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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
peat. With high-tech features like an
arcade-style continue mode,
high score memory
and roll-over scoring,
the betteryou
get,the
greater the
challenge!
Soif you're
tired of just twid-
dling your thumbs
and crave real power
inthe palmofyour &
hand, fire-up .
an Acclaim | -
SuperPlay .
hand-held &
 Feelthe Heat! /=

“\"-\.

entertainment inc

Massters of the Game’

Acclaim;” Masters of the Game.” SuperPlay,™ and Wizards & Warriors™ © Acclaim Entertainment, Inc. Wizards & Warriors ©® 1989 Rare Coin It. 1943: The Battle of Midway™ TM & © 1988 Capcom USA, Inc. Ring King™ TM Data East.
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® WrestleMania® and all other wrestlers’ names and
character ikenesses are trademarks of TitanSports, Inc. © 1989 TitanSports, Inc. All rights reserved. © 1989 Acclaim Entertainment, Inc.
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|\ The game that took over 2500 years to ——  — 'Gators galore! Eight scrolling screens—secret
develop—and at least that long to master! A e —— i G  — entrances to bonus areas—bungry ‘gators that
seemingly endless number of variations of — - unexpectedly swallow your ball and move

the playing board, each with five increasingly w— <P it to a new screen—all in a package you can
difficult stages to unravel. Play the original HAL AMERICA INC. slip into a pocket and take with you anywhere.

version, using Mah Jongg tiles, or the = 793 - s = s W You'd need a pinball machine the size of the
updated version using the alphabet. We can m Uun azz-‘ 5 ™ Everglades to hold all this excitement, bul
teach you how to play the game—the only 7873 S.W. Cirrus Drive, Building 25F ¢ Beaverton, Oregon 97005  Hal America and Game Boy make it portable.

thing we can’t teach you is how to quit! Tel 503/644-4117 * Fax 503/641-5119 LICENSED BY

Nintendo, Game Boy and tbe Official Seals are trademarks of Nintendo of America Inc. ©1990 Nintendo of America Inc.
01990 HAL AMERICA INC.
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GET THE GAME_TITLE THAT BRING
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Hot News for Hot Shots! |
Get the inside track on Sunsoft games in the
FREE Sunsoft Game Time News.

e RAGS aad

Name

;;IT-EL E H OL DE R ! Address

Cltyiiida s S0 wciiues - Sighe e i oz
Mail to: Sunsoft, P.0. Box 2390, Libertyville, IL. 60198 Lea
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DITORS
VIEW

What may be the most exciting accessory ever offered
to videogame players is about to hit the stores this
summer. It’s called the Game Genie, and it could
revolutionize game playing on the Nintendo Enter-
tainment System.

The Game Genie isn't a new game or a joystick or
a pair of 3D glasses. Instead, it's an unassuming little
device that attaches to any NES game cartridge and
then plugs into the cartridge slot on your NES con-
sole. What happens after that seems like pure magic:
It allows you to change the way your games work.

Would you like to have an infinite number of lives
so you can play all the way to the end of Super Mario
Bros. 3? Would you like to give Mario the gift of flight
in Super Mario Bros. 2? Or how about giving yourself
the power to skip to any level, no matter how ad-
vanced, in virtually any Nintendo game?

According to its inventors, the Game Genie lets
you do all these things and more simply by entering
a few brief codes. They also say it works with every
Nintendo game ever released, and should work with
all Nintendo games released in the future.

Although the claims made for the Game Genie
may seem almost too good to be true, Game Player’s
columnist Neil Randall visited one of the companies
behind the device as this issue was going to press.
Neil reports that the Game Genie appears to live up to
the claims being made for it. Game Player’s will have
a detailed, hands-on report in the next issue.

The Game Genie raises some interesting possibili-
ties. You'll finally get to see the highest levels and
endings for all of the games you couldn’t finish. Old
games you've grown tired of can be made fresh and
new, simply by changing the rules. Games with fea-
tures that annoy you can be modified to work differ-
ently.

Game Player's: The Leading Magazine of Video and Computer Entertainment (ISSN-1042-3133) is published monthly by Signal Research, Inc., 300 A-E South Westgate Drive, Greensboro, NC 27407, USA.
Application to mail second class postage pending at Greensboro, NC, and additional mailing offices. Newsstand distribution is handled by the Curtis Circulation Company. Subscriptions: 12 issues US: -

Invented by a British company called Code Mas-

- ters, the Game Genie will be marketed in the US. and

Japan by Galoob Toys (a major U.S. toy manufac-
turer), and in Canada and elsewhere by Camerica (a

game company based in Ontario). It's scheduled to

reach stores in the U.S. and Canada by mid-summer,
although at first it will probably be available only in
small quantities. Larger shipments should reach the
stores this fall. It will cost about as much as a game
cartridge — around $50. The price includes a 150-
page booklet filled with codes for modifying dozens
of existing Nintendo games. You can also discover
your own codes by experimenting with different
combinations of letters and numbers, and then ob-
serving the effect on game play.

The Game Genie isn’t the only interesting inven-
tion that’s coming from Code Masters, Galoob, and
Camerica. Neil has also seen a working prototype of
a device that will let you play compact disc games on
a Nintendo machine or computer using any audio CD
player — rather than a more expensive CD-ROM drive
like the $399 player available for the NEC
TurboGrafx-16. Since audio CD players are widely
available for under $100, and since the interface
device that hooks it up to your machine is expected to
sell for about $50, this could be the price breakthrough
that finally brings CD games into the average home.

Because a single CD can store as much data as
thousands of ordinary game cartridges, while simul-
taneously playing high-fidelity sound, designers could

create games that go far beyond anything we've ever

seen. Also, CDs cost only a fraction as much to manu-
facture as game cartridges, so prices could drop.
When we said in our March issue that the 1990s
were shaping up to be a thrilling decade in home
entertainment, we weren’t kidding. Stay tuned to
Game Player's for detailed reports on what’s to come.

Tom R. Halfhill
Editor-in-Chief

SP

$26.50. Canada: Add $1 per issue. Outside U.S. and Canada: Add $2 per issue. For subscription customer service, call 1-800-222-9631. POSTMASTER: Please send changes of address to Game Player’'s, P.O.
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ﬁockford, the son of an adventurer, takes up the quest from
his late father’s will. To find the Secret Jewel of the Six Worlds,
the quest begins in the strange and perilous Boulder Dash!
An underground world swarming with weird enemies, all
out to prevent you from collecting the priceless diamonds
just waiting to be mined. Can you master the enchanted |
walls, transform butterflies into jewels, find the mysterious | LICENSED BY NINTENDO®
escape tunnel, and get away from the growing amoeba FORR AL

before it engulfs you? Six different magical worlds of adven-
. ture await you in BOULDER DASH!
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Published under Iiéuﬁsﬁ_-f_u.:m.l;'l_RST STAR SOFTWARE INC., FIRST STAR SOFTWARE INC., BOULDER DASH, the audio visual program entitled BOULDER DASH as well as the name and likeness of ROCKFORD are registered frademarks of
FIRST STAR SOFTWARE INC,, and are used with permission. BOULDER DASH was created by Peter Liepa with Chris Grey. Audio visual material copyright 1984, 1990. All rights reserved. Licensed in conjunction with JP International.

