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Take lt To 
The Streets... 
CRASH BOYS - 

iT} ” n 2 . . 

Crash” Cooney and his posse from Southside High Sctaine'g Crags Cooney seteanather 
own every sports record in Spring Hill history. 400M Hurt-les course record. Crash and the 
Legends? Heroes? Not in this town—where Todd Southside Boys—Cheese, Noise, Dragon and 

Thornley and all the rich snobs up on the Hill think Sting-Ray—put the Hillers to shame. 
Southsiders are low-lifes. 

So Todd and the silver-spoon mama’s boys at the three 
“Hiller” schools have issued a desperate challenge to 

save their fading reps: Let’s take it to the streets in the 
Southside...no rules...no refs...no penalties—and we'll 
see who comes out in one piece. 

: . . ) inp Todd Thornley forgets to let go and takes a 
And just in case the Hillers can’t handle Crash ‘N’ The ride ta Haauner Throw Goff. His Weshington 
Boys, Todd’s rich daddy has fielded Team Thornley—a High team has been humiliated by Crash 
ringer group of super-athletes from Thornley Industries. once too often. This time it's personal. 

Five radical events. Five motivated teams. 

Five members per team. Only one winner. 

“Spreck” Spreckles, Jefferson High's 
captain shows his lethal moves in the 

Water Slaughter. He thinks Lincoln and 
Washington are almost as bad as 
Southside. Almost. 

Action For 1-4 
Players! 

i ' Raee 3 
Artie Van Smythe vaults from rooftop to 
towering rooftop in the Skyline Scramble. 
Lincoln High’s team captain despises the 

Southsiders—especially Crash. 

Crash ‘N’ The Boys TM and 
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Rocky Rockowitz makes use of the 

devastating super kick in the Judo event. 
The elite, computer-controlled Team Thornley 

is out to crush Hillers and Southsiders alike. 



I'M MARTHA SPLATTERHEAD~- 
RENEGAPE CYBORG AND FAB- 

NOT EVEN MY OLD 
BupvIES THE 

COMBATRIBES CAN 
>, STOP ME NOW! 

Eb EZ 

DON'T COUNT ON IT. pil [suSsT BECAUSE YoU WERE ONCE PART 
SPL ATTER H AR dp I @| | OF THE UNIT, POESN'T MEAN BULLOVA, 

DS: BLITZ AND I’ WILL SHOW MERCY ON YoU 
PBI TOO gi ime AND YOUR BOOT- 

| Sty | | Wig, fj LICKING GANGSI 
t 

savananoen 8 seazcakeR Special “VS. Mode” lets you 

battle as any of the 16 gonzo 

characters and go toe-to-toe 

with everyone—even your 

fellow Cyborgs! | Wy TECHNOS 
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SIIPER NINTENDO : Blast the blazin’ Slash Skaters Go berserk as Berzerker and take 
@ Aree TALuMenT SISTEEI s under the strobe-lights of the on a fire-breathing Swammy in 

paca Lexington Disco. the special l-on-1 “VS. Mode.” 

The Big Apple’s gone rotten and an old ally is at the core. , ts Licensed by 

Your mission: destroy Martha Splatterhead—former Combatribe-babe ‘er TECHNOS 

turned Gotham gang-queen. But before you get close to this renegade- © “4 AMERICAN TECHNOS Inc.™ 

mama, you'll have to do some head-bashin’ with five of New York City’s The Combatribes TM ©1992 American Technos, Inc., 
A 19200 Stevens Creek Blvd., Suite 120, Cupertino, CA 95014 

most feared gangs—on their tu rfl Nulncene, Super fneencis PA eae ae and the Nintendo Seal of Quality are 

registered trademarks of Nintendo of America Inc. ©1991 Nintende of America Inc. 
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LETTER FROM THE EDITOR 
By Elizabeth A. Olson 

Welcome to 1993! And what a 
year it promises to be in the world of 
gaming. 

1993 should be a banner year 
for disc development. Nintendo 
already has us anxious for their new 
Super FX chip, promised for early 
this year, that will enhance select 16- 
bit cartridges with special effects. 
Not to mention, we get to watch the 
fallout of their CD agreements with 
Philips and Sony as we anticipate 
their 32-bit CD drive. 16-bit games 
have progressively gotten stronger 

and stronger, and it will be interest- 
ing to see what designers have in 
store for this year. More of our 
favorite licensees will be jumping on 
the cross-over band wagon, which is 
good news for the player. And 
gamers may soon see those nation- 
wide game networks that we’ve 
heard so much about, as well as 
video games by phone. 

Time will tell, but it sounds like 
it will be a busy year. The staff of 
Game Informer Magazine would like 
to kick it off by bringing you a retro- 
spective look at The History of Video 
Games. Robotics fans will enjoy the 
Cybernetics feature, which includes 

Mega Man’s latest adventures, 
Cybernator for the SNES, and 
Terminator 2 for the Game Boy 

We'd like to know more about 
you, our reader, and how we can 
better serve you so we’ve included 
a survey on page 35. Fill it out for a 
chance at free Electronic Arts 
games. 

So let’s get busy. Happy 1993 
and, as always, happy gaming! 
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Subscription Notice 

Want to stay on top on what's 
new in the video game world? Keep 
the Game Informer coming to your 
home. ; 

Subscribe now for only $17.88 
and receive six action-packed issues; 
one every other month. That's almost 
$1.00 off each issue. 

Look for the subscription card in 
the issue and sign up today! 

We're Waiting To Hear 
From You! 

We'd love to hear about any tips 
or hints you've discovered. If we print 
your tip, you'll receive $20.00. Send 
only unpublished tips, please. You will 
be notified by a letter once the issue 
has gone to print. We are sorry, but 
you will not be notified if your tip is 
not selected. 

Send your tips to: 
The Fun Club Tip Line 
10120 W. 76th Street 

Eden Prairie, MN 55344 

Corrections: 

The correct price of the SNES Ascii 
Pad listed in our Christmas Buyer's 
Guide (Nov/Dec ‘92) is $24.95. 

The producer of the upcoming 
movie Toys, is Barry Levinson, not 
Barry Morrow. (What's Hot, Nov/Dec 
‘92) We apologize for the mistake. 
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e Longer Play 

e Higher Levels 
e Quicker Response 

* Faster Motion For use with Super Nintendo 
e No more Sore Thumbs Entertainment System® 

e Better Control 
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Control directional movement e Hi gher Scores 
with just a touch of your finger di 
(no need to push). e Turbo Action 

Get the touch, get Turbo Touch 360-the breakthrough, high-tech 

video game controller that is so easy to use that it lets you play as 

long as you want. Just pass your finger or thumb over the sensor = oe 

plate—no need to push—and you have total control of your game. —- Far use nihil iar yl 
Now, make moves like you’ve never made before and really get into 

the game. Turbo Touch 360 adds up to quicker response, faster 

motion, no more sore thumbs, better control, higher scores, more 

fun, higher levels and longer play. Triax is so sure that you will enjoy 

extra hours of effortless play that if you don’t, we'll refund your 

purchase price. Get in touch with the next generation of controllers. 
se Fe ith 

Get the Turbo Touch 360 and enjoy extra hours of exciting play. Nintendo Entertainment System® 

TURBO TOUCH 360° sy TRIAX® 
Call 1-800-858-7429 for the name of your nearest Turbo Touch 360 retailer 

Patent Pending. Sega, Genesis, and Master System and Sonic 2 are registered trademarks of Sega Enterprises,Ltd. Nintendo, Nintendo Entertainment System (NES) and Super Nintendo 
Entertainment System (Super NES) are registered trademarks of Nintendo of America, Inc. Street Fighter Il is a registered trademark of Capcom USA, Inc. TMNT 3 is a registered trademark 

of Konami, Inc. Turbo Touch 360 and Triax are trademarks of Triax Technologies. ©1992, Triax Technologies 



This Issue's Reviews... 
The Bottom Line 

How Game Informer Reviews Work... 
Our game consultants rate each game on a scale from one to ten, ten being the 

best. Games are rated in the following areas: Concept, Graphics/Animation, 
Sound, Playability and overall Entertainment Value. Specific details can be found 
within each review (see the page numbers listed below). 

REVIEWERS' SCORES 
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Dear Game Informer: A 

First off, | would like to say how 
much | love your magazine. The only 
improvement could be a monthly poll 
of the best games for every system 
your magazine supports. But it’s still 
the best magazine out there!! 

Tom Porter 

Sunrise Beach, MO 

Your poll suggestion is a terrific 
idea. If our readers will oblige by 
sending us a list of their top ten 
games, we’d be more than happy to 
keep score and let you know the 
results each issue. Readers? 

-Ed. 

| read your Summer issue and | 
wanted to know what system does 
Ren & Stimpy come on and when is it 
coming out. | also wanted to know 
when Wayne’s World, and Rocky & 
Bullwinkle are coming out, because | 
am a big fan. | like your magazine a 
lot and | read it all the time. 

John Borja 
Fallbrook, CA 

John, You’re talking to a fellow 
Bullwinkle and Ren & Stimpy fan. 
Luckily, THQ has just released 
Bullwinkle & Friends for Game Boy 
and the NES. Ren & Stimpy is also 
available for the Game Boy, and will 
be released on both the NES and SNES 
around the middle of 1993. Currently, 
they are only planning to develop 
Wayne’s World for the Genesis, 
which should hit the shelves around 
the same time. Thanks for reading! 

-Ed. 

When | received the Summer 
issue of Game Informer. | read Dear 
Game Informer and you asked the 
readers what they think of a feature 
called The Classics Attic. | think it’s a 
great idea because most of the games | 
own are several years old. Since | just 
recently purchased my system, tips on 
the older games would be very help- 
ful. Often times, | am disappointed in 
the helpful hints section of magazines 

because the hints are almost always 
for the newest games. Thank you 
and please put the Classics Attic in 
your magazine. 

Diane Susan Ermson 

Aurora, OH 

The staff of Game Informer is 
excited about The Classics Attic, as 
it gives them a chance to dust off 
some of their old favorites. We are 
currently looking for it to debut in 
the March/April ‘93 issue. However, 
we would love suggestions from our 
readers as to what titles they would 
like to see covered. 

«Ed. 

| would like to compliment you 
on a well-designed and well-devel- 
oped magazine. So far, it has kept 
me up to date with all the informa- 
tion | have needed to know. | would 
appreciate any information on how 
to use Vega’s moves for SNES Street 
Fighter II. 

Benjamin T. Sather 
Arkdale, WI 

Benjamin, as you know, you 
cannot control Vega, since he is 
one of the bosses. He can get pretty 
nasty with that claw of his and his 
special Suplex attack. You also 
want to watch out for his high- 
speed jump kick and foot sweep. 
Your defense will depend on which 
character you are playing and the 
level of difficulty you are on. 
However, we can give you a Clue as 
to his weaknesses. A roundhouse 
kick works well if Vega is rebound- 
ing off the wall or leaping from the 
fence in attack. Just move towards 
him and nail him. If he goes into a 
back-flip, hit him with a projectile 
punch weapon like your Sonic 
Boom or Dragon Punch. If you get 
in a dozen good hits or so, his claw 
will fall off, rendering him almost 
defenseless. 

-Fd. 
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By the Gods: 
Are You Up To It? 

“Any man may earn 
through skill and courage a sin- 
gle favor of the Gods, if he will 
face the fear of the ancient 
city and slay the four great 
guardians who have stolen our 
citadel from us.” 

are at the twilight of 
classical mythology. It is said immor- 
tality breeds contempt, and the apa- 
thetic Gods have grown bored with 
the triflings of the human race. 
Lounging on Mount Olympus, they 
laid down a challenge to man with- 
out so much as a thought to the con- 
sequences. They never imagined it 
would fall unto the ears of man; and 
what man alive would accept such a 
challenge, for surely he would fail? 
But it was heard by one man, one 
strong and unflinching hero who has 
never turned away from any quest. 
He stood fearlessly before them and 
requested of the Gods that, should he 
meet their challenge and return, he 
should join them as an equal. 

