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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 your skill improves. (But don't worry—you’ve got some 
magic of your ow n.) You'll be challenged by some tricky questions. Ghosts, puzzles, and dia¬ 
logue make this Rung Fu challenge more unpredictable. Get your kicks w ith Phantom Fighter! 

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



Tell all your friends - Batman is the 

Game of the Month! 

Get a glimpse at the latest entry into 

the 16-Bit battles + loads of games! 

MEGA PLA Y-the first in a series of 

EGM mini-mag supplements! 
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Fester’s Quest ” takes the skeletons out 
of the closet for a trip to outer space. 

If “space games” are your thing, here’s the spaciest 
one yet! With Lurch, Pugsley, Thing j*nd the rest of 
the Addams crew at his side, Unde Fester leads 
the way in the wildest, wackiMffliien shoot- 
em-up ever! The action iamanic, the graphics 

explosive, and the story is guaranteed 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 
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FREE SunSoft Game Time News. 
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Address--- 

City State_Zip. 
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THE SHAPE OF GAMES TO COME... 
On August 11,1989 something wonderful happened in my life. No, I didn’t 

finish a hot new game or blow away an old high score, this day was much more 

special than that. It was in the early hours of that Friday morning that I wit¬ 

nessed the birth of my first son, Steven Shea. Needless to say, little Steven 

wasn’t exactly thrilled with being in his new world those first few minutes, but 

both his dad (who went through a couple of pairs of Reeboks during the 22 

hour wait in the delivery room) and his mom (who went through a couple of 

nurses during those same 22 hours) were quite relieved. 

Since that day Steven doesn’t feel quite as bad about his new home. In fact, 

he’s adjusted quite well and, except for that occassional all-nighter, is really 

a perfect kid. During one of those 3 A.M. feedings and walks (you can guess 

who does all the walking), however, I looked at the little guy and started 

wondering what kind of games he’ll be playing when he gets a little older. 

We’ve seen giant leaps and bounds in 

video game technology unfold before us 

within just a few years. When you think 

that only ten years ago the Atari 2600 

was state-of-the-art, you begin to really 

appreciate just how far this hobby has 

come. The Turbo and Genesis are hot 

today, but what will tomorrow hold? 

Holographic games? 

Even the Nintendo, which still has the 

ability to play great games, is starting to 

look a little rough around the edges 

when played next to the two aforemen¬ 

tioned 16-Bitters. Will they be able to 

replace the Nintendo? Probably not, 

but both the Turbo and Genesis will ultimately carve out a slice of the video 
game pie that Nintendo has been able to control completely in the past. 
To top it off, the current crop of "next generation" game systems are just 
the beginning. If the corporate cards are played right these consoles will 
be joined by even more advanced or newer systems like the Konix Multi- 
System, NEC Super Grafx, or Nintendo Super Famicom. The evolution of 
these systems may prohibit one from getting a foothold and dethroning Nin¬ 
tendo, but along the way just think of the machines that will be produced! 
Tomorrow’s games will be limited Only by the imagination! 

As I looked down and saw that Steven had drifted away to sleep, I thought 
out loud, "Don’t worry Steven, no matter what games you play later in life, 

you’re gonna have a blast!" 

Little Steven Shea Harris 

ready for action! 

Steve Harris 

Editor 
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The Three Stooges" C1987 Norman Maurer Productions 
Inc.-Columbia Pictures Industries, Inc. Game C1988 
Cinemaware Corporation. Nintendo and Nintendo Enter¬ 
tainment System are trademarks of Nintendo of America Inc. 



Do you have a question or comment about world events? If you 
do (hen go write Newsweek. But if want to jam about video and 
computer games, just drop us a line and you may find your name 
in these pages, write to Electronic Gaming, Interface, 1920 High¬ 
land, Suite 300, Lombard, IL 60148. You won’t win anything, 
and it’ll cost you a quarter, but what the heck, you only live once! 

THE BADDEST OF THE BAD 
I really love both TurboGrafx- 16’s Legendary Axe and the fan¬ 
tastic Ghouls and Ghosts for the Sega Genesis. Legendary 
Axe’s ultimate Boss, Jagu, looks like a wimp compared to 
Ghouls and Ghosts’ final bad guy, Loki. How about showing 
screen shots so other gamers can compare? 

Mike Walz 
Mary Esther, FL 

>__> 

INTERFACE 
QUESTIONS 

Will the Mega Drive (the Japanese 
version of the Sega Genesis) carts and 
the Genesis carts be interchangeable? 
The systems look exactly alike and are 
identical inside, or so I’m told. The 
same is wondered about the Turbo- 
Grafx-16 and P.C. Engine cards and 
Rom games. I know a lot of gamers are 
wondering about this, since most 
games appear first for the Japanese sys¬ 

tems. 

Lance Rice 

(Good questions Lance! You’re right, 
this is one of the most common letters we 
receive around these offices. For all of 
you interested in playing Japanese games 
on your American systems, I’ve got good 

news and bad news. 
First the bad news (I was always an op¬ 

timist): P.C. Engine games will NOT 
work on the Turbo and vice versa. The 
pin connections that allow the games to 
communicate with the hardware have 
been altered to prohibit card swapping. 

Sega’s mega cart for the Genesis, Phan¬ 
tasy Star 2, incorporates 6 meg of power 
and a battery back-up! 

The Genesis, however, DOES play 
Mega Drive titles, although you must 
break the cartridge casing and plug the 
chip boards in directly. You can also 
stick Genesis carts in directly with one 
unusual side effect - the American cart¬ 
ridge aims into the Japanese version of 
the game! Besides changing the names 
of games (Revenge of Shinobi becomes 
Super Shinobi), some titles feature dif¬ 
ferent characters, new intermissions, and 
Japanese text that’s just slightly difficult 
to read (unless you know Japanese of 

course!) 

WHEN YOU 
LIKE WHAT 
YOU DO... 

You guys are the best! I 
loved your fourth issue 
and the columns for the 
Genesis and Turbo¬ 
Grafx. You put your 
magazine together so 
radically that I’m always 

looking forward to the next issue. 
Please include more previews on 
Genesis games. You guys are great! 

David Schinkel 
Horton, MI 

(Thanks to David and the legions of oth¬ 
ers who write in with nice compliments 
and helpful suggestions on how to im¬ 
prove the mag. It really helps!) 

STILL MORE SEGA!?! 
You mag is the best by far, no one else 

even comes close! 
I would like to suggest that you put 

more Genesis games into future issues 
of EGM. Also, please give some 
screen shots and info on Phantasy Star 
II for Genesis. Last but not least, how 
about a magazine that is specifically for 

Genesis? 
Eric Ditmore 
Westland, MI 

(Not only will we give you some of the 
first shots of Phantasy Star 2, we’ll put 
them in the first all-Sega gaming mini¬ 
mag and, to top it all off, we’ll give it to 
you absolutely FREE in the very issue of 
EGM that you now hold! What a deal!) 

WINNERS, WINNERS, 
WINNERS... 

EGM congratulates 10 year old Sean 
Strangland of Wheeling, Illinois, the 
winner of our TurboGrafx-16 Give- 

Away! 

The same American Ghouls and Ghosts cartridge on a 
Genesis machine (l) and then on a Japanese Mega Drive 
system (r). This is common in all Sega 16-Bit carts. 
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G E T S E T F 0 R 
Nintendo and Nintendo Entertainment System arc 
registered trademarks of Nintendo ol 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 MegaMan 2Screen 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. 

Strider Screen Shot 

CAPCOM’ 

Call or write Capcom U S A.. Inc 3303 Scott Blvd Santa Clara. CA 95054 (408) 727-0400 Toll free: (800) 843-4632 In California (800) 222-0928 
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Rolling Thunder 
Type: Action Release: Now 
Levels of Play: 20 Difficulty: Hard 

The arcade hit Rolling Thunder is finally 
here for the NES! All of the features from 
the coin-op are here, including dual levels 
of play, different weapons, and multiple 
levels of shoot-em-out adventure! 

As in most action games, you’re con¬ 
stantly moving toward the right, blasting 
anything that gets in your way. A wide 
variety of different guards will try to stop 
your progress, and they become increas¬ 
ingly difficult as you approach the final 
confrontation with the Big Boss who holds 
your girl captive. 

Silkworm 
Type: Shooter Release: 01/90 
Levels of Play: 9 Difficulty: Avg. 

American Sammy snapped up the rights 
to this two-player simultaneous Tecmo ar¬ 
cade shooter. The home version expands 
upon the arcade original by including 
some text screens and new methods of at¬ 
tack. Players can still choose between a 
helicopter gunship that maneuvers in the 
air or a mobile jeep that has a rotating can¬ 
non that can fire at ground level or at flying 
obstacles. Two-player cooperative play 
enhances the action even more, and pow¬ 
er-up weapons increase the intensity with 
each round completed! 

Steve is beginning to see the 
light this month! Our big chief 
has gotten into the Genesis in a 
big way and has recently com¬ 
pleted preview copies of Rambo 
3, Forgotten Worlds, Super 
Shinobi, and is working on Trux- 
ton and Mystic Defender. 

Now that Ed has Phantasy Star 2 
we’re having a hard time getting 

£ him to do anything! So far he’s 
Q about half way through this 6- 

meg masterpiece, but he’s divid¬ 
ing his time to also play Rolling 
Thunder for NES as well as Pac- 
Land for Turbo. 
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Martin is the new gun on the 
Review Crew, bringing close to 
ten years of hard gaming exper¬ 
tise to EGM. He currently is 
working hard on a number of 
NES titles, although Ghouls and 
Ghosts ranks as one of his 
favorites. 

Jim has been in video game 
heaven ever since we got him 

J the Sega 8-Bit version of Golden 
Axe through our secret sources. 

HH He’s also been playing the 16-Bit 
■** version and likes them both. 

Jim also got a Turbo with CD and 
has been blasting aliens to 
Metallica! 

Rolling Thunder is a tough game, but it's not 
so difficult that it beaM^frustrating. Since 
most of the enemynaMters appear in the 
same location, it^k^Kntially a pattern 
game, but the si^r cM)hics and strong 
game play make tm^Pe of my favorites in 
the genre. 

Silkworm is one of the better side-scrolling 

shooters I’ve seerjgg||g^intendo. Its 90t 
super Bosses, chane^prcj game play, and 
the heli/jeep option i^Wginal and welcome. 
Silkworm doesn’t ofBmuch more beyond 
its "destroy-the-enRy" theme, but for 
shooter fans, its pretty good. 

Very addicting side-scrolling shoot-em-up 
that is also a very g^^ame. Normally, 
difficult games mra^Mtation, but Rolling 
Thunder doesn’t giv^piat impression. A 
limited number of caRnues requires a lot of 
practice, but a pRcode feature helps. 
Limited graphics and good game play. 

A fair translation of the arcade game. Tons 
of screen flicker an4g^| average graphics 
equals nothing sjctacular - just another 
shoot-em-up. the game is the 
two-player cooper^veRiction. Otherwise 
not a very good r 

This is an O.K. scrolling action game that 
has nothing spectaop^f xcept for plenty of 
challenge - even faReTOst seasoned play¬ 
ers. Not a lot of dB^^her, but you don’t 
have to be a fan oMeaRde version to ap¬ 
preciate this translaroRr 

This game has everything from the arcades 
brought home fai||^||H|p the NES. All of 
the straightforwarc^f^Fem-up action has 
been captured, althaRh a bit of the detail 
has been washed cMol the backgrounds. 
The game is slightlyBpetitive, but challeng¬ 
ing throughout. 

This is a cool action game that some may 
find to be way too bM||r their liking. The 
upper levels are vAinBise, but the action 
is coupled with swi^Keat graphics and 
play techniques. iRpRcode is a must for 
this cart, which WtKr entertain gamers 
who blast through similar games in a day. 

Silkworm is a good variation of the basic 
shooter, with dual^tefr options and two 
different types ofBac^ehicles. Beyond 
this twist, howeveRBRrm doesn't have a 
lot in the way of oRnaHame play. This is 
another highly CTlPnging game that 
should keep shooter fans occupied. 
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ITS THE END 
OF THE WORLD 
(AS WE KNOW IT) 

£vfl forces are trying to control the universe and your 
mission is to counter the rebellions. 

Utilize a complete arsenal of advanced weaponry in 
these superfast action adventures. Conquer your energies 
and restore the order to the planets. f-' 

Launch into battle at your favorite software retail 
outlet. Call Capcom U.S.A. for more unearthly details at 
408-727-1665 

CAPCOM 
USA 

-yadEgfl 



Sharazade 
Type: RPG Release: 01/15 
Levels of Play: -- Difficulty: Avg. 

In this new RPG, you set forth on a quest 
filled with puzzles to solve and places to 
visit. Along the way you must use your 
reasoning skills to interact with a wide cast 
of characters who will respond to you with 
text passages. This new level of com¬ 
munication is supported with an adven¬ 
ture that is straightforward and doesn't 
rely on dozens of sub-screens, yet remains 
lively and entertaining throughout. 

Duck Tales 
Type: Shooter Release: Now 
Levels of Play: 7 Difficulty: Avg. 

i— 

Capcom continues their line of Disney 
character games (following on the heels of 
Mickey Mousecapade) with Duck Tales, 
based on the animated cartoon series. In 
the game you star as Scrooge McDuck, ex¬ 
ploring multiple levels of action and ad¬ 
venture on foot or on your special pogo 
stick! You can eliminate enemies and 
overcome obstacles with the stick. Each 
round (which can be selected at any time 
from a menu screen) is filled with its own 
set of dangers and obstacles to overcome. 

Godzilla 
Type: Act/Adv. Release: Now 
Levels of Play: Difficulty: Avg. 

Straight from Tokyo comes the King of 
the Monsters, Godzilla, in his first video 
game adventure! Toho, the company re¬ 
sponsible for bringing the fire-breathing 
creature to the screen, has teamed Godzil¬ 
la up with pal Mothra to take on the strong¬ 
est creations from the films (Mecha-God- 
zilla, the Planet X Monster, etc.). This 
game combines some strategy, moving 
your monster-heros on a hex map, as well 
as action encounters with opponents and 
Bosses on different planets. 

An interesting variation of the normal RPG, 
that relies more or^^gfiics to support the 
quest than similar K^ts^ The graphics, un- 
fortuantely, are nB^fcrevolutionary, but 
the quest has its tajohflnts and the inter¬ 
action between th^Pro is handled nicely. 
Nothing sensational. 

Duck Tales appears as though it was crea¬ 
ted with younger jin mind with op¬ 
tions such as sel^n Jny level at the be¬ 
ginning of the gawNBiis doesn't detract 
from the superioi®ap»s and play mech¬ 
anics, however, ^BBrespite some easy 
areas, Duck Tales is too good to ignore. 

Godzilla is an interesting game that throws 
in some strategyflHBen the action se¬ 
quences. It is th^^^n scenes, however, 
that need imprc^^At. Godzilla and 
Mothra move too^wMbr any real exciting 
intereaction and^^though the large 
characters look good, the game is average. 

Its been a while since there's been a decent 
quest game. Linl^pB^the last one, and 
Sharazade cornealorflTat the right time. 
Great for the aveiBfl^er, this is a chal¬ 
lenging game thsBnaR you think about 
what you’re doing^R^RT’re done with Link 
get this game. 

The best game ever made for the young 
player. After a dotfBka game in Mickey 
Mouse, Capcom Vm Aback with a game 
that combines all^Mlt features to catch 
the younger pla^s^old their interest, 
challenge their aBRHR, and keep them 
coming back. Only for the very young. 

Another action game. Godzilla tries to be 
interesting by incliiBi^playboard screen. 
Being able to sel^^M monster you want 
to fight with is old Godzilla just 
can’t fight like heH^yflhe movies. Side- 
view fight scenesl^roo predicatable with 
not enough surprise. 

Not the best role-player, but not the worst 
either. While thec^l^a bit unclear, this 
game, like most RK^ets more involving 
as you progress, ^ffi^to catch on to the 
game play but thftr^Pcs are only aver¬ 
age. If you aren’t reS^or Ultima, then this 
may be for you. 

Sharazade is no where near as classy look¬ 
ing as other RP^BBIrently populating 
store shelves, but^L|^provide some div¬ 
ersion for game p^e^R>oking for another 
adventure to ove^^^P The game looks 
cheesey graphical^flPrt the play isn’t that 
bad. Fans may enjoy some parts of it. 

This game has good graphics and a nice 
feel with plenty of^Masis on the cartoon¬ 
like characters. HcAales is not overly 
challenging, but wlfcrie is different and 
the game is fun tcBa^Pon’t get scared by 
the kiddie-look, trralWrprime example of 
very good game designing. 

This is another Disney game that, like Mick¬ 
ey Mousecapde flHH has some decent 
play mechanics thatj^toned down for the 
younger players. WMe I’m sure this is nice 
for kid brother oMster, you’ll probably 
enjoy this game bfffind it beaten after the 
first day of play. 

The graphics in Godzilla are detailed, but 
the animation of characters could 
have been more The game play is 
similar to chess, Mw action scenes in 
between the straKy^Rves. More could 
have been done theme, but mon¬ 
ster fans should enjoy the all-star cast. 

Godzilla started with a very unique idea but 
didn't fully realize i^ntential. The side¬ 
scrolling action sce^Bet repetitive, with a 
limited number c^iBies attacking. The 
inability of God^l^i Mothra’s to turn 
around is also annc^ig. Some of the 
graphics are cool, but not much else. 
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Captain Comic 
Type: Act/Adv. Release: Now 
Levels of Play: — Difficulty: Easy 

l?Sg&oSSSS8GE i f e=oH 1 ^oSS8g§8S 
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The first effort from a non-licensed Nin¬ 
tendo company (Color Dreams), offers 
game play that is attempts to duplicate 
other side-scrolling action games. 

Captain Comic must overcome obsta¬ 
cles and enemies, find weapons, and 
make it to the goal in each level of play. 
Multi-level landscapes scroll by, and pro¬ 
vide additional dangers as you fight your 
way to the game’s conclusion. 

Dead Angle 
Type: Shooter Release: Now 
Levels of Play: 7 Difficulty: Avg. 

In this target-shooting arcade translation, 
you command a one-man hit squad going 
after the most notorious gangsters around 
the world. You must locate the Big Boss 
and rescue the girl in the final scene before 
you’ll have any peace. 

Each level is packed with gangster ag¬ 
ents filling the screen with gunfire. You 
must first track them down on the large 
scrolling playfield, line-up your sights and 
blow 'em away. Don’t hit civilians and get 
those power-ups! 

Scramble Spirits 
Type: Shooter Release: Now 
Levels of Play: 6 Difficulty: Easy 

Scramble Spirits assigns you to a search 
and destroy mission against an enormous 
armada of enemy warplanes and wea¬ 
pons. 

Loosely based on the Sega arcade game 
of the same name, Scramble Spirits fea¬ 
tures most of the sights and sounds from 
similar shooters, including big Bosses to 
blow apart, squadrons of smaller attack¬ 
ers, and methods of increasing your abili¬ 
ties. 

Captain Comic has most of the elements of 
a good action/advei^» game, but the ex¬ 
ecution is poor. Th^BaHing zooms by too 
quickly to appreci^Bj detail in the back¬ 
grounds and theBlB^ are too few and 
far between. A good pthat just falls a little 
bit too short.  

1 liked Dead Angle in the arcades as a good 
follow-up to Empir^l^Targeting the bad 
guys and loadinc»er^vith lead is done 
well and the whoBp^ is easy to grasp 
and play. The ttr®ackage in Dead 
Angle, including tB^Bphics and Sound, 
are complimentary to the Sega 8-Bit. 