- ©1990 Victor Musical Industries Inc., ©1990 Data East Corporation. Nintendo and Nintendo Entertainment System are trademarks of Nintendo of America Inc.

t
¥
L g e e e O B A R b i L e e e A A AL Bl S e R o ey el i et



GAME

™

(ame Player’s: The Leading Magazine of Video and Computer Entertainment

July 1990

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

Richard T. Mansfield, Editorial Director
R. Selby Bateman,
Game Player’s Editorial Director
Tom R. Halfhill, Game Player’s Editor-In-Chief
Noreen Lovoi, West Coast Editor
William R. Trotter, Senior Writer
Leslie Mizell, Assistant Managing Editor

Gary M. Meredith, Assistant Editor
Matthew A. Firme, Assistant Editor
Cynthia Y. Krueger, Copy Editor

Irma Swain, Production Director
Edwin C. Malstrom, Art Director
Laura C. Morris, Graphic Artist
Kelly E. Pinter, Graphic Artist
Jan Sebastian, Graphic Artist

James A. Casella, Publisher
Tom Valentino, Vice President, Finance
Andrew Eisenberg,
Vice President, Advertising Sales

Dominic Mustello,

Vice President, Circulation

Cindy Stump, Circulation Manager
John G. McMahon, Dealer Sales Manager
Pamela Lambert, Dealer/Customer Service &

Production Coordinator

Signal Research, Inc., publishes Game Player’s (tm):
The Leading Magazine of Video and Computer Entertain-
ment; the Game Player’s Guides (tm) to Nintendo and
PC computer games; Game Player’s GameTapes (tm), a
series of tutorial videotapes about selected games;
Game Player’s Sports for Kids; and operates the Game
Player’s Pro-Tip Hotline, a telephone service offering
hints and tips for selected Nintendo games. Subscrip-
tions to Game Player’s: One year (12issues) U.S., $26.50.
Subscriptions to the Game Player’s Guides to Nintendo
games: One year (6 issues) U.S., $18.95. Subscriptions
to the Game Player’s PC Guides: One year (6issues) U.S.,
*$14.95. Canada: Add $1 per issue. Outside U.S. and
Canada, add $2 per issue. Corporate, editorial, pro-
duction, and customer service offices are located in
Greensboro, North Carolina, (919) 299-9902; FAX (919)
854-0963. Advertising sales and circulation offices are
located at 23-00 Route 208, Fair Lawn, NJ 07410, (201)
703-9500; FAX (201) 703-9509. Dealer orders and in-
quiries should be directed to Dealer Sales at (919) 299-
9902.

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

Game Player’s: The Leading Magazine of Video and Com-
puter Entertainment (ISSN-1042-3133) is published
monthly by Signal Research, Inc., P.O. Box 29364,
Greensboro, NC 27429, USA. Application to mail
second class postage pending at Greensboro, NC, and
additional mailing offices. Newsstand distribution is
handled by the Curtis Circulation Company. Sub-
scriptions: 12issues US: $26.50. CANADA: Add $1 per
issue ($38.50 total). For subscription cus-

tomer service or overseas rates, call 1-800- )
222-9631. 1 ‘

GAME PLAYER'S

ADVERTISING SALES TERRITORIES:
e R SRR

National Regional Advertising Southern California, Northwest:
Advertising Sales: Representatives: Arizona, Nevada:
Kathi L. O’Neil

Andrew Eisenberg Milt Gerber Ed Winchell 500 Airport Blvd.
Signal Research, Inc. John Zimmerman Ed Winchell Co. Burlingame, CA
23-00 Route 208 Gerber/Kamikow 22700 South 94010
Fair Lawn, NJ 07410 60 Revere Drive, Crenshaw Blvd. (415) 579-0258
(201) 703-9500 Suite 915 Suite 215

North Brook, IL 60062 Torrance, CA

(708) 291-8900 90505-3050

(213) 530-4693

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

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

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

Entire contents copyright 1990, Signal Research, Inc. All rights reserved; repro-
duction in whole or in part without permission is prohibited. Game Player’s Guide
and Game Player’s are tradenames of Signal Research, Inc. Nintendois a registered
trademark of Nintendo of America. IBM is a registered trademark of Interna-
tional Business Machines Corporation. Microsoft and MS-DOS are registered
trademarks of Microsoft Corporation. Sega and Genesis are registered trade-
marks of Sega of America, Inc. Atari ST, Atari 2600, Atari 7800, and Lynx are
registered trademarks of Atari Corp. Atari Games is a registered trademark of
Atari Games, Inc. Amiga and Commodore 64 are registered trademarks of
Commodore Business Machines. Apple, Apple IIGS, and Macintosh are regis-
tered trademarks of Apple Computer, Inc. Tandy is a registered trademark of
Tandy Corp. TurboGrafx-16 is a registered trademark of NEC Technologies, Inc.

Products named in these pages are tradenames, or trademarks, of their respective
companies. Game Player’s: The Leading Mﬁ%razfne of Video and Computer Entertain-
ment is a publication of Signal Research, Inc., an independent publishing com-

pany.

6







e 1
1 h

TRIDGE

O ENTERTAINMEMN
: :

TOMMY LASORDA
BASEBALL"

All the major league plays. Moves. And strategy.
From choosing your own line-up to the subtleties
of shifting your infield and outfield. Only on i TR R A RS N T N
Genesis. Whether it's the realism of the graphics or ne16-BIT Eﬂ E{I'FI‘!TDE E
the challenge of the play, this is simply the most W ki i G i e
sophisticated baseball game to be found anywhere.

SPIDER-MAN"®

You'll need to capture a special key from each of
the five arch criminals to disarm the secret super
bomb that threatens New York City. As you meet
each challenge, choose carefully which of your |

super powers you will use, or you shall fail in your &8 __Pﬂ“\ L b L ls _
quest. Action and adventure only on Genesis. \P*“ 16-BIT CARTRIDGE

FOR USE WITH THE SEGA GENESIS VIDEQ ENTERTAINMENT SYS /

s ¥ &

PAT RILEY’S SLAMMIN’ AND [Nt

T ' ‘ -
JAMMIN’ BASKETBALL" [EEVAREEC S
Check out the size and detail of the players. | g P P
Check out their moves. Slam-dunk behind the
head. Make your magic moves down the lane for
a lay-up. In their face. Realism you won' believe.
Realism you simply cant find, except on Genesis.

