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©JALECO- 

Powerful army 0f marauders. 

R°boWarrior places heavy demands on the player's memory 
and Problem-solving ability, as well as his aptitude for dealing 
with Complexity. 

If challenge and complexity are what you're looking for, then 
RobbWarrior is the game for you. Ask for it at your favorite 
video game store, now! 

Why RoboWarrior is so exciting! 

12 deadly and powerful weapons 
defeat fearsome enemies. 

(Nintendo) 

SkPER MISSILE 
SUPER 

BOMB 

CANDLE When collected, six powers step 
up the effect of the weapons. Here 
are two of these powers. 

MAGICAL BEE 

ENERGY 
CAPSULE 

THE POWERS! 

THE ARSENAL! 

RoboWarrior! Depth... 
challenge.. .mystery.. .electronic 
terror that pushes players 
to the limit. 
He‘e's the game Jaleco created as the answer to 
what players have been asking us for... 

challenge...complexity...mystery...action. 
Destined to inspire a cult of its own, RoboWarrior delivers 
depth of play that takes the Nintendo Entertainment System® 
Player to his outermost limits. 

With 27 stages of play, 12 weapons, 14 enemies, 7 Lords, 
6 extra powers, a room full of idols, treasures, golden keys... 
and mrjrej RoboWarrior is set on a man-made planet where the 
human population has been driven underground by an evil, 
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THE LORDS! 

GHOLEM, LORD OF STONE 

THE KEY! 
At the end of every game stage 
is the Key, necessary to exit to 
the next stage. 

IOOM OF IDOLS! 

RoboWarrior has to eliminate as 
many enemies as he can through¬ 
out the game. Here are some of 
the 14. 

WANE 

LIAN, 
LORD OF AIR 

RoboWarrior’s 27 stages include 
7 Lords of Evil. Some of these are: 

WISP 

RoboWarrior must find the secret 
way into the Room of Idols. 
Beneath some idols are hidden 
valuable objects necessary to con¬ 
tinue the game. 

In certain stages the Chalice 
appears, and unlocks the power 
of the key. Its magical powers 
help RoboWarrior toward his 
goal, so he must watch for the 
Chalice and carry it forward. 

THE CHALICE 
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THE PACES EEEINE TEE EECNES TINES 8 

Has a video game ever gotten you completely stumped? In this article you’ll 
not only meet the people who provide such valuable information for free, you’ll 
also learn the do’s and don’ts of how the services work and how to get your 
questions answered fast! 

THE BEST (AND WORST) ©E 1989 1C 

What did YOU think was the best game of the year? What was the worst cart 
you played in ’89? Find out if your winners and losers match ours in this can¬ 
did look at Electronic Gaming 1989. 

TEE 16-EIT EEVCTETICN 73 

1989 was finally the year that Americans got to witness the debut of true 16- 
Bit technology in their home video games. In this special reprint, we examine 
the current status of "next generation" gaming, and take the first look at several 

of the systems of tomorrow. 

THE 1989 VIDEO GAME BUYER'S GUIDE DIRECTORY 
Back to the Future 40 Ninja Gai Den 2 28 
Bad Dudes 22 Ninja Golf 72 

36 Nobunaga’s Ambition 22 
Baseball Simulator 1.000 18 Phantasy Star 18 
Batman 22 Phantasy Star 2 60 
Blazing Lazers 52 P.O.W. 22 
Boxxle 68 30 
Captain Silver 44 River City Ransom 22 
Castlevania 69 Robocop 28 
Castlevania 3 26 Sentinel 72 
China Warrior 57 Spell Caster 48 

Chips Challenge 72 Super Shinobi 60 

Cloud Master 46 Super Mario Land 71 

Double Dragon 2 26 Super Mario Bros. 3 20 
Demon Sword 32 Super Monaco GP 60 

Fighting Street 16 Super Thuder Blade 65 

Forgotten Worlds 61 Taboo 20 

Friday the 13th 22 Tennis Ace 41 

Gain Ground 61 Tetris 24 

Gauntlet 3 72 70 

Ghouls and Ghosts 16- Thunder Force 2 22 

22 64 

62 Teenage Mutant Ninja Turtles 20 

Golden Axe 61 Tommy Lasorda Baseball 18 

G radius 69 66 

Hyper Lode Runner 68 Twin Cobra 34 

Keith Courage in Alpha Zone 22 Ultima 18 

Last Battle 63 24 

Legendary Axe 16 Ultima 4 41 

56 Victory Run 24 

Lock-n-Chase 69 59 

Mega Man 2 18 Willow 28 

20 Wonder Boy 3 16 

Ninja Gai Den 16 World Class Baseball 18 



G E T S E T „ F 0 R 
Nintendo and Nintendo Entertainment System are 
registered trademarks of Nintendo of America Inc. 

Stand by, gamers! Capcom introduces two new 
thrilling games to its Nintendo series. And as always, 
the graphics are hot and the action intense. 

First, experience the ultimate character adventure 
game! As MegaMan, you must conquer and control the 
eight empires of the evil Dr. Wily. But beware of his 
sinister robots that rule each empire. Their special 

*£*£*&&&*£*& 'iVlTajJ i 

MegaMan 2 Screen Shot Strider Screen Shot 

powers present a unique challenge at every level. 
Then, prepare for undercover action as the Strider. 

Your orders are to enter Russia and infiltrate the Red Army, returning enemy secrets 
to your superiors. But be extremely cautious. You know what the Russians do to spies! 

So get set for radical action in these exciting additions to the Nintendo Entertainment 

System. From Capcom, U S A. 

CAPCOM’ 

Call or write Capcom U S A . 3303 Scott Blvd Santa Clara. CA 95054 (408)727-0400 Toll free: (800) 843-4632 In California: (800) 222-0928 
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Game titles and characters are the trademarks of the respec 
tive game manufacturers. Now that the lawyers are happy 

njoy the mag! 

GAMES, GAMES, GAMES!!! 
Welcome to the second edition of the Electronic Gaming Monthly Video 

Game Buyer’s Guide! In this special 1990 issue you’ll find dozens of reviews 

on all of the hottest and most talked-about games of the year! You’ll also 

find sneak peeks and first looks at some of the most radical carts coming next 

year, including never-before-scene screen shots of Castlevania 3, Super Con¬ 

tra and Ninja Gai Den 2 for the NES, Gradius, Castlevania, and Lock-n- 

Chase for the GameBoy, and incredible scenes from the most power-pack¬ 

ed carts coming for the Genesis and TurboGrafx-16. 

In addition to these previews and reviews, we’ll also recap many of the ex¬ 

citing events of the year and award top honors to those games which dis¬ 

played superior quality in our "Best and Worst of 1989" special. Find out if 

your favorites match ours in this no-holds-barred look at gaming in ’89! 

And for those of you who are still contemplating the purchase of a new 

machine, we’ve compiled and updated many of the stories we’ve run on 16- 

Bit and other advanced game machines. You’ll also find info on the hand¬ 

held systems and news you won’t see anywhere else! 

Its been a great year for electronic gaming, and everything indicates that 

1990 will be even better! You can be sure that EGM will be there every step 

of the way, capturing the breaking stories, latest tips, and tell-it-like-it-is 

reviews that we know you want! 

THE EGM REVIEW CREW 
STEVE 
The main man around the halls of EGM, our editor-in-chief can cut through 
an alien horde and type 80 words-a-minute with ease! Steve favors shooters 
and good action/adventures (he rates Blazing Lazers, Ghouls and Ghosts, 
and Double Dragon 2 as his favorites) to RPGs, but he’s beginning to real¬ 

ize the real fun in a good quest. 

ED 
The oldest gunslinger in the EGM Wild Bunch, Ed enjoys breaking down 
RPGs and especially enjoys a good Sega cart. He currently is tackling the 
Genesis carts and is awaiting the 6-meg masterpiece, Phantasy Star 2. 

DAVID 
EGM’s associate editor enjoys carts that require strategy and puzzle-solv¬ 
ing as well as fast-action reflexes. His current favorites are Tetris for Game¬ 
Boy, Ultima on the NES, and Dungeon Explorer for TurboGrafx-16. 

JIM, MARTIN, AND DONN 
The resident game pros in the EGM offices have what it takes to blast 
through any game that comes along. From the most sophisticated RPGs 
to the most mindless shooters to the most intricate action/adventure games, 
this trio of video champs have racked up more points and completed more 
titles than any other group of gaming professionals on the face of the planet! 
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Official 

CNinlendo) ■ 
Seal of Quality 

Mail to: SunSoft, P.0. Box 2390, Libertyville, IL. 60198 egm 

Fester’s Quest takes the skeletons oi 
of the closet for a trip to outer space. 

If “space games'' are your thing, heresihe spaciest 
one yet! With Lurch. Pugsley. Thing^ml the rest of 
the Addams crew at his side. Unyjffester leads 
the way in the wildest, wackiapnien shoot- 
em-up ever! The action ispPc. the graphics 
explosive, and the stomraguaranteed to 
leave you howling. So find out for your¬ 
self how much fun going crazy can 
be. Get "Fester’s Quest:' At your 
favorite dealer now! 

THE 
TITLEHOLDER! 

SunSoft * and Fester's Quest" are tiademarks ot Sun Corporation of America Characters tor Fester s Quest* are licensed 
trom Barbare Artists. Inc television rights for Fester s Quest'" are licensed from Orion Television Inc Nintendo * and 
Nintendo Entertainment System * are trademarks of Nintendo of America. Inc 11989 Sun Corporation of America 

' Hot News for Hot Shots! 
j Get the inside track on Sunsoft games in the 
| FREE Sunsoft Game Time News. 

Ane 

F Arirlrpcc 

| City State Zip 
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Has Ultima got 
you stumped? 

Having problems 
getting Simon 
through the 

Castlevania quest? 
Don't give up - 
there is hope! 

Answers to almost 
all of your gaming 
questions are only 
a phone call away! 
You can dial many 

of your favorite 
game companies 

and get the latest 
tips and info from 

best video hot 
shots around! 

For the four hundredth time you’ve 

attempted to fight you way past the 

seemingly indestructable Boss on level 

eight, and each time your character gets 

sent on the express elevator out of Nin- 

tendoland. You finally work up enough 

nerve to call the long distance help 

number you saw in the back of the 

manual. Three minutes later, equip¬ 

ped with a few tips and some secret in¬ 

formation, you’re calmly blasting your 

way past the once-invincible Boss, on to 

the final level and new and darker se¬ 

crets! 

Who are those people on the other 

end of the phone? How did they get so 

good at video games? What are their 

jobs really like, and how did they get 

them? 

First of all, these champions are 

called "Game Counselors" or "Techni¬ 

cal Support Representatives" if they are 

also required to answer questions that 

pertain to inoperative or defective 

hardware. Most of them are around 

twenty-three to twenty-eight years old, 

although sometimes you’ll encounter a 

game counselor who is well into his for¬ 

ties. Regardless, there is usually one 

factor that all game counselors have in 

common: they love video games! 

"That’s a prerequisite for working at 

VIC TOKAI," explained their game 

counselor, Tom Grice. "I always played 

games when I was a kid. I was a game 

fanatic! I never thought I’d be making 

money at it though!" 

Tony Van, the main man at Activision, 

mentioned the importance of being 

knowledgeable on as many,different 

systems as possible. "You’ve got to be 

familiar with all the systems. If it’s just 

video games, it’s not too difficult. For 

computer-related systems, which is the 

bulk of myjob, I have to know each sys¬ 

tem, what hardware it can accomodate, 

what it doesn’t have, and how people 

can buy it. We have to know what will 

happen in certain operating systems, 

what those errors mean, and how we 

can go around it." 

While many companies employ their 

own game counselors, Nintendo is 

definitely king of the hill in this area. 

Their operation has more than 90 

poeple working phone lines and 

answering more than 25,000 calls each 

week! Not only can the Nintendo coun¬ 

selors answer questions about Ninten¬ 

do’s own games, like Metroid, Punch- 

Out!!, and Zelda, they also have a 

wealth of valuable info on games pro¬ 

duced by the 36 Nintendo licensees! 

While we all know that phone coun¬ 

selors can be extremely helpful in beat¬ 

ing the games, especially the more in¬ 

volved RPG titles and quest adven¬ 

tures, what exactly are the qualifica¬ 

tions needed to become a phone coun¬ 

selor? How do these people end up in 

the positions they’re in? 

Jennifer Pascal at Acclaim Entertain¬ 

ment gave a very frank description of 

how she wound up as one of their game 

counselors. "When I started working 

here, I was mainly doing a lot of filing 

and secretarial work. While I was using 

the FAX machine, I would have to wait 

a long time for the transmissions to 

finish. I would wander over to the video 
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many other joysticks currently on the 
market, with a base measuring roughly 
8" X 6", with a sleek, sloped design and 
suction cup feet for optimum stability. 
The joystick graces the left portion of 

was o 
(Nintendo) 

True to its name, this joystick offers 
playing advantages plus a host of other 
benefits that together made it unlike 
anything ever seen before when it was 
released; both in and out of the ar¬ 
cades! 

This attractive unit boasts the sa^ 
grey/black/red color tones found cy£j 
NES master unit. Measuring re*1* 
9" x 7" x 2", the NES Advantage 
of the first to claim honors for 
eight direction "arcade-style" 
tions. The joystick exte: 
proximately three inches from 
favoring the left portion of 
The metal stem is topped wit^ 
plastic ball just like the joystjj 
on most of your coin-op fa\ 

Connecting the NES Adv; 
the main system is a 6’ cordi 
at the end to accommodai 
tick ports. This though 
makes it easier for two pecj 
ing between plays to ern^ 
of playing with the 
without having to pUi 
stick (unless, of cours< 
simultaneous game 
Bros, or Ikari Warrij 

The "A" and "B" 
to the right of the s 
equally vibrant r< 
slightly raised frcj 
and are oversi 
Directly above 
"Turbo" knob 
with 
rapid fire 

A 1-2 
switch, 
are also inrj 
ing well wi j 
joystick, t] 
tion is 
the 1-: 
excha, 



games area and play games until the 
FAX machine was finished." Her su¬ 

periors quickly realized where her true 

talents ran and switched her to game 
counseling. 

Robert Leitgeb wandered into game 
counseling in a similar fashion. He was 

initially an assistant sales manager at 
Tecmo, Inc., and he began to play more 
and more of the games from his com¬ 
pany. "Everybody just started refer¬ 

ring game questions to me because I 
started figuring out the games. It was 
more or less just handed to me." he con¬ 
tinued. "So I guess I made my own fate 
by playing the games so much!" 

Just as Robert continues doing dou¬ 
ble duty as game counselor and sales 
assistant, many other people combine 
counseling and technical support jobs 

with other company responsibilities. 
Patrick Bennett, who works at Ko- 

nami, acknowledges that many of his 
counseling duties carry over into other 
ares. "A lot of my job is phone contact 
with players, and answering mail on a 
daily basis. But I’m also involved in our 
computer software department. Test¬ 
ing our software and Nintendo games 

at the same time." 
Mark Margulies, the man with the 

answers over at SNK Corporation, not 

only answers phone lines and the in¬ 

coming customer mail, but also puts 

out a free monthly newsletter, with re¬ 

views and interviews in each issue. 

(You can get your free copy by writing 

to Mark at SNK, 246 Sobrante Way, 

Sunnyvale, California 94086). 
Tom Popelka, meanwhile, assists as 

technical support rep at HAL Amer¬ 

ica, when he’s not operating as Vice 

President of Marketing or overseeing 

construction of the company’s new of¬ 

fices. 
Tony from Activision gives a good 

description of an average day for a 

Game Counselor, "My position is tech¬ 

nical support representative. We’re on 
the phones from 9AM to 4:30PM every 
day, and we’re taking all the technical 

calls. But we do all sorts of other 

things besides answering phone calls 

though. We have to figure out the 
questions when they come through, 
and if it’s something we’ve never run 

into before, we have to test for it to 
make sure it’s not a problem with their 
system. We also do different kinds of 
testing on the products as they become 
available, and make suggestions as to 
what would be helpful or how the 

games may be improved." 
"It’s more than just sitting in front of 

a television screen playing games all 
day," remarks Byron Cook from Trade- 
west. "Really I’m a Product Manager 
(overseeing the development of new 
games), but I do the game counseling 

as well." 
As Patrick, the game counselor at 

Konami points out, "As a game coun¬ 

selor your job is to assist the players and 
help them get through the game - to 
make the game more enjoyable. So 
they’ll call up and ask if you have tips 
on the game. You try to give them a 

piece of a hint here, a part of a clue 
there. You have to allow them to think 
a little bit for themselves. You don’t 
want to tell them exactly how to do 
things, but you give them hints and 
clues to allow them to do it for themsel¬ 

ves." 
Martin Alessi, a member of the U.S. 

National Video Game Team and 
phone counselor for FCI agrees that 

giving clues is better than providing a 

walk thru of each game, but takes a dif¬ 
ferent approach with their latest 
release, Ultima. "Ultima is such a com¬ 
plex and challenging game, it is often 

hard to give callers just one or two clues 
and expect them to get anywhere. 
Specific tips are needed to get through 
each of the game’s different challen¬ 
ges." While it may be intricate and have 
plenty of RPG and adventure elements, 
there are some questions that are more 
common than others. ’Where is Sherri 
located’, ’Where is the mystic sword’, 
and ’Where is Ambrosia’ are three of 
the most asked questions that each 
have answers that explain other parts of 
the adventure. Everything is tied to¬ 
gether and affects another part of the 

game which players seem to like." 
Robert at Tecmo notices that "the age 

group varies, and it depends a lot on the 
games. For some games, I get a lot of 
adult calls. Our game Rygar, for in¬ 
stance, has callers that are a bit young¬ 
er, while Solomon’s Key had a older fol¬ 
lowing due to the strategy overtones." 

Martin Alessi agrees, "most of the 
calls for Zanac, Seicross, and other ac¬ 
tion games are from younger players, 

while those for the others, including 

A game counselor in his native environment. FCI pros Paul Ojeda and Zack Neal 

field another call from a perplexed FCI game player! 
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licensed by Nintendo* 
for play on the 

Official 
(Nintendo) 

(Nintendo) 
Seal of Qualify 

CULTURE BRAIN™ and KUNG-FU HEROES™ are trademarks of CULTURE BRAIN U.S.A. INC. 
TM and C 1988 CULTURE BRAIN U.S.A. INC. All right reserved. 

KUNCi-fv) 

This is a comical Kung-fu action 
game that's lots of fun. 
You can play this game with your \ 
parents, friends or neighbors. —«'— 

Oh, no! The Princess 
Min-Min and all the treasures 
have been taken by the evil 
enemies. Two Kung-fu experts, 
Jacky and Lee volunteer to 
save the Princess. 

Defeat the enemies with the 
best of your Kung-fu skills 

and bring peace to the Land. 

•GUNMAN'S 
CASTLE 

The gunmen from 
the demon circle use 
powerful fire 
bazookas! Even the 
mighty Kung-fu 
player will 
tested in opposing 
the firearms. 

•DEMON CATS' 
CASTLE 

The demon cats clan 
comes to attack! If 
you get shot by the 
Medusa Beam, you 
may be paralyzed 
and become stone. 

(JJLTUR[EJ3R/KIN 

CULTURE BRAIN USA. INC 

15315 N.E. 90TH 

REDMOND WASHINGTON 98052 

Tel. (206) 882-2339 

Fax (206) 882-2320 



the bulk of the calls for Ultima have 
been in their upper twenties, thirties, 

and forties." 
Mike Arkin works with Jennifer Pas¬ 

cal at Acclaim Entertainment. He is 
becoming aware of a growing trend of 
women and girls playing the games. 
"We’re getting a lot of calls from female 

players. They like the fact that we’ve 
added some female characters into 

Byron Cook from Tradewest 

our new games like Knight Rider. The 
women and girls seem to like it." 

Nearly all the game counselors we in¬ 
terviewed had mentioned the over¬ 

whelming hunger of callers that seek 

tips, tricks, codes, and other secret in¬ 

formation that’s not usually printed in 

the manuals. At Tradewest, Byron 

Cook says, "The callers want to know 

about the hidden things in the game, or 

if there is anything not listed in the in¬ 

struction book." 

Robert at Tecmo estimates that most 
of the calls are for hints and tips also, 
and sometimes they’ll ask questions 
about totally unforseen situations. 
Sometimes, however, these unusual 
techniques will backfire. "Kids will do 
things in a game that you wouldn’t or¬ 

dinarily do, just to see what happens. 
There’s a spot in Rygar where you can 

leap off the edge of the floating castle 
and fall into antoher castle. You never 
would expect anyone to do that. In¬ 
stead of dying, you get trapped inside 

there and because there’s no time limit 
on Rygar you have to unplug the 
cartridge and lose absolutely every¬ 
thing you’ve worked for!" 

Game counselors also receive a lot of 
questions concerning availablilty of 
games. "When’s P.O.W. coming out?", 
"Will you be making a sequel to Ul¬ 
tima?", or "Can I buy carts straight from 

you?" are some of the most frequently 
asked questions. The majority of 
callers want code words, secret con¬ 
tinues, of hidden power-ups and level 
selects. Free men awards, revealing 
hidden objects, or improving your 

fighting abilities are also valuable 

tricks. 
There are major differences of opin¬ 

ion on the practive of giving out secrets 

and tips such as these. Activision’s 
Tony Van comments, "A lot of people 
like the secrets and power-ups. The 

way I feel about it, it’s kind of a drag for 

some people to be able to play forever 

and some people can’t. We like to have 

all of our info upfront and make the 

game fair to play for everyone." 
Robert at Tecmo agrees with the dif¬ 

ficulty of figuring out some of the codes. 
"Some of those codes are impossible. 
Like the one for Rambo (a combination 
of 32 separate letters and numbers) or 
Metal Gear (five sets of five letters). 
Given all the possibilities, coming up 
with a code on your own would seem 
pretty much impossible." 

Tom Grice of Vic Tokai 

But some of the other Game Coun¬ 

selors don’t share Robert’s positive at¬ 
titude towards publishing tips and 
secrets. Tom Popelka of Hal America 

views the effect of these tips in this way: 
"When you see tips or a manual coming 
out on a game that has taken two years 
to develop, and there’s a trick that is 
released thirty days after the game that 

gives the kids a shortcut to the ending, 

then where do you go? It can also limit 

(Continued on Page 82) 

What to know 
before you call... 

Here are some helpful 
hints on how you can get 

all of your questions 
answered without running 

up the phone bill... 

Phone counselors often answer hun¬ 

dreds of calls a day from enthusiastic 
game players from around the country 
who want to have the latest tips, release 
dates, or secrets. To answer you ques¬ 

tions, however, there are several things 

that should be remembered before you 
even pick up the phone. Observing 
these phone counseling rules will allow 

you to not only get your questions an¬ 
swered promptly, but also enable 

others to call! 

1) Read all the way through the manual 

carefully and play the game as much 
as you can. Give it a little effort, you 
may solve your problems by your-- 

self! 
2) Knowwhattoask! Where are you in 

the game and what exactly has you 

stumped. Know your questions! 

3) Try to limit your questions to three 
or less. If you tie up the lines more 

than a couple of minutes you may be 
preventing others from calling! 
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Center 

The Power Glove'.'1 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 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 1943M The Battle of 
Midway. All simply by moving your hand. 

The Power Glove has a unique pro¬ 
grammable keypad that gives the best 
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NES™ players moves they’ve never had be¬ 
fore—and never will have with a joystick. 
Twist your wrist for an immedi- 
ate head butt in Double Dragon. egSj 
Bend a finger for “Thrash Mode” i 
—your character turns and A 
shoots in all possible directions. ® 
Bend another for “One-Shot 

Turnaround”: you automatically change 
direction and fire faster than you ever 
& could with a joystick. 

With new moves at your dis- 
| v posal, it makes your joystick games 

especially vertical scroll games, 
new. Different. More exciting. 

X:*/' And that’s only the beginning. 



With games specifically designed 
for the Power Glove, you’ll be blown into 
another dimension: the third dimension. 

In the ’80’s, all video game play 
occurred in two dimensions: up, down; 
left, right. Starting in the summer of 
1990, software designed for the Power 
Glove adds the third dimension-depth- 
so that you’re playing in a “virtual real¬ 
ity.” It’s the future of video games. Years 

ahead of schedule. Look at Super Glove 
Ball. The hand on the screen is your hand. 
Its thumb and fingers move instantly, 
exactly as you command. You strike the 
ball. Catch it. Throw it. And experience 
NES™ like never before. 

So put on the Power Glove and put 
on the power of the future. 

The Power Glove. Everything else is 
child’s play. 

fca Look for the 
9^ Power Glove in the 

Universal film 

W THE WIZARD. 

Nintendo and Nintendo Entertainment System are registered trademarks of Nintendo of America Inc. 1943: 1988 © CAPCOM CO. LTD.’ © CAPCOM U.S.A., Inc. 
Double Dragon: © 1988 Technos Corporation. © 1989 Mattel, Inc. All Rights Reserved. Power Glove is a trademark used under license. 