Scramble Spirits is a mediocre translation 
of the arcade origjpMbat's too easy and 
doesn’t throw eno^Pit® 1 into the play. Al¬ 
though Sega shooteip® rare, both Power 
Strike and Activisie^s^Biber Raid provide 
more interesting ^PPrem-up scenarios. 
Scramble Spirits is a big disappointment. 

Although 1 can appreciate what Color 
Dreams has tried toJPthis game ends up 
looking like a proJ^Be that is half-com¬ 
pleted. The chal^^fc limited by a small 
number of attacBJ^Rj the game itself 
plays like a better-thaiWverage 2600 game. 

Sega’s best shot (no pun intended) at a 
decent game thisappp. Don’t look for 
anything spectaci^^^ugh. It’s Gangster 
Town without theB^B^un, and with an 
auto-fire stick an^^e^P finish this one in 
a day. Although tB^pfhics are great, it’s 
not enough to blow you away. 

Another game from Sega which is too easy 
for the average pla^a The graphics are 
very good, with att*Bn paid to the detail 
in the enemy pla^Bd battleships. The 
verticle-scrolling Bp^P. but the game is 
just too easy to apprBate what this game 
has to offer. 

Combine lousy game play and poorly 
drawn characters ^gh average back¬ 
grounds and a theoJHiat is sorely lacking 
power-ups and Epsjand you get a nice 
first try from C<fc®fems. 1 expected 
more and hope they dB>etter with their next 

game. 

1 liked Empire City a lot in the arcades, and 
this is a good exte^^^>f that game. The 
graphics are prettMo^^md the game play 
does get hectic irB^Bplaces, but it’s not 
anything real speBculB This is good, but 
no where near bei^fBat. 

Here's another shooting game that dishes 
up nothing but tarpp^eal weapon pow¬ 
er-ups and such arpTtooefound in Scram¬ 
ble Spirits - it do®B® some variety, but 
not enough to su^in® game play. This 
reinforces the faef^pnooters are one ter¬ 
ritory that Sega has never mastered. 

Captain Comic looks like it has all of the 
necessary parts to ruiPbut none of them are 
in great conditior^^Be characters, back¬ 
grounds, music AiBgame play are all 
there, but CC jusWI^Pt have the depth of 
similar efforts like Ca^vaniaor Mega Man. 

Dead Angle is an interesting twist on the nor¬ 
mal shooting ganjflBvid 1 liked the first- 
person perspecti'^^^^the game uses to 
make you feel lilB^Bkare the target. It 
gets repetitive aBr^Bhile with no real 
changes from rouBl^ougd, but it’s pret¬ 

ty enjoyable. 

Scramble Spirits is alright as a shooter, but 
as a game I’ve see^i lot better on the 
Master System. Tl^^»phics are O.K., but 
the game play aPsBow and tedious in 
many spots andjfa^pjust not enough to 
shoot at. Way too ea® 
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Dragon Spirit 
Type: Shooter Release: Now 
Levels of Play: 8 Difficulty: Hard 

One of Namco’s first licensed efforts for 
the Turbo, Dragon Spirit faithfully repro¬ 
duces all but the last levels of the cult clas¬ 
sic arcade game on which its based. 

In Dragon Spirit you assume the role of 
a brave knight who has transformed into a 
giant dragon to combat a ruthless enemy 
who has stolen your princess. As you fight 
to reclaim her, you’ll come up against 
monsterous dangers and huge Bosses de¬ 
termined to challenge you to the death. 

Galaga ’90 
Type: Shooter Release: Now 
Levels of Play: 32 Difficulty: Avg. 

Galaga '90 originally made its way 
through the arcades as Galaga '88, but 
even though there’s a change in titles, the 
game play of this Galaga update remains 
remarkably close to the coin-op. 

You command an laser fighter up against 
a horde of alien invaders that attack from 
formations and in scrolling scenes with 
relentless intensity. You can capture 
power-up capsules, capture fighters for 
triple power, and warp to new dimensions 
in this new version. 

Rambo 3 
Type: Action Release: Now 
Levels of Play: 7 Difficulty: Easy 

Rambo 3 is essentially several games in 
one. The game contains several missions 
that each present a different objective like 
destroying stockpiles or finding P.O.W.s. 
Most of the action encompasses Rambo 
in the main playfields who must stab, 
shoot, and bomb his way past the op¬ 
ponents. Some of the weapons available 
to Rambo, like the exploding bow, can be 
built up a la R-Type for more destruction. 
First-person scenes divide the regular mis¬ 
sions and add to the challange. 

This is a good game that’s not quite identi¬ 
cal to the arcades^gttjose enough. The 
dragon theme doesn^Kisguise that this 
game really is a solid^Kot-em-up that uses 
its medival motif to Ar perfection. The dif¬ 
ferent weapon powALps increase the play¬ 
ability of this fine shooter even more. 

Everything about Galaga '90, from its spec¬ 
tacular graphics totfMzzling sounds to its 
perfect game plaShflto be seen to be 
believed! This g^HKssolutely identical 
to the original arBetSs all of the addic¬ 
tive shoot-em-upBBRges that were so 
entertaining in the arcades. A masterpiece! 

Rambo 3 is essentially the Genesis’ answer 
to Commando a^HH scrolling shooting 
games. What make^^ambo different are 
the self-contained Bironments that allow 
you to explore anBie first person bonus 
scenes between nRsions. A bit short, but 
lots of options and color make this one fun. 

Now this is closer to what a 1990’s shooter 
should be. Plenty otfBtarent types of fire¬ 
power, power-upsR^Hi wide variety of 
enemies. Scrolls B^Bnd handles well. 
DS has a proper aBciB curve and offers 
constant non-stop lIBn. The graphics 
aren’t state-of-the-art, but it fits the Turbo. 

A 1990 version of Space Invaders. While 
nicely done on theHHi, it still boils down 
to just a basic Twelve years of 
progress does adWir^krks, but if there is 
a reason to get tM^Re it has to be the 
sound. One of th^^Rwith choreograph¬ 
ed aliens that are comical. Just average. 

!While not their best shooter, Rambo 3 is 
definitely deservio^fetts name. It packs a 
nice combinatio^^^riulti-screen mazes, 
with a shoot-arB^Bhat-moves theme. 
In other words, j^^B Rambo would do 
in this situation. aB^lumber of digitized 
screens demonstrate the Genesis’ power. 

An original twist on the standard shooter. 
Plenty of prehistofl^^Bters and Bosses 
make your dragon’s IU#Fiard and present 
more than enough dAlenge. Both back¬ 
ground and foregroRd graphics are done 
well and the acBi stays interesting 
throughout. 

An old favorite that has improved graphics, 
power-ups, and ^H^Honal warps. Ad¬ 
vanced enemies incr^Rthe challenge and 
scrolling scenes conRete with end-of-level 
Bosses bring new IjBto an all-time classic. 

A straightforward commando-style game 
with overhead vjgjgfegfd awesome 16-Bit 
graphics! The ca^^Kdes cool digitized 
pictures from the nAe and extremely de¬ 
tailed surrounding* and Bosses. Not 
enough variety in B game play, but it fills 
a niche. 

What do you get when you replace metallic 
space craft for fire-^^tfpg dragons? You 
get Dragon Spirit - an^Csual shooter that 
brings blast-em-up aAon into the medival 
ages. Super BosseRots of power-up op¬ 
tions, and great ganBplay highlight this su¬ 
perb arcade carbon-copy. 

The Turbo version of Galaga '90 is much 
easier than the afli^Kime on which it's 
based, but depite thejBer level of difficult, 
all of the graphics, sRids, music, and chal¬ 
lenge remain intacRhis is a great looking, 
sounding, and plaRg title. „ 

Rambo 3 isn't a large game, but what it does 
contain is donej^fewell. Each of the 
rounds give vouBdmerent objective, and 
the multiple weaB^^^p spice up the kill¬ 
ing mayhem. TlRboBs rounds look very 
good, as do the di^MRpix, but the smaller 
2-Meg size of the game hurts it slightly. 
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“To the Citizens of River City: 
I hold your high school captive! 
With my gangs of students and 
vicious bosses roaming the streets, 
nobody can stop me now. Meet my 
demands - or else!” 

Slick, the meanest, most powerful 
gang lord in River City, has issued this 
ultimatum - and the entire town is 
powerless in a grip of fear! 

Fortunately, Alex and Ryan weren’t in 
school the day Slick took it over. But 
now, their fellow students are prisoners - 
including Ryan’s girlfriend! It’s up to our two 
young heroes to battle their way past several 
dangerous city gangs, then defeat the gang 
lord, to free the students of River City High and 
restore peace to the panic-stricken populace! 

10080 North Wolfe Road 
Suite SW3-372 
Cupertino, California 95014 
© 1989 TECHNOS JAPAN CORP. NINTENDO 
AND NINTENDO ENTERTAINMENT SYSTEM ARE 
TRADEMARKS OF NINTENDO OF AMERICA INC 



Forgotten Worlds 
Type: Shooter Release: Now 
Levels of Play: 6 Difficulty: Avg. 

The second Capcom-licensed arcade 
title on the Genesis (the first was Ghouls 
'n' Ghosts), Forgotten Worlds introduces 
you to different lands filled with alien bad 
guys and Bosses that are even badder! 

As you progress over the dual-scrolling 
playfields, you must destroy the countless 
attackers. Some release Zenny coins that 
can be picked up and used in shops to buy 
better weapons and defenses. Detailed 
intermissions screens are also used to 
chart you progress and explain the story. 

Motorcycle Maniacs 
Type: Driver Release: Now 
Levels of Play: 8 Difficulty: Avg. 

Ultra's first Game Boy entry is very similar 
to the classic motorcycle action game 
from Nintendo called Excitebike. Moto- 
cross Maniacs is strictly two-dimensional, 
however, and by including a number of 
power-up options and Nitro Boosters for 
extra speed, the game is actually better as 
a "super" version of Excitebike. Three dif¬ 
ferent skill levels are included, which have 
no real affect on the 8 courses, but do 
eliminate the available time you have to 
complete the 2-lap course. 

Revenge of Gator 
Type: Pinball Release: Now 
Levels of Play: — Difficulty: Easy 

HAL’S Revenge of the Gator Pinball com¬ 
bines alligators and pinball on the Game- 
Boy screen much the same way the Turbo 
mixed aliens and silver balls in Alien 
Crush. The alligator pinball game features 
a poor-man’s scrolling playfield that is four 
screens high. By performing certain feats, 
such as knocking down drop targets, hit¬ 
ting specific ball locks, you can enter three 
different bonus scenes where more gators 
are waiting! A two-player feature expands 
the play even more for direct competition. 

Forgotten Worlds is another pixel-perfect ar¬ 
cade translation fuBtega. Although the 
movements of ycBcBracters (A and C 
rotate you left aiBVEri in this 2-player 
combo title is awffarBt first, the superb 
graphics, detailecNMKers, and hard-hit¬ 
ting game play make this one a winner. 

There have been many attemps at two 
player games, two-player game 
should be impossiBtMsat in a one-player 
mode, that type o^B^Tis finally here and 
it offers excellentKtaBmooth scrolling, 
and an ending thlBPro intense that the 
Genesis can’t keep up with the action. 

Motocross Maniacs is a very good game 
that has plenty o^BlM^6 qualities. With 
dual scrolling thaUa^Fyour racers flying 
off ramps and spiral^p through loops high 
in the air, MotocrosBlaniacs is a very fun 
game to play. LotsB options and multiple 
skill levels help you tailor the game as well! 

The name says it all. Start with Excitebike 
and make it bette^BB360 degree loops, 
Nitro injection for BeS even Jet engines 
for flight, and this Bl^id this game real¬ 
ly takes off. It's hafft^Hieve that a Game- 
Boy game would lWretter than its NES 
counterpart. A definite must-have. 

Revenge of the Gator is a very good pinball 
game for the Gam^pfcwith multiple levels 
and three bonus BunflS, but it does get 
repetitive after se\H^^ys. Working your 
way up the playfieHcaKecome slow and 
tedious, but for a pBBwpinball game, this 
one’s isn’t too bad. 

One wouldn't think that pinball would come 
off looking decent^^gje small GameBoy 
screen, but Gator^^es^With nicely animat¬ 
ed action, plentB^^fcrgets, and bonus 
screens you get Barfl that offers good, 
light, and enjoyabrappne play to help you 
pass the time. Pure entertainment. 

An excellent translation of the arcade game, 
with awsome grapfrpBKj sounds bringing 
the battles to life! "B cjtrols are awkward 
at first, but once yoBl^tted to them, blast¬ 
ing the enemy aliBbBmrtes second-na¬ 
ture. Lots of wea^B^ts of targets, lots 
of fun! 

An excellent GameBoy game that’s fun to 
play. Motocross h^ga^llent scrolling that 
serves as a ba«r«id for the stunt 
maneuvers you nB^Bform. The hidden 
options, like the jBarBbig improvement 
over Excitebike. CTBPFiis one out. 

A good pinball game for GameBoy. Re¬ 
venge of the Gat«i^j|M with lots of hid¬ 
den bonus rounds^MS gators and other 
characters are anin^^d well and provide 
an interesting diveBon from the normal 
breed of drop targB. Gators is pinball on 
the go. 

Forgotten Worlds is fantastic! This is one of 

the best games be seen *or the 
Genesis, and und^mtBy one of the best 
shooters ever ma^H^uny system. Tons 
of stuff to interacnthBeat graphics and 
sounds, and inte^BProot, shoot, shoot, 
are this cart's high points! 

Motocross Maniacs isn’t a complex game, 
but it is one of thepg|M|for the GameBoy. 
Although the onl^^ny in the game is 
yourself, the aerial^^robatics that your 
motorbike can accMplish are fun to do. 
The hidden power-B add to the game play 
of this GameBoy title. 

Pinball is always a good standby for the 
small screen, and h^gi^attempt is a worthy 
try that succeeds areas. The mul¬ 
tiple playfields arBfH^tut the lower ones 
get repetitive anWheBigher you go the 
more difficult it is the ball in play. A 
good alternative when you’re tired of Tetris. 
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Simultaneous two-player game! 

Arcade Megahit! 

Featuring 2 Player Interactive Motorcycle 
Battle. 
6 Powerful Sidecars Weapons. 
5 Treacherous Zones of Military Action. 
Bonus Stages with Extra Items and 
Power-Ups. 
Hit / Miss Ratio Screen Displayed after 
each Stage. 

Challenging Island Adventure with 12 
Zones. 
Megakey Changes Amagon into The 
Powerful Megagon. 
Featuring an Army of Enemies, Including 
6 Large, Deadly Bosses. 
Brilliant Mega Chip Driven Color, 
Graphics, and Sound. 
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9ann3Bd®ossip 

New Sunsoft titles..TurboGrafx-16 coin-op system fails...Mike Katz to Sega...16-Bit Nintendo update...Game prices drop... 
Batman bidding war...New color handhekis...Frankenstein, Lethal Weapon 2, Bon Jovi games... 

...Sunsoft is looking to bring some strong games to the NES and, according to a source close to the company, Sunsoft has big 
plans after Batman hits early next year. Some of the possible titles rumored to be in consideration include an adaptation of 
the computer game Wizball from Europe, a comical gadget game, Gremlins 2 (licensed from the movie and expected to hit in 
time for the film’s summer release), as well as a side-scrolling Castlevania-ish version of Batman for GameBoy and possibly a 
title similar to Battleship. What a line-up! You have something for the game fan in all of us... 

What leading Japanese game company is planning to enter the American Nintendo market without Nintendo’s approval? Did 
I hear someone say Pac-Man?...File this one under "Almost doesn’t count": the Sega Genesis was rumored to be a heartbeat 
away from being the A tan Genesis. After close negotiations between the number two and three video gaming powerhouses, 
Sega opted to give their San Francisco office the go to release the mega-machine themselves...With wide distribution of the 
Atari Lynx postponed until 1990, other game companies are reportedly looking into the feasibility of color handhelds. Nin¬ 
tendo is rumored to be working on one (let’s get the Super Famicom out first guys), but the ideal portable system is rumored 
to be a new unit from Sega that will enable you to play Genesis carts on the go with a portable adapter!...Atari also was rumored 
to have had the rights to, believe it or not, the Nintendo Famicom, in the early eighties. As part of the agreement, Nintendo 
was to produce four games a year for the unit, which has gone on to become the NES. Atari opted for the 7800 instead... 

...Bandai has two licensed Nintendo efforts coming out that show a lot of potential. Frankenstein has been previewed by some 
sources close to Quarterman and it has all the makings of a blockbuster! Great graphics, sounds, and play fill this game in¬ 
side and out! Also coming soon from the folks at Bandai is Gilligan’s Island. I wonder if you can use the batteries from the 
radio as power-ups?...Is R-Type 2 going to the Genesis?...Put your quarters back into your pocket. The TurboGrafx-16 coin¬ 
op system failed to revolutionize the arcades as NEC had hoped. The project is now being abandoned even though Belam (a 
coin-op distributor) is launching a coin-op unit based on the Sega...Here’s a hot news flash, Mike Katz, the video veteran who’s 
been at the helm of companies like Epyx, Coleco, and Atari, has just siged on as Captain at Sega. In his new Presidential posi¬ 

tion, Mike will oversee Sega’s American consumer market... 

...Sequel madness, part one: Capcom is hitting the arcades with 1941 (more fly and shoot action), Super Commando (three 
player Commando), and Super Street Fighter...C’mon Super Famicom, you’re time is running out! Now the P.C. Engine 2 will 
be hitting stores in Japan before the Nintendo 16-Bit. We’ve seen the demonstrations, now give us the games!...On a more 
positive note, more companies are developing for the Super Fami in anticipation of its summer 1990 release. Rumor has it 
that only one game per year will be allowed to avoid a 16-Bit glut. Also, Nintendo is saying that they will NOT be bringing 

their 16-Bit to these shores. We’ll see Nintendo, we’ll see... 

...It’s starting to happen - game companies are reducing prices to move slow selling games. Tengen will be introducing the 
"Classics" series (Gauntlet, RBI Baseball, and Pac Man) at just $19.95! Several other companies are also saying that they will 
slash the prices on older games after the new year. Games not selling? Price cuts? Is that writing I see on the wall?...Star Trek 
the Next Generation (Bring in the Borgs!) and Fox’s new Alien Nation are truly top notch science-fiction drama television. 
Both have a lot of area with which to explore their storylines and characters (let’s keep it off the holodeck, however, Captain 

Picard), and the ratings show that Quartermann isn’t the only one watching... 

Sequel madness, part two: Konami is rumored to be hitting soon with Castlevania - The Adventure for GameBoy, Super Con¬ 
tra for Nintendo, and Gradius 3 in the arcades...Atari will be using elements from both this summer’s Batman movie as well 
as its sequel for the Caped Crusader’s coin-op adventures...And, while we’re on the subject of Batman, we’ve heard that Konami 
is putting up big bucks for the rights to Batman 2 for the NES...Another hot movie property that’s reportedly in play is Lethal 
Weapon 2...Last, but not least, a game based on rocker Bon Jovi? It may not be that far away...Get the lead out Taito, you’re 
sitting on a gold mine with an abundance of games for other formats in Japan. Chase H.Q. is a great Nintendo title, but is that 

any reason to keep other games from other formats. Don’t worry about the big ^ 
’N’ and give the players what they want!...’till we meet again... 
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YOU’VE GOTTA’ 
CATCH 

THIS ONE! 

Realistic?! 

As the shadow of the fish 
appears from the depths, the 
competition begins. He writ 
hide and he will jump. He 
weighs over 20 lbs., and won’t 
be easy to land. The editorial 
staff of Fishing Magazine, 
Black Bass Fishing enthusiasts 
and computer engineers spent 
many years on this project. 
This EXCITING NEW fishing 
game is now available to you. 
Are you ready for the BLACK 
BASS? 