MICHAEL JACKSON’S
MOONWALKER"

The music video comes alive in this action game
designed by Michael Jackson. Use all of Michael’s

16-BIT C

FOR USE WiITH THE HSEGA GEN

Imagine. You're Spider-Man, scaling the faceofa  sport. The superb game play and graphics of real
towering high-rise. Or Joe Montana, rollingleft to  blockbuster arcade hits which can only be duplicatec

throw the winning touchdown pass. Or Michael through the 16-bit technology of Genesis. Music videc

Jackson, taking on the evil forces of Mr. Big. And games which recreate the dance moves and stereo

there’s only one place you cando it all. On Genesis  music of the stars like only Genesis can. And adven-

by Sega® ture games with depth of play and mega-power
Sports games which actually put you in the game  second to none. You cant do this on Nintendo?

by uniquely capturing the feel and action of the Genesis is the only true 16-bit system and that’s

Sega and Genesis are registered trademarks of Sega of America, Inc. Spider-Man: ® & ©) 1990 Marvel Entertainment Group, Inc. All rights reserved. Michael Jackson's Moonwalker is a trademark of Ultimate Productions. All other game titles
are trademarks of Sega of America, Inc. © 1990 Sega of America, Inc. PO. Box 2167, South San Francisco, CA 94080. Mintendo is a registered trademark of Nintendo of America, Inc.
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~16-BIT CARTRIDGE

“0OR USE WITH THE SEGA GENESIS VIDEQ ENTERTAINMENT SYSTEM

JAMES “BUSTER” DOUGLAS
KNOCKOUT BOXING"

Defend your title against top-ranked challengers in

a twelve round main event. Adjust to the boxing

- | style of your opponent in the early rounds. Go to

16-BIT CARTRIDGE the mid-section to slow him down. And put him
{ES15 YOED ENTERTATMERT SYSTRN against the ropes with deadly combinations.

Counter-punch or nail him with an upper-cut or

quick left hook. Only on Genesis.

F WITH THE SEGA GEE

JOE MONTANA
FOOTBALL"

You've never seen blocking, tackling, or open field
TG - & running that looks this realistic. Call the play, take

E g the snap and look for an open receiver. It's the game
" , 1ETBITCAHTF|"DGEF = inspired by Joe himself. And it's only possible from
— R ) Sega, the masters of arcade entertainment.

AEL | |
crw ARNOLD PALMER

el cite TOURNAMENT GOLF"

AN W E:*?-. You can practically feel the breeze in your face as
B e you tee off. Careful. Account for the wind factor.
RTRIDGE Choose your clubs carefully and adjust your stance

VIDEO ENTERTAINMENT SYSTEM

for hooks or slices. Only Genesis lets you play the
best courses around the world. And feel like you're

there. You can't do this on 8-bit.

moves: the dance-kick, the hat attack, the lean.

You're taking on Mr. Big and his goons. It's time to

give it everything you've got. To the beat of

Michael’s biggest hits. In stereo. And it's only on Genesis.

why Genesis provides a total video gaming
experience you simply won' find anywhere else.
Certainly not on any 8-bit system. Or even on

a Turbo-8.
Add to that the Genesis team of Michael Jackson,

Joe Montana, Tommy Lasorda, Arnold Palmer;
Pat Riley, James “Buster” Douglas and Spider-Man. (
Only on Genesis. g




Help! I am having a problem
trying to get two items in Exodus
Ultima (for the Nintendo). I've
reached the maximum possible
characterlevel.  have the mark of
king, fire, force, and snake. I've
got the four pieces of the card and
also the silver horn. But the two
items I need are the magic armor
and the almighty sword. I'm
wearing the dragon armor and
wielding the iron sword. Can you
help me find the two items?

Tim Foster
West Virginia

First you must have the silver pick
from the Death Cave (north of Lord
British’s castle). Use this pick to search
on theislands and you'll find the items
you need.

Phantasy Star

After I defeated Lassic in Phan-
tasy Star, it said to go to the gov-
ernor. So I went back to his man-
sion, butallI found was an empty
dungeon. I searched all over the
planets, but didn’t find him.
Where is he?

Mark Meade
Missouri

Go to the very bottom of the dungeon
in the governor’s house. It will seem as
though you're in an inescapable place
with no doors, but there is a door — a
hidden one. The only way you’ll find

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 cannofreply individually by
mail fo game questions.

it 1s to look straight at it. Take a step,
turn to look, take another step, turn to
look again,and so on, until you find it.
Be ready! Beyond this door lies the
final challenge.

Tennis

I have a Nintendo Game Boy, and
here’s a tip for all the people who
have Tennis. Whenit's yourserve,
throw the ball up high, thenswing
your racket so you miss the ball.
Then move your man so the fall-
ing ball hits him in the head.
You’'ll get 15 points, then 30, then
40, and finally agame point. Keep
doing this every time it’s your

serve, and you can win in level 4.

Jason Davis
Ontario, Canada

At last, a tip that even helps really
struggling game players. We tried it,
and it really works. But only on the
Game Boy — don’t try it in real ten-
nis, or you'll get laughed off the court!

Blue Lightning

The following passwords allow
you to start on any of the nine
missions in Blue Lightning for the
Atari Lynx: mission 1, AAAA;
mission 2, PLAN; mission 3,
ALFA; mission 4, BELL; mission
5, NINE; mission 6, LOCK; mis-
sion 7, HAND; mission 8, FLEA:
and mission 9, LIFE.

Harry Chow
Georgia

Thanks for the passwords. The many

frustrated pilots who've had trouble

surviving this air combat game will be
especially grateful.

Indiana Jones

And The Last
Crusade

Could you please tell me how to
get to the catacombs in Indiana
Jones and the Last Crusade (The
Graphic Adventure). Also, I heard
you need to get a fake grail diary
in Henry’s house. I went to his
house, but all I found was sticky
tape. I had a hunch that it was in

ﬁ
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the chestunder the plant, butitislocked.
Help! THE WD BLD DP

Todd Matsunaga

- DRACONIAN

Use the real qrail diary when you're inside

the library in Venice. You need to match the
stained glass window with a sketch in the
diary. When you've found the right window, o000

look at the floor, which is marked with Roman
numerals. Read the inscription on the col-
umns and use the information along with the
cryptic message in the diary. The entrance to
the catacombs is under one of the numerals.
Once you've decided which one (it changes
with every game), use a metal pole to break
through the floor.