ELECTRONIC 
GAMING 

BESTIW0RSM989 
What was your 

favorite game of 
the year? 

See if your 
favorites (and 
least favorites) 

match ours when 
EGM picks the win¬ 
ners of 1989 and 

highlights the 
games, machines, 
and companies 

that made this the 
hottest year in the 

history of video 
games!!!!! 

THE BEST GAME 
OF THE YEAR - 
Ghouls and Ghosts 

With graphics and sounds right out 
of the arcade and game play that kept 
us challenged after the first play, 
Ghouls and Ghosts took the top spot 
hands down. Ghouls blew us away 
from start to finish and really showed 
how good a 16-Bitter could be! 

THE BEST GAME OF 
THE YEAR (Nintendo) - 
Tecmo’s Ninja Gai Den 

With its cinemascope effects, inter¬ 
esting storyline, and radical game 
play, Ninja Gai Den proved to be an 
instant winner. 

THE BEST GAME 
OF THE YEAR (Sega) - 
Sega’s Wonder Boy 3 

Will Wonder Boy’s problems never 
end?!? Hopefully not, since the 
games just seem to get better and 
better! This time around you can 
change into different animals during 
your battles. 

THE BEST GAME OF 
THE YEAR (TurboGrafx) 
- The Legendary Axe 

The perfect blend of action and ad¬ 
venture make The Legendary Axe a 
must-have for Turbo owners. Great 
graphics and sounds compliment the 
outstanding theme. 

BEST GRAPHICS IN A 
VIDEO GAME - 
Ghouls and Ghosts 

From the screens full of highly 
detailed game characters, to the 
multi-directional scrolling, to the 
enormous fully animated Boss crea¬ 
tures, Ghouls and Ghosts is an excel¬ 
lent example of just how powerful the 
Genesis’ 16-Bit brain is. This game is 
so close to the super-charged coin¬ 
op of the same name you may find 
yourself looking for a coin slot! 

BEST BGM AND SOUND 
IN A VIDEO GAME- 
NEC’s Fighting Street 

Thanks to their revolutionary mega¬ 
peripheral, the CD-ROM, NEC’s first 
release captured this category 
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hands-down. Fighting Street is filled 
with CD-quality music, and sounds, 
not to mention true-to-life voices! 

BEST NEW 
VIDEO GAME SYSTEM - 
Sega Genesis 

Although it’s catching heat now that 
the TurboGrafx-16 is sitting along¬ 
side, the Genesis edges out its wor¬ 
thy competition with its true 16-Bit 
processor and superior graphic and 
sound abilities. With more games, 
the Turbo could dethrone the Gene¬ 
sis, but with more games available 
and over 20 expected by Christmas, 
the Sega name and the Sega games 
let Genesis reign supreme! 

MOST CHALLENGING 
VIDEO GAME - 
Sega’s Phantasy Star 

The Master System finally came into 
its own when Sega released this little 
gem. Phantasy Star is a fantastic and 

futuristic RPG that continues to baffle 
even the most ardent gamers with its 
expansive environment and challeng¬ 
ing situations. Throw in a wide variety 
of opponents as well as some nicely 
drawn visuals and you get a game 
that exceeds its challenge by only 
one factor - its addictiveness! 

BEST SPORTS-THEMED 
VIDEO GAME - 
tie: 
World Class Baseball 
(TurboGrafx-16) 
T. Lasorda Baseball 
(Genesis) 
Baseball Simulator 
(Nintendo) 

While this category may be crowded 
with winners, each title is deserving of 
the Best Sports Video Game title. 
Both World Class Baseball from NEC 
and Tommy Lasorda Baseball from 
Sega stand out as the premiere 
baseball simulators, reproducing all 
aspects of play (batting, fielding, etc.) 
with breathtaking realism thanks to 
the mega-powered processors driv¬ 
ing the games. They both look great 
and play great (in fact, they look al¬ 
most identical although the Turbo title 
came first). 

Culture Brain’s new Baseball Simu¬ 
lator 1.000 gets top honors in this 
category, surpassing other outstand¬ 
ing efforts such as John Elway’s Qua¬ 
rterback, Tecmo Bowl, and the Jal- 
eco library by taking liberty with the 
sport itself and creating an entertain¬ 
ing and playable cart. Some of the 
specific pitches (which will give you 
an idea of the nature of this game) in¬ 
clude the "Ninja" pitch and a flaming 
(literally) fastball that causes batters 
to EXPLODE if they are beaned! 

BEST SEQUEL TO AN 
EXISTING GAME - 
tie: 
Mega Man II 
Ghouls and Ghosts 

Takingtop honors here we find good 
old Mega Man back on Dr. Wily’s 
case. Mega Man 2 succeeds by stay¬ 
ing true to the nature of the first game 
but adds a whole new cast of crazy 
Boss villains, as well as a slew of uni¬ 
que power-up not found in the first 
game! This is not so much a new 
game as it is an extension of the first! 
Ghouls and Ghosts grabs another 
award here due to a tie-in with a game 
called Ghost and Goblins. There’s no 
comparing the two, however, with 
Ghouls surpassing the original in 
more than just name. 

MOST EXCITING NEW 
THEME IN A GAME - 
Tetris 

Although it had a successful life as 
a computer game prior to appearing 
on the Nintendo, Tetris has managed 
to capture the hearts and minds of 
Americans despite the fact that the 
Russians are behind it. 

An overly addictive puzzle game 
that’s nauseatingly simply to play, 
Tetris has already spawned a flurry of 
sequels that use similar types of re¬ 
flex/strategy combinations. None of 
the post-Tetris entries look that prom¬ 
ising, but Tetris itself will long be 
known for creating a brand new 

genre of gaming. 

BEST RPG 
VIDEO GAME - 
FCI’s Ultima 

Using an award-winning computer 
game (the traditional breeding 
ground for RPGs) as a blueprint for a 
new NES RPG is tough to beat! 
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WATCH 
FOR THE 

HIGH SCORE 
CONTEST! 

Here’s your chance to see 01 
You've spent some time behind the 

triggers of a plasma-drive galactic 

fighter. And more than one horde of 

fungal-faced aliens has bitten the 

interstellar dust for standing in your 
way. But now... 

Star Soldier Sweepstakes! Over 
100 Prizes! Anyone can win! 

Here's your chance to hobnob with the 

enemy. 1st PRIZE: One lucky hero 

will win an all-expenses-paid trip to 

Disney/MGM Studios (home of the 

alien) for himself and his family. 2nd 
PRIZE: Another savvy fighter will 

receive a Sony portable stereo/CD 

player. 3rd PRIZE: One more galactic 

pilot will win a Casio digitizing 

sampler keyboard. 4th PRIZE: One 

hundred electronic warriors will 

receive sizzling pre-release copies of 

the next fast-action Taxan game, 

before they hit the stores. 

To enter, just cut out the coupon, attach it to a Star Soldiers 
game box top, and mail to: Taxan Star Soldiers Sweepstakes, 
161 Nortech Pkwy., San Jose, CA, 95134. 

OFFICIAL f RULES: All entries 
musf be received by ” Jan. 30,1990. Limit: One 

entry per person. Not responsible for postal service errors. 
Winners will be chosen at random. Judges' decision is final. 
Prizes won by minors may be awarded in the name of 
parent or guardian. All taxes responsibility of winners. 
Employees (and their families) of Taxan and their affiliates 
are not eligible. All federal, state, and local restrictions 
apply. Void where prohibited. Individuals may_also enter 
through direct contact withTaxan 
non-box coupon. 

© 1989 Hudson Soft. Mfd. under license by Taxan USA Corp. Nintendo and Nintendo Entertainment System are trademarks of Nintendo of America Inc. Consumer Division 
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BEST VIDEO GAME 
CONTROLLER - 
Hudson’s Sansui SSS 

In addition to being a good derivi- 
tive of the standard Nintendo flat pad 
with all of the variable turbo boosters 
intact, the Hudson Joycard Sansui 
SSS wowed us with its ability to simu¬ 
late real stereo sound on a machine 
that plays in mono! A nifty plug even 
allows you to play in private when you 
don’t want anyone else to hear you! 

HOTTEST HERO 
IN A VIDEO GAME - 
Capcom’s Mega Man 

Besides blasting away Dr. Wily and 
his evil minions, that mega-fantastic 
video game super-hero, Mega Man, 
also beat the likes of Simon Belmont 
(who fights a Dracula with more lives 
than Jason) and Link (what a wimp)! 
Mega Man’s wide array of imple¬ 
ments and superior firepower (not to 
mention his doo) make him number 
one in our books 

COOLEST BOSS 
ATTACKERS - 
tie: 
Ghouls and Ghosts 
The Legendary Axe 

The number-one games for both the 
next generation machines wiped out 
the competition. Loki, at the con¬ 
clusion of Ghouls is a formidable op¬ 
ponent who rests upon a fantastic 
throne. Jagu, from Legendary Axe, 
may not be as regal, but he’s every bit 
as mean. You’ll find that the other 
Boss characters from these two 
game are equally nasty. 

MOST RIDICULOUS 
PREMISE FOR A GAME- 
Tradewest’s Taboo 

As non-conventional video games, 
Jeopardy and Wheel of Fortune were 
fun to play and Anticipation wasn’t 
overly stomach-churning. But who 
really needs a video game version of 
Tarot cards? The mystical responses 
aren’t even interesting. At this rate a 
"Learn to Program BASIC on your 
Nintendo" and "Video Calculator" 
carts can’t be far behind. Please 
guys, don’t forget, it’s a video GAME 
system. 

MOST EAGERLY 
ANTICIPATED GAME 
(That WAS released) 
Konami’s TMNT 

While Ninja Gai Den and Strider 
helped generate a fair amount of in¬ 
terest, no other game was being look¬ 
ed for as much as Konami/Ultra’s 
Teenage Mutant Ninja Turtles. It 
didn’t really live up to expectations, 
but for a while Turtle hunting was the 
hottest hobby at Kay-Bee. 

MOST EAGERLY 
ANTICIPATED GAME 
(That WASN’T released) 
Nintendo’s S. Mario 3 

The third chapter of the Super Mario 
Bros, series played to rave reviews 
and a chart-breaking run in Japan last 
year. In the states, however, it looks 
as though we’ll have to wait until 
some time in 1990 to experience the 
further adventures of Mario and Luigi. 
For those of you who just can’t wait, 
go plop a quarter in a Play-Choice 10 
with SMB 3 at your local arcade. 
You’ll find out why we’re forecasting 
it as a strong contender for "Game of 
the Year" next year. 

WORST PROPAGANDA 
FILM OF 1989 - 
Nintendo’s GameBoy 
Press Conference 

Tooting your horn for the sake of ad¬ 
vertising is one thing, but without the 
flash of the superior 16-Bitters or a 
color hand-held at the Summer CES, 
Nintendo made an eager audience sit 
through a horrible film (starring Mario 
of course) that tried to convince 
everyone that 16-Bit machines were 
unnecessary and boasted no real 
strengths over the current NES. Give 
me a break! Nintendo may want us 
to stay in the Stone Age, but can they 
honestly think that there’s no dif¬ 
ference between the games for play 
on the Turbo and Genesis and their 
NES? Stuff a pizza in it Mario! 

THE WORST FILM 
OF 1989 - 
Paramount’s Star Trek V 

Boldly going where no one ever 
wanted to go before in a Star Trek 
movie (to sleep) comes episode five, 
The Final Frontier. To call this movie 
boring is an understatement, espe¬ 
cially when you consider that the high 
point in the flick is when Kirk, Spock, 
and McCoy sit around a camp fire and 
eat beans. We don’t even get a fart 
joke for a cheap laugh! What could 
have been a summer blockbuster, 
with a final resolution of the Federa- 
tion/Klingon conflict ending the cur¬ 
rent cast’s mission with a galactic 
bang, fizzles with the only exploding 
space craft being an old probe. 
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(Nintendo)} 
X Seal of Quality^ 

LICENSED BY NINTENDO® 
FOR PLAY ON THE 

CNinlendo) 

Terrorism has reached new heights. AATOM 
(Atomic Age Terrorist Organization of Miracali) has 
constructed its own nuclear power plant, and threat¬ 
ens the world with atomic terror. 
The world powers have decided to initiate operation 
THUNDERCADE to stop AATOM. Equipped with a 
high-performance combat motorcycle, sidecar can¬ 
nons, and backed by a precision B-7 bomber, you 
set out on your dangerous mission. 
Start in the city streets and continue through bases, 
woodlands and the fortress before reaching the 
heavily guarded nuclear power plant. 
With a hit-miss ratio display at the end of each 
stage, you can improve your attack efficiency. 
Have a friend join in and save the world together! 

Simultaneous two-player game! 
Arcade Megahit! 

American Sammy Corporation 
2421 250th Street, Suite D-104, Torrance, California 90501 

Phone: (213) 320-7167 

Sammy.™ and THUNDERCADE™ are trademarks of American Sammy Corporation. Nintendo® 
and Nintendo Entertainment System® are registered trademarks of Nintendo of America Inc. 
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BEST MOVIE TO GAME 
SunSoft’s Batman 

While this one may get pushed back 
into the early part of next year (War¬ 
ner Bros, rumoredly thought initial 
versions didn’t follow the movie close 
enough), SunSoft’s Batman video 
game for the NES is so good that it’s 
hard not to give the game high praise 
after we’ve seen and played it. Al¬ 
though it’s essentially a Castlevania 
spin-off, the game play and theme do 
the Caped Crusader complete jus- 

WORST MOVIE 
TO GAME - 
UN’s Friday the 13th 

No hacking and no slashing makes 
Jason a dull boy. Unfortunately, LJN 
has done such a great job of translat¬ 
ing the James Bond of slashers that 
they end up with a game that’s as bad 
as the movies on which it’s based. 

NO MOVIE TO GAME - 
Bandai’s Star Trek V 

Sometimes a movie title can make 
game development more difficult - es¬ 

pecially when it’s a space movie with 
no outer space shoot-ups or laser¬ 
blasting gun-fights. Is there much 
more that could be included in this 
game beyond getting Kirk, Spock, 
and McCoy to sing "Row, row, row 
your boat" in unison? Not likely - that 
could explain why Bandai backed out 

of the game. 

MOST POWER-UPS 
IN A VIDEO GAME- 
American Technos’ 
River City Ransom 

Talk about enhancements! River 
City Ransom offers more power-up 
options and weapons than any other 
game in recent memory. By entering 
any of the different shops along the 
parkways, you can purchase books 
to learn new fighting techniques, buy 
squid and bagels for energy, or even 
a FREE smile from a pretty counter 
girl. All of the diversity makes this car¬ 
toon version of the classic Double 
Dragon (also from Technos) even 
more fun to play! 

WIMPIEST HOSTAGE 
IN A VIDEO GAME- 
President Bush in 
Data East’s Bad Dudes 

A cheeseburger-totin’ President 

held hostage? Whatever happened 
to good-lookin’ damsels? And 
what’s with this cheeseburger con¬ 

spiracy thing? 

MOST UNPRONOUN¬ 
CEABLE GAME TITLE - 
Koei’s Nobunaga’s 
Ambition 

Why not just call it "Become a Mean 
Dude and Take Over a Country!" or 
"Unite Japan" or something like that? 
How many kids are going to be as¬ 
king for a game they can’t pro¬ 

nounce? 

WORST STOMACH 
PROBLEM IN A GAME - 
Ghouls and Ghosts 

Pass the pepto! Never before has 
projectile vomiting been brounght to 
life with such detailed animation and 
color tones! 

WORST SPELLING 
ERROR IN A GAME - 
tie: 
SNK’s P.O.W. 
Thunder Force II 

P.O.W. - "Congradurations" 
Thunder Force II - "Secret Bonuss" 

*L/. A. 

•LAJi* 
lit* 

HO S 

99 
MONEV OOOO 

SOUND OO 
EFFECT OO 

MOST UNINTELLIGIBLE 
SPELLING IN A GAME - 
NEC’s Keith Courage 

To view some strange writing, plug in 
Keith Courage on your Turbo, turn 
the game on, and then reset the game 
by pressing the Run and Select but¬ 
tons at the same time. Once the 
game is reset, push and hold down 
the number one button, then the 
number two button, then the Run but¬ 

ton, and then the Select button. Wait 
for the title screen to quit changing 
and when the word "Start" appears, 
push up eight times. Now go find a 

translator! 
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Masters of the Game . 

Acclaim “ Masters of the Game M and Wireless-Infrared Remote Controllerare trademarks of Acclaim Entertainment, Inc. 
Nintendo" and Nintendo Entertainment System “ are trademarks of Nintendo of America Inc. c 1989 Acclaim Entertainment, Inc. 

GET 
THE 

POWER 
TO MOVE 

with the 
ACCLAIM REMOTE! 

Acclaim’s Wireless Remote 
Controller gives you the power 
to really get into the action of 
your favorite Nintendo® games. 
With no wires to tie you down, you 
can roll and tumble through your 
greatest adventures, It$ accurate 
from up to 30 feet away and features 
a Rapid-Fire mode that gives you a 
shot at super high scores. It even looks 
and feels like the Nintendo® controller 
you already know. And the Acclaim 
Remote carries the Nintendo " Quality 
Assurance Seal. Now nothing gets 
between you and the action! 



BEST ENDING 
IN A VIDEO GAME • 
Tecmo’s Ninja Gai Den 

With super graphics detailing an 
equally outstanding storyline, the cli¬ 
max of Ninja Gai Den is better than 
some movies we’ve seen recently. 
Not only does the game explain many 
mysterious secrets, it also leaves the 
door open for part two (which is com¬ 
ing next year). 

WORST ENDING 
IN A VIDEO GAME - 
FCI’s Ultima 

After spending mega-hours to finish 
this RPG, the virtual lack of an ending 
makes the adventure seem pretty 
worthless. 

THE LONGEST ENDING 
IN A VIDEO GAME - 
NEC’s Victory Run 

At the conclusion of this rally racing 
game, your alter ego jumps from his 
car and rushes onto the shoreline and 
into the nearby ocean. While not tre¬ 
mendously exciting, the next couple 
of minutes are spent watching the sun 
go down in what seems like real time, 

while a boat drifts by. 

THE MOST PROMISING 
GAME COMPANIES - 
Sega, Konami, Acclaim, 
Sunsoft, Tecmo 

With the Genesis excitement in full 
swing, Sega has an open door with 
which to fan the flames with some in¬ 
tense softs. Several of these, The 
Super Shinobi, Truxton, and Super 
Monaco GP in particular, show ex¬ 
treme promise. 

Konami holds the best all-around 
line-up with Castlevania - The Adven¬ 
ture and Gradius for GameBoy, as 
well as Super Contra (or Super C) and 
Castlevania 3 for NES. A Gradius 3 is 
rumored to be released soon in coin¬ 
op form. 

Acclaim has a very strong NES li¬ 
brary, with Ironsword, Double Dra¬ 
gon 2: The Revenge, Bigfoot, Total 
Recall, Narc, and Arch Rival due in the 
next year. 
Sunsoft has Batman and Tecmo has 

Ninja Gai Den 2. Need we say more? 

FADING FAST - 
Tonka 

With 8-Bit Sega sales that never 
quite picked up speed, and a total 
abandonment of the Master System 

in Japan, Tonka appears to be on the 
mat and nearly counted out. When 
you also consider that the Genesis 
can play 8-Bit Sega games as well as 
16-Bitters, the need for Tonka’s dis¬ 
tribution becomes diminished. 

BEST VIDEO TAPE - 
Warner’s Batman 

Forget the game tapes (they don’t 
tell you anything about the games 
that you won’t figure out yourself or 
in EGM) and get Batman! You won’t 
learn anything about playing games, 
but it sure is more entertaining! 

WORST VIDEO TAPE - 
Sweatin’ to the Oldies 

If I see that obnoxious Richard Sim¬ 
mons’ commercial one more time, I’ll 
throw my NES into the TV! 

MOST LAWSUITS - 
Tetris 

This title, which barely beat out 
Double Dragon 2: The Revenge for 
top honors (they settled out of court), 
has been the focus of Nintendo’s at¬ 
tack on Tengen. It’s too bad, since 
theTengen NES version of Tetris was 
a cool copy of the arcade. Now we’re 
starting to hear that the newly de¬ 
signed NES’s won’t even play Tengen 
games (players have been saying 
they don’t fit). All’s fair I suppose... 

THE ONE CES PHOTO 
YOU WON’T FIND IN 
ANY OTHER GAME 
MAGAZINE... 

FORECASTING THE 
1990 AWARDS... 

Here’s a peek into our crystal ball 
for a look at the possible winners 
of 1990 may be... 

Game of the Year - Super Mario 3 
Super Shinobi 

Best New Game System - Lynx 
Super Famicom 

Best Sequel - Super Mario Bros. 3 
Castlevania 3 

Phantasy Star 2 
Best RPG - Phantasy Star 2 
Advanced Dungeons and Dragons 
Best Game Controller- Gizmo 

V_-J 

Special thanks to the EGM Review Crew 

and the U.S. National Video Game 
Team for their help in compiling this 

Best and Worst of ’89" special. 
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Masters of the Game 
Acclaim - and Masters ot the Game ” are trademarks of Acclaim Entertainment. Inc world Wrestling Federation* and WrestleMania* are Ln^onrtkkiintInrioSPOrtS' 
Inc Hulk Hogan " is a trademark of the Marvel Comics Group, licensed exclusively to TitanSports. Inc '<• 1988 TitanSports, Inc. All rights reserved. Nintendo and Nintendo 
Entertainment System ■ are trademarks of Nintendo of America Inc. ? 1989 Acclaim Entertainment. Inc 

Look for our Wrestlemania® 
Nintendo' and Hand-Held games. 

There’s no match 
For WWIiAfresrieMania; 

IfimccT! r m Ji a m i a 
w Kf-fe- 

•u’ve always dreamed of being 
_Jdogan.™ Or one 
of themer WWF 
Superstars. Aod now 
here’s your chanc 
Challenge your opp 
nent to a wild match c^ dropkicks, 
headlocks, bodyslams and more! 

Or create your own 
tournament and 
compete against 
your friends or the 
computer. Up to six 

can play. So step into the ring and 
experience WWF WrestleMania®. 
from the inside! 



A VIDEOCASSETTE ON: 

SECKETSrCODES 
& STRATEGIES 

For Nintendo* Compatible Games 

To Order Your Video - Call TOLL FREE: 

1-800-338-7710 
NO C O D. ORDERS PLEASE. 

Now for the first time on videocassette you 
can learn the top secrets from the top 
players. Includes never-before-seen hidden 
rooms, invincibility tricks, joy-stick 
maneuvers and more! Demonstrated by the 
U.S. National Video Game Team. 

Power-up your game with this new 
videocassette. Included in this video are 
tricks to: 

★ Double Dragon 
★ Iron Tank 
★ Simon's Quest 
★ Rambo 
★ Blaster Master 
★ Contra 
★ Metal Gear 
★ Life Force 
★ Plus IS more of your 

favorite video games 
featured. 

#2884 Approx. 60 min. ONLY *19.95 

TO ORDER, please send check, money order or credit card (no cash) to: 
FUSION VIDEO 
17214 So. Oak Park Ave. - Dept. EG905 - Tinley Park, IL 60477 

ALL CASSETTES ARE VHS ONLY. 
1 -800-338-7710 Inside Illinois 312-532-2050 

Name_—- 

Address_ 

City_State_Zip- 

number6 I 2884 ] 

Bill my credit card: □ Visa □ Master Charge 

Account Number Expiration Date 

Authorization Signature of Cardholder 

Video Cassette Total $_ 

Shipping & Handling $4.50*_ 
„ Illinois residents 

TOTAL Amounts - add 7% sales tax. 
’Canada orders add ‘5.00 for shipping & handling. 

’All other Foreign countri’Canada orders add ‘5.00 lor shipping & handling. 
’All other Foreign countries add ‘10.00 for shipping & handling. 

FUSION VIDEO Is a division of FUSION INDUSTRIES, INC. 1A5A 



Official 

(Ninfendo) 

\Seal of Quality A 

Ift tds simple os black & while, 
0 burtitcanblowyow mind... 

A Minute to Lqpm...A Lifetime to Master 

k It's o never-ending challenge, 
^P^ther yog pit your ^ 

wits^agalnst the com- 
kutelN^r a friend, in a 
gplif second one move 
feanwinthegamf 
Youtoppopent tr< mHiPHLis your discs and _ 

flip\them to h|sside.^j 
1 Unless you beat him ■ 

\mm 'll to.it. The advantage ^ 
kiKnial^r shifts from Black to 

White and bfcckbe- 
fore you can say Othello. With four 
skill levels to boggje your mind, no 
matter which you play, you’ll flip! 