But what of the ancient city? No 
one is even sure of the city’s exis- 
tence, as none have ever seen it. The 
ancient city was said to be built as a 
diversion of the Gods, with opulent 
temples, twisting labyrinths, majestic 
towers and concealed underworlds. It 
was over-run by the forces of dark- 
ness, lead by four great guardians and 

A SNES Challenge Sent Down 

Reviewed by Ross, The Game Rebel Gods Review 

Concept: 9 _ Yes, the Super Nintendo has a few games of this 
style. But never before have | seen something simi- 
lar to another game that manages to stay so com- 
pletely different. Gods takes a bold new step in 
originality. 

| Graphics 
The all-out graphics were incredibly well done, but 
the animation was rough around the edges. Let me 
explain. The delay in your character’s death scenes 
is around 1-1/2 to 2 seconds, which is completely 
irritating. 

& Animation: 6 

Sound: 5 The sound was not a relative factor in Gods. Seeing : 
that the SNES has so many capabilities, | wish that 
Gods would have put them to use. 

Playability: 8 Gods kept me on my toes just about the whole time 
| played it. And | never said it was easy; far from it. 
Even Level One is a killer. 

Entertainment 
Value: 8 Gods could be one of those games you play and 

play again, discovering new and different things 
each time. It is also a game that will take some 
time to beat. Definitely not a rental candidate. 

Overall Rating: 7.25 

now a host of fearsome beasts dwell 
in its passageways. The City of 
Legends consists of four levels; the 
city, the temple, the labyrinth and the 
underworld. Each is comprised of 
three worlds, the third of which is 
protected by one of the four 
guardians. 

To protect their treasures from 
intruders, the guardians installed 
numerous doors, traps and hidden 
passages, all guaranteed to slow the 
progress of unwelcome guests. These 
passages require specific keys our 
hero must obtain, but these are cer- 
tain to be well guarded or hidden. 
He must also face innumerable 
puzzles and traps, some of which 
must be solved in order to progress 
further and others that offer a reward. 
In our hero’s quest to conquer the 

four guardians, he comes face to face 
with hordes of monsters and beasts. 
These fall into three categories; the 
Destroyers, whose only objective is 
to destroy you; the Fliers, who also 
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seek to destroy you but are evasive to but will steal objects from you. To 
your shots; and the Thieves who not combat these beasts, you must gather 

only try to destroy you. weapons, gems, shields, potions and achieve immortality, but Gods is one 
food for energy. This popular PC — game that is sure to enjoy a long and 
translation is like nothing you’ve _ happy life. 
encountered before. The gameplay, 
challenge and outcome adjusts to Bn 
each player’s performance and 
experience level, so it’s never the 
same game twice. You may never ANZ EN. Zz, 

TOPS ree 

>a 2a 4 Nw 

Wy) — \\ = : \ — \ — \ = ; 



From TV Screens to Your 

Nintendo: Young Indy Takes 
You on an Adventure 

Indiana Jones: a true American 
hero. Armed only with his fedora, 
wits, and whip, he fights to preserve 
justice and history. Where did such a 
man come from? The Young Indiana 
Jones Chronicles, the popular televi- 
sion series, sets out each week to 
show us that Indy has always had a 
taste for adventure. It tells the story of 
a young boy from New Jersey whose 
archeologist father and eccentric aunt 
exposed him to a world of famous 
people such as Teddy Roosevelt and 
Lawrence of Arabia. It begins just 
after the turn of the century and fol- 
lows Indy both as a youth and as a 
teenager through his travels. Now 
you can aid Young 

Indy in his pursuits as 
he journeys to your 
Nintendo. 
The Young Indiana 
Jones Chronicles takes you 
through three main missions, each 
made up of several sub-levels, 
through Mexico, France and 
Germany. The first finds Indy right 
in the middle of the Mexican Civil 
War. General Pancho Villa and his 
Banditos have been terrorizing the 
peasants until Indy decides to take 
them all on single-handedly. After 
defeating the General, Indy hears of 
a mysterious man possessing an 
ancient Egyptian statue. Immediately 
recognizing the stranger by the 
description, he sets out, into the silver 
mines, to find the Claw and recover 
the Jackal for the museum. 

Indy and his traveling compan- 
ion, Remy, return to Europe just as 
World War | is heating up. Young 
Indy journeys to Belgium to join up 
with the Allied Forces and fight off 
the threat of the German and Prussian 

armies. He is sent to deliver orders to 
the Allied Forces Commander on the 
front lines. From there he is sent to 
spy on the German Command Post, 
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where he hears of a secret long-range 
artillery gun named Big Bertha. With 
no time to warn the Allied troops, he 
must attempt to locate and destroy 
Big Bertha alone. 

Indy returns to a hero’s welcome 
only to learn of the German’s latest 
weapon, a deadly poison gas that 
kills instantly. Young Indy must infil- 

NN a- S 

trate the German High Command, 
locate the gas laboratory and destroy 
the facility before the German 
Commander can carry out his mass 
destruction. 

Indy begins his adventures with 
three lives and up to five continues. 
Pick up shield items like your fedora 
or the gas mask, as well as support 
items that will help out for a limited 
amount of time. 

The game follows the show 
closely, by mixing the side-scrolling 
adventure sequences with story 
screens. If you have a taste for adven- 
ture, pick up Young Indy, new from 
Jaleco. 

ea. ee 

4 

Woo7 ee NZ UK ZH, 



By Gail Carlson 

When George Lucas first envi- 
sioned a television series about the 
childhood of Indiana Jones, he set the 
project during the early 1900s. “The 
Young Indiana Jones Chronicles” 
makes history exciting and allows us 
to learn and remember this important 
time period. As a result, this popular 
series is one of the biggest hits on the 
networks, and history teachers 
nationwide are cheering about its 
accurate portrayal of life in the early 
1900s. 

From the Russian Revolution to 
the unrest in the Balkan states, the 
events that occurred during this 
remarkable time period still have an 
effect on today’s headlines. “The 
Young Indiana Jones Chronicles” 
allows Lucas to bring life to some of 
the most influential people and 
events in this era. The first step was to 
find the perfect “Young Indy” to play 
this important role. 

“When we were casting we knew 
what Young Indy should look like 
when he was growing up,” Lucas 
explained. “| wanted him to be ideal- 
istic and naive when he is facing all 
of these adventures.” 

Actor Sean Patrick Flanery fit the 
bill, and was hired to play 16 year 
old Indy. To prepare for his role, 
Flanery watched all of the “Indiana 
Jones” movies over 25 times to learn 
Indy’s character traits. 

“By watching the movies, | 
learned how Indy rides a horse, how 
he walks, the way he spins around, 
the way he puts his hat on, and, most 
importantly, the way he wears his hat 
around females,” Flanery explained. 

During its 1992-93 season, 
Young Indy will encounter major 
20th century thinkers from all walks 

of life, including politicians, writ- 
ers, artists, psychologists, and 
philosophers. These include Ernest 
Hemingway, Franz Kafka, Ho Chi 
Minh, Picasso, and Sigmund Freud. 

“This is a classic story about an 
American boy who learns everything 
there is to know about life from his 
experiences in Europe and the rest of 
the world,” Rick McCallum, Series 
Producer, said. 

When the series first began, the 
writers developed a timeline with 
their own chronology of Indy’s life. 
“Our goal is to have a complete his- 
torical document of Indy’s life from 
the time he was five years old to age 
forty,” McCallum explained. “When 
the series is complete, every bit of 
Indy’s life will be documented.” To 
reach their goal this season, the seven 
writers worked on one story a day. 

“When we write the script it can 
get loud and passionate, and at the 
end of the day, we all get pretty silly,” 
Deborah Fine, Director of Research, 
said. “It is an exciting process to be 
writing about Africa one day and 
India the next.” Fine 
says the historical 
details written into 
each scene are the 
most important 
aspect of the show. 
“This is the area in 
which we have the 
most control.” 

designing the sets for the 
series, production designer Gavin 
Bocquet creates as many drawings 
and minature models as possible 
before building them in actual size. 
He says having models gives the 
director more control and vision. 
“Director’s react better to models,” 
Bocquet explained. “They can actual- 
ly get in there and move things 
around. You can really see their 
minds working.” 

The series features an internation- 
al cast and crew of top talent, filmed 
in locations all over the world. 
Producer Rick McCallum says every 
location is exciting, but some are very 
remote, like Africa. “We built every- 
thing from scratch,” McCallum said. 
In addition to the historical and glob- 
al perspective, the stunts and special 
effects make the show a hit with 
viewers. Flanery has a black belt in 
karate and competes in triathalons, so 
he is phsycally able to perform most 
of his stunts. “I feel good about the 
stunts where | rely on myself,” Sean 

explained. If you want to 
travel around 
the world, go 
back in time, 
and see history 
being made 
from the com- 
fort of your liv- 
ing room, look 
no further. Simply 
tune into “The 
Young Indiana 
Jones Chronicles” 
and get swept 

r | away by Indy’s far-flung adventures. 
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For Stone-Age Adventure, 
Try 

for Game Boy 

Meet the Flintstones; they’re a 
modern Stone-Age family. And 
they’re the latest classic cartoon char- 
acters to come to life on your Game 
Boy. Hey! With the resurgence of ani- 
mal prints, Sabertooth tiger pelts are 
in, so hop in your foot-propelled car 
an take off in this Jurassic jaunt. 

As one of the world’s first regular 
heavy laborers, we find Fred hard at 
work in the rock quarry. But what’s 
this? He’s uncovered a piece of slate 
etched with a treasure map. Boy, if he 
found this treasure, he could 
tell Mr. Slate what to do 
with this job. And he could 
sure get something nice for 
Wilma for their upcoming 
wedding anniversary. She’s 
been eyeing one of 
those Mink-a-saurus 
coats. 

Fred sets 
off on a search 
for the trea- 
sure that will 
take him through 
seven danger-rid- 
dled levels. Armed 
only with his axe 

EURISTONIES 
and a wicked throwing arm, Fred 
faces all kinds of enemies and pitfalls. 
Fortunately, he has the use of his car 
and Dino’s Leap-a-saurus to help him 
out in a jam. Use the control pad to 
speed his car over giant pits and 
obstacles, or slow it down as you 
climb over treacherous rocks. The 
Leap-a-saurus will jump three times 
higher than Fred and enables him to 
throw his axe much further and hard- 
er. However, you'll lose this Dino- 
style transportation each time you 
take a hit. 

Fred faces a wide range of foes to 
fight. Don’t be fooled by those fuzzy 
an 

Entertainment 
| Value: 

Flintstones Review 

Concept: 8 

bunnies. They’re out to get you, 
along with bomb-dropping birds, and 
annoying armadillos. The water is a 
hazard due to jellyfish and flying fish 
that bite, while the land is riddled 
with fire-breathing skulls. Hit an 
enemy once with your axe to freeze 
them or twice to clear them and earn 
twenty points. But you may find 
frozen foes come in handy as step- 
ping stones to higher places and hid- 
den prizes. 

Our courageous caveman begins 
with three lives, each containing four 
hearts. Additional hearts can be 
picked up along the way and, if you 

Reviewed by Ross, The Rebel Gamer 

The Flintstones has already been introduced to 
home entertainment on the regular NES 8-bit. Now 
the Game Boy brings it to classic cartoon fans on 
the go. Fred must find the treasure for Wilma while 
running, jumping, and even riding Dino. 

Graphics 
& Animation: 8 

: 10 Fred is a great character to play. He moves well for 
a fat guy. The minute | picked up the Game Boy,— 
popped in The Flintstones, and kicked on the > 
power, | couldn’t put it down. 

| just couldn’t put it down. 

The background graphics are done very well. The 
power-ups are fairly detailed for such a small 
screen. After hitting an enemy once it will freeze, 
which makes it hard to tell which are alive when 
they’re in a group. 

7 Everybody has heard the theme song for The 
Flintstones. This cart does it justice. The only thing 
lacking was mind-blowing sound effects. 



Flintstones Review 

Concept: 7 

ular cartoon. 