The fake grail diary can save you a trip
later in the ame, but it is possible to finish
the game without it. Nonetheless, you al-
ready have all the pieces of the puzzle
you're just not putting them together. There’s

T

R

P T

a key inside the sticky tape that fits the locked
chest. Use a chemical solution in Indy’s e .
office to dissolve the tape. ]

Bayou Billy

I’'m having trouble with the crocodiles
in part 1 of The Adventures of Bayou
Billy.

Carlos Ramirez
New York

There are two main methods for handling the
alligator population of stage 1. The first time
you cross the pond, walk in a simple zigzag
e : L L
pattern. By the time you reach the second
pond, you should have taken an ugly stick
from one of your enemies. Position yourself
by the two logs near the pond and keep whip-
ping the ‘gators until they finally get the
message.

<SP
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are to discover
Drakkhen—the premier title in the
Draconian line and the first role playing
game that combines FRP themes with the
most advanced technical wizardry ever!
You have been chosen to lead a hand-
picked band of four brave adventurers on
a treacherous journey. Your quest: to re-
claim the mystical jewels from the eight
dragon princes, resurrect the great
dragon and restore the primeval realm—
the source of all magic in the universe.
Never before has there been an ad-
venture as vibrant with features as real
as this:

s¢’ Three-dimensional graphics present a
fantasy world in which you truly feel
you're a part.

s  “Real-time” environment renders life-
like animation with independent
character interaction.

3 More than 150 unique monsters, ogres
and dragons with over 200 on-screen
magical spells.

x~ Personalized characters to match your
own adventure style—be you scout,
priest, magician or warrior!

L wuﬂl.ln UP DMUON[AN g " _ ﬂvﬂilahlg [uL the [BM™/PC compatibles, Amiga™
Yﬂ“ WUN'T WANT To I}GME BAGK[ and Atari ST™ Personal Computer.

Drakkhen; © & TM 1989 Infogrames. United States and Cana-
~ dian copyright Data East USA, Inc. Manufactured by Draconian
under license from Infogrames. Draconian is a trademark of
Data East USA, Inc, IBM, Amiga and Atari ST are registered

trademarks of International Business Machines Inc.,, Commo-

Data East, 1850 Little Orchard Street, San Jose, CA 95125 (408) 286-7074. _ dore Electronics Ltd., and Atari Corp., respectively.
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 of the Sci-Mautant Priestess—the second o B W 4 b i |
sensational title in the Draconian line— e e | e
and explore a bizarre post-burn world g | -

caught in the throes of mutant treachery.
Set on a distant planet, the Chamber
of the Sci-Mutant Priestess combines
'mystic drama and humor with a sophisti-
cated icon interface, so players can easily
maneuver through the game's captivat-
ing plot. |
You play the role of Raven, a Tuner,
whose telepathic abilities provide a
unique advantage when fighting the ene-
my—a monstrous race of mutants called
Protozorgs.
Command eight sci-powers with
“iconomized” ease as you probe the
chambers of the mutants temple, search-
~ ing for your abducted girlfriend while

engaging in a brain-draining test of five
ordeals.

Animated and t:olorhll the Chamber

of the Sci-Matant Priestess promises

~ hours of challenging intrigue for novice
and expert fantasy game players alike.
Don't miss out on the first psionic thriller
of its kind—from Draconian! -

NYINOOVYaIA

Available for the IBM™/PC compatibles, Amiga™
and Atari ST™ personal computer.

Drakkhen; © & TM 1889 Infogrames. United States and Cana-
dian copyright Data East USA, Inc. Manufactured by Draconian
under license from Infogrames. Chamber of the Sci-Mutant
Priestess and Draconian are registered trademarks of Data East
USA, Inc. [BM, and Atari ST are registered trademarks of

International nm Machines Inc., mﬂm Electronics Data East, 1850 Little Orchard Street, San Jose, CA 95125 (408) 286-7074.
Ltd., and Atari Corp., respectively.
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Tom R. Halfhill

It’s coming this fall! NEC has
officially unveiled its full-
color hand-held game ma-
chine, the TurboExpress.

Although it follows the
Nintendo Game Boy and the
Atari Lynx to market by a
year, the TurboExpress scores
two 1important break-
throughs. It’s the first hand-
held device that plays the
same game cartridges as a full-
size videogame machine; and
1t’s by far the most powerful
hand-held machine yet an-
nounced. Not only does it
offer better graphics and
more speed than the Game
Boy or the Lynx, but in some
respects it’s also capable of
outperforming the full-size
NEC TurboGrafx-16, Nin-
tendo Entertainment System,
and Sega Genesis!

Features are basically the

portable TV. The tuner in-
cludes a video input jack that
allows the TurboExpress to
double as a camcorder moni-
tor. The TurboExpress can-
not, however, be connected
to a regular TV for playing
games.

The most impressive fea-
ture of the TurboExpress is
that it can play regular Tur-
boGrafx games with virtu-
ally no loss of quality. The
LCD displays 512 colors si-
multaneously at a resolution
of 312 x 238 pixels. (Pixels are
the tiny screen dots which
make up a video image; the
more pixels, the sharper the
picture.) According to NEC,
most TurboGrafx games use
a mode that can display 256
colors simultaneously at a
resolution of 320 x 224 pixels
| —whichmeansthe TurboEx-

same as those we first re-
ported in the March issue of
Game Player’s. The TurboExpress
offers full compatibility with all
TurboGrafx game cards; a 2.6-inch
liquid-crystal display (LCD)
screen; six sound channels; a built-
in mono speaker and stereo head-
phone jack; a high-speed, eight-bit
computer chip that’s four times
faster than the Game Boy and twice
as fast as the Lynx; and a built-in
control pad.

NEC says the TurboExpress
will play for three to five hours on
a set of six AA batteries. The unit

GAME PLAYER'S

NEC’'s TurboExpress is a full-color
portable that plays all regular
TurboGrafx-16 games.

measures 4.3 x 7.3 x 1.8 inches
(slightly larger than a Game Boy,
slightly smaller than a Lynx), and
weighs 15.7 ounces with batteries.