Masters of th< 

Acclaim ’■ and Masters of the Game ~ are trademark* ot Acclaim Entertainment, Inc. Othello* Is a registered trademark. Licensed by Anjar Co. © 1976,1988 An|ar Co. All rights 
reserved. Nintendo* and Nintendo Entertainment System* are trademarks of Nintendo of America Inc. © 1989 Acclaim Entertainment, Inc 



David White 

SEQUELS BOOST NES TO NEW HEIGHTHS 
Just like in the movies, Nintendo game 

makers are now banking on the success 

of proven names to catapault them into 

the new decade. It stands to reason that 

titles that have created large followings 

with their graphics and game play would 

generate similar interest in sequel form. 

Some of the carts expected to draw 

such player interest include those shown 

on this page. While Ninja Gai Den and 

Double Dragon have both been enhanc¬ 

ed for the first time, Castlevania and 

Super Mario Bros., two of the biggest 

names in the Nintendo arsenal, are get¬ 

ting ready for a THIRD chapter. 

In addition to these powerful titles, 

other sequels rumored to be underdevel¬ 

opment include Blaster Master 2, Super 

Bomb Jack, Wizards and Warriors 2, and 

Top Gun 2: Dual Fighters. 

NES games WILL stretch beyond se¬ 

quels in 1990, however, with movie titles 

likely to capture an equally impressive 

share of the pie. Some of the more im¬ 

pressive titles include Total Recall from 

Acclaim, Batman from SunSoft, and 

Frankenstein from Bandai. This healthy 

line-up is sure to get a boost from the nor¬ 

mal array of shooters and action/adven¬ 

tures, although RPGs are finally starting 

to come into their own after the release 

of Dragon Warrior. Add new peripher¬ 

als like the 4-player satellite and the new 

stero surround-sound carts, and it’s easy 

to see that 1990 will be a hot year for Nin¬ 

tendo! 

CASTLEVANIA l 
Simon Belmont’s adventures are far 

from over! In this latest version of the 

classic action/adventure, Simon re¬ 

turns to his roots in a super-charged 

cart that plays more like the first 

Castlevania. New power-ups and in¬ 
centives make this a super sequel! 

SUPER CONTRA 
The latest installment of the hot¬ 

test scrolling shooter ever on the 

NES, Super Contra features dual 

play, new weapons, and a new ad¬ 

venture within an alien entity! 

NINJA 6AI DEN 2 
The battles of Ryu continue in the 

excellent extension of the original 

that sends our Ninja hero on a quest 

to solve another mystery. This time 

around you’ll find all-new power-ups, 

fighting on trains, and conflicts with 

deadly Bosses! Great! 

DOUBLE DRAGON 2 
The best kung-fu punch-em-up 

ever released on the NES, this two- 

player version of the original adds 

more levels, intermissions, and 

some super graphics! 
V___ 
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FACT-FILE: 
Manufacturer: SNK 
Machine: NES 
Cart Size: 1 Meg 
Number of Levels: 5 
Theme: Action 
Difficulty: Average 
Number of Players: 1 
Available: Now 

BATTLE BEHIND ENEMY LINES! 
P.O.W. is SNK’s latest arcade-war¬ 

fare epic. Adapted from the popular 
arcade title of the same name, 

Prisoners of War combines many of the 

play mechanics that were popularized 
in Double Dragon, and introduces a 
limited number of power-ups in a 
jungle-combat theme. 

You control a Prisoner of War who 

has been kidnapped as part of a govern¬ 

ment plan to rescue other MIAs resid¬ 

ing in an enemy prison. After breaking 

out of your jail cell, you have only your 
feet and fists against an army of enemy 

soldiers equally outfitted with knives 

and guns. 
All of the action in P.O.W. is played 

out in front of a highly-detailed scroll¬ 
ing background. Several of the areas in 

this multi-level game even scroll in two 
directions, providing added depth to 

play. 

In addition to the four separate 

rounds of battle that include prison 

barracks, ammunition 

depots, and secluded 

lakes, there are a num¬ 

ber of hidden sub¬ 

rooms within each level. 

It is in these buildings, 

trucks, and caves that 

Armor (which deflects 

enemy gunfire), Brass 

TOP SCORE TIPS! 
Blast into combat with this special 
power-up and you’ll have the en¬ 
emy on the run in no time! During 
the title screen, press ’A’, ’B’, ’B\ 
Up, Up, Down, Left, and then 
’Start’. This will thrust you into bat¬ 
tle with a reserve of twenty men! 
Now, with odds that are a little 
closer, you’ll have all the power 
you need to defeat the terrorist 
troops and reach safety. 

v _ 

Outstanding graphics 

help compliment the lat¬ 

est SNK war epic! 

Knuckles (which increases your fight¬ 

ing abilities) and Life (which recovers 
lost health) power-ups are found. Be¬ 

fore you can recover them, however, 

you must face all-new dangers and ad¬ 

ditional attackers. Other weapon up¬ 

grades, such as a knife or machine gun, 

offer limited enhancements and can 
only be collected from the enemy 

troops that carry them. 

STEVE ED DONN JIM 
P.O.W. is not a^verly complex 
or diverse a^^^but it does 
have great and play. 
The game repetitive if 
it weren’t constantly 
changing enB^nents. The 
lack of a 2-Player option is miss¬ 
ed but it doesn’t detract from the 
superior nature of this game. 

V. 
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Another war game from SNK. 
Nothing sp^BHH here, just a 
good solid garn# Punch and 
kick lovers willBwe their hands 
full with a forrrBable enemy and 
challenging eBof-level Bosses. 
Other than Double Dragon 2, this 
is the best kung-fu type game 
this fall. 

Good translation of the arcade. 
Has above-Bl^^pgraphics and 
game play anc^me difficulty is 
just about righjy stays challeng¬ 
ing through |Bour levels). It’s 
not hard to pBup but you won't 
finish it right away. 

P.O.W. has great background 
graphics afl^^Hry addictive 
play mechanic jpE is similar to 
Double Drago^rThe game lev¬ 
els do get a iBrepetitive, fight¬ 
ing the sameBiemies over and 
over again (with an occassional 
scuba diver thrown in). The end 
Bosses are also too easy. 
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FACT-FILE: 
Manufacturer: Taito 
Machine: NES 
Cart Size: 1 Meg 
Number of Levels: 4 
Theme: Action/Adventure 
Difficulty: Average 
Number of Players: 1 
Available: December 89 
V___ _J 

FIGHT EVIL WITH YOUR DEMON SWORD 
One of the first third-party releases 

for the NES was a game called Legend 

of Kage by Taito. It was a fairly 
straightforward adaptation of an ar¬ 

cade flop, and didn’t manage to attract 
much attention. Several years have 

passed since then, however, and Taito 

has decided to give Kage another 

chance in a powered-up sequel called 

Demon Sword. 
Visually, Demon Sword strives to 

share more in common with this year’s 

runaway hit, Ninja Gai Den. Many of 

the screens look similar, and some of 
the new power-up enhancements are 

identical to those found in Gai Den 2 

(which is bound to 

cause some confu¬ 
sion when it debuts). 

In Demon Sword 

you must gather up 

items to unlock pas¬ 

sages to future stages 

of play. These are 

exposed by eliminat¬ 

ing certain charac¬ 

ters. 
The environments 

in which you must lo¬ 

cate these items is 

fairly large, but it 

doesn’t take long to 
become familiar with 

with the sights and sounds. A lack of 

defmeable Bosses handicaps the 

round structure as well. 
In the end, Demon Sword doesn’t 

come close to approaching the type 

of game it wants to be. The game 

shoots by too quickly in most places, 

and the end result is a cart that often 

goes out of control. Die-hard fans of 
Gai Den may find merit in this title, 

but the end result is Kage in a much 

nicer suit. 

Many of the play mechanics in Demon 

Sword are reminiscent of a similar title, 

Ninja Gai Den and ITS sequel. 

After every level of play is completed, another section of your 

Demon Sword is added. When you sword is fully con¬ 

nected, your offensive abilities are greatly increased. 

STEVE 
Demon Sword has better looks 
than Kage flUBid in many 
ways it play^nuch better. The 
addition of nfl^nver-up items 
& enhancec^raflbs detail str¬ 
engthen the ]^pral of this cart. 
In the end, however, it controls 
just like Kage, which ruins the ef¬ 
fectiveness of many scenes. 

ED 
A good sequel to Kage that 
duplicates game play 
from the orflnal~rhe addition 
of intermisd^l^ka nice touch 
but the oveiVgrBiic appeal is 
limited. If y^jg^H Kage, you'll 
probably like this one, if not... 

DAVID 
1 enjoyed the wild jumping, no- 
holds-barrecttg^ttj moves that 
this game ofter^Rome of the 
different power^s are tough to 
distinguish, an«ie special wea¬ 
pons weren’t g®>verpowering as 
you would expect. The freedom 
of movement is nice - but locat¬ 
ing the end of a level is trying. 

MARTIN 
The action in Demon Sword is 
slow and th^HKtant jumping 
becomes re^titiW. The back¬ 
grounds locfl^l^iut the main 
characters cHld B/e been bet¬ 
ter. A prett^^T ninja game 
that's no wherein the league of 
Gai Den, but a good sequel to 
Kage. 
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GET BIGGER KICKS FIGHTING PHANTOMS! 

m iMJ 
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Phantom Fighter is the martial arts game with a big difference. It's the new action game that 
lets you chop and kick against ghostly enemies with supernatural powers! These zombie phan¬ 
toms get even bigger and stronger as vour skill improves. (But don’t worry—you’ve got some 
magic of your own.) You’ll be challenged bv some tricky questions. Ghosts, puzzles, and dia¬ 
logue make this Rung Fu challenge more unpredictable. Get your kicks with Phantom Fighter! 

■ Over 100 Ghosts! ■ Dialogue! ■ Password Memory! . 

FCIo Licensed by Nintendo tor play on the 

(Nintendo) 
Not Just Kid Stuff 



FACT-FILE: 
Manufacturer: Sammy 
Machine: NES 
Cart Size: 1 Meg 
Number of Levels: 15 
Theme: Shooter 
Difficulty: Average 
Number of Players: 1 
Available: December, 89 v___ y 

INVADE IN YOUR HELICOPTER GUNSHIP 
One of the best arcade shooters of all 

time is Twin Cobra, a machine that per¬ 

fectly balances power-ups, difficulty, 

and Bosses in a good-looking package 

loaded with targets and incentives. 

The home version of this all-time 

favorite, while rough around the edges, 

includes most of the features that made 

the game such a mega-hit in the ar¬ 

cades. The most noticeable deleation 

from the NES Twin Cobra, however, is 

the two-player feature, instead we get 

Single Cobra that plays like Twin 

Cobra without the extra support. 

You must fly over various landscapes 

and enemy installations, blowing away 

anything (from attacking helicopters to 

battleships) that moves. 
Along the way, enemy transport heli¬ 

copters will appear and release weapon 

and bomb enhancements as well as a 

power-up ball that cycles through dif¬ 

ferent types of weapons. Grab the one 
that suits you and blow ’em away. 

POWER-UP! 

Each of the four power- 

up capsules change your 

firepower in exciting and 

lethal new ways! Tailor 

your shooting strengths 

according to the area of 
battle you’re in and blow 

the bad guys out of the 

sky, water, etc. 

TOP SCORE TIPS! 
To rack up unlimited free men 

without having to shoot your 
scores into the stratosphere, keep 
your super-bombs until you’ve 
stored up nine. Once your reser¬ 
ves are filled, some of the ground 
targets can now be bombed to ex¬ 
pose lllps instead of invincibility 

^and bonus point stars! 

Battle Boss weapons like this one 

throughout Twin Cobra’s 15 levels of 

action and adventure. 
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FACT-FILE: 
Manufacturer: Data East 
Machine: NES 
Cart Size: 2 Meg 
Number of Levels: 7 
Theme: Action 
Difficulty: Average 
Number of Players: 1 or 2 
Available: Now 

HEY DUDE, ARE YOU BAD ENOUGH!?! 
In the arcades, Bad Dudes was a fine 

derivative that took advantage of the 
play mechanics made popular in Dou¬ 

ble Dragon. Since Dragon made its 

debut, there have been countless num¬ 

bers of scrolling karate adventures, 

both in the arcades and at home, but 
none have captured the punch and kick 

formula quite as well as the coin- 

operated version of Bad Dudes. 
The Nintendo home version is a single 

player version of the arcade bash-em- 

up. You can control only one of the 

Dudes (either Blade or Striker) at any 

one time, unlike the coin-op which of¬ 
fered simultaneous two-player com¬ 

petition. You con¬ 

trol your hero’s pro¬ 

gress through seven 

different horizontal¬ 

ly-scrolling areas fill¬ 

ed with attackers on 

top of trains, in al¬ 

leys, and on top of 

helicopters. Along 

the way you’ll face 
enemy attacks from 

all types of deadly 

Ninja opponents. 

Some of these deadly 

Ninjas are equipped 

with throwing stars 

as well as powerful 

kicks! Blue Ninjas are your primary 

opponents, bringing the battle in close, 
but you’ll also face even deadlier White 

Ninjas who toss a spread of throwing 

stars and Red Ninjas that are even 

more aggressive. 

The Red Ninjas also hold the key to 
another one of Bad Dude’s most im¬ 
portant features. Whenever a Red 

Ninja has been eliminated, one of four 

power-ups will be left behind. These 

range from a Coke that restores vital 

health to a Clock that stops the stage 

time to Nunchuck and Dagger weapons 

for increased offensive attacks. 

Each level culminates in a face-to-face 

slugfest with one of the enemies pow¬ 

erful Bosses. Whether it’s the magical 

Green Ninja who splits into several op¬ 
ponents, or the mighty fire-breathing 

Russian Karnov, the Bad Dudes Bosses 

are bad through and through! Try the 

super punch in these areas (build up 

power and deliver it in a single blow) 

and blow the bad guys away! 

Fight your way through seven different levels of horizontal¬ 

ly (and occassionally vertically) scrolling playfields filled 

with some the baddest enemies and Bosses! 
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Make checks and money orders payable tc 
GAMEMANIA 

4319 OLD MILFORD MILL ROAD 
BALTIMORE, MD 21208 

CITY 

ZIP — 

NEW FUU COLOR CATALOG FREE! 
SHPPWG/HAWHJNG, INSURANCE & GUARANTEED DEUVERY CHART 

dipping & handing phis $7 JO 
Overseas orders indude appropn 
shipping/handing plus 125.00 

$00.00 Up la $24.00. 
$2401 Up to $39.99. 
$40.00 Up lo $49.99. 
$50.00 Up to $7499. 
$75.00 or more.»« 

PLEASE INDICATE METHOD OF PAYMENT 
□ Chech □ MasterCard (16 cSgits) 
□ MoneyOrder □ VISA (13 or 16 cfigita) 

YOUR CARD NUMBER MO/YR 
I I I I I I I I I I I I I I I I ' 
(Hare you Bed oul your cro* ant no. complete!/?) 

Thank you for ordering from GAMEMANIA. Prices are subject to change without notice. 
Quantities are limited. All merchandise is shipped out of our warehouse within 48 hours. Please 
allow 2 to 4 weeks for delivery. All merchandise is shipped U.P.S. ground. Nextday and second day 
air delivery are available, please call for air shipping charges. 
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Princess Leilani was kidnapped and taken to 
Adventure Island in the South Pacific. The 
island is thick with tropical forest, caves, 
ocean and mountains. Many dangerous 
demons and creatures are waiting for you. Are 
you up for the challenge?! Can you live *'§ 9 * 
through Adventure Island to save Princess 
Leilani? 

In pre-historic times, where ancient dinosaur 
creatures ruled, the adventures of Dino-Riki 
began. A courageous young man, Dino-Riki is 
determined to establish mankind's future in 
this violent age. Dino-Riki must fight his way 
through lotus swamps, dark caverns, deep 
canyons, deserts and giant dinosaur bosses. 

Bomberman has been put to work in an 
underground compound at the center of the 
Earth. One day he learned that he can become 
a human by escaping from the center of the 
Earth and make it to the surface. He can only 
rely on bombs of his own production for his 
defense. Will Bomberman ever make it to the 
surface? 

If you think you have played the hardest of all 
video games, try this one. Each level has a 
different challenge; the higher the level, the 
tougher the challenge! Can you beat the 
monsters?! How many coins can you collect?! 
Are you ready for the challenge of your game 
playing career? This is it!!! 

HUDSON GROUP" 

Mr HUDSON SOH’ 
601 California Street Suite 2004 

San Francisco, CA 94108 

For questions, call (415)495-HINT 

Hudson Soil is a trademark ol Hudson Soil Co . Ltd HUDSON S ADVENTURE ISLAND ' Milon’s Secret Castle ' 
trademarks ol Hudson Soli USA. Inc JOY CARD SSS is a trademark ol Hudson Solt USA Inc SANSUI is a trade n 
Entertainment System« are trademarks ol Nintendo ol America Inc 

are registered 
and Nintendo 
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MASTER SYSTEM FUTURE IN DOUBT 
The Sega Master System unfortunately 

appears to be heading into rough waters. 
Now that Sega’s 16-Bit Genesis has 
made a successful launch, almost all of 
their programming talents have been 
drained away from the 8-Bit unit and 
been placed back into the older system’s 
super-charged cousin. ’ 

That news, combined with the fact that 
both Activision and Parker Bros, have 

decided to discontinue their support for 
the 8-Bit (Galaxy Force and Montazu- 

ma’s Revenge are the last titles from 

those two companies), cast an even 
darker shadow over the face of a superior 

system that never quite got up to full 

speed. Even Absolute Entertainment, 

who had promised to deliver several tit¬ 
les at one time, have already cancelled 

the Sega version of James Bond and 

release on their R.C. Champ Racing has 

been delayed numerous times. 
Tonka, the U.S. distributor of the Mas¬ 

ter System has let many of the people in 

charge of the Sega go, and with an 8-Bit 

adapter soon to be offered by Sega for the 

Genesis, the phasing out of the Master 

System can’t be too far behind. 

Several titles are on their way, includ¬ 
ing Dynamite Dux, Golden Axe, Psycho 

Fox and the games previewed here. Is the 

Master System out of the picture? Not 
yet, but all the new Sega titles appear to 

be going to the Genesis - not the Master 

System. 

TENNIS ACE 
Take to the court in Sega’s latest 

sports game. A unique perspective 
and plenty of options give Tennis Ace 
a look and feel all its own. All the 

moves of real tennis are intact in a 
cart that has everything a tennis fan 
could want in a game. 

f- 

NIGHTMARE BASKETBALL 
Here’s a twist on one of the most 

popular video sports. Although most 

of the rules of the real game remain 

intact, you’re now playing against a 

gang of otherworldly creatures and 

bizarre monsters who are out for a 

close-up slam-dunk jam! 

r 
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ULTIMA 4 
Anticipated to be the RPG ex¬ 

travaganza of the year, Ultima 4 pro¬ 

mises to be the most complex and 
challenging adventure title ever re¬ 

leased on the Master System. Adap¬ 
ted by Lord British himself, this 4- 

meg spectacle is bound to be a top hit. 
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CALL US TO ORDER ANY GAMES YOU DON’T SEE ON THIS LIST & THE SEGA GENESIS 1-203-388-6366 
NINTENDO GAMES AVAILABLE NOW 

WE WE 

□ 10 Yard Fight 
□ 1942 
□ 1943 
□ 720 Degrees 
□ 8 Eyes 
□ 3-D World Runner 
□ Adv. of Dino Ri' 
□ Adv of Tom Ss 

"llantT* 
□ Adventure of Lir 
□ Adv. of Lolo 
□ Adv. of Bayou Billy 
D Air Fortress 
□ Airwolf 
□ Alpha Mission 
□ Amagon 
□ Anticipation 
□ Arkanoid w/o <_ 
□ Arkanoid w/control 
0 Athena 
□ Athletic World 
□ Back to the Future 
□ Bad Dudes 
□ Ballon Fight 
□ Baseball 
□ Baseball Stars 
P Bases Loaded 
□ Bashi Bazook 
□ Bionic Commando 
D Blades of Steel 
□ Blaster Master 
□ Bombetman 
□ Breakthru 
□ Bubble Bobble 
□ Bugs Bunny's Crazy Cast. 
D Bump N Jump 
□ Burgertime 
□ California Games 

'□ Casino Kid 

□ Challenge Pebble Beach 
□ Chessmaster 
□ Chubby Cherub 
□ City Connection 
□ Clash at Demonhead 
□ Clu Clu Land 
□ Cobra Command 
□ Cobra Triangle 
□ Commando 
□ Contra 
□ Dance Aerobics 
□ Deadly Towers 
□ Defenders II 
□ Defender of the Crown 
□ Dessert Commander 
□ Donkey Kong 
□ Donkey Kong Classics 
□ Donkey Kong 3 
□ Donkey Kong Jr. 
□ Donkey Kong Jr. Math 
□ Dragon Warrior 
□ Double Dragon 
□ Double Dribble 
Q Dragon Power 
O Dr. Chaos 
□ Dr. Jekytl & Mr. Hyde 
Q Elevator Action 
□ Excite Bike 
□ Faxanadu 
P Fester's Quest 
□ Fighting Goif 
P Fist of the North Star 
P Freedom Force 
□ Friday the 13th 
□ Galaga 
□ Gauntlet 
O Ghostbusters 
□ Ghost N Goblins 
□ Goal 
□ Golf 
□ Golgo 13 
□ Goonies II 
□ Gotcha 
□ Gradius 
□ GumShoe 
□ Guardian Legend 
P Guerilla War 
Q Gun Smoke 
P Gyruss 
P Hogans Alley 
Q Hoops 
p Hydlide 
D Ice Climber 
O Ice Hockey 
P Ikari Warriors 
Q Ikari Warriors II 
□ Ind. Jones Temple Doom 
P Irontank 
P Jackel 
p Jaws 
P Jeopardy 

P Karate Champ 
P Karate Kid 
P Kamov 
P Kid Icarus 
Q Kid Niki 
P Kung Fu 
D Kung Fu Her os 
P Legacy of the Wizard 
P Legend of Zelda 
P Legendary Wings 
P Life Force 
P Lode Runner 
P Legend of Kage 
P Lunar Pool 
P Mach Rider 
P Magmax 
P Major League Baseball 
Q Mappytand 
P Marble Madness 
□ Mario Bros. 
P Marvel's X Men 
□ Megaman 
D Megaman II 
□ Metal Gear 
Q Metroid 
□ Mickey Mousecapade 
P Mighty Bomb Jack 
P Mike Tyson's Punchout 
P Millipede 

WE 
BUY__ 

USED USED NEW 
5.00 17.99 29.99 
8.00 19.99 33.99 

10.00 22.99 35.99 
17.50 34.99 49.99 
17.50 34.99 49.99 
6.00 22.99 34.99 

17.50 34.99 49.99 
17.50 34.99 49.99 
12.50 28.99 39.99 
12.50 34.99 42.99 
10.00 29.99 44.99 
17.50 34.99 49.99 
17.50 34.99 49.99 
12.50 34.99 44.99 
8.00 24.99 34.99 

12.00 29.99 39.99 
10.00 29.99 42.99 

20.00 49.99 
30.00 59.99 

8.00 22.99 35.99 
10.00 34.99 44.99 
17.50 34.99 44.99 
17.50 34.99 44.99 
17.50 34.99 44.99 

5.00 17.99 29.99 
17.50 36.99 49.99 
8.00 29.99 45.99 

17.50 34.99 49.99 
12.50 32.99 42.99 
12.50 28.99 39.99 
12.50 34.99 44.99 
12.50 29.99 39.99 
12.50 27.99 39.99 
12.50 2699 37.99 
17.50 34.99 49.99 
12.50 24.99 34.99 
10.00 19.99 29.99 
12.50 29.99 42.99 
17.50 34.99 49.99 
15.00 34.99 44.99 

8.00 28.99 39.99 
17.50 34.99 49.99 
17.50 34.99 44.99 
12.50 24.95 34.95 
17.50 34.99 49.99 
17.50 34.99 44.99 
10.00 34.99 44.99 
17.50 34.99 49.99 

5.00 19.99 29.99 
5.00 24.99 3999 
5.00 22.99 39.99 
5.00 24.99 39.99 

10.00 2699 35.99 
17.50 34.99 49.99 
17.50 34.99 49.99 
10.00 22.99 34.99 
12.50 2699 39.99 
12.50 29.99 39.99 
10.00 22.99 34.99 
12.50 29.99 39.99 
17.50 34.99 49.99 
15.00 35.99 44.99 
10.00 24.99 38.99 
10.00 24.99 38.99 
15.00 29.99 42.99 
10.00 29.99 42.99 
15.00 29.99 39.99 
5.00 19.99 29.99 

17.50 34.99 49.99 
17.50 34.99 49.99 
10.00 29.99 39.99 
15.00 34.99 44.99 
8.00 24.99 37.99 
4.00 29.99 44.99 