Graphics 
& Animation: 7 

| Sound: 7 

Playability: 8 

Entertainment 
Value: 8 

Overall Rating: 7.5 

run out of lives there is a continue 
feature. Fred’s Martian friend, Gazoo, 
shows up to help him out. Collect 
twenty Gazoo icons for a one-up. 
You'll also come across Caveman 
coins worth a hundred points each. 

That modern Stone Age family is in your Game 
Boy. Imagine that; a game designed around a pop- 

Fred looks cool and is animated to cartoon stan- 
dards. “Wilma!!” 

Everybody knows the ‘toon and the tune. 

The Flintstones can be classified as easy. If you 
can turn on the Game Boy, you'll have no worries 
about playing this. 

Before the Simpsons, the Flintstones were the ulti- 
mate cartoon family. Games with cartoon charac- 
ters aren’t very original, but Fred makes a good 
addition to Game Boy’s library. 

Reviewed by Paul, The Pro Player 

TORRONE OR AURORE SPS EERE EAN 

ing for a light-hearted but challenging 
take-all adventure, pick up this cart 
by Taito. “When you’re with the 
Flintstones, you'll have a Doo time; a 
Dabba Doo time. We'll have a great 
old time.” 

The Flintstones is a test in agility 
and accuracy, made fun by the use of 
familiar cartoon favorites. The time- 
less theme music will have you hum- 
ming along as you help Fred in his 
latest get-rich scheme. If you're look- 

-y 

THE FLINSTONES, characters, names and related indicia 

are trademarks of Hanna-Barbera Productions Inc. © 1992, 

All Rights Reserved. 

‘Flintstones Review Reviewed by Rick, The Video Ranger 

7.5 This is a Mario-style adventure with a unique idea. 
One hatchet hit freezes your enemies and two 
destroys them. Freeze them and use them as step 
ladders to reach higher places. 

| Concept: 

Graphics 
& Animation: 7.5 The Flintstones has solid and clean, if unspectacu- 

lar graphics, as well as smooth animation and nice- 
ly scrolling waterfalls. Fred is well animated, espe- 
cially the way he moves his feet. 

7 This cart features a good rendition of the Flintstones 
theme song played over and over again. 

o Fred moves smoothly, tosses his hatchets quickly, 
and makes nice running jumps. Get a Dino and 
you're powered up to take on the big bosses. . 

/ Playability: 

| Entertainment 
| Value: 73 The Flintstones is a fun, moderately-paced adven- 
| ture. It’s just right for a relaxing diversion; a little 

slow for the more intense player. 



by Elizabeth A. Olson 

Goblin takes a 
hit to the right 
shoulder shield. 
Grayskull 
quickly moves 
into position 
and fires, dam- 
aging Scream- 
ing Eagle’s left 
Claw Actuator. 
Barracuda takes 
a shot at Goblin 
with his particle 
beam and miss- 
es. Goblin hits 
Screaming Eagle 
in the left Claw 
ACtuatar. 
Screaming Eagle 
takes damage 
and loses lower 
left leg. Road- 
runner suffers 
internal dam- 
age. Iceman 
moves in for the 

kill. Iceman hits Roadrunner in the 
right Wrist Actuator, damaging 
Roadrunner’s particle beam. Goblin 
hits Roadrunner’s right Myomer 
Bundle. Roadrunner aborts his dam- 
aged vessel just before explosion. 
Goblin is awarded with the kill. 

That’s me, Goblin, pilot of a Loki 
V2 Heavy BattleMech. The year is 
3052 and the universe is engaged in 
the on-going interstellar war. Man's 
colonization of the stars resulted only 
in a struggle for power, leaving the 
planets as desolate wastelands. The 
united Star Sphere splintered into five 
separate Successor States or Houses 
that strive to conquer one another, 
resulting in battle after endless battle. 

The battlefields of the thirty-first 
century are dominated by 
BattleMechs, heavily armored war 
machines created during the Age of 
War. ‘Mechs. stand nearly thirty feet, 
weigh up to seventy-five tons and are 
armed with particle beams, lasers, 
missiles, machine guns and more. 

The only thing as powerful as this 
giant arsenal is another ‘Mech. My 
father was a ‘Mech pilot, my children 
will be ‘Mech pilots and, unless the 
Houses learn to co-exist peacefully, 
my children’s children will be ‘Mech 
pilots. Meanwhile, the war rages on... 

Sound like the plot from a SCI-FI 
flick on the late-late show? Guess 
again. This is the universe of 
BattleTech, the interactive Virtual 
Reality experience of Chicago's 
BattleTech Center. The BattleTech 
Center opened in July, 1990, in the 
North Pier Mall and is the world’s first 
location-based virtual reality enter- 
tainment center. 

Players shell out between six and 
eight dollars for the interactive experi- 
ence, which lasts approximately 
twenty-five minutes. They are first 
greeted by uniformed BattleTech 
employees, who set the mood by 
referring to players by their pilot 
name and rank. Players are briefed on 
their mission in the Ready Area until 
the Scramble message sends players 
to the Launch Bay Area, an area of 
sixteen computer networked simula- 
tors that serve as the cockpits of your 
BattleMech. Then prepare to spend 
the next ten minutes maneuvering a 

huge humanoid robot tank in 
battle. 

Your adrenaline pumps 
as the bay doors open and 
your ‘Mech sets out into a 
100 square mile battlefield 
of sparse trees and rocks. 
Before you panic upon 
seeing the more than 100 
buttons and knobs 

Sl'etaererer 

E'e'3 

8 as 

in the “cockpit”, your guide 
instructs you that only four are neces- 
sary for the minimum operation of 
your machinery. Two foot pedals 
control the left and right movement, a 
throttle controls speed and houses 
your three weapon triggers. A sec- 
ondary screen switches between a 
terrain map and radar screen, while 
the primary screen gives you a first- 
person view of the battlefield. The 
microphone also comes in handy to 
help you communicate with your 
team members. 

BattleTech creates a computer- 
generated setting for human-generat- 
ed action. Unlike other games, you 
play against other people instead of a 
computer. Battles consist of four 
teams of four. Each player receives a 
print-out of the battle and can watch 
it replayed at three times the actual 
speed after its completion. Spectators 
can view battles in progress from the 
Observation Platform. Avid 
BattleTechies range in age from ten to 
forty-something and come from every 
walk of life. Leagues and tournaments 
have sprouted up, as well as several 
successful spin-off products. 
BattleTech is the creation of Virtual 
World Entertainments, Inc., the brain- 
child of Jordon Weisman and L. Ross 

Babcock; already partners in 
FASA, Corp., successful 

RPG board game 
designers. 
Since it’s opening, 

BattleTech/Virtual 
World has sold an esti- 
mated 300,000 games. 
A second generation of 
hardware and software 
was introducesd last 
August in conjunction 
with the opening of a sec- 
ond, 32-cockpit center in 
located in the futuristic Trell 
One entertainment facility in 
Yokohama, Japan. A third 

four-cockpit demonstration center is 
located in Tokyo, Japan. 
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Graphics 
& Animation: 

9 

yr Review Reviewed by Ross, The Rebel Gamer 

Join the android army and help to find and destroy 
all that is evil. Use metal-tearing weapons to help 
you along your way, but don’t lose faith; the moth- 
er ship is always in contact. 

This game demonstrates how far the Super NES 
has come since the first few games. Cybernator 
uses all the sprites and full range of colors to 
amaze and tantalize your imagination. 

It features sounds so real you can almost feel the 
resonate “thump, thump” of the ‘roids feet as you 
march and jump onto the many levels. 

| sometimes found it difficult to get the response 
from the androids that | expected. | did like using | 
all six buttons on the controller, and the options to 
change each button to do a different thing. 

Cybernator rockets its way into the top leaders of 
SNES games, and blasts many of its rivals out of 
the air. 
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Robo Army Review Reviewed by Paul, The Pro Player 

Concept: 6 This game is basically a Double Dragon-style 
game with a cyborg twist. | found the moves 
original for this type of game. 

Graphics 
& Animation: Excellent! The power karate chop and crushing 

bear-hug make a good game in themselves. And 
the Neo*Geo is never lacking backgrounds full 
of color and depth. 

The clangin’ and bangin’ sounds of each blow to 
the opponents make it seem like you're hitting 
them with a ten-foot girder. 

Playability: With the NeoeGeo’s huge and comfortable joy- 
sticks, | had no problems with this one; just bash 
away. 

Entertainment 
Value: | _ Robo Army is a little more challenging than most 

Neo*Geo titles. The animation and ease of con- 
trol make this game fun to play. It’s even great to 
just watch. 
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forest on the outskirts of town, past a 
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T2: The Arcade Review Reviewed by Rick, The Video Ranger 

Concept: 8.5 The idea is simple, use the directional button as 
your sight and play out memorable scenes from the 
movie. Shoot just about everything you see. 

Graphics : 
& Animation: Arnie won't be borrowing this game’s special 

effects for his next movie. Seriously, the screens 
have a lot of animation, but the detail blends 
together making it difficult to pick out some of the 
things you're shooting at. 

Sound: There are plenty of solid shooting and explosion 
sound effects. 

Playability: It may be simple operating, but it’s very challeng- 
ing. If you haven't played the arcade version, it will 
probably take several times to get through the first 
level; then it gets tougher. 

ts its sites on Entertainment 

anity’s last chan The simplicity works well on the Game Boy. 12 is 
‘ immediately fun and challenging. With the lack of 

variety, the thrill could wear off. 

Pe Prototype. 
ae “és ils iture is our hands, so 

“ri. |. Jame Da : : \ . 

12: The Arcade Review Reviewed by Andy, The Game Hombré Le sno fate but — 

Concept: 7 The 72 upright is an awesome machine. Acclaim 
is trying to give everyone the experience without 
dropping quarters. 

Graphics 
& Animation: The Game Boy has detailed but slightly blurred 

graphics on the LCD screen. It really looks like 
they took the Genesis version. 

The Game Boy just can’t offer thundering bass like 
the movie, and the sound effects are weak. Of 
course, Game Boy sound is unimportant because 
you usually turn it off after playing a game once. 

Playability: T2 is very similar to Punisher for Game Boy. | just 
kept thinking to myself, “Where is my gun?” 

Entertainment 
Value: This game is fun. If you don’t already have a home 

system awaiting its own version of this arcade 
monster, this format has some thick action. 

€ 

Overall 
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(M ia M 5 Rev Reviewed by Andy, The Game Hombré 

Concept: The Mega Man series is one of the greatest in video 
game history. From the first game to the last, they 
haven't missed yet. 

Graphics 
& Animation: There hasn't been a huge jump in graphics since 

the third version, but Mega Man 5 features the 
great graphics that has become expected from this 
classic. 

It sounds pretty much the same as the rest, but I’m 
still waiting to hear some voice-overs from the 
Man himself or the evil Dr. Wily. 

Playability: Player control is the one thing that has driven 
Capcom to the forefront of the video game market. § 
Mega Man 5 has almost perfect control. 

Entertainment 
Value: 8.5 lf you are a Mega Man fan, no matter what | say, 

you will buy this cart. If you haven't given the 
Mega Man series a try, you are missing a classic. 

\ Overall Rating: 8.25 
ise ——— 
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Super Hero 
By Elizabeth A. Olson 

Capcom set the 
video game industry 
on its ear when their 
popular arcade title, 
Street Fighter 2, became 
the biggest selling coin-op 
and cartridge-based game since Pac- 
Man. Close on the heels of that suc- 
cess, they are about to make history 
again with the release of Mega Man: 
5. This newest installment in the 
Mega Man series marks the highest 
number of games in a series featuring 
a particular character. There are 
seven in all including Mega Man and 
four sequels for the Nintendo 
Entertainment System, and Mega Man 
1 and 2 for the Game Boy. That num- 
ber will increase to eight with the 
anticipated release of Mega Man 3 for 
the Game Boy. 

The original Mega Man game 
first hit store shelves in Japan in 1985, 
and was introduced in the US in 
1987. Together, the Mega Man titles 
have sold an estimated 2.5 million 
cartridges across both formats. But 
where did this popular little titanium 
wonder come from? 