According to NEC, the Tur-
boExpress will debut in small
quantities this fall at a price some-
where between $200 and $250.
Larger quantities will be available
in early 1991. Options will include
an $80 to $100 TV tuner that trans-
forms the TurboExpress into a

14

press 1s actually better than
the TurboGrafx!
By comparison, the Lynx has a
3.5-inch screen which can display
16 colors out of a palette of 4,096
colors. Screen resolution is 160 x
102. The Game Boy has a 2.5-inch
black-and-white LCD with screen
resolution of 160 x 144. The Gene-
sis displays 64 out of 512 colors
with 320 x 220 pixels, and the NES
offers 16 colors out of 52 with 256
x 192 pixels.
Watch for a full report on the
TurboExpress in the next issue of

Game Player’s. P



SAVING THE WORLD
NEVER USED TOBE
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7 e TR All you had to do

N - 5% (1Y was find the bad
. N Ty guys and punch their

' ﬁ g . N lights out.
~- Well, it’s not that easy
_ A anymore.
4 . An evil master race is now
— vying for world control. To save

o S the planet from eminent doom,

you must gather intelligence, execute
a plan of attack and thwart their etforts
at every juncture.
| You're Rocket Ranger, defender of
L %, ' world peace.
' Strap on your rocket pack and
launch an all-out effort into the
stratosphere.

Pick up Rocket Ranger today. The
world desperately needs your help.
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This official seal is vour assurance thatNintendo  has approved the quality of this product Ninfenda® and NimtendoEntertan
Game Pak (NES-GPY. Rocke! Ranger “is arademark of Cinemaware Corporation £ 1890, £ 1989 Kemco.

Alwayslook tor this seal when buying games and accessones to ensure complete
compatibifty vh your Nintende Entertainmeni System




t’s been a busy month in
Nintendoland. Within
the space of a few weeks,
all kinds of interesting

news competed for the
attention of Nintendo players:

— After more than a year’s
work, an independent company
succeeded in designing a battery-
powered, hand-held game ma-
chine capable of playing standard
NES cartridges on a full-color LCD
screen. But Nintendo of America
reportedly has declined to grant
the company a manufacturing li-
cense, virtually ending all hope
that the game machine will be-
come available.

— Acclaim Entertainment
announced that it will bring out at
least three videogames based on
the hit TV show The Simpsons. One
will be for the Nintendo Entertain-
mentSystem, another for the Game
Boy, and the third will be an Ac-
claim SuperPlay hand-held game.

— Electronic Arts, one of the
largest and most respected pub-
lishers of computer entertain-

ment software, an-
nounced that it
will start pro-
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Simpsons, Yes;

Hand-Held,

NO|

Tom R. Halfhill

Maty GRroENWG

) 1990/Twentieth Century Fox Corporation. All rights reserved.

e
€

The Simpsons v &

GAME PLAYER'S

£ i = o = B o

ducing its first games
for the NES and Game
Boy.EA’s first NEStitle
will be Skate or Die 2,
the sequel to the best-
selling Skate or Die.

Nintendo
Nixes

Color Hand-
Held

For more than a year,
an independent com-
pany named BDL En-
terprises has been
working on a hand-
held videogame ma-
chine capable of play-
ing all standard NES

16

cartridges on a full-color liquid
crystal display (LCD) screen. The
battery-powered portable wasn’t
intended to replace either the
black-and-white Game Boy or the
regular NES console, but rather to
provide a more powerful (though
more expensive) alternative for
those who want to play Nintendo
games on the go. It would have
also competed directly with other
full-color hand-helds, such as the
Atari Lynx, the recently an-
nounced NEC TurboExpress (see
page 14), and the still-secret Sega
portable expected in 1991.

Unfortunately, it looks as if
Nintendo fans will have to wait a
little longer. According to a com-
pany spokesman, BDL’s brainchild
was denied a manufacturing li-
cense by Nintendo of America and
will never reach the stores.

Three new games based on The
Simpsons — including NES and
] Game Boy versions — are com-
ing this falland early in 1991 from
Acclaim Entertainment.

“We'd love to bring it out,
we're prepared to bring it out, but
without a license, there’s no
chance,” said Bruce Lowry, vice
president of CCA Development
Group, the company which pro-
vided financial backing for BDL’s
project.

Lowry explained that BDL's
prototypes use proprietary Nin-
tendo technology, including spe-
cial computer chips patented by
Nintendo. Therefore, BDL needs a
manufacturing license from Nin-
tendo in order to legally produce
the machine. BDL recently dem-
onstrated the hand-held to Nin-
tendo officials, but, according to
Lowry, Nintendo turned down
their request for a license. Lowry
says that Nintendo didn’t object to
BDL’s design or the use of Nin-
tendo chips in the prototype, but
rather to the basic concept of the
machine.
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“They said that it does not fit
into their long-term marketing
plans at this time,” Lowry told
Game Player’s. “That’s the only
reason they gave us.

“We can get around using the
Nintendo chips,” Lowry contin-
ued, “but some patent licenses are
involved and it would be a prob-
lem. We don’t want to get into a
legal battle with Nintendo. It
would be like David and Goliath.”

Lowry said the project could
be revived if Nintendo reverses its
decision and gives BDL the go-
ahead, but otherwise it’s termi-
nated. Although the machine
could be redesigned as an NEC or
Sega hand-held, Lowry said it
would require a great deal of work
and would force BDL to compete
with the portables already ex-
pected from NEC and Sega. Also,
there aren’t nearly as many NEC
and Sega game players as there are

GAME PLAYER'S

Nintendo players, so not as many
units could be profitably sold.
The final prototype developed
by BDL was fully NES compatible,
capable of playing any NES car-
tridge with identical screen reso-
lution and colors. Standard fea-
tures included a four-inch color
LCD screen with special backlight-
ing and shock-resistance technol-
ogy, a built-in speaker, and an
earphone jack. Early prototypes
used standard NES controllers, but
the latest model had its own con-
trol pad. The unit was about 10
inches long, 6 inches wide, and 1.5
inches deep, and could run 30 to 40
hours on a set of four C cells. It was

designed to retail for $149 to $169.

A kidnapping sends you into

] action in Skate or Die 2, the first
Nintendo game from Electronic
Arts.

Skateboards are the primary
2 mode of travel in Skate or Die 2.

Bullet-Proof Software’s Pipe
Dream was adapted from a popu-

3 lar computer game. The object is
to build networks of pipesinorder
tochannel a flowing liquid known
as flooz.

No one outside Nintendo
knows for certain why the BDL
machine was rejected. Was Nin-
tendo worried that a color hand-
held would compete too directly
with the Game Boy, even at twice
the price? Or does Nintendo have
a color hand-held of its own de-
sign waiting in the wings?

Radical, Dudel

They don’t subsist on pizza and
they don’t live in the sewers, but
they’re the hottest cartoon charac-
ters on TV since the Teenage
Mutant Ninja Turtles. And now
the Simpsons are coming to a
Nintendo machine near you.
Acclaim Entertainment re-
cently obtained exclusive rights
from Twentieth Century Fox to

18
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produce videogames based on
Fox-TV’s hit show The Simpsons.
Acclaim has announced three
versions so far: NES, Game Boy,
and a SuperPlay hand-held. The
SuperPlay version is coming first,
expected in October. The NES
versionisscheduled to follow soon
afterward, and the Game Boy
versionis anticipated inearly 1991.

