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GREAT LINE 
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I I Carry Tengen's line of 
want. Which means you 

■■ ■ H # A very healthy botton 

I I ■% Youre looking at a dozen of the greatest arcade 
fW 'Ml I IJ titles ever. Now, Tengen makes them available 
| for play on the hottest game machine — the 

m M Nintendo Entertainment System ! 
IkJI Every Tengen game is a faithful conversion of the 

H original arcade hit. You get all the heart-pounding action, 
the stunning graphics, the dynamite sound effects. 

Carry Tengen's line of top hits today and sell the games that kids really 
want. Which means you get what you want. 

A very healthy bottom line. 
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Get an exclusive sneak peek at the latest addition to the Sendai family! Pocket 
Pros is the name of the new all-GameBoy, all-Lynx magazine that promises to 
deliver the same insightful reviews, news, and clues on your favorite portable game 
machines. In this FREE supplement to EGM readers, you’ll find maps to the 
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Lots of new tips, codes, and strategies appear in this month’s column. Whether 

your blasting bad guys in any of the most recent Turbo releases, or playing Fan¬ 

tasy Zone in Arnold Palmer’s Golf, this is the place to be! 

Also in this Issue: 

Insert Coin 6 

Interface - Letters 8 

Review Crew 12 

Gaming Gossip 26 

International Outlook 52 

Game of the Month 41 

Nintendo Player 70 

Sega Masters 74 

Atari Adventure 46 

Turbo Champ 76 

Outpost: Genesis 79 

GameBoy Club PP 

4 



No make-believe Dragon 
here. This is the original. 
The ultimate DOUBLE 
DRAGON.™ The top 
Nintendo Entertainment 

System game. And right now, they’re in big supply! 
Do whatever it takes to rescue Marian from 

the savage street gang of the mysterious 
Shadow Boss. 

Get fighting mad with the Punch, Head Butts, 

Uppercuts, Low Kicks, 
Hair-Pulls and the dreaded 
Over Shoulder Throw. 

So make sure you only insist on the ultimate 
Dragon slayer. The ultimate DOUBLE DRAGON 
from Tradewest. 

Don't sit still for anything less. 

jAl we put you in the action 

\J TRADEWEST 
RO. Box 2097, Corsicana, TX 75151 

Double Dragon" licensed to Tradewest Inc. by Technos Japan. 
(Nintendo) C 1990 TRADEWEST, INC. NINTENDO AND NINTENDO ENTERTAINMENT SYSTEM 

mnrnmrmnmmnT ARE TRADEMARKS OF NINTENDO OF AMERICA INC. 
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MORE THAN GOOD LOOKS. 
Recently, the staff of EGM got together to assess where we’ve been and 

where we’re going. Besides talking between ourselves, we also sorted 

through hundreds of letters that had been sent by you, our faithful supporters 

and readers, to determine exactly what’s good and bad between the covers 

of this magazine. 

Thankfully, most of the responses that have appeared in recent months have 

given us glowing ratings. You especially seem to appreciate our multi-review¬ 

ing system and the constant flow of information that appears in these pages. 

The common request for more info on more games and game systems, 

however, remained constant through most of your letters. 

While we fully intend to meet your demands for fresh softs on a regular 

basis (you’ll notice that a revamped version of our NEXT WAVE preview 

section has returned with this issue), one question that we’ve asked oursel¬ 

ves in recent months was how to properly show off the games that you’ll one 

day play. 

Then we realized that the answer to this question was contained in the ques¬ 

tion itself! Instead of using columns of text or filling pages with unnecessary 

box art and illustrations, we decided to show the games inside and out with 

literally hundreds of photos that would give you an immediate impression of 

what the game was all about. Why talk about the super Bosses in Truxton 

when we can show you exactly what they look like! 

We’ve expanded on this approach by concentrating our efforts almost en¬ 

tirely on the games themselves. The staff of EGM lives and breaths games 

just like you do, so it’s much easier to determine what other game players will 

like since we’re fanatics ourselves! Your letters confirmed our beliefs by stat¬ 

ing that you’d rather see some sharp pictures of a new title and not the front 

door of the corporation that created it. 

Of course there are magazines out there for you players that buy a game to 

look at the box artwork. But if you’re hot on wild graphics and great game 

play, then you’ve come to the right place when you open the cover of EGM. 

We’re the only stop you need to make each month if you want to see all your 

upcoming favorites inside and out! 

Steve Harris 
Editor 



i 

WORLD CHAMPI NSHIP 

Featuring 
The Road Warriors 

and Stars of 

Take a break from play wrestling and get into the real action! Make your choice from 12 top 
NWA wrestlers, each with his own speciality move and then select four additional moves to clobber 

your way to victory in tag teams or single player matches. Become 6'5" of solid muscle as 
"Total Package” Lex Luger. Use the Flying Body Press of Ricky Steamboat. Stun your opponent with 

Sting's Scorpion Death Lock Master Road Warrior Animal’s” Power Slam. 
The action keeps going even outside the ring! Two players or solo against the computer! 

World Championship Wrestling—It's so real, it's unreal! 

Not Just Kid Stuff 
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Do you have a question or comment about world events? If you 
do then 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! 

WINDS OF CHANGE 
I am curious about why you found it 

necessary to include the following in 

your magazine: "No Commies please". 

Is this supposed to be humor or just a 

gratuitous insult? I hope you will re¬ 

move it from your magazine as it adds 

nothing of value. 

Anna-Jean Cresswell 
Toronto, Ontario 

(Due to the overwhelming demand for 

EGM in Poland, East Germany, and 

other Easter Bloc countries, we’ve seen 

democratic reforms ushered in like never 

before! In recognition of these advances 

and the demise of the Communist party, 

we hereby remove the aforementioned 

line from the pages of the magazine.) 

GOLDEN AXE UPDATE 
Great magazine! I loved your Video 

Game Buyers’ Guide issue. It helped 

me a great deal in picking out new 

games for the holidays. One question: 

In your Buyers’ Guide you showed the 

Genesis game Golden 

Axe. You also noted 

that the controls on 

the game were slug¬ 

gish. I would like to 

know if there will be 

any improvements 

made on the game in 

the stores, or if the ver¬ 

sion you played was 

the one that will be re¬ 

leased. 

Eli Cook 
Shoreham, NY 

(Your letter brings up 

an interesting issue Eli. 

EGM is always working to be first with 

the latest info and photos, but changes 

are implemented into software after 

feedback from players and press. The 

final Golden Axe cart is improved in 

many ways over the earlier versions we 

previewed and now stands as a virtual 

carbon-copy of the arcade! 

WHERE’S RED BELT? 
I am a martial arts game fan so I 

quickly bought Last Battle for Genesis. 

In issue 3, on page 64, you wrote that 

"Red Belt (a karate kicker from Ac¬ 

tivision) was shown at the CES". What 

exactly is this game about? 

Jean-Francois Leduc 
Blainville, Quebec 

(Very often a game will change dozens of 

times throughout its life - something that 

has occured with Red Belt. Activision 

modified the game slightly and now call 

it Tongue of the Fatman (based on one 

of their computer titles). It’s an arena 

fighting game and the early version we 

saw looked very promising!) 

THESINCEREST 
FORM OF FLATTERY... 

Your "Electronic Gaming Review 

Crew" is, without question, no compari¬ 

son, far above ANY game review for¬ 

mat I have ever seen. No wasted space, 

a good cross-comparison from differ¬ 

ent writers and players. Your game 

review format is so excellent, I would 

not change it even a little bit. This for¬ 

mat should set magazine standards for 

game reviews! 

Carl Craft 
Address not given 

(We’re glad that you and other readers 

like our Review Crew, Carl. While the 

other mags try to duplicate the Crew’s 

success with ratings systems that sup¬ 

posedly tell it like it is, you can AL WA YS 

counton EGMtogiveyou multiple opin¬ 

ions from four different game fans who 

know what it takes to be a winner.) 

CD-ROM QUESTIONS 
I have recently purchased a Turbo- 

Grafx-16 system and I am confused 

about which games are for the CD- 

ROM and which aren’t. Please send 

me a list of games which will be coming 

out on the CD-ROM system in the near 

future. 

Dave Scozzaro 
Rochester, NY 

(P.S. I have the Turbo and it will crush 

the Genesis!) 

(At this point a number of companies are 

working on CD-ROM specific games like 

"It Came From the Desert" while many 

more are becoming available (and may 

someday reach the U.S.) in Japan.) 

/"winner’sX 
/ CIRCLE 

/ Hearty congratulations \ 

/ are extended to Thomas \ 

Molina of San Francisco! 

\ He’s the winner of our / 

\ EGM Great Game Give- / 

\Away and 50 NES carts! / 
Every new issue I find out about a new and more powerful system popping up. When 

I bought my Sega I thought that would be it for a couple of years and now there’s 

Genesis. How long will it be before I have to shell out cash for a 32-Bitter? 

Andy Conrad 
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(Nintendo) 

Seal of Quality 

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

State 

Mail to: Sunsoft, P.0. Box 2390, Libertyville, IL. 60198 eg 

GET THE GAME-TIILE-TH AT-BfilNGS 
BATMAN INTO YOUR LIVING ROOM. 

JV.THAN 

The CAPED CRUSADER is back, a; 
you’ve never seen him before!^ 

If the stark reality and explosive action of the 
movie BATMAN left you screaming lor more, 
this is the moment you’ve been waiting 
for! It's a trek from the street^^ 
GOTHAM CITY™ to the djkest depths 
of the city underworldjrodght to life 
with graphic magic Jet BATMAN 
today at your favorite dealer now. 

The Video Game 

TITLEHOLDER! 
Sunsolt' is a registered trademark ol Sun Cuipuiation of America. TM & c DC Comics Inc 1989 Nintendo- and Nintendo 
Entertainment System' aie registered trademarks ot Nintendo ot America. Inc. e 1989 Sun Corporation ol America 
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Double Dragon 2 
Type: Action Release: 1/15/90 
Levels of Play: 9 Difficulty: Avg. 

Nintendo - Mindscape 

720 Degrees 
Type: Action Release: Now 
Levels of Play: 4 Difficulty: Avg. 

Double Dragon 2 - The Revenge is one 
of the most anticipated games of the new 
year. Adapted from the stylish arcade se¬ 
quel to one of coin-op’s all-time classics, 
the second story in the Billy and Jimmy 
Lee saga brings our heros together and 
side by side, for the first time on the Nin¬ 
tendo Entertainment System, to take on 
the Shadow Boss who appears to have 
killed Marian. But is she really dead? New 
moves and enemies help to inject some 
variety into the proven play concepts. 

720 is another arcade classic that is a 
long time in coming to the video game 
screen. This all-out skateboardin’ adven¬ 
ture challenges players within "Skate City", 
a special place where all the surfaces are 
skateable. Enhancement shops where 
valuable equipment can be purchased, as 
well as skate parks where more advanced 
techniques and challenges can be prac¬ 
ticed for points, cash, and medals, round 
out the game. 
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Steve is now having fun with his 
latest toy - a new Super Grafx 
from Japan. He also has loads 
of new GameBoy softs on the 
way now that he has finished 
Castlevania - The Adventure. 
Other new favorites include As- 
tyanax and V'Ball. 

Ed has completed the pre-pro¬ 
duction version of Phantasy Star 
2 (which ends at the half-way 
point), so now he's concentrat¬ 
ing on portable endea-vors like 
Gates of Zendocon for Lynx and 
Motocross Maniacs for Game- 
Boy. 
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Martin can’t wait to see Gradius 
on the GameBoy, but for now 
he’s fulfilling his thirst for shoot¬ 
ers with Truxton on the Genesis. 
Double Dragon 2 is keeping him 
busy...at least until SunSoft's 
Batman comes out! 

The Review Crew's resident "Mr. 
Video Games" is back again with 
wit and wisdom waiting for the 
latest releases. Some of this 
month’s favorites include Re¬ 
venge of Shinobi and Road 
Blasters for the NES. Like many, 
Jim can’t wait to get to Vegas for 
the Winter CES. 

I enjoyed Double Dragon 2 a lot. The new 
moves and fancp^pAgrounds do add 
some depth, and the ty^player cooperative 
function is another «ome enhancement 
over the original NE^Bouble Dragon. In the 
end, it's just more IVuble Dragon, but as a 
DD fan, I’m more than satisfied. 

720 is an utter disappointment! It’s not en¬ 
tirely Mindscape's Afl^however, for they 
have tried quite hdWi t^apture the excite¬ 
ment of the coin-op (fitter muncher. The 
lack of a rotary CHtroB makes multiple 
spins next to im^BWe and the whole 
game is tedious and not fun at all. 

Every bit as good, and even better, than the 
first. It's all new Jp^New moves, new 
scenes, great grjhic^ excellent player 
control and multip^^Blty levels. Double 
Dragon 2 is easilyUfre jjst kick-and-punch 
game ever made I 

Some arcade games just don’t translate to 
the home systems we||pnd 720 is a good 
example. While it JHs like 720, that’s 
about it. The hancp^ft difficult, and be¬ 
cause of this it jusfepHi play well. If you 
can’t control your charsHer, then game play 
becomes frustrating. 

The supreme punch-and-kick! Top rate gra¬ 
phics help compli^B^his super sequel. 
The new two-play^irjtaneous feature is 
another added Sp^^ment over the 
original that cleaiBm*s it more fun. A 
worthy sequel tha^BPisses its predeces¬ 
sor in almost every way! 

Poor graphics and annoying sound make 
this game dull andlipring compared to 
Ultra's Skate or Die.^^ftcreens look wash¬ 
ed out and the slog#Mitrol makes 720 al¬ 
most impossible A lack of variety 
doesn’t help this cart rHch either. This is a 
big loss for fans of the arcade. 

Double Dragon 2 represents a phenomenol 
improvement over^jp^iginal Double Dra¬ 
gon. The graphi^ cyie play, and two- 
player interaction^feiKbine to blow Dou¬ 
ble Dragon out oflywS. The theme is a 
bit stale next to ujSPWg efforts like Viper, 
but for now it's king of the kicker carts! 

What a disaster! This game doesn’t look like 
the arcade, doesn^^ like the arcades, 
doesn't sound likeM^sades and isn't fun 
like the arcades. This^K isn’t worthy of the 
720 name. Just bqjflus^ou have all the in¬ 
gredients, don't thmPPa can make a stun¬ 
ning dish. Someone lost the recipe here. 



11?i'll HIM THIS 
A free subscription 

to Taito's white-hot 

newsletter, Taito 

Times, sounds too 

good to he true. I'm 

a power-playing 

maniac and I'm into 

high-level winning 

strategies, the in¬ 

side scoop on new 

Taito releases, and 

puzzles that will 

tweak my brain 

cells! Rush out my 

first copy ASAP. 
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In a Land of Impossible Evils... 
the classic struggle between good and evil 

comes to life. Mixed with magic and the latest 

computer technology, a spell-binding game 

for your Nintendo Entertainment System® 

is bom! 

As the hero warrior Victar, you will battle 

Wizards, Troglodytes, and Undead Souls. 

Master 7 levels and 3 worlds in your quest 

to conquer the demons of the Dark Lord. 

Traverse chasms of fire and mountains of 

doom to confront the fiendish Gatekeeper. 

Risk It All 
With cunning and skill you wield the 

ancient and broken Demon Sword™ To defeat 

the evil forces ruling the land, you must 

recover the Sword’s missing pieces and restore 

its mystical power. The journey is long and 

the way is hard. Gather your courage, grasp 

your blade, and release the power that is 

yours to control! 

Actual Nintendo Entertainment System Screens 

Beware the wrath of the Old Wizard 
of Cedar Mountain. 

Brave the broken bridges and terrify¬ 
ing chasms of Bamboo Forest. 

The magic of the Phoenix can save 
your life! 

TAITO 
(Nintendo) has evaluated the quality of this product. Licensed by Nintendo® for play on the Nintendo Entertainment System.® 

Nintendo® and Nintendo Entertainment System® are trademarks of Nintendo of America Inc. Mo® and Demon Sword™ are trademarks of Taito America Corporation. 
Copyright ©1989 Taito America Corporation. All Rights Reserved. 



TO ORDER ANY NINTENDO, SEGA OR ATARI GAMES OR ACCESSORIES IN THIS MAGAZINE OR BELOW 
DIAL 1 -800-TOY-CLUB If that’s busy DIAL 1 -203-388-6366 for faster service 

JOIN THE ULTIMATE GAME CLUB & HAVE THE POWER TO ORDER ANY VIDEO GAME OR 
ACCESSORY WITH ONE PHONE CALL! HURRY SUPPLIES ARE LIMITED! 

Just / the box of the stuff you want & mail this form in today for fast delivery with your check or money order. Remember MEMBERS ONLY GET THE CLUB 
PRICE. If you’re not a member you must pay list price. Call us to order any Nintendo, Sega or Atari game ever made or in the future. 

NINTENDO GAMES AVAILABLE NOW 

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

□ Adventure of Link 
□ Adv. of Lok) 
□ Adv. of Bayou Billy 

5.00 
8.00 

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 
8.00 24.99 34.99 

□ Baby Boomer 
□ Back to the Future 
□ Bad Dudes 
□ Ballon Fight 

□ Bashi Bazook 
□ Bionic Commando 
O Blades of Steel 
□ Blaster Master 
Q Bomberman 
□ Breakthru 
□ Bubble Bobble 
U Bugs Bunny's Crazy Cast. 
□ Bump N Jump 
□ Burgertime 
□ California Games 
□ Captain Comic 
□ Casino Kid 
□ Castlevania 
□ Challenge Pebble Beach 
□ Chessmaster 
□ Chubby Cherub 
□ City Connection 
□ Clash at Demonhead 
□ Clu Clu Land 
□ Cobra Command 
□ Cobra Triangle 
O Commando 
□ Contra 
□ Dance Aerobics 
□ Deadly Towers 
□ Defenders II 
□ Defender of the Crown 
□ Dessert Commander 
O Donkey Kong 
□ Donkey Kong Classics 
□ Donkey Kong 3 
3 Donkey Kong Jr. 
□ Donkey Kong Jr. Math 
□ Dragon Warrior 
□ Double Dragon 
□ Double Dribble 
O Dragon Power 
□ Dr. Chaos 
□ Dr. Jekyll & Mr. Hyde 
□ Elevator Action 
□ Excite Bike 
□ Faxanadu 
□ Fester's Quest 
□ Fighting Golf 
□ Fist of the North Star 

Flying Dragon 
□ Freedom Force 
□ Friday the 1 ah 
□ Galaga 
□ Gauntlet 
□ Ghostbusters 
□ Ghost N Goblins 
□ Goal 
□ Go* 
□ Golgo 13 
□ Goonies II 
□ Gotcha 
c Gradius 
□ GumShoe 
□ Guardian Legend 
□ Guerilla War 
□ Gun Smoke 
□ Gyruss 
□ Hogans Alley 
□ Hoops 
□ Hydlide 
□ Ice Climber 
□ Ice Hockey 
□ Ikari Warriors 
□ Ikari Warriors II 
□ Ind. Jones Temple Doom 

□ John Etways Quarterback 
s Bird 1 oi 

30.00 59.99 
8.00 2299 35.99 

10.00 34.99 44.99 
10.00 29.99 39.99 
17.50 34.99 44.99 
17.50 34.99 44.99 
17.50 34.99 44.99 
5.00 17.99 29.99 

17.50 36.99 49.99 
8.00 29.99 45.99 

17.50 34.99 49.99 
12.50 3299 4299 
12.50 28.99 39.99 
12.50 34.99 44 99 
12.50 29.99 3999 
12.50 27.99 3999 
12.50 26.99 3799 
17.50 34.99 4999 
12.50 24.99 34 99 
10.00 19.99 2999 
12.50 29.99 4299 
12.50 34.99 44.99 
17.50 34.99 4999 
15.00 34.99 44.99 
8.00 28.99 3999 

17.50 34.99 49.99 
17.50 34.99 44 99 
12.50 24.95 34.95 
17.50 34.99 49.99 
17.50 34.99 44 99 

5.00 19.99 2999 
5.00 24 99 39.99 
500 22.99 3999 
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 
12.50 29.99 39.99 
17.50 34 99 49 99 
15.00 3599 44 99 
10.00 24.99 38.99 

5.00 1999 2999 
17.50 34 99 49 99 
17.50 34.99 49.99 
1000 29.99 39 99 

12.00 
4.00 

15.00 
29.99 

2699 
19.99 _ 

_ .. 34.99 49.99 
12.50 34.99 49.99 
15.00 29.99 39.99 
5.00 22.99 36.99 
6.00 22.99 37.99 

10.00 29.99 3999 
10.00 34.99 44.99 
10.00 27.99 39.99 
8.00 27.99 3899 
5.00 2499 3899 

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 

□ Legend of Kage 
□ Lunar Pool 
□ Mach Rider 
O Magmax 
□ Major League Baseball 
□ Mappytand 
□ Marble Madness 
□ Mario Bros. 
□ Marvel's X Men 
O 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 
□ 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 
Q Rad Racer 
□ Raid on Bungling Bay 

□ Rampage 
□ RBI Baseball 
□ RC Pro Am 

□ Ring King 
□ Road Runner 
Q Rolling Thunder 
□ Robo Warrior 
□ Rush N Attack 
□ Rygar 
□ Section Z 
□ Seicross 
□ Sesame Street ABC 
□ Sesame Street 123 
P Shinobi 
a Shooting Range 
C Side Pocket 
□ Simon's Quest 
□ Skate or Die 
□ Skykid 
□ Slalom 
n Soccer 
□ Solomon's Key 

: Spelunker 
Q Spyhunter 
P Spy Vs. Spy I 
c Sqoon 
n Stadium Events 
tJ Star Force 
□ Star Soldier 
□ Star Voyager 
U Stinger 
□ Street Cop (power pad) 
□ Strider 

□ Super Dodge Ball 
□ Super Sprint 
D Super Mario Bros. 2 
D Super Pitfall 
□ Super Team Games 
□ Taboo 
□ Tag Team Wrestling 
□ Tecmo Baseball 
□ Tecmo Bowl 
□ Teenage Mut. Ninja Tur 

□ Tetris by Tengen 
P Tetris by Nintendo 
P Tiger Heli 
P Thunder cade 

P T 4 C Surf Design 
P Track 4 Field I 
P Track 4 Field II 
P Trojan 

15.00 3099 3999 
15.00 30.99 39.99 
4.00 1999 29.99 

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

15.00 35.99 42.99 

SELL 
NEW 

6.00 24.99 34.99 
- 35.99 45.99 

P Who Framed Roger Rabbit 
□ Wheel of Fortune 
□ Wild Gunman 
□ Winter Games 
P Wizards and Warriors 
□ World Class Track Meet 
P World Games 
□ Wrecking Crew 
n Wrestlemania 
□ Xenophobe 
p Xevious 

We Buy 4 New 4 Used Video Games. As a member you are entitled tr 
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! 
3. We provide prompt efficient service with a 100% satisfaction guarantee! 
4. We test 4 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 4 ship it to you as soon 15.00 _ 

6.00 19.99 29.99 _ 
8.00 29.99 39.99 7. For every 10 friends you get to join the 
5.00 24.99 39.99        *' 

10.00 34.99 44.99 
10.00 32.99 42.99 

i get it. We”ll even reserve 

well give you a video game of your choice Free! That's right FREE!. 