LICENSED BXJMINTENPCr 
FOR PLAY ON THE 

Nintendo** and Nintendo Entertainment System® are registered 
trademarks of Nintendo of America Inc. 

HOT-B™ and The Black Bass ™ are registered trademarks of HOT-B USA Inc. 
©1989 HOT-B USA Inc., San Francisco, California. 



FUTURE PLAY 
By Steve Harris 

Editor’s Note: The past year has 
seen more developments in both the 
home and arcade video game scene 
than any year before. 1989 witness¬ 
ed the final release of the TurboGrafx 
(P.C. Engine), Genesis (Mega Drive), 
and GameBoy systems on these 
shores, and the promise of future 
game consoles is hotter than ever, 
with the Nintendo Super Famicom, 
Konix Multi-System, Atari Lynx, and 
NEC Super Grafx consoles all poised 
to enter the crowded game machine 
market, sometime in 1990. 

This is great news for video game 
fans who are looking beyond the Nin¬ 
tendo and Sega 8-Bitters for the ul¬ 
timate video thrill. Despite the fact 
that the NES still is producing some 
outstanding game titles (like Double 

Dragon 2, Batman, and Ninja Gai Den 

2), the die-hard consoles that reju¬ 
venated the home video game in¬ 
dustry are looking a bit weathered 
next to the Turbo and Genesis. Even 
the arcades are experiencing tech¬ 
nological change like never before, 
with games that take advantage of 
the latest state-of-the are design and 
programming. 

With this evolution of the video 
game in mind, EGM has traveled the 
world, sending representatives to 
Japan and Europe, and working with 
correspondants throughout the 
world to compile the following ar¬ 
ticle. It offers the most comprehen¬ 
sive source of data on the current 
state of video game consoles, 
cartridges, and arcade machines 

THE SYSTEMS 
NEC SUPER GRAFX 
Just announced last month, and 

ready for release before the end of the 
year, the NEC Super Grafx was first 
discussed in EGM issue #2 as the 
P.C. Engine 2. While it also shares 
the P.C. Engine name, the Super 
Grafx packs a mightier punch than 
any of the current systems we pre¬ 
viewed - in fact many of its features 
even rival the long-awaited Nintendo 
16-Bit Super Famicom! 
On the surface, the Super Grafx may 

not look that impressive. It uses the 
same 6502 Processor and sound 
chip that are employed in the Turbo¬ 
Grafx. This has been done to insure' 
that the new SG is compatible with 
the existing P.C. Engine cards. This 
is a very welcome feature. 
The real difference between the P.C. 

Engine/TurboGrafx and the SG is the 
improved graphics chip that the SG 
uses. While the screen resolution re¬ 
mains identical to the original sys¬ 
tem’s (256x216 with 512 displayable 

colors), the video ram has been 
boosted, the number of sprites has 
been doubled to 128, and additional 
backgrounds have been added to in¬ 
crease the visual depth in the games. 
These new functions mean that the 
SG can display giant-sized charac¬ 
ters on top of highly detailed back¬ 
grounds with independant move¬ 
ment. On top of that, the main RAM 
increase allows these characters to 
have unrestricted movement. With 
some software support, the SG may 
even be able to accomplish arcade- 
quality movements such as rotation 
and scaling. 

The unit comes with a pad control¬ 
ler and is expected to launch with 
three games, including a version of 
Ghouls and Ghosts that even surpas¬ 
ses the Genesis! Will the SG be re¬ 
leased in the U.S.? NEC denies it but 
by naming it Super GRAFX you can’t 
help but think that they plan to release 

it over here sometime. They may wait 
to see how well the Turbo does before 
releasing the SG since it will cost 
nearly $300.00 in Japan! For bigger 
thrills you must pay bigger bucks! 

Recently unveiled in 
Japan, the new NEC 
P.C. Engine 2, to be 
called Super Grafx, 
is essentially an up¬ 
date of the original 
P.C. Engine. A more 
powerful graphics 
chip enables it to 
play better games, 
and a Power Boost¬ 
er peripheral pro¬ 
vides any thrill you 
can imagine. 
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RemoteCrntroller m laim 
entertainment, inc. 

Masters of the Game . 
* m 

Acclaim. ’ MastersoltheGdme • and Wireless-lnffared Remote Controller ’ are trademarks ol 
Nintendo • and Nintendo Entertainment System are trademarks ol Nintendo ot America Inc <■ 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’s.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 NintendoK controller 
you already know. And the Acclaim 
Remote carries the Nintendo' Quality 
Assurance Seal. Now nothing gets 
between you and the action! 



NINTENDO SUPER 
FAMICOM 

After repeated delays, Nintendo 
finally released the final design for 
Nintendo’s shot at the 16-Bit sweep- 
stakes at a press conference in late 
July. While some surface changes 
had been made to the console, the 
unit’s powerful processor and daz¬ 
zling graphics capabilities remained 
intact and were shown off to a great 
degree in a new flight simulator called 

■■■■■ 
16-Bit Super Mario World 

DragonFly. The flagship of the sys¬ 
tem, Super Mario World, however, 
was not as graphically impressive, 
but did exhibit some unique twists on 
the original Super Mario theme. 

Nintendo has once again pushed 
back the release date of their super 
system to the summer of 1990. While 
their early announcement of the sys¬ 
tem last year may have generated 
new excitement in the Nintendo label, 
it also prompted competitors like 
Sega to push up the scheduled re¬ 
lease of their 16-Bitter and NEC to 
quickly unveil and release the Super 
Grafx. Although the Super Fami is 
basically finished, Nintendo believes 
that any production of the unit prior 

to next summer would only cut into 
the sales of their existing system and 
software. How wise this strategy is in 
the long run remains to be seen, but 
even though the unit has yet to hit 
store shelves, Nintendo has already 
set out to seal their loyal legion of 
third-party developers within the 
same bubble that has kept support 
for other systems down in the past. 

Nintendo has officially stated that 
they do not plan to bring Super Fami- 
com out in the U.S., but with mount¬ 
ing pressure coming from NEC and 
Sega, that threat carries little weight. 

KONIX MULTI-SYSTEM 
Another game system that has been 

plauged by delays and changes, the 
Konix Multi-System is still making the 
same promises that it always has, but 
it has yet to see the light of day. 
The idea of the "Ultimate" system that 
can do, or has the capability to do, al¬ 
most anything, is indeed attractive, 
but the Multi-System has had trouble 
just demonstrating that it can come 
close to what it has set out to ac¬ 
complish. 

Associate 
Editor Ed 
Semrad 
takes aim 
at the Mul¬ 
ti-System 
aboard the 
hydraulic 
chair. 

Attack of the Mutant Camels is just 
one of the interesting shooters 
coming for the Konix. 

THE ATARI LYNX 

Out of all the systems we’ve pre¬ 
viewed in EGM, the Lynx showed the 
most promise for portable gaming. 
The quality of the color images dis¬ 
played on the unit’s three inch 
screen, combined with the sheer 
power of the hardware (the Lynx has 
internal scaling, scrolling, and other 
advanced functions) made us look at 
the Lynx as the GameBoy of tomor¬ 
row that is here today. 

That was before a cooling of rela¬ 
tions between Atari and Epyx (the 
Lynx developers), the collapse of 
Epyx as a major publisher, and a po¬ 
tential lawsuit that was ultimately 
avoided. 

All of these developments have put 
the Lynx way behind schedule. Most 
of the game design is now being han¬ 
dled by Atari, and moderate progress 
was made by Atari during the period 
when the future of the Lynx seemed 
uncertain. New titles include Chip’s 
Challenge (a puzzler), and licensed 
efforts Xenophobe and T ower Topple 
are in the pre-production stage. 

A limited number of Lynx systems 
will appear before the end of the year, 
but the system won’t be seen in wide¬ 
spread release until next summer. 
And since rumors of a Sega portable 
that uses Genesis carts and a color 
GameBoy are already flying, the Lynx 
may be too late to its own party. 

Associate Editor Ed 
Semrad recently got a 
behind-the-scenes look 
at the Konix and a 
chance to test the sys¬ 
tem. Although a number 
of games were finally 
shown on disk, most 
were ports from comput¬ 
er titles (further establish¬ 
ing the Multi-System as a 
computer without a key¬ 
board) and were not very 
exciting. The chair was 
also slow and definitely 
built for younger players. 
While a U.S. release for 
Konix is discussed, it 
seems unlikely. 

The elusive Nintendo 16-Bit Super Fami com 
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THE GAMES 
With literally hundreds of games 

coming out soon, it's next to impos¬ 
sible to show them all. What we’ve 
done instead is picked some of the 
best that we’ve been fortunate 
enough to see, as well as list some 
of the exciting titles that are now in 
preproduction. 

NINTENDO 

NINJA GAIDEN 2 - Ryu is back to 
solve a new mystery with his throw¬ 
ing stars and knife blades. All-new 
power-ups, great scrolling back¬ 
grounds, and detailed intermissions 
are combined to take this Ninja 
Gaiden one step further than before. 
This one should appear late next year 
from Tecmo. 

DRAGON SPIRIT - Several com¬ 
panies are attempting to secure the 
license to this souped-up version of 
the arcadv original. The Nintendo 
version of Dragon Spirit has all-new 
power-ups not found in the arcade, 
and some great shoot-em-up action. 

ADVANCED DUNGEONS AND 

DRAGONS - Based on the popular 
role-playing game, AD&D is set to 

continue FCI’s trend toward interac¬ 
tive RPGs that they originally started 
with Ultima. Lots of options and an 
intricate quest highlight this 1990 title. 

MAPPY-KIDS - Another import from 
Namco, Mappy-Kids continues the 
adventures of Mappy the Mouse and 
the tricky Meowky Cats that constant¬ 
ly give chase. Instead of collecting 
items within mazes, this new Mappy 
adventure features game play that 
closely resembles Super Mario. 

CASTLEVANIA 3 - The third install¬ 
ment of the Castlevania adventure re¬ 
turns Simon to his roots, with a quest 
that plays more like the original than 
the RPG-ish sequel Simon’s Quest. 
In this new action/adventure, Simon 
must face all new creatures and Bos¬ 
ses, but this time he has a secret 
ability - he can transform into different 
characters who each have different 
weapons and abilities! 

SUPER C - In reality, this is Super 
Contra, and the sequel is every bit as 
good (if not better) than the original. 
Based on the arcade title, Super C 
throws in new features and tons of ex¬ 
plosive combat action in both hori¬ 
zontal and vertical scrolling environ¬ 
ments. Two-player options and Boss 
fights with alien organisms help 
round out this intense shooter. 

Other noteable releases that are cur¬ 
rently in development or set for re¬ 
lease in 1990 include Total Recall 
(based on the upcoming Schwarzen- 
neggar movie), as well as Narc and 
Arch-Rivals from the arcade. Other 
carts rumored to be in development 
or coming to the U.S. soon include 
Chase H.Q. and Flipple from Taito, 
Gremlins 2 (again based on the mov¬ 
ie) and Blaster Master 2 from Sunsoft, 
and Alien Syndrome, After Burner, 
Fantasy Zone, and Shinobi due to ap¬ 
pear from Tengen. 

SEGA MASTER SYSTEM 

With sales of the Genesis in full 
swing, the 8-Bit Master System ap¬ 
pears to be on some shakey ground. 
While no official word has stated that 
the Master System is being discon¬ 
tinued, a recent shake-up at Tonka 
and a rumored discontinuing of de¬ 
velopment in Japan seem to indicate 
that things are gloomy beyond 1990. 

There is some hope, however, with 
two new 1990 releases preparing for 
production. 

GOLDEN AXE - Adapted from the ar¬ 
cades, the 8-Bit version of this hack- 
n-slash epic is actually pretty good, 
even when compared next to the 16- 
Bit version. 

While the graphics are no where 
near as crisp as those on the Genesis, 
the game play is truly outstanding, 
with action that is much more difficult 
than what was found in the arcades 
or the Genesis. Boosted by four meg 
of power, Golden Axe looks very pro¬ 
mising. 

ULTIMA 4- Following in the footsteps 
of the highly successful Nintendo ver¬ 
sion of Ultima 3, comes this graphi¬ 
cally enhanced translation of number 
four. The expanded game play in¬ 
cludes conversational text, new 
character creation, and other familiar 
sights of the Lord British tales. 
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TURBOGRAFX-16 GENESIS GAMEBOY 

Even though it’s off to a slow start, 
the NEC TurboGrafx-16 has quickly 
released close to a dozen games and 
is preparing to launch even more in 
1990. Combined with third-party 
support from Capcom and some 
original designs, the Turbo is in a 
good position, albeit behind the 
Genesis, to extract a sizeable portion 
of the 16-Bit pie. While the reasoning 
behind original efforts is questionable 
when there are literally hundreds of 
exceptional titles to choose from (to 
try to license for the Turbo) in Japan, 
the addition of new cards is not going 
to hurt the machine’s chances. 

Currently there are over two dozen 
titles on NEC’s software schedule, in¬ 
cluding a trio of exceptionally pro¬ 
duced titles for the CD-ROM player 
(Fighting Street, Monster Lair, and 
Darius). Other licensed efforts range 
from Side Arms, the arcade shooter 
from Capcom, to Fantasy Zone and 
Space Harrier courtesy of rival Sega. 
Other titles worth mentioning are 
Moto-Roader, R-Type, J.J. and Jeff, 
Ordyne, Neutopia, Deep Blue, and 
Takin’ it to the Hoop (Basketball) and 
T.V. Sports games from Cinemaware. 

Clearly the early leader in the 16-Bit 
battles, the Sega Genesis has taken 
a commanding lead with a superb 
line-up of games and the promise of 
even greater thrills to come! 

TRUXTON - A video shooter of ex¬ 
traordinary intensity. Truxton, based 
on a little-seen arcade name, has the 
hottest vertically-scrolling blasting 
battles ever seen in a home game! 
Blow the enemy away or reconfigure 
your ship for even greater power! 

Future Genesis releases range from 
fighter simulators like Air Diver 
(above), to computer adaptations 
(Zoom and Sword of Sodan from Dis¬ 
covery, Tongue of the Fatman from 
Activision) to arcade ports such as 
Cyberball, Atomic Robo-Kid, Gain 
Ground, and all the Sega racers. 

The Nintendo GameBoy has been 
released for several months now, 
generating only a moderate amount 
of excitement with its first four titles 
(really only one - Super Mario Land). 
GameBoy fans have plenty to look 
forward to, however, when third-party 
carts start appearing near Christmas¬ 
time. Some of the promising are: 

GRADIUS - The classic Konami side- 
shooter goes portable on the Game¬ 
Boy! All the features of Gradius, from 
options that shadow your ship, selec¬ 
table power-ups, and an alien armada 
of cannons, fighters, and Bosses that 
are super-tough, are intact! 

Other third-party GameBoy titles in¬ 
clude Motocross Maniacs, Hyper 
Lode Runner, NFL Football, Revenge 
of the Gator Pinball, Shanghai, Cas- 
tlevania - The Adventure, Golf, Kwirk, 
SAGA, Karateka, Fist of the North 
Star, Side Pocket, Lock ’n’ Chase, 
Bases Loaded, Cosmotank, Batman, 
Popeye, F-1 Racer, Navy Blue, and a 
number of arcade translations such 
as Ghost and Goblins and Double 
Dragon. When more titles appear, 
the GameBoy will undoubtedly start 
attracting a larger following. 

THE ARCADES 
The melting pot for the home 

video game systems is definitely 
the arcades, where game ideas 
are tested with players’ quarters. 

Some of the best games that we 
saw at a recent arcade expo in 
Japan included Gradius 3 (right), 
a super-charged sequel with new 
battlefields and first-person fight¬ 
ing modes and R-Type 2 which 
has better graphics and play! 
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After a hard day at school, 

have you ever just wanted 

to go home and break a few 

heads? Destroy a couple 

cities? Or just blow up the 

universe? 
Of course you have. And 

now you can without getting 

grounded. Plug in one of 

these smash arcade hits on 

the incredible Atari®7800™ 

A s 
system. Each of the games 

are specifically enhanced 

with graphics and depth of 

game play that’ll blow you 

away. And sound that’ll 

make you wanna scream. 

So pick up one. Or all 

four. And get ready for the 

fight of your life. 
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SOLID TITLES GUARANTEE MASTER 
SYSTEM LIFE THROUGH FIRST HALF 

OF ’90...ARE MORE ON THE WAY? 

Despite some questions about future 
game support for the Master System, 
Sega and Tonka are poised to intro¬ 
duce some of the best games the 8-Bit- 
ter has ever seen early next year. 
Among these titles are the long an¬ 
ticipated arcade translation of Golden 
Axe (which will be appearing for the 

Genesis around the same time) and an 
all-new RPG adventure based on Ul¬ 
tima IV. 

Both of these titles show off just how 
much the Master System has matured 
since its debut, with fantastic graphics 
and game play. Golden Axe (detailed 
in this issue of Mega Play) contains al¬ 
most all of the features found in the 
coin-op and is incredibly challenging. 

Ultima IV, on the other hand, is a 
RPG lover’s dream, with a fantastic 
quest that is contained within an enor¬ 
mous scrolling environment. Four 
megs of power and a battery back-up 
round out this great new game. 

GOLDEN AXE is the big name arcade 

effort set to appear in early 1990. 

In Ultima IV it is possible to communi¬ 

cate with anyone you encounter 

Graphically superb introductions set the 

tone and starts the quest in Ultima IV 

You must constantly maintain your sta¬ 

tus as you set out to solve the quest 

At the Gypsy you reveal you inner feel¬ 

ings to create the character most like you 

A menu of different responses can be 

used to interact with the surroundings 

As you travel through the lands of Ul¬ 

tima, you must fight all types of monsters 

NEW HOPE FROM EUROPE? 
Although things may not look as 

promising as they have in the past for 

the Sega Master System, there is 

another outlet for Sega 8-Bit titles that 

may one day become the only resource 

for Master System fans. 

In Europe the Master System has 

eclipsed Nintendo in both sales and 

popularity, opening up avenues for 

softs that were never released over 

here. Remember Out-Run 3-D? It 

may not have shown up on our shelves, 

but in Europe it’s one of the hottest new 

releases! Other cards and carts that are 

being enjoyed by our friends across the 

Atlantic include Bank Panic, Pit Pot, 

and more! Look for more info on these 

games next issue - boy are we envious! 

■:i 

PSYCHO FOX is just one of several 8- 

Bit Sega titles that you won’t see on 

these shores! 
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A BRIGHT FUTURE IN STORE FOR 
GENESIS GAMES AND 

PERIPHERALS IN 1990... 

More than two dozen Sega Genesis 

game are now into development and 

third-party licensees are finally coming 

aboard to support this flagship 16-Bit 

console. On this page you’ll find the 

first pix of many Genesis game titles 

like Truxton, Gain Ground, Phantasy 

Star 2, and Zoom. 

Remember Genesis fans, this is only 

the beginning - more and more exicit- 

ing games will be on their way in ’90, 

like a special version of Tongue of the 

Fatman and Football from Activision, 

Atomic Robo-Kid, Curse, and Omega 

Fighter. Other titles rumored to be 

Genesis-bound include Cyberball, 

Sword of Sodan, Basketball, Hollo 

Fighter and several other RPGs. 

TRUXTON 

Is there a game network and portable unit in Genesis’ future? 

One of the biggest parts of Sega’s PR 

blitz to tradesters has been the Tele- 

Genesis modem. This device will make 

it possible for players to compete head- 

to-head and maybe even bring a game 

network, where you can call up and ac¬ 

cess the Genesis library of games, into 

existance. Sega, as well as NEC and 

Nintendo, are doing just that in Japan, 

where video game communications are 

all the rage! 

Will we see such a Game Net here in 

the States? Maybe, but it’s not in Sega’s 

plans for the near future. It’s a great 

idea, though, and one that warrants fur¬ 

ther investigation from Sega. 