10.00 2699 38.99 
8.00 29.99 45.99 

12.50 27.99 37.99 
5.00 22.99 36.99 

17.50 34.99 49.99 
5.00 19.99 29.99 

10.00 32.99 44.99 
10.00 28.99 38.99 

5.00 2.99 39.99 
8.00 19.99 29.99 

12.50 24.99 29.99 
17.50 34.99 49.99 
17.50 34.99 49.99 
8.00 22.99 35.99 

12.00 26.99 36.99 

10.00 29.99 39.99 
10.00 34.99 44.99 
10.00 27.99 39.99 
8.00 27.99 38.99 
5.00 24.99 38.99 

12.50 28.99 38.99 
8.00 35.99 44.99 

17.50 34.99 49.99 
8.00 22.99 32.99 
4.00 19.99 29.99 
4.00 19.99 39.99 
8.99 28.99 38.99 

15.00 30.99 39.99 
15.00 30.99 39.99 
4.00 19.99 29.99 

10.00 34.99 44.99 
12.50 34.99 44.99 
11.00 28.99 38.99 
5.00 22.99 36.99 
5.00 22.99 37.99 

15.00 35.99 42.99 
6.00 24.99 34.99 

15.00 35.99 45.99 
6.00 19.99 29.99 
8.00 29.99 39.99 
5.00 24.99 39.99 

10.00 34.99 44.99 
10.00 32.99 42.99 
17.50 39.99 44.99 
17.50 34.99 49.99 
15.00 39.99 49.99 
20.00 39.99 49.99 
10.00 29.99 39.99 
10.00 22.99 34.99 
8.00 22.99 39.99 

15.00 29.99 39.99 
8.00 24.99 34.99 

10.00 24.99 39.99 

WE WE 
SELL 

WE 

□ Mcxister Party 
P Muscle 
□ Mystery Quest 
□ Ninja Gaiden 
P Ninja Kid 
P NFL Football 

SELL 
NEW 

10.00 32.99 42.99 
34.99 49.99 
19.99 29.99 

- 32.99 42.99 
15.00 36.99 44.99 
12.50 29.99 39.99 
17.50 34.99 

17.50 
10.00 
10.00 

P Operation Wolf 
P Othello 
□ Pacman 
o Paperboy 
P Pebble Beach 
□ Pinball 
P Platoon 
P Popeye 
P P.O.W. 
P Predator 
P Pro Wrestling 
P Q Bert 
P Racket Attack 
□ Rad Racer 
□ Raid on Bungling Bay 

D Rampage 
P RBI Baseball 
□ RC Pro Am 
□ Renegade 
p Ring King 
P Robo Warrior 
P Rush N Attack 
P Rygar 
P Section Z 
P Seicross 
P Sesame Street ABC 
P Sesame Street 123 
P Shooting Range 
□ Side Pocket 
P Simon's Quest 
□ Skate or Die 
P Skykid 
p Slalom 
a Soccer 
□ Solomon's Key 
□ Spel linker 
□ Spyhunter 
P Spy Vs Spy I 
P Sqoon 
P Stadium Events 
□ Star Force 
P Star Soldier 
P Star Voyager 
□ Stinger 
□ Street Cop (power pad) 
□ Strider 
P Superman 
P Super Dodge Ball 
P Super Sprint 
□ Super Mario Bros. 2 
p Super Pitfall 
P Super Team Games 
□ Taboo 
□ Tag Team Wrestling 
D Tecmo Baseball 
□ Tecmo Bowl 
□ Teenage Mut. Ninja Turt 

□ Tetris by Tengen 
□ Tetris by Nintendo 
Q Tiger Heli 
P Thundercade 
□ Top Gun 
P T & C Surf Design 
p Track & Field I 
D Track & Field II 
P Trojan 

□ Urban Champion 
□ Volleyball 
p Who Framed Roger Rabbit 
□ Wheel of Fortune 
P Wild Gunman 
□ Winter Games 
□ Wizards and Warriors 
□ World Class Track Meet 
Q World Games 
P Wrecking Crew 
o Wrestlemania 
□ Xenophobe 

15.00 

49.99 
39.99 59.99 
34.99 42.99 

_ 19.99 29.99 
8.00 22.99 37.99 

15.00 32.99 42.99 
8.00 29.99 39.99 
8.00 19.99 29.99 

10.00 34.99 44.99 
17.50 34.99 44.99 

10.00 24.91 
10.00 24.91 
15.00 29.91 
10.00 22.91 
5.00 19.9L_ 
5.00 24.99 34.99 

12.50 29.99 39.99 
10.00 24.99 34.99 
10.00 24.99 34.99 
10.00 29.99 39.99 
20.00 39.99 49.99 

6.00 34.99 42.99 
10.00 26.99 38.99 
15.00 32.99 42.99 
15.00 32.99 42.99 
15.00 32.99 42.99 
17.50 34.99 42.99 
12.50 29.99 32.99 
5.00 24.99 36.99 
8.00 24.99 39.99 

20.00 39.99 44.99 
8.00 24.99 32.99 

10.00 22.99 36.99 
12.50 27.99 37.99 
5.00 19.99 37.99 

15.00 32.99 42.99 
10.00 29.99 39.99 
17.50 34.99 49.99 
15.00 32.99 42.99 
17.50 
10.00 
20.00 
15.00 

34.99 49.99 
34.99 49.99 

10.00 34.99 44.99 
10.00 22.99 32.99 
15.00 34.99 44.99 
15.00 34.99 44.99 

39.99 49.99 

4.00 19.99 
5.00 19.99 
8.00 22.99 

17.50 34.99 49.99 
42.99 
39.99 

15.00 
10.00 _ 
10.00 22.99 
12.50 26.99 39.99 

17.50 34.99 39.99 
15.00 34.99 44.99 
10.00 29.99 44.99 
10.00 28.99 37.99 
10.00 24.99 36.99 

P Action Fighter 
P After Burner 
P AIT 
p Altered Beast 
p Alex Kid Hi Tech W 

□ Aztec Adventure 
□ Basketball Nightmare 
p Black Belt 
P Blade Eagle 3D 
P Bomber Raid 
P California Games 
P Captain Silver 
P Cloud Master 
P Carmen San Diego 
P Casino Games 
P ChopHfter 
P Cyborg Hunter 
p Cube Zone 
P Dark Lord 
□ Dead Angle 
□ Dynamite Dux 
□ Double Dragon 
□ Enduro Racer 
P F-16 Fighter Falcon 
□ Fantasy Zone 
□ Fantasy Zone II 
□ Fantasy Zone 3 The Maze 
□ Galaxy Force 
P Gangster Town 
P Ghost Busters 
P Ghost House 
P Global Defense 
P Golden Axe 
□ Golvellius 
p Great Baseball 
P Great Basketball 
p Great Football 
P Great Golf 
P Great Ice Hockey 
P Great Soccer 
P Great Volleyball 
□ Hangon/Safari Hunt 

w w *r 

P King’s Quest 
Q Kung Fu Kid 
P Lord Of The Sword 
O Marksman/Trap Shoot 
O Maze Hunter 3D 
O Maze Hunter 3D II 
□ Miracle Warriors (Battery) 
P Missile Defense 3D 
O Monopoly (Battery) 
P Montezuma's Revenge 
P My Hero 
P Out Run 
Q Out Run 3D 
□ Parlour Games 
O Penguin Land (Battery) 
P Phantasy Star (Battery) 
P Poseidon Wars 3D 
P Power Strike 
□ Prowrestling 
P Quartet 
O Rambo 
O Rambo II 
p Rambo III 
O Rampage 
P Rastan 
P Reggie Jackson Baseball 
□ Rescue Mission . 
P Rocky 
P R-Type 
O Safari Hunt/Hangon 
Q Shanghai 
□ Shinobi 
P Shooting Gallery 
P Space Harrier 
P Space Harrier 3D 
□ Sportspad Football 
P Spy Vs ?-"• 
P Super Bi 

P Super Golf 
lis Ace 

NEW NINTENDO GAMES 
Adv.in the Magic Kingdom 
California Raisons 
Heavy Barrel 
Kings of the Beach 
Phantom Fighter 
Rolling Thunder 
Sky Shark 
Street Fighter II 
Vindicators 
Wildboys 

All Pro Basketball 
Cybemoid 

Jack Nicklaus Greatest 18 
Hole Champ Golf 

Magic J's Fast Break 
RoadRunner __ r 

Romance of the 3 Kingdoms D . 9 
StealthATF O Wanted 

The Three Stooges 
Wheel of Fortune Jr. 

World Champ Wrestling 
Sell Used 34.99 Sell New 49.99 

□ Teddy Boy 
P The Ninja 
□ Thunder Blade 
P Time Soldiers 
□ Transbot 
□ Ultima IV 
□ Vigilante 
□ Walter Payton Football 
□ Warner Quest 
P Won. Boy in Monstertand 
P World Grand Prix 

p Won. Boy 3 
□ World Games 
P Vs (Battery) 

D Zillion 
P Zillion/Tri Formation 

—I 19.99- 
7.50 29.99 49.99 
5.00 24.99 34.99 
7.50 34.99 49.99 
5.00 4.99 34.99 
5.00 24.99 32.99 
5.00 24.99 37.99 
5.00 24.99 37.99 
4.00 19.99 32.99 
5.00 22.99 32.99 
7.00 26.99 39.99 
4.00 19.99 32.99 
5.00 24.99 39.99 
5.00 24.99 42.99 
5.00 24.99 39.99 

7.00 24.99 35.99 
10.00 32.99 45.99 

5.00 24.99 37.99 
5.00 19.99 39.99 
4.00 24.99 32.99 
5.00 24.99 37.99 
5.00 24.99 44.99 
5.00 24.99 44.99 

10.00 32.99 45.99 
10.00 32.99 45.99 

6.00 29.99 44.99 
4.00 19.99 34.99 
3.50 1699 27.99 
4.00 19.99 32.99 
5.00 24.99 37.99 
5.00 22.99 32.99 
7.50 29.99 49.99 
4.00 19.99 32.99 
4.00 19.99 32.99 
4.00 19.99 27.99 
4.00 19.99 32.99 

10.00 32.99 45.99 
5.00 24.99 39.99 
5.00 19.99 32.99 
4.00 19.99 32.99 
4.00 19.99 32.99 
5.00 24.99 32.99 
4.00 19.99 32.99 
4.00 19.99 32.99 
4.00 19.99 32.99 

We Don't Buy 
5.00 24.99 39.99 
5.00 24.99 37.99 
4.00 19.99 32.99 
5.00 24.99 39.99 
3.00 17.99 32.99 
5.00 24.99 29.99 
5.00 24.99 29.99 
7.50 29.99 49.99 
5.00 24.99 39.99 
7.50 34.99 49.99 
5.00 24.99 37.99 
3.50 18.99 27.99 
5.00 24.99 37.99 
5.00 24.99 39.99 
5.00 24.99 34.99 
5.00 24.99 34.99 

10.00 34.99 69.99 
5.00 24.99 39.99 
4.00 19.99 29.99 

4.00 19.99 32.99 
5.00 24.99 44.99 
5.00 24.99 42.99 
7.50 28.99 44.99 
7.50 29.99 44.99 
4.00 19.99 34.99 
5.00 24.99 37.99 
5.00 24.99 49.99 
We Don't Buy 

5.00 24.99 34.99 
5.00 24.99 44.99 
4.00 19.99 32.99 
5.00 24.99 37.99 
5.00 24.99 39.99 
4.00 19.99 32.99 
4.00 19.99 29.99 
5.00 24.99 38.99 
3.50 18.99 27.99 

10.00 32.99 45.99 
12.50 39.99 59.99 
10.00 32.99 45.99 
350 18.99 27.99 
5.00 24.99 32.99 
5.00 24.99 39.99 
6.00 32.99 44.99 
3.50 18.99 27.99 

15.00 42.99 62.99 
6.00 32.99 44.99 
6.00 32.99 44.99 
6.00 34.99 49.99 
5.00 24.99 37.99 
4.00 19.99 32.99 
7.00 24.99 35.99 

10.00 32.99 45.99 
7.00 26.99 39.99 
7.50 39.99 59.99 
5.00 24.99 39.99 
5.00 24.99 32.99 
5.00 24.99 32.99 

SEGA GENESIS 16 BIT ENTERTAINMENT SYSTEM 
WITH ALTERED BEAST GAME INCLUDED. 

LIST PRICE $199.00 CLUB PRICE $189.99 

TRIE WE WE WE 
BUY SELL BUY 

USED USED NEW 
□ Genesis Power Base Converter NO NO '3QaQ 
(allows you to play regular Sega games or Genesis) 
O Genesis Control Pad NO 
□ Genesis Headphone Set NO 

Genesis Game Cartridges 
~ 20.00 39.99 48.99 

SEGA ACCESSORIES 

P Sega Control Pad 
P Sega Control Stick 
o Sega Light Phaser 
P Sega 3d Glasses w/adapter 
P Sega Rapid Fire Control Stick 

LIST CLUB 
PRICE PRICE 
19.99 17.99 
29.99 22.99 
38.99 28.99 
69.99 49.99 
39.99 29.99 

19.99 P A.LS. Cart. Organizer Holds 18 Carts 5.99 4.99 
14.99 

□ Forgotten World 
o Ghouls N'Ghosts 
P Golf 
Q Last Battle 
□ Rambo III 
P Soccer 
O Space Harrier II 
P Super Hang On 
P Super Thunder Blade 
□ Thunder Fore II 
p Tommy Lasorda Baseball 

20.00 39.99 49.99 
25.00 49.99 59.99 
25.00 49.99 59.99 
20.00 4699 56.99 
20.00 45.99 55.99 
20.00 45.99 55.99 
15.00 35.99 45.99 
20.00 45.99 55.99 
20.00 45.99 55.99 
20.00 45.99 55.99 
25.00 49.99 59.99 
25.00 54.99 64.99 

P A.LS Sega Entertainment Center 
P Beeshu Ultimate Stick 
□ Beeshu Viper 
P Beeshu Wireless Ultimate Superstick 
P Camerica Wireless Freedom Stick 
p Camerica Freedom Double Pack 
p Doc’s Fix A Game Cart Cleaner 
P Eclectics Proplay Home Arcade 
P Happ Comp. Pro Joystick #300XS 
P Happ Comp. Pro Joystick #5000S 
P Hartzeil Video Game Storage Center 
p Sega Base System 
□ Sega Master System 
P Quickshot QS118F Game Controller 
□ Advanced Gravis Joystick 

27.99 22.99 
49.99 44.99 
14.99 12.99 
69.99 59.99 
69.99 59.99 
129.99 109.99 
9.99 8.99 

249.99 229.99 
12.99 10.99 
19.99 17.99 
27.99 23.99 
109.99 79.99 

Curse 
Hydlide Special 
Psy-O-Blade 
Super Shinobi 

Airdiver - 
Dream Island Hallow Fight 
Golden Axe Phantasy Star 2 

□ Choptfter 
a Chopper Command 
□ Commando 
□ Crackled 
□ Crime Busier 
0 Crossbow 
□ Cruise Missfe 
0 Crystal Casdes 

o Planet Smasher 
□ Pole Fbsrtion 
□ Quest lor Quintana Roo 

□ Thunder Fox 
□ Title Match Pro Wresting 
0 Tomcat F-14 
□ Touchdown Football 
o Tower Toppler 
0 UFO 
□ Vanguard 

2.99 15.99 17.99 

5.99 2899 29.99 

599 28.99 2999 

899 22.99 22.99 

eed by mamdactueronly. All used games guaranteed for 30 days from ship date. All used and defective games can only beexchanged for same game. We make no guarantees for product per- 
-Son. Toll free lines are for orders only. Any other inquiries must call 1-203-388-6366/ All games you wish to reservemust be paid in advance. You must beamember to buy and sell games at the 
ire for any games. We also will pay you $2 less for games you sell us unless you are a member. Please allow 2 weeks upon receipt of used games you send us so we can process and test your games. 



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! 

. NINTENDO STUFF AVAILABLE NOW. 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 ACCESSORIES NINTENDO ACCESSORIES 

□ Acclaim Double Player 
□ Acclaim Wireless Remote Cont. 
□ Clear Nintendo Case 
O Alladin Nintendo Lunch Kit Thermos 
□ Als Nintendo Cart Cab. (18 games.) 
O Als Nintendo Entertnmnt Center 

Holds Nintendo Sys. & 12 carts 
O Als Nintendo Cart Organizer holds 

12 game cartridges 
□ Bandai Hyper Controller 
□ Bandai Hyperstick 
□ Bandai Mega Controller 
□ Bandai Super Controller 
□ Beeshu Gizmo 
□ Beeshu Jazz Stick 
□ Beeshu Ultimate Super Stick 
O Beeshu Wirlss. Ultimate Super Stk. 
□ Beeshu Zinger Controller 
P Beeshu Zipper Controller 
□ Beeshu Zoomer Steering Wheel 
□ Bestar Nintendo Storage Cart 
□ Bestar Nintendo Cart w/lid 
□ Bestar Nintendo TV Cart 
□ Bestar Deluxe Nintendo Cart 
□ Broderbund’s U-Force 
□ Camerica Freedom Pad Wirless 
□ Camerica Freedom Stick Wireless 
□ Camerica Freedom Connection 
□ Camerica Gift Pack (2 sticks) 

UST CLUB 
met met 

49.99 44.99 □ Nin. 60 Min. Video Tape #3 19 99 1799 
Game Tricks, Codes,StrategiesfortheseGames:Gradius, 
Star Soldier, Ring King, Dbl. Dragon, Life Force, Spy 
Hunter, Iron Tank, Contra, Tiger Heli, Blaster Master, Flying 
Dragon, Adv. Isle, Indiana Jones, 3D World Runner, 
Rambo, Kung Fu Heroes, Kid Niki, Metal Gear, Ikari 
Warriors, Adv. of Lolo, Kamov, Simons Quest 

1 Nin. 45 Min. Video Tape #4 9.99 8.99 
Secrets and Strategies to win these Games: Legendary 
Wings, Adventures of Lolo, Bionic Commando, Golgo 13, 
Bomberman, Secret Castle, Cobra Command, Rampage, 

_ _ Joust Adventure Island 
6.99 5.99 D Nintendo Childrens Dinnerware 

69.99 54.99 Super Mario, Zelda or Teenage Mutant 
29.99 25.99 □ Plate 8” □ Bowl 
49.99 39.99 □ Tumbler 14 oz □ Tumbler 16 oz. 
69.99 54.99 □ 3 Piece Gift Set: 
14.99 12.99 10 oz. mug, 16 oz. bowl, 8" plate 
15.99 13.99 □ Gift box 2 Mugs w/Flexostraws 
59.99 44.99 □ Nin. 16 oz. Squeeze Bottle 
59.99 49.99 □ Nin. 32 oz. Squeeze Bottle 
69.99 59.99 □ Nintendo Clip Ons 
99.99 89.99 □ Quickshot QS-126 Palm Szd. Joypd. 

129.99 109.99 □ Quick Shot QSO-112 Sophisticated 
89.99 79.99 Joystk. Controller 
39.99 34.99 □ Quickshot QS-118N Wizmstr. Cont. 19.99 17.99 
69.99 59.99 □ Quickshot QS-118NR Wizmaster 39.99 34.99 
44.99 35.99 Infrared Remote Controller 

'29.99 109.99 □ Quickshot QS-130N Biogrip Joystick 15.99 14.99 

LIST CLUB TTTLE 

34.99 
1.49 .99 
9.99 8.99 

14.99 10.99 
27.99 22.99 

5.99 4.99 

26.99 22.99 
39.99 32.99 
59.99 49.99 

3.99 2.99 

7.99 6.99 

3.99 2.99 
9.99 8.99 

15.99 14.99 

□ Camerica Sup. Sonic Joy Stk. Wireless 59.99 49.99 □ Quickshot QS-129N Flightgrip Contr. 
□ Curtis Game Caddy (Holds 10 games) 
□ Curtis Super Extendo Cables 
□ Doc's Fix A Game Cleaner 9.99 8.99 
□ Doc's Fix A Game Sys. Cleaner 19.99 17.99 
□ Eclectics Pro Play Arcade 249.99 229.99 
□ Eclectics Sftwre Rack for Proplay Arcade 16.99 14.99 
D Eclectics Graphics Package for Proplay ““ 
□ Eclectics Sound Sys for Proplay Arcade 
□ Advanced Gravis Joystick 
□ Happ Competition Pro Joystick 5000 
□ Happ Competition Pro Controller Pad 
□ Hartzell Nintendo Game Holder 

Holds Sys 8 18 games 
□ Hartzell Video Game Caddy 

Holds 10 carts w/dust cover 
□ Heller Game Rack 
□ Homework First Video Game Lock 
□ Kraft Deluxe Starmaster Joystick 
□ LasetlineGPX-1500 Game Pac 

Holds 15 games 
□ Lebo Video Game Carry Case 
□ UN Rolland Rocker 
□ Mattel Power Gotve 
□ Midwest Nintendo Carry Case Red, 

□ saw Dominator Probeam wireless 
remote control light gun. 

□ Nexoft the Dominator Master Control 
wireless remote joystick 

c Nin. Backpack Mario or Mario & Zelda 
□ Nin. Belly Bag Nintendo logo 
□ Nin. Portfolio Mario 
□ Nin. Prem. Backpack Nintendo Logo 
O Nin. School Kit: Mario 
□ Nin. Sport Bag: Nintendo Logo 
□ Nin. Theme Book: Mario 
□ Nin. Wallet: Mario or Mario & Zelda 
□ Nin. Patches: Mario or Zelda 
□ Nintendo Pins (assorted characters) 
□ Nin. Key Chain 
O Nin. Rain Slicker Boys Size 4-14 

assorted colors and designs 
□ Nin. Sports Sweatshirt 
□ Nin. Sticker Album 
Q Nin.Stickers Zelda, Punchout, Mario 
□ Nin. T Shirts Youth Sizes 6-16 

Adult Sizes Sm-Lg. ass. colors & designs 

17.99 
5.99 4.99 Q Quickshot QS-132 Sighting Scope 
9.99 8.99 O St. Martins Book: How to Win 3.95 2.95 

at Nintendo 
Super Mario Mug & Zelda Mug 3.99 3.49 
Super Mario & Luigi Plas. Bank 5.99 4.99 
Strcom Docking Bay 10 Game Case 16.99 14.99 

.99 □ Suncom Trans. 4 Game Carry Case 6.99 5.99 
34.99 29.99 □ Suncom Trans. 12 Game Carry Case 6.99 5.99 
49.99 44 99 □ Suncom Dcking Bay 20 Game Case 25.99 22.99 
24.99 22..19 □ Suncom Mothership Converts Con- 13.99 12.99 
34.99 29.99 trailer to Joystick 
27.99 23.99 □ Tara Dlx. Game Pack 15 Game Case 11.99 9.99 

□ Tara Game Pack 10 Carry Case 6.99 5.99 
9.99 8.99 □ Turbostick Slimline 24.99 19.99 

□ Turbostick Wireless Remote 59.99 39.99 
5.99 4.99 □ Vidwitz Vd. 1 30 Min Video Magazine 19.99 17.99 

21.99 19.99 □ Vidwitz Vol 2 30 Min Video Magazine 19.99 17.99 
14.99 12.99 O Vidwitz Vol. 3 30 Min Video Magazine 19.99 17.99 
29.99 26.99 □ Z-bag Official Nin. Carry Case 29.99 24.99 

□ Z-bag Cart. Bag 9.99 7.99 
27.99 23.99 D Z-Bag Deluxe Nin. Bag 34.99 29.99 

9999 8999 D Nin. Stationary Tablet as 
34.99 26.99 

79.99 69.99 

all 6 designs 
Nin. Stickers by Paper Magic - collect all 
12 designs 

□ Nin. Super Mario Box of Birthday Cards - 

□ Nin. Bookmark - collect all 6 designs 
~ - '' tall6designs 

’Hi § SecrdVKtootfame' 14.99 13.99 

m 18 hot games si I6Q9 14 99 includes-*__ 
299 2 59 POW, Twin Cobra, Guerilla War, Festers Quest, Wizards & 

>6 QQ 99 qq Warriors 2 plus previews of 6 never I ’ 
199 169 D Nin. The Power Game Calendar 199 
2 99 2 59 D Nin- plaY a Tune Book that plays muu, 
4 oq Vqq D Joycard Sansui SSS Stereo Simulator 
3 99 3 49 

10.99 8.99 
22.99 19.99 
44.99 39.99 

14.99 O Quickshot QS-127 
Wireless Joypac 
‘ at QS-1 

al Infrared 

6.99 5.99 
iqqq iRqq □ Quickshot QS-128 Universal Infrared 35.99 29.99 19.99 Ib.99 Wireless Joystick 

_ Kids Klassics Super Mario & Legend of 9.99 8.99 
Zelda Cartoon Videocassetes: 

i, oltBB ass. a oesnjns ° 6454 Manos Flying CarpeL 0 6455 Mario Meets Koopzilla, 

1999 1699 P.S'S Beach Mario & Luigi, Mario &;_ 
□ Nin. Hats Punchout, Super Mario, Zelda & 6.99 

Logo □ Cotdoroy 
□ Cotton 5.99 

for the Unicom. See real life Super Mario 8 Zelda come to life in 

o Qq Q Nin. Barrel Bag 
?? n Min RrnnnV □ Mesh 

□ Nin. Slumberbag 36.99 
□ Nintendo Suspenders 6.99 
□ Nintendo Belts 
□ Nin. Underwear Pack of 3 
□ Nintendo Comforter 
□ Nintendo Sheet Set 
O Pillow People Stars, Super Mario Bros. 
□ Nin Vid. Tape #1 by Kodak Yellow Tap. _ _ 
How to Score More Points at Wizards 8 Warriors, Mega Man 

2, Platoon, Top Gun 8 Metal Gear 
□ Nin. Video Tape #2 by Kodak Blue rape ro.aa io.»» z. . 