17.50 39.99 44.99 

10.00 29.99 39.99 
10.00 22.99 34.99 
8.00 22.99 39.99 

15.00 29.99 39.99 
8.00 24.99 34.99 

10.00 24.99 39.99 
10.00 32.99 42.99 
- 34.99 49.99 

19.99 29.99 
32.99 42.99 

9. We have a ton free hotline for all new memberships 4 orders 1 -800-TOY CLUB (1 -800-869-2582) 9 AM -9PM EST! For people 
in CT or Canada and any questions you may have dial 1 -203-388-6366! 

10. We accept MC, Visa, check or money order! 
11. We'll also give you a free Club Membership Racket 4 subscription to our quarterly Newsletter. Hot New Catalog plus 

details on up 4 coming games, secret tips, 4 strategies. 
12. You get all this for the low cost of $10! So Hurry! Membership is limited! Membership in Alaska/Hawaii $12.50. Canada $15. 

All other countries $20. Call for postage 4 handling charges. 
NEW NINTENDO GAMES 

17.50 
10.00 
10.00 

Castiequest 
Heavy Barrel 
Kings of the Beach 
Phantom Fighter 
Duck Tales 

15.00 36.99 44.99 Sky Shark 
12.50 29.99 39.99 Street Fighter II 
17.50 34.99 49.99 Stealth Eagle 
20.00 39.99 59.99 Twin Eagle 
15.00 34.99 42.99 NES Play Adion Football 

6.00 19.99 2999 Robocop 
8.00 22.99 37.99 Arcon 

15.00 32.99 42 99 Batman 
8.00 29.99 39.99 Chessmaster 
8.00 19.99 29.99 Ghengis Kahn 

10.00 34.99 44.99 infiltrator 
17.50 34.99 44.99 Rescue-The Embassy Mission 
17.50 34.99 49.99 Roadbiasters 
15.00 34.99 44.99 720 
6.00 19.99 - 

27.99 35.99 
12.50 29.99 44 99 
10.00 25.99 34.99 
8.00 22.99 32.99 
4.00 19.99 39.99 

15.00 32.99 42 99 
8.00 29.99 42.99 
6.00 19.99 3699 

10.00 24.99 36.99 
1000 24.99 3699 
15.00 34.99 45.99 
15.00 34.99 45.99 
15.00 29.99 39.99 
10.00 22.99 32.99 

19.99 36.99 

All Pro_ 
Cybemoid 

Jack Nicklaus Greatest 18 
Hole Champ Golf 

Magic J's Fast Break 
Jeopardy Jr. 

Romance of (he 3 Kingdoms 
King's Knight 

The Three Stooges 
Wheel of Fortune Jr. 

World Champ Wrestling 
Short Order/Eggspiode 

A Boy and His Blob 
Bases Loaded II 

The Battle of Olympics 
Dig Dug II 

Iron Sword 
Puss N Boots 

River City Ransom 
Rock 'N Roll 
Shadowgate 

Sell Used 34.99 Sell New 49.99 

SEGA GENESIS 16 BfT ENTERTAINMENT SYSTEM 
WfTH ALTERED BEAST GAME INCLUDEO. 

UST PRICE $19900 CLUB PRICE $18999 

TITLE 

□ Genesis Power Base Converter NO NO 
_ _ _ (allows you to play regular Sega games or Genesis) 
5.00 24.99 34.99 Q Genesis Contrd Pad NO NO 
2.50 29.99 39.99 O Genesis Headphone Set NO NO 
non 24 99 .34 99 Genesis Game Cartridges 

Id Enchanted Castle 20.00 10.00 24 99 34 99 
15.00 34 99 49 99 
10.00 2999 3999 
20.00 39.99 49.99 
6.00 34.99 42.99 

10.00 26.99 - 

n Basketball 
□ Forgotten World 
□ Ghouls N'Ghosts 
□ Golf 

15.00 32.99 42.99 u Rambo III 
15.00 32.99 42.99 
15.00 3299 42.99 
17.50 34.99 42.99 
12.50 2999 3299 

5.00 24.99 3699 
800 2499 39.99 

20.00 39.99 4499 
800 2499 3299 

10.00 2299 36.99 
12.50 27 99 37.99 

5.00 19 99 37.99 
15.00 32.99 42.99 
10.00 29.99 3999 
17.50 34.99 49.99 
1500 32.99 42 99 
17.50 34 99 49.99 
10.00 34 99 49 99 
20.00 3999 4499 
15.00 29 00 3999 
800 27.99 37.99 

10.00 3499 4499 
10.00 2299 32.99 
15.00 34 99 44 99 
15.00 34.99 44.99 
20.00 39.99 49.99 
6.00 1999 29.99 

20.00 39.99 4999 
15.00 34 99 44.99 

5.00 2299 3799 
17.50 34 99 
4.00- 
5.00 

□ Space Harrier II 
□ Super Hang On 
O Super Thunder Blade 
□ Thunder Fore II 
O Tommy Lasorda Baseball 

_ 39.99 48.99 
20.00 39.99 49.99 
25.00 49.99 59.99 
25.00 49.99 59.99 
20.00 46.99 56.99 
20.00 45.99 55.99 
20.00 45.99 55.99 
15.00 35.99 45.99 
20.00 45.99 5599 
20.00 45.99 55.99 
20.00 45.99 5599 
25.00 49.99 59.99 
25.00 54.99 64.99 

NEW GENESIS GAMES CALL FOR PRICES 
Airdrver Afterburner 
Dream Island Hallow Fight 
Golden Axe Phantasy Star 2 
Raynos Spellcaster 2 

The Telegenesis 
Curse 
Hydlide Special 
Psy-O-Blade 
Super Shinobi 

SEGA GAMES 

49.99 

□ Action Fighter 
U After Burner 
□ AN 
n Altered Beast 
□ Alex Kid Hi Tech World 
□ Alex Kid In Mir. World 
□ Alex Kid Lost Stars 
□ Alien Syndrome 
a Astro Warrier 
□ Aztec Adventure 

II Nightmare 

800 22.99 32.99 
10.00 29.99 4299 
8.00 22.99 32.99 

20.00 4499 5999 
6.00 19.99 29.99 

15.00 34.99 45.99 
15.00 34.99 39.99 
17.50 34 99 49.99 
15.00 34.99 42.99 
10.00 24 99 39.99 
10.00 22.99 36.99 
12.50 26.99 39.99 
12.50 24.99 36.99 
12.50 32.99 42.99 
17.50 34.99 39.99 
15.00 34 99 44 99 
10.00 29.99 44 99 
10.00 28.99 37.99 
15.00 34.99 45.99 
10.00 24 99 36.99 

le Eagle 3D 
□ Bomber Raid 
□ California Games 
O Captain Silver 
□ Cloud Master 
O Carmen San Diego 
□ Casino Games 
□ Choplifter 
□ Cyborg Hunter 
□ Cube Zone 
□ Dark Lord 
□ Dead Angle 
□ Dynamite Dux 
□ Double Dragon 
O Enduro Racer 
□ F-16 Fighter Falcon 
□ Fantasy Zone 
O Fantasy Zone II 
□ Fantasy Zone 3 The Maze 
u Galaxy Force 
□ Gangster Town 

4.00 

O Golden Axe 
□ Golvellius 
□ Great Baseball 

□ Great Football 
□ Great GoN 
□ Great Ice Hockey 
□ Great Soccer 
□ Great Volleyball 
□ Hangon/Safari Hunt 
□ Kenseiden 
O King's Quest 
□ Kung Fu Kid 
□ Lord Of The Sword 
□ Marksman/Trap Shoot 
□ Maze Hunter 3D 
D Maze Hunter 3D II 
□ Miracle Warriors (Battery) 
□ Missile Defense 30 
□ Monopoly (Battery) 
□ Montezuma’s Revenge 
O My Hero 
D Out Run 
□ Out Run 3D 
□ Parlour Games 
□ Penguin Land (Battery) 
□ Phantasy Star (Battery) 
□ Poseidon Wars 3D 
□ Power Strike 

□ Rampage 
□ Rastan 
□ Reggie Jackson Baseball 
□ Rescue Mission 
□ Rocky 
o R -Type 
O Safari Hunt/Hangon 
□ Shanghai 
□ Shinobi 
O Shooting Gallery 
□ Space Harrier 
□ Space Harrier 30 
□ Spellcaster 
□ Sportspad Football 
□ Spy Vs Spy 

O Super Tennis 
□ Scramble Spirit 
□ Super GoN 
□ Tennis Ace 
□ Teddy Boy 
□ The Ninja 
□ Thunder Blade 
□ Time Soldiers 
□ Transbot 

5.00 24.99 39.99 
5.00 19.99 3299 
4.00 19.99 32.99 
4.00 19.99 32.99 
5.00 24.99 32.99 
4.00 19.99 32.99 
4.00 19.99 32.99 
4.00 19.99 32.99 

We Don't Buy 
5.00 24.99 39.99 
5.00 2499 37.99 
4.00 19.99 32.99 
5.00 24.99 39.99 
3.00 17.99 32.99 
5.00 24.99 29.99 
5.00 24.99 29.99 
7.50 29.99 49.99 
5.00 24.99 39.99 
7.50 34.99 49.99 
5.00 24.99 37.99 
3.50 18.99 27.99 
5.00 24.99 37.99 
5.00 24.99 39.99 
5.00 24.99 34.99 
5.00 24.99 34.99 

10.00 34.99 69.99 
5.00 24.99 39.99 
4.00 19.99 29.99 
4.00 14.99 32.99 
4.00 19.99 32.99 
4.00 19.99 32.99 
4.00 19.99 32.99 
5.00 24.99 44.99 
5.00 24.99 42.99 
7.50 28.99 4499 
7.50 29.99 4499 
4.00 19.99 34.99 
5.00 24.99 37.99 
5.00 24.99 49.99 
We Don't Buy 

5.00 24.99 34.99 
5.00 24.99 4499 
4.00 19.99 32.99 
5.00 24.99 37.99 
5.00 24.99 39.99 

4.00 19.99 29.99 
5.00 24.99 38.99 
3.50 18.99 27.99 

10.00 32.99 45.99 
12.50 39.99 59.99 

6.00 : 
>4.99 39.99 

w w- □; 

5.00 24.99 37.99 
5.00 24.99 37.99 
4.00 19.99 32.99 
5.00 22.99 32.99 
7.00 26.99 3999 
4.00 19.99 32.99 
5.00 2499 39.99 
5.00 24.99 42.99 
5.00 24.99 39.99 

7.00 24.99 35.99 
10.00 32.99 45.99 
5.00 24.99 37.99 
5.00 19.99 39.99 
4.00 24.99 32.99 
5.00 24.99 37.99 
5.00 24.99 4499 
5.00 24.99 44.99 

10.00 32.99 45.99 
10.00 32.99 45.99 
6.00 29.99 44.99 
4.00 19.99 34.99 
3.50 18.99 27.99 

□ Wonder Boy 
□ Won. Boy in Monstertartd 
□ Work) Grand Prix 
□ Wanted 
□ Won. Boy 3 
□ Work) Games 
□ Ys (Battery) 
□ Zaxxon 
□ Zillion 
□ Zillion/Tri Formation 

_ 18.99 27.99 
15.00 42.99 6299 
6.00 32.99 44.99 
6.00 32.99 4499 
6.00 34.99 49.99 
5.00 27.99 3999 
5.00 24.99 37.99 
4.00 19.99 32.99 
7.00 24.99 35.99 

10.00 32.99 45.99 
7.00 26.99 39.99 
7.50 39.99 59.99 

32.99 
5.00 24.99 37.99 
5.00 22.99 32.99 
7.50 29.99 49.99 
4.00 19.99 32.99 
4.00 19.99 32.99 
4.00 19.99 27.99 
4.00 19.99 32.99 

SEGA ACCESSORIES 

□ Sega Control Pad 
□ Sega Control Stick 29.99 22.99 
□ Sega Light Phaser 
□ Sega 3d Glasses w/adapfer 
□ Sega Rapid Fire Control Stick 
□ ALS. Cart. Organizer Holds 18 Carls 5.99 4.99 
□ ALS Sega Entertainment Center 27.99 22.99 
□ Beeshu UNimate Stick 49.99 44.99 
□ Beeshu Viper 14.99 12.99 
□ Beeshu Wireless UNimate Superstick 69.99 59.99 
□ Camerica Wireless Freedom Stick 69.99 59.99 
□ Camerica Freedom Double Pack 129.99 109.99 
□ Doc s Fix A Game Cart Cleaner 9.99 8.99 
- ~ ' - * J 249.99 229.99 

12.99 10.99 
19.99 17.99 
27.99 23.99 
109.99 79.99 

□ Happ Comp. Pro Joystick #300XS 
□ Happ Comp. Pro Joystick #5000S 
□ Hartzell Video Game Storage Center 
□ Sega Base System 
□ Sega Master System 
□ Ouickshot QS118F Game Controller 
□ Advanced Gravis Joystick 

New Nintendo By Froggo in Canada. $ 15.00 S 7%, In other countries. Double pc lir. Double again for overnight. All C O D. 

□ Kung Fu 
□ Kung Fu Her os 
□ Legacy of the Wizard 
O Legend of Zelda 
□ Legendary Wings 

□ Lode Runner 

No refunds, credits or exchanges. AN new defective merchandise is warranteed by manufactuer only. All used games guaranteed for 30 days from ship date. All used and defective games can only be exchanged for same game. We make no guarantees for product 
perfomance. Once your order is placed N cannot be changed without authorization. To# free lines are for orders only. Any 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 
games at the club prices, or else you pay list price for all accessories and $5.00 more for anygames. We also will pay you $2 less for games you seN us unless you areamember. Please allow 2 weeks upon receipt of used games you send us so we can process and 
lest your games Then we will send you a check or games you've ordered from us within 30 days, c 1989 UNimate Game Club. Atari, Sega and Nintendo are trademarks Prices are subject to chvige without notice. W 
typographical errors. 
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Nintendo-Taxan 

8-Eyes 
Type: Adventure Release: Now 
Levels of Play: Difficulty: Avg. 

In this new action/adventure contest from 
Taxan, you set out to explore a terrifying 
region filled with cretures and monsters of 
all kinds who are out to stop you from dis¬ 
covering the secrets of the 8-Eyes world. 
With your trusty bird on your shoulder, you 
can attack the enemy in a number of dif¬ 
ferent ways, pick up new elements to in¬ 
crease your performance, and take on the 
impressive Bosses that lay waiting for you 
at the conclusion of each round of play. 

Nintendo-Absolute 

Boy and his Blob 
Type: Act./Adv. Release: Now 
Levels of Play: Difficulty: Avg. 

Searching for a way back to his home 
world of Blobolonia, you set out with your 
new-found friend on an adventure that will 
take you across a variety of different land¬ 
scapes where a number of strange and un¬ 
usual hazards and dangers will constantly 
appear to challenge you. You must use 
your reasoning skills while blasting op¬ 
ponents by choosing special jelly beams 
which will transform your Blob into a vari¬ 
ety of useful items like a ladder or bridge. 

Nintendo - Mindscape 

RoadBlasters 
Type: Drive/Shoot Release: Now 
Levels of Play: 50 Difficulty: Avg. 

Based on the popular arcade driv¬ 
ing/shooting combo, you take control of a 
fuel-injected assualt vehicle out to infiltrate 
enemy territory in an armored car that 
packs plenty of firepower. With a cannon 
mounted on your hood, you must destroy 
the opposing cars, avoid mines, and curb- 
side artillery while picking up fuel globes 
and recovering the special weapons drop¬ 
ped from friendly jet aircraft. Can you run 
the gauntlet of enemy landscapes? 

Anyone who's up for another scrolling ac¬ 
tion/adventure gampajU find some merit in 
this new Taxan ti^^^re options with the 
bird seem unnettfl^ and there really 
isn’t anything thS)itsou in the face as 
being spectacular^fc^C-Eyes is entertain¬ 
ing for awhile. 

There’s a lot to like about a Boy and his 
Blob, with some ^^Higitized graphics, 
and animations bfl^a the game story to 
life. The transffl^k Blob introduces 
some interesting aaprcHiities, but the lack 
of scrolling screenWRrother rough edges- 
do detract from the overall appeal. 

RoadBlasters is a VERY good game, with all 
of the high-power^U^ures of the arcade 
included. The gramcSre better than any 
other driving garr^B^Dable for the NES, 
with a smooth P^«e that zooms by. 
Throw in shooting^B^pig, and collecting 
and you get a super gaming experience. 

A decent imitation of Castlevania. The mul¬ 
tiple country seletfja^dds variety to an 
otherwise averag| 
tacular ever app3 
slightly above-avJ 

Nothing spec- 
t the game play is 

The mazes in Blob alone would make for a 
decent game, butj*(fl you add the extra 
challenge of havjgj^jse the right jelly 
beans at the righflflfee game gets even 
better. It's a sillmonMst, and looks like 
Crane's 2600 title^^pn still plays well. 

The best racing game to appear in some 
time. True to th^gHM version, and just 
as fun to play. Wh^p lacks in looks, it 
makes up for in actiM. The periodic warp 
zones let you skip mougb the easy levels 
and eliminates bor^rom for advanced play¬ 
ers. Good, solid, racing action. 

Another Castlevania rip-off that tries to du¬ 
plicate the big 'C’HHfrnes up short. The 
two-player option^^^eless because the 
second player is to do as a bird. 
The backgroundwaJfcs are good, but 
there’s not much r^nl in the characters 
and they don’t help the game play at all. 

A unique game that has several good points 
such as a variety■^■ver-up options of¬ 
fered by differe^^^lored jelly beans. 
There’s not a lot tr^^^me play, however, 
so this unique feqgireVver realizes its full 
potential. StrictlylWP^e. 

A good combination of driving and shooting 
make the game p|^|^taad Blasters a step 
above other carts in^flPTs category. The 
graphics and sound*fre straight from the 
arcade, supportinaMlay mechanics that 
provide a long list cHifferent objectives. A 
very good driver. 

This game does have some cool features 
that bring it close totf^oparent inspiration, 
Castlevania. TheMo^foents and actions 
are displayed welM^^fcere’s just not much 
to do that’s real ektinB Die-hards should 
find some aspect^Bms game appealing, 
but don’t expect too much. 

A Boy and his Blob isn't exactly the kind of 
action/adventure otf^that I’ve come to 
love. Most of th^raSffics are well done, 
but we get poor-H^^kcrolling and not a 
lot of enemies tcMte®t with. Once you 
learn what each OT^Woes, the Blob be¬ 
comes useful, but there’s not much to do. 

