
redlistic combat scenarios.
The graphics are highly de-
tailed — no wire-frame poly-
gons here. It's the next best
thing fo starring in your own
private war movie. Acco-
lade, for PC, 64.

“ Storm Across Europe is a
vast strategy game that
covers the enfire European
theater during World War Il
You can start in the fall of
1939, the spring of 1940, or
the summers of 1941-44. One
tothree people canplay, with
the restriction that the Ger-

man forces must be con-
frolled by a human player.
It's realistic, easy to play,
extremely educational, and
a true mental challenge. SSI,
for 64, PC, Amiga.

Y Strider combines action
with a scavenger hunt. As
Hiryu, the youngest and best
member of a commando
group known as the Striders,
you must rescue your best
friend Kain, who has been
kidnapped and brain-
washed. To locate the en-
emy base, you must find five
keys and six information disks
hiddenthroughout the world.
Strider is exciting, enjoyable,
and original. Capcom, for
NES.

Super Mario Bros. 2 is a super
sequel to the earlier Mario
Bros. adventures. Variously
playing the roles of Mario,
Luigi, Princess Toadstool, or
Toad,youembarkon aquest
to free the land of Subcon
from an evil spell. Great
graphics, whimsical charac-
fers, and amusing animation
deservedly make this game
a hit. Nintendo, for NES.

Tecmo Bowl offers a rowdy,
colorful, action-packedfoot-
ball simulation for Nintendo.
Teams in the game mirror
strengths and weaknesses of
real-life NFL teams, giving
ample scope for coaching
strategy. Definitely for adults
as well as kids. Tecmo, for
NES.

% Teenage Mutant Ninja
Turtles is based on the popu-
lar comic book characters
andTV show. You control four
genefically altered turtles
who live on pizza, are martial
arts experts, and have their
own unique skills. When their
human friend April is kidnap-
ped, you must guide the
turtles to her rescue. Unlike
most spin-offs of TV shows and
movies, this is a first-class
(though difficult) game. Ul-
tra, for NES, PC, 64, Amiga.

Tetris, a game developed in
the Soviet Union, is extiremely
habit-forming. Place the
sevenshapes of falling blocks
into horizontal rows. When
you finish one row, it falls from
the screen and the next
blocks start falling faster.
Simple to learn, but always
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challenging. Equally good in
all formats. Spectrum Holo-
byte, for PC, Amiga, Apple Il,
IIGS, Mac, 64, ST; Nintendo,
for NES, Game Boy: Tengen,
for NES.

The Three Stooges are more
than willing to assist Ma as Mr.
Fleecem, ano-good banker,
attempts to evict her (and
Mary, Leona, and Cynthia,
her three beautiful daugh-
ters). To raise funds, the
Stooges take a variety of odd
jobs, similar to some of their
finest shows, such as Hoi Pol-
loi and Punch Drunks. Lotsa
nyucks. Cinemaware, for PC,
Applell, 64; Activision, for NES.

Thundercade has so-so
graphicsandisn’t particularly
original — you‘re a hero who
must singlehandedly save the
world from doom — but it
makes up for this with excit-
ing game play. As the driver
of a special combat motor-
cycle, you infilirate enemy
territory in an effort o thwart
a gang of atomic terrorists.
The action is swift, and Thun-
dercadestands out asone of
the few Ninfendo games with
a simultaneous two-player
option. American Sammy, for
NES.

Time Soldiers, adapted from
the arcade hit, is a challeng-
ing, complex game in which
you fight enemiesin the past,
present, and future. This
game exercises your brain as
well as your reflexes. A friend
can play along with you in a
cooperative mode. Sega, for
Sega.

Track and Field Il recalls last
fall’s Olympic fever. Play 15
games of skill, stamina, and
savvy. Challenge an oppo-
nent or the computer in pole
vaulting, archery, gymnas-
tics, fencing, swimming, and
many otherexciting contests.
Choose any sporf you want,



do well, and listen to the
cheering crowds. Konami, for
NES.

Ultima V is the latest in a
deservedly popular series of
fantasy role-playing games.
Its alternate-universe, Tolkein-
ian world is much better
thought-out and internally
consistent than is usual in this
crowded genre. Charming
tapestry-like graphics and
smooth playability make this
a winner. Origin Systems, for
EE

Universal Military Simulator
offers armchair generals the
chance to re-fight actual
battles as you think they
should have been fought.
You canalso designyourown
maps and armies to stage
battles in the past or the fu-
ture. Additionalscenario disks
are released from time to
time, making this a powerful
programindeed. Rainbird, for
PC, Amiga, Mac, 64, ST.

Wayne Gretzky Hockeyisone
of the most realistic sports
simulations ever designed for
personal computers. It suc-
cessfully captures the fast-
paced feel of NHL hockey as
you control either the 1972

Montreal Canadiens or the
Boston Bruins. A game as
good as its namesake. Be-
thesda Softworks, for Amiga,
PC, 64, Mac, ST.

Where in Europe Is Carmen
Sandiego? is a learning tool
that actually provides hours
of fun as well. You’ll be sur-
prised at how much geogra-
phy you'll learn and how
much fun you’ll have while
scouring Europe for a band
of artthieves. Broderbund, for
PC, Apple II, lIGS, 64.

Wizardry V: Heart of the Mael-
strom is the latest entry in the
acclaimed Wizardry fantasy
role-playing adventure series.
Beginners and experienced
players alike will find plenty to
enjoy in this game. Sir-Tech,
for PC, Apple II, 64.