The story begins in the twenty- 
first century at the lab of a mild-man- 
nered scientist, Dr. Xavier Light. He 
dreamed of creating a series of robots 
to handle jobs too dangerous for 
humans. His first success was a pair 
of household robots named Rock and 
Roll, who were quickly accepted as 
part of his family. 

Capcom’s Mega Man Series: 
The Story Behind the 
Industry’s Most Sequel’ed 

This motivated Dr. Light to 
design six more industrial 

robots. He hired an ambitious 
robot designer, Dr. Wily, to 
assist him in the enormous task 

of construction. The night before the 
robots’ unveiling, Dr. Light’s lab 
exploded. One of Dr. Wily’s experi- 
ments had gone array and set the lab 
on fire. Enraged, Dr. Wily accused 
Dr. Light of jealousy and the inten- 
tional destruction of his experiment. 
That night he stole the plans for the 
industrial robots and disappeared, 
vowing to destroy Dr. Light and all 
his creations. 

Several months later, robots 
began to go berserk and take control 
of the city. These robots were carbon 
copies of Dr. Light’s industrial robots. 
This could only be the work of Dr. 
Wily! Feeling responsible for this 
chaos, Dr. Light set out to put an end 
to Wily’s evil plans. Rock volun- 
teered to battle Dr. Wily’s machines 
of destruction and, reluctantly, Dr. 
Light transformed him into a super 
fighting robot known as Mega Man. 

Mega Man is built from a titani- 
um shell that protects his inner cyber- 
netic skeleton. A peaceful robot by 
nature, Mega Man is armed only with 
a plasma cannon and a unique 
Weapon Copy System. Once Mega 
Man has defeated a robot, he is able 
to analyze and copy their weapon, 
adding it to his arsenal. In the third 
episode, Mega Man is joined by his 
mechanical canine, Rush, who 
appears at his master’s side in times 
of trouble. Rush transforms into a jet 
sled, submarine or catapult to aid 
Mega Man’s escape. 

Over the years, Dr. Wily and 
Mega Man have clashed several 
times and, while Wily’s creations are 
constantly improving, he has yet to 
match the power of Mega Man. Pitted 
against the “titanium trouble-maker”, 

as Wily calls him, have been classic 
enemies such as Cutman, Iceman and 
the hulking Gutman. The second cart 
matched him against Wood Man, 
Quick Man and the troublesome Air 
Man. More unusual characters were 
introduced in the third episode, like 
Snake Man, Gemini Man and Shadow 
Man. It was this title that brought to 
light Mega Man’s brother, the myste- 
rious and sometimes evil Proto Man. 
With Dr. Wily’s alleged death at the 
end of Mega Man 3, the fourth title 
was fueled by the maniacal Dr. 
Cossack and his robots including 
Pharaoh Man, Skull Man, Drill Man 
and Dust Man. 

Mega Man 5 opens with the 
return of Proto Man, who has cap- 
tured Dr. Light. Does Mega Man pre- 
vail once again to return for another 
sequel? We wouldn’t want to give the 
ending away. However, if Mega Man 
5 is as successful with game players 
as its predecessors, we wouldn’t be 
surprised if sequel number six is wait- 
ing in the wings. 
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What do you get when you 
combine the classic western genre’ 
with a shooting gallery? The result is 
a popular arcade game called Sunset 
Riders, and it’s riding into town on 
your Genesis. This is like High Noon, 
Gunfight at the OK Corral, and The 
Good, The Bad and The Ugly all 
rolled into one. Only this time, you 
call the shots. 

S, iM 

oN 

While it’s 
missing two players from its coin- 
operated predecessor, this refreshing- 
ly different shooter has all the action 
and fun a video marksman could 
hope for. Play either a one or two- 
player simultaneous game. Players 
can chose between bounty hunters: 

t. : Go West, Young Man! 
bi) Get Sunset Riders 

for Your Genesis 

Billy the Kid, who’s an ace with a six- 
shooter, or Cormano, with his nasty 
gattlin’ gun. 

Shoot your way through several 
levels, collecting money and rescuing 
ladies in distress. But don’t think this 
will be any easy task. You’ve got gun- 
slingers taking pot shots at you every- 
where you turn. They pop out of win- 
dows and out of doors, around 
the sides of buildings, behind crates 
and barrels, and from the roof tops. 
There are even a few crafty cowpokes 
that set traps armed with sticks 
of dynamite. 

You begin earning your reputa- 
tion as the fastest gun in the West in a 
ghost town that’s not so deserted. 
Collect extra guns, rapid fire, and 
gold coins as you seek out notorious 
bandits for the big reward money. But 
watch out for the stampede or you'll 

Sunset Riders Review 

Concept: 8 

get trampled. When things get a little 
hairy, slip into one of the saloons. A 
kiss from one of the establishment's 
“working girls” will restore your ener- 
gy and award you a power-up or 
extra cash, not to mention temporari- 
ly taking you out of the line of fire. 
Go face to face with your first bounty, 
Simon Greedwell. His last request: 
“Bury me with my money.” 

Next, it’s the Great Train Robbery 
revisited, as you take to the rails. It’s a 
high-speed race to see who'll get 
whom first on this train riddled with 
bad guys. But don’t get so caught up 
in shooting that you forget to duck, or 
you'll get clocked by a water tower. If 
you successfully capture Paco Loco, 
it’s “Hasta la Bye Bye” and on to the 
Indian village in search of Chief 
Scalpen. Then saddle up to go in 
search of Sir Richard Rose, the mean- 

Reviewed by Rick, The Video Ranger 

It is so refreshing to see a new game come out that 
is different. Sunset Riders is a video game western 
starring the good, the bad and the ugly. 

Graphics 
& Animation: 8.5 Your character and the bad guys are some of the 

largest ever on the Genesis. The buildings are finely 
detailed. The result is a very clean appearance of a 
very dirty town. 

Sound: 6 

Playability: 8 

“Bang, crack, boom.” Plenty of gun play. 

| liked the multi-directional weapon control and the 
ability to turn and shoot behind me. Jumping and 
climbing were nice options, also. 

Entertainment 
Value: 8 Sunset Riders is like watching a TV western. The 

bad guys are hiding out behind every railing and 
window, waiting to blow you away. Don't take it 
too seriously and it’s a lot of fun. 

Overall Rating: 7.75 



Sunset Riders Review Reviewed Be Ross, The Rebel Gamer 

Concept: 9 This game should appease all true western fans 
| anywhere. Again, Sega has taken the step forward 

to make a cart for every topic. The Genesis is back 
in the saddle again. 

Graphics 
& Animation: 8 I've played games long enough to see good and 

bad graphics. Sunset Riders has great graphics. But 
when it comes to animation, it doesn’t rank in my 
top five. Most of the characters didn’t move more 
than in some of the 8-bit games I’ve seen. 

Sound: 6 The roar of gun fire wasn’t bad. However, the 
groans and the explosions seemed kind of forced. 
The choice of music was a fairly good one. 

Playability: 8 There are easy levels in the start, with a few sprin- 
a kled throughout the game. The characters moved 

really stiff, and it would have been a little better if 
aiming the guns were smoother. 

Entertainment 
Value: 9 There’s been a few attempts to make a good west- 

ern shooter. Konami has taken Gunsmoke, Trick 
Shooting, and the Super Mario Bros. and rol ied 
them into one game. Incredible. 

est critter of all. Each time you suc- 
cessfully complete a level, you get a 
bonus stage. Ride along behind a run- 

Watch Out! 

away covered wagon as a young _ nn 

eli eg cee out the back. (Sunset Riders Review Reviewed by Andy, The Game Hombré 
unset Kiders Is an exciting 

departure from the traditional shoot- Concept: 8 Konami has made a name for themselves with 
er-style games. It’s full of fun anima- action/two-player games. Finally, they take it to 
tion that will keep you laughing and the Genesis, which is great for gamers everywhere. 
the range of difficulty settings keeps it Sunset Riders demonstrates a fun twist on a classic 
within the sites of any game player. If | style. 
you're feeling a little Western these raphe hie sraphics 
days, spare us the John Wayne imita- & Animation: 8 The graphics are astonishing. The arcade version 
tions. Sunset Riders is right on target 
for some sure-fire shooting fun. 

is almost completely duplicated, minus two play- 
ers. The animation is smooth and there is little 
break-up. | really liked it when the guys get torched 
or crunched under barrels, because it includes 
some humorous animation. 

Sound: a The sound is good, but it really could have used - 
more voice-overs. Get some Yahoo’s and Ha’s in 
there, and maybe some smart comments. They 
have favorite words, but never say ‘em. 

Playability: 8 It follows the standard Konami action game; tried 
and true. 

Entertainment 
Value: 8.5 This is one of Konami's best action games for one 

reason. It’s got some difficulty to it. Don’t get me 
wrong. | like the 7.!M.N.T. series, but they are all 
too easy. 
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An rrterview wrth TS: erry Banks, Sestler/Se FB Weracer.™ 

a shooting 
How is the Menacer any different from other video shooting controllers? 

There are four different ways you can play with the Menacer. Hold it in your hand for a sure shot, add the 

stabilizer to shoot commando style, add binoculars for dual vision, or use all three for full tilt action. 

galiiery im your 
How does it work? 

Aim at the screen, and fire. The infrared receiver reads the laser beam from your fire and 

feeds the message into your Genesis™ machine. You see the damaging effects immediately. And with 

Accu-Sight™ the on-screen crosshairs can be turned on or off, so your accuracy is unbelievable. 

livirng room without 

They’re all shooting type games? 

No, actually. Six different kinds of games are included, and there’s real variety. WhackBall™ is more of 

a skill game. It’s very challenging. Most people can’t even get past the third level. And Arena” will 

be bringing out T2" The Arcade Game™ soon. If you're the aggressive, competitive type, it's your game. 

renin i rn cy 
What’s your favorite game? 

Ready, Aim, Tomatoes!™ is pretty sick. You blast bad guys with tomatoes to protect ToeJam and Earl™ You can 

even power up and machine gun tomatoes at them. The game speeds up as you go, so it gets to be super challenging. But 

that’s what makes it fun. All the games are fun in that way. It’s really a terrific way to take out your frustrations. 

your walipaper. 

fo wp a 
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You know the old saying, “When 
the cat’s away, the mice will play.” 
With the good Sultan away at war, 
the wicked Grand Vizier, Jaffar, is up 
to evil games of his own. He has 
taken control of the kingdom and 
now he hopes to strengthen his hold 
on Persia by marrying the Princess. 
But her heart belongs to you, a hand- 
some adventurer, and she refuses to 
marry him. In a jealous rage, Jaffar 
has imprisoned you in the deep dun- 
geons below the castle, vowing to 
keep you there until he and the 
Princess are wed. 

o 

Prince of Persia: 
A Puzzle-Adventure 
Worthy of Kings 

Being brave and proving yourself 
worthy of her love, you must break 
out of your holdings and work your 
way through the maze of dungeons 
to face Jaffar. There is only one hour 
before the wedding or the Princess’s 
untimely death, and time is running 
out. Can you make it past these 
booby-tapped walls and the Vizier’s 
guards in time? 

Prince of Persia made its debut 
on the home computer almost two 
years ago. This innovative puzzle- 
adventure became an instant success, 

known for its smooth and realistic 

animation and detail. The main char- 
acter moves with almost human-like 
fluidity as he leaps across pits and 
slides under quickly closing gates. 
This popular PC title has recently 
made its way across several video 
game formats, including Game Boy, 
TurboGrafx CD, Super NES, and now 
Sega’s hand-held Game Gear system. 

Work your way through several 
maze-riddled levels as you try to 
reach the high tower where the 
Princess is being held for a final 
encounter with Jaffar. But if you fail 
to accomplish this task in the allotted 
amount of time, your lady-love will 
be forced to wed the evil Vizier or 
die. These mazes are constructed 
around spike-filled pits, bottom-less 
abysses, trap doors and hidden 
rooms. The right step may lift heavy 
gates and unlock doors to secret cor- 
ridors, but the wrong step may loosen 
tiles, sending you to your death. 