RoadBlasters makes up for the horrible dis¬ 
aster that resulte|^*Mindscape trans¬ 
lated another Atari aro^re title, 720. This is 
pure fun, with the f^rect blend of driving 
and shooting. MuIjMe landscapes, bonus 
incentives, and ple^r of targets to interact 
with make RoadBlasters highly enjoyable. 
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G E T S E T F 0 R 
Nintendo and Nintendo Entertainment System are 
registered trademarks ol Nintendo ol America Inc 

Strider Screen Shot 

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 MegaMan2Screen 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, USA. 

CAPCOM 

Call or write: Capcom U S A.. Inc. 3303 Scon Blvd Santa Clara. CA 95054 (408) 727-0400 Toll free: (800) 843-4632 In California: (800) 222-0928 



Master System - Sega 

Golden Axe 
Type: Action Release: 3/01/90 
Levels of Play: 8 Difficulty: Hard 

Master System - Sega 

Dynamite Dux 
Type: Action Release: Now 
Levels of Play: 6 Difficulty: Easy 

TurboGrafx-NEC 

Space Harrier 
Type: Shooter Release: 2/15/90 
Levels of Play: 18 Difficulty: Hard 

The 8-Bit version of the Sega arcade ac¬ 
tion extravaganza brings most of the coin¬ 
op thrills to the Master System. 
Some corners have been cut to bring Gol¬ 

den Axe home for 8-Bit owners. You can 
now select only one character (the War¬ 
rior), instead of the three found in the ar¬ 
cades. In addition to performing a num¬ 
ber of attacking moves, you can also store 
up "Magic Potions" along the way to in¬ 
crease the effectiveness of your magic at¬ 
tacks. 

Based on a little-seen arcade effort re¬ 
leased to limited areas last year, Dynamite 
Dux provides a twist on the standard scroll¬ 
ing action theme by taking a comical ap¬ 
proach to the scenery and characters. 
You control a punked-out Duck out to save 
a girl in distress. Along the way you’ll face 
all types of surreal opponents, leading up 
to confrontations with some of the strang¬ 
est enemies you've ever seen! 

Journey to the Fantasy Zone once again 
in the TurboGrafx version of the classic 
Sega shooter. 

For those who are unfamiliar with the 
Space Harrier saga, you command a fight¬ 
er who has the ability to travel on the 
ground or in the air, fighting deadly op¬ 
ponents with a powerful blaster. Each 
round is made up of varied hazards that 
climax with a furious battle against a dif¬ 
ferent Boss character (Dragons, etc.). 
Bonus rounds expand the play more. 

8-Bit Golden Axe may not have the terrific 
graphics of its 16^^cousin, but it does 
have more than action and excite¬ 
ment. This is nc^MiKsy game, but the 
high level of chall^pe^velcome in a world 
of similar Sega oMjj^Mhat are beaten the 
same day. A very groa arcade copy! 

Aside-scrolling shooter starring a blue duck 
and a cast of bizarM^emies may sound 
exciting and differ^J® it isn’t. Dynamite 
Dux is slow, looks ba^^Ed is way too easy, 
even for beginninuDla^B. It's a new twist 
on an old theme th^^^o excite, astound, 
or even be fun. Bad choice Sega. 

This version of Space Harrier is just as good 
as anything availa||^^Hre, in fact it's bet¬ 
ter in many ways. Tr«rction is very fast- 
paced, and the ener^p attack with an in¬ 
tense ferocity. Th«ngle of the screen 
makes it slightly avJE/ard at ground level, 
but all-in-all this is a good effort. 

Sega has saved their best for last. Games 
like this could ke^^he SMS going for 
another year! Th^wajBcs are outstanding 
and the game pla^L(® challenging. Very 
few comprimises^prejade to this version 
in translations fro^^ercade. 

This is a game that Sega should have for¬ 
gotten about. It'^flM^ipid concept, the 
characters are lani^^Mthe game play is 
too simple. If you're d^Eiough to read this 
review, then youfca t«old to play this 
game. 

NEC has a great translation of this fast- 
moving shooter, |^m|o cares? It's old, 
everybody has pla^^talready, and its uni¬ 
queness has wql^Bk Now it’s only 
average. ^ J 

I’ve always thought that most of the Sega ar¬ 
cade translations fel^hort in one important 
area of game plaPH^Hbther. But Golden 
Axe is a very good re^Bauction of the coin¬ 
op that's loaded witt»allenge, good looks, 
and nifty tunes. TWis an 8-Bit winner! 

This game doesn't have much going for it. 
The characters are tea cartoony, and the 
game play is borina#Bere’s not enough in 
the way of power JpsBshops to enhance 
the action eitherBIHPremise is kind of 
cool, but it didn’t comttff well at all. 

Let me start off by saying that although 
Space Harrier is af|^l game, it's not as 
graphically impr£iv^is other versions. It 
basically has tAfln game play and 
theme, however, fcsHlild satisfy any Tur¬ 
bo owners who waMBlEtle Sega arcade ac¬ 
tion in their diets. 

This is definitely one of the best Sega 8-Bit 
titles to ever appe^^^he game play, al¬ 
though unfair at not giving you a 
chance to defendBp|» attacks, is ported 
from the arcades Mhl^b loss in the attrac¬ 
tion of the theme^|^^>f the best arcade 
titles to ever appear on the SMS 

This is a very bad game. It doesn’t move 
well, it isn't interestid|^id it isn't even any 
fun! The game pIs^ssB) painfully frustrat¬ 
ing instead of challJMag and offers ab¬ 
solutely nothing tBrafl. Games like this 
can give a systemlBBrname. 

Here comes Spac^Harrier again. I don’t 
have anything agrBl^e Turbo version, it’s 
the best yet, but I^Ljakof Space Harrier. If 
you like to move aroun«ie screen and con¬ 
tinuously shoot tM^Al love this. 
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(Nintendo) 

S«al of Quality 

You pilot the world's swiftest chopper with 
unlimited firepower, four types of ammo, 
and devastating napalm bombs. Flying over 
military strongholds and naval barricades, you 
duck merciless aerial assaults, armored tank 
attacks, and bombard your way past heavily 
armed battleships. Up ahead, you see the 
island's menacing main defenses, loaded and 
ready for your arrival - if you survive. 

The intensity and excitement of the coin-op 
sensation, TWIN COBRA, can now be had in 
your own home, so join the Sammy assault 
force in what may be the greatest invasion 
mission since D-day!!! 

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

Phone: (213) 320-7167 

Sammy 

Sammy” and TWIN COBRA’” are trademarks of American Sammy Corporation. Nintendo 
and Nintendo Entertainment System are registered trademarks of Nintendo of America Inc. 



TurboGrafx-NEC 

Military Madness 
Type: Strategy Release: 2/15/90 
Levels of Play: 16 Difficulty: Hard 
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Military Madness is an advanced strategy 
war simulation set on the surface of the 
moon. Allied and Axis armies are fighting 
for control of the lunar surface and the 
riches contained therein. Besides the two 
armies’ armored weapons, neutral factor¬ 
ies can also be captured for even greater 
stockpiles of artillery, tanks, and infantry. 
It’s all-out war and only one side can suc¬ 
ceed in this graphically enhanced simu¬ 
lator. 

TurboGrafx-NEC 

Ordyne 
Type: Shooter Release: 2/15/90 
Levels of Play: 7 Difficulty: Easy 

A cartoon shoot-em-up for one or two 
players! Ordyne takes you across seven 
different worlds of vibrant colors and 
dangerous enemies. While flying in your 
all-terrain ships, you must battle Ordyne 
invaders and their Bosses for cash and 
points. The cash can be used in the spe¬ 
cial Inns where weapon and speed power- 
ups can be puchased, or you can gamble 
at the Dream Co. where a robot slot 
machine waits to challenge you. 

TurboGrafx-NEC 

Deep Blue 
Type: Shooter Release: 2/15/90 
Levels of Play: 4 Difficulty: Hard 

Equipped with an A.N.G.E.L. attack sub, 
you must ward off an alien invasion. 
These invaders aren’t using space ships, 
however, they’ve launched their attack un¬ 
derwater, creating machines that resem¬ 
ble some of the ocean’s most powerful in¬ 
habitants. 

Each level of play is broken up into two 
parts, with a huge Boss attacker appear¬ 
ing at the end of every level. Weapon and 
health power-ups also appear and can be 
stored up. 

This is one of the most unique and addictive 
games I've ever Pk||^ MM isn't a game 
as you know it, tfe^sategy contest that 
puts you in comrAuUKin entire army. All 
the strategic elerj^m^,e handled by the 
system. Don’t p*p^ game up, even if 
you’re not typically a fan of war games. 

Ordyne isn’t a bad game at all. There’s just 
not enough game tl^B to warrant the four- 
meg investment. ]|ft|cartoon settings also 
detract from the^^iBhoot-em-up action. 
Instead of non-BpBisting, you spend 
more time flying fronJP°'nt to point. Color¬ 
ful, but not a lot of fun. 

Deep Blue is riddled with problems. While 
the game begins w^taan attractive theme, 
it quickly deginerajJHy putting you in con¬ 
trol of a slow-mo^^jHack craft, offers only 
three weapons ■l^bhange little when 
powered, and no malr how good you are, 
you can’t help but get hit. 

While no where near as involving and com¬ 
plex as its compu^^usins, MM still has 
all of the basic th^ry^d strategy packed 
into the cart, opponent, even 

for the war gamiBexB1s * and y°u don’t 
have to wait for co^Prer responses. I like 
the idea behind this one a lot. 

While graphically excellent and quite chal¬ 
lenging, somethingifcstill missing in this 
game. It just doe^Hcome across like a 
four-meg game fo J. Perhaps there’s 
not enough bancpi^bbuck, even with the 
floating shops andcpnbling centers that 
help break up the action. 

Shooting fish in the ocean? It doesn’t 
sound too exciting a^it isn’t. Probably the 
most frustrating g^Bver, with enemy fish 
hitting you from\M ft screen before you 
can even react! ft|Mft hold your interest 
and doesn’t have neBv enough variety. 

An excellent strategy game that resembles 
the hexagonal b(MM|g|gies or Desert Com¬ 
mander for the NtS^ftly with 16-Bit gra¬ 
phics and sound! ^pnty of thought must 
be used to overcoB^ the enemy forces, a 
unique and fun cfftge from the quick re¬ 
flexes needed to win most battles. 

Ordyne is a cross between Fantasy Zone 
and R-Type. A c^^^uklition to the family 
of Turbo shoote'^^^ftright and colorful 
graphics supporting^straightforward bat¬ 
tle filled with powedfts, Bosses, and more. 
This one could beftleeper hit. 

A shooting game that could have been 
great. With its oria 
graphics, Deep BbT 
coming a frustra«g| 
and lack of vari^ 

=tl theme and great 
[istead ends up be- 
sson in poor control 
ippointing. 

This game is a little more than your typical 
board game sirr^^^^ The lunar setting 
sets it apart immWffl^ft and the great gra¬ 
phic battles make itfun to watch. More 
control over the b^Bes may have been a 
nice option, but aft stands you get a very 
fun-to-play game. 

This game did not appeal to me at all. The 
graphics don’t fitti^aame, the power-ups 
are too uneven,ftcftiere’s not enough 
challenge to keep a|^Re but the youngest 
players interested Snftter fans will be dis¬ 
appointed in thi^pftrround game that’s 
sure to be finished the same day. 

Deep Blue is a terribly executed game. All 
of the different elen^nts have been thrown 
together with littl^^ftht or planning. The 
backgrounds are dgftd of detail and the 
well drawn attackers* Bosses are virtual¬ 
ly ignored due to^uftrous movement and 
slow game play. Yecchh! 

18 



;0/^E 

“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! 

Technos, Inc. 
10080 North Wolfe Road 
Suite SW3-372 
Cupertino, California 95014 



Genesis-Sega 

Truxton 
Type: Shooter Release: Now 
Levels of Play: 5 Difficulty: Avg. 

Genesis - Discovery Software 

Zoom 
Type: Maze Release: Now 
Levels of Play: Difficulty: Easy 

Genesis-Sega 

Revenge of Shinobi 
Type: Act./Adv. Release: Now 
Levels of Play: 24 Difficulty: Hard 
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It’s you against a galaxy of alien invaders 
with vastly superior numbers. You’re arm¬ 
ed with one of the sleekest, most powerful 
star ships in the universe, capable of eli¬ 
minating even the alien’s most awesome 
Super Bosses. Not only can your pulse 
cannon be upgraded to dizzying heigths, 
you can also change weapons by picking 
up special icons exposed along the way. 
Change to an electrical beam or laser 
beam for more effective attacks and let the 
bad guys have it! 

In Zoom you control a cute little charac¬ 
ter as he jumps about his maze-like world 
of tiles, avoiding the pursuing creatures 
and claiming the squares by tracing 
around all four sides. Special power-ups 
will also appear from time to time that 
allow you to become invincible, freeze 
time, and perform several other maneu¬ 
vers. Ported from the computer game, 
Zoom represents one of the first third- 
party efforts on the Genesis. 

Shinobi is back with a vengeance in 
Revenge of Shinobi. You’re an all-new 
Shinobi with new methods of attack and 
even more powerful martial arts skills. De¬ 
feat the enemy ninja and military oppo¬ 
nents while kicking open the crates that 
are scattered throughout each level of 
play. Some of the boxes can be destroyed 
to reveal extra throwing stars, free men, or 
even explosive bombs! All types of Bos¬ 
ses, from robots to giant dinosaurs round 
out the cast of creatures you must face. 

1 like Truxton a lot, but it just doesn’t simu¬ 
late the intense s^tf^/ould expect in a 
Genesis game. I^^^s like Xevious, but 
with the special Mens and weapons, 
you may find youfc^Bving to power-up 
rather than complet^robattle (which is too 
short). A decent shooter nonetheless. 

Zoom is a game with some 16-Bit looks, but 
game play that ^^fce its been lifted 
straight from a 2OTD aAe. To make mat¬ 
ters worse, your leacrlfcracter moves with 
horrible control, MdoVthe precise turns 
you need to win impossible. This 
game is no fun and highly repetitive. 

This is a beautiful game with all the action 
and adventure yo^Ja^ect from a game 
with the Shinobi n»eM/lultiple magic op¬ 
tions increase you^H^nble attacks, along 
with new jumping®taM. Fantastic back¬ 
grounds, music, aPPnore than enough 
challenge make this game pure dynamite! 

A good shooter for the Genesis. Very de¬ 
tailed graphics a^g^Mge color palette 
make this one of the looking Genesis 
games. Offers non-Mp action and a dif¬ 
ficulty curve set on iM hard side. Controls 
very well and keep^^ou coming back for 

Not a great game for the computers that 
plays even worsc^^to Genesis. The 
game concept excitement, and 
worse yet it controls v^fcpoorly, which only 
adds to the alrea<^r^Vating game play. 
Easily the worse GotPis game yet to ap¬ 
pear and not worthy of the system. 

A truly phenomenal game! Superb gra¬ 
phics, a wide vari^PBkdifferent screens, 
and extremely chKnMig game play all 
add up to one of MM Genesis games 
yet! Has plenty oSepflknd makes good 
use of features likewl^iinobi magic. 

more. 

Truxton is a fast-pacec^hooting game that 
has spectacular gripiMHid incredible vis¬ 
ual power-ups. Thes^Mtures, combined 
with huge Bosses anMtellar backgrounds, 
make this the best s£e shooter I’ve played 
since Blazing Lazers. More levels would 
have made it even better. 

A good example of how 16-Bit processors 
and advanced graphjHdon’t make a good 
game. The look and feel of Zoom is unim¬ 
pressive and thejfiDRgizard controls make 
this game much^M^Pless than what it 
could have been. m 

An excellent game! One of the most amaz¬ 
ing home games UPPKr played, with gra¬ 
phics and soundsMatnri the best that the 
arcade has to o^|^B<tremely detailed 
backgrounds anc^haScters, along with 
some really rad ti^^nake this the best 
Genesis game so far. 

This shooter just doesn’t have enough piz¬ 
zazz to hold your at&MM long. The graph¬ 
ics look detailed, ^^toey’re awfully dark. 
The backgrounds slowly, making 
it difficult to simq|*^^y real feelings of 
speed. A limited m^?er of levels make 
Truxton much less than what it could be. 

This is a horrible game. From the rudimen¬ 
tary game play, to the repetitive sound, to 
the incredibly barffo^Bl, Zoom is annoy¬ 
ing from beginning tfflfcj. Why lift a game 
like this from corr®^Anyway? The first 
big dud to arrive fo^^eGenesis. 

This is a near-perfect game! Take the 
Shinobi theme ano^Paize it with superb¬ 
ly drawn characteMmcyckgrounds, enor¬ 
mous Bosses, l^^Bunning magical 
abilities and you Myhftest game yet for 
the Genesis! Reve^^f Shinobi is an ab¬ 
solute must-have for Genesis owners! 
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Genesis-Sega 

Golden Axe 
Type: Act./Adv. Release: 2/01/90 
Levels of Play: 8 Difficulty: Hard 

GameBoy - Konami 

Castlevania 
Type: Act./Adv. Release: Now 
Levels of Play: 4 Difficulty: Avg. 

GameBoy-HAL 

Shanghai 
Type: Puzzler Release: Now 
Levels of Play: n/a Difficulty: Avg. 
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The 16-Bit version of Golden Axe incor¬ 
porates even more of the subtle features 
found in the arcade original that were 
omitted from the 8-Bit translation. You 
now have the ability to select from three 
different warriors, exchange dialogue with 
other game characters, and enjoy the 
super-charged 16-Bit graphics. Everyth¬ 
ing in the original game is here, from the 
magic power-ups to fire-breathing Dra¬ 
gons. 

Simon Belmont makes another appear¬ 
ance in this special GameBoy return en¬ 
gagement. Most of the features found in 
the NES Castlevania are intact here, in¬ 
cluding the now-famous whip weapon, 
weapon extenders, hidden lUps, and sec¬ 
ret rooms. Four levels of play culminate in 
a confronation with the ultimate evil, Dra- 
cula himself! But, just like in the original, 
things aren’t always over when they ap¬ 
pear to be... 

Shanghai, the ancient Chinese tile game, 
comes to the GameBoy courtesy of HAL 
America. Nearly 25,000 different puzzles 
await your concentration. The object is to 
remove all of the tiles, in identical pairs, 
until none remain. It may sound simple, 
but this classic form of solotaire concen¬ 
tration requires plenty of forethought and 
skill to master. A special American version 
is also included for those who can’t distin¬ 
guish the difference between Chinese 
characters. 

Golden Axe for the Genesis has few flaws. 
The screen graph^gnsrfect, with excep¬ 
tional detail in both the«aracters and back¬ 
grounds. The gam«l almost exactly like 
the arcade, with entires fighting filling each 
round. Axe moves Mw, but has all the hack 
and slash action you could ask for. 

This game, and other titles like Super Mario, 
are what is going totfptfie GameBoy. This 
is a fantastic gan^thjplays just like the 
NES version, witminor limitations 
and fewer roundsfte^niess, it's a fantas¬ 
tic action game aSHrosolutely the best 
thing to appear for GameBoy since SML. 

Shanghai was almost a disaster, until the 
designers put in^fl^fcers and numbers 
mode that is infir^^uaore enjoyable (and 
a lot easier on th^^esThis is another, in 
what appears to I^^Mjcoming trend, of 
GameBoy puzzlersn^t it’s a good mind- 
bender for those up to the challenge. 

Even though it looks better than its 8-Bit 
cousin, itjustdoe^^^MIe as well. Jump¬ 
ing is eradic, and flip^g from right to left 
doesn't always hao^i exactly when you 
want it to. This is Mther complicated be¬ 
cause the enemy ^iys more aggresively 
and moves faster, requiring precise control. 

A couple of hours with this game will con¬ 
vince you that the Qfl^^oy is not a toy, but 
a real game sKen Very detailed 
graphics, hidden^MK and good player 
control, all add Mth^waking of an out¬ 
standing game. Pra^Mroit on the slow side, 
but not slow enough to detract from the fun. 

Some games are tough translations and 
this is one of then^MM game is dry, slow, 
and not challengiif. Tire's no excitement 
and nothing to keepfKgoing after the first 
puzzle. 

A near-perfect translation of the infamous 
Sega arcade hit ^tf^rame name. All of 
the brilliant graplw^B here, along with 
detailed animatio^lwres slashing and 
bodies flying. LoflforBw levels not found 
in the arcade plusro^n more! Atop-notch 
cart! 

This game is proof that the GameBoy can 
duplicate all of ttjPHon of an NES title. 
Visually, one of tffnpt amazing Game¬ 
Boy games to a99Kwith crisp back¬ 
grounds and exHletflstereo sound. A 
good quest with pPi^f challenge! 