Wizards and Warriors takes
place in the deadly forest of
Elrond, home to the evil wiz-
ard Malkil. Guide the warrior
Kuros through seven levels of
adventure as he tries to free
the princess from Malkil's
Castle IronSpire. Use the
magic sword fo battle mon-
sters, killer insects, and the
undead (among others).
Acclaim, for NES.

% Wonder Boy lll: The
Dragon’s Trap is an excellent
sequel to the earlier Wonder
Boy adventures. It actually
starts before the previous
game leaves off by restaging
your fight with the MEKA
dragon. You win, but the
dying dragon turns you info
Lizard-Man, and you spend
the rest of the game trying to
restore your original form.
Wonder Boy lllis more flexible
and sophisticated than its
predecessors, allowingyouto
find your own path to victory.
Sega, for Sega.

Wrestlemania is mainly for
wrestling fans. If you like the
idea of portraying pro wres-
tlers such as Hulk Hogan,
Andre the Giant, orBamBam
Bigelow, you'll probably love
Wrestlemania. It offers color-
ful characters and solid ring
action. Unless you're playing
afriend, however, the game
can get a bit tedious. Ac-
claim, for NES.

Zak McKrackenandthe Alien
Mindbenders allows you to
become a top journdlist for
the National Inquisitor. Jour-
ney to Egypt, the Bermuda
Triangle, Mars, and other
exoticlocalesinyourattempt

tostop aliens from turning the
population into idiots via the
telephone company. Lots of
puzzles and fun. LucasFim,
for PC, Apple II, 64.

Y Zany Golf is a computer
sports game that doesn’t
strive for realism. Instead, it
creates anine-hole miniature
golf course withsuchimprob-
able hazards as hamburgers
that hover, fans that blow
your ball off target, and fair-
ways that flout the law of
gravity. Beautifully animated
graphics and a toe-tapping
musical score make this a
unique and entertaining
sports game. Electronic Arts,
for Amiga, PC, IIGS, ST.

Zelda II: The Adventures of
Link is the sequel to the super
Nintendo hit, The Legend of
Zelda. You'll be amazed at
the depth and challenge of
this immense, rich adventure
game. AsLink,youmustonce
again fight the powers of
darknessinthe land of Hyrule.
Roam from the North Castle
to Death Mountain...and
beyond. Nintendo of Amer-
ica, for NES.
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Have you evermade it all the way to the end of a difficult game, or racked up a higher score

than anyone you know?

Now’s your chance to reveal your prowess to hundreds of thousands of people — and
all of them game players like yourself! In each issue, the “Gamer’s Hall of Fame” spotlights
afew lucky gamers who have reached new heights of skilland daring. Their pictures appear
on this page, and every winner gets a free Game Player’s t-shirt!

If you're an expert game player, let us know! Send us a photo and some information
about yourself. Don’t forget to include a telephone number and an address where we can
reach you. (Important: If you're under 18, be sure to add a signature from a parent or
guardian giving permission for us to print your full name and picture.)

Send to: Gamer’s Hall of Fame, Game Player’s, P.O. Box 29364, Greensboro, NC 27429.

Kimberly Nash, 13, of Greens-
boro, North Carolina, prefers
adventure games over ar-
cade actiononherNintendo
system. Her current favorite is
Zeldall: The Adventure of Link
because of itsmagical pow-
ers, large number of loca-
tions to map, and puzzles to
solve. Super Mario Bros., with
its humorous situations, is an-

e

John Roberts

other game she enjoys. In
school, Kimberly’s favorite
subject is science, and she
hopes someday to become
a cardiologist. She also likes
sportsand plays both softball

and soccer.

John Roberts, 14, of Winston-
Salem, North Carolina, enjoys
a wide range of Nintendo
games, including Super Mario
Bros. 2, Rad Racer, and
Seicross, but his current favor-
ite is The Adventures of Bayou
Billy. Because of the variety of
action and sense of humor in
Bayou Billy, John says it's a
game he doesn’t easily tire of.
He’s also looking forward to
Goall, because he plays
league soccerinhisspare time.
John'’s favorite school subject
is computer science, and he
also likes building models and

scouting.
<SP
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Some of the most
popular computer
and videogames,
sampled from
several current
bestseller lists.

SPA PLATINUM

(Computer games with
more than 250,000 copies
sold, as certified by the
Software Publishers Asso-
ciation; includes only par-
ficipating member com-
panies. Listedin alphabeti-
cal order.)

Jeopardy ShareData
Karate Champ Data East
Wheel of Fortune

ShareData

Where in the USA Is
Carmen Sandiego?
Broderbund

Where in the World Is
Carmen Sandiego?
Broderbund

READERS’ POLL:
VIDEOGAME
FAVORITES

Here's your chance to let
other videogame players
know your favorite games!
Send us a card or letter list-
ing your top Nintendo,
Sega, Genesis, or NEC Tur-
boGrafx-16 titles. Address it
to Readers’ Poll, Game
Player’s, P.O. Box 29364,
Greensboro, NC 27429.
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READERS’ POLL:
NINTENDO
(Alphabetical order)

Blades of Steel
Blaster Master
Castlevania
Castlevania ll:
Simon’s Quest
Gauntlet
Metal Gear
Metroid
Ninja Gaiden
Super Mario Bros. 2
Track and Field Il
Zelda ll: The Adven-
ture of Link
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BABBAGE’S
TOP TEN

(Providedbythe Babbage's
chain of software stores.)