Trial and error, as well as prac- 
tice, are the only way to successfully 
plot your course through the mazes. 
Find the sword and potions that will 
increase your energy and strength as 

you outsmart and battle 



the Vizier’s guards and other horrors 
that lay in wait throughout the dun- 
geons, for it is rumored that Jaffar is 
also a great sorcerer. You have an 

unlimited number of continues, but 
most of the levels will start you at the 
beginning when you die. Complete a 
level and you will be given a pass- 

word to continue to the next level. 
But remember, valuable time is tick- 
ing away with each attempt. 

Prince of Persia is a classic blend 
of mind-twisting puzzle and thrilling 
adventure. Tengen brings this favorite 
computer title to the Game Gear with 

every detail in tact. The hand-held 
version is perfect for those long trips 
but be warned; you may find yourself 
held captive by the evil Vizier and the 
Prince of Persia. 

Ay 



Game Informer Magazine Presents... 

The First Annual Video Game Awards 

We're pleased to present our first annual Video Game Awards to recognize 
outstanding achievement in a specific catagory. The staff members entered 
nominations and then put it to a vote. And the winners are... 

Best Playability Best 8-Bit Game: 
in a Video Game: The Empire 

3 Street Fighter Il by Strikes Back 
seplate Rs Capcom a4 Lucasfilm 

Street Fighter II brings the arcade Hey... what other game ” sal ames/JVC 
game straight into your has had ten controllers made specifi- == “~ With strong graphics 
home with a perfect Mee cally for it?! and sound effects, this 

innovative title has varied game play 
m and appeal for all types of gamers. 

translation. 

Best Hand Held 
Video Game: s Best Puzzle/ 
Faceball 2000 by 9 Strategy Game: 
Bullet-Proof Software A close second for game “om — Lemmings by 
Faceball 2000 is innovative, of the year. Its updated Sunsoft 
challenging, and features impres- play, stats and animation, make The animation of the 
sive graphics, making this an it a sports fan standard. cute, little Lemmings will catch your 

instant classic. attention; the range of difficulty and 
ee a ey " . Best huge number of puzzles will keep 

SImPSon 
, Action/Adventure you challenged. 

Game: 

Sonic the 
Hedgehog 2 

Akic by Sega 
QUEER NIN ENUU Bart’s first Super Keeping the same look and feel of the 

Nintendo adventure incorporates original Sonic, while adding a two- 
six different games into one, all player mode, longer levels, new Out of this World is 
tied together with one moves, and better animation. Wow! an amazing cinematic 

display, taking the 
gamer into another 
dimension. 

central plot. 

Best Graphics in 
a Video Game:  «; ey fi 
Sonic the 7 € Ny “ue four adventures 
Hedgehog 2 aL "and brings the 

Dragon Warrior IV combines 

by Sega =“ heroes together 
: Y 

With its updated animation and crys- _ for the finale, \ ARRIOR: 
tal clear graphics, Sonic 2 has run adding a new To make a great simu- 
away with the show. angle to the lator, mix the action of 

video games with every- 
day realism. Super Battletank has a 
sweet blend of both. 

classic Dragon 
Warrior series. 

Wy , " 

[4 The only way to = preater 

See experience this f f b ; 
vemgme game is hooked to Axelay by Konami ! 

Aijgmee avery loud stereo. ® Axelay takes advantage of The Sega CD brings 
f / When it’s plugged in, the Super Nintendo's powers, scaling, rotation and 

@@e) missiles zing past your resulting in a visually spectacular stereo sound to the 

Genesis without that head and explosions rattle game. 
pesky download delay. the floor. 



Game Informer 
Needs Your Help... 

We want to know more about you, our readers, and what 
you'd like to see in Game Informer. You can lend a hand 
by answering the Reader Survey below. What's in it for 
you? Just fill out the questionnaire below and return it us 
by March 15,1993 and you'll automatically be entered in 
our random prize drawing. We’re giving away 10 of the 
hottest Electronic Arts titles like Madden “93 and Desert 
Strike, plus 20 one-year subscriptions to the Game 
Informer! So what are you waiting for? Grab a pencil and 
get going! 

1) What is your age? 

2) You are: ( ) Male ( ) Female 

3) Which video game systems do you own? 
Nintendo Ent. System ) Neo*Geo 
Super Nintendo Sega Genesis 
Nintendo’s Game Boy Sega Master System 

Sega Game Gear 
TurboExpress 
TG-CD 
TurboDuo 

) 
) 
) 
) TurboGrafx-16 

) 
) 
) 
) Atari Lynx 

Which video game systems do you plan to buy 
in the next year? 

Nintendo Ent. System 
Super Nintendo 
Nintendo’s Game Boy 

) Neoe Geo 

) 
) 
) TurboGrafx-16 

) 
) 
) 
) 

Sega Genesis 
Sega Master System 
Sega Game Gear 

TurboExpress 
TG-CD 
TurboDuo 
Atari Lynx 

How many video games do you own? 

How many video games did you buy last year? 

How many games do you think you will buy 
in the next year? 

Do you purchase previously played video games? 
( }¥es« ( ) 

What influences your buying decisions most? 
( ) TV Commercials (_) Friends 
( ) Game Magazines ( ) Game Rentals 
( ) Other Magazines ( ) Arcades 
( ) Store Displays ( ) Other 

SPORTS 
ELECTRONIC ARTS 

ELE TRONIC 

10) Where do you usually buy your video games? 
( ) Computer store 
( ) Department store 

( ) Discount store 

( ) Electronics store 
( ) Mail Order 

( ) Stereo/TV store 
( ) Toy store 

( ) Video game store 
( ) Other 

11) What type(s) of games do you enjoy playing most? 
( ) Adventure games 
( ) Fantasy games 
( ) Puzzle games 
( ) Role-play games 
( ) Shooter games 
( ) War games 

( ) Educational games 
( ) Movie games 
( ) Racing games 

( ) Simulations 
( ) Sports games 
( ) Other: 

12) On average, how much time per week do you spend 
playing video games? 
( ) Less than 1 hour 
( ) 6-10 hours 
( ) 16-20 hours 

( ) 1-5 hours 
( ) 71-15 hours 
( ) More than 20 hours 

13) On average, how long does it take you to defeat a 
game or move on to another game? 
( ) 1-2 weeks 
( ) 9-10 weeks 
( ) 7-8 weeks 

( ) 5-6 weeks 
( ) 3-4 weeks 
( ) More than 10 weeks 

14) When and how did you first hear of Game Informer 
Magazine?: 



15) On average, how many times do you pick up or read 
each issue of Game Informer?: 

16) Besides yourself, how many people look at or read 
this issue of Game Informer? : 

17) Which Game Informer articles do you enjoy? 
( ) Advertisements ( ) Game Reviews 
( ) Feature section ( ) Dear Gl 

( ) What’s Hot! ( ) Tech Talk 
( ) Articles ( ) Fun Club Tip Line 
( ) Answers/Top ( ) Guest Reviews 

( ) Other 

18) What, if anything, do you dislike about Game 
Informer Magazine?: 

19) What would you like to see in Game Informer in the 
future? : 

20) Which of these game publications do you read regu- 
larly? 
( ) Game Informer ( 
( ) VGC&E ( 
( ) Sega Visions ( 
( ) GamePro ( 
( ) Other: 

) Game Player’s 
) Nintendo Power 

) 
) High End 
Elec. Gaming Mthly. 

Send in your completed survey today! To enter the draw- 
ing, please fill out the survey and then clearly print your 
name and address below. Remember, your survey must 
be mailed by March 15, 1992 to qualify. Thank you for 
your help! 

Name: 

Address: 

City: 

State: 

Phone: ( _ ) 

Please mail your entry to: 

PAN Le LIN AV LLELS 
Magazine 

10120 West 76th Street 
Eden Prairie, MN 55344 

Games courtesy of : 

zxs\SPORTS. 
ELECTRONIC ARTS ELECTRONIC ARTS’ 

The Latest in Video Game Hardware & Software 

Nintendo and Sony 
Announce Alliance 

Nintendo Co. of Japan and Sony 
Corporation of Japan have entered 
into an agreement that they feel will 
set the industry standard for CD tech- 
nology. According to this agreement, 
Sony plans to manufacture and mar- 
ket a new game system that combines 
Nintendo’s Super NES cartridge unit 
with a CD-ROM drive. Tentatively 
named the Play Station, this new 
product will play both Super NES car- 
tridges and CD-based hardware. The 
agreement also states that Nintendo 
will develop a 32-bit compact disc 
add-on for the Super NES unit, utiliz- 
ing the advanced CD-ROM XA format. 
This news was surprising to many, 

since Nintendo had just announced 
that they were scraping plans to 
develop a 16-bit driven CD-ROM 
unit in favor of a 32-bit based unit. 
Many also wondered how this news 
will effect the agreement Nintendo 
signed with Philips last year to jointly 
produce a 16-bit CD-ROM accessory 
that would be compatible with 
Philips’ CD-I interactive compact disc 
player. Since the CD-ROM drive that 
Nintendo plans to develop is based 
on the CD-ROM XA (extended archi- 
tecture) platform, it will hopefully be 
compatible to the CD-I. According to 
Nintendo’s senior vice president, 
Howard Lincoln, Nintendo will con- 
tinue to work with Phillips on a 
bridge format to the CD-I. 

With this announcement coming 
only days before Sega and Sony’s 
media release of the new Sega CD, 
the question remains how Nintendo’s 
agreement with Sony will effect 
Sony’s relationship with Sega. Tom 
Kalinske, the President of Sega of 
America, downplayed the announce- 
ment by stating that he heard the 
agreement was not as significant as 
Nintendo indicated. “Our relation- 
ship with Sony is very cordial, and 
they’ve been very up-front letting us 
know it’s in their best interest to pub- 
lish on every platform,” Kalinske stat- 
ed. “What will most impress Sony is 
which system will allow kids to have 
the most fun, and I’m willing to fight 
that one out.” 
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Move over masters, a new 
champion is kicking in. 

This exciting action adventure game recreates 

the fury and explosiveness of international boxing. 

In this game, they take no prisoners. It is a fight 
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By Elizabeth Olson & 
Andy McNamara 

(Part One of Two) 

November of 1992 marked the 
twentieth anniversary of the arcade 
machine, Pong. Few people could 
have predicted the success of Nolan 
Bushnell’s black and white paddle 
game would open the floodgates to 
what has now become a more than 
four billion dollar, per year industry. 
The last twenty years have seen 
amazing technological advances and 
failures; the industry’s peaks, fades, 
and its recent climb back to 
grandeur. But the rich history of this 
business reaches back much further 
than the last two decades. Just where 
it will end up is anybody’s guess. 

Home entertainment video game 
systems were created to bring the 
arcade experience into’ the 
consumer’s home. Coin-operated, 
stand-up video games are an offshoot 
of the long popular arcade pinball 
flipper games. Where did the pinball 
arcade come from? The first docu- 
mented reference to its forerunners 
can be traced to the Charles Dickens 
literary classic, Pickwick Papers, dat- 

ing back to 1836. 
The original Pong coin-op. \\/hen describing 

‘a * the interior of the 
Peacock Tavern, 
Dickens mentions 
the presence of 
a bagetelle board, 
which is regarded 
as the ancestor 
of pinball. The 
object of this 
game was to 
shoot a ball with 
a cue at a set of 
scoring holes at 
the other end of 
the table. In 1929, 
John Sloan, an 
advertising sales- 
man for Billboard 

Magazine (then a 
carnival and slot- 
machine publica- 
tion) discovered an 
adaptation of the 
bagetelle board built 
by the janitor of his 
apartment building. 
The board was now 
slightly slanted forward, 
with a spring-loaded 
plunger and holes edged 
with tiny brass pins to increase the 
challenge. Sloan described this new 
discovery to several of his customers, 
which spurred the development of 
several coin-operated versions. 
Unfortunately, these machines were 
too large and expensive to gain wide- 
spread popularity. It took the 
Depression of 1931 and a young 
businessman named Raymond 
Moloney to bring the pinball game to 
the forefront. 