Shanghai is a good puzzle game for those 
who like brain te^l^lf you are familiar 
with the home oA^outer versions then 
you know what y<B^^^against. Extra set¬ 
tings and thousaM^^Rizzles make this a 
very good version^^ffanghai on the go! 

Like the 8-Bit version of Golden Axe, this 
translation even ^^MVy captures the es¬ 
sence of the game. Afof the elements that 
made the game a^Kcess in the arcades 
are here, with 16-EMraphics highly visible. 
The game is a bit We-sided in some areas 
as well as repetitive, but well executed. 

There’s no doubting that this will be a big 
cart for the Gan^BIfid deservedly so. 
Castlevania has the utfTt amount of all the 
ingredients needeMD make a successful 
game. One of the w GameBoy titles seen 
so far that overco^s the lack of color to 
produce a very fun piece of software. 

GameBoy Shanghai is a pretty good version 
of the oriental sol^y^jame, but 1 have a 
real problem wi^^ne size of the tiles. 
They're almost iflfflfeble to distinguish 
unless you play j^theMjmber/letter mode 
(a good addition^pf program). In the 
end, however, all this is is another puzzler. 
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ORDER FORM 
Make checks and money orders payable to: 

GAMEMANIA 
4319 OLD MILFORD MILL ROAD 

BALTIMORE, MD 21208 

NAME _ 

ADDRESS . 

CITY _ 

ZIP_ 

_ STATE _ 

_ DAYTIME PHONE ( 

NEW FUU. COLOR CATALOG FREE! 

$00.00 Up to $2400. 
$24.01 Up to $39.99. 
$0.00 Up to $49.99. 
$50.00 Up to $7499. 
$75.00 or more. 

PLEASE INDICATE METHOD OF PAYMENT 
□ Check □ MastetCord (16 digits) 
□ Money Order □ VISA (13 or 16 digits) 

YOUR CARD NUMBER M0/YR 
I I I I I I I I I I I I 1 I I I I 
(Hove you fled out your cred* card no. completely?) 

Expiration Dole 
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Thank you for ordering from GAMEMANIA. Prices are subject to change without notice. 
Quantities are limited. All merchandise is shipped out of our warehouse within 48 hours. Please 
allow 2 to 4 weeks for delivery. All merchandise is shipped U.P.S. ground. Nextdoy and second day 

ir delivery are available, please call for air shipping charges. 
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...We’ve seen the P.C. Engine become the TurboGrafx-16 and the recent release of the P.C. Engine 2 Super Grafx in Japan, 
could the P.C. Engine 3 be far behind? Possibly not, according to super secret sources close to yours truly. Supposedly the 
P.C. Engine 3 is going to be the ultimate in portable gaming, allowing you to play existing P.C. Engine as well as specially 
developed software on the go or, through an adapter, project the game images up onto a regular television. What’s more, this 
device will also double as a television set and pick up T.V. programming out of the airwaves. With additional rumors of a port¬ 
able Genesis being kicked around, the next console wars may be for portable dollars... 

...A new game company without Nintendo’s approval is just over the horizon! This rougue corporation will be producing NES- 
compatible carts at the discounted price of just $19.95. Although I had reported that some current NES producers were plan¬ 
ning to trim costs at the beginning of the new year, this is the first company to introduce never before released titles at such a 
price. Besides some educational softs on the blocks (yecch!), the Share Data company will be releasing Nintendo translations 
of arcade gun games Crossbow and the ultra-bloody Chiller...Behind the scenes meetings are taking place to address the cost¬ 
cutting practices...Sorry SunSoft, Spidey won’t be joining Batman... 

...Here’s the legal shocker of the year - the U.S. Government is pursuing possible anti-trust violations against Nintendo! Ap¬ 
parently Uncle Sam is upset at the monopoly Nintendo has created and the deficit all that cartridge importanting accounts 
for. Regardless if you’re right or wrong, you’re definitely too late...What will this mean for us? More carts from more com¬ 
panies with little restraint put on poor quality product...NEC hopes to interject some life into the Turbo by offering a whop¬ 
ping 50 buck rebat against the purchase of a new system through January of 1990. That should be mighty tempting for those 
of you who are holding out... 

...While we’re on the subject of the Turbo, Quartermann has been hearing rumblings from some major software suppliers level¬ 
ing disappointment with the system’s launch...On an upbeat note, however, the Turbo CD player is completely interchange¬ 
able with Japanese CD software. So, if you can understand Japanese (since most games use voice), you can upgrade your CD 
library extremely fast...I hated Back to the Future Part 2. It was the first time I ever paid money to sit through a two hour com¬ 

mercial... 

...Although they won’t confirm it, sources close to Sega are telling me that the Atari Games arcade mega-hit, Cyberball, will 
be soon available for play on the Genesis! What’s more, this head-to-head contest of futuristic football will be made available 

as one of the first software packages compatible with the Tele-Genesis modem! What a perfect combination! Several other 
games have been created for the modem peripheral and should be shown at the Winter CES...It also appears that several other 
Atari Games/Tengen coin-op pieces have been licensed to BOTH Sega and NEC for use on their advanced 16-Bitters. A deal 

with Atari, for possible use on the portable Lynx, was underway but may have fallen through... 

...Look for Konami to possibly create a four-player version of Teenage Mutant NinjaTurtles based on the recent arcade release. 
The four-player option will remain thanks to the NES Satellite add-on...Konami has also unveiled a new coin-op based on the 
hit movie Aliens, with game play that vaguely resembers a souped-up Contra...Other new games rumored to be in play include 
Dragon Spirit (possibly to Bandai), Splatterhouse (also to Bandai), Abodox (rumored to Milton Bradley), Narc (ported by 
Acclaim), E-SWAT (going to the Genesis), and several other coin-op properties...Whatever happened to John Pretzer?... 

...War of the Worlds is only a little bit better than before, now that the Earth is wasted and that stupid Colonel Ironhouse isn’t 
around to sneer. My new favorite of the season is Alien Nation - this is great T.V. that has "Dynamite Game" written all over 
it (do I hear LJN?)...I’m sorry, but The Wizard was the stupidest movie I’ve seen in a long time. The filming by Nintendo 
Productions was great, however, and I’m sure they’ll sell lots of Super Mario 3 games and Power Gloves. The second time 1 
pay to watch a two hour commerical - jeezL.Well, that’s it for now, I’m going back to my new Super Grafx to blow up the world 

in Battle Ace! Maybe I should suggest a contest for a Super Grafx from Editor ^ 

Harris - what do ya think?... _ 
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DO YOU PLAY VIDEO GAMES?? 
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Each big issue of 
ELECTRONIC 
GAMING MONTHLY is 
loaded with behind- 
the-scenes info, 
previews of un¬ 
released games, and 
cart reviews that you 
can trust! 

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

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

THEN YOU MUST SUBSCRIBE TO 

ELECTRONIC 
GAMING 
MONTHLY 

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

MUCH MORE! 

I WANT TO PLAY LIKE A PRO! 
□ VCCl I want to subscribe to ELECTRONIC 

1 co* GAMING MONTHLY for the low price of 
$19.95 for a full year (that’s 12 incredible 
issues for 50% off the cover price). 

ADDRESS 

CiTY“ 

PHONE 

To order, send the above form, with a check or money order for $19.95 to: 

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



AFTER A PROLONGED SILENCE, 
THE LEGEND RETURNS! 

You are Ryuhi, a dedicated student of the ancient art of Kung-Fu. But your wise 
master has been kidnapped, and with him, the Secret Scrolls, which hold the key to 

awesome fighting skills. Now, set out to defeat the evil Tusk Soldiers and regain the Scrolls. 
Your goal: The World Tournament of Contact Sports, where you will seek out the evil 

warriors of darkness. 



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 programming. Here are just some of 
the fantastic moves you’ll master. 

FLYING DRAGON-the classic hand-to-hand combat game and 
arcade hit(Shang-Hai Kid ) is back, especially enhanced for the 



DARGON(Kung-Fu) 
The leader of the evil Tusk 
Soldiers' Army. A mysteri¬ 
ous fighter with astounding 

skills. 

DEMON KABUKI(Wrestling) 
Nicknamed the Laughing 
Devil after his brutal style 
of wrestling. 

LITRON(Martial Arts) 
A masked warrior with a 
shadowy past. His flying 
kicks and punches are un¬ 
matched. 

"'Mini: :;i#" GO HAYATO (Karate) 
He sharpens his skills by 
training with a bear. His 
distinctive style of karate 
is as deadly as a ninja. 



You’ll face the toughest challengers from six 
different styles of fighting, at the World Tournament 
of Contact Sports. 
The gong has sounded. Now it’s up to you to 
become the World Champion. 

) 

THORNRAM'Kick Boxing) 
Unmatched in the world 
of Thai-style boxing. So¬ 
metimes called "Iron Legs" 
for his wicked kicks. 

BRUISER (Boxing) 
The result of the latest in 
sports technology, he's a 
monster among boxers. 

The refined game play and sophisticated action will 
leave you breathless with excitment. When it comes to 
realistic kung-fu games, there's only one champion— 

FLYING DRAGON. 
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Kung-Fu has never been this real! 
No other fighting game has this level of realism, 
this assortment of real defensive techniques. Over 
a dozen moves are at your command, all with the 
support of artificial intelligence programming. Armed 
with these awesome skills, you’ll train at the 
legendary Shorinji monastery. 

Six types of fighting! 
You’ll face the toughest challengers from the 
fields of Kung-Fu. Boxing, Karate, Wrestling, 
Kick Boxing, and Martial Arts. Only by defeating 
them all will you make it to the top. 

fm. •- . 1 A Cl V O »' NINTENDO' FOR PU' 
EnTERTRinmenT svsTem 

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

Set off on a journey of intense 
adventure! 
Your mission is to retrieve the Secret Scrolls, 
which hold the key to unique kung-fu skills. 
Now you must set off on the journey to com¬ 
plete the mystical mandara seal and activate 
its magical powers. With each new mystery, 
startling new powers will be in your hands. 

The shadowy forces of evil await! 
As you work your way to the World Tournament, 
you’ll have to battle the forces of evil, masqner- 
ading as your opponents. It's up to your skills 
to transform them, and defend the world from 
the legions of darkness. 



The King of comical hand to hand 
combat games is here! 

COMICAL KUNG-FU ACTION 
FOR TWO PLAYERS! 

Jacky and Lee, it s up to you to break 
through the Demon’s Castle 

and rescue Princess Min-Min! 
The exciting ARCADE HIT 
"Chinese Hero" is back, 
powered up for theJUES! 



Who knows what 

wonders and enemies I 

await you? 

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! 

COUURfE^BR/KIN 

There’s Bonus Stages, hidden 

treasures, Warp Zones, and 

plenty of other exciting secrets 

to discover! 

Hmmm, let’s see. 

Now where does this 

warp hole lead to? 

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, 

and you’ll be an awesome 

Kung-Fu Hero! 

[i So this is the 

legendary sword! 



No way, 
pal, he’s .owl I’U let 

ou handle 

this guy* 



RAB THE TREASURES! % 
Sword 
They say that a hero of 
an ancient legend once 
held this treasure. 
There’s only one in this 
world. 

Shorin Temple MarkB 
If the Cat Mage hits you 
with her beam, you’ll turn 
to stone. But this trea¬ 
sure will protect you from 
it 

Gun Ball 
Aim at the enemies and 
fire away! Gnce you’ve 
tried this weapon, you’ll 
be hooked. 

Shorin Temple MarkA 
Watch out for Mr. Coffin, 
he’ll grab on to you. But 
with this treasure, you’ll 
be able to fight back. 

Sake(wine) 
Sorry, guys, it’s not for 
kids. But give it to the 
Dragon, and he’ll be 
reeling! 

Mirror 
A mysterious relic of ancient 
magic, it reflects the enemi¬ 
es’ beams. The fighting is a 
lot easier if you've got the 
mirror. 

($) >feow\ It’s the huge and horrible Uni-Gonl i 
It you’re not an expert yet, I 

your best bet is to Juat j 
run away. Use the warp 

tunne\ to escape. 

<2) Here it is, the warp hotel 
\t’\\ send you through another dimension 

to the next castle. What strange 
wonders are waiting on 

the other side'? 

(§) A million point bonus'. 
There’s plenty at hidden tricks, too. 

knd here’s one ot theml In one ot the 
stages.it you viump on to a suspicious- 

looking place, you’ll get a million-point 
bonusl Can you discover this secret1? 

It’s the DRAGON! Now’s the time to (D 
use the sword. 
His scales are as hard as steel. There's 
only one thing that'll cut 
through them-the 
legendary sword I 

All right! It’s the Bonus Stage! (§) 
Go in to the underground room and rack 
up points! Grab as many bonuses 
as you can. before 
time runs out. 

CULTURE BRAIN U.S.A.INC * /rrr——t-n 1 
15315 N E 90th Redmond Washington 98052 1 IMinlutvli.j 1 
CULTURE BRAIN™and KUNG-FU HEROES™ ate trademarks ^ S«i ot Oual*> 
Ot CULTURE BRAIN USAINC TM and C 1988 
CULTURE BRAIN USAINC 
All rights reserved 

NINTENDO "AND Nini«nd» ENTERTAINMENT SYSTEM" 
ARE TRADEMARKS QP NINTENDO OF AMERICA INC 

Nintendo^, 



BEHIND THE SCREENS AT... 
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NEWS, INTERVIEWS, AND OPINIONS FROM AROUND THE VIDEO GAME INDUSTRY... 

Ever since the Nintendo Entertain¬ 

ment System has established a 

prominent foothold in the American 

game playing market, many 

Japanese companies have estab¬ 

lished U.S. subsidiaries in order to ef¬ 

fectively market their wares to players 

on this side of the Pacific. While 

familiar names such as Konami, Cap- 

corn, and Data East have been on 

Nintendo’s front lines since the begin¬ 

ning of the system’s launch, many 

more new companies have appeared 

with just as much enthusiasm, ready 

to take NES players by storm! 

One of the most aggressive new 

companies to enter the Nintendo 

sweepstakes is Culture Brain. If the 

name doesn’t sound familiar, don’t 

worry. Culture Brain is determined to 

change their position and increase 

their profile in the U.S. with a variety 

of games for both the NES and 

GameBoy. Games that employ a 

number of different themes ranging 

from sports, to action, to adventure, 

yet remain diverse and involving 

throughout. 

In Japan Culture Brain is a developer 

of games in the arcades as well as 

KUNG-FU HERO 

for the NES. Some of their initial 

releases include the NES port of one 

of their arcade titles, Chinese Heroes 

(retitled Kung-Fu Heroes on these 

shores), as well as an action/adven¬ 

ture/fighting game called Flying Dra¬ 

gon. Both of these games, as well as 

their upcoming softs, all employ the 

"...American players 
demand more realistic 
graphics, more depth, 
and more surprises in 

their games. We’re 
taking a better look at 

what players want over 
here and the games 
we’re working on ad¬ 

dress these demands..." 
-Jim Steen 

Culture Brain 

features that have become Culture 

Brain trademarks. You get more than 

just a game in most Culture Brain 

carts, you get an exciting blend of 

many different themes that are all 

brought together within the same 

package. Flying Dragon, for in¬ 

stance, is much more than just a stan¬ 

KUNG-FUHERO 

dard karate kick-em-up. You must 

progress through scrolling action se¬ 

quences, practice in training arenas 

to learn new moves and increase 

your fighting proficiency, and then 

move to World Competition where 

you can use your new-found talents 

against some of the biggest and bad- 

dest karate champs from around the 

world in one-on-one play. Any one of 

these different games could have 

been released separately by some 

companies, but Culture Brain orche¬ 

strated all of these features together 

to produce one game that is much 

more than what it appears to be. 

However these improvements are 

not always recognized by game play¬ 

ers, a fact that Culture Brain repre¬ 

sentative Jim Steen realizes. 

"When Culture Brain released our 

first two titles in America (Kung-Fu 

Heroes and Flying Dragon), we 

chose titles that were already very 

successful in Japan. Like many other 

companies, there was the initial im¬ 

pression that what was successful 

over there would be successful over 

here. Again and again that’s proved 

not always to be the case. American 

KUNG-FU HERO 
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FLYING DRAGON 

players demand more realistic gra¬ 

phics, more depth, and more sur¬ 

prises in the games. We’re taking a 

better look at what players want over 

here and the games we’re working on 

address these demands," he said. 

The first indications of Culture 

Brain’s new American awareness can 

be seen in their next games, Magic of 

Sharazade, Baseball Simulator 1.000, 

and Flying Dragon 2. 

Each of these new releases, espe¬ 

cially Baseball Simulator 1.000 focus 

even more attention on the elements 

of play hidden below the surface. 

Baseball Simulator uses normal 

baseball rules and regulations as an 

intregal part of play, but goes one 

step further by introducing a fantasy 

element that has been painfully 

abscent in a video game. 

"Baseball Simulator 1.000 has a 

number of interesting features that 

make it more than just your average 

baseball close," Mr. Steen continued, 

"giving you unprecedented control 

over the game and your surround¬ 

ings. A menu of special pitches and 

batting abilities add to the game’s 

variety." 

BASEBALL SIMULATOR 1.000 

FLYING DRAGON 

Indeed, Baseball Simulator 1.000 

stands out as one of the best baseball 

games ever released for the Ninten¬ 

do because of these reasons. Even 

though there is some necessity for a 

baseball game that attempts to dupli¬ 

cate the real sport, Baseball 

Simulator goes one step further by in¬ 

troducing a special "Ultra League". 

Now, instead of being tied down to 

conform to the sport, you can also 

take advantage of the video game 

technology to throw flaming pitches, 

thunder pitches, and even the dread¬ 

ed "Ninja pitch". Besides adding a 

whole new edge to the game, this 

mode enables you to tailor your play¬ 

ers and handicap the game, so inex¬ 

perienced players can have a more 

powerful team. It is this level of atten¬ 

tion that earned Baseball Simulator 

1.000 the award for "Best Sports 

Game of 1989" from the U.S. Nation¬ 

al Video Game Tearn, despite the fact 

that the game won’t be released until 

just after the first of the year. 

Another upcoming Culture Brain title 

to look for in 1990 is Flying Dragon 2, 

billed as "a blend between a true RPG 

and one interlaced with more action." 

BASEBALL SIMULATOR 1.000 

FLYING DRAGON 

Describe by Jim Steen as "a game 

where you have the action of combat, 

along with the role-playing aspects of 

making choices, considering your 

abilities, and deciding what to do 

next." 

While the game is essentially com¬ 

pleted, Culture Brain will be making 

heavy modifications to the game to fit 

the American market. The graphics 

are very well done, with a much more 

fluid and realistic (that is, less car- 

toony) look than the first game. "Fly¬ 

ing Dragon is quite different from the 

original, with a lot of surprises, spon¬ 

taneous action and so on." explained 

Steen. "There will also be much more 

in number two. Different things will 

happen in daytime that you can’t do 

in nighttime, for example." 

With a finger on the pulse of the 

players, and even arcade develop¬ 

ment soon to get underway, there’s 

no denying the fact that Culture Brain 

is determined to create a lasting im¬ 

pression on the minds of the Amer¬ 

ican game-playing public. With an 

enhanced library of games soon to 

arrive, the name Culture Brain should 

never elude you again. 

BASEBALL SIMULATOR 1.000 
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(Nintendo) 

Thrash, Bash, and Smash the Competition. 
Team USA is on its way in the Super Dodge Ball World Cup Championship. 
From out of nowhere, this scrappy bunch of rookies are fighting 
for a long-awaited grudge match with the undefeated, defending 
world champions, Team USSR. 

Have you slammed into Super Dodge Ball yet? i 
linnet By Nintendo for Play On lie rtv 1 nme nT 

CSG Imagesoft proudly introduces Solstice, an exciting 
3-dimensional test of wits, skill, courage and conviction. 
Join Shadax's auest as he searches through the deadly 
fortress of Kastlerock for the magical staff of Demnos. 

DODGE BAIL' AND SOLSTICE' 

l i 

- • * ^ n. I 





NOW YOU CAN PLAY 
GAMEBOY GAMES ON TV... 

AND IN COLOR!!! 
Many have complained that the Nin¬ 

tendo GameBoy is too small and hard 

to see and has no color like its high-tech 

counterpart, the Lynx. Well, we’ve 

found a device that solves both of those 

problems, by letting you play your 

GameBoy carts on any standard tele¬ 

vision! You can even add color tints to 

the game screens for more exciting vis¬ 

uals! 

The WideBoy 2, as this device is 

known (don’t ask, we don’t know what 

happened to WideBoy 1), plugs into a 

standard Nintendo Famicom, the Jap¬ 

anese version of our Nintendo Enter¬ 

tainment System. Once the WideBoy 

board is plugged into the Famicom’s 

cartridge slot, GameBoy games can be 

placed in the special port and trans¬ 

lated onto your television screen! 

The full television screen is not used, 

instead the WideBoy displays the nor¬ 

mal GameBoy picture in a central 

frame that is just slightly smaller and 

does not quite extend to the boarders. 