Another 

hot rumor 

we’ve run 

into con¬ 

cerns a 

Sega color 

hand-held 

that will 

work with 

the Gene¬ 

sis game 

^ ^USt A new Genesis controller? 
think how 

fun it would be to take top quality 16- 

Bit Genesis games with you wherever 

you go! As we gather more info, we’ll 

be sure to pass it along. 
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FACT-FILE: 
Manufacturer: Sega 
Machine: Master System 
Cart Size: 4 Meg 
Number of Levels: 7 
Theme: Action 
Difficulty: Hard 
Number of Players: 1 
Available: March ’90 
v_ _J 

Ed Semrad 

As you complete each of the game’s 

seven levels, you will see your progress 

tracked on this ancient map! 

START YOUR 
ADVENTURE... 

You begin play with limited magic, full 
health, and three lives in reserve. 
You’re allowed to continue up to three 
times (unless you know the secret!) to 
return to battle at the same location 
that you previously occupied. As you 
move through each level, you’ll face off 
against several opponents at once, and 
upon defeating them you must pro¬ 
ceed to the right where further dangers 

await. Each round 

takes place in a differ¬ 

ent location with sur¬ 

roundings and eviron- 

ments that change 

upon completion. 

Your hero will fight 

with Death Adder’s 

henchmen through 

forests, castles, and 

even in towns riding 

atop turtles and birds! 

STORY 
Hot on the heels of a fantastic run 

in the arcades, Sega delivers unto us 

the long-awaited 8-Bit version of Gol¬ 

den Axe! 

In the 8-Bit translation of Golden 

Axe, you assume the role of a brave 

warrior who boasts extraordinary 

fighting skills, as well as a keen ability 

to perform any one of three kinds of 

magic! (In the arcades you could 

choose different characters who each 

had their own magic skills, but this 

version features only the warrior.) 

You must set out to rescue the King 

and Princess before Death Adder 



POWER-UP 
At the conclusion of every 

level, as well as during the 
course of your adventures, you 
will often run into small elves 
who carry magic and health en¬ 
hancements. To retrieve these 
valuable items, you must strike 
the munchkins to get them to 
"cough up" the objects. Blue 
elves give pots that increase 
your magic meter, while green 
elves deposit meat for added 
health. Work fast, however, the 
elves don’t stay long. 

BATTLE THE ENEMY TO THE DEATH 

Longmoan - Strikes with a 

spiked club, very common! 

Henninger - Uses mace, 

another common enemy! 

Skeleton - Dangerous! Uses 

sabre and is very tough! 

Lemanaya - Woman with 

axe! Very aggressive! 

Armored Knight - Has long 

sword and thick armor! 

Anvil Warrior - Heavy club 

is main weapon. A Boss! 

As you thrust, chop, and wre¬ 
stle your way past Death Add¬ 
er’s guardians, you will quickly 
learn that these nasties mean 
business! 

When a crowd of bad guys ap¬ 
pears, it is best to work quickly 
and take out one opponent at a 
time. Having two thugs on either 
side of your hero is the worst 
position to be in, so it may be 
necessary to quickly alternate 
attacks between several ene¬ 
mies. Also remember to never 
get too far away from the Golden 
Axe creature cast or you may 
just find a footprint on your face! 

DRAGON RIDER 
Another character you will en¬ 

counter sometime during most 

of the levels are the Dragons. 
Riding a dragon gives you extra 
protection from attack and in¬ 
creases your firepower drama¬ 

tically! 

Chicken Tail - This strange 

creature has a whip tail! 

Fireblast Dragon - This dra- Fireball Dragon - This one 

gon sprays firey breath! shoots fireballs at enemies! 

?,.xl " 

Surround your enemies with an atomic 

blast generated by the Earth magic 

Use the Thunder mage to send bolts of 

lightning down from the heavens 

MAGIC AND MIGHT 
One of the most valuable weapons you 

have to aid you in your battles is the 

powerful magic. After selecting which 

of the three different types of magic you 

would like to use, you can then increase 

your magic abilities by collecting the 

pots that arc dropped by blue elves. 

Depending on how powerful your mag¬ 

ic is, you can inflict trendous damage! 
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VERTICAL SCROLL 
TURNS TO 

HORIZONTAL HERE 

TAKE ON THE LEVEL THREE BOSS - THE DEADLY MISTRAL WIND 

When you approach the end of Level Three, you must jump from the tongues of the stone idols. Don’t get too 
close to the idols’ mouth or you’ll get gobbled up! Don’t forget that you’ll speed up as the monsters retract their 

tongues back into their mouths. 
When you reach the last plateau, the Mistral Winds will appear. This Boss is comprised of a giant eye surrounded 

by clouds. Within the eye rages a violent electrical storm. You must repeatedly shoot the eye as it hovers around 
and below. While it is easy to hit the Winds when they are directly left and right, it is important to hit the Boss as 
it flies overhead (shooting up) and below (jump and fire down). 

When the Mistral Winds become electrically-charged, however, you can’t attack the Boss. It is also at this time 
that the Boss is at its most dangerous state of movement so back away! Resume the battle against the Level 
Three Boss once it has settled down into its regular patterns. The best weapon is again the dagger, since it fires 

with the most frequency. 

i _ 
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JUMP TO SAFETY 
QUICKLY! 

JUMP FROM TONGUE TO TONGUE, FALLING 
ON THE MOVING PLATFORMS WHEN NEEDED 

THE ADVENTURE 
CONTINUES... 

STRATEGIES ANT MATS FCT 
LEVEES 3,4,3 

LEVEL FOUR BOSS - THE ROTTEN WORM 

The fourth Boss is difficult mainly because of the slinking snake that winds 
its way around the screen. Besides this attacker, smaller worms appear 
from the five pulsating hearts in the large worm, work their way up and onto 

the top of the main Boss, and then head in your direction! 
To waste this Boss and proceed to the final level, use the dagger weapon 

and move to the very edge of the worm’s backside. Crouch down and fire 
into the two left-most hearts. These will be destroyed quickly and with very 
little effort. If smaller worms approach, simply arise and fire. Move to the 
right side of the worm (right above the creature’s head) and repeat this 
process on the two hearts to the right. Along the way, pump a couple of 

shots into the center heart and finish the beast off! 
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Arthur, Pat on your mafflc 

armor and open the mafflc box. 

)»m sure that the Goddess 

will appear. 

Good luck) >lrthar» 

I believe that you 

will defeat Lok 1 . 

M 

UNCOVERING THE 

Ghouls and Ghosts’ 
world (the dagger is a 
much quicker and ef¬ 
fective item). The 
Psycho Weapon has 
a very limited length 
of attack, even when 
fully powered-up, 
making it a less than 
desireable offense. 

The Goddess of Battle and the Psy¬ 
cho Weapon that she leaves Arthur. 

Instead of putting on your magic 
armor and meeting with the Goddess 
of Battle right away, wait until the end 
of your fight to uncover the Goddess 
and keep the dagger throughout the 
repeated five game levels. 

Use the guide on these pages to un¬ 
cover the magic armor, locate the 
Goddess of Battle, and retrieve the 
Psycho Weapon near the end of level 
five! Then move onto Loki and the 
final confrontation... 

m 

LEVEL FIVE 

WATCH OUT FOR DRAGONS! 

Jump right before the 
skull ladder to reveal the 
first chest. Shoot this 
treasure chest and eli¬ 
minate the Wizard that 
appears. Now move up 
the ladder to get to the 
first batch of Mini-Bos¬ 
ses. 

CHAMBER OF 
DEMONS 

To defeat the Ghouls and Ghosts 
and their leader Loki, you must first 
progress through the game’s five lev¬ 
els of action and adventure, gather 
the necessary information on locat¬ 
ing the Psycho Weapon and the God¬ 
dess of Battle from Merlin and the 
Princess, and set out to defeat a more 
powerful five rounds of monsters. 

To obtain the Psycho Weapon, your 
allies will tell you, you have to open 
one of the special treasure chests 
while wearing the Golden Magic Ar¬ 
mor. 

Although the Psycho Weapon is ex¬ 
tremely effective against the forces of 
evil, especially the supreme demon 
Loki, it is not the best weapon to have 
when fighting the inhabitants of the 
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PRINCESS AND DEFEATING LOKI... 

After destroying the two green 
cyclops heads, move to the right 
and into the chamber of the twin 
Lucifers. As you pass the first door 
in this red chamber, a treasure 
chest will appear. Do not get it or 

break the chest at this 
point. This is the treasure 
from which the Goddess 
will appear later in the 
round. 

Move on and destroy the three 
Mini-Winds. If you are not wearing 
armor, jump to here and break the 

chest to reclaim 
a suit of normal 
armor. 

Once you have defeated the three 
Mini-Winds and are wearing a suit of 
armor, retrace your steps through the 
lair of the Lucifers (again ignoring the 
treasure chest), and work your way 
down the chamber of the Cyclops to 
where the Magic Armor lays resting. 
Get the Golden Armor and move 
back up to the red chamber of Luci¬ 
fers to where the last treasure waits. 
Break it open and you will reveal the 
Goddess of Battle Grab the Psycho 
Weapon and move towards Loki! 

The Bee Boss forms from smaller (but 
just as deadly) bees, then splits up 
again and follows you to reform again. 

Attack the left cyclops head from 
BELOW the cyclops chamber to avoid 
double attacks. Stand on the chest 
and fire through the floor above you 
when the head appears. Once the 
first cyclops dies, shoot the chest but 
don’t get the Armor left behind. 

LOKI...THE ULTIMATE EVIL! 
Undoubtedly one of the most im¬ 
pressive Bosses to ever show up at 
your home, Loki is a firey demon in¬ 
tent on keeping the Ghouls and 
Ghosts on Earth forever! 
As Arthur advances into Loki’s 
chamber, the monster will immed¬ 
iately come to life with his hands 
outstretched and eyes raging. 
Loki attacks by firing laser beams 
from his hands and spitting bombs 

down from his mouth. The laser 
beams are definitely the more dan¬ 
gerous projectiles since they can be 
fired from almost any angle and also 
eliminate portions of the ground. 
Jump and fire at Loki’s head, or 
jump on his foot or knee and wait for 
the monster to raise you up to his 
face. When you are in close prox¬ 
imity to Loki’s vulnerable area, fire 
away and get set for a great ending! 
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He looks tough! 

Is there any way 

to beat this guy? 

The King of comical hand to 

32 stages packed with action 

and loaded with excitement! 

The king of comical fighting 

games is here! 

2 PLAYERS COMICAL KUNG-FU 
ACTION GAME ^ 

ULTUFtfEBR/MM 



hand combat games is here! 

to break through the Demon’s 

Min-Min! The exciting 

back, powered up for the NES! 

LU 

Take the challenge 

with two players, 

and there's nothing 

to fear! 



The Demon s Castle Is full of monsters! 

Join forces to wipe them all out! 
Who knows what 
wonders and enemies 

await you? 

There’s Bonus Stages, hidden treasures^ 

Warp Zones, and plenty of other exciting 

secrets to discover! * 

Look for the legendary treasures that’ll 

help you defeat the Demon’s Army! The 

Dragon’s scales are hard as steel, so you’ll 

need the Legendary Sword! Watch out 

for the Medusa Beams! Better 

have the mirror handy! Gather 

all the treasures, f 

and you’ll be an v 

awesome r 
Kung-Fu 

Hero! , & 

So this is the 
legendary sword! 

The wicked Demon’s Army is out to get you! The 

evil Kung-Fu Commandos, the Gunmen with 

their gigantic bazookas, the magical Medusa 

Cats, and lots of other enemies inhabit the eight 

Demon’s Castles. Punch and kick your way to 

the ultimate in two-player excitement! 

KUNG-FU HEROES © 
He's the toughest master of Kung-Fu. 

Be sure to power-up before 

taking on the Bison Commandos! 

MIRACLE KICK! © 
It's that huge and horrible monster, 

Unigon! Join forces, and you'll 

soon have him defeated! 
CULTURE BRAIN U S A.,INC. 
15315. N.E. 90th Redmond Washington 98052 

CULTURE BRAS'!™ and KUNGfU HEROES™ are trademarks 
of CULTURE BRAIN USJUNC. TM and © 1988 
CULTURE BRAIN USJUNC. 
Alrirftoroarwd 
NINTENDO'AND Nintendo ENTERTAINMENT SYSTEM’ 
ARE TRADEMARKS OF NINTENDO OF AMERICA INC. 

T) TAKE THEM OH WITH THE LEGENDARY 

Vou’U need it against the tough Jj|ragon. 

(2) jump undebgbou\® pop 
the bonus Stage\ 

Punch Vive E. ba\\s and get a \ UP1 

It you’re playing with twjjjgpiayers, 

go ter a 2UP1 

® BLAST EM AW j§ WTTH 
BULLETS #E\RE\ 

Punch the G ba\\ Ip get the 

Gunball Boom! Evm distant 

enemies are no problem now! 

(Nintendo] 
EnTERTc*mer 
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REALISTIC KUNG-FU ACTION RETURNS! 
FLYING DRAGON:The Secret Scroll. 

Based on the ARCADE HIT "Shang-Hai Kid”, it’s the latest in fighting action for the NES! 

You’ll meet some of the toughe: 

SUPER REAL KUNG-FU G 

You are Ryuhi, a dedicated student of the ancient art of Kung—Fu. But y. 

master has been kidnapped, and with him, the Secret Scrolls, which hold th 

awesome fighting skills. Now, set out to defeat the evil Tusk Soldiers and regain thj 

Your goal: The World Tournament of Contact Sports, where you will seek out1 
warriors of d 



t fighters. 



KUNG-FU SO REAL, YOU’LL BE OUT OF BREATH! 
It’s the first game to include realistic defensive 

techniques, letting you thrill to the most authentic 

kung-fu fighting ever created in a videogame. 

With an incredible assortment of moves at your 

command, you’ll feel like an expert fighter, thanks 

to the support of Artificial Intelligence program¬ 

ming. Here are just some of the fantastic moves 

you’ll master. 

UPPER DEFENSE 

MIDDLE PUNCH 

LOWER DEFENSE 

UPPER KICK 

CYCLONE KICK 

LOWER KICK 

fl 9 I 

tiWt 
I liolflpo 11 
Blit 4 fr 

■Mk 

OsssT 
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Set forth on a journey to regain the 
Secret Scrolls and the hidden techniques 
they hold. 

Only by completing the mandara seal 
can you gain its mystical powers and 
defeat Dargon, the lord of the Tusk 
Soldiers. 

Start your training at Shorinji, the 
legendary birthplace of Kung-Fu. 

CULTURE BRAIN™ and FLYING DRAGON™ 
are trademarks of CULTURE BRAIN USA, INC 

TM and C 1988 CULTURE BRAIN U S A,. INC 

All rights reserved. 

It’s Dargon, and he’s transformed into a 
deadly opponent! You’ll need the ulti¬ 
mate move, the Hiryu-no-Ken kick, to 
knock him down! 

Fight your way through the World 
Tournament of Contact Sports. 
Victory will be in your hands. 

(Nintendo) EnTEOTRinmEnT svsteitv 

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



FACT-FILE: 
Manufacturer: Sega 
Machine: Genesis 
Cart Size: 4 Meg 
Number of Levels: 24 
Theme: Action 
Difficulty: Avg. - Hard 
Number of Players: 1 
Available: January ’90 

Martin Alessi 

SHINOBI GOES 16-BIT ON THE GENESIS 
Out of the darkness there comes a play themes popularized in the ori- 

sound of thunder and a flash of light, ginal, while adding a few new enhanc- 
All you can see is a cloaked figure and ments that improve the game play dra- 

eyes filled with the spirit of revenge, matically. 
It’s Shinobi and he’s back with a 16-Bit Revenge of Shinobi has some of the 
vengeance! most impressive graphics ever seen in a 

This is the Genesis cart hardcore home video game. Highly realistic sep- 
Sega fans have been waiting for. Re- arate scrolling fields of background 
venge of Shinobi keeps most of the and foreground animation generate an 

Look how much Shinobi has improved! This version is even better than the arcades! 

Located within the crates are any one of six dif- 

POWER-UP ferent power-ups. Use these to your advantage, 

1 IIP 

Extra Life 

POW HEART DOUBLE STARS 

Power-Up Stamina Restored 20 Stars 

SINGLE STARS 

J5 

10 Stars 

BOMB 

Danger! Explosive! 

LJJ "KlfilEI ETORIUIE3I EffnaniHi 



awesome 3-D effect. Accurately de¬ 
tailed enemies and huge animated Bos¬ 
ses add to the excitement (wait until 
you see the huge fire breathing dino¬ 
saur at the end of stage seven and you’ll 
know exactly what we mean)! 

The music and sound effects are 
equally impressive and set the mood for 
each stage. 

Revenge consists of eight stages each 
containing three areas, the last one 
holding the Boss guardian. The Bosses 
are challenging, but not overly difficult. 
The biggest challenge is the mind-bog¬ 
gling labyrinth of revolving doors in lev¬ 
el 8-2. You must proceed through the 
correct doors (there are up to 20 in 
some of the rooms) and move from 
room to room to escape the maze of 
dangers. 

Revenge of Shinobi is without a doubt 
one of the best Genesis games to ap¬ 
pear so far (if not THE best). It com¬ 
bines the perfect blend of graphics de¬ 
tail, sound quality, and game play to 
create a video game experience unlike 
any you have ever seen before! 

MASTER NINJA MAGIC... 

IKAZUCHI Magic - Become invinci¬ 
ble for a short period of time! 

KARIU Magic - Emits powerful col¬ 
umns of fire in all directions! 

FUSHIN Magic - Introduces several HIJIN Magic - Shinobi explodes his 
shadows which increase your attacks! spirit to damage everything that is hit!! 

mmmmum. 

SHINOBI 
SUPER BOSSES 

Some of the most impressive graphics 
throughout Revenge of Shinobi come 
at the Boss encounters, where Shinobi 
must wage war against armored Sam¬ 
urai or thirty foot dinosaurs! It is in 
these battles that your true martial arts 
talents are put to the test! 

Since the Genesis is capable of han¬ 
dling large characters, animated gra¬ 
phics like these are not as difficult to 
produce as they would be on a Nin¬ 
tendo. Without a doubt, these are some 
of the best graphics we’ve ever seen! 



Steve Harris 

BATTLE IN THE FORGOTTEN WORLDS 
Blasting its way straight from the ar¬ 

cades and onto the Genesis comes the 
virtual carbon-copy translation of one 
of the most fierce video firefights ever 
to hit the screen. 

In this one or two-player simultane¬ 
ous shoot-em-up, you command two of 

the meanest super soldiers who are 
both outfitted with hover suits that let 
you fly high over land, a primary wea¬ 
pon (laser rifle) and a special drone 
ship that follows your every move and 
helps supplement your laser blasts with 
even more powerful options that range 

from a flamethrower, to a particle 
beam, to an eight-way multi-shot. 

You must face a horde of alien op¬ 
ponents that include rival hover troops 
and other organisms, as well as laser¬ 
firing hardware and massive obstacles 
that must be blown away to pass. 

LEVEL TWO - Take on new aliens in LEVEL THREE - Blast your way to- 
the air and over the water. ward the Warlord in dual scroll. 

_ r---\ 
HIDDEN POWER-UP 

COW = 10,000 ZENNY POW = MORE HEALTH 

i'll rmm nil rmmmf m mmm BARREL = MORE HEALTH YASHI = ONE CONTINUE 

V 
/ 
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SUPER STUDS! 

BLOW AWAY 

THE BOSSES! 
Use your powers against the six Bos¬ 

ses of the Forgotten Worlds! Be pre¬ 
pared, however, because some of these 
alien nasties will transform into even 
more powerful foes! 