Moloney and his partners intro- 
duced a brightly painted, table-top 
pinball game called Ballyhoo, and by 
1932 it had become a national sensa- 
tion. More than 50,000 games sold 
in seven months, causing Moloney 
and his partners to form Bally 
Manufacturing Company, predeces- 
sor of the arcade manufacturer. 
Ballyhoo’s success is attributed sever- 
al things, including its size that 
allowed it to rest on counter and 
table tops in establishments such as 
barber shops, drug stores, train 
depots, gas stations, and other public 
gathering spots. The machines were 
also inexpensive, sixteen US dollars, 
so many unemployed workers pur- 
chased these machines as a source 
of income. 

Over the years, pinball pro- 
gressed in the areas of technological 
advances and the principles of play. 
Pinball machines became free-stand- 
ing and developed a series of 
bumpers, plungers and switches to 

Atari Football 

enhance game : 
play. Electricity was incor- 
porated into the game in 1933, in the 
form of a dry cell battery and, by 
1935 they connected to electrical 
outlets. Perhaps the most notable pro- 
gression was the first flipper game, 
Sunny, introduced by Williams 
Manufacturing Company in 1949. 
This improvement changed pinball 
from a game of gravity and chance to 
a game that incorporated a player’s 
skill. The door was opening to a 
whole new world. 

In 1962 an MIT graduate student 
by the name of Steve Russell opened 
that door even further. Thinking it 
would be fun to create an entertain- 
ment program to run on the school’s 
mainframe computer, he designed a 
SCI-FI adventure called Space Wars. 
This program enjoyed such popularity 
that two fellow MIT students, Bill Pitts 
and Nolan Bushnell, set out indepen- 
dently to design similar stand-alone 

History Cont. on Pg. 40 CHEER) >: 



WHEN YOU RACE WITH “THE DUEL’ 
T’S ADVISABLE TO CARRY A SPARE. 

The knuckles turn white. The sweat turns cold. The heart turns cartwheels. That’s what 
amar: you can expect behind the wheel of the #1 racing title in history, The Duel/Test Drive IT™ 

: : now for Sega’ Genesis 
. Squeeze into the cockpit of the hyper-fast Ferrari F40"—a twin turbo V8 with 478 horses 
“eee ready to snap your neck. Boil asphalt in the Porsche 959"— the legendary road rocket 
@® that'll do 0-60 in a stunning 3.6 

seconds. Leave the launching pad in 
the Lamborghini Diablo"—an 

awesome exotic with a mind-boggling top 
speed of 202 mph. 

Race head-to-head against the computer 
or the clock. Blast through tight tunnels, 
bone-dry deserts and twisting mountain 
roads. Streak past confused cops and scenic 
cities. Jam down the highway to hot 
music tracks. 

The Duel/Test Drive IT™ from Ballistic. 
If you’re scared, take the bus. 

To order, visit your Biante retailer or call 1-800-245-7744. 

Sega. Genesis and Mega Drive are trademarks owned by Sega Enterprises. Ltd The Duel Test Drive Il and Ballistic are trademarks of Accolade. Inc Accolade 1s not associated with Sega Enterprises, Ltd 
Super Nintendo is a trademark of Nintendo of America. Inc. The trademarks Lamborghini and Diablo are owned by. and used under license from Automobili Lamborghini. Sp A. Italy 
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History, Cont. from Pg. 38 

arcade versions. Bushnell was the 
first to complete this in 1971, result- 
ing in Computer Space. Pitts was 
close behind him with his Galaxy 
Game. Neither of these proved very 
successful, but they paved the way 
for great things to come. 

Nolan Bushnell was determined. 
With a $250 investment he formed 
Atari and, in November of 1972, he 
introduced the first coin-operated 
video game to the arcades. Pong was 
a simple, black and white table ten- 
nis game consisting of a block of light 
bounced between two vertical lines. 
This two-player game featured two 
dial controllers and could be played 
with various speeds and angles. It 
was that simplicity that caught the 
public’s attention. By the end of 
1973, more than 10,000 arcade units 
had sold. A home 
version was re- 
leased in 1975, 
which sold 150,000 
units in its first year. 
One of the original 

Defender... 
scrolling, anyone? 

coin-operated Pong games is now 
on display at the Smithsonian 
Institute in Washington DC. 

For the next several years, Atari 
(then acquired by Warner 
Communications) remained unchal- 
lenged and continued to make 
advancements in video arcade tech- 
nology. In October of 1973 they 
introduced the first video game to 
incorporate color, Gotcha. Close on 
its heels was the first electronic dri- 
ving game, Gran Track 10, released 
in March of 1974. The following year 
they released Indy 800, the first 8- 
player video game, and Steeple- 
chase, the first game with music. 
Their 1976 coin-operated Tank 8, the 
first video game to use a micro- 
processor. One to eight players could 
race competitively or work as a team. 
Part of the fun was the unique con- 
trollers that became a trademark of 
Atari arcade games, varying from 
dials to joysticks to steering wheels. 
This is best illustrated by the success 
of Atari Football, released in 1978, 
which was the first video game to 
use the Trak Ball controls. The 
Trak Ball allowed for a greater 
freedom of movement and speed; 
gamers lined up to give it a spin. 
Bally introduced the first non- 
timed game that allowed a player 
to continue as long as their skill 
allowed; that was the Taito clas- 
sic Space Invaders. 

Noticing the overwhelming 
appetite for video entertainment, 

game companies continued to 
search for a way to bring their titles 

into the home and make them 
portable. A handful of early 
attempts like the Coleco 
Telestar and the Odyssey 1000 
surfaced, but turned out as 
merely a flash in the pan due to 
their limitations. However, com- 
panies such as Tiger, Mattel and 
Coleco developed their own sin- 
gle-game, hand-held units. Games 
like the Electronic Quarterback 
popped up everywhere and became 
on overnight sensation. You 
couldn’t get on a bus or plane, 
or walk into a classroom without 
hearing that high-pitched touchdown 
signal. 

Video amusement centers were 
enjoying an unprecedented promi- 
nence in the culture of the day. Coin- 
operated arcade palaces began pop- 

The Atari 2600 VCS 

ping up on every street corner. Also in 
1978, Atari developed a way to bring 
their popular arcade titles into 
the homes of the consumers. They 
introduced the Atari 2600 Video 
Computer System. This was the first 
interchangeable programmable car- 
tridge-based system available for 
home use and contained an 8-bit 
6507 micro-processor. The 2600 
VCS, packaged with a cart version 
of Combat, became an instant success 
by bringing the arcade experience 
into the home with coin-op cross-over 
titles and a host of controllers 
that would imitate their stand-up 
counterparts. 

3-D Simulation with Battle Zone 

Back on the arcade front, several 
major advancements in video tech- 
nology were underway. Exidy created 
the first four-color video game, Star 
Fire; the first vector graphics appeared 
on a game called Space Wars. 
Making its debut at the 1979 
Amusement and Music Operators 
Association Convention (AMOA) was 
Gorgar, the first talking game. The 
digitized voice uttered eight different 
phrases, making it the news of the 
industry. Atari’s Asteroids also arrived 
at the arcades, followed closely by 
Missile Command. A year later, they 
followed these classics with Battle 
Zone, the first 3-D arcade game. 

The early eighties were a banner 
period for stand-up arcade manufac- 



turers. Companies like Williams, 
Bally and Midway were making a 
name for themselves with hit after hit. 
In their search for new and exciting 
titles, Hank Ross of Bally traveled to 
the offices of Namco in Japan. 

Namco explained they were antici- 
pating a game they felt was sure to 
be a success, but it was not yet com- 
plete. In the meantime, they had two 
“so-so” games that were ready. While 
waiting for the completion of Rally 
X, Namco showed him Pac Man and 
Shoot Away; the rest is history. 
Originally named Puck Man (the 
name was changed in anticipation 
of alterations to the lettering), 
Pac Man went on to become the 
biggest selling arcade game in histo- 
ry, spawning several spin-offs like 

Ms. Pac Man, Pac 

Man Jr., Super 

Pac Man and 
Pacmania. 

1981 proved 
to be a great 
year for Will- 
iams. They 
re-leased the 
first side- 
scrolling 
video game, 
Defender, in 
February. It 

quickly sold 
more — than 
50,000 units, 

shooting 
Williams 

_ Tempest 

to the third 
largest manufacturer 
position in the arcade 
market and giving them 
their most profitable year 
in their forty year history. 
Late that year, they pro- 
duced Robotron 2084, 
the first dual joystick 
game, which was voted 
Best Action Coin-op of 
the year. At the same 
time, Atari was introduc- Centipede: An instant classic. 

ing a new style of game incorp- 
orating graphics created by a series of 
straight, brightly colored lines against 
a black background. Tempest was 
the first color vector-monitor game 
to appear in amusement centers, but 

several imitators would soon hit 
the market. 

Home cartridges of these 
arcade titles continued to increase 
the 2600 VCS hold on the consumer 
market. The industry sales doubled 
to nearly one billion dollars 
in revenue with Atari leading 

Adventure 

the way, thanks to 
games such as 
Pac Man, Defender, 
Asteroids, Bezerk, 
Frogger and Yar’s 
Revenge. Having no 
structured licensee 
program in place, 
the 2600 became 
an outlet for a host 
of cartridge peripherals 
such as the gray market double-ended 
cartridge and the cassette tape 
add-on. They introduced keypad con- 
trollers to allow for more options. 

One game could have 
innumerable variations, 
thanks to options like 
invisible players and 
customized boards. 
Until now, games did 
not include credit list- 
ings of its designers 
and programmers. 
One ingenious pro- 
grammer on the staff of 
Adventure, one of the 
earliest fantasy games, 
got the crazy idea to 
hide his name in one of 
the castles. When word 
got out that his name 

Mattel Electronics Intellevision: Smart TV 

was hidden 
in a secret room, 

gamers went nuts looking 
for it. Searching for a hid- 
den goal inspired gamers to 
spend many hours of play and explo- 
ration, making Adventure a hit and 
giving Atari an idea; the hidden 
bonus or code feature was born. 

But Atari would not hold their 
monopoly on the home video market 
for long. Mattel introduced a system 

known as Intellivision, which 
was similar to the 2600 
but provided clearer 
graphics and allowed for 
more on-screen image. 
The unit featured a twelve- 
digit keypad and dial con- 
trol, with the option of 
a keyboard = add-on. 
Activision, the first third 
party developer of 2600 
carts, had become second 
only to Atari in home game 
development with games like 
Pitfall. They were again first on 
the Intellivision scene with the 
release of Stampede. A few of 

the more memorable games for 
the Intellivision were Hockey, 
AstroBlaster and Micro Surgeon, 
which placed the player in a huge 
body to fight off sicknesses with 
aspirin. The downside of this system 
was that it only played Intellivision 
games and third party releases were 
slow in development. Many gamers 
also complained that the thumb dial 
was unresponsive and inaccurate 
compared to that of the 2600. 

History, Cont. on Pg. 42 CHES) 2: 
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The video game industry peaked 
in 1982, marked by annual sales that 
reached three billion dollars. Disney 

amazed movie-goers 
with Tron, a film 
that took you inside 
an arcade game with 
the help of computer- 
generated graphics 
and animation. The 
popularity of this film 
illustrated how video 
games had become 
a major part of our 
culture. A stand-up 
game based on the 
movie was released 
by Bally/Midway at 
the same time that 

Williams was releasing Joust, the 
first two-player coopera- 
tive play game. 

A flood of new 
home video game 
systems hit the mar- 
ket in 1982. Already 
a successful developer 
of software for the 
2600 and Intellivision, 
Coleco released their 
own video game sys- 
tem, ColecoVision. It 
boasted ten times the 
screen RAM of the 
Intellivision, manipulating 
up to 48 objects on screen simultane- 
ously, and could play games as big as 
32K ROM. ColecoVision captured a 
big percentage of the market largely 
because Coleco offered a peripheral 
called the Conversion Module that 
adapted unit to play all Atari VCS 
compatible software. Packaged with a 
home version of Nintendo’s Donkey 
Kong, ColecoVision was enhanced by 
a steady stream of successful software 
titles and intriguing controllers like 
the Roller Controller, the Super 
Action Joystick and the Driving 
Module. 