1. Curse of the Azure Bonds
(Ssly

2. The Duel: Test Drive Il
(Accolade)

3. Pool of Radiance (SSI)

4. Where in the World Is
Carmen Sandiego?
(Broderbund)

5. Jack Nicklaus’ Greatest
18 Holes of Golf
(Accolade)

6. Where in Time Is Carmen
Sandiego?
(Broderbund)

7. Where in the USA Is
Carmen Sandiego?
(Broderbund)

8. Red Storm Rising
(MicroProse)

9. 688 Attack Sub
(Electronic Arts)

10. King’s Quest IV (Sierra)

READERS’ POLL:
SEGA MASTER
SYSTEM

(Alphabetical order)

After Burner
Altered Beast
Double Dragon
Golvellius:

Valley of Doom
Miracle Warriors
Phantasy Star
Rastan
R-Type
Shinobi
Y’s: The Vanished

Omens




MARKETPLACE'

Prepare to meet your NEMESIS™

The only Go program to successfully imitate human play.
Go has been a way of life in the Orient for over 4,000 years. As much a philosophy as it s a game,
Go i considered by many to be the secret of Japanese success
"While chess is a game of war, Go is @ game of market share.” (Pres. Nikko Hotels)
“I've had a blast playing (and learning o play) this incredible game. The beauty of i is that
NEMESIS helps’ G. Entsminger, MicroComucopia #46
“the leading Go game for the Macintosh (or ... the IBM PC. for that matter)...Using it is an
improvement over learning the game from books or from all but the most patient humans." “This is
question one of the most aids to go instruction developed.”

Toyogo, Inc. (800)4-TOYOGO, (617) 861-0488 Charles Seiter, MacWorld 6/89
J6 Bedford Street, Suite 34-L, Lexington, MA 02173 $79 Go Master, $49 Joseki Tutor, $59 Tactical Wizard + $6 S&H

The

Turn your old Cartr

Wanted
Nintendo Cartridges

Send your used cartridges and receive

up to $25.00 per Game
We will pay more for your cartridges than any other firm. You
also receive 10% more for your cartridges towards any purchase.
We will subtract $2.00 for each missing box, $1.00 for missing
instructions and $3.00 for any cartridge we have to return to you.
We reserve the right to refuse any order or purchase.

Call or Write for FREE Catalog

100°S OF TITLES AVAILABLE

ATARI )\ 5200 [<1X§
ADAM" LYNX" Amiga
GENESIS SEGA’ 7800
Coweco'Vision” IURB]]

NEW NINTENDO CARTRIDGES

Contact us before you spend more.
Send $1.00 for price list to:

order so DON'T DELAY

Your Cartridges are worth more with us!

FOR LESS!

Milchest Company
P.O. Box 805
Highbridge Station
Bronx, New York 10452

$1.00 will be credited toward your first

idges into CASH!

Genesis /| Game Boy
We also Buy and Sell New and Used Cartridges for the
Sega Genesis and Nintendo Game Boy. Most New
Genesis Cartridges are $49.95, most New Game Boy
Cartridges are $19.95. We buy Genesis Cartridges for
$25.00 and Game Boy Cartridges for $10.00.

Sega Genesis
w/Altered Beast $179.95

BRE Software pept. GP
352 W. Bedford Ave, Suite 104
Fresno, CA 93711

Credit Card Orders (800) 347-6760

INtEWiViSiON o ﬁR F”-H (209) 432-3072
JOYSTICKS iy
ATARI 2600™ CD'SeCASSETTES«NINTENDO
FOR A COMPLETE CATALOG *We have a warehouse

EXPLODING with merchandise \
eCheapest prices anywhere!!
#Send $1 for catalog to SSS Inc.

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

TELEGAMES USA

BOX 901 @ LANCASTER, TEXAS 75146 o (214) 227-7694

SIGHT & SOUND SENSATIONS INC.
P.O. Box 28 LakeHurst, NJ 08733

IBMe COMMODORE 64 & 128+ AMIGA

1000's of Public Domain /Shareware programs on 100's of disks. Categories
include games, education, business, music, graphics, utilities and more.
Free listing or $1 for large descriptive catalog (specify computer).

Disks O'Plenty Inc.

7958 Pines Boulevard

MARKETPLACE

Classified and small space
Display advertisers can now
take advantage of the tar-
geted and highly enthusias-
tic Game Player's audience
at reasonable rates

Display Classified rates
$100 per column inch

Call Bonnie Black at(201)670-7443

Suite 270-P
Pembroke Pines, Florida 33024

for more information.

WE BUY
WE SELL
NEW ¢ USED
CARTRIDGES

* Nintendo
® Sega

® Atari 2600 SINCE 1982

For Current Buy/Sell Price List

Or $2.00 Bonus If You Sell.

CALL 1‘900'990'3000

TO RECEIVE CURRENT
BUY/SELL PRICE LIST.
CHECKLIST
(OVER 500 TITLES
LISTED), SEND (3)
THREE 25 CENT STAMPS

TO:
PLAY. IT AGAIN
DE
P.0. BOX 6718
FLUSHING NY 11365

* Best Selection
* Best Prices
* Best Service

This Call Will Cost $2.00 And You Will Receive a $2.00 Discount Coupon If You Buy

129

GAME PLAYER'S




TO ORDER ANY NINTENDO, SEGA OR ATARI GAMES OR ACCESSORIES IN THIS MAGAZINE OR BELOW
DIAL 1-800-TOY-CLUB If that’s busy DIAL 1-203-388-6366 for faster service
JOIN THE ULTIMATE GAME CLUB & HAVE THE POWER TO ORDER ANY VIDEO GAME OR

ACCESSORY WITH ONE PHONE CALL! HURRY SUPPLIES ARE LIMITED!
Just / the box of the stuff you want & mail this form in today for fast delivery with your check or money order. Remember MEMBERS ONLY GET THE CLUB
PRICE. If you're not a member you must pay list price. Call us to order any Nintendo, Sega or Atari game ever made or in the future.