LEVEL FOUR - Enter the Egyptian 

Worlds and the Lair of Cleopatra. 
LEVEL FIVE - The environment turns 
to snow and forests - can you survive? 

LEVEL SIX - The final round changes 
to a vertical scroll and even more action. 

STOP AND SHOP! 
As you travel through the Forgotten Worlds, you can stop at the shops that will suddenly appear out of nowhere! In 

these establishments you can purchase new weapons, armor, continues and information. Later levels of play have even 
more attractive power-ups so remember to spend your Zenny wisely! 

GRAB ZENNY FROM OPPONENTS.LOCATE THE SHOP... ...AND VISIT THE SHOPKEEPER! 

V ____ 

47 



©1988 CRROLCO PICTURES IRC. 
CUSfl & CRNRDR3 

C"BOlCnLL"ofS"BTCOuSTB?E8j 

€11989 OHTS RBs|„vED. 

VS"g?K??!f5°pS!5!:U??JiOM 

FACT-FILE: 
Manufacturer: Sega 
Machine: Genesis 
Cart Size: 2 Meg 
Number of Levels: 7 
Theme: Shooter 
Difficulty: Easy 
Number of Players: 1 or 2 
Available: December ’89 

mm 
Brian Belanger 

BLOW THE SOVIET PINKOS AWAY! 
Based on the blast-em-up movie and 

not the Master System game, Rambo 3 
takes you on a mission to rescue your 
mentor, Colonel Trautman. You must 
guide the all-powerful John Rambo 
through a series of missions in order to 
reach your final objective. The major¬ 
ity of the action is played out from an 
overhead perspective, although you are 
challenged with first-person perspec¬ 
tive confrontations after certain mis¬ 
sions are completed. In these special 
contests, it’s Rambo against powerful 
tanks and helicopters, with an explosive 

bow as your weapon. 
During the main rounds, Rambo can 

use any one of three different weapons 
which can be selected at any time. Of 
course Rambo also has a limitless sup¬ 
ply of ammo for his machine gun which 

THE WEAPONS 
KNIFE 

you’ll fmd yourself using the most. * 
While the graphics are top-notch, with 

digitized pictures from the movie set¬ 
ting the stage for your adventure, 
Rambo 3 is not very long and is not too 
difficult to complete. This is a good 
Commando-style shooter, and fans of 
these types of games should consider it. 

BOMB BOW 

ill enemies with the knife to Hold down before you shoot Incredible power! Lay In front 
23SoSand bombs, arrows to increase destruction, ot towers, Tanks, and more. 

THE MISSION- 

INFILTRATE THE 
ENEMY AND RESCUE 

TRAUTMAN! 



Mystic: 
QEFENDER- 

©SEGA 1988 

FACT-FILE: 
Manufacturer: Sega 
Machine: Genesis 
Cart Size: 3 Meg 
Number of Levels: 6 
Theme: Action/Adventure 
Difficulty: Average 
Number of Players: 2 
Available: January ’90 

Brian Belanger 

BECOME A MYSTIC DEFENDER! 

Several layers of graphics and animation 
create exciting scenes like this one! 

Use the super magic to summon a giant 
dragon and eliminate all the enemies! 

The beginning weapon, shoots fast or can 
be stored for a multiple wide shot. 

Mystic Defender is just that - mysti¬ 
cal! Taking advantage of the Genesis’ 
16-Bit graphics and sound, this Genesis 
game is more than just a conventional 
shoot-em-up or Castlevania spin-off. 

Instead of being armed with a MAC- 
10 machine gun or rocket launchers, 
the hero of Mystic Defender has the 
unique ability of focusing energy and 
directing it towards oncoming oppo¬ 
nents. 

Using an assortment of spells which 
can be collected after each Boss is de¬ 
feated, you must try to clear each area 
in hopes of finding more spells. On 
your way you’ll encounter giant bounc¬ 

ing heads and spiders that tranform 
into multi-armed attackers! Bosses 
and sub-Bosses also anticipate your ar¬ 
rival. A variety of terrains also work 
against you. Fast hands and quick logic 
are a must to be a Mystic Defender! 

FLAMETHROWER 

Avery powerful and useful weapon. Must 
be stored up to use, and extends further. 

BOSS THREE 

MULTI-SHOT 

Must be stored for effective shot and can’t 
use quickly. Use only on certain enemies. 
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Tricks- 
of the 

-Trade 
SPECIAL TIPS, PLAYING TECHNIQUES, 
STRATEGIES, HIDDEN POWER-UPS, 
LEVEL SELECTS, AND CONTINUES... 

BAD DUDES 
63 Me* Trick 

Defeat the bad guys with this 
super power-up! On controller 
two, press ’B’, ’A’, Down, Up, 
Down, Up. Next, press ’Start’ on 
controller one and you will begin 
play with a whopping 63 free men! 
Now anyone can beat the game! 

ROBOCOP 
Special Continue 

Normally you have limited con¬ 
tinues, but with this trick you can 
keep on playing after your last res¬ 

tart. When Robocop dies press 
the ’A’, ’B’, and ’Select’ buttons 
and then press ’Start’ to return to 
the title screen where the ’Contin¬ 
ue’ option can be used again. 

LEGENDARY AXE 
Secret Continues 

There is a way to get more than 
three continues on Legendary 
Axe! After you lose your last man, 
hold the number one, two, and 
’Select’ buttons and rapidly press 
the pad to the left. Each time you 
press left, another continue will be 
added to your reserves! 

GHOULS AND GHOSTS 
Lovol Select 

Ghouls and Ghosts is a tough game 
that requires plenty of video game 
talent to beat! This is especially true 
when you consider that you have to 
play through the entire game twice 
and locate a special weapon to reach 
thelairofLoki. Butnowthereisaway 
to defeat Loki and select any level of 
play instantly! 

During the title screen, wait for the 
words Ghouls and Ghosts to float 
down the screen. Press Up, Down, 
Left, Right and you should hear a 
short musical melody that sounds like 
a harp. Now, depending on which of 
the inputs you enter below, you will 

start on one of the game levels: 

’A’ 
Up and Start 

Down and Start 
Left and Start 

Right and Start 
Down, Right Start 

Level One (Half) 
Level Two 

Level Three 
Level Four 
Level Frve 

Loki 

Add ’A’ to any of the selections to start 
in the middle of the level. 
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SUPER HANG-ON 
Ending Code 

To max out your money with 
the raddest mechanic and 
sponsors prior to the last race, 
enter this code and let the 
good times roll: 

6FF3F546F35564 
FFOSLPIMFJEDGH 

Now you’re up against the 
vicious road warrior, King 
Arthur, for a final showdown 
and the ride of your life! 

GYRUSS 
Big Bonus for Mange Round 

In Gyruss, when you reach the chal¬ 
lenge rounds in between planets, 
you’re shooting skills are tested again¬ 
st 40 alien ships that fly in various pat¬ 
terns. Normally you try to shoot them 
all for a whopping 20,000 point bonus, 
but with this trick you can get 30,000 
points with little effort! 

During the challenge round, shoot 
the exact number of aliens as your cur¬ 
rent round number and let the rest fly 
away. You’ll receive 30,000 bonus 
points -10,000 more than for all! 

TTTTT IT 

THE LEGENDARY AXE 
Defeat the Terrible Jagu 

Jagu is one of the toughest Bos¬ 
ses to ever come along. To defeat 
him easily, however, get two Wings 
(for a fast axe) and instead of 
trying to build up power and hit 
Jagu with large bursts, go rapid- 
fire and hack away as fast as you 
can. He’ll be gone in no time! 

B0MBERMAN 
Secret Level 

Bomberman has only 50 levels, 
but now we’ve found a way to get 
even higher! Use this code to 
transport to the 59th level: 

BACDIHCLOAFHABDNMOLG 

Arnaldo Lay 
Darwin, N.T., Austrailia 

HIGH SCORE-10020340 
V0UR SCORE-10020340 

A CONTINUE 30 

GflHE OVER 

BLAZING LAZERS 
Secret Continues 

Here’s any easy way to get a 
whopping 30 continues on Blazing 

Lazers! During the title screen, 
instead of hitting ’Run’ to begin 
play, hold the ’Select’ button and 
then press ’Run’. At the conclu¬ 
sion of regular play, you’ll find that 
you now have 30 continues! - 

BLAZING LAZERS 
Specie! deepen 

We thought that five-way fire was 
the ultimate limit of the Number One 
weapon, but with this trick we’ve dis¬ 
covered an all-new weapon of in¬ 

credible power! 
To receive this super gun, you must 

collect 50 purple gels without getting 
any other enhancements or any hits. 
Once you collect the final gel a special 
weapon will appear that fires in eight 
directions simultaneously! Grab it 
and now your Gunhed fighter is pow¬ 
erful and ready for any battles! 

R0LLIN6 THUNDER 
Secret Cede* 

Rolling Thunder is a very challeng- 

ing game, but it is also a very good 

game that keeps you coming back 

again and again. Some of you, 

however, may get a i bit frustrated on 
certain levels so we’ve come up with 
all of the special codes that you need 
to overcome any level and win! 

Story Level Code 

1 1 7567651 

1 2 4023399 

1 3 6426099 

1 4 3009912 

1 5 1450064 

2 6 8511502 

2 7 6609809 

2 8 6127306 

2 9 3495242 

2 10 6765136 

3 1 6692956 

3 2 4516110 

3 3 6396857 

3 4 4249741 

3 5 6916079 

4 6 7236972 

4 7 8774494 

4 8 2205789 

4 9 6252184 

4 10 6983701 

Once you get through the first four 
stories in Rolling Thunder you get an 

exciting ending! But what’s this, 
another game?!? Let’s play again... 
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SALAGA '90 
Secret Pewer-Up Optiem 

Unknown to most, there are special 
power-up capsules that award extra 
firepower, triple fire ships, extra speed 
and more! Normally, you’ll never see 
these weapon boosters, but if you hold 
the ’A’ button while you press ’Start’, a 
red capsule will appear during the ship 
select screen that’s normally blue. That 
let’s you know that the trick is activated. 
(Tip: Select single fire, the first pod 
gives you the triple ship!) 

CHINA WARRIOR 

To start your quest on the second 
act (one game finished), hold the Pad 
Up while pressing the 'Select'. One, 
and two buttons. You can continue by 
doing the same maneuver but press 
Down on the pad instead of Up. 

You can change your character, 
starting round, and the enemy by 
reseting the game (hold 'Run' and 
'Select7), let go of 'Run' during the 

title screen and press Up once. Next, 
release 'Select7 and push Up, Up, Up, 
Right, Right, Right, Right, Right, 
Right, Down Down, and then Left 

twice.  

DUNGEON EXPLORER 
Trick Coda 

Enter the password "DEB- 
DEDEBDA" during the entry 
sequence. The game will tell 
you that it is an incorrect code. 
After picking the members you 
want to play, hold down the Run 
button while you press the One 

f^{^''T'T(ripTrmvrTwimm, 
1| 

button. You will then have a 
very strong character with full 

status. 
With this code you can also 

walk right over water, enemies, 
and other obstacles. Other 
strange things happen so keep 
your eyes open and explore the 

surroundings! 

W0NDERB0V IN MONSTERLAND 
Level Select 

Press button One twice, then button 
Two twice, and then hold them both 
down during the screen showing the 
round and area numbers. Pick a level 
by moving your controller Up, Down, 
Left, or Right. 

Jean-Pierre Hachey 
New Brunswick, Canada 

TENGEN TETRIS 
Level Select/Piece Renewal 

To initiate the level select in Ten- 
gen’s excellent version of Tetris, you 
must first press ’Start’ to pause the 
game, and then press Up, Down, Up, 
Down, Left, Right, ’B’, ’B’, and then 
press the ’A’ button to choose any 
level of play up to seventeen! 

We’ve all played Tetris and made a 
mistake that proved to be costly, and 
this second Tetris trick lets you cor¬ 
rect your errors before they cost you 
the game. 

First press ’Start’ to pause play, and 
then press the pad Left, Down, Right, 
Up, Left, Down, Right, followed by 
’B’ and then ’A’. The piece will ap¬ 
pear again at the top of the screen 
where it was before you goofed! 
There’s only one catch - you can use 
this super trick only once per game! 

LAST BATTLE 
6«mc Ccntinuc 

At the end of play, press and hold the 
’A’, ’B’, and ’C’ buttons simultaneous¬ 
ly while pressing ’Start’ four times. If 
you reached a higher level, you will be 
able to select up to that chapter. 
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Enjoy 

Hudson BE THERE! With the 

BE THERE! Feel like part of the action with 
Hudson’s New Personal Stereo Controller 
and the magic of sound effects. 

Just put on the stereo earphones. And get 
ready. Sound shifts rapidly from ear to ear, while 
video images race across the screen. It’s fun 
and intense - almost real - as the excitement 
swirls around you. 

The joycard also comes equipped with 
volume control. Plus, a rapid-fire setting of up 
to 15 shots per second - for when you need 
maximum power. 

So look for Hudson’s new controller wher¬ 
ever you buy video game equipment. The magic 
of sound will make you feel like it’s more 
than just a game. 

NO MORE TV NOISE. 

___ HUDSON GROUP 

>HUDSON SOFT’ 
Hudson Soft USA, Inc., 400 Oyster Point Blvd., S-515 
South San Francisco, CA 94080 TEL: 415-495-HINT 

Hudson Soft is a trademark of Hudson Soft Co., Ltd. JOYCARD SANSUI SSS is a trademark of Hudson Soft USA. Inc. SANSUI is a trademark of 
SANSUI ELECTRIC CO., LTD. Nintendo® and Nintendo Entertainment System® are trademarks of Nintendo of America Inc. 



DRAGON SPIRIT 
Screen Size CKan^e 

Have you ever noticed that many of 
your favorite home games look dif¬ 
ferent than they did in the arcades. 
This is because the screens in the ar¬ 
cade are vertical, and your home tele¬ 
vision screen is horizontal, giving it a 

wider look. Now you can change Dra¬ 
gon Spirit into original arcade mode 
by resetting the game 57 times. Con¬ 
tinually press the ’Run’ and ’Select’ 
buttons and the screen will become 
narrow like the coin-op! 

GAMEBOY SHANGHAI 
Specie! Cedes 

During the code entry screen, you can input 
passwords which will display the staff, turn 
the tiles upside down, and more! 

Try entering codes 
like ’STF, ’REV’, 
and ’MAN’ to 
change the game ev¬ 
en more 

COMGRUTIJLIIT IOMS 9 

treated to a small rocket launching off 
into the stars. If you rack up 200,000 
or more points, you get a large one. 

In the type ’B’ game, if you complete 
level 9, you get Russian dancers filling 
the screen. If you complete level 9 
with the High at 5, you get to see the 
space shuttle take off! 

GAMEBOY TETRIS 
Secret Rockets 

If you are a very talented 
Tetris player, you can make 
very special things happen in 
both the ’A’ and ’B’ type 
games. 

In game type ’A’, if you 
score 100,000 points, you are 

BLAZING LAZERS 
Difficulty A<fjust*ent 

You can now play even more difficult versions of Blazing Lazers once you have 
defeated the first! All you have to do is hold down the ’Select’ button and repeatedly 
press the ’A’ and ’B’ buttons alternately. A mode select screen will appear that will 
allow you to choose between the difficulty settings shown below. You must repeat this 
maneuver for each new difficulty option to be activated. Try beating God of Game - 

it’s almost impossible! 

NORMAL DOG HARD HUMAN SUPER MANIA GOD OF GAME 
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AND COMING SOON! 

Score Big with 
the Ultimate 
Pinball Game!! 

Hey! get with the program! In 
Super Sushi Pinball)- you either 
fish or cut bait. But be careful, 
if you try it once, you may get 
hooked. 



BLAZING LAZERS 
Super Debuj Mode anJ Opticus 

During the title screen, 
hold the ’Select’ button and 
quickly toggle the pad right 
and left until the Sound Test 
is activated. 

Press Button One, then 
Button Two, and then push 
the ’Select’ button 21 times. 
The Gunhed ship should 
appear. Make sure your 
Turbo-Switches are down. HMove the sound test to any 

effect between 0 and 9 and 
hit the ’Run’ button. You 
will begin on that level! Area 
0 is a special secret round 
not found in the game. 

You can also choose to fight only the Bosses by picking 
a number between 00 and 0C (except 07) and then hitting 

’Run’ while holding ’Select’ 

EXTRA MEN, BOMBS, AND INSTANT CONTINUE... 

Before hitting the ’Run’ button to begin play, hold 
down the Number One button. You’ll start play with 
ten fighters and ten bombs. For the first ten fighters, 
the game will restart at the same point you died and 
will not return you to an earlier point in the round. 
This trick can be used in conjunction with the others 
on this page and on any beginning level. 

You can activate invincibility by 
inputing ’AD’ into the sound test 
and hitting ’Run’. If the command 
fails, try it again. Things will move 
slow, reset to return them to nor¬ 

mal speed with no-kill on. 

Try combining several of these commands to 
get super high scores and plenty of bonus men. 
Use the ten men/bomb trick and use the Boss 
select ’OA’ to start on the last Boss. Defeat this 
Boss for a 10,000,000 point bonus (and 50 free 
ships). Play then begins on round one! 

DRAGON SPIRIT 
Secret Continue 

Now you can con¬ 
tinue up to three times 
on Dragon Spirit. This 

is sure to help you 
through the game! 

During the title 

screen, press the Num¬ 
ber One and Number 

Two buttons at the 
same time. You will 
hear a short ’ping’ to 
let you know that the 
continue is activated. 
After your last dragon, 
you can press ’Run’ to 

resume play. 

SUPER MARIO LAND 
Continue/lovel Select 

The continue in Super Mario Land is 
identical to the one in Super Mario Bros.: 
simply hold down the ’A’ button before 

pressing ’Start’. 
To select any level of play in Super 

Mario Land you must first beat the game 
and rescue the Princess twice. A screen 
selector will appear next to the start 

prompt to let you know it worked. 

GAMEBOY TETRIS 
Mess-Up Screen 

When playing the type ’B’ game on level 

9, there is a way to end the game with one 
line left and mess with the screen. 

Wait until you only have one line left to 
fill. At the very moment that you drop a 
block to fill that last line and win the 
game, hit ’Start’ to bring up the pause 
screen. The ending will appear over it 

and look very weird! 
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The Power Glove." You plug it in like 
any joystick. But the similarity stops 
there. Because now you don’t just guide 
the action. You’re in the action. 

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

feel the mechanical moves of a joystick 
give way to free-flowing, instant response. 
You actually knock out Mike Tyson. Grab 
the steering wheel of Rad Racer/ Bank 
and fire your P-38 in 1943 The Battle of 
Midway. All simply by moving your hand. 

The Power Glove has a unique pro¬ 
grammable keypad that gives the best 



NES' players moves they’ve never had be- Turnaround ”: you automatically change 
fore—and never will have with a joystick. direction and fire faster than you ever 
Twist your wrist for an immedi- _aiTV" could with a joystick. 
ate head butt in Double Dragon. rfggSP^ With new moves at your dis- 
Bend a finger for “Thrash Mode” * iU posal, it makes your joystick games 
—your character turns and :,i i especially vertical scroll games, 
shoots in all possible directions. new- Different. More exciting. 
Bend another for “One-Shot \v And that’s only the beginning. 



FUTURE PLAY. 
With games specifically designed ahead of schedule. Look at Super Glove 

for the Power Glove, you 11 be blown into Ball. The hand on the screen is your hand, 
another dimension! the third dimension. Its thumb and fingers move instantly. 

In the ’80’s, all video game play exactly as you command. You strike the 
occurred in two dimensions: up, down; ball. Catch it. Throw it. And experience 
left, right. Starting in the summer of NES" like never before. 
1990, software designed for the Power So put on the Power Glove and put 
Glove adds the third dimension-depth- on the power of the future, 
so that you’re playing in a “virtual real- The Power Glove. Everything else is 
ity.” It’s the future of video games. Years child’s play. 