Joust: 2 

ColecoVision 

players are 

While Coleco was capturing the 
hearts and dollars of gamers every- 
where, Atari was gearing up for a 
Christmas release of their “Super- 
game” unit, the 5200 Advanced 
Video Entertainment System. The 
5200 was superior to the 2600 in the 
areas of graphics and speed due to a 
6502 processor, the same size type 
found in the 8-bit Nintendo system. It 
contained 16K of computer memory 
and a digital component to reproduce 
speech. The downfall of the 5200 
was that it had nothing particularly 
innovative about it. It played all 
the 2600 games with better graphics, 
but the game play improvement 
wasn’t enough to sway many 2600 
owners. The same titles were being 
released for both systems, as well as 
ColecoVision and Intellivision, 
so few gamers were influenced 

by game libraries. 
In addition, the 
original 5200 con- 
troller lacked dura- 
bility and suffered 
from the same 
slow response as 
Intellivision’s. Its 
release sparked 
the industry’s 
first big market 
share battle 
between Atari 
and Coleco, 
similar to the 

current Genesis and Super 
Nintendo debate. 

Atari and Coleco weren’t the only 
companies vying for the consumers. 
Mattel was hard at work on the new 
and improved Intellivision Il and the 
Aquarius Computer. Sears had their 
Super Telegames System, compatible 
with 2600 and Intellivision games, 
and Magnavox had released the 
Odyssey*. GCE, the company behind 
the Game Time and Arcade Time 
watches, introduced the Vectrex 
game system. This stand-alone unit 
was composed of a black and white 
vector monitor, similar to those found 
in arcade games, and a system base 
not unlike the current Macintosh. Its 
vector monitor allowed for the 
translation of arcade smashes 
such as Asteroids, Battle Zone, 
Star Castle and Tempest into 
the home. Astrovision’s Astro 
Professional Arcade system 
made its second appearance on the 
market, this time under the name 
Astrocade. It was originally intro- 
duced by Bally in 1976 as a 4K color 
computer with two built-in games; 
Gunfight and Checkmate. Initially, it 

petter than one: 

The Driving Module for Turbo. 

confused consumers by functioning 
both as a game system and a comput- 
er, and was eventually forced off the 
market by the lower-priced Atari sys- 
tem. The Astrocade fared better in its 
second release, but it was the calm 
before the storm. 

By 1983 the video game industry 
was headed for trouble. In hindsight 
the downward spiral has been attrib- 
uted, in part, to the lack of control 
within the industry. Without a 
licensee structure, there were no regu- 
lations over the quantity or quality of 
games released. Consumers were 
bombarded with variety of systems 
that were all from the same mold, as 
well as games that merely translated 
between systems and lacked originali- 
ty. The industry was beginning to stag- 
nate. Sales began to drop off, which 

Atari 5200 



started a trend of software discount- 
ing and dumping. Cartridges that had 
once sold for $35 dropped to five 
dollars or less, and the losses began 
to take several game manufacturers 
out of commission. Companies tried 
to salvage their investments in tech- 
nology and manufacturing by enter- 
ing the home computer market. 

Coleco began 
developing 
the Adam 
home com- 
puter, but 

Astrocade 

suffered a huge 
monetary blow when they 
failed to deliver it in time to 
meet Christmas orders. Sales 
dropped to $2 billion for 
the year. Things were not 
so gloomy across the 
ocean in Japan. Nintendo 

upon can’b 
993 TOMB 

The Odyssey 2 by Magnavox 
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Co., Limited introduced their Family 
Computer System, better known 
as the Famicom, in Japan to a warm 
reception. Also in Japan, a small 
company by the name of Sega 
Enterprises released their first con- 
sumer video game console, the SG- 
1000. Sega was the resulting compa- 
ny from the 1965 merger of a 
Japanese game distributor, Service 
Games Company, and _ Rosen 
Enterprises, Limited USA, out of 
America. 

1984 saw the continuing decline 
of the video game phenomenon, 
taking many manufacturers, retail 
stores and financial institutions 
with it. Unable to recover the loses 
from the Adam computer venture, 
Coleco ceased manufacturing of the 
ColecoVision and its software, and 
filed bankruptcy. In a similar move, 
Mattel halted manufacturing of 
the Intellivision and closed its elec- 
tronics division. Atari showed their 
latest 8-bit system, the 7800, but held 
it back from the market. Video game 

sales fell to $800 
million, driving Warner 
Communications to 

sell Atari Incorporated 
at a firesale price. The 
home computer, game 
systems and software divi- 
sions were boughtby 

= Jack Tramiel, the com- 
puter entrepreneur 
behind Commodore, 
and became Atari 

a 

AV 

Corporation. The remaining stand-up 
arcade division became Atari games. 

While the exact figure is unclear, 
US market sales hit an all-time low, 
somewhere between $1 and 5 mil- 
lion, in 1985. The remainder of the 
first generation video game compa- 
nies pulled out of the market or 
began to reorganize. Conversely, as 
the industry hit rock bottom in the 
U.S., it began to flourish throughout 
other parts of the world. Nintendo 
sold an estimated 6.5 million 
Famicom systems in Japan alone. 
They introduced the Famicom to 
America at the Winter Consumer 
Electronic Show and successfully test 
marketed the product in New York 
that Fall, but Atari declined 
Nintendo’s offer to distribute the 
Famicom in the United States. Little 
did American game enthusiasts know 
that, like the Phoenix, the dying video 
game industry was about to re- 
emerge from the ashes. 

The staff of Game Informer Magazine would 
like to thank the representatives of Atari 
Games, Tengen, Rogers & Associates, Manning 

Selvage & Lee, Berkhemer Kline Golin/Harris, 

Activision, Turbo Technologies, Aldrich & 

Associates, Williams/Bally/Midway, Roger 

Sharpe and other individuals for providing 
background information for this article. 
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KIRBY’S DREAM 
LAND - GAME BOY 
| recently found an option 
screen for this great Game Boy 
cart. To get to the option screen 
press down, button B, and the 
select button simultaneously at 
the title screen. Or you can go 
to the “Extra Game” by press- 
ing up, select, and the A button 
at the same time. 

Donny Whitford 
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RAMPART - SNES 
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Michael Grone 

Modesto, CA 
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MEGA MAN 3 - NES 
Here are some codes to get you 
past the following bosses. 
Hardman: C: Red 4,Red 5 
Topman: A: Red 3 C: Red 4, 
Red 5 
Sparkman: A: Red 3 C: Red 4, 
Red 5 F: Red 4, Red 5 
Magnetman: A: Red 3 C: Red 
4, Red 5 F: Red 4, Red 5 
Snakeman: A: Blue 3 C: Red 4, 
Red 5 F: Red 4, Red 5 
Gemini Man: A: Blue 3 B: Red 
4, Red 5 F: Red 4, Red 5 
Needle Man: A: Blue 3 B: Blue 
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POWER PUNCH II - 

NES 
| found a level select on the 

Nintendo game Power Punch 

il. All you have to do is when 

you start the game is hold the 

select button down when you 

press start and it will move you 

to the next fighter. You can 8° 

all the way through to the end 

fighter plus you can view the 

ending by doing the trick on 

the end fighter’s profile. 
Brian Tomkins 
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MERCS - GENESIS 
IN 

On Mercs for the Sega Genesis, 

you can power-up all of your & 

mercenaries life bars to near 

maximum using only one yel- 

low first-aid kit. When you 

come to one, allow a needy 

Merc to retrieve it. Before his GW ‘ eiquinjo) 

life meter fills entirely, quickly preuoqdew Aqqod 

switch Mercs and he'll gain life 
“|nyoreo 

on his meter. Keep doing this 24 °° ‘nauane|} 24 ues noA 
yng juloed 

get an edge. 
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ARROW FLASH - 

GENESIS 
| found a trick that would let 
you keep your Arrow Flash 
longer. When you insert the 
cartridge, press start to go 
straight to the options screen 
Put your Arrow Flash on 
CHARGE mode. Exit the option 
screen. Wait and let the story- 
line play out. At the end of the 
storyline, it will show a short 
demo of the game. Press start 
and POW! Longer Arrow Flash! 

Derrick Robiason 
Winstonville,MS 

VEGAS DREAMS - 
NES 
If you switch the 17th and 18th 
characters in your password 
al become an instant 

illionaire. A big help f 
those gamblin' blues. co 

Danny Banks 
Detroit, M 
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The Sega CD Brings Arcade 
Action Into Your Home With 
Cobra Command 

“Alright! Let’s go in and blow 
‘em out of New York.” 

The enemy has infiltrated US air 
space and, as an ace Cobra 
Helicopter pilot, it’s up to you to 
come to the aid of your country. This 
arcade smash has 

*.cion 

eath-defyin’ _— e 

cet out 07° 

been revived as one of the first discs 
available for the new Sega CD. 

This first-person helicopter flight 
simulator really brings the arcade 
action into your home, with its explo- 
sive sound and realistic voice-overs. 

| Sound: 9 

We highly recommend that you hook 
your system up to the stereo for this 
one. The whirling of blades and 
onslaught of explosions close in from 
every side. 

Cobra Command is more a test of 
your agility and marksmanship. There 
is a set course that you follow but 
you must avoid all types of hazards 
while gunning down the enemy. The 
unique selection of landscapes in 
which battle commences provides 
variety and challenging game play. 

Set forth on a series of missions 
that take you through several unusual 
locations; the first battle takes place 
in New York. You engage in a dog 
fight above the Statue of Liberty and 
then sail down the streets of the Big 
Apple, dodging and weaving 

Cobra Command Review 

Concept: © ? 

Graphics 
& Animation: 9 

between the sky scrapers. Your next 
assignment is to take a missile site 
located in the Grand Canyon. Your 
blades kick up the dust and sand as 
you scale along the towering cliffs of 
painted rock. Next you fly out over 
the Pacific to do battle with an enemy 
fleet. Test your weapons against air- 
craft carriers, jets, destroyers and 
enemy submarines. High-powered 
action over Easter Island takes you 
through the heavy cover of the jun- 
gle. Destroy the opposition without 
doing damage to the nearly one thou- 
sand year old statues on the beaches 
below. You'll reach your first fortress 
at the end of the fifth mission. Fly 
down into a hidden cavern with your 
guns blazing, blowing up helicopters 
and tanks in your path. “All clear.” 

Reviewed by Paul, The Pro Player 

| remember a very similar game in the arcade a few 
years back. Basically, Cobra Command is Top Gun 
with amazing graphics. 4 

C’mon, it’s CD. You've got to have good graphics 
with all that space for memory. 

This game can only be appreciated hookodaas 
through your stereo. 

Value: 8 

\ Overall Rating: 8 

Your route through each level is the same all the 
time. Don’t expect to take a couple laps around the 
Statue of Liberty to check out the scenery. You con- 
trol the aiming of the gun. 

‘Playability: = 7” 

Entertainment _ 
Cobra Command is definitely a new experience in 
gaming. Once | was into this game, | found myself — 
leaning into every turn and ducking to avoid the _ 
enemies. 
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Wage a full-scale air attack as 
you fly from Paris into Rome. No 
time for sight-seeing on this trip! 
Next, it’s the Persian Gulf revisited as 
you fly over the desert taking out 
tanks, missile sites and an oil refin- 
ery. The eighth mission takes place 
deep in the jungle as you swoop 
between trees and graze over the 
underbrush, searching for well-hid- 
den targets. This provides great prac- 

tice for your next mission, which 
takes place inside the dark and 
jagged walls of an underground cave. 
One false turn and you're stalactite 
stew, but if you succeed, it’s on to the 
next fortress. 