NINTENDO GAMES AVAILABLE NOW ‘We Buy & New & Used Video Games. As a member you are -mm.d 10 the following:
me we e we Tme WEWE W 5 Wobuy your used video games o e mones IS poSabl -
B o e VoY CeiS REW 3 We provide prompt effcient service with a 100% satisfaction guarantee!
4. We test & clean all used games for maximum efficiency!
O 10 Yard Fight 500 1799 29 O Legend of Kage 4, 34, 5. We provide the largest stock of any other mai order firm!
O 1942 800 1999 33 § Lunar Pool 1 5 5. 6. lfwedo wegetit We
0 1943 1000 2299 35 ach Rier o 9. new ttles before they're available!
O 720 Degrees 1750 3499 49, a 999 39 7. For every 10 friends you get to join the club we'll give you a video game of your choice Free! That's right FREE!.
08 1750 3495 4999 O Mapr League Basebal A 9. Membership & quaniies are e 2 games 18 Cors fra som
0 3D World Runner 600 2299 3493 O Mappyland 1000 3499 4a 8. We offer Special Discount Prices on practicaly evenihing PLUS, monthly specials, contesls & prizes on t0p of that
O Adv. of Dino Riki 1750 3499 49 1 2 2 o. 200-TOY GLUB ! 500569 250310 ANt SPM 21 Forpeosle
O Adv of Tom Sa 1750 3499 49 17. 999 44 in CT or Ganada and any questions you may have dial 1-203-388-63661
O Adventure Island 1 2899 39 1 34 999 10. We accept MC, Visa,chacicor monsy ordar
O Adventure of Link 1 3499 a2 1 9. 9 11, We quarterly . Hot 10g plus
O Adv. of L 1000 2999 44 2 34 9. et up & coming games, secre fips, & sirategies.
3 Ad.of Bayou Bily 1 3499 49! 1 999 12 Vmgetallm:slovmelowcosi 101 So Hurry! M 50.Canada$15.
o :lle;b 1500 3499 54 1 34, i other countries $20. Call for postage & handling charges.
s 2 g8 de Gomewma  go s o NewnTEn0 anes s s oy
© Alien Syndrome. 1 3499 45! ike Tyson's Punchout 34, Black Bass Al Pro Baskebal 9 Godon Ae; 1000 " 32 9
© Alpha Mission 2499 34 1 Castl O Golvellius 5 9
© Amagon 1200 2999 39 ) Milon’ t Castle 1 2. 2. Heavy Barr Jack Nickaus Greaest 98 O Grea Basebal 5. 9
© Anticipation 1 2999 42, ter Pary 1 34 9. Kings of he i Beach c O Great Basketball 4 9
© Arkanoid w/o control 20« 49, s} le 1 9. 9, Phantom Fighter Magic J' s Fasl Break [ GreatFootball 4 9
C Arkanoid w/control 3000 59 ystery Quest 1 2 299 Duck Tales eopardy J: 0 Great Golt s 9
O Athena 22 35, Ninja Gaiden 1 6. Sky Shark Romance of e 3K O Great loe Hockey a4
O Athetic World 1 aa, Ninja Kid 1 9. 999 Strest Fighter Great Soccer 4 99
© Baby Boomer 1 29 39, NFL Foott 1 34 19: Sleallh E reat Volleyball 4 .99
Back 1o the Future 1 3499 aa Nobunaga's Ambition 2 999 Twin Hangon/Satar Hunt y
© Bad Dudes 1750 3499 44, Operation Wolf i 4 299 NES p.ay ‘Action Football 500 24 .99
Ballon Fight 17. 44. Othello 9. Roboc K\ng s Oues! 5. 4 ¢ 9
Baseball 1799 29 Pacman 790 Arcon O Kung Fu Kid 200 1. 99
Basebal Stars 1750 3699 49 Papeoy 1 299 Baiman 3 Lord Of The Sword 300 2! 3
ases Load 2999 45 le Beac Chessmaster
1 3499 49 Pinball o, engis Kahn taze Hunter 30 500 24
1 3299 42 Platoon 1 4499 Infitrator taze Hunter 30 Il 500 24
1250 2899 30 Popeye 1 499 4495 escuoThe Embassy Mssion iracle Warriors (Battery) 750 29
1 4 POW. 1 699 4999 Roadbies | 3D 4
1 2999 39 Predator 1 34 4 0 Monopoly (Battery) 34,
1 2799 39. Pro Wrestling & 3490 Saper Ot fontezuma's Revenge 4
1 26. 37. er 7. 5. Top Players Tenwis e 8
1 3499 49 Racket Attack 1 2 i Cabra Out Run 4.
1 2499 34 Racer 1 34, QutFun 30 499 30