How to Score More Points at: Simon's Quest, T 8 C Surf, ° Gun 
Blaster Master, Wrestlemania Double Dragon 

19.99 17.99 

-- 14.99 12.99 
□ Nin. Smock 5.99 4.99 

c'qq □ Power Set includes: Control Deck, 179.99 1 69.99 
4 99 3 99 5 mn*mlli>rc Dari 7nnnnr linf - .~ 2 controllers, Power Pad, Zapper light gun, Work) Class 

Track Meet/Duck Hunt/Super Mario Bros, 
qq qq -va qq D Action Set includes: Control Deck, 2 con- 119.99 109.99 
26 99 22 99 fr0"®™. Zapper Light Gun and Duck HunV 

ros 15 99 13 9q Super Mario Bros, combined. 
Tape 1599 1399 D C°n,rol Deck includes control deck and 99.99 89.99 

2 controllers 
'aiuuii, iop uun o meiai uear ° Jjlf £?Varj’®9®^0yS,'ck 
Video Tape #2 by Kodak BU» Tape 15.99_ J3.99 ° ^perTSgMGm 

□ Power Pad 
□ NESSatellite 

□ Nin. 60 Min. Video Tape #3 19 99 17 99 □ NESGameboy 
Game Tricks, Codes. Strateg ies for these Games: Gradius, □ Gameboy Carrying Case 
Star Soldier, Ring King, Dbl. Dragon, Life Force, Spy □ Gameboy Rechargeable Battery Pack 

Iron Tank, Contra, Tiger Heli, Blaster Master, Flying □ Gameboy Game Cartridges Alleyway, 
Dragon, Adv. Isle, Indiana Jones, 3D World Runner, 
Rambo, Kung Fu Heroes, Kid Niki, Metal Gear, lk~ 
Warriors, Adv. of Lolo, Kamov, Simons Quest 

all, Tennis, Super Mario Land 

49.99 44.99 
34.99 29.99 
34.99 29.99 
79.99 74.99 
49.99 44.99 

109.99 99.99 
14.99 12.99 
34.99 32.99 
29.99 24.99 

□ Nintendo compatible control deck with 89.99 79.99 
turbostick joypads called microgenius. Plays your Nintendo 
games just like your Nintendo deck but costs less and has tur- □ Water Ski 
bofire joypads Save $10 over the Nintendo Control Deck. □ Night of the Ninja 

New Nintendo Games By Froggo 
39.99 29.99 
39.99 29.99 

1989 Ultimate Game Club. Atari , Sega , & Nintendo are trademarks of 
Atari, Sega & Nintendo. Prices are subject to change without notice. We are not 
responsible for typographical errors. 

We Buy 8 Sell New 8 Used Video Games. As a member you are emitted to the following: 
1. We sell new and used video games at the lowest prices possible! 
2. We buy your used video games at the highest price possible! 
a We provide prompt efficient service with a 100% satisfaction guarantee! 
4. We test 8 clean all used games for maximum efficiency! 
5. We provide the largest stock of any other mail order firm! 
a If we do not have the game you want in stock, we’ll reserve it for you 8 ship it to you as soon as we get it We”11 even 

reserve new titles before they’re available! 
7. For every 10friends you get to join the club we’ll give you a video game of your choice Free! That’s right FREE!. 

Membership 8 quantities are limited. All games 1 st come first serve. 
8. We offer Special Discount Prices on practically everything PLUS monthly specials, contests 8 prizes on top of 

that! 
9. We have a toll free hotline for all new memberships 8 orders 1 -800-TOY CLUB (1 -800-869-2582) 9 AM -9PM EST! 

For people in CT or Canada and any questions you may have dial 1 -203-388-6366! 
10. We accept MC, Visa, check or money order! 
11. We’ll also give you a free Club Membership Packet 8 subscription to our quarterly Newsletter, Hot New 

Catalog plus details on up 8 coming games, secret tips, 8 strategies. 
12. You get all this for the low cost of $10! So Hurry! Membership Is limited! Membership in Alaska/Hawaii SI 2.50, 

Canada $15, All other countries $20. Call for postage 8 handling charges. 

NEW NINTENDO GAMES (available now or soon) 

□ Indiana Jones 8 the Temple of Doom 
□ Rolling Thunder 
□ RoadRunner 
□ Alien Syr.drome 
□ Vindicators 

LIST CLUB 
PRICE PRICE 

49.99 45.99 
54.99 49.99 
49.99 45.99 
49.99 45.99 
49.99 45.99 

TITLE 

□ Shinobi 
□ Afterburner 
□ Xybots 
□ Baby Boomer 
□ Captain Comic 

NEW GAME PLAYERS VIDEO GAMETAPES with secrets, codes S strategies to win! 
□ VIDEO 1 Dble Dragon, Secret Castle, Bionic Commando, Robowarrier, Wizards 8 Warriers 
□ VIDEO 2 Ninja Gaiden, Simon's Quest, Amagon, Mega Man 2, Airwolf 
□ VIDEO 3 Bad Dudes, Thundercade, Strider POW. Wrestlemania 
□ VIDEO 4 Bandai, Golf, Baseball, Stars. Bas Loded, Goal, Hoops,Spr Ddg Ball, Tecmo Bowl 
□ VIDEO 5 Bayou Billy, Blades of Steel, Jack Nick Golf, Top Gun 2 
□ VIDEO 6 TNMT Metal Gear. Silent Service. Defender of the Crown 

UST CLUB 
PRICE PRICE 

54.99 49.99 
57.99 54.99 
49.99 45.99 
44.99 39.99 
49.99 45.99 

12.99 
12.99 
12.99 

TTTLE HANDHELD GAMES 

□ Airwolf,□ Rambo, □ 1943,0 Knight Rider,□ WWF Wrestling, □ 
□ Wizards 8 Warriors 
□ A Nightmare on Elm Street □ Friday the 13th.O Marvels Xmen.O T8C Surf Des, 
O Miniuid Game Assort, o Contra, □ DbleDribl,0 Gradius, □ Top Gun, □ Skate or Die, □ TNMT 
□ Balloon Fight,O Climber,□ Donk. Kong Jr,0 Fire.O Manhole,□ Marios Cem. Fact, 
□ Octopus,O Parachute,0 Snoopy Ten,D Sup. Mario Bros,O Trap. Fish 
O Boxing, □ Black Jack, O Bombsweeper, O Don. Kong, □ Don. Kong 11,0 Goldcliff 
O Greenhouse, □ Life Boat □ Mario Bros, O Oil Panic, □ Safe Buster, □ Squish 
O Donkey,Kong III, □ Hockey, O Punchout 
□ Legend of Zelda, a Tetris 
INTERACTIVE VCR GAMES BY ACCLAIM 
□ Quarterback,□ Basketball,□ Hockey,O PGA Tour Golf,O Wrestling 

Call Us If You Are Looking For Any Other Handheld Games Not On This List 

UST CLUB 
PRICE PNCE 

24.99 19.99 

26.99 21.99 

28.99 21.99 

36.99 32.99 

42.99 36.99 
38.99 33.99 

39.99 33.99 

iu have them, we will pay you the following prices: 

Chubby Cherub or Mario Bros. 
Mega Man or Solomens Key 
Donkey Kong 3 or Jr. Math 
Dr. Chaos, Ice Climber or Squoon 
Elevator Action, Kid Niki or Lunar Pool 
Gumshoe, Popeye or Wrecking Crew 
Mighty Bomb Jack or Volley Ball 
Muscle, Ring King or Soccer 
Side Pocket or Ultima 

m Champion or Wild Gunman 

17.50 
17.50 
17.50 
10.00 
1500 
10.00 
12.50 
12.00 
10.00 

Name 

Yes, 1 want to join The Ultimate Game Club 

1491 Boston Post Road, Old Saybrook, CT 06475 

Address 

City State Zip 

□ M/C - l □ VISA# Exp. 

□ Check □ Money Order Telephone: 

Signature 
Postage and Handling is $3.50 per shipment 8 4% of your total order in U.S, $8,508 5% in Alaska/Hawaii, $12.50 8 6% 
in Canada, $15.00 8 7%, In other countries. Double postage rates for 2nd day air. Double again for ovem ight All C.O.D. 
orders are $5.00 per shipment extra Personal checks take 10 days to clear. All orders shipped within 2-4 weeks 

Total Cost of Games/accessories ordered $. 

Membership Fee $. 

Postage and handling $. 

CT State Sales Tax add 8% $. 

Total you must send us $. 

We do not accept Atari Games without instructions. For Nintendo and Sega games we deduct $2.00 for missing instruc¬ 
tions, $1.00 for missing box or slip case, $2.50 for missing controller or 3D glasses 8 $3.50 if we return a game 



FACT-FILE: 
Manufacturer: Sega 
Machine: Master System 
Cart Size: 2 Meg 
Number of Levels: 4 
Theme: Action 
Difficulty: Average 
Number of Players: 1 
Available: Now 
V___J 

SHIVER ME TIMBERS, MATEY! 
Captain Silver is the latest in Sega’s 

post-RPG thrust to incorporate play 

mechanics and themes that are closer 

to arcade titles. This title was licensed 

from Data East and it does a fair job of 

duplicating the game play found in 
most of your horizontally-scrolling ar¬ 

cade favorites. 

You control a young lad named Jack 

Avery, on a quest to fmd a fabulous 

treasure that has been left behind by 
the infamous Captain Silver. The only 

trouble is that while the Cap’n may be 

dead, his evil spirit isn’t about to let you 
walk away with his booty without a 

fight! You can battle the ghoulies that 

appear to stop your 

progress, as well as 
the Captain himself, 
with your • trusty 

sword. Along the 

way you can also in¬ 

crease your blade’s 

effectiveness by re¬ 

covering a variety of 

power-ups. Other 

power-up items en¬ 

able you to perform 
other functions (such 

as limited invincibil¬ 

ity) that also add to 

the overall play value 

of the game. 

ftTmtr 
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Set out on your adventure with cutlass 
in hand! Various spooks and swords¬ 
men will challenge your every step. 
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The scrolling backgrounds in Captain 

Silver offer a detailed backdrop to the 

rest of the action. 
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Take on Captain Silver himself in the climactic final con¬ 

frontation in this latest Sega 8-Bit action!adventure! 

STEVE 
Captain Silver is a decent at¬ 
tempt at a CasaHinia game for 
the Master jpBn, but there 
isn’t enougl^^fcige to hold 
your interes^^^K contents of 
a good action cffne are there, 
you just don’t have a lot to inter¬ 
act with. 

ED 
An easy game for younger play¬ 
ers. Nicely aniJBed action that 
is not too diffpol Definitely not 
for a serioi^roaHe player, with 
average simple 
sounds, and ruWnentary play, 
Captain Silver is great for begin¬ 
ners but won’t present much 
challenge for any one else. 

DAVID 
This is a good diversion from the 
normal selecj^fcjj RPGs that 
Sega has b^^^ering up re¬ 
cently. It's a Ml^in parts, but 
for the most^rt Represents a 
good additioi^M^ slim library 
of Master System action/adven¬ 
tures. It’s not difficult, but it does 
have some good qualities. 

JIM 
Captain Silver is a good game, 
but it’s just toaKisy for me. I 
finished this oilBter only a cou¬ 
ple of plays^Jga had made 
Captain SitwlAfer, and made 
the entire adverse longer, then 
it would have been more fun 
than it currently is. 
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FACT-FILE: 
Manufacturer: Sega 
Machine: Master System 
Cart Size: 2 Meg 
Number of Levels: 5 
Theme: Shooter 
Difficulty: Average 
Number of Players: 1 or 2 
Available: Now 

BECOME A MASTER OF THE CLOUDS 
Cloud Master is a very cartoony ver¬ 

sion of numerous side-scrolling shoot- 

em-ups. It uses lots of pastel colors to 

create each of the five environments 

and an odd assortment of enemy char¬ 

acters (ranging from flying cat heads to 

soup bowls and more) to challenge you 

throughout. 

Riding on a cloud, you control Mike 

Chen, a powerful wizard who has mas¬ 

tered the mystical art of shooting Ki 

Force. 

Each round is broken up into several 
parts, with the majority of the battles 

taking place in front of slow-moving, 

horizontally-scrolling backgrounds 

that may remind you slightly of some¬ 

thing out of Fantasy Zone. They’re not 

quite as weird, but the colors that are 

used and bright and vivid. 

The graphics in many areas appear 

washed out, with very little detail in the 

scrolling backgrounds. The game 

characters themselves are not the most 

detailed, either, but there are a lot of 
opponents filling the screen which 

translates into plenty of targets to shoot 
at and avoid. 

The basic allotment of weapon pow¬ 

er-ups (which increase the intensity of 

the Ki Force) can be found in open pots 

and a Boss guardians protect the gates 

to higher levels of play and even more 

powerful weapons. If you manage to 
defeat all five of the world Bosses, you 
will achieve the rank of Cloud Master! 

Fight through the mysterious lands a- 

top a magical cloud, blasting the bad 

guys with your Ki Force. 

Battle mysterious creatures that range 

from bowls of soup to flying cat heads 

to killer Roosters. 

Five levels of challenge await as you 

evade the enemy and try to reach the 

rank of Cloud Master! 

I STEVE 
Cloud Master isn’t an overly im¬ 
pressive shoot^Bame. Its car¬ 
toon look IhfMmh off and the 
lack of a r^Fs®yline adds to 
the confusiBiMl shooter it’s 
just average, arfl the difficulty 
doesn’t adjust well between 
levels. Cloud Master could have 
used some revisions. 

ED 
An extremely frustrating and dif¬ 
ficult game, ^■in-filled back¬ 
grounds tha^Mhighly repeti¬ 
tive make it^iBt to stay inter¬ 
ested for v<4BV A dull game 
that, because ofB difficulty, be¬ 
comes more frustrating than en¬ 
joyable. 

DAVID 
There’s not a lot of substance to 
this bland shoagM game that 
has few poalternatives 
and not a lot^jvHety. The Bos¬ 
ses are larg^lli the screen, 
but they’re not Hry interesting 
and have little to ao with the rest 
of the game. No where near FI- 
Type or similar shooters. 

JIM 
Cloud Master doesn’t have 
much depth OMentinuity. You 
sit on a cloud^Hoid obstacles, 
and shoot ^pilHe targets that 
come on th£|ffl} Cloud Mas¬ 
ter is too straigrBrward for me. 
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FCI Phone Counseling 

OTLINE 
(312)968-0425 

8 am - 7 pm Central Standard Time 

• Get the latest tips, scores and 
info about FCI video games 

• Find out about new FCI games 

• Put your name on the FCI 
mailing list 

FCI® 
Fujisankei Communications International, Inc. 
150 East 52 Street, NY, NY 10022 

Dr. Chaos, Zanac and Lunar Pool are trademarks 
of Fujisankei Communications International, Inc. 
Ultima is a trademark of Richard Garriot. MagMax 
and Seicross are trademarks of Nihon Bussan 
Co., Ltd. These games are all licensed for play on 
the Nintendo Entertainment System® 



FACT-FILE: 
Manufacturer: Sega 
Machine: Master System 
Cart Size: 4 Meg 
Number of Levels: N/A 
Theme: Action/Adventure 
Difficulty: Average 
Number of Players: 1 
Available: Now 

BATTLE ON AND BECOME A SPELL CASTER 
At one time labeled the follow-up to 

Phantasy Star, Spell Caster is a four- 

meg adventure title that concentrates 
more on action scenes and Boss en¬ 

counters that puzzle-solving and role- 

playing ediqutte. 
Spell Caster places you in the role of 

Kane, a martial arts master on a mis¬ 

sion of peace. You must overcome 

dangers and obstacles within several 

kinds of side-scrolling screens as well 
as text screens that accompany ani¬ 

mated "photos" of your character and 

the opponenets you converse with. 
Some of these people and creatures 

provide you with useful information 

needed to solve the Spell Caster quest, 

while others will award you specific 

weapons and magic! 

Don’t let the title or the hype confuse 
you into thinking this is an RPG. While 

it may contain some of the elements 

found in Phantasy Star, it is definitely 

not a sequel. 

The text screens are highly detailed and often reveal infor¬ 

mation that is crucial to the quest. Some of these scenes will 

test you, while others will provide power-ups. 

The Boss attackers appear at various stages in the game to 

test your fighting skills and magical abilities. 

STEVE ED DONN JIM 
Spell Caster i^Seaa’s Simon's 
Quest. It's HHH>nventional 
RPG, but it doe^Kve some of 
the best actio«raventure fea¬ 
tures to appeaB a Master Sys¬ 
tem game. FiBscreens of text 
are also incorporated to move 
the game along. A good addi¬ 
tion to the Sega library! 

Spell Caster isa disappoint¬ 
ment. The n^i^iplies a RPG 
and it isn't. n^friitely is not a 
Phantasy sM^Biel. Except 
for the pyrarWlnMe, Spell Cas¬ 
ter is just a ^l^tforward ad¬ 
venture with great graphics and 
a long quest. This cart will have 
to do, however, util Ultima 4. 

Your standard scrolling action 
adventure thaj^^een woeful¬ 
ly lacking o«J^Sega 8-Bit. 
Spell Caster il^Ml game that 
shares the saBaAnture over¬ 
tones and acti«BBnes that are 
found in Strider and Simon’s 
Quest. Not fantastic, but it’s nice 
to see this on the Sega. 

A four-meg disappointment. 
Spell Caster take advan¬ 
tage of its hM^ower, instead 
you get an aaBWBventure with 
a quest th^tB short and 
doesn'toffen^^Foptions. For 
seasoned players, there’s very 
little action and the Bosses aren’t 
as difficult as they should be. 
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TURBO CHAMP 
Steve Harris 

TURBO TO INCREASE LIBRARY OF TITLES 
One of the big questions facing poten¬ 

tial buyers of any of the new advanced 

gaming machines is quite simply, " What 
kind of games can I expect in the fu¬ 
ture?". While the NEC TurboGrafx-16 

launched with a minimal selection of 

games, they have big plans to follow up 

the debut of the system with dozens of fab 

cards guaranteed to bowl you over! 

NEC doesn’t quite have as difficult a 

job in creating hit titles as its main com¬ 

petitor, Sega, is most likely having. You 

see, the Turbo is really an American ver¬ 

sion of the nm-away next generation 
machine in Japan, the P.C. Engine. The 

level of third-party support for this sys¬ 

tem in Japan is extraordinary, with do¬ 

zens of games announced every month 

and over 100 currently on the market! 

To insure the same level of success here 

in the states, NEC has wisely secured the 

rights to many of the top P. C. Engine hits. 

Granted, not all of their upcoming titles 

are winners, but the sheer number of 

cards that are planned for release in the 

months to come totally eclipses what will 

be appearing on any other system. It’s up 

to NEC to continue capturing these hot 

titles while supplementing their library of 

imports with good American efforts like 

T.V. Sports Football from Cinemaware, 

and other adaptations from prominent 

companies around the world like Tyne- 

soft who have a very nice circus game 
under development for the Turbo. 

Diversity, on the Turbo, is guaranteed! 
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M0T0-R0ADER 
An overhead perspective is used in 

this unusual racer. As you blaze ac¬ 

ross different world tracks, you must 

maintain a lead or lose fuel when you 

fall behind. A power-up screen al¬ 

lows you to enhance your vehicle with 

extra fuel, weapons, and more! 

FANTASY ZONE 
A favorite of Sega owners, this fast- 

paced shoot-em-up on acid takes you 

through seven wicked worlds filled 

with some of the most bizarre crea¬ 

tions imaginable. Huge Boss charac¬ 

ters and fantastic power-ups make 

the Turbo version the best yet. 

DEEP BLUE 
An overly difficult underwater shoot¬ 

er that puts so much on the screen 

that it’s impossible to traverse the 

slow-scrolling playfields without get¬ 

ting hit. The graphics (especially on 

the Bosses) are nice, but the game 

play is too repetitive without variety. 



NEW NAMCO ARCADE 
TRANSLATIONS 

Natnco is one of the world’s leading 

producers of video games. If you’ve 

played Pac Man or Galaga, then 

you’ve played a Namco game. 

Through a special armagement with 

NEC, Namco will be bringing several 

mega-hits to the U.S. for play on the 

Turbo like Pac-Land, Final Lap, Or- 

dyne, and World Court Tennis. 

GALAGA '90 
An all-new armada of alien bugs 

is out to get you! Originally 

releas-ed as Galaga ’88 in the ar¬ 

cades, this is a great sequel to the 

original and nearly perfect on the 

DRAGON SPIRIT 
A mythical fantasy/shooter that 

lets you become a multi-headed 

dragon that breathes fire on the 

monsters trying to stop you from 

saving your main squeeze. A great 

looking and great playing game. 

-\ 

SIDE ARMS 
In this futuristic translation of the 

hit Capcom coin-op, you and a 

friend (using the optional multi¬ 

player Turbo Tap) must invade an 

alien base and destroy the mech¬ 

anized creatures that inhabit it. With 

multiple weapons to carry, and other 

cooperative features, Side Arms 
plays like Contra and Section Z. 

t-\ 

POWER GOLF 
Power Golf is an excellent simula¬ 

tion of golf with some great graphics 

and other supportive features. You 

can choose from an abundance of 

options when setting the game up, 

and then select a number of courses 

or even create new ones! Different 

clubs, hazards, winds - it’s all there! 

r ........> 

R-TYPE 
The perennial favorite of game 

players everywhere! The side-scrol¬ 

ling shoot-em-up has never looked 

as good as it does on the Turbo, with 

all levels intact and graphics that will 

have you looking for a coin slot. A 

four-meg masterpiece that blows all 

other home versions away! 

V > 

f- 

CD SUPER-HITS 

With the release of the TurboGrafx-16 CD-ROM and CD-ROM Interface units 

you can now playgames that are even more advanced! Tire CD-ROM titles not only 

capture the look and feel of the arcade games on which they’re based, they also have 

extraordinary CD-quality sound and perfect voice reproduction. Among the first tit¬ 

les that will be available are (from l-r) Fighting Street, Monster Lair, and Darius. 
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FACT-FILE: 
Manufacturer: NEC 
Machine: TurboGrafx-16 
Cart Size: 3 Meg 
Number of Levels: 9 
Theme: Shooter 
Difficulty: Easy-Average 
Number of Players: 1 
Available: November 89 
v_y 

BLAZE YOUR WAY THROUGH THE GALAXY 
Here’s an outer-space shooter with 

enough teeth to cut through all of the 

competition combined! Blazing 

Lazers combines all of the proven ele¬ 

ments from the most popular shooters 

and throws them together. Behind the 

intense shooting action, however, are 

some of the most detailed and futuris¬ 

tic animated characters and back¬ 

grounds ever created (and destroyed) 

in a video game blaster! 

There’s not a lot in the way of original¬ 

ity here, but the plot that is present is 

solid enough. You’re in command of a 

Gunhed starship that can capture the 

"gels" left behind by certain cargo ships 

to enhance your offensive and defen¬ 

sive powers. These range from homing 

missiles and shields to deceptor waves 

and ring blasters. 

Add a series of enormous and color¬ 

fully animated Boss characters and the 

challenge and deadliness of this shoot¬ 

er becomes appearant! Blazing Lazers 

is packed with power! 

This is one of the last Bosses in Blaz¬ 

ing Lazers. Power-up your weapons 

and stockpile your bombs to defeat it. 

Collect the gels to increase your power, 

or capture the numbered gels to change 

or increase current enhancements. 