Turbo DRAGON SPIRIT 
Special Sound Test 

Dragon Spirit has great mus¬ 
ic, and with this trick you can 
listen to it just like a CD! 

When the title screen is dis¬ 
played, hit the pad in the fol¬ 
lowing order: Left, Right, 
Down, Up, Select, and Left. 
A music selection screen will 
appear across the screen! 

Why not plug your AV 
Booster onto your Turbo, lis¬ 
ten to the music in stereo, and 
create your own album? 

Turbo FANTASY ZONE 
Invincibility 

Some of you may be disappointed 
that the Sega Fantasy Zone tricks 
don’t work, but this makes up for it! 

Now you can run through the ene¬ 
mies and can’t be killed! Press ’Run’ 
to pause, and then press button one 
once, button two twice, Up three 
times, Down four times, Right five 
times, and Left six times. If you hear 
a short ’ping’, you know you’re invin- 
vible and you can un-pause to play. 
You must perform this technique on 
each new round. 

ROLLING THUNDER 
Secret Trick for Five Continues 

Normally, Rolling Thunder gives you 
three continues built-in, but even the 
most proficient players will probably 
still find the game to be quite chal¬ 
lenging. With this tip, you can now 
restart from the same level up to five 
times! 

During the title screen, hold Up and 
’B’ on controller one and Up and ’A’ 
on controller two. Then press ’Start’ 
on controller one! Now when you lose 
your last life you can continue up to 
five times! Very useful! 

R0LLIN6 THUNDER 
Shoot Behind 

Rolling Thunder is made difficult 
in because our hero can’t turn 
around while he’s kneeling. Or 
can he? Remain crouched down 
and press the pad in the opposite 
direction that you are facing. Hit 
the fire button twice and you will 
magically turn around! 

BLAZING LAZERS 
Avoid Boss NuMber Ono 

Now you can get more than 16 
bombs as well as plenty of free 
ships. When you confront the last 
Boss, avoid his shots and move¬ 
ments until he reforms and exits 
the screen. You’ll receive a big 
bonus! This is difficult so you may 
want to use the Debug Mode to 
start with 10 men and 10 bombs. 

SUPER MARIO LAND 
Hidden Phtforas 

There are several areas in Super 
Mario Land filled with items that 
are impossible to reach. Now you 
can get to them! On level 2-2, for 
example, it appears that the lower 
level is unattainable, but you can 
actually jump on an invisible plat¬ 
form! Run on to greater riches! 

TOMMY LASORDA BASEBALL 
Secret Code* 

One of Tommy LaSorda Baseball’s 
most enchanting features is the league 
play that is constantly progressing as 
you play the game. Now a top secret 
agent has uncovered some of the most 
powerful codes that will even take you 
clear up to the World Series! Can you 
become the world champions? You 
play Oakland: 

Game Code 

Seattle (2-0) URI0PQMIHN0M6PMI0GEMAU 
California (5-0) RVMSSSQPKPRPHQOIRfJEpk 

Texas (SO) URWQWVSTGSUSIQQIUGEkA 
Chicago (11-0) VSVUaZZWSWVWKRSKYHEMA 

Kansas City (140) QNNRZXYUTRSQUHOPHWCEUA 
Minnesota (170) URQYfejcbZXVbOTUNd6EkA 

Seattle (190) OINUaaeYXURQXINQIZAEUA 
California (210) OlPXdeebatfSQZJOSKbAEYA 

Texas (230) QNSbhjheeaVTdlRVMfCErM 
Chicago (250) RORekjk«dYU§N$XNiDEwA 

Kansas City (270) ROOfnlnibfYViPSYNkDEkA 
Minnesota (290) QNMfamnjljXUjPRZNICEyA 

Playoffs 
(VS. Detroit) OlDekWhfVSiNQYlkAEMA 

World Series 
(VS. San Fran) TQcjpqrimkaXnSVdQuFEAE 

After entering the code you’ll be 
warped to any of the levels you select! 
Get the show on the road, step into the 
batter’s box, and let the game begin! 

Michael Grabcn 
Foster City, California 

63 



GOlVElllUS 
Ending Cod# 

This code takes you straight to the 
top! You start out with all the Bosses 
dead except for Golvellius himself. 
You also start out with seven crystals, 
legendary sword, Arusazu’s Shield, 
18 Life Potions, Maximum Bibles, 
Ring of Invincibility, Mirror, Ascent 
Boots, 1 Purple Mea, and Ramurasu’s 
Pendant. This super password is: 

W4KQ AH85 LDSX KNGF 
Q5N7 2K3L 7TSE QKQL 

Glen Elliott 
Williamstown, NJ 

BUGS BUNNY 
Ending Cod# 

To zip through the game Bugs Bunny 
without stopping for carrot breaks, 

use these sure-fire codes: 

Stage 20 ZTPZ 
Stage 40 TX9W 
Stage 60 YTKX 

(Final Stage) 

Cindy and Tim Taylor 
Spokane, WA 

ROGER RABBIT 
Special Cod# 

To start out Roger’s adventures 
with everything but the gun and 

hole, punch in the following code: 

LLHHHHHH-ODHHOH-HHHHHHGZ 

Keith Justice 
Welcher, WV 

AIR FORTRESS 
C«U «• Eighth Fwtrm 

To battle past the earlier attacking 
waves of alien gunships and maraud¬ 
ing invaders, simply input this code to 
warp directly to the eighth fortress in 
the game: 

SUGA 

Ron Eisele 
Clutier, IA 

FAXANADU 
Secret Cod# 

To advance to the last board before 
the ending of the game with plenty of 
power-up enhancements and other 

items, try using this special code: 

q8f?cn?,SwSYzGYLhqSthCEA 

Cindy and Tim Taylor 
Spokane, WA 

WIN A FREE GAME FROM EGMf 
We want you to play like a winner, 

and we’re ready to pay! Give us 
your tips and clues, your secret 
continues, level selects, power- 
ups, and codes! If we print your tip, 
we’ll give you credit in these pages 
as well as a free game! You can’t 
lose - get the best tips anywhere 
and get some great games as well! 

LEGACY OF THE WIZARD 
Spceisl Trick 

When the title screen appears, hold 
right, up and the ’A’ and ’B’ buttons 
on controller two. On controller one, 
at the same time, hold left, down, and 
’Select’. Then pust ’Start’ on control¬ 
ler one. If you hear a tone, that means 
the trick works. 

Music Lesson - When the family is 
seated at the table, move the cursor to 
the painting to change music. 

Free Armor - Choose Roas and go 
to the shop in the tree near home. 
Buy the crystal - it says you don’t have 
the money but you’ll get it anyway. 

Bonus Players - After getting the 
armor, go to the house and select 
Roas (the son) and armor. Stand ous- 
tide with the armor on and run out of 
magic. Go back into the house. This 
is where you can enter a password if 
you have it (see EGM #2, page 54). 
When your character’s life goes down 
to nothing, it will refill three times. 
Will Austin 
Spanaway, WA 

MONSTER PARTY 
l#ft L#v#l Cob 

Forget about fighting your way 
through monsters and mayhem, try 
inputing this super code instead! 

This will take you past all of the crea¬ 
ture in the previous levels and set you 
up for the fight of your life! 

DTvgs. iNT 

Cindy and Tim Taylor 
Spokane, WA 

Send your tips and tricks to: 
Quartermann 
c/o Electronic Gaming Monthly 
1920 Highland Avenue, Suite 300 
Lombard, Illinois 60148 

Sendai Publications is not responsible tor the submis¬ 
sion of similar or identical tips, and is not oblicated to 
award free game carts to those people who submit infor¬ 
mation that has already been printed or was previously 
located by the staff of the magazine or any affiliated pub¬ 
lication or media source.Void where prohibited by law. 
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FACT-FILE: 
Manufacturer: SunSoft 
Machine: NES 
Cart Size: 2 Meg 
Number of Levels: 5 
Theme: Action/Adventure 
Difficulty: Hard 
Number of Players: 1 
Available: March ’90 
v___J 

The Annihilator 

THE DARK KNIGHT™ WAGES WAR ON THE 
JOKER™ IN BATMAN™.THE VIDEO GAME! 

All through the summer, one film 

constantly packed theatres with movie 

fans of all ages who thrilled to heroes 

and villains, ugly thugs and pretty girls, 

and a title character who guaranteed 

plenty of action and adventure! 

We’re not talking about Indiana 

Jones or Ghostbusters either. The 

summer movie that brought new mean¬ 

ing to the words action and hysteria was 

none other than BATMAN. This 

blockbuster movie, which undoubtedly 

will go down in history as one of the 

most successful films of all time, 

brought together the perfect blend of 

all-star names (Nicholson, Keaton, 

Bassinger), top notch visual effects, 

perfect cinematography, a fab sound¬ 

track, and most important of all, a dy¬ 

namite story that brought the comic 

book Caped Crusader to life! 

TM & © 1989 DC Comics Inc. 

Now SunSoft, always a leader in Nin¬ 

tendo softs, has unveiled the video 

game version of this soon-to-be classic 

motion picture. And, unlike some 

movies that become games, SunSoft has 

successfully captured the spirit of the 

film while creating a gaming experi¬ 

ence that is truly outstanding. 

THE GAME 
The video game version of Batman 

encompasses five different levels of 

play, including some familiar sights like 

the Axis chemical plant and the giant 

Bell Tower. Each level is broken up 

into separate parts that include one to 

three rounds of action against the 

Joker’s compatriots and a final round 

against a more powerful Boss attacker. 
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The game play itself might remind 

you of Castlevania or other similar 

types of action/adventure contests 

where your hero occupies a central 

position on the screen at all times. 

Besides fighting your way through the 

game’s graphically detailed rounds, 

you can also perform a very helpful 

maneuver that seems a lot like the wall 

climb out of Ninja GaiDen. Skillfully 

jumping and pressing the button at the 

right time, makes Batman climb up 

walls and through passages, jumping 

from one wall to another as he progres¬ 

ses up or around screen objects. 

Colorful intermissions are also played 

between levels and capture some of the 

exciting scenes from the movie, like the 

explosive entry of THE B ATMOBILE 

into Axis Chemical, and the high-speed 

flight of THE BATWING™ over 

GOTHAM CITY™ Some of the still 

pictures (which are displayed with text) 

look like they popped right out of the 

movie and into the cart! 

STOP THE JOKER! 

When you reach the end of the fifth level, you’ll come face to face with the 

Joker himself. The Joker isn’t kidding around either! When you confront the 

master criminal of Gotham in the Bell Tower he’ll brandish a loooooooonnng 

pistol with incredible destructive power! Help Batman exact revenge on the 

murderer of his parents and clean up Gotham City! 

THE WEAPONS 
Besides boasting some fantastic pun¬ 

ching and kicking skills, Batman can 

also acquire different power-up wea¬ 

pons as he progresses to his final battle 

against the Joker. These weapons play 

an important role in later levels of play, 

and can be collected to insure proper 

stockpiles when more difficult situa¬ 

tions arise. 
Among the devices that Batman can 

pick up during his journey are a missle 

that fires straight ahead and explodes 

with great force at any target it hits. 

Batman will also discover a Batarang™ 
that flys out and slowly arcs back into 

his possession, inflicting damage on 

anything it hits along the way. Other 

special power-ups are also sure to turn 

up during Batman’s battles. 

Batman is one of the most exciting 

games we’ve previewed in recent 

months. With the possible exception of 

some stiff competition set to come from 

Acclaim’s Double Dragon 2, Bat- 

man...the Video Game looks to be the 

best NES cart planned for release soon. 
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The ultimate crusader of justice in 
Gotham City, Batman has incredible 
fighting skills and a score to settle 
with his arch-nemesis, the Joker. 

This beautiful reporter is Batman’s 
love interest and the object of the Jok¬ 
er’s affection. Can Batman save her 
and Gotham City? 

THE JOKER 
The most vile villain Gotham City 

has known and the killer of Bruce 
Wayne’s parents. Can he and his 
henchmen stop Batman? 

LEVEL ONE 
Batman begins his adventure on 
the streets of Gotham. This is 
your chance to master the dif¬ 
ferent techniques in the game. 

LEVEL TWO 
Batman uses the Batmobile to 
blow his way into Axis Chemi¬ 
cal! Watch out for the toxic 
pools and drains as well as the 
electrical conduits. 

LEVEL THREE 
Continue your journey through 
the sewers of Axis, avoiding the 

Joker’s helpers. You must bat¬ 
tle your way through a rock-like 
structure to reach the Boss. 

LEVEL FOUR 
Leap over flaming pits and de¬ 
feat the monstrous thugs out to 
stop Batman in Level Four. Bat¬ 
man is almost there! 

LEVEL FIVE 
Take the Batwing to the Bell 
Tower! You must now move 
Batman to the top of the Tower 
to take on a final Boss and then 
the Joker himself! 

CAN BATMAN STOP THE JOKER?!? 

After you defeat the final 
Boss in round 5-2, the 
Joker will appear in the 
Bell Tower for a final fight 
against Batman! A thrill¬ 
ing finale awaits those who 
are skillful enough to over¬ 
come the Joker’s fiendish 
plans and restore order to 
Gotham City. 
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TURBO CHAMP 
David White 

NEC LOOKS TO CD-ROM AND MORE IN ’90 

The Turbo is out, and games are slow¬ 
ly starting to appear for the American 
version of the P.C. Engine. While 1989 
may have witnessed the introduction of 
NEC’s new game machine, 1990 pro¬ 
mises to hold some special surprises of 
its own! 

First of all, NEC is doing a fair job of 
making good on the pledge to bring 
more games out for their new pseudo- 
16-Bitter. Nearly a dozen games have 
shipped so far, and a steady stream of 
two to six additional titles should be hit¬ 
ting the streets every month from now 

on. NEC has initially concentrated on 
licensing some of the best P.C. Engine 
titles for play on the American mach¬ 
ines, and the net result of these efforts 
is a solid library of games that will soon 
include several pieces from Namco 
(Galaga ’90, Dragon Spirit, Ordyne), 
and other top arcade hits like R-Type 
and Side Arms (from NEC’s first third- 
party publisher, Radiant Software). 

Space Harrier and other Sega titles 
like Fantasy Zone are coming soon! 

Ordyne, a masterful 4-meg game with a definite cartoon-like quality provides a new 
twist on the standard shoot-em-uptheme. This game comes with power-up shops, 
gambling houses, and enough on-screen activity to keep even the pros busy! 

NEC is also going to introduce 

several original softs that have all of the 
charm, good looks, and playability of 
favorites like Super Mario Bros. 
Bonk’s Adventure (a caveman bashes 
heads with stone age types) and J.J. and 
Jeff (Ken and Kato Chan with spray 
cans instead of farting), are two ex¬ 

decade passes. They currently have 
quite a few products under develop¬ 
ment here in the U.S. that take ad¬ 
vantage of the abilities of the CD- 
ROM. These newer CD-ROMs, we’re 
promised, will hold more unique thrils 
than the common Turbo cards just 
can’t deliver (music, digitization, etc.). 

NEC will also be 
pushing their CD- 
ROM technology more 

CD-ROM games are likely 
to be a focus for the Turbo 
into the ’90s. Monster Lair 
is one of the most recent 

releases. 

One of the most unusual of all the upcoming Turbo 
releases is Military Madness, a graphic strategy game. 
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JurboBooster" Audio-Video Enhancer 

Working with your stereo TV 

or mono TV and stereo audio 

equipment, MoBooster's special 

pre-omp function gives your 

game full stereo sound and 

sharper, dearer graphics through 

direct video input. 

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. 

lurbohp" Multi-Controller Adopter 

Now up to five friends 

con play specially selected games 

at once. Compete in head- 

Iurbo6rafx'-l6 Entertainment 

SuperSystem 

The heart of the incredible 

lurboGrofx-16 system. With o 

custom 16-bit graphics processor 

that delivers on amazing 

512 colors, a CPU that's four 

times faster and six stereo sound 

generators. 

Ions ol Arcade-Quality Games 

Pocked with high-energy ac- 

tion, our lurboChip* gome cords 

bring you some of the best orcode- 

quality titles around. Adven- 

hire games lib The legendary Axe" 

Action games lib Vigilante" 

and China Warrior!’ 

Racing games lib hard- i 
driving Victory Run" And, when 

you're ready, you can even 

expand your system to play 

hboPorT Controller^^^r 

Specially designed to help you 

control the amazing energy 

of the TurboGrafx-16 system, ifk 

precise and fast, with three 

TurboGrofx-CD gomes, for 

even more excitement—with JurboStick" High-Performance 1 

Controller 

Lets you aim better and move 

quicbr 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. 
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Manufacturer: NEC 
Machine: TurboGrafx-16 
Cart Size: 2 Meg 
Number of Levels: 12 
Theme: Action 
Difficulty: Easy 
Number of Players: 1 
Available: Now 



SUPER - PUNCH POWER - UP... 
When you are fighting the Boss characters you will 

sometimes find your hero attacking with a special punch 

technique of incredible speed or power. Stand in the 

center of the board and press the pad while you punch. 

During the course of your battles, you’ll encounter 

floating pots which can be kicked open, and specific op¬ 

ponents that can be eliminated, to expose health power- 

ups. Some are high so jump to retrieve them! 



GALAGA ’90 
FACT-FILE: 

Manufacturer: NEC 
Machine: TurboGrafx-16 
Cart Size: 2 Meg 
Number of Levels: 32 
Theme: Shooter 
Difficulty: Easy-Average 
Number of Players: 1 
Available: Now 

Steve Harris 

BATTLE GALAGA INVADERS INTO 1990 
Those crafty Galaga aliens are back 

once again, but now they’re better and 
badder than ever before. In this up¬ 
dated version of the all-time arcade 
classic (originally titled Galaga ’88 in 
coin-op form) you must face an even 
more powerful alien armada with a new 
cast of creatures who’s only mission is 
to blow you away! 

Besides boasting a flashy new look 
and plenty of reved-up 16-Bit music 
and sounds, Galaga ’90 features a 
multi-dimensional environment that 
leads to an exciting conclusion against 

the Galaga’s Mega-Boss. 
All of the standard Galaga play mech¬ 

anics are present, ranging from the ab¬ 
ility to "capture" your fighter and liber¬ 
ate it for double and triple firepower, 
to swarms of alien insects that join to 
form huge convoys at the top of the 
screen. Your destructive capabilities 

are unrivaled in this version, with plen¬ 
ty of insectoid nasties present. 

Look at the incredible backgrounds! 

Galaga ’90 in¬ 
troduces origi¬ 
nal elements as 
well, with warp 
capsules that 
can be retrieved 
to send you into 
new and higher 
dimensions of 
play. By destroying certain aliens (es¬ 
pecially those that join to form larger 
and more aggressive attack craft) -and 
the capsule containers that line the bot¬ 
tom-half of the screen after level four, 
you will release blue warp capsules. If 
you successfully collect two of the de¬ 
vices during any one zone, you’ll break 
through the dimensions of space, re¬ 
ceive a hefty bonus and move up to a 
higher level of attack. Conquering the 
Galaga can only be accomplished by 
traversing space and time and reaching 
the highest dimension at the end of the 

last battle zone. 

Get in Boss Galaga’s beam and rescue your fighter for 
enhanced firing abilities - but now you’re a bigger target! 

As you fight your way through the in¬ 
vaders, you’ll encounter scrolling gal¬ 
axies filled with attackers and aster¬ 
oids. In higher levels of play, you’ll also 
face indestructable Mini-Bosses that 
fill the screen with missiles and enemy 
ships! You’ll also get a chance to prove 
your shooting skills against a cadre of 
marching aliens in the bonus rounds at 
the end of each zone! 