Raid on Bungling B: r Games
1 1089 - 2o Fald on Bungling Bay 299 BuyUsed 1750  SellUsed 3499 Sell New 49.99 Penguin Land (Battery) 499 34,
1 3499 aa. ipage 15 2. Phantasy Star (Battery) 1 34,
+ 49, RBI Baseball 8 42 Poseidon Wars 30 4. 9.6
1 3499 44 RC Pro 999 3 SEGAGENESIS 16 BIT ENTERTAINMENT SYSTEM Fower Sirks 9.
Challenge Pebble Beach 2899 39 Renegade 1 499 3 BEAST GAME INCLUDED. Prowrestling 400 1499 3299
Chessmaster 1 3499 49, Ring King 1 499 3 UST PAICE $15060 CLUBPRICE $189.99 | 9 290
Enusby Cherud 1750 3499 44 Runner 1 3499 4 ambo 999 3299
City Conr 12 24, 34, Rolling Thunder 1 34, TME W&g{ WL JEjL O Ramboll 9. 2.99
- Glash a1 Demonnead 1750 3499 49 Robo Warior 1 9 O Rambo il 499 44
(éluh uc . 14 3. 44, Rush N Attack 1 2 Genesis Power Base Ccsrggnev NO & NO 3999 [ Rampage g‘ 280,
obra Comman 1 3499 aa. ygar S (alows you o play regular Sega games or Genesis) 2
Cobra Triangle 1750 3499 4 Section Z 4. 34 ‘Genesis Control Pad NG NO 1999 C ‘quie Jackson Baseball 750 2999 4499
man 19 2 1 9. Genesis Headphone Set NO NO 1499 O Rescue 4 19.99; 24,
e 4, 3¢ Sesame Street ABC 1 4 ¢ 34, enesis Game Canndgn C %cky 5. 499 37,
Dance Aerobics 299 3 t123 1 4 34 Alex Kidd Enchanted Caslle 39.99 4899 8 499 40!
Deadly Towers 2] 3 inobi 1 34 Basketball 2000 3999 49.99 @'3" H""Wangm Don't  Buy
Defenders Il 1 6. E Shooting Range 1 9 3 Forgotten Wovld 2500 4999 59.99 4. 34.
Defender of the Crown 1 3499 & ide Pocket E 999 4 Ghouls N' Ghosts. 2500 4999 5999 2499, 4499
o ander 17. 34 4 imon's Quest 34, 4 ol 2000 4699 5699 m"‘ﬂ Gallery 999 3299
Donkey 1 2. 34 kate or Die 1 6. Last Battle 2000 4599 5599 Hantier 2499  37.
Donkey Kong Gassics 1 699 39 kid 1 299 4 Rambo Il 2000 4599 5599 pace Harier 30 .00 2499 3999
Donk 1 999 39 lalom 15 299 4 Soccer 1500 3599 4599 pelicaster 1 19.99. 49.99
( Donkey 1 2. 34, er 1 2. 4: Space Harrier Il 2000 4599 5599 L Sportspad Football 4. 1999 32
T key Kong Jr Math 1 9. 39. lomon's Key 1 34. a Super Hang On 2000 4599 5599 Vs Spy 9, 2999
Dragon Warri¢ 1 34. 49. pelunker 1 9. Fo Super tnunuev Blade 2000 4599 5599 [ SuperBasketball 4. 38
ble Dragon 1 5. 44, pyhunter 4, 3 Thunder Fore Il 2500 4999 5999 © Tenni 899 27.
Double Dribble 1 4, 3¢ py Vs. Spy | 2 3 Tommy Lasorda Baseball 2500 5499 6499 [ Scramble Spiit 1 299 45
on Pover 1 2 2 999 44 = Super Gofl 1250 3599 59
o' Chaos e e i 999 4 tadium Events 499 32. NEW GENESIS GAMES CALL FOR PRICES 9 it hos 1 2% 42
. Jekyl 8 M. Hye 999 42! tar Force 1 299 36, i irdiy Ninia, Y
Elevator Act 1 999 3 tar Soldier 1 700 3700  (geoToreSS  QIOV nd  Dmrmor: ©) The Ninja 499 32
E;‘j‘a'jj,“‘j“ . o 2 o oyager i o &7 Hydide Special  Golden Axe Phantasy Star 2 0 uncer e o
< Festers Quest 17 3499 4 reet Cop (power pad) 1 999 3 bt Shivi famos Spelasier2 O lanec 8 2
Fighting Golt 1000 2999 3 rider 1 3496 4 gt O Utima IV 1500 4299 62
Fietof the North Star 15. 3499 4 uperman 15. 2. a SEGA GAMES O Vigilante .00 3299 44
Flying Dragon 1500 3498 449 uper Dodge Ball 17 3499 a e WEBW WESEw WEsAL [ Walter Payton Football 3299 44
jom Force 8 499 37 uper Sprint 1 3499 4 UseD US> NEW 3 Warrier Quest 3499 49
Friday the 13th 4 999 4. iper Mario Bros. 2 2 099 4. Wonder Boy 500 27.99 3999
Galaga 10 6 uper Pittall 1 900 39 Action Fighter 490 1999 3299 () Won Boy nMonsterand 500 2499 3
Gauntlet 8 999 4 uper Team Games 799 37. 750 2999 4999 [ World Grar 200 1999 3299