TOP SCORE TIPSI 
There are four difficulty levels 

built into Blazing Lazers. To ac¬ 
cess the difficulty select mode, 
hold the Select button during the 
title screen and alternately push 
the number one and number two 
buttons until the screen blanks out 
and the words "Normal Dog" ap¬ 
pear. Now you can toggle be¬ 
tween "Normal Dog" (the regular 
setting) and "Hard Human". To ac¬ 

cess still higher levels, repeat the 
process of holding Select and 
pushing 1 and 2 to access "Super 

Mania" and "God of Game"! 
To get into the sound test, toggle 

the pad left and right repeatedly 
during the title screen. A sound 
prompt and number will appear 
which can then be changed with 
the pad and played with the num¬ 
ber two button. Hit Start to exit the 

screen. 
v 

STEVE 
Blazing Lazers is the most in¬ 
tense shoot^HH conceived. 
The play steal from 
the best the ca^pry has to off¬ 
er, and thanks^Rhe Turbo’s ad¬ 
vanced proce^Jrs, the graphics 
and animation blow away all pre¬ 
vious shoot-em-ups. It’s a bit 
easy, but top-notch nonetheless. 

ED 
Slightly better than average 
shooter with^jteely detailed 
background^yjnffhse oppo¬ 
nents, and fl^^ction (espe¬ 
cially on theWgh®evels) than 
most can hafl|j|^^ery difficult 
for the average player, BL be¬ 
comes a repetitive scrolling/slid¬ 
ing/shooter after awhile. 

DONN 
Outstanding! I’m not normally a 
shooter fan, I^Mj^ may make 
me a believeM'D^mic action, 
eye-catching®^Hss and an 
end Boss that^^Hl B****! My 
favorite Turbc^^r! 

MARTIN 
Definitely the best space shooter 
available on ^pM^stem. A mul¬ 
titude of pof r-Jm can be en¬ 
hanced to in^^uH levels while 
stunning bacW^Mds and ene¬ 
mies provid^U^^ of targets. 
Everything in this game - the 
Bosses, music, and play are near 
perfect! 
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You’ve always 

known what to 

expect from 

a video game 

system. 
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Until now. 

Introducing the TurboGrofx"-J6 

video gome system. 

TurboGrafx-16 is the video 

game system that's built 

around a 16-bit graphics 

processor. Compared to the 

8-bit systems you're used 

to, it's four times faster, 

with better graphics, almost 

ten times as many colors, 

head-splitting stereo sound 

and deeper, more challeng¬ 

ing gameplay. 

In short, the bad guys 

ore bigger, the good guys 

are smarter, the action is 

faster, and the challenge 

is greater. 

TurboGrafx-16 gives you 

dozens of great game titles 

to choose from. As well as 

optional accessories that let 

you expand your-system. 

For example, there's a 





MoBooster" Audio-Video Enhancer 

Working with your stereo TV 

or mono TV ond stereo oudio 

equipment, TurboBooster's spetiol 

pre-omp function gives your 

game full stereo sound and 

sharper, clearer graphics through 

direct video input. 

Turbo6rofx“-CD Game Interlace am 

Compact Disc Player 

Brings CD sound and an ever 

higher level of gameplay to 

the TurboGrofx-16 system-with 

energy. 

The TurboGrafx"-16 system 

has many high-energy 

components and accessories 

that not only let you 

enjoy an amazing level of 

excitement now, but 

also let you expand your 

system in the future. 

CD graphics (CD + G) discs. 

lurboGroff-H Entertainment 

SuperSystem 

The heart of the incredible 

TurboGrafx-16 system. With o 

custom 16-bit graphics processor 

that delivers an amazing 

512 colors, o CPU thatS four 

times faster and six stereo sound 

generators. 

Tons ol Arcode-Quolity Gomes. ^ \ Wgg 

Pocked with high-energy oc- - 

tion, our lurboChip” gome cards ; 

bring you some of the best arcade- 

qualify titles around. Adven- 

ture games like The Legendary Axe” 

Action games like Vigilante” 

and China Warrior!' 

Racing games like hard- 4 
driving Victory Run” And, when 

JurboPaif Controller 

Specially designed to help you 

control the amazing energy 

of the TurboGrafx-16 system, it's 

precise and fast, with three 

levels of 'turbo' fire. 

lurboGrafx-CD games, for 

even more excitement—with 

more characters and levels, 

real voices, CD music, anima¬ 

tion, ond more. 

SirboSticIT High-Performance 1 

Controller 

Lets you aim better ond move 

quicker than you thought possi¬ 

ble! Variable speed 'turbo' fire 

gives you high-energy action-up 

to 16 shots per second. Or you 

The higher energy video game system. 



CHINA 
WARRIOR 

FACT-FILE: 
Manufacturer: NEC 
Machine: TurboGrafx-16 
Cart Size: 2 Meg 
Number of Levels: 4 
Theme: Action 
Difficulty: Average 
Number of Players: 1 
Available: November ’89 v__J 

WASTE THE ENEMY AS THE CHINA WARRIOR 
China Warrior is the TurboGrafx- 

16’s contribution to the overflowing 

genre of chop-suey kung-fu kick-em- 

ups. This time around, however, the 

game play has an added twist! 

The first thing you’ll notice about 

China Warrior is the very large charac¬ 

ters that take center stage. Both your 

hero, a brave fighting man with a bulg¬ 

ing chest full of muscles, and your op¬ 

ponents, mostly a bunch of cloaked 

evil-doers, trade punches and kicks 

while a variety of obstacles are thrown 
or float onto the screen adding danger 

to your journey. 

While the action unfolds in the fore¬ 

ground, four different background 

scenes scroll by. These change after 

every scene is completed which, in ad¬ 

dition to challenging you with the 

aforementioned bad guys, involve 

hand-to-hand and foot-to-foot combat 

with several different kinds of Boss at¬ 

tackers who each have their own 

strengths and weakness¬ 

es. The Bosses serve as 

intermissions during the 

main combat scenes and 

mark the conclusion of 

each round of play. 

Rounding out the game 

play are bonus rounds 

and multiple acts. 

Fight through the multi¬ 

ple levels of attackers, 

obstacles, and Bosses! 

TOP SCORE TIPS! 
There is a secret debug mode in 

China Warrior that allows you to 
set the game in different ways! 

To initiate this trick, turn on the 
game system and then turn it off. 
After this, turn the system back on 
and reset the game by pressing 
and holding the Run and Select 

buttons. Let go of the Run button 
(still holding the Select button 
down) and press Up on the pad 

once. Next, let go of the Select 

button and press Up twice more, 
then Right six times, then Down 

twice, and then Left twice. A spe¬ 
cial screen will appear that will let 
you select the level of play on 
which to begin, the number of men 
you begin with, and whether or not 

you want your character and the 

enemies to be invincible or not! 
Now you can blast through the 

game with no trouble at all! 

_ 

f 

V 

STEVE 
China Warrior is probably one of 
the worst Turb^Bnes to come 
along yet. WBtentions are 
good, but th#eBcution of the 
game is pdRpfli very large 
characters that nflve with badly 
animated jerkiness and barely 
adequate graphics. Too repeti¬ 
tive and no diversity. 

ED 
A game that doesn’t quite meet 
average standBs. The 1/2 
screen-sized ^Meters are a re¬ 
freshing ch^]«rom the nor¬ 
mal actiorWIBlt, but this 
game is far too Predictable with 
hazards approaching from only 
one direction. More variety 
would have been better. 

DAVID 
China Warrior is little more than 
a large-scale game. The 
graphics of tfm^^karate moves 
are well don^^Bie extra de¬ 
tail in the aqgnatfl (Bruce Lee 
deserves ro^M^ make this 
one look much better than it real¬ 
ly is. The game play is limited as 
well as the power-ups. 

JIM 
China Warrior is much too sim¬ 
ple -there's nBIHjgh game to 
support the ^^ucs. The char¬ 
acters are deUB^like the hero 
who bleed^roBthe mouth 
when he getPMKp), but most 
of the opponents are identical 
and pretty boring. An average 
kung-fu game 16-Bit style. 

V
I 

I
 

^
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FACT-FILE: 
Manufacturer: NEC 
Machine: TurboGrafx-16 
Cart Size: 2 Meg 
Number of Levels: 6 
Theme: Action/Adventure 
Difficulty: Average 
Number of Players: 1 
Available: Now v___y 

FIGHT DEMONS WITH THE LEGENDARY AXE 
In Legendary Axe you become a war¬ 

rior on a mission to save your love, 

Flare, from the vile clutches of an evil 

cult that intends to sacrifice her to the 
devil. With your magical axe in hand, 

you set out to rid the land of this 
menace and rescue your babe! 

Legendary Axe introduces a number 

of options and power-ups that require 

a fair amount of strategy as well as skill 

to master. You’ll discover health 

power-ups, bonus point crystals, 

speed-ups, and a special mask that in¬ 

creases the damaging power of your 

axe! When you’re fully powered-up, 

you can take on just about anything 

with a thunder-and-lightning blow! 

Legendary Axe boasts dual-scrolling 

backgrounds, enormous Boss crea¬ 

tures that fill the screen, and a huge cast 

of crazied cult worshippers, each with 

their own technique for doing you in! 

Stand your ground, mighty warrior, 

poor Flare is depending on you! 

.-Y—-y- 

Beautiful scrolling backgrounds serve 
as the setting for the exciting Legendary 

Axe battles! 

Take on six different Bosses, including 

Jagu, the leader of the cult that has 

taken Flare hostage! 

TOP SCORE TIPSI 
Unless you choose the correct 

paths through the doorways in the 
in level five, you’ll be returned to 
the top. To progress through the 
round , travel to the right until you 
reach room "E". Jump down the 
well in "E" that leads to the next 
level of play and exit the door. Con¬ 
tinue to the right until you reach 
room "P". Do NOT exit the door in 
that room - instead jump down the 
well. Keep moving to the right and 
you will reach the Level 5 Boss at 
the end of room "R". 

To get an unlimited number of 
men, proceed to the extreme right 
of the underground in level 3a to 
uncover the free man idol. Kill 
yourself and, when you reappear, 
move to the left and drop down. 
Move to the right again and un¬ 
cover the same free man, plus 
those awarded for your score! 
_—-/ 

I STEVE 
The Legendaries one of my 
favorites! It ^p*es an excel¬ 
lent theme vJ^sgBs of the best 
graphics ancWWWs ever seen 
or heard in aMyaMrideo game. 
The execution's brilliant, the 
many power-up options wel¬ 
come, and the game a joy to be¬ 
hold! Highly recommend! 

ED 
This is how should have 
been done. paths, an 
attack meteWw^rakes time to 
build, and n^e»p hidden pit- 
falls, Axe is B^^asy as it ap¬ 
pears to be.^^Wiard, but fun, 
and with only 3 continues, re¬ 
mains challenging. This should 
be your first game purchase. 

DONN 
One of the bes^ction/adventure 
games I’ve e^^»n. Great de¬ 
tail in the g^^^^aracters and 
background^^R^an excellent 
setting for encount¬ 
ers that occuW^T enemy mon¬ 
sters and creatures. Plenty of 
variety keeps you on your toes 
throughout the entire contest. 

JIM 
A great game! Legendary Axe is 
really Rastar^fcbetter graph¬ 
ics. The garmp® is good and 
is supporte J|^Lhly-detailed 
creatures a^^tiJs that con¬ 
stantly chan^Mmere’s a lot of 
variety and just the right amount 
of difficulty. Axe is everything 
you could want in a game. 

V. 
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FACT-FILE: 
Manufacturer: NEC 
Machine: TurboGrafx-16 
Cart Size: 2 Meg 
Number of Levels: 8 
Theme: Driver 
Difficulty: Average 
Number of Players: 1 
Available: Now 

GENTLEMEN, START YOUR ENGINES! 
Ever since the invention of the video 

game, drivers have always remained a 

staple of any true video gamers diet. 

From 280 Zap to Super Monaco GP, 

game companies are always looking for 

new ways to incorporate the hottest 

technology with the sure-fire thrill of 

simulated driving. 

While Super Monaco GP (due out for 

the Genesis) and both Hard Drivin’ 

and Stun Runner (also rumored to be 

going to the Genesis) currently burning 

up arcades, the TurboGrafx-16 has 

delivered a video racing game that is 

very different than anything you may 

have played before. Instead of adopt¬ 

ing a "hold-the-ped- 
al-to-the-floor" style 

of gaming, Victory 

Run requires con¬ 

stant shifting and 

plenty of strategy 

when navigating the 

eight different cour¬ 

ses that make up the 

race. 

At the onset of each 

game, you must also 

select the proper 

number of repair 

points to make it 

through the race. For 

example, hard turn¬ 

The car customizing/map screen 

ing can burn up your tires or improper 

shifting can grind your gears. When 

these vital parts wear down, your over¬ 

all performance subsides. This is a very 

original touch that has yet to be seen in 

other drivers, which let you power-up 

but never power you down. After every 

leg of the race you can repair your 

broken or worn down items from the 

reserves of repair points remaining. If 

a broken part remains broken, certain 

functions (like shifting into higher 

gears if your gears are damaged) be¬ 

comes impossible! 

Power your way across Europe in the first TurboGrafx 

driver! Different terrain, car customizing and a road rally 

theme make Victory Road pleasantly different. 

STEVE 
Victory Run is not overly impres¬ 
sive in terms^gfcchics realism, 
but it does i JbdBOe some nice 
features intcH^^ndard racing 
theme. WeKg awn your car 
and fixing it^jjpflps to bring 
strategic elements into play. 
The car handles slow in some 
areas, but in the end this is good. 

i ~ 

ED 
NEC’s version of Out Run. While 
graphically ij^flteito Out Run, 
the game pl^is^perior. The 
car handle^B^Ea race car 
should and ^ p Jer drifts are 
better than a^j^nng game to 
date. A difficult game to beat, 
but one which is hard to put 
down. Very addicting! 

DONN 
Victory Run is a good driver that 
has decent and length. 
The shifting^HHre accidental¬ 
ly becomes anjPying early on, 
but after sever»lays it gets eas¬ 
ier to control, ^erall this card is 
pretty good, however, boasting 
some nice enhanced graphics. 

JIM 
Probably one of the best driving 
games to c^Malong for any 
system. Vic^y^y has 3-D ef¬ 
fects, includ«||^B and curves, 
and enoughKiri«in the cour¬ 
ses to keeA|^iccupied for 
some time. I^ou like driving 
games then this is the one for 
you. 
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Steve Harris 

ARCADE-INSPIRED TITLES FUEL GENESIS 
The Sega Genesis has taken a com¬ 

manding lead in the 16-Bit sweepstakes, 
with close to 500,000 machines and 

around two dozen game titles expected to 

be in the hands of game players by 

Christmas-time. 

The fact that Sega has jumped to num¬ 

ber one is no surprise, especially when 

you consider the very loyal following that 
the company has picked up with their 8- 

Bit Master System. Sega is promising 

even more unbelieveable video game 

thrills, and the carts previewed on these 

pages is an example of the quality that’s 

yet to come. 

Besides these games, Sega and third- 

party licensees are set to release an abun¬ 

dance of softs that range from intense 

shooters to sports to reflex-testers. 

Discovery International has jumped on 

the Genesis bandwagon by porting their 

addictive computer title, Zoom, over to 

the Sega 16-Bit. Activision is also in on 

the action with several exciting products. 

The majority of the remaining games 

due out for the Genesis will likely be 

high-quality imports from Japan. Some 

of these carts, like Super Hydlide, Air 

Diver, Atomic Robo-Kid and others, 

look very promising. 

Also due out in 1990 are the Tele- 

Genesis modem, and possibly even the 
Art Tablet, Computer, and Disk Drive. 

There are also rumors of a hand-held 

device that will let you play Genesis 

games on the go - and in full color! 

SUPER SHINOBI 
A spiffed-up 16-Bit sequel to the 

original Ninja hero! This new Shinobi 

features power-ups like the flame 

wall and fireball attack, backgrounds 

that are absolute dynamite, and Boss 
characters that range from Ninja 

Warriors to Dinosaurs! Very hot! 

SUPER MONACO 6P 
The ultimate Sega racing game is 

delivered straight from the arcades 

and into your living room with hardly 

any loss along the way. Blaze past 

highly-detailed obstacles and back¬ 

grounds, watch your rearview mirror, 

and punch the pedal to the floor! 

PHANTASY STAR 2 
A six-meg follow-up to the number- 

one Master System cart of all time. 

Features battery back-up to store ad¬ 

ventures in progress, 16-Bit graphics 

and animation, and a new quest that’s 

loaded with action, mystery, and 

more than enough challenge! 



r \ 

SUPER HANG-ON 
Based on the arcade driver of the same name, Super 

Hang-On captures the feel of the coin-op beautifully, 

but also throws in additional graphics and options. 
The goal is the same: race your super-charged motor¬ 
bike through six different courses in Europe, beating 

the clock and avoiding other drivers. In the Genesis 

version, however, you can also enhance your bike’s 

performance at each stop in a special shop screen and 

view different riders at the onset. 

*_ 

r- 

GAIN GROUND 
This little-seen Sega coin-op is getting a second 

chance on the Sega Genesis. You control a band of 

raiders in an action game that’s got great background 
graphics, thanks to the Genesis’ powerful 16-Bit pro¬ 
cessor, and game play that vaguely resembles Gaunt¬ 

let. Collect valuable items and if the enemy gets in your 

way...blow ’em apart! 

Straight from the arcades and into your living room 

comes all of the action of one of this year’s biggest ac¬ 

tion/adventure hits! Golden Axe looks fantastic on the 

Genesis, with all of the detailed animation and high- 

rez backgrounds of the original. The game play on the 

version we played, however, was not quite up to par, 

with haphazard controls that didn’t quite respond the 

way we wanted them to. 

S_4 

GOLDEN AXE 
Destined to be the Ghouls and Ghosts of Genesis 

shoot-em-ups! This title is perfectly suited for the 

Genesis, with full-screen Bosses, scrolling background 

scenery, and an onslaught of enemy creations that 

leave your free time to a minimum and keep your guns 

blazing. 
Either one or two players can participate simul¬ 

taneous, joining forces to eliminate the alien infesta¬ 

tion with brute strength! A fabulous shooter! 

FORGOTTEN WORLDS 
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FACT-FILE: 
Manufacturer: Sega 
Machine: Genesis 
Cart Size: 5 Meg 
Number of Levels: 4 
Theme: Action/Adventure 
Difficulty: Average 
Number of Players: 1 
Available: Now 
v___y 

PUT ON ARMOR AND FIGHT THE UNDEAD 
In this remarkably faithful translation 

of the high-powered sequel to Ghosts 

and Goblins, you set out on a mythical 

quest to fight the ultimate evil and res¬ 

cue the damsel in distress. 

Ghouls and Ghosts is the flagship of 
the Genesis software library. No other 

home video game has ever had such 

detailed graphic characters, such beau¬ 
tifully drawn scrolling backgrounds, 

and such challenging game play. 

You’re Arthur, a brave knight who 

has once again been called upon to take 

on an undead evil from the underworld. 

Prior to play, you’re treated to a 

scrolling map that plots your progress 

and shows you the dangers to come. 

Each one of the game’s five levels of 

play are broken up into three different 

sections that include a first and last half 

and then the Boss attack. It is during 

these encounters with the Boss crea¬ 

tures that the game really comes to life, 

with fabulously animated nasties that 

fill the entire screen! 

1 

Use the magic armor to activate the 

special "Super" power-ups• like the 

lightning blast! 

Each Boss presents a different chal¬ 

lenge. Find the weapons that work best 

for each of the attackers you face. 

TOP SCORE TIPS! 
Without the magical enhance¬ 

ment that the Princess of Power 
gives you, you are not allowed to 
progress through the doors that 
lead to the final Boss of the game. 

The secret implement can be 
found just prior to entering Loki’s 
cavern. To get the super weapon 
that’s needed to defeat Loki, you 
must progress through the final 
round, running past the treasure 
chest that appears from the 
ground in the chamber where the 
two gatekeepers appear and blow 
fire. Leave that treasure chest in¬ 
tact, and continue to the right until 
you defeat the trio of mini-minstrel 
winds. Now go back to the chest, 
with the magic armor on, and 
destroy it to unveil the Princess of 
Power who will give you the secret 
weapon. Proceed to Loki’s cham¬ 
bers and fight the devil himself! 

STEVE 
Ghouls and Ghosts is a game 
you can’t pa^fl^t's one of the 
few titles th^pac^ enough ac¬ 
tion and ch A^Bo keep any 
player busyl^heWame play is 
great, the EsHlrtruly frightn- 
ing, and the power-ups different 
and exciting. Just what a 16-Bit 
game should be! 

ED 
Easily the best cartridge game 
ever made! Atffercwerful - with 
audio that Re And to none 
and animat A^Hrounds that 
add a grea^H^Pfect. Other 
graphic surp^^include rain, 
wind, fire and more! Combined 
with extremely challenging play 
Ghouls is a superior effort! 

DAVID 
An excellent mix of action and 
adventure. GtMg^and Ghosts is 
not only pa^eamith fantastic 
play, it is alsH^aBrith some of 
the best Bos^Wdians ever! 
From the op^jg^evel to your 
battle with the devil himself, 
Ghouls and Ghousts keeps you 
enthralled and fully satisfied. 

MARTIN 
The best game for the Genesis 
so far. AwesoM^graphics and 
super detail^cAkacters, com¬ 
bined withweJgame play 
make this o^^Bhe best all- 
around garA^^P played on 
any machine. 

62 



FACT-FILE: 
Manufacturer: Sega 
Machine: Genesis 
Cart Size: 4 Meg 
Number of Levels: 4 
Theme: Action/Adventure 
Difficulty: Average 
Number of Players: 1 
Available: Now __ _ 

FIGHT YOUR WAY TO THE LAST BATTLE 
Last Battle moves in a manner that is 

very similar to that of Altered Beast, 

but instead of taking on mythological 

creatures, this title pits you against an 

army of medeval warriors. It’s your re¬ 

sponsibility to defeat these marauders 

and reclaim the cities they have invad¬ 

ed. 

Within each area you must take on the 

axe and knife-wielding thugs that have 

been sent by a trio of Boss guardians. 

In addition to confrontations with these 

heavies, you will also encounter friends 

who provide information, strength, and 

other power-ups which will help you in 

your quest. 

The adventure overtones help expand 

the overall theme of the game from a 

simple scrolling kung-fu cart to an ex¬ 

pansive quest with plenty of action. 

Mazes and text screens help build on 

the adventure theme, while Bosses and 

a number of different characters help 

provide the challenge in the highly-de¬ 

tailed scrolling 16-Bit environments. 

The overhead map not only helps you 

track your position and your adver¬ 

saries, but also your power and health. 

Take on the Last Battle Bosses- 

completely powered-up to inflict max¬ 

imum damage. 

TOP SCORE TIPS! 
Unknown to most, there is a 

secret Continue/Level Select in 
Last Battle that will allow you to 
resume your fight on the same 
chapter your previous game 

ended. 
To initiate this helpful tip, you 

must first progress to area two or 
higher. Then, when your game 
ends and the Sega intro appears, 
hold down the ’A’, ’B’, and ’C’ but¬ 
tons simultaneously and press the 
’Start’ button repeatedly. When 
the Level Select screen appears, 
choose your chapter and press 
’Start’ once again to begin. 

V_/ 

STEVE 
Last Battle reminds me of a 
souped-up Altered 
Beast. The^^^cters are the 
same size arBW»ickgrounds 
move at theBanr«^peed (at a 
crawl). There wBKsses, maps, 
and more detailed graphics, but 
the game wasn’t that exciting. 

kl 

ED 
Take an average kung-fu game 
but changeBBIMayer's size 
from a three-inclapick figure to 
half the heigth Bthe screen and 
you have a wBe new type of 
game. ThrowW 16-Bit graphics 
and multi-layered backgrounds 
and you have a game that goes 
from average to excellent! 

DONN 
There’s a lot todoin Last Battle, 
with separa^i^ens for the 
scrolling acl^^^enes and an 
underlying sH^Mj expands as 
you progres^LnJgraphics are 
well done, ancW^art has a de¬ 
cent play time, but the game is 
not impressive. LB is an average 
kung-fu kicker with a nice suit on. 

JIM 
Stunning graphics just can’t 
save this karafl^Be. The char¬ 
acters look B^ome and the 
backgroundJB^kry detailed, 
but the garr^pljHtself is just 
your normaB^^-Fu Master 
spin-off. There are text and map 
scenes, but they don’t add a 
whole lot to the game itself. 
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FACT-FILE: 
Manufacturer: Sega 
Machine: Genesis 
Cart Size: 4 Meg 
Number of Levels: 9 
Theme: Shooter 
Difficulty: Average\Hard 
Number of Players: 1 
Available: Now 
V___J 

BLAST THROUGH THE ALIEN FORTRESS 
Thunder Force II is the first shooting 

entry to appear in the Genesis library 

(although additional titles like Atomic 

Robo-Kid, Curse, and Truxton are on 

the way) and it takes a unique ap¬ 

proach. Instead of relying on strictly on 
overhead or side-scrolling environ¬ 

ments, Thunder Force II uses both! 

What, at first glance, appears to be the 

Genesis’ answer to R-Type and count¬ 
less other horizontally-scrolling shoot- 

em-ups, turns into much more with a 

The goal in the overhead screens is to 

eliminate the alien bases that are scat¬ 

tered across the landscape! 

completely separate battle perspective 
with overhead rounds that play in a 

similar fashion to the classic Konami 

shooter, Time Pilot. 