All of the games will be based
on the Simpsons characters cre-
ated by cartoonist Matt Groening,
but will probably focus on Bart
Simpson, the ornery son. In the
NES version, for example, the
Simpson’s hometown is being
invaded by aliens who resemble
humans, and it’s up to Bart to alert
everyone of the impending dan-
ger.
Competition for the rights to
produce videogames based on The
Simpsons wasreportedly fierce. The
TV show is drawing high ratings
with the 8-to 16-year-old age group
as well as the 18- to 34-year-old
audience. And sales of Simpsons
merchandise — including t-shirts,
lunch boxes, mugs, and buttons —
have been skyrocketing, helped in
part by a cover story on the show
which recently appeared in
Newsweek.

Electronic Arts
Goes Nintendo

The latest company to obtain a
license to produce Nintendo games
is Electronic Arts, a major pub-
lisher of entertainment software
for personal computers. Since its



founding in 1983, EA has built a
solid reputation among computer
owners for such programs as Pin-
ball Construction Set, DeluxePaint,
The Music Studio, Battle Chess, The
Bard’s Tale, Earl Weaver Baseball,
John Madden Football, Abrams Battle
Tank, and 688 Attack Sub.

Until now, EA’s involvement
with Nintendo has been limited to
licensing its computer titles to
Nintendo publishers, who then
issue the games under their names
instead of EA’s. Anexampleis Skate

‘“This Land Is My Land”’

| started my rail empire in 1830 right in small-town
- Chicago. My ‘“‘empire’’ wasn’t much when | started
— an engine, some resources and a small bankroll.
But all that turned around.

With some wheeling and dealing I got to the top
and now I'm looking down on everyone else. |

passed Carnegie and Vanderbilt a thousand miles
back and a half a million dollars ago.

This land is my land all right. And I'll make it

thrive. Why don’t you?
i‘f;m %
e |

SIMULATION

SOFTWARE

Can't find Sid Meier's Railroad Tycoon? Call (301) 771-1151

r by MC/Visa; or mail check or money order for $59.95 for IBM-PC/T.

and orde
ﬁgadly sﬁg;lus $3.50 for shipping and handling. $5.00 for international order. U.S. funds only.
residents % sales tax. ©1990 MicroProse Software, Inc. Mail orders to: MicroProse Software,

180 Lakefront Drive, Hunt Valley, MD 21030.

or Die, an EA computer game that
was released for the NES by Ultra.
In all, EA has licensed 15 of its
computer games to Nintendo
publishers, althoughmosthave yet
to appear on the market.

But now that EA has its own
Nintendo license, it will begin
publishing Nintendo titles under
its own name. This will probably
lead to the release of even more EA
games for Nintendo.

The first NES game to bear the
EA label will be Skate or Die 2,
scheduled for release in Septem-
ber. It’s the sequel to Skate or Die,
which has sold 1.2 million copies
on the NES alone.

According to EA president Trip
Hawkins, EA is currently working
on four additional NES games and
is also developing titles for the
Game Boy. These products are
expected to begin hitting the stores
1991

EA also plans to sell its NES

9 am fo 5 pm Eastern Time
andy/compatibles version

and Game Boy titles overseas.
“Until now, the European and
Australian videogame markets
have been fairly small,” said
Hawkins. But he said Nintendo is
launching a major effort to push
the NES in those regions, and EA
hopes to be ready with a strong list
of titles.

Another part of EA’s Nintendo
strategy is to prepare itself for the
shift to 16-bit videogame machines
in the 1990s. By the end of this
year, the number of 8-bit NES
machines in the U.S. is expected to
peak at about 30 million units,
Hawkins noted. “That’s three times
the base of the original Atari [2600]
system [in the early 1980s], and a
pretty clear indication that this
market is here to stay,” he said. By
late 1991, Nintendo is expected to
release its 16-bit Super Famicom in
the U.S.

In fact, EA is already making
initial moves into 16-bit video-




64 (see our review in the March
1990 issue of Game Player’s). The
NES version of Pipe Dream is
coming from Bullet-Proof Soft-
ware.

Pipe Dream combines action
and strategy in much the same
way as the mega-hit Tetris, yet is
completely different. When the
game begins, a liquid known as
flooz starts flowing through a short

B o 5 i = = &l & 2 |

games. EA recently announced its
first three titles for the Sega
Genesis: Populous, a critically ac-
claimed strategy game; Budokan, a
martial arts action game; and Zany
Golf, a miniature golf game with
unusual twists. All three games
were hits on personal computers.
(For more on EA’s Sega Genesis
titles, see this month’s “Sega Play-
ers” column on page 44.)

A Pair
Of Puzzlers

EA isn’t the only company bring-
ing out Nintendo versions of
popular computer games. One
interesting title we're awaiting is
Pipe Dream, an engrossing puzzle
game originally released by
Lucasfilm for PCs, the Macintosh,
Amiga, Atari ST, and Commodore

GAME PLAYER'S

pipe. Your goal is to extend the
pipeline and build the longest
possible network before the flooz
reaches the end of the pipe. Vari-
ous sections of pipe appear in a
dispenser on the left side of the
screen and must be added to the
pipeline in a certain order.

To finish a round, you must
get the flooz to flow through a
pipeline of the minimum required
length. Youthenadvancetoamore
difficult round that requires a
longer pipeline. Some computer
gamers who have played Pipe

Solsticeis anaction-strategy game
] from CSG Imagesoft that features
exceptional graphics and sound.

Each room in Solstice offers a dif-
ferent challenge. Can you make it

2 out of this room without falling
onto the spikes?

20

Dream declare that it’s the most
addictive game they’ve seen since
Tetris.

Another new action-strategy
game that looks interesting is Sol-
stice from CSG Imagesoft, although
this one isn’t a computer transla-
tion. At first glance, Solstice seems
to be a ho-hum adventure game
with a well-worn plot: You must
find your way through a maze of
rooms to rescue a kidnapped prin-
cess. But it’s actually a fascinating
puzzler that demands nearly equal
amounts of cleverness and dexter-
ity.

Each room in Solstice is a dif-
ferent challenge. Sometimes the
only danger is that you'll fall on
the floor and impale yourself on a
spike. Other rooms are patrolled

by guards you must outwit. Along
the way, you can find such items
as keys, potions, and magic jump-
ing boots.

But what really caught our
attention were the graphics and
sound in Solstice. It’s an exception-
ally attractive game with 3-D per-
spective and exotic music. And
when your character makes a
mistake and gives up his ghost,
the accompanying sound effect is
especially amusing.