Ghostbusters 12. 7. 3] 1 34, 44, Al 500 24. 3499 () Wanted 00 2499 3
Ghost N Goblins 5. 2 3¢ g Team Wmsﬂmq 1 2, 32 Altered Bea: 750 34. 999 () Won. Boy 3 1 3299 4599
oal 17 499 4 fecmo B: 1 3499 44 Aiex Kia t Tech word 499 3499 () World Games 2699 39
Golf 9 X ecmo 1 3499 44, Alex Kid In Mir 499 3299 () Y's (Battery) 3999 5999
Golgo 13 1 2. " cenage Rt N T 2 099 49, Rl K Lost St 499 3799 [ Zaxxon 2499 3999
Goonies Il 1 8. 9. 29, Alien Syndre 799 O Zilion 00 2499 3299
Gotcha 2. Elus by Tengen 2 39, 49 Astro Warrier 9 () Zillion/Tri Formation 24, 3299
* Gradius 19 ris by Nintendo T 3499 4a. Adteo Adventure 3
um Shoe 1 4 iger Heli 299 37 asketball Nightmare
Guardian Legend 1 s Thundercade 1 3499 49, lack Bel 9 SEGA ACCESSORIES
Guerilla War 1750 3493 4 p Gun 4 999 39 11 Blade Eagle 30 99 TITLE usT _ cLus
Gun Smoke 8 22 3! & C Surf Design X 19, 37. Bomber Raid 4, 9 PRICE PRICE
Gyruss. 12 26. 3 rack & Field | 22 32 California Games. 4, 9 [ Sega Control Pad 1999 17.99
“: Hogans Alley 4 999 > rack & Field If 1 2099 a2 Captain Siver 7. © Sega Control Stick 2099 2299
Hoops s 1999 a9 rojan 2299 32 (+ Cloud Master 1 5. O Sega Light P! 3899 2899
1250 34 Ultima 2 4439 59 armen San Diego a7, © Sega 3d Glasses w/adapl 6999 4
1 9.¢ Urban Champion 9. 29 (1 Casino Games 394 © Sega Rapid Fire Control St 9.99 29.99
o tindcaios 1 3499 45 ) Choplitter 3 O ALS. Cant. Organizer Holds 18 Carts 599 4.99
2. 11 Volley 1 3499 39 (1 Cyborg Hunter 199 37 0 ALS Sega Entertainment 2799 2299
1 9. Who Framed Roger Rabbit 1 4. 49, 1 Cube Z 499 44! 8 Eg:shu Ut Stict g ‘9-39 e
(1 Wheel of F¢ 1 ) Dark Lord 499 44, ] $ X
ek tons Temple Dcom i b “ e Gonman e 1 4% 95, (1 Dead Angle 100 90 45 ©) Boeshu Wreless Utimate Superstick 6699 5099
B dace: % {1 Winter Games 3 290 o6 0 Dynamite Dux h 5 O Camerica Wireless Freedom Stick 6999 59.99
4, 1 Wizards and Warriors 1 6. 394 O Double Draqen 44 O Cam Freedom Double Pack 129.99 109.99
c 3 » (7 World Glass Track Meet 1 499 36, 0O Enduro ” O Doc’s Fix A Game Cart Cleaner 999 8
i JomnEivays Quarterback 599 44 ) World Games 1 299 42 0 ENeone: Flcon 7 O Eclectics Proplay Home Arcade 24999 22099
[ Jovean vs Bird 1 34, (1 Wrecking Crew 1 34, 39, 0 Fantasy Zone 2.6 o NBDO Comp. Pro Joystick #300XS. 1299 10¢
2. 0 Wrestiemania 1 3499 44, Q Fantasy Zone 7. O Happ Comp. Pro Joystick # 1999 1799
B Favste Champ a Y () Xenophot 1 999 a4 {1 Fantasy Zone 3 The Maze X £ Hanbaituigzo Game Slorage Camter 3798 25,
) Karate Kid 4 9 © Xevious 1 899 37. 0 Galaxy Force 9. O Sega Base System 109.99 7999
0 Kamov 9 28 0 Xybots 1 3499 45! O Gangster Town 4 2. ©) Sega Master System 139.99 99
) Kdlcarus 154 0 Zanac 1 499 36. O Ghost Busters a 2 5 O, 6518 Game Controler 1799 1999
0 KoNk 1 0 © Ghost House 4 7 © Advanced Gravis Joystick 4999 44
5 Kun 9 O Global Defense 400 1 2
oK Keng F ‘ 1 34 s, 8508 $12.5086%
a e P ¥ .
O Legens ot fptrea e #3 4 New Nintendo By Froggo inCanada, $15.00& 7%, 200,
0 Legendary Wings 299 36, O Water Ski 3999 2099 orders are $5.00 per extra. Personal checks take 10 days 1o clear. All rders shipped within 2-4 weeks
O Lito Foree, g 399 37 1 Night of the Ninja 3999 2999 Wedonotac
o ions, $1 i i s
LodsRunaer 15 590 42 you.All T orders mustpay 5% saies o
Norefunds,
peromance. Once your oder s orders only. Any other inqui ber