Thunder Force II spices up the in¬ 

tense blasting action with"a dozen pow¬ 

er-ups that affect your firepower in all 

kinds of radical ways. The overhead 
conflicts require good maneuvering , 

while the side-scrolling battles always 

end with high-powered attacks from 

Boss machinary that fills the screen! 

The war really heats up when the scene 

shifts to the side-scrolling scenes. At¬ 

tack the Boss and battle on! 

TOP SCORE TIPS! 
As documented in the instruction 
manual, there is a configuration 
mode in Thunder Force II that al¬ 
lows you to select your starting 
level (1-5), difficulty (Training, Nor¬ 
mal, Hard), and reserve men (up to 
five). This is done by holding 
down the ’A’ button and pressing 
’Start’. 

To reach level 9 (the final round in 
the game) you must complete ALL 
of the eight previous levels. Once 
the final Boss is defeated, how¬ 
ever, you can select any round by 
pressing the ’A’ button and then 
’Start’ during the title screen. 

For a quick 500,000 point super 
bonus, don’t shoot ANY enemies 
during the side-scrolling scenes 
and then attack the Boss repeat¬ 
edly! You’ll get a cool half-million 
V___ 

STEVE 
TF2 is one of the better shooters 
to come alo^^^some time. 
The benefits ®h®6-Bit graph¬ 
ics and sour^l^^vious, and 
the round ^Kctifl gives you 
two games iWr The over¬ 
head sequence is not as strong 
as the side scenes, but the whole 
package is definitely top-notch! 

ED 
You haven’t seen great graphics 
until you’ve Easily the 
best visuals^T^Bhoot-em-up, 
with both ht^l^U and vertical 
fighting se<^en^B, the game 
has more tffl^prough variety. 
The action is intense and non¬ 
stop! Another example of how 
much better a 16-Bit cart can be! 

D0NN 
Avery good game! TF2hasalot 
of action wit|p||teof enemies 
to interact witrHfrJpower-ups to 
retrieve. The graMics are excep¬ 
tional - wtith Mo scenes and 
plenty of wea^ps. This is one 
shooting game that has teeth! 

JIM 
TF2 has graphics and sounds 
that blow me atf^The game is 
impressive a^elji/ith a ton of 
power-ups th^l^ra your wea¬ 
ponry to nev\*icw. The side- 
scrolling scen^g^visually im¬ 
pressive, but the overhead 
screen requires strategy missing 
from most shooters. 
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FACT-FILE: 
Manufacturer: Sega 
Machine: Genesis 
Cart Size: 4 Meg 
Number of Levels: 4 
Theme: Flying/Shooter 
Difficulty: Average 
Number of Players: 1 
Available: Now 

TAKE CONTROL OF THE THUNDER BLADE 
The Thunder Blade attack helicopter 

is back again in this souped-up version 

of an arcade and Master System clas¬ 

sic! 

You take control of a chopper that is 

armed to the teeth with guns and rock¬ 

ets. Go into battle over enemy territory 

against some of the most deadly 

machines ever displayed in a video 

game. The battle begins in the skies 

and then switches to the city, where 
heavily fortified enemy troops attack 

from both the air and the ground, using 

helicopter gunships and armored 

tanks! Maneuver between city build¬ 

ings and deliver a crushing blow to the 

terrorist armies before moving into 

their territory! 

STB introduces Boss conflicts in first- 

person detail as well as from an over¬ 

head perspective. Equipped with 

enough firepower to eliminate a small 

nation, and enough targets to use it up, 

STB explodes with action. 

Take on the enemy attack choppers over scrolling fields and 

past towering skyscrapers. Use your guns and missiles in 

unison and blast the invaders out of the sky! 

The enemy Bosses fill the screens with mighty machinary! 

Look out for the missiles and gunfire that erupt whenever a 

Boss approaches! 

STEVE 
STB just isn’t what a 16-Bit game 
should be. 'H|BPhics> while 
detailed, doi^^ove in smooth 
progression the back¬ 
ground to tl^forBround. The 
worst thing however, 
is how it controls, with poor re¬ 
sponse that is slow and sluggish 
and makes the game tedious. 

ED 
Genesis promises arcade graph¬ 
ics and STB copBkclose. While 
better than STB is still 
not perfect. Blaring objects 
increase in itjaarse steps, 
but detailed^^rs add some 
luster. STB, while good, doesn’t 
shows what the Genesis can do. 

DONN 
Although the dual level game 
play is adeq^^^he graphics 
are too chop^^Ml there is an 
abundance f^K^n flicker. I 
thought the- 16S processor 
would have lot of these 
problems upi^n unfortuantely 
STB is plagued by the same 
drawbacks. 

JIM 
Awesome graphics! Harder than 
the arcade conversions of 
Thunder Bla^nj also a lot 
better. The are slu9‘ 
gish, but the more than 
make up for &jflBr problems 
in play. STB^fflftes the 8-Bit 
Thunder Blade look like a 2600 
game! 



FACT-FILE: 
Manufacturer: Sega 
Machine: Genesis 
Cart Size: 4 Meg 
Number of Levels: N/A 
Theme: Sports 
Difficulty: Average 
Number of Players: 1 or 2 
Available: Now 
v___J 

BATTER UP WITH TOMMY LASORDA 

your club. 
Besides' the very 

sol-id batting con¬ 

frontation, Tommy 

Lasorda Baseball has 

a unique feature that 

tracks all 26 teams in 

Tommy Lasorda Baseball appears to 
be the first of many sports-oriented 

games available for the Sega Genesis. 

It also appears to be the first to use a 
celebrity endorsement (their upcoming 

Golf game will be honored with Arnold 

Palmer’s signiture). Using a well- 

known coach as the byline for this title 

is only slightly misleading, since most of 
the real play revolves around hitting, 

fielding, and running, as opposed to 

real managerial duties. 

Regardless, Tommy Lasorda 

Baseball faithfully duplicates almost 
every aspect of the real game, from the 

selection on pinch-hitters and relief 

ers, to the after game 

statistics that track 

The pitching/batting dual is one of Tommy Lasorda 

Baseball’s finest features! The graphics are second-to-none 

and bring both timing and skill into play. 

the league simultane¬ 

ously! While you’re 

playing, all the others 

are playing games as 

well! A helpful pass- 

code feature tracks 
your progress during 

the season! 

In Tommy Lasorda Baseball, the 

game simulates true 3-D with special 

effects like these. 

Tommy Lasorda Baseball simulates 

both batting and fielding from the 

same perspective. 

STEVE 
TL Baseball iswithout a doubt, 
the best lookjf^Weo baseball 
I’ve ever plaS^flne graphics 
are excellen^^^wjnd effects 
first-class, ai^faBhole game 
very enjoyabl^B^ay. The sea¬ 
son play and password features 
are welcome and help add life to 
a game that is nearly perfect! 

ED 
With the new capabilities of the 
16-Bit mac^^^Baseball has 
come one sl^^Ber to reality. 
TLB is the h^^^the market. 
Players ha^^^ngths and 
weaknesses ^me player/bat¬ 
ter screen is the best around. 
The new standard in video 
baseball! 

DONN 
The graphics in TL Baseball are 
16-Bit qualit^Hi^llly bring this 
sports game to liJ^r The game it¬ 
self is good, witi^iost of the fea¬ 
tures found in flu Baseball. The 
way it tracks HI league is cool, 
but other than that TL Base-ball 
is about the same as the bth-ers - 
but with 16-Bit looks. 

JIM 
This is your standard baseball, 
with all the n^^^Hndows, bat¬ 
ting and fieldinc^iodes intact. 
The game ]^;s incredible 
thanks to the QWesis’ 16-Bit gra¬ 
phics. ProbaBy the best base¬ 
ball on the market. 
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To order, send the above form, with a check or money order for $19.95 to: 

SENDAI PUBLICATIONS, INC. 
1920 Highland Ave 
Suite 300 - Dept. A 
Lombard, IL 60148 

DO YOU PLAY VIDEO GAMES?? 
V*;X> 

Each big issue of 
ELECTRONIC 
GAMING MONTHLY is 
loaded with behind- 
the-scenes info, 
previews of un¬ 
released games, and 
cart reviews that you 
can trust! 

Also get exclusive 
U.S. National Video 
Game Team endorse¬ 
ments, contests, high 
scores, secret code 
trading cards, and tip 
booklets that have all 
the tricks and 
strategies you need to 
amaze your friends 
and play like a pro on 
all the newest games! 

You get all this and 
more in each full color 
issue of ELECTRONIC 
GAMING MONTHLY... 
THE video game 
resource! 

THEN YOU MUST SUBSCRIBE TO 

ELECTRONIC 
GAMING 
MONTHLY 

* FULL COLOR! 
* TIP BOOKLETS! 
* PREVIEWS! 
* HIGH SCORES! 
* CODE CARDS! 
* CONTESTS! 
* PLUS MUCH, 

MUCH MORE! 

I WANT TO PLAY LIKE A PRO! 
VCCr I want to subscribe to ELECTRONIC 
* COJ GAMING MONTHLY for the low price of 

$19.95 for a full year (that’s 12 incredible 
issues for 50% off the cover price). 

ADDRESS 



GAMEBOY 
CLUB 

David White 

PUZZLERS AND ARCADES ON GAMEBOY 
With the Atari Lynx delayed for a few 

months, die-hard gamers will have to be 
content with the technologically inferior 
GameBoy from Nintendo. Just because 

the unit uses black-and-white graphics, 
however, doesn’t mean that it can’t pro¬ 

ject great games. 
The course that most GameBoy pub¬ 

lishers appear to be taking in their games 

is either to tie-in with a well-known name 

or established arcade titles, or highlight 
two-player head-to-head competition. 

Upcoming titles that will soon be an¬ 

nounced on the GameBoy include a 

slew of arcade titles that range from 

Double Dragon and Lock-n-Cliase to 

smaller versions of consumer hits such 

as Castlevania and Gradius. Computer 

spin-offs like Karateka and Hyper Lode 

Runner as well as Role-Playing games 

appear to also be making a thrust into the 

GameBoy market. 
Other plans for the GameBoy include 

a possible attachment that will allow you 

to plug your portable unit into a tele¬ 

vision and play your small screen games 

in a very big way! We’ve seen these adap¬ 

ters and played some of the best new 
GameBoy games on nineteen inch mon¬ 

itors. The games may not be in color or 
filled with state-of-the-art punch, but 
many ARE fun, challenging and addict¬ 

ing - which is the bottom line when it 

comes to great gaming. 

r 

v 

HYPER LODE RUNNER 
A classic computer game becomes 

a scaled-down GameBoy title. Al¬ 

though it’s a bit weathered due to its 

age, this version of Lode Runner 
stays true to the game on which it’s 

based. Not much new here - you 

either like it or you don’t. 

BOXXLE 
This game is extremely simple to 

pick up and play - but difficult to put 
down and highly addictive. You must 

guide a game character around 

rooms filled with boxes. You must 

push the boxes on top of target dots 

to proceed to the next level. 

S - 

KWIRK 
Direct from Japan comes Puzzle 

Boy, now retitled Kwirk by Acclaim 

Entertainment. Similar to Boxxle in 

many ways, Kwirk expands upon the 

basic theme of Boxxle by using dif¬ 

ferent kinds of boxes and doorways to 

progress from puzzle to puzzle. 
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CASTLEVANIA - The Adventure 
One of Konami’s hottest Nintendo Entertainment 

System games is reprogrammed on the GameBoy and 

it is hot! Only Super Mario Land comes as close to this 

game at reproducing arcade-style action on the Game- 

Boy. You must guide Simon Belmont across both ver- 

ticle and horizontally-scrolling playfields brimming 

with bad guys, Bosses, and much, much, more! A very 

good game that shows just how good GameBoy games 
can be! 

GRADIUS 
Konami is well on their way to capturing the largest 

share of the GameBoy market with a dynamic line-up 

of titles that includes this down-scaled version of one 

of their most popular games. 

The scrolling action and play mechanics are almost 

identical to the NES version on which it’s based. You 

can capture power-up items for options, shields, lasers 

and more! Another GameBoy winner from Konami. 

-^ 

LOCK-N-CHASE 
This one makes a lot of sense on the GameBoy, 

despite the lack of popularity that surrounded it when 

it was released as well as its age. It’s executed very well, 

however, with intermission screens and some variety in 

mazes. When you get right down to it though, Lock- 

N-Chase is little more than a Pac Man varient that may 

be able to attract some attention as a GameBoy title 

since the game is not too demanding. 

Si > 

.1 rma wra 

M0T0CR0SS MANIACS 

UTilTa O 
cio a a 

Another high-action scrolling cart from Konami. This 

is their first original effort on the system that can’t fall 

on proven game play or a popular name. In spite of 

this, however, Motocross Maniacs does deliver some 

thrills in a game that sets out to duplicate Nintendo’s 

Excitebike in many ways. Stunt tracks and a variety of 

moves can also be performed. 

V 
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TETJIIS 
FACT-FILE: 

Manufacturer: Nintendo 
Machine: GameBoy 
Cart Size: 256K 
Number of Levels: N/A 
Theme: Puzzle/Strategy 
Difficulty: Average 
Number of Players: 1 or 2 
Available: With GameBoy 

FROM RUSSIA WITH LOVE... 
Tetris is the only game of 1989 that 

could be called revolutionary. Adap¬ 
ted from an original computer program 

developed by a Russian engineer, Tet¬ 

ris is deceptively easy to learn and mad¬ 

deningly addictive. Despite all of the 

legal problems that have plagued the 
game in its NES form, its structure and 
execution make it perfect for the 

GameBoy system. 

The basic theme of the game is to 

rotate five different shapes, each made 
up of four small blocks, in a way that 

locks the pieces together with no gaps 

in between. When a complete horizon¬ 

tal line is created, that line is eliminated 

and all blocks on top of it fall down one 

level. The goal is simple: keep the 

blocks from reaching the top of the 

screen where "Game Over" awaits. 

Tetris combines strategy (you must 

eliminate four lines at once to score a 

big point Tetris) and has an absorbing 

two-player mode that lets two players 

go head-to-head with the Video Link. 
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IhMl 
Tetris, which comes packed with the 

GameBoy system, features multiple 

options including head-to-head play! 

fsCOREjl 

Fit the five different blocks together in 

patterns - when you complete a solid 

horizontal line it is removed for points! 

TOP SCORE TIPSI 
There is a secret "city scene" filled 

with Russian dancers and music¬ 
ians if you finish the TYPE B game 
from level 9. 

If you begin the TYPE B game on 
Level Start 9 and Handicap 5, and 
complete 25 lines, you will not only 
get a chorus of jumping Russians, 
but will also be treated to the "end" 
of the game: a Space Shuttle rising 
into the air and off of a launch pad 
with three firey boosters. This is 
extremely difficult, however, since 
the number 5 handicap starts you 
with blocks filling the entire lower 
half of the screen! 

There are two other rockets, 
small and large, that appear at the 
end of TYPE A games. The small 
rockets appear if 100,000 points 
are scored, and a bigger rocket is 
shot off if you score in excess of 
200,000 points. 

r 

STEVE ED 
Tetris is the perfect game for A fascinating game for puzzle 
GameBoy. O^piich you can’t lovers. On^^^^he best for 
finish, yet constantly GameBoy. M^Mayer version 

absorbing th^p^cut. Difficulty is outstandings the second ( 

increases at^n^Wessive rate 25-line mosrns it easy to 
and never qu^^Jftmes entire¬ play quick S|^Vby yourself. 
ly masterable^nne two-player With nine sp^fsettings and 
mode shows off the Video Link five handicaps, Tetris is a perfect 

L 

like nothing else. match for anyone. 

DAVID MARTIN 
1 

Possibly the best game available The perfect portable game. Be¬ 
for the new G^neBoy system. lieve it or noLtheGameBoy ver¬ 
Tetris is the o^^k-Player port¬ sion has th^^^Hay of all the 

able cart, wi^^V-to-learn, yet versions. The t^^player Video 

challenging^^^The interac¬ Link is good, IM. a cooperative 

tion in the Video Link option (like imie Tengen ver¬ 
mode is mu^^rotter than the sion) would hWe been nice. Be 

1 NES version. A perfect game to warned, Tetris is VERY addict¬ 
kill time on long trips. ing! 

J 
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SUPER MARIO 
LAND 

FACT-FILE: 
Manufacturer: Nintendo 
Machine: GameBoy 
Cart Size: 256K 
Number of Levels: 12 
Theme: Action 
Difficulty: Average 
Number of Players: 1 
Available: Now 

A WHOLE NEW LAND OF ADVENTURE... 
Super Mario Bros, is easily the most 

popular game in all of Nintendoland, so 
it didn’t come as much of a surprise that 

one of the first games for the GameBoy 
system would star the tiny Italian with 

a heart of gold. The way the game 

plays, however, has proven to be a 

surprise to everyone. 

Instead of adopting a strange new 

play theme like in Super Mario Bros. 2, 

Nintendo has wisely opted to bring 

Mario back to his roots for his first 

GameBoy adventure. Super Mario 

Land is not so much of deviation from 

the original as it is an extension of the 

original’s basic plot and play theme. 

All of the features 
from the original Su¬ 

per Mario are intact, 

with a few fnodifica- 

tions. There are 

mushroom men as 

well as the turtles, 

only this time the 

half-shelled nasties 

turn into explosive 

bombs that detonate 

in a deadly blast! 

Most of the other 

familiar Super Mario 

sights can also be 

found, like coin-fill¬ 

ed bonus rooms and 

tubes which Mario can drop down into. 

Mario starts out short, becomes 
"Super" once a mushroom is collected, 

and becomes armed with fireballs when 
a flower is found. 

Other new enhancements on the Sup¬ 

er Mario theme include lUp Hearts (as 

opposed to the different colored mush¬ 

rooms), Flower Power that can actual¬ 

ly retrieve coins as well as eliminate the 

enemy characters, and a bonus round 

after every stage is completed. It is in 

these bonus chambers that up to three 

free men and Flower Power are award¬ 

ed. Though flower power is a cool fea¬ 

ture, it makes the cart a bit too easy 

once you’ve played a cou-ple of games. 

Super Mario Land, while short on 

game time (there are only four worlds, 

with three rounds each), has great 

scrolling scenes, tough Boss villains, 

and even new vehicles like a torpedo¬ 

firing Submarine and a missile-launch¬ 

ing Airplane that rocket Mario to even 

greater levels of action. 

jrffir Br’Sr'Sr"§r 
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Evade the bad guys or stomp ’em from above! Super Mario 

Landis loaded with hidden coin boxes, lUps, bonus rooms, 

free men boards, and more! 

STEVE ED DONN JIM 
Even though it's in B&W and on 
a 2-inch scug^Super Mario 
Land is a fai«st»ame that is, 
above all, veS|^TC) play. There 
are loads oATinH to discover 
and all newVy^to chart. It’s 
a bit short (om^2 screens), but 
there’s enough challenge here 
to recommend this one. 

WOW! Mario’s back and now 
he’s portabl^^sily the best 
GameBoy ^T^uper Mario 
Land shoul^H^mur first pur¬ 
chase. RKs^widden coin 
rooms, ancAU|^- they're all 
there, just waifin^o be discover¬ 
ed. It’s Super Mario Bros, all 
over again and it’s fantastic! 

Like Super Mario Bros, for the 
NES, Super ^an^^md is filled 
with the sai^^^B of running 
and jumping ad^i. There are 
loads of secret ngs to uncover, 
and new screeM that add to the 
Super Mario tfflme. This is the 
best GameBoy game I’ve seen so 
far. 

A great GameBoy game! Excel¬ 
lent scrollin^^aphics make 
Mario Land |^^»d play just 
like Super M A|^Bs. All the bad 
guys, mushij^pT*pd other fea¬ 
tures from t A^Vial are here, 
along with^^w characters, 
lUps, hidden coins, and more! 
A portable Super Mario Bros.! 
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ATARI 

ADVENTURE 
Steve Harris 

NEW 7800 GAMES AND LYNX OFFER HOPE 
1989proved to be an exciting year for 

Atari. While neither their lawsuits 

against Nintendo, nor the games they 

released put much of a dent into Nin¬ 

tendo’s armor, the formation of a devel¬ 
opment facility to run autonomously 

from their Sunnyvale headquarters, as 

well as the purchase of a high-tech hand¬ 

held have managed to leave hopes very 
high for 1990. 

While the 2600 comes down in price 
even more, it continues to be the out¬ 
dated lunchbox system that plays noth¬ 

ing but inferior games. Why the unit is 

around is a mystery - but why good 

development dollars are going into softs 

to support it boggles the mind. 

The XE System remains in an identity 

crisis (Is it a game system? Is it a com¬ 

puter? Is it a game system ? Is it a com¬ 

puter?...), but Xenophobe is a good title 

that should satisfy any owners. 

The ST, which some still believe will 

eventually become the backbone for 

some type of Atari 16-Bit, has some truly 

amazing titles coming out. One of them, 

Alien Brigade, is so overpowering it’s 

hard to believe that it came from Atari. 

Picture Operation Wolf meets Aliens 

and you’ll get the idea behind this very 
gross (the title screen is spelled out in 
dripping blood by an alien’s finger!) but 

absolutely solid game. 
1989may not have put Atari in the lead, 

but it did return them to the map! 

NEW 7800 TITLES 
ANNOUNCED FOR 1990 
While competition with Nintendo 

still remains difficult for Atari’s pre¬ 

miere game system, the 7800, several 

moves by Atari have brought the unit 

closer to the competition. 

From the newly-opened develop¬ 

ment facility in Chicago, Atari has set 
out to capture not only arcade licen¬ 

ses, but also inject some new energy 
into their system with titles that aren’t 

bogged down in the same tired game 

play of the past. 
Besides turning out excellent ver¬ 

sions of Xenophobe and Mat Mania, 
Atari is also moving into territories 
previously inhabited only by Ninten¬ 

do and Sega. Look for high-action 

shooters (Planet Smashers), first- 

person blast-em-ups (Alien Bri¬ 

gade), side-scrolling shooters (Sen¬ 

tinel), and arcade-style sports games 

(Ninja Golf and Blood Basketball). 

LYNX STUMBLES IN '89 
After much excitement surrounded 

the Atari color hand-held during the 

CES, several problems have snagged 

the planned release of the unit until 

sometime in 1990. 
Besides not being able to get enough 

of the color displays to meet demand, 
the company that designed the Lynx 

and sold it to Atari, Epyx, appears to 

have gone out of business, despite the 

multi-million dollar advances from 

Atari and promises to continue de¬ 

velopment work on the Lynx. Soft¬ 

ware deliveries (which included the 

first six Lynx games) didn’t come on 
time and a breakdown within Epyx 

threatened to destroy the Lynx en¬ 

tirely! Fortunately, things appear to 
be back on schedule, with new game 

work assigned to the Atari develop¬ 

ment facility in Chicago, as well as 

licensees in the U.S. and Europe. 
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First came the Atari 2600, Mattel Intellivision, and Colecovision. Now we have the Nintendo Entertainment System, Sega 
Master System, and Atari 7800. What we’ve come to expect from home video gaming, however, is about to change forever 
when mega-powers, Nintendo and Sega, as well as some new names, load their guns to deliver the ultimate 16-Bit and 

Portable game systems. Now, EGM brings you the complete story . . . 
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16- BIT 
SYSTEM 
PREVIEW 

Sega’s 

GENESIS 
Sega’s Mega Drive, the 
first true 16-Bit game 
system to be released in 
Japan, has now become 
the first high-powered 
machine to premiere in 
the U.S. as well. With a 
library of strong titles 
that include Thunder 
Force II, Ghouls and 
Ghosts, and Phantasy 
Star 2, Sega is on the 
way to 16-Bit victory. 

Sega has long been seen as a company 

that had a superior piece of hardware 

(the 8-Bit Master System) that unfor¬ 

tunately wasn’t supported properly by 

the company or third-party interests. 

While that has changed somewhat 

since Tonka took control of the unit, 

you can’t help but wonder if Sega will 

commit the same mistakes again with 

their 16-Bit Genesis system. Although 

a lack of games created early questions, 

it appears Sega is off on to a flying start 

and plenty of support. 
Genesis is a marvel of advanced gam¬ 

ing technology. It has the ability to do 
an enormous number of tasks simul¬ 

taneously and can generate up to 512 

.colors on screen resolution of320 x 224. 

The Genesis system is sleek in its look 

and design. On the lower-left portion 

of the unit there is a special earphone 

jack, with a volume control for private 

stereo sound control. Next to the vol¬ 
ume control, the main power switch as 

well as the reset button can be found. 