SP



You’ll have to be
smooth as ice.

Strategy gaming takes a chilling new turn.

Your brave community has been driven to the brink
of extinction by a Second Ice Age.

Now a new peril arises. An overwhelming enemy
force approaches your heat mines, your only source of
warmth and power.

A collection of thirty-two mismatched citizens
suddenly becomes the only army to oppose the invaders.

Innocent civilian equipment — skis, hang-gliders,
snowmobiles and cable cars — suddenly become
indispensable implements of war.

Your manpower and hardware alone will never stop
the enemy.- Your community’s only hope is superior
strategy and leadership.

The strategy and leadership are up to you.
Midwinter — gigantic, innovative, unforgettable!

+ straightforward icon controls
« 32 characters with fully-developed personalities
+ detailed maps of the 160,000 sq. mi. playing zone
- fractal. light-sourced 3-D terrain
- one of the Masters of Strategy Series

For Amiga and Atari ST; coming soon for
IBM-PC/Tandy/compatibles

F T W A R E

Marketed by MicroProse Software, Inc.

Can't find Midwinter? Call (301) 771-1151 weekdays 9 am to 5 pm Eastern Time and order Dy MC/Visa/AmEx: or mail check or money order for $39.95 for Amiga
or Atari ST (IBM cnmmi‘_suun}, plus $3.50 for shipping and handling. $5.00 for international order. U.S. funds only. MD residents add 5% sales tax. ©1930
icroProse Software, Inc. Mail orders to: MicroProse Software, 180 Lakefront Drive, Hunt Valley, MD 21030.



‘Waming:
Chills Dizziness

Ad

Atari Lynx" comes with AC adaptor, Comlynx" cable and four games on one Lynx game cartridlg

Lots of games are available on compact
cartridges, with more being developed as
we speak.
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BlueLightning": Fly a top secret combat jet
while avoiding missiles, ice fields, canyon
walls and the dark of night.

Plug any standard
headset into the Lynx for )
more realistic
4 channel sound

e

Gauntlet”: Smash arcade hit. The
enchanted Star Gem has crashed to
earth. Capture it from evil creatures
before they use its magical strength

to destroy man. 1 to 4 players.

A
R e

Atari®, the Atari logo, LYNX™ and Electrocop™ are trademarks or registered trademarks of Atari Corporation. ©1990 Atari Corporation, Sunnyvale, CA 94089-1302. All rights reserved. (Electrocop™ Software ©1990 Epyx, Inc
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Bectrocop : Rescue the kidnapped
daughter of the president. Invade the
Steel Complex where dangerous robot
traps protect the Criminal Brain.

II l‘] i: : I... _I. "
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Connect up to 3 Lynxes.
On some games, all 8 players can be
on screen at once.

s
= Help Chip
California Games *: Surf your brains through 144

out. Skateboard the Half Pipe. Juggle the Foot Bag. levels without
Slam off the desert berms on your BMX bike. getting nailed by
cherry bombs, water -

traps, and hundreds of
other hazards. _omsmms

s KLAX : The latest
| arcade mega-hit from
B Atari Games. You must
¢! form “Klax” from
1 colored tiles tumbling

down the conveyor
belt. 100 levels.

The Lynx portable game system is every bit as good

| as home systems.

It has great color and sharpness like a big screen TV.
[t has deep levels of play on popular and new games.
And on some games, you will be able to link up to

h cight Lynxes so everybody can play together.

[t's enough to give you chills.

And make our competitors sick.

It's available at all major toy and electronic retailers.
Call 1-800-443-8020 for 1 %7 N\] ~C
the dealer nearest you. M T

licensed to Atari Corp.) California Games®, Chip’s Challenge™, and Blue Lightning™ are trademarks or registered trademarks of Epyx, Inc.©1990. Gauntlet® and Klax™ are registered trademarks of Atari Games Corp. ©19%0.



ame Boy players
won’t be left out of
the Batman craze,
thanks to the folks
at Sunsoft. The
company that brought last sum-
mer’s hottest movie to Nintendo is
now doing the same for the Game
Boy.

In this version of Batman, you
play the Caped Crusader as he
battles to stop the Joker from un-
leashing deadly nerve gas on the
citizens of Gotham City. The ac-
tion takes place in locations that
will be familiar to fans of the movie
and the NES game. You'll walk
through the dark streets of
Gotham, battling thugs every step
of the way. In the Axis Chemical
Factory, you'll meet Jack Napier

GAME PLAYER'S

GAMEBOY

PLAYERS
R
BAIMAN

Matthew A. Firme

and unwittingly help him become
the Joker. You’ll visit the Flugel-
heim Museum and Gotham City
Cathedral, and you’ll even get to
pilot the Batwing.
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Scattered throughout every
stage are a number of dark blocks
concealing power-ups, bonuses,
and additional firepower options.
Every heart you find boosts your
life force, and the Batman symbols
award extra lives. There are six
gun items that give you special
weapons, including the ability to
shoot through walls, fire continu-




Dream Season.

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

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

It all adds up to a dream season for every game
player who likes to use his head as well as his hands. So
get into “Bases Loaded II: Second Season.” At your favor-
ite video game store now.

Live Action That Never Ends.

Jaleco™ Bases Loaded® II: Second Season™ are trademarks of Jaleco USA, Inc. Nintendo® and
Nintendo of America® are registered trademarks of Nintendo of America. © 1990 Jaleco USA Inc.




GAMEBOY
PLAYERS

ously, clear the screen of enemies
with smoke bullets, or launch
powerful Batarang projectiles.
The Game Boy version of Bat-
man comes remarkably close to the
full-size NES title. It is a richly
detailed game, and all four stages
are filled with individualized
touches. Each location is distinct
and complete, from the wood-
paneled doors of the cathedral to
the heavy chains hanging from the
warehouse ceiling. In a way, the
clean, black-and-white lines in the
Game Boy version are almost an
improvement over the cluttered
backgrounds of the NES game.
Batman consists almost entirely
of jumping and shooting, and it
can become tiresome. But that’s
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EVERYTHING ELSE

The Power Glove. You plug it in like any
joystick. But the similarity stops there. Because
now you don't just guide the action. You're 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
Jjoystick give way to free-flowing,
Instant response.

You actually knock out Mike

‘Tyson. Grab the steering wheel of Rad Racer:
All simply by moving your hand.