Y
test your games. Then wé will send you a check or games you've ordered from us within 30 days. ¢ 1989 Uttimate Game Club. Atari, Sega and Nintendo are trademarks. Prices are subject to change without notice. We are not responsible for
typographical errors.



ATMAN
£ROM THE DARK STREETS OF &
THE
\/ORLD, THE CAPED CRUSADER 1S BACK
HE'S ARMED WITH

ACROBATIC STRENGTH & CUNNING DEFENSES.

THE DEEPEST CORNERS OF
NEVER SEEN HIM BEFORE!

RIVALED ONLY BY HIS WILL
DESTROY MIS!

SEARCH-AND- ESTROY M SION T
JOKER'S REIGN OF TERROR.
NET-BAT $49.99

OTHAM CITY TO
CRIMINAL UNDER-

LIKE YOU'VE

0 SUCCEED ON HIS

0 END THE

AC-BAT-MB
30" x 44"

BATMOBILE WALL HANGING
L $12.99

JOKER WALL HANGING
AC-JKR $12.99
30" x 44"

SPY HUNTER N R

ONE OF THE LONGEST 'RUNNING VIDEO GAMES IN HISTORY! TER- THE MOVEE, THE VIDEO AND NOW....NNTENDO! PLATOON TRACKS A A HONSTER PECE OF POWTE

ROR IN EVERY TURN: TIRE SLASHERS, SHOKE SCREENS, olLsucKs,  SOWERS oROGRESS THROUGH VILAGES, JNNELS, OPEN FIELDS i OF DOOME FAL DEOIG L e 10
{ORPEDOS, BOMB DROPPNG MEICOPTERS — STANOING I VOIR  ANOTHCL MM Mok Wi, BPERNE PESPECUE, ew o o %%ﬁi%és ZE OF v
\WAY OF THE MOST DIABOUCAL COLLECTION OF ENEMY AGENTS. BEFORE AV RS, TOP VIEWS, TNNEL VWS, N 10 THE SECRET NGRS THAT ARG YOUR ONLY LAY AWATNG
JELL YOURSELF THEYRE NOT HOOTNG TOKIL & TS ML oave R PeRSON VIEWS. . CONTATIC WOVNG, CHANGING 3D BACK 4 PRESIORI CREATRES i, AD SO GIGANTI, THEY
NET-SPY 99 f'y‘ké}‘“in‘;ﬂf ;“QEASEQM 'AND SOUNDS OF VIETNAM. i

PRINCESS LELAN WAS OR AND
(m!omvamimmmn R
m.mmsmumwnmm, TAINS, AND
uves.malmvans\mm N THEM 10 FIGHT THE
wu«mmmns.w:msamuufmwvw
0 Ca FACE HUM ONE ON OKE
NET-ADV  $39.99

JILON'S SECRET

AND HS DEMONS 'ATIACK THE PEOPLE OF
mwmmmmwﬂs,m
: SAVE THE

musummm»svzntse(m
‘QUEEN AND GET THE B HE OTIE

MUSIOAL

& SECRET PASSACES.
SOLVE THE PU

OF 7 DEMON-HONST

QueN
N EACH ROOM
ERS.

/4319 oLD ML

CTERS WERE SET OUF
ONLY RELY 'ON BOMBS OF HS OWN PRODUCTION FOR HS.
DEFENSE! WILL HE MAKE (110 THE SURFACE! A

o1) 48

FORD MILL RQAD/ BALTIMORE, MD 21208

JUST WHEN YOU
RS,

ZANY W 5 b
‘OF CHARACTERS READY 10 INVADE THE NINT
UNCLE FESTER AND THE KD FAMILY HAVE
AND THEYRE HERE ON A WSSION!
NET-FES $44.99

'DINO

NET-DINO $44.

DARK AVENGER
WALL HANGING
AC-BAT-DKAR

30" x 44

QUEST
THOUGHT YOU WERE SAFE FROM THOSE
JOKIEST, WAC COLLECTION
ENDO WORLD!
RETURNED

RIKI




Turn Your Used Video
Game Gartridges
Into Gash!

NN

«We pay the highest prices for your used
video game cartridges: Nintendo, Sega,
Genisis, Turbo Grafx-16 and Game
Boy.

«We sell used video game cartridges.
We also sell the hottest new video
game cartridges.

e Largest used video game dealer in the
world.

e Join our game club!

«Send self addressed stamped envelope
for current titles and prices.

SEGA is a registered trademark of Sega I |" "
Enterprises, Inc. . v
NINTENDO is a registered trademark of e .

Nintendo of America, Inc.
GENISIS is a registered trademark of Sega. IN C-

TURBO GRAFX is a registered trademark of

NECS 97 SI_1erwood Ave., Dept GP 40
\GAME BOY is a registered trademark of Nintendo. Farmlngdale, New York 11735

Place your
Holiday order early!




DR. JEKYLL
NET-DRJ

STREET COP
NET-STR $3




DR. CHAOS
A HAUNTED HOUSE WITH BLOODTHIRSTY CREATURES AND
.4.M6|ER|0“SR00MS 'AND PASSAGEWAYS ..
NS...A VIAL OF ‘SECRET STRENGTH. THESE
AS MICHAEL GOES 70 RESCUE
BY THE WEIRD

PUT TOGETHER A
STRENGTHS,

OF MONSTERS

, M 8 DANGEROUS KNIGHT, Jw, YOU
FORIROY MORSTERS, TTAN GOLD,

D1SCOVER THE HOING PLACE OF (ODLS. 3 NOVIDUAL GAMES
O PLAED SULTANEOUSLY WITH EACH SCORED SEPARATELY:
NETULTIMA 5499

JOHN ELWAY'S QUARTERBACK

THEBUTZ IS COMING! LINE OF scmmusemummv PUTS

VUUMMMEOFWEGMSEWGMWEA
SCRIMMAGE. CALLTHE

. BALL AND MAKE THE

TACKLES. EXCITEMENT F ‘GAME WITHOUT HAVING

300 LB, DEFENSVE TACKIE N YOUR FACE.

NET-JOH $44.99

THE SCREEN,
GIVES YOU PERSONAL LUCK!
NET-TABOO $34.99

TECMO BOWL
ORGANIZE YOUR OWN ROSTER AN WRITE YOUR OV
swm.mmwwmmw
COMPUTER OR ANOTHER PLAYER, m(en‘gm CONTROL
GREATS UKE
L RUN WITH