The surface of Genesis is embellished 

even further with a disc-shaped cart¬ 

ridge port that extends slightly above 

the surface of the machine. The cart¬ 

ridge slot is located in the middle of the 

disc and uses carts that are similar in 

shape to the games that are used with 
the Master System, although they are 

not compatible (a separate "Power 

Base Convertor", which is sold 

separately does that job). 
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Game Control 
The Genesis system comes with an ad¬ 

vanced three-button joypad that offers 

exceptional control. The controller is 

larger than any previous type of gaming 

pad (in fact it may be too big for younger 

hands), and has a crescent design that 

makes it fit comfortably in both hands 

(the thumb of the left hand controls the 

pad, while the thumb on the right hand 
press the ’A’, ’B’, and ’C’ buttons. 

Tele-Genesis 
One of the Genesis machine’s most in¬ 

teresting features is the Tele-Genesis 

peripheral. This state-of-the-art add-on 

will enable you to play specially devel¬ 

oped games simultaneously with friends 

down the street, across town, or even in 

another state! You’ll see the action at the 

same time they will and vice-versa. 

While the idea of modem games is noth¬ 

ing new (computer enthusiasts have been 

using them for years), it is a definite ad¬ 

vancement in video game technology. 
The real uses are questionable, however, 

since the type of games that will really 

benefit from the Tele-Genesis system will 

probably not be the high-action arcade- 

oriented titles. The baud rate and infor¬ 

mation transfer is very slow, and head-to- 

head sports games and board games are 

the only applications that currently exist. 

Software Support 
Although the Genesis is technically the 

most advanced game machine set to ap¬ 

pear any time soon, it faces stiff competi¬ 

tion from the Turbografx 16, which is also 

in wide release. Sega does have an ad¬ 

vantage in recognizeablc arcade titles 

(such as Space Harrier 2, and Altered 

Beast), as well as stunning original ef¬ 

forts such as the high-intensity shooter, 

Thunder Force II, the absolutely remark¬ 

able Ghouls and Ghosts (a little-seen ar¬ 

cade sequel to Ghouls and Ghosts), and 

other upcoming titles like Forgotten 

Worlds, Arnold Palmer Golf, Phantasy 
Star 2, The Super Shinobi, Basketball, 

Zoom (from Discovery), Atomic Robo- 

Kid, and other potential Sega favorites 

like Super Monaco GP, Gain Ground, 

After Burner and more! 

8 BIT VS. 16-BIT...A DIFFERENCE YOU CAN SEE 

Altered Beast will be one of the first 

games available for the 16-Bit Genesis 

system. It has all of the features found in 

the arcade version, includingfive levels of 

THE GENESIS GAMES 

play and exceptional graphics and 

sounds. The 8-Bit version for the SMS is 

an equally outstanding game, but the dif¬ 

ferences between the games is obvious. 

-ONLY GOOD LOOKS? 

TOMMY LASORDA BASEBALL - 

Despite some similarities to the Turbo- 

Grafx baseball, TL Baseball introduces 

all-new concepts like full league playing. 

THUNDER FORCE II - Two different 

types of game play are melded together 

to present two distinct challenges. Flashy 

graphics, great music, and plenty of 

shoot, shoot, shoot! 

iMlM] 
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ALEX KIDD - Good oV Alex is back for 

more fun than ever! Find your way 

through all new lands of surprise in this 

16-Bit improvement on Miracle World. 

SUPER THUNDERBLADE - A close 

version of the arcade hit that's loaded 

with first-person graphics, scrolling over¬ 

head attacks, and huge Boss weapons. A 

bit difficult to control with rough edges 

showing up in the first-person animation. 

TELE-GENESIS 
Tele-Genesis brings modem control 

into the world of video gaming! Connect 

the adapter to the unit and plug into your 

phone lines. Other attachments that 

may appear include a full-f edged com¬ 

puter, CD-ROM (like that employed by 

Turbografx 16), and an art tablet. These 

could appear as early as next year. 
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16- BIT 
SYSTEM 
PREVIEW 

NEC’s 

IurboGrrfx© 
The American version of 
the Japanese P.C. En¬ 
gine, NEC’s Turbografx 
16, has all of the good 
looks of the rival 16-Bits 
and great game play as 
well! Combined with a 
library of potential 
games larger than any 
other next generation 
system, TurboGrafx-16 
is ready to deliver... 

The secrecy is over! The first mag¬ 

azine to report on the advanced P.C. 

Engine game machine from Japan is 

now here to let you in on the future of 

this system in the U.S.! No longer to be 

known as the P.C. Engine, NEC is now 

blasting their advanced game machine, 

the Turbografx-16, into the hands of 

game players everywhere. Boasting all 

of the fantastic graphics and sound 

capabilities of its Japanese cousin, the 
Turbografx is poised to deliver arcade- 

style thrills at home. 
The brain behind this amazing system 

is identical to that of the NES. But the 

wizards at NEC have enhanced the 
normal 6502 processor with an inde¬ 

pendant picture processing unit that 

lets the system produce truly dazzling 

background and character images. 

In addition to producing games in- 

house, NEC is also aggresively seeking 

third-party support for their system. 

Many companies have pledged to deve¬ 

lop for the unit which means that, in ad¬ 

dition to the titles NEC will be showing 

with the unit (The Legendary Axe, 
Keith Courage in Alpha Zones, Vigi¬ 

lante, etc.), many more games will be 

just over the horizon. NEC can also 

take advantage of a growing library of 

games for the P.C. Engine (now total¬ 
ing more than 100) that are potentially 

available for the Turbografx. Hot ar- 
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cade properties like R-Type, Dragon- 

Spirit, Galaga ’88, Twin Cobra, The Nin¬ 

ja Warriors, and Side Arms as well as out¬ 

standing original efforts like Honey in the 

Sky, Victory Run, Son Son 2, and Deep 

Blue. Turbografx will also have a multi¬ 
tude of sports games like Power League 

baseball and Winning Shot golf that also 

share the same high level of playability 

and spectacular graphics and sounds. 

Besides a great game titled Keith Cou¬ 

rage in Alpha Zones (see game preview 
for more info), the Turbografx 16 will also 

come packed with one Turbopad control¬ 

ler that is very similar to the Nintendo flat 

pad that comes with the NES. The Tur¬ 

bopads, however, come equipped with 

rapid-fire capabilities built right in! If 

you want the feel of a joystick, both NEC 

and third-party licensees like Beeshu will 

have replacement controllers that are 

sure to up your score! 
Expandability will also be another of the 

Turbografx strong points, with a CD- 

ROM player due to be released very 

closely after the initial appearance of the 
main system. Besides playing games on 

Compact Discs (which are equal to over 

2,000 of the regular cards), the unit can 

also play regular CDs and has an on¬ 

screen control panel that lets you pro¬ 

gram your own music! The CD-ROM 

player, as well as other attachements like 

an AV Booster for stereo sound and a 

multi-player interface that offers play for 

up to five people at the same time, plug 

into the back of the unit where an expan¬ 

sion port is located. 

Since many of Turbografx 16’s initial 

games are not highly recognizeable ar¬ 

cade names, the system will have to sell it¬ 

self more on great games than on great tit¬ 

les. With a diverse selection of truly mag¬ 

nificent games already programed for the 

P.C. Engine, the Turbografx unit appears 

to be in a better position that the competi¬ 

tion to offer a wider variety of games. 

NEC’s plan of attack is simple: offer a 

multitude of outstanding games on one of 

the most advanced gaming systems ever 

released. While they don’t have a 
ThunderBlade or Space Harrier in their 

bag, they do have a good selection of 

games and some of the best playing games 

of all the next generation systems 

previewed. 

INITIAL TURBOGRAFX 16 GAMES INCLUDE... 

DUNGEON EXPLORER - Fight your 

way through multiple levels ofbeasties in 

this arcade-style RPG. Use the clues in 

the conversation scenes to gatherpower- 

ups, fight Bosses, and more! 

ALIEN CRUSH - The ultimate video 

pinball puts you inside an alien organism 

filled with pulsating drop targets and 

bumpers that come alive! Bonus scenes 

help expand the game play even more! 

THE LEGENDARY AXE - A definite 

10! One of the best video games we’ve 

ever played! Great play compliments the 

KEITH COURAGE IN ALPHA ZONE 

(comes with Turbografx 16 system) - 

Guide Keith Courage in a battle against 

underworld creatures! Multi-levels, pow¬ 

er-ups, nasty Bosses, and more! 

VICTORY RUN - A new breed of racing 

game! Victory Run challenges you to a 

road rally through Europe. First-person 

graphics enhance this addicting game. 

VIGILANTE - The arcade mega-hit 

comes to the Turbografxl6! This version 

surpasses any other (including Sega’s), 

and comes with lots of street fighting ac¬ 

tion. Incredible graphics and game play! 

THE TURBO-CHIP 
CARD 

The Turbografx 16 uses powerful cards, 

similar in appearance to those used in 

the Sega Master System, to store game 

info. The Turbochip cards hold up to 6 

meg of program power! These tough 

cards are about the same size as a credit 

card and come in a nifty CD case for easy 
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16- BIT 
SYSTEM 
PREVIEW 

The first 16-Bit game 
system developed 
outside of Japan, 
the Konix Multi- 

System captures true 
16-Bit gaming in a 
package that is un¬ 
conventional yet 

powerful. Get the 
full story on this 
exciting machine 

and its future here in 
the U.S. 

After the July issue of Electronic 
Gaming Monthly previewed them, and 

the Summer Consumer Electronics 

Show introduced them, the video game 

world has been buzzing about the latest 

in gaming technology: 16-Bit systems. 

While the new high-powered game 

machines unveiled at CES (NEC’s Tur- 

boGrafx-16 and Sega’s Genesis) cre¬ 

ated quite a stir, new attention is being 

focused onto a segment of the console 

market that is still eagerly awaiting the 

arrival of the Nintendo 16-Bit Super 
Famicom and Namco 16-Bit "Super" 

system. Much of that interest is being 

directed at the first 16-Bitter develop¬ 

ed outside of Japan - the Konix Multi- 

System. 
The Multisystem (previously code 

named the "Slipstream") is England’s 
contribution to the "next generation" 

game system wars. While their number 

one weapon may not carry a name as 
familiar as Nintendo or Sega, the unit 

that Konix has created seems to have 

a lot of the power that will be necessary 

to go up against the big guns. Beyond 

its lightning fast processor, the Konix 

Multi-System also has a multitude of 

additional features that include an in¬ 

terchangeable controller system that 

provides physical feedback during 

play, a simulator chair, and games that 

work on disk rather than carts. 
The Multisystem itself is blue and 

black and has been described in the 

British gaming press as "a toilet seat 

with handlebars"! The system em¬ 

braces the controls as part of the entire 

package in an effort to provide a more 

hands-on appeal, giving players more 

feedback than a typical flat pad. 

Controls 

One of the MultiSystem’s most unique 

features is an interchangeable control¬ 
ler system that allows you to change the 

controller as easy as you change the 

The Multisystem simulator chair 

is definitely the unit’s most interest¬ 
ing add-on, but poor reaction (it 
moves painfully slow) could kill it. 

joystick for one game, then switch to a 

steering wheel, and then reconfigure 

the joystick into the shape of handle¬ 

bars for the next. There is also an ar¬ 
cade-style simulator chair that rocks 

and rolls to the movements of the 
system’s joystick. A high price tag 
makes the chair questionable however. 
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Under the Hood - Looking at the Power Behind the Multisystem... 

Unlike the Sega Genesis or NEC 
TurboGrafx-16, which both use the 
more common 6502 and 68000 pro¬ 
cessors to power exceptional graph¬ 

ics and sounds, the MultiSystem uses 

a chip that is more familiar to PCs. 

The Intel 8086 inside the MultiSystem 
does its job well, however, running 
along at a zippy 12 MHz (as com¬ 

pared to the Genesis’ 7.6 MHz and 

the Turbo’s 6MHz). The 8086 does 
little of the actual game processing; 
instead it parcels the work out to 
other specially designed chip sets. At 

the heart of the machine are two such 

chips, one for the graphics and one 
for the sound. Inside these ASIC 
(Applicaton Specific Intergrated Cir¬ 

cuits) chips, the MultiSystem games 

come to life! 

The graphics chip can produce 9 
million pixels per second, enabling 

the system to theroretically change 

the screen 87 times per second in high 

resolution mode. This chip set also 
makes it possible for the system to 
draw rectangles, lines, and 3-D vec¬ 
tor-like graphics in the hardware, 
making the programmer’s life much 

more care-free. 

The machine has a palette of 4,096 
colors and several resolution modes, 
including 512x200. 

As far as the audio portion of play 
is concerned, the MultiSystem is equ¬ 

ally impressive, with a sound chip that 
Konix compares to the Yamaha DX7 

synthesizer (used in some arcade 

games). It also has the ability to play 
games in stereo through headphones. 

The MultiSystem also out guns the 
competition in the fight for memory 
with 256K (over the Genesis which 
comes in with 64K), which can be ex¬ 

pandable to 1.5 Meg. 

MUTANT CAMELS ’89 - This bizarre 

shooter from Llamasoft features side¬ 

scrolling graphics and killer humps from 

programmer Jeff Minter. 

LAST NINJA 2 - The computer mega¬ 

bit looks super on the Multi-System. 

Last Ninja employs angled graphics and 

a quest that requires strategy and skill. 

Games 

Although many companies have sign¬ 

ed on to be part of the Konix game plan, 

most openly admit that they will have 
trouble getting any MultiSystem pro¬ 

duct out the door by the end of the year. 

In spite of this, we were given previews 

of some of these titles which range from 

a quasi-3-D shooter called Defender of 

the Ground to Konix Chess. 

BIKERS - (comes with the Konix 

Multi-System) An attempt at an arcade 

motorcycle game from award-winning 

software house, Argonaut. Created 

specifically for the Konix, Bikers fea¬ 

tures racing as well as stunts. 
REVENGE OF STARGLIDER - A 

flight simulator and arcade game in one 
that works with the Power Chair. Also 

from Argonaut. 

ROTOX - This is a 3-D space game 

featuring floating platforms that have 

been overrun by aliens. A high-tech 

shooter from Binary Design. 
TUNNELS OF DOOM - A futuristic 

race game thatlets you link two Multi- 

Systems for head-to-head competition! 

Other titles to be released by indepen¬ 

dent Konix developers include Multi- 
System versions of Star Ray from Lo- 

gotron and Sailing Simulator from 

Empire, and Ocean’s Run of the 

Gauntlet. Other upcoming disks in¬ 

clude Microids Super Ski Simulator, 

the ancient coin-op Mr. Do’s! Wild 
Ride from Electrocoin, and a follow-up 

from Titus called Crazy Cars 2. Ham- 

merfist from Vivid Image Vendetta 
from System 3, a tank simulator and a 

graphics/sound package are also re¬ 

portedly under development. 

BIKER - This comes packed with the 

Multi-System. It ’syour typical road rac¬ 

er, with some interesting stunt mane¬ 

uvers thrown in for good measure. 

RUN OF THE GAUNTLET - In this 

Ocean contest, you must fight your way 

through bizarre lands. 
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THE NEXT GENERATION OF HAND-HELD 6AMIN6 

THE ATARI 

LYNX 
Ever since Electronic Gaming re¬ 

ported the first information on the top- 
secret Epyx hand-held game system 
last year, the video game industry has 
been buzzing over the possibilities of 
portable gaming. A cartridge-based 

game machine that can go anywhere 
seemed to have definite advantages 

over the pocket games that used per¬ 
manently burned LCD displays and 

could play only one game. 
Before Epyx could get their system 

completed and out the door, however, 

the gaming super-powers at Nintendo 

stepped in with a hand-held of their 

own. The Nintendo GameBoy (EGM 
Vol.l-No.2) blew us away with solid 

game play in a compact package that 

includes smooth scrolling, NES-quality 

sounds, and decent black and white 
graphics (with variable levels of shad¬ 

ing) on a dot matrix screen. GameBoy 

also has other features such as the 

Video Link, which connects two 

GameBoys for head to head play, and 
a standard Nintendo flat pad controller 

built-in to the unit itself! 
While all eyes were turned toward 

Nintendo, however, Epyx quietly fin¬ 

ished their portable game machine, 
code-named Handy, and struck up a 
super-secret deal with Atari Corpora¬ 

tion to build and distribute the world’s 
first color hand-held as well as assist in 
game development. The new Atari- 
Epyx alliance enables Atari to go head- 
to-head with GameBoy and show off 
the next generation of portable gaming 

today! 
The Lynx is far superior to GameBoy 

in many ways. The most noticeable dif¬ 

ference between the two systems is the 

delivery of the screen images and game 

action. While GameBoy uses a black 

2" black and white LCD screen that has 
several different levels of shading, the 
Lynx has a 3 1/2" full color TV-quality 
monitor that can produce dazzling dis¬ 

plays in over 4,000 colors! The Lynx 
also has a higher level of resolution (the 
160x102 screen looks like an Amiga 
since the screen is much smaller) which 
allows the system to create highly de¬ 

tailed arcade-quality characters and 

backgrounds. The graphics chip em¬ 

ployed by the system gives the Lynx 
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California Games - The Epyx computer classic holds true to form on the Lynx! 
Packaged with the system, California Games contains all the surfin’ and skatin’ 

adventures from the original game! 

games the same look and feel of the 

new 16-Bit systems! It’s really that 

good! 
The Lynx hardware is also far supe¬ 

rior to the GameBoy. In fact, it’s far su¬ 
perior to just about any 8-Bit game sys¬ 

tem in existance, including the Ninten¬ 
do and Sega. Not only can the system 
duplicate the scrolling features of the 
GameBoy, it also has scaling and zoom 
functions that are usually found only in 

high-tech arcade games (not even the 

Genesis and TurboGrafx-16 has these 

abilities)! This means that the Lynx 

will be able to produce exciting first- 

person perspective games like After 

Burner and Pole Position, where game 

characters and backgrounds start out 

small in the background and increase 

in size as distance is covered, with rela¬ 

tive ease. Several Lynx games already 

take advantage of these functions with 

incredible results! 
GameBoy boasts of multi-player 

games that allow players to go head-to- 

head simultaneously with two systems 

and two game carts. A special Video 

Link adapter cord allows the GameBoy 

to do this. The Atari machine has a 
similar device called a Corn-Link, but 

•instead of just two gamers, the Lynx can 
connect an unlimited number of 

players together. It also has the 

remarkable capability to jointly hook 

multiple systems together with only one 

cartridge! This is done by downloading 
information into the Lynx’s powerful 
computer brain which stores the game 

code on special chips. The same game 
cart can then be downloaded into sev¬ 

eral other game systems. While Atari 
is considering these advantages, a high¬ 
er price tag for the downloading games 
and a limit in how much info the Lynx 
can store (possibly only a fe\v game 

levels at a time), may prevent these 
carts from appearing any time soon. 

LYNX GAMES 

As a game system, the Lynx is extraor¬ 
dinary, but how many games will it have 

to play and are they any good? 
Epyx currently has finished six games 

for the Lynx that all borrow from 

familiar themes or recognizeable titles. 
Among the first games, which will retail 
for $34.95, are Epyx’s California 
Games (which comes with the system), 

Bally Midway’s Rampage Deluxe, 
Electrocop, Blue Lightning, Gauntlet 

3, and Gates of Zendacon. 
All six have fantastic graphics and play 

and show off the system’s abilities to 

their fullest. In Electrocop, for exam¬ 
ple, you can proceed to different levels 
by walking through doorways which 
quickly zoom forward as if you’re walk¬ 
ing down a long hallway. The effect is 

very well done. 
Other upcoming Lynx games include 

a strategy/puzzler called Chip’s Chal¬ 

lenge, as well sports games such as 

Golf, Football, and Soccer. 
Despite a retail price that is way above 

the GameBoy ($149.95), the color 
hardware used by the Lynx is uncom¬ 
parable. The real test of the unit will be 
the games - which must possess supe¬ 
rior play to match the outstanding 

looks if the Lynx is to overcome the bet¬ 

ter supported competition. 

Electrocop - Take on1the criminal droids in this Handy action I adventure epic! 

Spectacular scrolling screens and animated sequences make this game one of the 

best of the Lynx games! 
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(Continued from Page 12) 
the enjoyment that a player receives, 

especially if the game has multiple en¬ 
dings and only one ending is published." 

"The player’s need to know how to 
face a little frustration thrown in the 

game. I think the game counselors can 
get them back on track. If a player gets 

really stuck, a game counselor can get 

them over the hump, but not necessari¬ 

ly give them all the solutions. Give 
them some ideas, but only enough for 

the player to try harder." 

Patrick at Konami agrees with the aim 
of aiding a caller, and not in telling 
everything. "I’ll have people call in and 
say they found such and such hint or 
clue in a game before hearing about it 
anywhere else and I think it makes them 

feel a little bit better about themselves. 
To be able to come up with that infor¬ 

mation by themselves." 
Byron Cook, however, takes a dif¬ 

ferent approach to giving away game 

secrets. "I don’t really agree with the at¬ 
titude of limiting questions or answers. 
I feel it’s better just to talk, and to say 
as much as the people want to hear. I’m 

sure", he continues, "it cuts out other 
people who are calling in, but it’s better 
than the old phrase, ’Oh, I’m sorry, I 

have to go now,’ which I’ve personally 

heard from some game counselors. 
While many may see the job of game 

counselor as the ultimate in fun, it’s not 

all high scores. "It’s a serious job," says 

Tom Popelka at Hal America. "Most of 

my friends think it’s a great way to make 

a living, but it’s not as easy as they im¬ 

agine. Most of them think it’s like Tom 

Hanks in the movie ’Big’; just sitting 

around playing games all day. But it’s 

so much more than that." 

So remember, the next time you call, 

be thankful that there are experts on the 

other end of the phone with the 

patience and information to help you 

out of any type of jam that may come 
along. They pay for your quickly 

answered questions with plenty of hard 

work, an enthusiastic attidue, and high 

scores that are responsible for some of 

the meanest rapid fire blisters around. 

A DIRECTORY OF PHONE COUNSEING 
HOT LINES 

Where to 90 for the answers to all your gaMing questions... 

ACCLAIM 
ENTERTAINMENT 
(516) 624-9300 

KONAMI 
(312) 350-1268 

ACTIVISION 
(415) 329-7699 

LJN 
(800) 233-8255 

AMERICAN SAMMY 
(213) 320-7167 

MILTON BRADLEY 
(413) 525-6411 

BANDAI AMERICA 
(800) 231-3219 

MINDSCAPE 
(312) 480-8715 

BRODERBUND 
SOFTWARE 
(415) 492-3500 

SNKCORP. 
(800) PLAY-SNK 

CAPCOM USA 
(800) 843-4632 

SUNSOFT 
(312) 350-8800 

DATA EAST 
(408) 286-7074 

TAITO SOFTWARE 
(604) 984-3040 

FCI 
(312) 968-0425 

TAXAN USA 
(408) 946-9500 

GAMETEK 
(305) 935-3995 

TECMO 
(213) 329-5880 

HAL AMERICA 
(503) 644-4117 

TRADEWEST 
(214) 874-2683 

HUDSON SOFT 
(415) 495-HINT 

ULTRA GAMES 
(312) 350-1268 

JALECO 
(312) 647-7077 

VIC TOKAI 
(213) 320-1199 

KOEI CORP. 
(415) 348-0500 

NINTENDO OF AMERICA 
(206) 885-7529 
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FROM THE PRISON CAMP 
OF ORDINARY GAMES! 

Surrounded . . . Captured . . . Imprisoned in an enemy war camp! You’ll have to 
fight your way to freedom with your bare fists. But if you can break into the am¬ 
munition depot, you’ll find grenades, knives, and M-16’s to tilt the odds in your 
favor. This is the prison camp they called “escape-proof.” But they’ve never had 
to reckon with this P.O.W.! 

SSNK 
SNK Corporation of America, 246 Sobrante Way, Sunnyvale, California 94086. 

Call (800) PLAY SNK. 
© 1989 SNK CORP. OF AMERICA. 

NINTENDO AND NINTENDO ENTERTAINMENT SYSTEM ARE TRADEMARKS OF NINTENDO OF AMERICA INC. 



INTRODUCING U-FORCE,™ THE REVOLUTIONARY CONTROLLER FOR YOUR 
NINTENDO ENTERTAINMENT SYSTEM? SO HOT, NO ONE CAN TOUCH IT. 

Now you can feel the power without touching a 
thing. It’s U-FORCE from Broderbund®—the 
first and only video game controller that, 
without touching anything, electronically senses 
your every move. And reacts. 
There’s nothing to hold, nothing to 
jump on, nothing to wear. 
U-FORCE creates a power field UforcE 

that responds to your every command—making 
you the controller. It’s the most amazing 
accessory in video game history—and it will 
change the way you play video games forever. It’s 

the challenge of the future. 
U-FORCE. Nov/ nothing comes 

™Srrand Broderbund- 

Nintendo and Nintendo Entertainment System are registered trademarks of Nintendo of America Inc. © 1989 Broderbund Software, Inc., San ilafael, CA 