The games appear in a very large for¬ 

mat and are much more enjoyable than 

your typical GameBoy experience. 

In addition to being able to project 

your GameBoy carts onto a full-size 

screen, you can also use the pads from 

the Famicom to toggle through over a 

dozen different colors and hues. While 

this injection of color 

does not affect the 

games and is really 

nothing more than a 

filter over the basic 

picture, it will still let 

you assign all types of 

tints to the pictures, 

including reds, blues, 

greens, and yellows. 

Your GameBoy titles 

can now take on any 

color of the rainbow! 

The WideBoy attached to a Famicom 

The WideBoy also comes with a spe¬ 

cial Nintendo joypad attached to the 

main board that gives you the same type 

of control that you’re used to getting in 

your standard Nintendo games. Alas, 

the port that accepts this control has 

been modified, so it is slightly more dif¬ 

ficult to replace the pad with a Beeshu 

or Advantage. 

The WideBoy is rounded out with a 

Video Link port that let’s you connect 

two WideBoys together (!), although 

you need two monitors to use this func¬ 

tion. 

Will we ever see the WideBoy on store 

shelves? Probably not, considering the 

unit is constructed with dozens of com¬ 

puter chips and runs just over $500! Is 

that too much for GameBoy play on 

your T.V.? You may think that it is, but 

without our special WideBoy we would 

have a much more difficult time show¬ 

ing exciting scenes from the games. 

The amazing WideBoy with NES pad attached. 
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FACT-FILE: 
Manufacturer: Konami 
Machine: GameBoy 
Cart Size: 512K 
Number of Levels: 4 
Theme: Action 
Difficulty: Average 
Number of Players: 1 
Available: Now v___ 

Steve Harris, Ed Semrad 

EXPLORING CASTLEVANIA - THE ADVENTURE! 

Castlevania has quickly become 

one of the most popular sagas to ever 

appear on our screens, with the ideal 

blend of action and adventure 

brought together in all three versions 

of the game (not to mention a new 

Nintendo version). The unique sights 

and sounds, powerful weapons and 

great graphics have made all of the 

Castlevania games more than good, 

they are the standard by which most 

other scrolling character adventures 

are compared to. The latest chapter, 

now available for the GameBoy con¬ 

tinues this legacy. 

version is exceptional - with the 

same outstanding combinations of the following maps carefully and 

graphics, sounds, and play. Study defeat the evil one once and for all! 

Castlevania (Action) 

Coin = Points 

Simon’s Quest (Adventure) Castlevania - The Adventure 

Heart = Health Cross = Invincible 1 Up = Free Man 

41 



LOOK FOR THE 
FIRST ISSUE OF 

PORTABLE 
GAMING 

MAGAZINE AT A 
NEWSSTAND 

NEAR YOU FOR 
THE CON¬ 

CLUSION OF THE 
CASTLEVANIA 

ADVENTURE AND 
EVEN MORE 

GAME TIPS AND 
SECRETS! 

CASTLEVANIA - THE ADVENTURE 
QUEST ONE 

The first level of Castlevania won’t pose any real challenge to 

Castlevania experts, and has a pace that will let anyone become accus¬ 

tomed to the play mechanics of the game. As you can see from these 

maps, there are plenty of torches to hit and many secrets to uncover. 

There is even a secret room that you won’t normally find that holds 1 Ups, 

Health, and Whip Extenders that will help you in your fight against the 

first level Boss. Once you learn how to properly time your jumps in the 

later half of the round you should have no trouble at all in reaching the 

end of this quest. 

BATTLE YOUR WAY PAST NEW ATTACKERS... 
After you’ve climbed up the first rope, you must move to the left past several 

giant eyeballs that are rolling from the left to the right. Stand on the plateau 

just below the one that the eyeball is rolling on and whip straight ahead. If 

you are on the same level as the eyeball, duck down before whipping. Don’t 

forget to grab the cross before climbing up the rope to insure safety from 

falling eyeballs. When you start across the next level, get in close to the 

jumping trolls and eliminate them with one whip and watch out for the flying 

birds! Avoid collision with these beasts by first letting them fly by (unless 

they are on the same horizontal level as Simon when they appear) and turn¬ 

ing around to whip them when they approach from the left to attack. This 

technique can be used against them throughout the game. 

BEGIN YOUR QUEST IN THE HAUNTED FOREST... 
Your monster-bustin’ mission begins in the forest, where you’ll meet some of 

the game’s creepy creatures out to stop Simon. This is a good area to prac¬ 

tice using your whip, knock out a few bad guys, and power-up your weapon 

to Its most awesome strength. Move to the right until you reach the first rope 

and proceed to the next set of screens. 
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CASTLEVANIA - THE ADVENTURE 
QUEST ONE 

The first level of Castlevania won’t pose any real challenge to 

Castlevania experts, and has a pace that will let anyone become accus¬ 

tomed to the play mechanics of the game. As you can see from these 

maps, there are plenty of torches to hit and many secrets to uncover. 

There is even a secret room that you won’t normally find that holds 1 Ups, 

Health, and Whip Extenders that will help you in your fight against the 

first level Boss. Once you learn how to properly time your jumps in the 

later half of the round you should have no trouble at all in reaching the 

end of this quest. 

BATTLE YOUR WAY PAST NEW ATTACKERS... 
After you’ve climbed up the first rope, you must move to the left past several 

giant eyeballs that are rolling from the left to the right. Stand on the plateau 

just below the one that the eyeball is rolling on and whip straight ahead. If 

you are on the same level as the eyeball, duck down before whipping. Don’t 

forget to grab the cross before climbing up the rope to insure safety from 

falling eyeballs. When you start across the next level, get in close to the 

jumping trolls and eliminate them with one whip and watch out for the flying 

birds! Avoid collision with these beasts by first letting them fly by (unless 

they are on the same horizontal level as Simon when they appear) and turn¬ 

ing around to whip them when they approach from the left to attack. This 

technique can be used against them throughout the game. 

BEGIN YOUR QUEST IN THE HAUNTED FOREST... 
Your monster-bustin’ mission begins in the forest, where you’ll meet some of 

the game’s creepy creatures out to stop Simon. This is a good area to prac¬ 

tice using your whip, knock out a few bad guys, and power-up your weapon 

to its most awesome strength. Move to the right until you reach the first rope 

and proceed to the next set of screens. 

COIN 
CROSS 
SPHERE 
HEART 
1 UP 

Secret Room 
There is a secret room filled with 

torches containing valuable en¬ 

hancements in these special 

passages throughout the game. 

The first secret room is found by continuing up this rope. 

You’ll magically walk right through the stones and proceed 

ever higher into a hidden catacomb that contains four spe¬ 

cial torches that will add to your reserve of lives and help 

boost your weapon strength and 

stamina. Don’t pass this room 

up! It will prepare you for the bat¬ 

tle against the first Boss! Climb 

down the rope when all torches 

are captured. 

CLIMB PAST OPPONENTS... 
Once you reach the extreme right, you must move up a 

succession of passageways linked by ropes. In these rooms 

you must beware of falling eyeballs so be sure to grab up the 

invincibility crosses in both rooms. 

Once you make it through the hidden room and to the 

highest plateau, you’ll be attacked by all of the previou at¬ 

tackers as well as bats in the two pits that appear just prior 

to the Boss Lair. Time your jumps carefully to avoid the bot¬ 

tomless pits and get over the two pits. 

The first Boss you face is this mace- 

wielding monster at the end of the 

first level. 

LEVEL ONE BOSS 
After you make it over the two wide pits on top of the floating stones, 

be sure to jump quickly on the platforms on the extreme right of the 

second pit. These platforms (which become much more numerous in 

later levels), begin falling almost immediately after Simon lands on top of 

them! If you manage to make it across these impediments, descend into 

the final pit - the Lair of the first level Boss! Proceed to the extreme right 

of this pit and capture the flashing crystal ball to make the Boss Monster 

appear. The Boss will appear near the center of this area, so stand your 

ground to its right. Get in close and whip (preferably with an extended 

whip). If the monster gets too close or launches its mace against you, 

back up, turn around again, and resume your attacks. 
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The first Boss you face is this mace- 

wielding monster at the end of the 

first level. 

LEVEL ONE BOSS 
After you make it over the two wide pits on top of the floating stones, 

be sure to jump quickly on the platforms on the extreme right of the 

second pit. These platforms (which become much more numerous in 

later levels), begin falling almost immediately after Simon lands on top of 

them! If you manage to make it across these impediments, descend into 

the final pit - the Lair of the first level Boss! Proceed to the extreme right 

of this pit and capture the flashing crystal ball to make the Boss Monster 

appear. The Boss will appear near the center of this area, so stand your 

ground to its right. Get in close and whip (preferably with an extended 

whip). If the monster gets too close or launches its mace against you, 

back up, turn around again, and resume your attacks. 

Secret Room 

co COIN 
CROSS 
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There is a secret room filled with 

torches containing valuable en¬ 

hancements in these special 

passages throughout the game. 

The first secret room is found by continuing up this rope. 

You’ll magically walk right through the stones and proceed 

ever higher into a hidden catacomb that contains four spe¬ 

cial torches that will add to your reserve of lives and help 

boost your weapon strength and 

stamina. Don’t pass this room 

up! It will prepare you for the bat¬ 

tle against the first Boss! Climb 

down the rope when all torches 

are captured. 

CLIMB PAST OPPONENTS... 
Once you reach the extreme right, you must move up a 

succession of passageways linked by ropes. In these rooms 

you must beware of falling eyeballs so be sure to grab up the 

invincibility crosses in both rooms. 

Once you make it through the hidden room and to the 

highest plateau, you’ll be attacked by all of the previou at¬ 

tackers as well as bats in the two pits that appear just prior 

to the Boss Lair. Time your jumps carefully to avoid the bot¬ 

tomless pits and get over the two pits. 



Nintendo GAME BOY- 
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Since it was released this past summer, 

the Nintendo GameBoy has attracted 

gamers with its complete portability as 

well as several popular titles that in¬ 

cluded Tetris and Super Mario Land. 

Outside of these initial offerings, 

however, the GameBoy has failed to 

deliver many new softs, although several 

games (like Castlevania, Motocross 

Maniacs, Boxxle, and Shanghai) have 

been announced. 

Realizing that the success of the Game¬ 

Boy or any game system is tied directly to 

the games it plays, EGM has traveled to 

Japan to get the first word on dozens of 

new GameBoy titles that will be avail¬ 

able throughout 1990 and beyond. 

While all of the games displayed in this 

mega-preview are currently under 

development, many have yet to be an¬ 

nounced or licensed for play in the U.S. 

This collection of softs, however, should 

give you a good indication of where the 

GameBoy is heading in the year to come. 

SNK’s 

Funny Field 
Here’s a multi-level title that incorporates 

both block moving and tile shifting. Choose 

the correct exits to progress! 

Battleship Game 
This untitled game has yet to find an Ameri¬ 

can host, but it appears to combine a number 

of ship warfare elements. You must track your 

prey on an overhead radar and then launch an 

attack! 

w 
E3 ■ 00 

jsspggs? 
O«00 

Om 0 

IOQDOJ> QQOntiQf 

OQo 

ds 
3000 

Varie’s 

Monster Truck 
Take control of a zooming 4x4 as you race 

across dirt tracks and over steep hills in this 

three-quarter perspective racer! 

Kemco’s 

Selection 
This fantasy RPG takes you on a magnificent 

quest! Create a band of adventurers and head 

off for confrontations against evil monsters. 
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Asmik 

Mr. Asmik World 
This fast-moving maze-chase features multi¬ 

ple paths and relentless opponents out to stop 

Mr. Asmik the dragon from escaping! 

Konami’s 

Gradius 
We recently previewed this game at a Japanese 

trade show and it is HOT! Definitely a welcome 

sight on the GameBoy, this shooter duplicates 

almost every feature found in the NES version 

and introduces many new attackers to support 

other familiar faces. Great graphics and sounds 

are supported by constant action and huge Boss 

invaders. Soon to be a GameBoy classic! 

GAMEBOY NEWS 
Still more arcade and original ef¬ 

forts are targeting GameBoy 

screens in 1990. Among the most 

exciting are Double Dragon from 

Tradewest, Kung-Fu Heroes from 

Culture Brain, Wizards and War¬ 

riors and Kwirk from Acclaim, 

Batman from Sunsoft, and Activi¬ 

sion’s Malibu Volleyball. Com¬ 

plete reviews are on their way! 
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World Class Bowling 
Another title without an American licensor 

as of press time, this bowling simulation uses 

first-person perspective graphics and stand¬ 

ard bowling rules. 

Nintendo 

Phallanx 
An all-out space shooter with vertical action, 

lots of enemies, and explosive weapons. Not 

as good as Gradius, but a lot of fun. 

Nintendo 

QIX 
This abstract arcade entry from Taito has 

been licensed to the big ’N’ themselves in 

Japan. Draw lines to claim areas and points. 

Data East 

Lock-n-Chase 
The ancient maze-chase dot-gobbler pro¬ 

vides you with post-Pac-Man advantagess 

such as swinging doors and locks. 

Jaleco 

Bases Loaded 
The GameBoy version of the hard-hitting 

baseball game is an improvement over Nin¬ 

tendo Baseball, but is still baseball in the end. 

Atlus 

CosmoTank 
This combination overhead shooter/first- 

person blast-em-up sports some cool graphics 

but slow action. Looks neat though. 

Navy Blue 
This reproduction of the board game bat¬ 

tleship is enhanced with some nifty visuals of 

missiles firing and boats sinking. This one may 

go to Sunsoft. 

HIT!! 
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Capcom's 

Ghosts and Goblins 
This is a strange variation on the 

normal game that may be chang¬ 

ed by the time the game reaches 

these shores. In GameBoy 

Ghosts and Goblins you assume 

the identity of a winged-demom 

on a scrolling action/adventure! 

PUSH START DUTTON 

Popeye 
This comical adventure game is 

still in development, but may ap¬ 

pear sometime in 1990. 

kl I 

Boxing 
This Tonkin House develop¬ 

ment didn’t have a licensor at 

press time, but it sure looks great! 
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LYNX PREVIEWS 
Although problems with Epyx have 

slowed production, Atari’s latest video 

game system has been released in small 

quantities and is disappearingfrom store 

shelves as quickly as it appears. 

While the system currently has three 

games shipping with it (Blue Lightning 

Electrocop, and Gates of Zendocon), 

three others have been previewed 

(Gauntlet, Rampage Deluxe, Chip’s 

Challenge), and even more (Golf, F-l 

Racers, Xenophobe, and Tower Top- 

pier) are rumored to be in development. 

Here’s a sample of the super tricks that 

the Lynx can perfomx, along with screen 

shots of some of the upcoming Lynx 

games. 

Blue Lightning Electrocop, and Zen¬ 

docon are the first games for Lynx. 

Rampage Deluxe is an expanded ver¬ 

sion of the multi-player arcade game 

Rampage. In this one or two player con¬ 

test, you become a gigantic monster, 

roaming the scrolling streets of various 

metropolatin areas, smashing buildings, 

destroying vehicles, and creating general 

mayhem! A nice game, that becomes 

slightly repetitive after several plays. 

Lynx duplicates the multi-player fun 

and excitement of Gauntlet on the 

small screen in this adaptation of the 

arcade masterpiece. 

The Lynx version of Gauntlet is slight¬ 

ly more advanced than the coin-op 

classic, with more characters, a more 

defined quest, and a special first-per¬ 

son perspective window that brings you 

face to face with everything you un¬ 

cover! The game remains the same for 

the most part, with a seemingly endless 

supply of mazes to explore and 

monsters to fight as you search for the 

mysterious and magical Star Gem. 

The unique first-person window puts 

YOU in the action! Monsters and other 

items appear here and grow larger as you 

approach - just like in real life! This adds 

a whole new dimension to play and 

looks cool as well! 

The Punkrocker, 

Nerd, and Wizard 

are but three of the 

many different 

characters you 

may portray dur¬ 

ing your adven¬ 

tures. 
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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 BOXXI_£! 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 

Not Just Kid Stuff 



TURBOGRAFX-16 
vs. 

GENESIS 
EGM SETS THE RECORD STRAIGHT AND 

ANSWERS THE QUESTION OF WHICH 
16-BITTER IS BEST... 

Dear EGM, 

I have followed your coverage of the 

new NEC TurboGrafx-16 and Sega 

Genesis 16-Bit systems, and both of 

these advanced-technology consoles 

look great. I am planning on purchasing 

one of these systems soon, but my only 

problem is which one to buy. Which one 

will have the most games? Which one 

will have the best games? Do I really 

need a 16-Bit system at all? I’m count¬ 

ing on you for the answers... 

George Mack 

If only one letter could summerize the 

majority of the mail we’ve received 

lately, George’s letters would hit the 

bullseye. We’ve received literally hun¬ 

dreds of pieces of mail and phone calls 

that all revolved around one simple 

question: "Which new game system is 

best, the TurboGrafx or the Genesis?" 

Prior to the machine’s release we gave 

you your first introduction of these new 

super systems (EGM Number 2). At 

the time there were many un¬ 

known factors (future games, 

support, price, etc.) which 

made this dilima even more 

difficult to solve. But now that 

the systems are on store shel¬ 

ves and new softs are being 

released every week, a stonger 

case can be made by both con¬ 

soles. Despite the more ob¬ 

vious indicators of software, 

price, etc., the real question of 

superiority still remains - a 

question which the game mas¬ 

ters at EGM intend to answer. 

With access to both systems 

and advance looks at the 

games that will be available 

through next year, EGM 

gives you the final word on the 

Turbo vs. Genesis debate... 

THE SYSTEMS 
While it must be noted immediately 

that the sophistication of video game 

hardware has no value at all without 

software to play, the more advanced 

the processor and co-processors are, 

the more potential they hold. 

The clear-cut victor in this depart¬ 

ment is the Genesis. Its 68000 proces¬ 

sor is a true 16-Bit brain, capable of 

handling a superior number of func¬ 

tions compared to the TurboGrafx. 

Although the Turbo has no trouble 

rivaling the Genesis in terms of graphic 

quality and clarity (thanks to an addi¬ 

tional Picture Processing Unit), it is not 

as proficient, with its 6502 main proces¬ 

sor (identical to the Nintendo’s), as 

Genesis in handling certain types of in¬ 

formation. Multiple levels of scrolling 

and other "graphics candy" features are 

not as easily attainable on the Turbo 

and consequently don’t show up as 

much in their games. 

In all fairness, however, the Genesis 

succeeds in the hardware department 

because it’s Japanese cousin (Mega 

Drive) was constructed over a year 

after the debut of the Japanese version 

of the Turbo. This in no way means that 

the Turbo is outdated, but it does show 

its age in some ways. 



THIRD-PARTY SUPPORT 
Another important area that needs to 

be addressed when purchasing one 

machine or the other is that of support. 

After all, we don’t want to bankroll 

several hundred dollars into a new sys¬ 

tem only to have that investment dry up 

with a lack of games and interest from 

a manufacturer. While neither NEC 

nor Sega show any signs of slowing the 

development and licensing of new 

games, they are both aggressively seek¬ 

ing third-party assistance for game sup¬ 

port. Third-party licensees are the life 

of the NES, and without a good stream 

of software coming from outside sour¬ 

ces, a game system can become stale 

and lack the exciting arcade games that 

create interest (witness the Sega 8-Bit). 

The Turbo immediately wins this 

software war thanks to the familiarity of 

their machine with developers in Japan 

(where the vast majority of games ori¬ 

ginate). There are literally hundreds of 

games already available or in develop¬ 

ment for the P.C. Engine (Japanese 

TurboGrafx), and most of those titles 

could be easily modified for the Amer¬ 

ican market. Unfortunately, many of 

the most exciting Turbo games have 

been created by companies with ties to 

Nintendo (who look down at cross-de¬ 

velopment of software in multiple for¬ 

mats until two years have passed), and 

they are reluctant to upset Nintendo by 

releasing games for a system with so 

few units compared to the 15 million 

plus consoles Nintendo boasts. Most 

of NEC’s American licensees are com¬ 

prised of computer companies like 

Cinemaware and Incredible Tech¬ 

nologies - development houses who 

have little experience in the design of 

video games. How valuable this net¬ 

work of programming houses is won’t 

be known until later this year, however, 

since most game projects can take up 

to a year to make. 

Sega is taking a somewhat similar ap¬ 

proach for the Genesis, with Discovery 

Software diligently preparing some of 

their strongest computer titles for the 

new Sega system. Behind the scenes, 

however, it appears that more video 

game companies are rallying behind 

the Sega unit in the U.S. Many of these 

companies are related to Nintendo 

licensees directly and have extensive 

backgrounds in the arcade and home 

video game arena. 