THE MISSING JEWELS,
SPECIAL CHARMS 10
NET-HYD $44.99

HYDLIDE

THE KING AND CAST AMAGICSPELLTO
0 3 FARIES & LET LOOSE A HORDE
0Y THE KINGDOM. AS THE YOUNG
‘SEARCH THROUGH T

“THE KING'S SWORD & ‘SHIELD & THE.
DESTROY THE MONSTERS! -

4 IDENTITIES, EVILBORALIS HAS KILED
STHS, A TURN PRINCESS ANN INTC
N HOSTLE

CASTLEQUEST
FENOISH LORD,
HER HS QUEEN —
WER 8 SHE WS W
HECE RAFAEL HAS VOWED 10

POONS, ONLY ONE PATH LEADS iy
NET-CAS $39.99

“THE LABYRINTH (0 FIND

WHAT
SLUMS, FACTORIES
HER HIDEOUT

HUDSON SOFT CONTROLLER

F STEREQ EARPHONES

S ADAPTABLE TO YOUR STEREQ SYSTEM
F VOLUME CONTROL

 SHIFTING SOUND EFFECT

+ RAPID-FIRE SHOOTER

+ PRECISE RESPONSE
NET-CON-SSS $34.99

A LONG TIE AGO, THERE LVED \ LOVELY PRINCESS, MARGART
A u
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GAMEMANIA

BALTIMCRE, MD 21208
NAME

LAST NAME

4319 OLD MILFORD MILL ROAD

Make checks and money orders payable to:

FIRST NAME
PLEASE USE STREET ADDRESS
cry

DAYTIME PHONE (
'AREA CODE
TTEM CODE

)

DESCRIPTION PRICE EA.

TOTAL

NEW FULL COLOR CATALOG FREE!
'SHIPPING/HANDLING, INSURANCE & GUARANTEED DELIVERY CHART

50000 Up fo 52400

52401 Up to $39.99
$4000 Up fo $49.99

O Gheck
O Money Order
YOR

O MaserCord (16 dig ivion Dte
Dm(laa{\sm) ﬁﬂ
NUMBER

(Have you fled out your credt cord no. compltely?)
SGNATRE

0. Dollrs Only
(Somy No C0D5)

Thank you for ordering from GAMEMANIA. Prices are subject to change without nofice.
Quantities are limited. All merchandise is shipped out of our warehouse within 48 hours. Please

allow 2 1o 4 weeks for delivery. All merchandise is shipped U.P.S. ground. Next day and second day
air delivery are available, please call for air shipping charges.




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

BOYers

i do® and Nii System® are d k intendo of America Inc. The GAME PLAYER'S PRO-
TIP HOTLINE is a joint producuon of Signal Research, Inc., and CC/ABC Vldeo Enterprises, Inc., and is not affiliated in any way with
Nintendo of America Inc.




“HOW I WRESTLED
‘MACHOMANAND WON"”

by Chris “the Crusher”Johnson

“l just beat “Macho Man” Randy Savage™! And | did it on
Acclaim’s WrestleMania® for Nintendo® Thisisone
tough video game. It’s got incredible wrestling
moves, and the best WWF superstars.

“When | wrestled “Macho Man; | was Hulk
Hogan. (Nobody beats the Hulk.) | went head-to-head
with my friend, Johnny Sterner. He was “Macho Man”
He came at me with his patented o
flyingeloowsmashanda  "RSTeMARS
head butt, two of his best =* .8, -*

‘moves. But | was the
Hulkster," down but never out.
“Atfirst | kept my distance, letting
‘power level build up. | was smart
igh not to corner the “Macho
an; because that's when he turns
o areal Savage. Then | came
back with a furious attack—
-an uppercut smash, a head
. buttand a drop kick, wearing
- him down and keeping him
from grabbing his energizers.
“I finished him off with the
ultimate body slam 0 000 L Py
Idtellyoumore, but ™ " g Oy
< ifwe met— 5 TED DIBIASE™
you might beat - ‘w*
methe same way.
7 * “Wannatry? Go outand
e i e get Acclaim’s WWF WrestleMania® for
o { \ your Nintendo? It's the video
’ s BRI game to beat!”

ALlaim

entertainment inc

Masters of the Game”

Licensed by Nintendo
- for play on the

Q ENTERTAINMENT
SYsSTEM®

ARG — =

ANDRE THE GIANT

© 1989 TitanSports, Inc. tanSports, Inc. Hulk Hogan'™ and Hulkster™ TitanSports,
Inc. "Macho Mar Randy Savage” e il Doy N Tod DISga ot o i Shacacin sie o onasaos e oo T1anSoHS 1o, Al PO 6s6reed System* are
trademarks of Nintendo of America Inc. Acclaim™ and Masters of the Game™ are inc. © 198 nc.




CATCHIT!...
IF You CAN!

ABC’s Monday Night Football
Like You’ve Never Seen
Before!

Powerhouse shotguns. Unexpected
fumbles, on-side kicks, awesome
blitzes and some of the most
incredible touchdown runs you’ll
ever make.

YOU set the formations and YOU
call the plays. Select from over 40
preset playscreens or, create your
own plays. And, the digitized sound
technology gives you Frank Gifford’s
actual voice announcing your most
awesome moves.

But, whatever you do — don’t be left
onthe benchwhen ABC’s

Monday Night Football

kicks off.

w»’iz»’

© 1989 Data East USA, Inc.
DataEastUSA, Inc. IBMi
Business Machines, Inc.
Media. Sportsware is a regist