Plot your journey on the map screen. ...to blast through dimensions 
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HERE COME THE GALAGA MEGA-BOSSES... 
Once you have conquered the third 

zone, you will come up against one of 

Mother Galaga’s three Mega-Bosses. A 

different Boss will appear for each of the 

three dimensional plateaus that are pre¬ 

sent after the third zone is finished. 

The Mega-Bosses are different from 

the normal Galaga invaders in many 

ways. First of all, they can’t be destroyed, 

but they can be repeled. Secondly, they 

not only fire laser bullets at your position, 

they also spawn hordes of smaller Galaga 

ships. The mother Galaga, who is en¬ 

countered after the final round, is the 

most aggressive of all the Mega-Bosses 

and is the only super ship that can be 

destroyed. 

POWER-UP CAPSULES... 
Use the secret power-up technique mentioned in this issue’s Tricks of the Trade to access these special power-up capsules... 

Red - Automatic Triple Fire White - Extra Firepower Lt. Blue - Rapid Fire Green - Free Ship 

FORMATION 
ATTACK! 

When the number of alien op¬ 
ponents remaining in formation 
is low, certain enemies (espe¬ 
cially those in the middle and 
lower rows - like the balloon 
bugs) will release a squadron of 
smaller attackers when destroy¬ 
ed. If you can blow all of these 
mini-Galaga away before they 
exit the bottom of the screen, 
you’ll be awarded big points for 
your efforts. 

To raise large scores through¬ 
out the game, save these explod¬ 
ing bugs for last and then wipe 
out their offspring for even 
greater bonus awards! 

When you reach 

the highest levels of 

play, you 'll face ar¬ 

mored Galaga that 

can only be de¬ 

stroyed when char¬ 

ging. Move quick 

or they'll reverse 

and be indestruc- 

table! 

Other Galaga al¬ 

iens will meld to¬ 

gether during battle 

to form even more 

powerful invaders 

that require multi¬ 

ple hits to elimin¬ 

ate. Warp capsules 

may also be releas¬ 

ed by these ships. 
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LYNX TAKES BIG APPLE AND 
JAPAN BY STORM! 

After several months of sneak peeks 
and hype, the Atari Lynx has finally hit 
store shelves! To become the proud 
owner of the most advanced hand-held 
system ever made you must: a) Live in 
New York or b) Have a passport ready 
for a trip to the land of the rising sun! 

Yes the Lynx has arrived, but only in 
limited quantities as we had originally 
reported and at a much higher price tag 
- $179.95. This does not seem to be 
detering most of the game players who 
are expected to snap up the first 50,000 
units due before Christmas, and some 
of the speciality stores that carry the 
machine have juiced the price over 
$200.00 without getting anything but re¬ 
quests for more units. 

The initial distribution has exclusive¬ 
ly targeted New York City with ap¬ 
proximately 30,000 of the advanced 
color hand-helds. The remaining 
20,000 have been sent to Japan where 

initial word indicates that our game 
playing brothers across the sea have 
turned on to the Atari Lynx with much 
anticipation and excitement. 

The one area that Atari must now 
focus all of their resources is game de- 
velopemcnt. Although the unit is ship¬ 
ping with three of the six titles original¬ 
ly shown (California Games comes 
packed and Blue Lightning and Elect¬ 
rocop are sold separately), Atari must 
quickly get the other titles into distribu¬ 
tion, court more third-party develop¬ 
ers, and pump additional in-house softs 
into the stream immediately. Atari has 
acquired the rights to produce Lynx 
versions of several Atari Games coin¬ 
op blockbusters like Hard Drivin’, Stun 
Runner, and Cyberball, but we’ve got 
to see more titles before the machine 
can beat Nintendo’s title strength. 
We’ll keep you posted with more info 
and game screens next issue. 

f A 

NEW ATARI LYNX 
MODEL ON THE WAY? 

While the current Lynx hardware 
comes in a marvelous package that lets 
you flip the screen and do other un¬ 
usual things, Atari is rumored to be 
working on a modified version of their 
color portable that will be much more 
self-contained, have a smaller monitor, 
and, most important of all, a lower 
price (closer to $100). This down-sized 
model will not contain some of the de¬ 
luxe version’s special features like the 
screen flip, but the smaller color LCD 
will enable Atari to pass along a savings 
to those gamers who want color thrills 
at black and white prices. We could see 
the smaller Lynx on sale nationwide at 
the same time as the current version 
hits stores in March or April! We’ll 
keep our eyes peeled at give you more 
facts next issue! 

_-/ 

We Buy-Sell Used 

NINTENDO 

GAMES 
HIGHEST PRICES PAID! 

Send For A Price List 

With A Self-Addressed 

Stamped Envelope To: 

u.v.t., inc. 
Olympia Plaza 

Route 22 East 

Scotch Plains, NJ 07076 

(201) 232-3222 
CALL FOR NEW GAME PRICES! 

—(Nintendo)— 
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YOUR COMPETITION 

ULTIMATE 
-s upe rs(iek=^= 

HiPJ'Sfoff 

Auto-fire, 
left and right 
hand play. 

Joysticks 
MjW are available 

for Entertainment 
jjSljr Systems by 
f / Nintendo of 
fjw America, Sega of 
Sr America, Atari 
* Corporation, and 

Commodore 
Business Machines. 

WEBMW 1 
ULTIMATE 

s ajtc rs(ick== 

All the features of our 
standard Ultimate plus 
2 players and NO WIRES!! 

For Ultimate Arcade Excitement at Home, 
look for Video Game Accessories by Micro-switch control, 

2 auto-fires. 

Nintendo is a registered trademark of 
Nintendo of America Inc. 

Send $2.00 for your Catalog to: 101 Wilton Ave., Dept.2 
Middlesex, N.J. 08846 • (201) 968-6868 



GAMEBOY 
CLUB 

David White 

HAL INTROS PINBALL AND PUZZLER 
AS FIRST PORTABLE TITLES 

With GamcBoy third-party develop¬ 
ment now in full swing, we’re starting to 
see some of the exciting and challeng¬ 
ing titles that have been promised since 
the GameBoy’s initial launch (I sure am 
sick of playing Tennis and Alleyway). 
One of the first NES developers to get 
into the GameBoy in a big way is HAL 
America, who have unveiled two new 
titles that hold a lot of promise. 

Their first game, Revenge of the ’Ga¬ 
tor, is an interesting pinball title that 
uses alligators for targets! The play- 
field is comprised of four separate 
boards that change as the ball is launch¬ 
ed higher up the screen (the layout 
doesn’t scroll, instead it quickly chan¬ 
ges as the ball enters a new area). 
There are secondary targets in each 

playfield that can help boost your 
scores or send you into any of the 
game’s three different bonus rounds. 
You must first knock down drop tar¬ 
gets and get the ball up certain rails or 
into specific kickers to enter these. 

HAL’s second title, the ancient puz¬ 
zle game Shanghai, is a decent Game¬ 
Boy cart that’s next to impossible to 
play in standard mode (the Japanese 
characters are virtually indistinguish¬ 
able) but HAL has inserted an Amer¬ 
ican version that uses letters and num¬ 
bers. It’s a good move that makes the 
game much more enjoyable and saves 
on aspirin. It’s not real exciting, but if 

puzzle lovers 
need another 
portable game, 
this one may fit 
the bill per- 

fcctly! & & 

The three bonus rounds in Revenge of the Gator may be different, but they all 
have one goal in common: knock the ’gators off the board with your ball! 
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Put 
Your 
Brain in 
Action 

The Portable Puzzle for your 
Game Boy System 

BOXXLE is the go-anywhere brain teaser that 
makes action games look easy. Your challenge 
is to move the boxes into their proper spaces 
and clean up the “warehouse." Sounds simple? 
Just try it! You need more than manual labor to 
win, it takes brain power to beat BOXXLE! Once 
you clear a screen there’s another. And another! 

Each more difficult than the 
last. Over 100 screens! Plus 
you can choose which 
screen to play or use the edit 
function to create your own 
screens. Get your Game Boy 
ready to go. You’ll never get 
bored once you get BOXXLE! 

■ 108 screens 
■ 3 edit screens 
■ Password memory 
■ Animation and synthesized sound 

TM 

bv fCi tor p'Jv on the Nintendo Game Bov Nintendo Game Bov and the Official Seals 

FujiMokei Communications Internationa' me 150 East 5? Sheet New York NY 100?? 
Consumer information «31?) 968 04?S 

OI9 FCI» 
Not Just Kid Stuff 



Coming soon from Bandai is Hyper 
Lode Runner, an advanced GameBoy 
version of the original puzzle game. 

There are 50 different 
levels in Hyper Lode Run¬ 
ner, including an edit 
mode that let’s you create 
puzzles like the one 
below! Very cool! 

EEM 
I5tti 
* 

f- 

GAMEBOY NEWS!!! 
The GameBoy is becoming a very hot item in 

Japan and plenty of carts are on their way! Even 
though the portable unit has sold only marginal¬ 
ly on these shores, can these games be far away 
for American game players? Some of the most 
exiciting titles include Gradius, 
Ghosts and Goblins, Side Pocket 
and Lock ’n’ Chase from Data ^ 0 
East and original titles like Cos- 
motank and Popeye. 0^0 

fflOTOCMSS 
QKONAMI 1989 

► SOLO 

v! S5ES£8?iB 

Motocross Maniacs represents one of 
the first releases from Konami/Ultra, 
who have gotten into GameBoy devel¬ 
opment in a very big way with NFL 

Football, Castlevania, and Gradius 
game carts coming soon. 

Motocross Maniacs isn’t over¬ 
whelming in its design, but it is a very 
good derivitive of your standard Ex- 
citebike-type of racing with plenty of 
trick man-euvers, loops, and power- 
ups tossed in to help heat things up. 
Blazing through multiple loops and 
jumping off high ramps is especially 
fun. 

You can select between solo, head- 
to-head (with the video link) or versus 
computer play. Secondary racers do 
not affect the course layouts (there are 
eight in all), but you may find yourself 
battling for valuable enhancements. 
Skill levels are also included, wkh each 
difficulty adjustment affecting the 
time you have to complete the course. 

Rev up your engines and grab the 
nitro boosters because Motocross 
Maniacs is a blast! 

SPEED - Increases the 
maximum speed of your 
bike. 

NITRO - Adds four nitro 
boosters to your reserves. 
These valuable items can 
be stored up. 

TIRE - Improves the trac¬ 
tion of your bike. This is 
extremely helpful on mud¬ 
dy portions of raceway. 

TIME - Adds time to the 
qualifying time bar. This 
power-up is vital in higher 
skill levels. 
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Get all fired up... 
for the Adventure 

of a Lifetime WHmk 

Licensed by Nintendo 
♦or play on the 

(Nintendo) 
enTERTBinmenT 

SVSTEm 

Nintendo and Nintendo Entertainment System' are trademarks o* 
Nintendo o( America Inc 
fC>:v is a trademark of Fujisankft Commumcations lnternationai Inc 
Hydsde'** is a trademark 0i TiEsoft and licensed by FCi lor day on 
the Nintendo ErRenainment System1’ 

fopsanka Communications international Inc 
♦SO East 52 Street. New York. Nr 1002? 
Vi 1800) 255 143! !n NY State (212} 753 8!00 
Phone Counseling Hotline (3t2> 968 0425 



^-4 Player's 
Seal of 

Approval TOP SCORE CLUB 
The U S. 

National Video 
Game Team 
recognizes 

these players 
for their 

outstanding 
game playing 
achievements I HIGH SCORES 

Effective September 30,1989 

After Burner Nintendo 

Al ien Crush TurboGrafx 

Altered Beast Genesis 

Bad Dudes Nintendo 

Blazing Lazers TurboGrafx 

Bubble Bobble Nintendo 

China Warrior TurboGrafx 

Contra Nintendo 

Double Dragon Nintendo 

Double Dragon Sega 

Double Dragon 2 Nintendo 

Ghouls and Ghosts Genesis 

Gyruss Nintendo 

Ironsword Nintendo 

Kamov Nintendo 

Missile Defense 3-D Sega 

Ninja GaiDen Nintendo 

Out Run Sega 

Paperboy Nintendo 

P.O.W. Nintendo 

Q*Bert Nintendo 

Rampage Sega 

Rastan Sega 

R-Type Sega 

Shinobi Sega 

Sky Shark Nintendo 

Solomon’s Key Nintendo 

Space Harrier 2 Genesis 

Spy Hunter Nintendo 

Thunder Blade Sega 

Thunder Force 2 Genesis 

Wizards and Warriors Nintendo 

Zanac Nintendo 

14,335,970 JeffYonan 

75,629,000 Steve Ryno 

1,109,700 Geoffrey Erickson 

347,000 Mark Winters 

14,073,630 JeffYonan 

1,530,350 RoseLuchs 

228,300 Scott Williams 

6,553,500 Jim Hernandez 

128,350 Jim Hernandez 

357,580 Joshua McOintock 

95,800 JeffYonan 

519,800 Chuck Miler 

2,008,650 JeffYonan 

229,850 Jim Alee 

534,500 Ralph Mendes 

659,000 JoeTadder 

980,500 DeverellBaty 

55,626,340 Dan Lee 

69,000 Mark McCormick 

11T,000 George DeVries 

219,820 Mike Nichols 

502,215 Brian Herrmann 

322,790 George Sun 

1,016,300 Brent Gustafson 

940,100 Brian Herrmann 

1,043,570 JeffYonan 

17,096,550 Jeff Adkins 

24,994,900 JeffYonan 

147,500 Mike Dean 

3,054,000 Bob McGuire 

1,144,560 JeffYonan 

639,500 JimKIly 

15,197,360 JeffYonan 

For information on how to submit a high score to the U.S. National 
Video Game Team, send a stamped, self-addressed envelope to: 

U.S. National Video Game Team’s High Score Club, 
c/o Sendai Publications, 1920 Highland, Suite 300, 

Lombard, Illinois 60148 

80 



WE NOW SHIP ALL IN STOCK ORDERS OVERNIGHT WITHIN 48 HOURS! 
TO ORDER NINTENDO, SEGA, TURBO GRAPHIX, GENESIS OR ATARI GAMES OR ACCESSORIES IN THIS 
MAGAZINE OR BELOW DIAL 1-800-TOY-CLUB If that’s busy DIAL 1-203-388-6366 for faster service 
JOIN THE ULTIMATE GAME CLUB & HAVE THE POWER TO ORDER ANY VIDEO GAME OR 
ACCESSORY WITH ONE PHONE CALL! HURRY SUPPLIES ARE LIMITED! advert^prtc*!1 J^terKl u»1th«i?a2iy^nrake'sure'rheytiave tfIn stock! 

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. 
•This months Special* Every 100th order taken by our operators over $50. gets a free membership or If you send us over 10 games and use the money towards a purchase, you get a free membership 

NINTENDO GAMES AVAILABLE NOW 

□ 10 Yard Fight 
□ 1942 
□ 1943 
□ 720 Degrees 
□ 8 Eyes 
□ 3-D World Runner 
□ Adv. of Dino Rlki 
□ Adv of Tom Sawyer 
□ Adventure Island 
□ Adventure of Link 
□ Adv. ofLolo 
□ Adv. of Bayou Billy 
□ Afterburner 
□ Air Fortress 
□ Airwolf 
□ Allen Syndrome 
□ All Pro Basketball 
O Alpha Mission 
□ Am agon 

□ Athletic World 
□ Baby Boomer 
□ Back to the Future 
□ Bad Dudes 
□ Balloon Fight 
□ Baseball 
□ Baseball Stars 
□ Bases Loaded 
□ Bashi Bazook 
□ Bionic Commando 
□ Blades of Steel 
□ Blaster Master 
□ Bomberman 
□ Breakthru 
□ Bubble Bobble 
□ Bugs Bunny's Crazy Cast. 
□ Bump N Jump 
□ Burgertime 
□ California Games 
□ Captain Comic 
□ Casino Kid 
□ Castlevania 
□ CasUequest 
□ Challenge Pebble Beach 

□ CluCluLa_ 
□ Cobra Command 
□ Cobra Triangle 

□ Contra 
□ Dance Aerobics 
□ Deadly Towers 
□ Defenders II 
□ Defender of the Crown 

□ Donkey Kong 
□ Donkey Kong Classics 
□ Donkey Kong 3 
□ Donkey Kong Jr. 
□ Donkey Kong Jr. Math 
□ Double Dragon 2 
□ Dragon Warrior 
□ Double Dragon 
□ Double Dribble 
□ Dragon Power 
□ Dr. Chaos 
□ Dr Jekyil 4 Mr. Hyde 
□ Duck Tales 
□ Elevator Action 
□ Excite Bike 
□ Faxanadu 
□ Fester's Quest 
□ Fighting Golf 
□ Fist of the North Star 
O Freedom Force 
□ Friday the 13th 
□ Galaga 
□ Gauntlet 
□ GhengisKahn 
□ Ghostbusters 
Q Ghost N Goblins 
□ Goal 
□ Golf 
□ Golgo 13 
□ Goonies II 
□ Gotcha 
□ Gradius 
□ Gum Shoe 
□ Guardian Legend 
□ Guerilla War 
□ Gun Smoke 
□ Gyruss 
□ Hogans Alley 
□ Hollywood Squares 
□ Hoops 
□ Hydlide 
□ Ice Climber 
□ Ice Hockey 
□ Ikari Warriors 
□ Ikari Warriors II 
□ Ind. Jones Temple Doom 
□ Iron Sword 
O Iron tank 
□ Jacket 
□ Jaws 
□ Jeopardy 
□ John Elwf 
□ Jordan vs 
□ Joust 
□ Karate Champ 
□ Karate Kid 
□ Kamov 
□ Kid Icarus 
□ Kid Niki 

i Elways Quart 

BUY SELL SELL 
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 
15.00 34.99 54.99 
17.50 34.99 49.99 
12.50 34.99 44.99 
15.00 34.99 45.99 
17.50 34.99 49.99 
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 - 
15.00 34.99 44.99 
10.00 34.99 44.99 
10.00 29.99 39.99 
17.50 34.99 44.99 
17.50 34.99 49.99 
17.50 39.99 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 
15.00 34.99 — 
12.50 37.99 
17.50 34.99 49.99 
12.50 24.99 34.99 
10.00 19.99 29.99 
12.50 29.99 4299 
12.50 34.99 44.99 
17.50 34.99 49.99 
15.00 34.99 44.99 
17.50 34.99 49.99 
8.00 28.99 39.99 

17.50 34.99 49.99 
25.00 49.99 49.99 
12.50 24.95 34.95 
17.50 34.99 49.99 
20.00 44.99 44 99 
10.00 34 99 44.99 
17.50 34.99 49.99 

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

10.00 26.99 35.99 
17.50 34.99 49.99 
17.50 34.99 49.99 
10.00 22.99 34.99 
12.50 26.99 39.99 
12.50 29.99 39.99 
10.00 22.99 34.99 
17.50 39.99 44.99 
25.00 49.99 59.99 
17.50 34.99 49.99 
15.00 35.9? 44 99 
10.00 24.99 38.99 
10.00 24.99 38.99 
15.00 2999 4299 
10.00 2999 42.99 
17.50 34.99 49.99 
20.00 44.99 49.99 

5.00 19.99 29.99 
17.50 34.99 49.99 
17.50 34.99 49.99 
10.00 29.99 39.99 

8.00 37.99 

8.00 29.99 45.99 
25.00 4999 69.99 
15.00 37.99 47.99 

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 22.99 39.99 
8.00 19.99 29.99 

12.50 24.99 29.99 
15.00 34.99 49.99 
15.00 34.99 49.99 
8.00 22.99 35.99 

12.00 26.99 36.99 
4.00 19.99 29.99 

15.00 34.99 49.99 
15.00 34.99 49.99 
12.50 34.99 49.99 
17.50 39.99 44 99 
5.00 22.99 36.99 
6.00 22.99 37.99 
6.00 29.99 39.99 