While Sega appears to be looking for 

companies to develop and market their 

own software, NEC is looking for pro¬ 

grammers to implement original ideas 

on behalf of themselves (creating 

games that NEC will market). NEC 

has the upper-hand, however, with the 

huge library of softs available in Japan, 

but they MUST get them out over here 

in order to succeed. 

EXPANDABILITY 
A tell-tale sign of any good game 

machine is how well it can accommo¬ 

date your changing wants and needs, 

not to mention the advances 

in technology that inevitably 

occur every year. Both the 

TurboGrafx and the Gene¬ 

sis have expansion ports that 

will allow users to easily at¬ 

tach new peripherals and 

boosters capable of increasing the abil¬ 

ities of the basic console. 

NEC is the first of the two companies 

to show a peripheral that increases the 

power of the standard system. Their 

CD-ROM Interface attaches a CD 

player to the system that enables it to 

play specially designed games on CD as 

well as play standard and new graphic 

CDs through your TV. The only pro¬ 

blem with the TurboGrafx CD is that 

the price is steep ($399) and only two 

games are available (Fighting Street 

and Monster Lair - two games that 

could have just as easily lost the CD 

sounds and been put on cards). As it 

stands now, the CD player is nothing 

more than another higher-priced game 

machine with incredible potential that 

is not currently be realized. NEC has 

an abundance of special interactive CD 

software in development, however, so 

this add-on may become more viable 

later in the year. 

The Genesis, on the other hand, cur¬ 

rently has only a Power Base Convertor 

available that allows players to access 

the Z-80 inside the system so they can 

play their existing library of Sega 8-Bit 

games. 

Even though the Tele-Genesis 

modem has been announced, it has yet 

to appear and the real usefulness of a 

device that is used only to play games 

TurboGrafx-16 Genesis 

Processor 6502 68000 + Z80 

Resolution 256x216 320 x 224 

Colors 512 512 

Maximum Sprites 64 80 

Sound 6 Channel 10 Channel Stereo 

Games 20 12 
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Tele-Genesis Modem 

with friends over the phone lines re¬ 

mains questionable (both have to have 

the modem, the phone lines must be 

clear, the phone bills will be a problem 

if it’s a long-distance call, etc.). But a 

Sega Game Network, which is accessed 

either directly or through an existing 

service like CompuServe or Genie, 

would be an extremely exciting devel¬ 

opment for the Sega modem. A game 

network that allows you to pull Sega 16- 

Bit games from a menu off of the phone 

lines and into your games will soon be 

available in Japan, so why not in the 

U.S.? Rumors indicate that it’s close to 

reality on these shores as well so the 

modem may become a viable utility in 

the future. 

Other Genesis peripherals that exist, 

but have not yet been announced, in¬ 

clude a Light Tablet and software that 

will let you draw pictures on a special 

board and have those doodlings appear 

on your TV screen. A computer 

keyboard and floppy disk drive are also 

completed and can, theoretically, turn 

your Genesis into a full-fledged com¬ 

puter! Games on disk have sold very 

well for Nintendo in Japan, and since 

they’re much cheaper they would pro¬ 

bably do well over here. But uses for 

such a computer set-up are difficult to 

assess considering that very few speci¬ 

fications have been released on how the 

computer peripheral operates, its 

speed, and compatibility with existing 

software (utilities as well as games). 

The bottom-line, for the time being, 

is that while both of these systems have 

interesing attachments, prohibitive or 

questionable factors severly taint the 

inherent value of such peripherals. 

KNOW YOURSELF 

Some people like Ferrari’s while oth¬ 

ers are partial to BMW’s. They’re both 

nice cars, but vastly different, especial¬ 

ly from the owner’s point of view. Vid¬ 

eo game systems are like this in many 

respects, with different features and a 

focus in the software that usually high¬ 

lights one particular type of gaming. 

The Turbo and Genesis both have 

strengths and weaknesses within their 

library of games, but the decision of 

which system is right for you can be 

answered for a lot of people by instead 

asking yourself what type of games do 

you enjoy playing? 

Currently the Genesis is much more 

of an "everything" machine, with a 

balance of game titles addressing all of 

the different gaming genres. In addi¬ 

tion to the inital arcade offerings 

(Super Thunder Blade, Space Harrier 

2, Altered Beast, etc.) release with the 

system, the Genesis has unveiled two 

solid shooters (Thunder Force 2, For¬ 

gotten Worlds), several action/adven¬ 

ture entries (Revenge of Shinobi, 

Ghouls and Ghosts, Rambo 3), and top 

quality arcade translations (Golden 

Axe, Truxton). Genesis has also taken 

a very quick lead in the areas of sports, 

with fabulous versions of Baseball, Soc¬ 

cer, and Golf now available and Bas¬ 

ketball and Football to be ready early 

in this year. Another genre that Gene¬ 

sis is poised to quickly take command 

of as well is the fantasy role-playing 

game. Several RPGs like Hollo Fighter 

(Super Hydlide), Vermillion, Moon 

Dancer, and the mammoth Phantasy 

Star 2 are all due in 1990. 

The TurboGrafx library of games 

relies much more heavily on arcade and 

original shooters and action/adventure 

titles. While they do have an outstand¬ 

ing version of baseball and slightly car- 

toony simulations of tennis and golf, the 

system’s bread and butter remains with 

action games (Legendary Axe, Vigil¬ 

ante, and Bonk’s Adventure in early 

1990) and shooters (Fantasy Zone, 

Galaga ’90, Dragon Spirit, Deep Blue). 

TurboGrafx does and will have some 

product that doesn’t fit the fight and 

shoot mold (like the exceptional lunar 

war/strategy game Military Madness 

and their glitzy basketball game, Takin’ 

it to the Hoop), but the majority of their 

new year releases seem to continue to 

conform with Pac-Land (action), Final 

Lap (arcade driver), Ordyne (shooter), 

Space Harrier (shooter), J.J. and Jeff 

(action), and Crater Maze (action) 

ushering in the first few months of 1990. 

So if you’re a fan of comical adven¬ 

tures and all-out blasters, many with 

familiar arcade names, then the Turbo¬ 

Grafx should be able to satisfy your 

every desire. If you’re looking for a bit 

more diversity in your games, then the 

Genesis would be the obvious choice. 

THE VERDICT 
If you still can’t decide after review¬ 

ing what types of games you like the 

most, then there are some other factors 

to take into consideration and a final 

favorite to be named. 

If the Japanese version of the Turbo 

(the P.C. Engine) were added to this 

comparison, it would beat out both the 

Turbo and Genesis. This is not men¬ 

tioned to appear redundant or favor 

both sides, but simply to illustrate and 

further reinforce the fact that a system 

is only as good as the games it plays, and 

with hundreds of quality titles available 

for the P.C. Engine, it wins hands down. 

Since NEC has not been able to bring 

out the majority of these cards, their 

position is weakened considerably. 

With more exposure to these games the 

Turbo would fare much better. 

For those reasons our vote for "Best 

System" goes to the Genesis. While 

either system is sure to give hours of en¬ 

joyment, the sophistication and level of 

graphics and playability in the Sega tit¬ 

les are too good to ignore. Even though 

there’s sure to be hot titles on both sys¬ 

tems, Sega appears to have an edge 

over the Turbo with a machine that is 

slightly more powerful - but powerful 

enoughto make the difference. 
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YOU’VE PLAYED WITH POWER 

COLOR DREAMS products are designed and manufactured by COLOR DREAMS, INC. They 
are not designed, manufactured, sponsored or endorsed by Nintendo® NES and Nintendo 
are trademarks of Nintendo of America, Inc. 

2700 E. Imperial Hwy., Bldg. A 

Brea, California 92621 

TEL: (714) 579-0693 
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Available atyourlocal 

video or toy stores. 
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Only COLOR DREAMS could pack so much color, excitement, and 
magic into games for your NES* You’ve played with power, now 
play the games of your dreams from COLOR DREAMS. 
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CLTLCCT oUrtn 
GRAFX 

_ TonyTakoushi 

NEW NEC GAME SYSTEM PROMISES 
BETTER GRAPHICS AND PLAY! 

The original NEC PC Engine console 

was unleashed upon the Japanese mar¬ 

ket in November of 1986, and the effect 

was amazing. Carbon-copy releases of 

popular arcade epics like R-Type, as 

well as a unique card medium, attrac¬ 

ted immediate attention to the system. 

This same machine has now been 

repackaged and released in the U.S. as 

the TurboGrafx-16. At the moment, it 

is the number one selling machine in 

Japan; beating even the Nintendo in 

sales (but not, of course, in established 

user base). 

Now, two years later, NEC has releas¬ 

ed its latest PC Engine model. A gra¬ 

phically super-charged console that 

shares much in common with its pre¬ 

decessor, but has many new features. 

The new PC Engine Super Grafx is 

around two and a half times bigger than 

the original PC Engine, resembling the 

TurboGrafx more than the existing PC 

Engine or its new Core Grafx and Shut¬ 

tle systems. It boasts double sprite ca¬ 

pacity (up from 64 to 128 images), more 

colors (over 4,000 to choose from in¬ 

stead of 512), and it is fully compatible 

with the original model so you can slot 

in games from the old PC Engine dir¬ 

ectly into the SG (thanks NEC!). 

The Super Grafx has a very unusual 

shape that is more futuristic than func¬ 

tional. It is sleek and streamlined, with 

sharp angles and cool contours. The 

game card slot occupies the middle of 

the unit, facing towards you, and as with 

Battle Ace, a high-flying sci-fi simula¬ 
tor shoot-cm-up, is the first SG game! 

the original Engine, the power switch 

doubles up, bolting the cards into place 

and preventing accidental damage). 

There are two ports, one on the back 

(the external bus which is NOT com¬ 

patible with the existing CD ROM), 

and one on the front that is called "S Ex¬ 

pansion" (presumably for heavy duty 

add-ons or game enhancers). 

Video output is via a composite lead, 

with no RF output available. There is 

also stereo sound with phonos for left 

and right channels. The joypad is al¬ 

most the same as the original, but has 

turbo buttons built in (again, like the 

standard Turbo) to save wear and tear 

on the tendons. 

The sotware is on card, and it can be 

assumed they have higher capacity (the 

upcoming SG Ghouls and Ghosts is 

rumored to be an 8-Meg monolith). 

The one game released simultaneously 

with the system is called Battle Ace. 



S EXP 
Special expansion will 

enable the PC Engine SG 

to accept additional add¬ 

ons and act as an inter¬ 

face with the system. 

AC ADAPTER 
Packaged AC Adapter 

attaches to the SG here 

and then plugs into the 

wall outlet for power. 

ON/OFF SWITCH 
Supplies power to the 

unit and activates game 

card in place. Also dou¬ 

bles as a lock mechanism 

and prohibits the remov¬ 

al of game cards that are 

in place when the system 

is on. 

EXT BUS 
The external bus will 

allow SG users to add-on 

a variety of peripherals 

much like the current PC 

Engine (CD-ROM, AV 

BOOSTER, etc.) 

PAD CONNECTOR 
Standard flat pad with 

built-in rapid-fire adjust¬ 

ers plugs into this port. 

Multi-player adapter 

available in new Power 

Booster peripheral com¬ 

ing soon. 

AV OUTPUT 
The packaged AV cab¬ 

les allow you to connect 

the SG to any equipped 

TV or VCR and even 

provides built-in stereo 

output if available. 

ROM INPUT 
New SG game cards as 

well as existing PC En¬ 

gine game cards slip into 

this port and are secured 

by the On/Off switch. 

CHANNEL SELECTOR 
Enables you to select 

either channel one or two 

(in Japan) to determine 

game broadcast channel. 

This could be safely described as a 

cross between Galaxy Force and After 

Burner. You control a fighter and have 

to rid the galaxy of evil aliens who spin 

and react to your movements. There 

are many planets to visit and even some 

space duals to overcome. 

Your view is through a cockpit and 

you have a crosshair sight which allows 

you to tilt your machine up/down or 

left/right with a 360 degree flip by 

counterpressing the pad as you go far 

left or right. This rotation has to be 

seen to be believed - it really will have 

your eyeballs rolling and your stomach 

spinning! 

This mother plays so mean and fast, 

the aliens attack relentlessly and their 

missiles are accurate and FAST! You 

can fly up over them or try to duck, and 

for those of you with an urge to surge, 

you can do a 360 degree barrel roll 

while zapping them with your machine 

guns or launching missiles. 

Other screens include indestructable 

asteroids rotating in 3-D, a space 

trench filled with laser barriers, and a 

desert planet with gusts of lava spewing 

up (remember Galaxy Force?). 

In comparison, the new SG is visibly 

better, and is a quantum leap forward 

from the old Engine, despite compat¬ 

ibility and a basically identical proces¬ 

sor and sound chip. It offers sufficient 

enhancements to lure owners into an 

upgrade, although the new system is 

over twice as expensive! 

Why has NEC released a new model 

when its current machine is riding so 

high? Most likely to compete with 

Sega’s Mega Drive (our Genesis) and 

to get a head start on the rumored 

August ’90 release of the Nintendo 16- 

Bit Super Famicom. 

On the negative side, the SG has a high 

price tag (around $290), and the usual 

lack of software on launch. More titles, 

such as Strider, Ghouls and Ghosts and 

others are on their way, however. 

The future of the new PC Engine SG 

is encouraging, with its excellent sprite 

handling and extra colors, but final 

judgement must be reserved until more 

games are available on the SG... 
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Astyanax is the name of Jaleco’s up¬ 

coming action/adventure cart. In the 

game you become the title character, 

warped into an alternate world of good 

and evil where a Princess and fairy are 

counting on your fighting skills to free 

them from a horrible evil. 

Astyanax combines action sequences 

that are similar to Turbo’s Legendary 

Axe with graphic-text screens in a mix 

that is reminiscent of Ninja GaiDen. 

The whole game works well, and has all 

the features that action/adventure fans 

should enjoy. 

Detailed scrolling back¬ 

grounds add depth to play. 

Build up your axe power to 

inflict greater damage! 

Between battles you and your escort will Large Bosses round out the 

converse with all types of creatures. conclusion of each level. 

THE NEW SOFT 
Volume One 

AD & D 

Astyanax 

Arkista’s Ring 

Bases Loaded 2 

Baseball Simulator 1.000 

Chase HQ 

Golgo 13, Part 2 

Ikari Warriors 3 

Mad Max 

Rescue Rangers 

V’Ball 

It Came From the Desert 

Neutopia 

Takin’ it to the Hoop 

After Burner 2 

Air Diver 

Atomic Robo-Kid 

Curse 

Phantasy Star 2 
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Nintendo - FCI Heros of the Lance AD&D com- 

Advanced Dungeons game by ssi, this game is load- 

and Draco ns ec* ac^ventuire an<* sreat gra- 
phics. 

The role-playing masterpiece 

comes to life on the NES courtesy of 

RPG kings, FCI. You form a band 

of adventurers and set out to explore 

a land of wonderous excitement and 

magical splendor. Based on the 

Arkista’s 

Ring 

Nintendo - Samr 

In this in-house effort from Amer- of different landscapes that become 

ican Sammy, you must battle crea- more elaborate and infested with 

tures of all kinds to retrieve keys and even more difficult monsters as you 

warp to higher levels of play. You move on. It is a bit limited now, but 

can also manuever through a variety hopefully more will be added. 

Nintendo - Taito 

Chase HQ 
One of the leading arcade drivers 

of 1989 is now being developed as a 

Nintendo game. You must locate 

renegade criminals who are making 

a quick getaway and drive them off 

the road. Use your driving skills and 

Nitro Boosters to apprehend the 

bad guys while avoiding the twisting 

turns, civilian traffic, and other 

hazards that are constantly appear¬ 

ing through the game. 

Nintendo - Culture Brain 

Baseball 

Simulator 1.000 

These are the latest revisions 

we’ve seen for CB’s Simulator 

1.000. This is a great baseball 

game that’s made even better with 

some of the wackiest options 

you’ve ever seen in a video game 

(try the Ninja pitch for instance)! 

Nintendo - Jaleco 

Bases Loaded 2 

The Second Season 

In this follow-up to their blockbuster 

baseball game, Jaleco sets out to con¬ 

tinue their reign as the premier pro¬ 

ducers of sports games with a sequel 

that’s loaded with new features. 

Bases Loaded 2 incorporates all new 

play angles, advanced bio-rythem 

charts on all of the players, and im¬ 

proved vocal responses. Batting, 

pitching, coaching - it’s all here! 
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Nintendo - Mindscape 

Mad Max 
Loosely based on all three of the 

action-packed Mel Gibson movies, 

Mindscape’s upcoming Mad Max 

game will highlight a driving quest 

that pits you against opposing forces 

as you search for Thunderdome. 

Along the way you must main¬ 

tain a constant eye on your fuel 

gauge and eliminate any enemy 

vehicles with explosives. If you 

need a quick escape, punch 

your Nitro and leave the bad 

guys in the dust! An overhead 

perspective is used throughout. 

Mindscape Presents 

* ** « 

Fuel 
Food * 

Water 
Damage 

Dynamite >l<'}'<}' >y 4' 
Health uuuauuuu 
Ammo 
Keys Pass 

Drive yourMFP fuel-injected monster across the outback in search of necessary items 

such as fuel and explosives as well as the elusive den of Auntie Entity... Thunderdome! 

Nintendo - Vic Tokai 

That international 

super-spy, Golgo 13, is 

out for even more ad¬ 

venture in this Vic 

Tokai game. Journey 

to heigths (even into 

outer space), in this ac¬ 

tion/adventure sequel. 

Golgo 13, 
Part 2 

Nintendo - Capcom 

Rescue 
Rangers 

The third Disney game 

to come from Capcom 

looks to be the best yet! 

Great graphics and top 

notch play make this a 

super game! 

Nintendo - Technos 

V’Ball 
It’s time for fun in the summer sun 

with V’Ball, the ultimate volleyball 

game! Adapted from the Taito ar¬ 

cade game, V’Ball introduces sev¬ 

eral of the hottest volleyball teams 

from around the country together 

in combat! You control every aspect of 

play, including serving. You can also 

perform a number of nifty moves to be¬ 

come airborn and spike the ball in your 

opponent’s faces! 

Numerous options are available as you 

climb your way to the championships. 

Can be used with the NES Satellite for 

simultaneous four-player action. 



(Ninlwndo) 

DO NOT AnEMPT YOUR MISSION UNTIL THE 
CHOPPERS ARE OVERHEAD, SNIPERS ARE IN 
POSITION, AND YOUR HOMEWORK'S DONE. 
Not doing your homework could he a mistake. 

Every move you make could jeopardize your 
fellow rescuers, and those held captive. 

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

There are 15 levels of difficulty, from "Training/ 
Mission" to wickedly-fast "Jupiter Mission." Thrills ar6 
delivered in bold strokes, with super high quality ^ 
graphics and animation. 

With RESCUE: The Embassy Mission, brainpower 
is as important as firepower. / 

KEMCDaSEIKA L A 
1sz 

Exclusively distributed by SEIKA CORPORATION. USA. NINTENDO" and 
NINTENDO ENTERTAINMENT SYSTEM" are trademarks of Nintendo of 
America. Game-Pak (NES-GP) RESCUE" is published under license from 
Infogrames, ©1988-1989. Infogrames" isa trademark of Infogrames. Used 
with permission. All rights reserved. Licensed in conjunction with JP 
International. ©1989 KEMCO. 

This official seal is your assurance that Nintendo* has approved the 
quality of this product. Always look for this seal when buying games 
and accessories to ensure complete compatibility with your 
Nintendo Entertainment System." 



"YOU STAND AT THE EDGE OF A DEEP 
CHASM. FROM THE DARKNESS BELOW 
RISE THE SCREAMS OF THE UNDEAD." 

Can you outwit and overcome the 
thoroughly-evil Warlock Lord? His 
mysterious spell holds Castle Shadowgate 
captive. Dozens of hidden pitfalls and 
nasty entities lurk in every corner. 

Probe along menacing stone 
corridors looking for hidden 
passageways. Discover 
mysterious artifacts in dark 
chambers. Glues are there | 
for those bold enough, 
and wise enough. 
Torches. Keys. 
Gemstones. V 

Slay a dragon, cross a river of fire. 
But be careful. A wrong move could 

bring your quest to an untimely end. 
A whole world of options are at 

your command with 
dynamic graphics to bring 

the dark mysteries of the 
Middle Ages to life. 

The question is...are 
!'-L you up to the challenge 

J M of Castle Shadowgate? 

KEMCCUSEIKA 

SHADOWGATF" is a trademark of ICOM Simulations, Inc., and is 
used with permission. Licensed in conjunction with JPI. ©1987, 
1989 ICOM Simulations, Inc. NINTENDO* and NINTENDO ENTER- 
TAINMENT SYSTEM" are trademarks of Nintendo of America. 