The Power Glove also gives you moves
youve never had before—and never will have

with a joystick. Twist your wrist for an immedi-

ate head butt in Double Dragon.
Bend a finger for “Thrash Mode™—
'\ your character turns and shoots in all
~{f possible directions.

v Bend another for “One-Shot
Turnaround”: you automatically

&2} . % I-::._.
< = change direction and fire faster than

Nintendo and Nintendo Entert:unment Svstem e registered trademarks of Nintendo of America Inc. Power Glove is a trademark used under license



you ever could with a joystick. With new moves in two dimensions: up, down left, right. Starting
at your disposal, the Power Glove makes your  in the summer of 1990, software dﬁ‘ﬂ&{ﬂ@d for
jovstick games, especially vertical scroll games, the Power Glove adds the third dimension—

new. Different. More exciting. depth—so that voure plaving in a “virtual real-
And that'’s onlv the beginning. Because ity.” It's the future of video games. Years ahead
with games specifically designed for the Power of schedule.
Glove, vou'll be blown into another dimension: So put on the Power Glove and put on the
the third dimension. power of the future.
in the ‘80, all video game play occurred And feel every thmcre se benomednldap
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the nature of this kind of game, no
matter what game system it’s de-
signed for. The scenery does vary
quite a bit from stage to stage, and
there are always new ledges to
jump to, new enemies to tackle,
and plenty of hidden power-ups
to find. All this helps to hold the
player’s interest.

The graphics between the
stages — big, impressively ren-
dered closeups and action stills —
are better than those found in many
full-size videogames.

If designers can maintain or
evensurpass the quality we've seen
so far in games like Batman, Double
Dragon, and The Amazing Spider-
man, the future looks bright for
Game Boy fans.
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ore than a year ago,
when I first began
covering the arcades
for Game Player’s, 1
related my surprise
and delight at rediscovering what
I'd been missing by confining my
gaming to home computers. Re-
cently I found myself experienc-
ing a feeling of deja vu when I
decided to check out that old dino-
saur, the pinball machine.

We’ve all seen pinball ma-
chines lurking in the corners of
coin arcades, stubbornly refusing
to surrender to videogames. Good
old pinball..who can forget the
ding-ding-ding scorekeeping, the
burned-outbumperlights, and the
one flipper that never seems to
work? Years ago, I was what is
known as a “random flipper.” I
didn’t know what I was doing, so
[justtried to play as long as I could
on one quarter. Besides, unlike
videogames, there’s really no point
to pinball besides bumping a ball
around a board, is there?

Was I in for a surprise! Pinball
is celebrating its 60th anniversary
this year, and today’s pinball
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Pinball: 1990

Scott Wolf

Earthshaker! is the first pinball

'I machine thatactually quiversand
vibrates when you trigger a Cali-
fornia quake.

Banzai Run features two playfields
2 — the usual horizontal board at
the bottom and a special vertical

board behind the backglass.

machines bear as much resem-
blance to those old dingers as Cy-
berball does to Pong. Of course,
some things never change. Sexy
women still adorn the backglasses
of many games. But most machines
are decorated with scenes that il-
lustrate the story of the game.
That’s right — the story!

A good example is Data East’s
The Phantom of the Opera. Based on
the 1911 novel, but taking full ad-
vantage of the recent Broadway
play’s popularity, Phantom boasts
the first fully digital stereo sound-
track ever used in a pinball game.
It begins with a traditional rendi-
tion of Bach’s tocatta and fugue in
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D minor and progresses into more
contemporary, up-tempo vari-
ations. When you insert two quar-
ters (yep, fwo quarters — this is the
1990s), you’ll hear the machine
boast, “I am The Phantom of the
Opera!,” courtesy of a voice syn-
thesizer chip.

Your goal in The Phantom of the
Opera is to open the secret passage
beneath the Phantom’s organ and
activate the multi-ball feature,
which releases three balls on the
board simultaneously. When the
organ swings away to uncover the
passage, the Phantom is un-
masked, revealing his grotesque
tace. Then you get the opportunity
to Increase your score by millions
of points. If you lose the balls, the
girl screams and sings out,
“Nooooo!” in a digital soprano.
Then the organ rumbles back to its
original position, blocking off the
passageway.

Digital soundtracks aren’t ex-
clusive to The Phantom of the Opera.
Most of the new generation pin-
ball machines have digital music
and speech. In Bally’s Elvira and
the Party Monsters, the actual voice






of the Mistress of the Dark invites

you to boogie with her, and she
encourages you with humorously
risque double entendres. For ex-
ample, if you try to start a game
without paying, Elvira playfully
warns, “Don’t touch me there!”
However, the most important
difference between these new
machines and the pinball games of
old is that the new ones each have
aspecial story or goal. Forexample,
here are five different games from

GAME PLAYER'S

Williams Electronics thateach have
their own personality:

Rollergames, based on the syn-
dicated TV show, puts you into a
rough-and-tumble roller skating
competition. When you sink a ball
Into a trap known as The Pit, it
activates amagnet next to the mid-
field flipper. To remind you that
the magnet will catch the ball, one
of the Rollergirls yells, “Don’t flip!”
Then she hollers, “Flip!” so you
can execute a maneuver known as
“shooting the wall.” During a
sudden death period, each wall
shot scores one million points.

Cyclone is amorerelaxed game
that lets you take a stroll through
anamusement park, complete with
calliope music, roller coaster
ramps, shooting galleries, a ferris
wheel, and the ever-present side-
show barker (“Hey, you with the
face!”).

Banzai Run is a king-of-the-
hill motocross challenge featuring

Today’s pinball machines — like
this board in Earthshaker! — often
] have ramps, tracks, and tunnels
that carry the ball above and be-
low the regular playing surface.

Black Knignt 2000 has a draw-
2 bridge that raises and lowers
(upper left).

game play on fwo different boards
— the traditional sloping horizon-
tal table and the vertical backglass.
If you defeat any of the four riders
on the regular playfield, the ball
makes a heart-stopping hill climb
onto the vertical playfield.

Earthshaker! is the first pinball
machine that literally rocks ‘n’
rolls. If you can shoot the ball into
theright zones, it triggers an earth-
quakealong the San Andreas Fault,
dropping Californiainto the ocean
and raising property values in Ne-
vada. The pinball cabinet shud-
dersand shakes as the Richter scale
tops 11.

Black Knight 2000 is the table to
try if you like your battles more
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personal. The knight will taunt you
mercilessly, but the accompany-
ing choir of angels inspires you to
cut him off at the knees.

Along with multiple-ball fea-
tures, these games are adorned
with a myriad of clear plastic <ns1:XMLFault xmlns:ns1="http://cxf.apache.org/bindings/xformat"><ns1:faultstring xmlns:ns1="http://cxf.apache.org/bindings/xformat">java.lang.OutOfMemoryError: Java heap space</ns1:faultstring></ns1:XMLFault>