10.00 34.99 44.99 
25.00 49.99 59.99 
10.00 27.99 39.99 
8.00 27.99 38.99 
500 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 
9.00 28.99 38.99 

20.00 40.99 44.99 
17.50 39.99 44.99 

□ KungFu 
O Kung Fu H< 
□ Legacy of the Wizard 
□ Legend of Zelda 
□ Legendary Wings 
□ Life Force 
□ Lode Runner 
□ Legend of Kage 
□ Lunar Pool 
□ Mach Rider 
□ Magmax 
□ Major League Baseball 
□ Mappyiand 
□ Marble Madness 
□ Mario Bros. 
□ Marvel's X Men 
□ Megaman 
□ Megaman II 
□ Metal Gear 
□ Metroid 
□ Mickey Mousecapade 
□ Mighty Bomb Jack 
□ Mike Tyson's Punchout 
□ Millipede 
□ Milon's Secret Castle 
□ Monster Party 
□ Muscle 
□ Mystery Quest 
□ Night of the Ninja 
□ Ninja Gaiden 
□ Ninja Kid 
□ NFL Football 
□ Nobunaga's Ambition 
□ Operation Wolf 
□ Othello 
□ Pacman 
□ Paperboy 
□ Pebble Beach 
□ Pinball 
□ Platoon 
□ Popeye 
□ P.O.W. 
□ Predator 
□ Pro Wrestling 
□ Q Bert 
□ Racket Attack 
□ Rad Racer 
D Raid on Bungling Bay 

□ Rampage 
□ RBI Baseball 
□ RCProAm 
□ Renegade 
□ Ring King 
□ Road Runner 
□ Rolling Thunder 
□ Robo Warrior 
n Romance of the 

Rush N Attack 
□ Rygar 
□ Section Z 
□ Seicross 
c Sesame Street ABC 
□ Sesame Street 123 
□ Shinobi 
□ Shooting Range 
□ Side Pocket 
□ Simon's Quest 
□ Skate or Die 
□ Skykid 
□ Sky Shark 
□ Slalom 
□ Soccer 
□ Solomon's Key 
□ Spelunker 
□ Spyhunler 
□ Spy Vs Spy I 
□ Sqoon 
□ Stadium Events 
□ Star Force 
□ Star Soldier 
□ Star Voyager 

□ Street Cop (power pad) 
□ Strider 
u Superman 
□ Super Dodge Ball 
Q Super Sprint 
Q Super Mario Bros. 2 
□ Super Pitfall 
□ Super Team Games 
□ Taboo 
□ Tag Team Wrestling 
□ Tecmo Baseball 
□ Tecmo Bowl 
□ Teenage Mut. Ninja Turt. 
n Tennis 
[ ] Tetris by Tengen 
o Tetris by Nintendo 
□ Tiger Heli 
□ Thundercade 
□ Top Gun 
□ T A C Surf Design 
□ Track & Field I 
□ Track & Field II 
□ Trojan 
□ Ultima 
□ Urban Champion 

Q Xenophobe 
□ Xevious 
□ Xybots 
□ Zanac 

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 

20.00 45.99 49.99 
6.00 24.99 34.99 

20.00 45.99 49.99 
6.00 19.99 29.99 
8.00 29.99 39.99 

10.00 29.99 39.99 
10.00 22.99 34.99 
8.00 22.99 39.99 

20.00 44.99 49.99 
12.50 34.99 44.99 
10.00 24.99 39.99 
10.00 32.99 42.99 
17.50 34.99 49.99 
15.00 29.99 39.99 
10.00 32.99 42.99 
10.00 29.99 39.99 
15.00 34.99 44.99 
15.00 34.99 39.99 
17.50 34.99 49.99 
20.00 39.99 - 
15.00 34.9“ 
6.00 19.99 
8.00 - 

15.00 

1000 

12.50 
8.00 

12.50 

15.00 
17.50 
10.00 
20.00 
15.00 

12.50 

10.00 
8.00 

25.00 

□ Volleyball 
□ Water Ski 
□ Who Framed Roger Rabbit 
□ Wheel of Fortune 
0 Wild Gunman 
□ Win, Lose or Draw 
□ Winter Games 
□ Wizards and Warriors 
□ World Class Track Meet 
□ World Games 
□ Wrecking Crew 

We Buy & New & Used Video Games. As a member you are entitled tc 
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) 
8 We provide prompt efficient service with a 100% satisfaction guarantee! 
4. We test & dean all used games for maximum efficiency! 
5 We provide the largest stock of any other mail order firm! 
6. If we do not have the game you want in stock, we ll reserve it for you 8 ship it to you as 

as we get it. We’ II even reserve now titles before they’re available! 
7. For every 10 friends you get to join the dub well give yc - -J“ 

Memberships quantities are limited. All games 1st come ,i,o. 
8 We offer Special Discount Prices on practically everything PLUS monthly specials, contests & pnzes on top of that! 
9. We haveatolfhee “ tknefor all new memberships & orders 1 800-TOY CLUB (1 -800-869-2582)9 AM -9PM EST' For people 

in CT or Canada and any questions you may have dial 1 -203-388-6366! 

11. We’M also ghre you a 'free Club Membership Packet A subscription to our quarterly Newsletter, Hot New Catalog plus 

12 Yaugetdl Sfc^'l^costof llOISo'Hur^fJlSmrtjershlp Is limited! Membership in Alaska/Hawaii $12.50. Canada $15, 
All other countries $20. Call for postage 4 handling charges. 

15.00 
8.00 
6.00 

10.00 
15.00 
15.00 
15.00 
15.00 
25.00 
10.00 

10.00 
22.50 
17.50 34.99 

15.00 
20.00 44.99 44.99 
10.00 29.99 3999 
17.50 34.99 49.99 
1500 34.99 42.99 
10.00 24.99 39.99 
15.00 34.99 49.99 
10.00 22.99 36.99 
12.50 26.99 39.99 
12.50 24.99 36.99 
12.50 32.99 42.99 
20.00 44.99 49.99 
15.00 34.99 44.99 
10.00 29.99 44.99 
10.00 28.99 37.99 
- 34.99 45.99 1500 _ _ 
15.00 34.99 46.99 

your choice Free! That’s right FREE!. 

59.99 
42.99 
29.99 

29.99 39.99 
19.99 29.99 
34.99 44.99 

_ 44.99 49.99 
17.50 34.99 49.99 
15.00 34.99 44.99 

29.99 44.99 
27.99 35.99 

_ 29 99 44.99 
10.00 25.99 34.99 

22.99 32.99 
19.99 39.99 

□ NES Gameboy 109.99 99.99 
D Gameboy Carrying Case 14.99 12.99 
□ Gameboy Rechargeable Battery Pack 34.99 32.99 

• Gameboy Game Cartridges Call for Price/Availability. 
Alleyway*Amazing Spiderman• Baseball• Baseball Kid 
Beetle juice • Castle Vania the Adventure • Ghostbusters 2 
• Golf • F-1 • Freddy’s Nightmare • Hyper Lode Runner 
• Karateka • Lock-N-Chase • Motocross Maniacs • NFL 
Football • Pachmko • Pinball Spedal • Revenge of the Gator- 
Super Pinball • Shanghai • Saga • Tennis • Super Mario Land 
• Deathball • Battleship • Puzzleboy • Mr. Asmik World • Boxle 

Call lor Other Cartridges Not Listed 

• NEW NINTENDO GAMES 
Call For Prices 

Black Bass• Cybemoid• Heavy Barrel*Jack Nicklaus 
Greatest 18 Hole Champ Golf • Kings of the Beach • Magic 
J's Fast Break • Phantom Fighter • Jeopardy Jr. • King's Knight 
• Street Fighter II • The Three Stooges • Stealth Eagle 
• Wheel of Fortune Jr. • Twin Eagle • World Champ Wres¬ 

tling* NES Play Action Football • Short Order/Eggsplode 
• Robooop • A Boy and His Blob • Arcon • Bases Loaded II 
• Batman • The Battle of Olympics • Dig Dug II • Ghengis 

Kahn • Infiltrator • Puss 'N Boots • Rescue-The Embassy 
Mission • River City Ransom • Roadblasters • Rock 'N Roll 
• 720 • Shadowgate • Super Off-Road • 10th Frame • Top 
Players Tennis • Twin Cobra • Willow • Conflid • Terra Cresta 
• Kid Kool*Raid 2020* Crystal Mines • P'radikus • Es¬ 
cape from Atlantis • Code Blue • Dragon Tale • Police 
Academy • Silkworm • Rollerball • Magic of Scheherazade 
• Demon Sword • Super Off Road • Rescue Rangers 
- *-*■-’-"-e Magic Kingdom 

BUY SELL SELL 
USED USED NEW 

□ Genesis System 115.00 159.99 1 89.99 
O Genesis Power Base Converter NO NO 39.99 
(allows you to play regular Sega games or Genesis) 
□ Genesis Control Pad NO NO 19.99 
□ Genesis Headphone Set NO NO 14.99 

Genesis Game Cartridges 
25.00 

□ Fantasy Zone 
□ Fantasy Zone II 
□ Fantasy Zone 3 The Maze 
□ Galaxy Force 
□ Gangster Town 
□ Ghost Busters 
□ Ghost House 
O Global Defense 
□ Golden Axe 
O Golvellius 
□ Great Baseball 
n Great Basketball 
□ Great Football 
Q Great Golf 
O Great Ice Hockey 
□ Great Soccer 
□ Great Volleyball 
□ Hangon/Safari Hunt 
□ Kenseiden 
□ King's Quest 
O Kung Fu Kid 
□ Lord Of The Sword 
□ Marksman/Trap Shoot 
□ Maze Hunter 3D 
□ Maze Hunter 30 II 
□ Miracle Warriors (Battery) 
□ Missile Defense 3D 
n Monopoly (Battery) 
[ ] Montezuma's Revenge 
□ My Hero 
□ Out Run 
□ Out Run 3D 
□ Parlour Games 
□ Penguin Land (Battery) 
□ Phantasy Star (Battery) 
□ Poseidon Wars 3D 
□ Power Strike 
□ Prowrestling 
□ Quartet 
□ Rambo 
a Rambo II 
O Rambo III 
□ Rampage 
q Rastan 
□ Reggie Jackson Baseball 

4.00 19.99 32.99 
5.00 24.99 37.99 
5.00 2299 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^X) 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 24.9? 37.99 

49.99 

15.00 32.99 42.99 
20.00 44.99 44.99 
20.00 44.99 49.99 
15.00 39.99 42.99 
5.00 24.99 36.99 
8.00 2499 3999 

25.00 49.99 54.99 
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 
- 32.99 42.99 

34.99 49.99 
34.99 49 99 
3999 44.99 
29.99 39.99 
2799 3799 

10.00 3499 44.99 
15.00 32.99 42.99 
15.00 34.99 44.99 
15.00 34 99 44.99 
20.00 39.99 49.99 

6.00 19.99 29.99 
20.00 49.99 54.99 
15.00 34.99 44.99 

5.00 22.99 37.99 
34.99 49.99 
19.99 39.99 
19.99 37.99 
22.99 32.99 
29.99 42.99 
2299 32.99 
49.99 59.99 
19.99 29.99 
34.99 45.99 

_ 49.99 55.99 
25.00 49.99 55.99 
27.50 54.99 64.99 
20.00 46.99 51.99 
20.00 45.99 49.99 
25.00 49.99 59.99 
20.00 45.99 49.99 
27.50 54 99 64.99 
15.00 35.99 39.99 
20.00 45.99 49.99 
20.00 45.99 49.99 
20.00 45.99 49.99 
25.00 49.99 55.99 
25.00 54.99 59.99 
25.00 49.99 59.99 
15.00 39.99 49.99 

NEW GENESIS GAMES CALL FOR PRICES 

□ Forgotten World 
□ Ghouls N' Ghosts 
□ Golden Axe 
□ Golf 
□ Last Battle 
□ Mystic Defender 
□ Rambo III 
□ Revenge of the Shinobi 
□ Soccer 
□ Space Harrier II 
□ Super Hang On 
□ Super Thunder Blade 
D Thunder Fore II 
n Tommy Lasorda Baseball 
[] Truxton 

mu 

□ Action Fighter 
Q After Burner 
□ Alf 
□ Altered Beast 
□ Alex Kid Hi Tech World 
□ Alex Kid In Mir World 
□ Alex Kid Lost Stars 
□ Alien Syndrome 
□ Astro Warrier 
□ Aztec Adventure 

"(JS WE§& 
4.00 19.99 32.99 
7.50 29.99 49.99 
5.00 24.99 34.99 
7.50 34.99 49.99 
5.00 24.99 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 

□ Rocky 
□ R-Type 
□ Safari Hunt/Hangon 
□ Shanghai 
□ Shinobi 
□ Shooting Gallery 
Cl Space Harrier 
□ Space Harrier 3D 
□ Sportspad Football 

S fKSU.. 
□ Super Tennis 
□ Scramble Spirit 
□ Super Goff 
□ Tennis Ace 
□ Teddy Boy 
D The Ninja 
□ Thunder Blade 
□ Time Soldiers 
□ Transbot 
n Ultima IV 
[ ) Vigilante 
11 Walter Payton Football 
□ Warrier Quest 
□ Won. Boy in Monsteriand 

□ Won. Boy 3 
□ World Games 
□ Ts (Battery) 

□ Zillion 
□ Zillion/Tri Formation 

. . J 24.99 39.99 
5.00 24.99 34.99 
5.00 24.99 34.99 

20.00 49.99 69.99 
5.00 24.99 39.99 
4.00 19.99 29.99 
4.00 14.99 32.99 
4.00 19.99 32.99 
4.00 19.99 32 9? 
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 1 9.99 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 1899 27.99 

10.00 32.99 45.99 
12.50 39.99 59.99 
10.00 3299 45.99 
3.50 1 8.99 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 4499 
6.00 32.99 44.99 
6.00 34.99 49.99 
5.00 24.99 37.99 
4.00 19 
7.00 24 

10.00 32 
7.00 26 

5.00 24 

99 32.99 
99 35.99 
99 45.99 
99 39.99 
99 59.99 
99 39.99 
99 32.99 

perfomance. Once your order is placed It cannot be changed without authorization. Toll free lines are for orders only. Any other inquiries must call 1 -203-388-6366/ All gamei 
games at the dub prices, or else you pay list price for alt accessories and $5.00 more for any games. We also will pay you $2 less for games you sell us unless you are a member, 
test your games. Then we will send you a check or games you’ve ordered from us within 30 days, c 1989 Ultimate Game Club. Atari, Sega Sega Genesis. Turbografx and Nlnte 

ATARI LYNX PORTABLE ENTERTAINMENT SYSTEM 
(Call For Prices) 

Blue Lightning • Rampage • Gates of Zendocan 
• Electrocop • Impossible Mission • Monster Demolition 

• Time Quest • Treasure Chest 
TURBOGRAFX 16 (Call For Prices) 

— - Turbo Stick • Turbo Tap • Turbo Pad • CD—Rom • Turbo 
5.00 24.99 37.99 Booster • Legendary Axe • Victory Run • Vigilante • R—Type 
5.00 19.99 39.99 • Dragon Spirit • Galaga 90 • Twin Cobra • The Ninja Warriors 
4.00 24.99 32.99 • Side Arms • Honey in The Sky • Son Son 2 • Deep Blue 
5.00 24.99 37.99 *PowerGott• Final Lap Twin* Pac Land*Alien Crush 
5.00 24.99 44.99 • Dungeon Explorer • China Warrior • Blazing Lazers • Fantasy 
5.00 24.99 44.99 Zone • World Class Baseball • Fighting Street • Moto Roader 

10.00 32.99 45.99 *rs* Monster Lair‘Side Arms • Military Madness • World 
10.00 32.99 45.99 Court Tennis • JJ 4 Jeff • Darius • Dragon's Lair 
6.00 29.99 44.99 
4.00 19.99 34.99 Call us to see which Games & Accessories 
3.50 18.99 27.99 you can order for a free membership 

Postage and Handling for 1 game in U.S. is $3.50 tor 5 -10 day delivery, $6.00 for 2nd day. $7.50 for overnight, & $10.00 
for priority overnight. Add 50« for every other game you order. Add $5.00 if you live in .Alaska/Hawaii. Multiply U.S. rates 
by 3 for Canada and 4 for out of the country. We do not accept C.O.D. orders. Personal checks are held 2 weeks to dear. 
All orders in stock shipped within 48 hours. Call for postage rates on orders for accessories & large orders. Discounts 
available on large orders. We do not accept Atari games without instructions. For Nintendo and Sega Games we deduct 
$290 for missing instructions, $1.00 for missing box or slip case. $2.50 for missing controller or 3D glasses & $3.50 if 
we return a game back to you. A* CT orders must pay 8% sales tax. 

___I_|__ ._same game. We make no guarantees for product 
other inquiries must call 1 -203-388-6366/ All games you wish to reserve must be paid in advance. You must be a member to buy and sell 

□ Black Belt 
□ Blade Eagle 30 
□ Bomber Raid 
□ California Games 
O Captain Silver 
□ Cloud Master 
□ Carmen San Diego 
□ Casino Games 
□ Choplifter 
□ Cyborg Hunter 
□ Cube Zone 
□ Dark Lord 
□ Dead Angle 
□ Dynamite Dux 
□ Double Dragon 
□ Enduro Racer 
□ F-16 Fighter Falcon 

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 - 

Prices are subject to change without notice. ot responsible for typographical er 

________Please allow 2 weeks upon receipt of used games you send us so we can process and 
_j Club. Atari, Sega Sega Genesis, Turbografx »id Nintendo are registered trademarks and are not related to us nor are we endorsed by them. 

NOTE: Some o( the Hems in this ad may not be in stock when you read this ad. USG 1491 Boston Post Rd., Old Saybrook, CT 06475 
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•GUNMAN'S 
CASTLE 

The gunmen from 
the demon circle use 
powerful fire 
bazookas! Even the 
mighty Kung-fu 
player will be 
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. 

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, 
facky and Lee volunteer to 

save the Princess. 

Defeat the enemies with the 

best of your Kung-fu skills 

and bring peace to the Land. 

» -_- ■ r- _n .—v o 
CULTURE BRAIN USA. INC 

15315 N.E. 90TH 

REDMOND WASHINGTON 98052 

Tel (206) 882 2339 

Fax (206) 882 2320 



■ * 

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.! 

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

Call (800) PLAY SNK. 

ESCAPE 
FROM THE PRISON CAMP 

OF ORDINARY GAMES! 



(Nintendo^ 

.Seal of Quality, 

Game Paks 
Licensed by Ninten< 

For Play On The 

iRTRinmEnT 

SVSTEm 

Tradition Challenge in the Tecmo of Skill Games and 

TECMO is proud to introduce pother sure winner game for 
the Nintendo Entertainment System . featuring outstanding 
graphics, realism, and control tip will keep you on the edge 

of your seat! 
With Tecmo World Wrestling, you can pin your opponent 

using 36 wrestling moves. You control the action to achieve 

the world championship. 
Work your way to the playoffs as you plan your strategy as 

a coach or player in Tecmo Basebair or Tecmo Bowl v 

Tecmo Baseball '' puts you in command of your own 
professional team You can change your lineup, batting order. 

and: even designated hitters. 
Tecmo Bowl f gives you total control of key players as they 

charge for the winning trophy using the game plan that you 

create! 
In Ninja Gaiden w you’ll travel through distant lands as you 

wage battles against relentless enemy warriors in this 

incredibly realistic adventure 

Victoria Business Park. 18005 S. Adria Maru Lane. Carson. CA 90746 USA PHONE: (213) 329-5880 FAX: (213) 329-6134 

coming soon! 