This official seal is your assurance that Nintendo* has approved the 
quality of this product. Always look for this seal when buying games 
and accessories to ensure complete compatibility with your 
Nintendo Entertainment System.* 



Nintendo - SNK 

Ikari Warriors 3 
The third installment of this coin¬ 

op classic is now in development and 

may appear sometime in 1990. More 

explosive sights and sounds and two- 

player simultaneous combat is guar¬ 

anteed in this last chapter (?) of the 
Ikari Warriors saga. All new graphics bring Ikai to life again! Are you ready for another Ikari conflict? 

TurboGrafx - NEC 

TakirT it to the Hoop 
The first 16-Bit basketball 

game to appear is on the 

Turbo and does it ever look 

great! You control an entire 

team of players against a 

friend or a group of com¬ 

puter-controlled players. 

Takin’ it to the Hoop in¬ 

corporates several different 

screens, including a scroll¬ 

ing court, wide variety of 

players who each have their 

own strengths and weak¬ 

nesses, as well as reserve 

players and different forms 

of offense and defense 

allow you to tailor this game 

from beginning to end. 

There are even tournament 

and league play options! 

The game’s strong point is 

its exceptional graphics, 

however, with the close-up 

slam dunk and free throw 

animations especially de¬ 

tailed. For basketball fans, 

this Turbo card is a must! 

TurboGrafx CD-ROM - NEC 

It Came From the Desert 
The first third-party CD development is an adapta¬ 

tion of the classic Cinemaware computer game. This 

take off on the fifty’s movie Them! highlights giant ants, 

a powerful soundtrack, and all new sound and voice ef¬ 

fects. One of many new CD releases on the way! 

TurboGrafx - NEC 

Neutopia 

A brand new RPG for 

your Turbo is on its way! 

Neutopia uses many fam¬ 

iliar play mechanics that 

you may think are similar 

to Zelda and other quest 

adventures, but with plenty of super-charged Turbo¬ 

Grafx visuals. You must explore the Neutopian world, 

collecting power-up items and other enhancements 

that are necessary to complete your quest. Gather gold 

and purchase new equipments, or visit with other 

characters for additional 

information on how to 

complete your quest. A 

stunning adventure from 

beginning to end and a 

nice addition to the Turbo. 
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(Nintendo) 

Seal of Quality /. 

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

Address 

Mail to: Sunsoft, P.0. Box 2390, Libertyville, IL. 60198 eg 

GET THE TITLE THAT MAKES YOUR 
SMALL SCREEN A WHOLE LOT BIGGER 

Blaster Master ' has the graphics 
power to blow your TV away! 

In this subterranean world of endless 
and terror, there’s only one way out: by^P?* 
blasting your way through a series of jpfet 
caverns guarded by prehistoric creatures 
so powerful, so menacing, and yo 
gigantic, they literally fill your/creen! 
So load your arsenal, and get ready 
for the graphics monsterpj&e that 
redefines the capabilitiMfof the 
Nintendo Entertainment System. 
Blaster Master. At your favorite 
dealer now! 

THE 
TITLEHOLDER! 

SUNSOFT’ and Blaster Master’ are registered trademarks ol Sun Corporation of America. Nintendo’ and Nintendo 
Entertainment System’ are trademarks of Nintendo of America Inc s> 1989 Sun Corporation of America 



Genesis - Sega 

Air Diver 
The first flight simulation game for 

the Genesis combines true flying 

realism with fast-paced arcade-style 

combat. Arm your Air Diver stealth 

fighter, review your battle plans, and 

take to the skies to make the clouds 

a friendlier place to live. Great 

graphics top off this unique cart. 

Genesis - Sega 

After Burner 2 

Return to the high-flying arcade 

fun of After Burner in this super¬ 

charged 16-Bit sequel! After Burn¬ 

er 2 uses many familiar play themes 

to continue the jet-powered air-to- 

air battles against enemy planes 

over hostile territory. Are you ready 

for this new Sega translation? 

Genesis -Treco 

Atomic Robo-Kid 

What’s a lowly space robot to do? 

You’ve been placed in the center of 

an alien conflict and it’s up to you to 

put a stop to the mayhem. Blow 

your way through the enemy defen¬ 

ses in this scrolling shooter, to save 

the universe. 

You control the Atomic Robo- 

Kid, a jet-pack powered super 

droid out to stop the bad guys. Im¬ 

mense destructive power is on your 

side as well as plenty of maneuver¬ 

ability. Another arcade effort from 

one of the Genesis’ first third-party 

performers. 

Genesis - MicroNet 

Curse 

This is the type of game that the 

Genesis does to complete perfec¬ 

tion! Following on the heels of 

another side-shooter (the even parts 

of Thunder Force 2), Sega dishes up 

an even more impressive blast-em- 

up loaded with power-up capsules to 

retrieve, bonus incentives to shoot for, 

and sizzling Bosses that are packed 

with power! 

We’ve seen it before: fly an attack craft 

through alien hazards, destroying 

everything in sight, to reach the ul¬ 

timate goal in each round. Along the 

way you can enhance your weapons 

even more! An intense shooter that 

looks and sounds very good! A super scene from Curse. 
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Nine larger than 
life missions! 

Outrageous martial 
arts moves like the 
Cyclone Spin Kick "! 

A<L\dtm 

THE ARCADE SMASH 
IS NOW PLAYING ON NES1 Masters of the Game' 



Genesis - Sega 

Phantasy Star 2 

Without a doubt the best selling game that Sega ever 

released for their 8-Bit Master System was Phantasy 

Star; an epic four-meg masterpiece that combined the 

perfect blend of role-playing adventure and graphics 

action. Add a battery back-up and a hundred hours of 

play time and you had one of the few cartridges that was 

worth the $60 + price tag. 

Now Sega is planning to unleash the sequel to this fan¬ 

tastic game on owners of the Master System’s 16-Bit 

cousin. Most of the same play elements remain, but the 

sterling quality of the machine’s advanced graphics and 

sounds (not to mention the full six megs of power and 

battery back-up) make this cart a spectacular tour-de¬ 

force for the Genesis. 

Awakening from a horrible dream, you are compelled 

to journey throughout Paseo and surrounding cities in 

search of an answer to the mystery of a Biosystem’s ac¬ 

cident that has created hundreds of creatures. Mother 

Brain, the all-powerful computer that was put in charge 

of Mota to bring peace and harmony to the planet ap¬ 

pears to be malfunctioning, but before the problem can 

be diagnosed, you must travel to the Biosystems Lab and 

record the data concerning the monstrous events that 

have taken place. Your mission won’t be easy, but with 

the aid of Nei, your half-human/half-monster friend, as 

well as other adventurers you meet along the way, you 

may have a chance of defeating the evil adversaries you 

meet and solving the quest. 

Some Exciting Scenes 

From Phantasy Star 2 

NEW SOFT NEWS (Coming in Volume Two)... 

Get ready for plenty of new 

games! Tons of softs are now under 

wraps for unveiling at the Winter 

Heavy Barrel is coming soon for NES! 

sumer Electronics Show in Las Vegas 

this January, with all of the major 

players set to show great stuff like: 

* Super C and possibly Castlevania 3 

for the NES and Gradius for GB. 

* Wizards and Warriors for GB. 

* Bonk’s Adventure and Cratermaze 

for the Turbo. 

* Tongue of the Fatman and Hard 

Yardage from Activision for Genesis. 

Look for these and many, many more 

in our expanded Next Wave next issue! 

Super Contra (or Super C) is 

another hot title on the way from 

the folks at Konamil 
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KNIGHT RIDER 
MISSION: Retrieve top secret 
weaponry stolen by 
terrorists. 

VEHICLE: KITT, the 
Knight 2000 supercar. 

WEAPONS: High-impact missiles, 
Machine guns, Reflex 
lasers. 

SPECIAL FEATURES: 
Continue mode, Protective 
shields, Turbo boosters. 

The Ultimate 
Driving Game! 

KNIGHT RIDER 

ON THE GROUND 
AND IN THE AIR... 
ACCLAIM’S GOT 

THE ACTION! 
/ / J* ^ OS 

MISSION: Rescue American 

VEHICLE:Airwolf, 
the Mach 1 jetcopter. 

WEAPONS: 33 mm 
Machine guns and Copper- 

SPECIAL FEATURES: 
Fully functional cockpit, 

. . ' J On board computer. 

Command the 
State-of-the-Art 
Flying Weapon! 

>1«laim 
Masters of the Game 

a :c-a "'■ana Waste-jot the Game™ TM Acclaim Entertainment In; Kn 9h)Ffce™ar,;J Airwolf™TM & a 1982.198a versalCil. S-jaas nC r,intenco” ana N.ntencc Enters -~e~ S.a- 
Inc *> '989 Acclaim Er-ertamment. Inc 
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Tricks- 
or ihe 

-Trade 

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

GENESIS GOLF 
Pby Fantasy Zona 

It is possible to play a special ver¬ 

sion of Fantasy Zone in Arnold 

Palmer Golf! Shoot 100 on any 

one hole and the words "GAME 

OVER" will appear. Press Up, 

Up, Down, Down, Left, Right, 

Left, Right, ’B’, and ’A’ to enter 

this special sub-game! 

GODZILLA 
Secret Code 

To warp ahead to the highest 

levels of play for the climactic con¬ 

frontation against the invading 

monsters, select this code: 

DESTROY ALL MONSTERS 
Be sure to substitute the number 

zero for the letter ’O’. 

SOUND TEST 

NUMBER = 54 

MILITARY MADNESS 
Secret Sound Test 

It is possible to listen to all the 

sounds of battle with this special 

code! During the IP Continue 

mode, input the word "ON- 

GAKU". A super sound test 

mode will be activated that allows 

you to listen to over 50 different ef¬ 

fects! 

MILITARY MADNESS 
Warp Codes 

Military Madness is a fantastically dif¬ 

ficult game, with hours of challenge 

awaiting even the most proficient bat¬ 

tle-ready commanders! But now, with 

these special codes, you can warp to 

any sector of the moon base and take 

the Axis powers on head-to-head! A 

complete listing of codes for each of 

the game’s 16 levels of play follows: 

Level One Revolt 
Level Two Icarus 

Level Three Cyrano 
Level Four Ramsey 
Level Five Newton 
Level Six Seneca 

Level Seven Sabine 
Level Eight Aratus 
Level Nine Galois 
Level Ten Darwin 

Level Eleven Pascal 
Level Twelve Halley 

Level Thirteen Borman 
Level Fourteen Appolo 

Level Fifteen Kaiser 
Level Sixteen Nector 

CONTINUE PftSSHORO ZONE 

PLEASE INPUT STAGE NAME 

B C D E F G H I.J/Kt 

t OMGAKU ] 
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TURBO PAC-LAND 
Secret Functions 

At the title screen, hold 

down the number One, Two, 

and ’Select’ buttons. Next, 

hold Down on the pad and 

press ’Run’. The Pac-Land 

Debug mode will appear. 

...a secret sound test! Now 

you can listen to any of the 

cheerful Pac-Land tunes 

played throughout the game! 

Press ’Run’ again to return to 

the title screen. 

You can now adjust the 

number of remaining Pac- 

Mans, activate a special Level 

Skip function that allows you 

to begin at any of the game’s 

32 rounds, or even... 

To activate the No Death 

and Pro games (the second 32 

levels of play that are much 

more difficult than the first 

32), press ’Run’ until you 

reach this screen. 

SOUND TEST 

OO 

«me options 

MVPAC 9 

SKIP ON 

For the Pro levels, press Up 

on the pad ten times. The 

word Pro will then appear. 

Select your beginning round 

and start the game by press¬ 

ing ’Run’ once again. 

To become invincible, press 

Down on the pad 100 times 

until the words No Miss ap¬ 

pear below Skip. Now you 

can run through the ghosts, 

but don’t fall off the ledges! 

SIDE ARMS 
Black ari White Play 

No, it’s not GameBoy, but you can 

play the Turbo Side Arms in a spe¬ 

cial black and white mode. During 

the title screen, hold the number 

one, two, and ’Select’ buttons while 

pressing the pad Up before hitting 

’Run’ to begin play. 

SIDE ARMS 
Slew-Motion Mode 

There is a hidden slo-mo mode in 

Side Arms that is jerky, but does 

slow down the hectic action. Press 

the pad Down while holding 

’Select’, button One, and button 

Two. Next press ’Run’ and the 

game characters will travel slower. 

DEEP BLUE 
Secret Continue 

This fishy shoot-em-up is one of 

the most difficult games we’ve 

ever played - no matter how good 

you are you’re going to get hit! 

To get up to three continues, hold 

buttons One, Two, and ’Select’ 

while holding Up on the pad. 
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TURBO SPACE HARRIER 
Secret Mode Screen 

To access the advanced Mode 

screen (where extra men and difficul¬ 

ty can be addressed) you must first 

score high enough to enter the reg¬ 

istration screen. Once there, tap in 

the initials "MD" and go to end. Now, 

when you return to the Mode option 

on the title screen, many advanced 

features are now available! 

TURBO SPACE HARRIER 
Hidden Continue Option 

Now it is possible to continue in¬ 

definitely in TurboGrafx Space Har¬ 

rier! Like the Mode trick, you must 

first score high enough to enter your 

initials. When you reach that screen, 

type in the initials "CNT". When you 

go to the title screen a "Continue" op¬ 
tion will now be present. You can First score over high enough to register Then enter the command "CNT to 

continue from rounds 6 and 13. your name in the high score tables... make the Continue feature appear! 

ORDYNE 
Secret Debus Mode 

When the title screen 

appears, reset the game 

five times (’Run’ plus 

’Select’), hold the pad 

Up and to the Left and 

then press ’Start’. 

When the Debug screen appears, hold ’Select’ 

and press ’Run’ to advance to the option you wish 

to change. Reset to escape the special screen. 

ORDYNE 
Ploy os Kono 

It is possible to play through the Ordyne adventure 

as Kana, the captive girl that you normally set out to 

rescue! When the title screen appears, hold down but¬ 

ton One, button Two, and ’Select’ for several seconds. 

The word "KANA" will appear over the title. Now 

when you press ’Run’, you will control our heroine! 

R-TYPE 
Extro Credits 

During the title screen, 

hold down the number 

One, Two, and Select but¬ 

tons. Extra credits will 

appear. 
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THE FIGHTING MACHINE 

Explosive graphics 
and sound effects! 

Battle hostile 
space bandits! 

[cassggfljl 
The International Chartbuster 

Is Now Playing OnNESI 
Masters of the Game 

Acclaim”and Masters oftne Game are trademarksof Acclaim Entertainment. Inc Cybernoid'vTM& c 1989Gremlin Grapnics Inc 
Nintendo’ and Nintendo Entertainment System’ are trademarks o! Nintendo of Amenca Inc c 1989 Acc aim Entertainment inc 



^Kflaim „RESENES 
9fr*9 icr r>r» n #■*<>■** 

TM 

FACT-FILE: 
Manufacturer:Acclaim 
Machine: NES 
Cart Size: 2 Meg 
Number of Levels: 9 
Theme: Action 
Difficulty: Average 
Number of Players: 1 or 2 
Available: Now 

Steve Harris 

DOUBLE THE ACTION, DOUBLE THE FUN! 
Undeniably one of the most trend-set¬ 

ting coin-op games to appear in some 

time was Double Dragon. This game 

marked the beginning of the scrolling 

beat-em-up era with two heroes taking 

on gangs of street thugs who had taken 

a beautiful girl captive. The game was 

an instant smash! 

Double Dragon was ultimately release 

for play on the NES, but unfortunately 

appeared with no dual-player simul¬ 

taneous options. A minor shortcoming 

that flawed an otherwise brilliant game. 

NowTechnos, the designers of all the 

Double Dragon titles, has licensed the 

power-packed sequel to the first game, 

entitled Double Dragon 2: The 

Revenge, to Acclaim for all NES users. 

Not only does this new cart have a two- 

player feature intact, but nine new 

levels of bash-em-up action and scroll¬ 

ing scenary. There are even radical in¬ 

termissions between game levels that 

help explain the mystery behind 

Marian’s disappearance. 

The improvements over its predeces¬ 

sor, from the multi-player options to 

the new moves and techniques to the 

all-new cast of crazed villains help 

make Double Dragon 2 the first block¬ 

buster of the new decade! It may be 

familiar territory, but a punch-and-kick 

game has never looked so good! 
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HOW I WRESTLED 
MAH’AND ■ h 

by Chris "the Crusher "Johnson 

,r % 

“I just beat ‘Macho Man’ Randy Savage "! And I did it on 
Acclaim’s WrestleMania00 for Nintendo!0 This is one t 
tough video game. It’s got incredible wrestling ^ 

r moves, and the best VWVF superstars. 
“When I wrestled ‘Macho Man’, I was Hulk 

Hoganv^Nobody beats the Hulk.) I went head-to-head 
with my friend, Johnny Sterner. He was ‘Macho Man’. 

He came at me with his patented 
flying elbow smash and a HUL 

head butt, two of his best JjjL 
moves. But I was the 

Hulkster,™ down but never out. r 
<'3L “At first I kept my distance, letting v 

z'] $ \ my power level build up. I was smart 
enough not to corner the‘Macho 

Man’, because that’s when he turns 
into a real Savage. Then I came MAl 

back with a furious attack — RANC 
/ v an uppercut smash, a head 

4 butt and a drop kick, wearing 
him down and keeping him 
from grabbing his energizers. P“l finished him off with the 

ultimate body slam 
and... I’d tell you more, but ~ ** L 

jfwemet— > ted 

*:raw* y°umi9htbeat 
j j me the same way. 

Lm**** * * ‘Wanna try? Go out and 
get Acclaim’s WWF WrestleMania00 for 

your Nintendo!0 It’s the video 
BSSSF game to beat!” 

v 

Masters of the Game 

femSSTJEtt 

•esa 
HONKYTONK MAN' 



ROLLING 
THUNDER 

FACT-FILE: 
Manufacturer: Tengen 
Machine: NES 
Cart Size: 2 Meg 
Number of Levels: 40 
Theme: Action 
Difficulty: Hard 
Number of Players: 1 
Available: Now 
V_ _J 

Steve Harris 

WATCH THE THUNDER EXPLODE! 
Translated from one of the better 

single-player action entries to appear 

in the arcades, this Namco-licensed 

title succeeds in beefing up the Tengen 

library of games with another solid 

game that holds plenty of surprises! 

Although Rolling Thunder adopts a 

fairly standard run and shoot theme, it 

throws in all kinds of different obsta¬ 

cles and impediments that can be used 

for protection as well. You are also 

able to play on two separate levels at 

any time in many areas, further expand¬ 

ing the number of options available at 

any time. 

Rolling Thunder continues to in¬ 

crease the depth of play by adding spe¬ 

cial doors that our hero can enter to 

retrieve extra ammo or even a better, 

machine-gun weapon. 

One of the most noticeable features 

of Rolling Thunder is the high level of 

difficulty that the cart embraces from 

the first stage right up to the final con¬ 

frontation with the wizard-like Boss. 

This is a tough game that’s sure to test 

even the most invincible veterans of 

similar battles. But this is just one more 

advantage that Rolling Thunder has 

over much of its competition. 

PASSWORD WARPS! 

After completing each new level of 

play and ending your game, you will be 

given a password that will return you to 

the same round that you previously oc¬ 

cupied. Use these codes (or those 

found in EGM #6) to blast past the 

earlier battles and take on the Boss! 

SAVE YOUR GIRL 
BEFORE IT’S TOO 

LATE! 



FACT-FILE: 
Manufacturer: Sega 
Machine: Master System 
Cart Size: 4 Meg + Battery 
Number of Levels: n/a 
Theme: RPG 
Difficulty: Hard 
Number of Players: 1 
Available: March ’90 

Ed Semrad 

SOLVE THE MYSTERIES OF ULTIMA IV 

This is Sega’s second big offering for 

the new year. Along with Golden Axe, 

Sega intends to prolong the life of the 

8-Bit Master System well into the next 

decade. While Golden Axe is sure to 

delight fans of action/adventure con¬ 

tests, Ultima 4 will please everyone who 

has been waiting for the next great 

RPG on the Sega. 

Following the storyline of the success¬ 

ful computer game, you must search 

the lands for other fighting men to join 

your party, collect experience, dexter¬ 

ity, and strength in an attempt to solve 

one of the most complex quests ever to 

appear in a home video game. The 

level of depth in Ultima 4 is so great, 

that you can converse with practically 

everyone you encounter! Other types 

of opponents (like Ores) may get ugly, 

so be sure to have your sabre near by to 

enter the fighting mode. 

Detailed play mechanics, fine graph¬ 

ics, and an enormous four-meg adven¬ 

ture (complete with battery back-up) 

make this a must for RPG fans! 

Whenever you encounter others, you 

can always interact in a number of ways 

ranging from talking to fighting... 

Pulldown menus allow you to examine 

your current status at any moment. 

...and when you do decide to fight, you 

must use strategy and power to over¬ 

come the opponents! 

CREATE YOUR 
CHARACTER... 

Prior to setting out on your quest, you 

must visit the old gypsy. She will lay out 

cards and, depending on your respon¬ 

ses, create a classification for your on¬ 

screen persona that mirrors your psy¬ 

chological profile. 

73 



u' 

FACT-FILE: 
Manufacturer: NEC 
Machine: TurboGrafx-16 
Cart Size: 2 Meg 
Number of Levels: 12 
Theme: Shooter 
Difficulty: Average 
Number of Players: 2 
Available: Now 

Steve Harris 

RECLAIM THE EARTH WITH FIREPOWER! 

IK BUTTLE FOR SURVIVAL MRS STORIED• 

Side Arms was really the sequel to 
Capcom’s first scrolling shooter featur¬ 
ing hover-robots, Section Z. It has 
since spawned another sequel called 
Forgotten Worlds. Regardless of its 
relatives, however, Side Arms stands 
out as an involving shoot-em-up with 
lots of color and some nice options. 

Either one or two players can battle 
it out at once. Moving about the screen, 
the on-screen heros can fire left and 
right, using any one of six different wea¬ 
pons that can be captured from POW 
capsules that are deposited in the wake 
of certain enemy opponents. 

Large Bosses that require repeated 
attack, hidden power-ups, and plenty 
of fast-action play highlight this slight¬ 
ly difficult, but very fun shooter. 

Grab the Super Connector to join with 
another player or module for extreme 
firepower! 

CONFRONT THE FOUR 
SIDE ARMS SUPER 

BOSSES! 

Boss Type 1 - Fires laser Boss Type2-Spinningcan- Boss Type 3 - Similar to Boss Type 4 - Most aggres- 
beams and moves slowly nons shoot and speed up One, but more aggresive sive plus tries to ram you 

BIT - Forward Fire S.G. - Burst of shots MBL - Powerful! 3-Way - Streams of Auto 1 - Fires ripple Auto 2 - Increases rate 
with revolving shield kills enemies & shots blaster but slow three shots fire up, down and ahead of normal firepower 

74 



I WANT TO PLAY LIKE A PRO!!! 
Confront the enemy with all the firepower you need - Electronic Gaming Monthly 
magazine! Use this handy order form to bring EGM right to your doorstep every 
month! Get the first word on new systems, unreleased carts and software, play¬ 
ing secrets, and game reviews that tell it like it is...SUBSCRIBE TODAY!!! 

I want to subscribe to Electronic Gaming Monthly for the low, low price of □ only $19.95 - that’s over 50% off the standard newsstand cover price! 
Order the only magazine that gives you the previews, reviews, contests, 
and tip booklets you want at this special subscription price! 

Name_ Age_ 

Address_ 

City_ State_ Zip_ 

Make check or money order for $19.95 payable to: 
Sendai Publications, 1920 Highland, Suite 300, Lombard, Illinois 60148 

Please allow 4-6 weeks for delivery of first issue. 

W"t 
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FACT-FILE: 
Manufacturer: NEC 
Machine: TurboGrafx-16 
Cart Size: 2 Meg 
Number of Levels: 32 
Theme: Action 
Difficulty: Above Average 
Number of Players: 1 
Available: March ’90 
v___j 

Steve Harris 

HELP J.J. AND JEFF SOLVE THE CASE! 

This is the most exciting case yet for 
that daring detective duo, J.J. and Jeff. 
They must overcome constant danger 
from natural and hidden hazards to lo¬ 
cate a kidnapped VIP being held by the 
powerful Boss Kara. 

To realize their objective, you are put 
in charge of one character while the 
other continually shows up throughout 

the game to offer advice, health, and 
other special powers. 

Ported over from the hilarious Jap¬ 
anese card called Ken and Kato (which 
showed the title characters farting then- 
way through the obstacles), this game 
is filled with a multitude of worlds that 
are drawn with exceptional detail. Lots 
of nasties are always around to offer ad¬ 
ditional challenge, so you can bet that 
our heros will need plenty of help if they 

are to save the day! 

The origin¬ 
al Ken and 
Kato game 
from Japan 

Explore Eight Worlds of Get the Key and 
Action and Adventure! Fight the Bosses! 

Some rooms contain slot machines Look for the keys in trash cans. You 
where you can exchange coins for tries! must find them to locate the Bosses. 

Each round in loaded with hidden goodies and dangers! Kick every object you en¬ 
counter to uncover more coins, and try locating other hidden areas in the same way. 
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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 1943v The Battle of 
Midway. All simply by moving your hand. 

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



NESM players moves they’ve never had be 
fore—and never will have with a joystick. 
Twist your wrist for an immedi¬ 
ate head butt in Double Dragon. 
Bend a finger for “Thrash Mode 
—your character turns and 
shoots in all possible directions. 
Bend another for “One-Shot 

Turnaround”: you automatically change 
direction and fire faster than you ever 

could with a joystick. 
With new moves at your dis¬ 

posal, it makes your joystick games 
: v especially vertical scroll games, 

new. Different. More exciting. 
And that’s only the beginning. 



FACT-FILE: 
Manufacturer: NEC 
Machine: Genesis 
Cart Size: 3 Meg 
Number of Levels: 32 
Theme: Strategy 
Difficulty: Average 
Number of Players: 2 
Available: February ’90 

David White 

TAKE CONTROL OF THE MOON AND 
DEFEAT THE AXIS POWERS! 

f \ 

STORY 
In the distant future, the coun¬ 

tries of the world have colonized 

the moon, and built large factor¬ 

ies on its surface. These facilities 

process a variety of valuable mat¬ 

erials that the ruthless Axis Em¬ 

pire has occupied in preparation 

of the launch of their ultimate 

weapon, the S.A.M. missile, to¬ 

wards Earth. 

Determined not to bow to the 

evil Axis rulers, the Allied powers 

of Earth have launched an all-out 

attack against the Axis war mach¬ 

ine on the lunar surface. Unless 

the Allied troops can reach the 

Axis army’s main headquarters in 

the Hector quadrant, all hope will 

be lost... 

The map screen plots your progress as 

you travel across the moon’s surface... 

Reclaim factories and invade neutral 

production units to supplement your 

accompanyment of ships, troops, 

tanks, and other weaponry. 

Battles take place on specially animated screens that have explosive outcomes! 
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POWER BEYOND YOUR FINGERTIPS 
i ,onn w#ivf- 

CALL AND HEAR HOW THE PROS BATTLE THEIR WAY TO VICTORY!!! 

We will tell you about the special tricks, secret strategies and hidden power-ups to the hottest Nintendo*" video games. 

Simply call the Hot Tips Hotline at 1 -900-646-1036 from your touch-tone phone and you pick the category you want 

to hear -- like Action, Adventure, Sports and The Classics. Plus you also get info on the following categories: 

HOT NEW RELEASES: Stay informed on up-coming game releases for the Nintendo Entertainment System. 

We update our information constantly to keep you informed! 

KILLER CONTESTS: Win your choice of the newest Nintendo video games! All callers are eligible, call 

for details of the game cartridge giveaway! 

FREE NEWSLETTER: All callers can receive a complimentary newsletter featuring detailed video gaming 

information for the NES, previews and reviews of the latest games, interviews with 

contest winners, information on discounted game cartridges and much more! 

HI-SCORERS CLUB: If you're an awesome game player who has what it takes to enter this club, we'll give 

you a HI-SCORERS CLUB tee shirt! Call to find out what games are sponsored! 

The Hot Tips Hotline costs $2.00 for the first minute and 75 cents every minute thereafter. Don't forget to get your parent's permission. 
Nintendo, Nintendo Entertainment System and NES are registered trademarks ot Nintendo of America Inc. The Hot Tips Hotline is not endorsed or affiliated in any way by Nintendo of America. 

Write to us at PLAY-4-fUN 644 N. Santa Cruz Ave. Suite 12-215, Los Gatos CA. 95030 



FACT-FILE: 
Manufacturer: Sega 
Machine: Genesis 
Cart Size: 4 Meg 
Number of Levels: 5 
Theme: Shooter 
Difficulty: Average 
Number of Players: 1 

^vailable: Now 

Steve Harris 

DESTROY THE ALIEN TRUXTON WORLDS 
Truxton was a sleeper hit in the ar¬ 

cades, which received only a handful of 
the machines as boards. It’s too bad 
this sizzling shooter didn’t get more 
widespread attention - it definitely goes 
in the file under "I" for intense! 
Sega has now created a Genesis trans¬ 

lation of this no-nonsense vertically 
scrolling blast-em-up. What few saw in 
the arcades can now be purchased for 
home play, with little loss in the trip. 

The Skull Bombs wipe out everything on 
the screen instantly! A powerful weapon! 

Stage One - Blast the side cannons and 
aim for the central launcher. 

Truxton was developed by the Toeplin 
Group, responsible for such power¬ 
house shooters as Twin Cobra and Hell 
Fire. Their experience in the field 
shines again with Truxton, which 
doesn’t try to be daring or unique in its 
execution, but does come off with some 
original flair. 

You must fly over alien landscapes to 
reclaim the territory. During your jour¬ 
ney you can capture pods left in the 
wake of certain enemy craft that will in¬ 
crease speed, add explosive bombs to 
your reserves, or change your weapons. 
The Truxton weapons steal the show, 
with beautifully animated routines that 
grow to immense proportions. 

Truxton does lack a lot of bright 
colors, and the backgrounds scroll by at 
a painfully slow speed, but the shooting 
action is solid and is enhanced by the 
varieties of alien ships and Boss attack¬ 
ers that are always waiting to engage. 

then concentrate at the ship's middle. 

V / 

Stage Three - Direct all firepower at the 
center of the metal monster! 

TRUXTON SUPER BOSSES... 



-\ 

POWER-UP 
WEAPONS 

During each phase of battle, you 
will encounter groups of alien ships 
as well as key enemy craft that re¬ 
lease power icons when destroyed. 
These items can include Speed and 
Bomb supplements, weapon boost¬ 
ers and weapon changers. I 

Each of the weapons has its own 
list of positive and negative fea¬ 
tures, so determine which form or 
attack fits your situation and con¬ 
centrate your enhancement efforts 
with that power-up in mind. Each 
weapon can be enhanced up to 
three times so build-up your guns! 

V J 

PULSE LASER PHOTON BEAM ELECTRICAL 
Fires numerous streams of More powerful weapon that Beams of energy attach to 
small projectiles that carry fires smaller number of larger targets for "homing" 

limited damaging strength, shots straight ahead. powers. 

Level One Level Two Level Three 

DESTROY THE 
ALIEN’S DEATH 
GRIP AND MOVE 

TO HIGHER 
ROUNDS!!! 



Receive Top Dollars^ 
For Your Used Nintendo^ 
TITLE OF GAME YOU USED TITLE OF GAME TOU USED TITLE OF GAME TOU USED TITLE OF GAME TOU U$ED 
10 Yard Fight S10 S19 Duck Hunt S10 S29 S14 $27 Spelunker $12 $24 
1942 10 19 Elev. Action 14 28 Maj Lg Baseball 10 23 Spy Hunter 10 19 
1943 12 23 Empire City Morbel Madness 16 27 Spy vs Spy 13 24 
Adv. Bayou Billy 15 27 Excitebike 10 19 Moppy land 15 25 Sqoon 15 29 
Adventure Island 15 27 Faxanadu 18 32 Morio Bros. 15 32 Stor Force 10 19 
Adv. of Lolo 14 27 Fester Quest 15 29 Marvels Xmen 20 35 Stor Force II 20 32 
Adv. Tom Sawyer 16 32 Fighting Golf LT 15 28 Mego Mon 20 39 Star Soldier 15 28 
Aigina Pnoph. 18 27 Fist/North Star 18 38 Mego Mon II 22 33 Star Voyoger 10 19 
Air Fortress 20 35 Flying Dragon 1 20 39 Metol Gear 10 19 10 19 
Airwolf 16 27 Freedom Force 10 24 Metroid 20 34 Street Cop 18 36 
Alpha Mission 10 19 Friday the 13th 12 24 Mickey Mouse 12 23 Strider 18 36 
Amagon 16 28 Galago 12 24 M{fity Bat Jock 10 19 Super Dodge Boll 18 36 
Anticipation 12 25 Gountlet 10 24 Millipede 12 23 Superman 18 34 
Arkanoid 35 60 Ghost & Goblins 10 19 Milons Sec Cost! 15 28 Super Morio 1 10 19 
Athene 10 19 Ghost Busters 14 19 Mission XX 16 28 Super Mario II 20 34 
Bock to Future 16 32 Godzillo 19 38 Muscle 10 19 Super Pitfoll 20 38 
Bod Dudes 20 39 Golf 10 19 Mystery Quest 16 28 Super Sprint 18 36 
Bad Str Brawl 20 39 Golf Pebble Bch 12 21 Natl Football Lg 18 28 Super Stor Force 16 27 
Balloon Flight 12 19 Golgo 13 12 19 Night more Elm St 21 32 Super Xevious 16 27 
Baseball 10 19 Goonies II 12 29 Ninja Goiden 20 32 Taboo 6th Sense 16 27 
Baseball Stars 16 32 Gotcha 10 19 Ninja Kid 10 19 Tag Team Wrestl 11 21 
Baseslooded 14 25 Grodius 10 19 Ninja Toro 16 27 Tecmo Baseball 16 28 
Battlefield Napi 20 37 Grand Prix 16 27 Nobun. Arrtition 20 38 Tecmo Bowl 18 34 
Boric Commando 14 25 Guordion legend 14 29 Operation Wolf 14 27 Tennis 10 19 
Black Tiger 22 39 Guerilla War 16 29 Othello 10 19 Terminator 18 34 
Blades of Steel 14 24 Gum Shoe 12 21 Pocman 10 19 Terra Cresto 18 32 
Bloster Master 15 24 Guns moke 12 19 Paper Boy 16 27 Tetris 20 39 
Bomber Man 15 28 Gyruss 12 21 Password 16 28 Thunderblode 14 25 
Breokthru 12 24 Heavy Barrel 18 28 Pinball 10 19 Thundercode 16 27 
Bubble Bobble 12 24 Hector Vector 18 28 Platoon 10 19 Tiger Hell 10 19 
Bugs Bunny 14 28 Hogans Alley 10 19 Popeye 20 35 Titon Worrior 16 27 
Bump and Jump 10 24 Hollywood Spgs. 16 28 Predator 20 39 TMNT 20 34 
Burger Time 10 19 Hoops 15 27 Price is Right 21 32 Top Gun 10 19 
Calif. Games 15 28 Hydlide 16 28 Pro-Am Rocing 10 19 Touchdown 16 27 
Carocresta 20 37 Ice Climber 12 21 Pro Wrestling 10 19 Touchdown Fever 16 27 
Casino Kid 16 32 Ice Hockey 10 21 Punch Out 14 29 Town & Country 10 19 
Castlequest 18 36 Ikori Warriors 10 19 Q-Bert 10 19 Track & Field 10 19 
Costlevonio 10 28 Ikori Warriors II 10 23 Rocket Attack 15 27 Track & Field II 16 27 
Costlevonio II 12 24 Indiana Jones 16 28 Rod Rocer 14 28 Trojon 10 19 
Chester Field 18 36 Iron Tank 12 23 Raid Bungl. Bay 10 19 Ultima 30 49 
Chubby Cherub 15 28 Jackal 10 19 Rombo 10 19 Urban Champion 10 19 
City Connection 12 24 Jaws 10 19 Rompoge 14 28 US Golf 16 27 
Clu Clu Land 12 24 Jeopardy 16 28 RBI Baseball 10 24 Vegas Dreom 25 42 
Cobra Commond 14 28 Jeopardy Jr. 18 34 Renegode 16 27 Vindicators 16 27 
Cobra Triangle 16 32 JohnE. Qtrbock 14 24 Ring King 10 24 Volleyball 10 22 
Commondo 10 19 Jordon vs. Bird 16 29 Rood Runner 18 29 Wheel/Fortune 16 29 
Contra 12 24 Joust 10 19 Robo Cop 21 32 Wild Gunman 10 18 
Cycle Shooting Korate Chomp 10 21 Robo Worriors 16 27 Willow 18 36 
Dr. Jekyll/Hyde 16 36 Korate Kid 10 19 Roger Rabbit 20 34 Winter Gomes 12 22 
Deadly Towers 10 28 Kamov 14 28 Rollerball 20 34 Wtzads/Wbmors 12 23 
Defender II 12 28 Kid Icarus 20 34 Rush 'N Attack 10 19 World Gomes 12 23 
Desert Commond 15 30 KidKool 18 32 Rygor 10 19 World Runner 10 19 
Defender/Crown 20 32 Kid Niki 15 25 Secret Castle 16 34 Wrecking Crew 14 25 
DinoRiki 16 32 King Knight 16 32 Section Z 10 19 Wrestlemania 16 29 
Donkey Kong 10 24 Kung Fu 10 19 Seicross 15 27 Xenophobe 10 19 
Donkey Kong Jr 10 24 Kung Fu II 20 32 Sesame Str 123 10 19 Xevious 10 19 
Drky Kg Jr Math 12 24 Kung Fu Heroes 14 24 Sesame Str ABC 14 28 Zanac 10 19 
Donkey Kong 3 12 24 legocy/Wizord 14 28 Side Pocket 50 95 Zeldo 15 29 
Donkey Kg Clos. 12 24 Legend of Koga 10 19 Skate Or Die 14 27 Zeldo II 20 32 
Double Dragon 20 32 legendary Wings 10 19 Sky Kid 12 23 Zeto Gundam 16 27 
Double Dribble 12 24 life Force 10 18 Sky Shork 16 32 Zombie Master 16 27 
Dragon Ninja lode Runner 12 22 Slalom 10 19 
Dragon Power 13 24 Lunor Pool 14 29 Soccer 10 19 Power Gleve 30 49 
Dragon Worrior 18 32 Moch Rider 10 24 Solomons Key 20 39 Control Deck 35 60 
DrChoos 16 28 Mogic Shohrazod 18 28 Speed Rumblers 10 19 

(Due to a 3 month lead time to place this ad, our sell or buy prices may be different) 

NO MEMBERSHIP 
REQUIRED 

CALL TODAY OR WRITE TO: (612) 541-9021 

FUNCO, INC. 
"The Fun Company" 
3233 Gettysburg Court 
New Hope, MN 55427 

QUICK DELIVERY 

To Purchato: Send check or money order to FUNCO, INC., 
3233 Gettysburg Court, New Hope, MN 55427, Add $350 Ship¬ 
ping plus 50* per game. Add $1.00 per title if ordering by credit 

card' | All games come with a 90 day warranty ! 

To Sell Us Games: Call us first for current prices. All accepted 
games are paid within 48 hours of receipt of games. Prices based 
on game, instructional manual, and original box. Subtract $1.00 
for missing manuals. Call for prices if missing original box. 

We Reserve The Right To Refuse Any Purchase Or Sale 

Win! Win! Win! 
free Widen Games 

for Years! 
Before January 30,1990, send us a photograph of 
the Star Soldier screen with your best score on 
it. 1st Prize: One true electronic warrior will earn 
the rank of First-Without-Equal, and free advance 
copies of every Nintendo Entertainment System game Taxan will 
make. Plus a Sony portable CD player! 2nd Prize: One cool- 
headed fighter will achieve the rank of Radblaster, and the right 
to participate in the next three Taxan adventures-forfree! 
3rd Prize: Five rugged veterans will earn their Galactic Wings, 
and the next two Taxan pulse-pounders-before they ever hit the 
stores. 4th Prize: One hundred combat professionals will be 
named Startroopers, and awarded this coveted chance to 
battle: pre-release ~W/X^ /XIVI 
copies of the next hot i j ■/•lA/oll ^1 
Taxan game. Consumer Division 

Official Rules: To enter, send a photograph of your winning screen, along with your name and address, to: Taxan, Star Soldiers 
High Score Contest 161 Nortech Pkwy, San Jose, CA 9S134. Limit: one per person. All entries must be received by Jen. 30,1990. 
Not responsible for postal service errors. Judges’ decisions are final. Prizes won by minors may be awarded in the name of 
parent or guardian. All taxes are responsibility of winners. Employees (and their families) of Taxan and their affiliates are not 
eligible. All federal, state, end local restrictions apply. Void where prohibited. No purchase necessary. 

C1968 Hudson Soft Mfd. under kcense by Taun USA Corp. Nintendo end Nintendo Entertainment System ere trademarks of Nintendo of America bio. 

We Buy-Sell Used 

NINTENDO 

GAMES 
HIGHEST PRICES PAIDI 

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! 
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ESCAPE 
FROM THE PRISON CAMP 

OF ORDINARY GAMES! 

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

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

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

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



Enjoy 

Hudson BE THERE! With the 

Magic of Sound. 

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 SANSUISSS 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. 



Thank you! 

Our goal is to preserve classic video game magazines so that 
they are not lost permanently. 

If you come across anyone selling releases from 
sj|e, please do not support them and do let us know. 

People interested in helping out in any capacity, 
please visit us at www.retromags.com 

No profit is made from these scans, nor do we offer anything 
available from the publishers themselves. 