We've made it through all ten 
levels, but each one had us holding 
our breath. This game is much more 
difficult than it looks. Your Cobra is 

well armed with both missiles and a 
Vulcan gun, but you’re under siege 
from every side. This game is not for 
the beginning pilot, and the weak of 
heart need not apply. 
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Congress Throws the 
Book at Copyright Crooks 

The US Congress is receiving 
praise from the video game industry 
for passing legislation to make soft- 
ware piracy and other forms of copy- 
right infringement a felony. The bill, 
S.893, was introduced by Senator 
Orrin Hatch, a Republican from 
Utah, and is supported by New Jersey 
Democratic Representative, William 
J. Hughes. It is currently awaiting a 
signature from President Bush. 

Night Trap - Sega CD 
Sega of America 
This two-disc game from Sega throws 
you right into the middle of a full- 
motion, live-action adventure. You 
are a member of a special S.C.A.T. 
team that has been sent in to discover 
the fate of five young girls that disap- 
peared while spending the night at 
the winery and home of the Victor 
Martin family. Capture the intruders 
before it’s too late. 

Sewer Shark - Sega CD 
Sony 
This disc is produced by Digital 
Pictures, the same team as Night 
Trap, and distributed by Sony. It’s a 
high speed, full-motion, action shoot- 
er that casts you as a rookie sewer 
jockey. But something is dreadfully 
wrong in Sector Nine; it seems your 
colleagues are turning up with cranial 
tissue sucked right out of their heads. 
And Falco is headed for Sector Nine. 
Alright, Dogmeat...it’s your job to res- 
cue her or you won't live long 
enough to see Solar City. 

Nintendo has recently re-released a 
collection of their most popular video 
game hits for the Nintendo 
Entertainment System. The “classics” 
collection includes Punch Out, and 
Metroid, both titles which sold more 

than one million copies in their first 
release. The collection also includes 
Zelda and Zelda II: The Adventures of 
Link, which combined sold more 
than seven million cartridges. “With 
projected sales of four million NES 
units in 1992, we want to ensure that 
these timeless classics are available to 
new NES owners, as well as to the 
millions of current owners who 
missed purchasing them the first time 
around,” Peter Main, Nintendo’s vice 
president of marketing, commented. 

Introducing the Humans - 
NES, SNES, Game Boy, 
Genesis and Game Gear 
Gametek 
This new PC crossover gives you a 
real reason to succeed...longevity of 
the Human race.This Darwinian 
adventure takes you back in time to 
the Prehistoric era and the first 
humans on Earth. It’s survival of the 
fittest in this test of everyday caveman 
trials and tribulations. Discover tools, 
fire, survive and find a mate for a lit- 
tle species multiplication. Your ulti- 
mate goal: Evolution. Otherwise, 
you're headed the way of the 
dinosaurs. Available early 1993. 

Utopia - Super NES 
Jaleco 
One of the first mouse-compatible 
games for the Super NES, Utopia is a 
strategy game set in outer space. The 
object is to create a utopian space 
colony with 100 percent life quality. 
If that isn’t difficult enough, you'll 
have to achieve this while fending off 
attacks from alien life forms. Explore 
for valuable resources, conduct com- 
bat missions, create weapons and 
construct buildings in this PC transla- 
tion. Available Dec/Jan ‘93. 



Amazing feats 
and adventure lurk around 
every street corner in this 
incredibly exciting game for 
1 or 2 players. 

Earth-shaking visuals, huge challenges, and a story you can Top arcade game brings explosive action right to you. Special 
really sink your teeth into. effects & two-player simultaneous action. 

- Sav . the Universe from the evil Bydo Empire. Features non-stop Tee-off with skins— winner-takes-all on every hole or match 
action and a variety of challenges. play— combines different styles. 

Here's how it works! FEM 
1 Buy any two of these games: DinoCity, Super R-Type, 

The Irem Skins Game, GunForce, or Street Combat. IREM AMERICA CORP 
2 Cut out the UPC code from your boxes. web cae cero ateh 

; F 335 154th Avenue N.E. 3 Fill-out the form, cut at dotted lines, then put form and Redmond, WA 98052 

UPC codes in an envelope mailed to this address. Zi—SS~ FAX: (206) 883-8038 

© 1992 Irem. Nintendo and Super Nintendo Entertainment System (SNES) are registered trademarks of Nintendo of America Inc. y 

Please hand print in ink 

Name 

Address City 

State Zip Phone(___) 

Shirt size: Sm) Med) tg ld xi. QI 
Check which 2 games you purchased: LJ DinoCity (_] GunForce 

(J The Irem Skins Game ‘J Super R-Type (_] Street Combat 
Please allow 6-8 weeks for delivery. Offer expires 4/15/93. 



Atari’s Dracula, The Undead: 
A Lynx Nightmare You Can 
Really Sink Your Teeth Into 

The mountains and villages of 
Europe are rich with folklore of their 
heritage. The inns of Germany are no 
exception. Stories and legends sur- 
faced long before the seventeenth 
century of creatures that lived some- 
where between life and death, roam- 
ing the night and feeding off the 
blood of other living creatures. 
Nosferatu, or vampires as we more 
commonly call them, were blamed 
for sudden fevers, dying livestock, 
and even the plague. 

Bram Stoker made these legends 
famous in his novel about a mysteri- 
ous Count that stalked the night as 
one of the undead. Dracula has lived 
through innumerable reincarnations. 

Now this legend is available for the 
Atari Lynx. Join the author by the fire- 
side as he reads from the pages of the 
actual novel and spins the tale of 
Dracula: The Undead. 

Take on the role of Jonathan 
Harker, an English solicitor who jour- 
neys to the Count’s Transylvanian 
home to settle his estate. Jonathan has 
located a new home, the abandon 
Carfax mansion in London, for the 
Count. Such a strange request to 
require a home with its own grave- 
yard and deserted chapel. You must 
help him prepare for the long journey 
across the sea. But he has packed so 
many long, heavy crates. Will you 
live long enough to sail home to the 

beautiful wife that waits for you or fall 
victim to your sinister host and his 
three brides? 

The game begins as Jonathan 
awakes in his bedchamber. Your mys- 
terious host claims he must be away 
during the day and joins you only 
after sundown. He has invited you to 
explore the castle, but to refrain from 
venturing beyond locked doors. 
Dracula uses classic Role-Play con- 
trols to guide you through this creepy 
adventure. Use the controls to scroll 
down the list and match a verb with 
an object or two objects together to 
perform the desired action. Move 
from room to room, exploring cabi- 
nets and passageways for the objects 
and information necessary to escape 
Dracula’s mansion in one piece. 

The first thing you'll have to do is 
locate your notebook. Jotting down 
important or unusual bits of informa- 
tion will prove valuable throughout 
your adventure. You'll need this infor- 
mation to convince the townspeople 

of what you’ve found in 



order to put an end to Dracula’s reign 
of terror; if you manage to escape his 
castle with your life. Now you must 
find a way to open jammed door- 
ways, get past Dracula and his brides, 
find your way through the catacombs 
and into freedom without becoming 
bat bait. You may narrowly avoid 
becoming dinner’s main course, but 
you must destroy Dracula in order to 
win. 

The sepia-tone game screens, 
Bram Stoker narration and haunting 
theme music help set the mood for 
this great horror classic. And it hits 
the shelves just in time to ride on the 
coat-tails of the newly-released big 
screen version. In the mood for a little 
scare? Pick up Dracula: the 
Undead...if you dare. 



It’s now the twenty-ninth century, 
and you are somewhere in the vast- 
ness known as space. Life as you 
know it has been destroyed for your 
people and your planet. This is the 
story of the how this came to pass... 

Humans ruled the Earth; not a 
perfect place, but better than the 
pathetic state humans are forced to 
dwell in now. Their civilization was 
heavy-laden with crime, hunger, and 
the threat of nuclear war. But nothing 
had prepared the Human Race for 
that fateful day of reckoning. Without 
warning, Alien warships descended 
onto Earth, bringing with them 
destruction and ruin. The Humans 
made every attempt to fight, but were 
overpowered in a matter of hours. 
Humanity as we know it had changed 
in less than a moment. Life became a 
routine of misery and death. The 
destroyed planet became a Dust 
World; nothing but sorrow and suffer- 
ing. 

There was one small hope. 
Hidden away from the aliens, a small 
band of Humans raised two children 
as warriors, the planet’s last chance 
for resurrection. These children were 
trained in every facet of combat; 
taught to use the most modern and 
powerful weaponry. These warriors 
emerged from their people as heavily 
armed and dangerous 

Experience a Space Invasion 
of Epic Proportion With 
Turbo Duo’s Forgotten Worlds 

> 
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( Forgotten Worlds Review _ Reviewed by Andy, The Game Hombré 

Concept: 7 Forgotten Worlds is a classic arcade shooter that 
found quite an audience on the Sega. Now it’s 
popped up on the Turbo Duo. 

Graphics 
& Animation: 8 The graphics are nice and very crisp; better than 

Sega’s but, of course, it suffers from CD access 
time. 

Sound: 8.75 CD sound is always awesome, but | think they 
could have added something new to make this 
version stick out above the competition 

Playability: 8 The game play’s identical to the Sega version, 
minus the opposite rotation button. The control 
does seem to be a little tighter, but nothing really 
new. 

Entertainment 
Value: 7.75 Forgotten Worlds is a classic. Shooter's are a must 

for every collection and this game does offer some 
good action. 

Overall Rating: 8 
ical ihononinnsn inn nine ek ntinnansiliimtendatenica aint hit eraandiseiSlan seen hutnndhaiaracbiniins tii 2uicluMeiolbNlriectet 

humans of might and strength. They 
became known only as the Nameless 
Ones. 

As one of the Nameless Ones, 
you must battle through the waste- 
lands that were once your home, bat- 
tling Reptilian Thugs and Zipper 
Worms triple to you in size. But it 
must be done; you must free the 
planet...the Forgotten World. 

As you defeat enemies, they will 
leave you Zenny, the currency of the 
present day. Be sure to save this up. 
You will come across stores on 
your quest where you can pur- 
chase weapons, armor, and life 
saving merchandise. Choose 
wisely, for some weapons are 
more useful than others. In bat- 
tle, your best friend is your satel- 
lite, a rotating weapons unit that 
doubles as a protector. You can fire 
in all directions by rotating the satel- 
lite, and this 360 degree weapon will 

save your life on more than one 
occasion. 

In the unlikely event that you 
make it through, you will face your 
final confrontation with the King of 
Aliens: The War Tyrant. Defeat him 

in order to free your planet 
and return it to 
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its original name: the once peaceful 
planet known as Earth. Is this fore- 
shadowing of things to come or only 
a game?...who’s to say. Turbo 
Technologies has brought this arcade 
masterpiece to their new CD-ROM. 

The one-player action will challenge 
you through seven long levels with 
huge bosses. The improved graphics 
and sound of the CD make this game 
an intense shooter for anyone that 
loves action. And besides, you never 
know when the practice might come 
in handy. 
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Super Adventure Island 
For play on the Super Nintendo Entertainment System 

* Editor’s Choice Gold Winner from Electronic Gaming monthly 

« Spectacular Graphics Combined with incredible music 

* Power-up feature transforms hero into wild skateboarder 

* Weapons include: stone axes, boomerangs and fireballs 

Adventure Island 3 
For play on the Nintendo Entertainment System 

* Combat a mysterious invasion of primitive Adventure Island 

* Explore eight gigantic islands on your guest to save Jeannie Jungle 

¢ New dinosaurs and weapons are included to defend Master Higgins 

¢ Uncover secret bonus zones and hidden items for extra power 

Adventure Island 
For play on the Game Boy System 

Master Higgins goes portable in this classic South Pacific game 

: * Crack open treasure eggs for massive points or handy shortcuts 
Special note to consumers: Z . . : : 

If you are unable to find any of these titles at Hunt through bizarre islands filled with sneaky killer traps 

your local retailer, you can order direct by calling: * Dodge snakes, bats and more as you search for your lost friend 

(415) 495-4486! 

a A la ana Nei ae hoe eb Adopece leland RBank’e Advantire Bamherman Il are trademarks of Hudson Soft USA, Inc. @1992 Hudson Soft USA, Inc. All Rights Reserved. Hudson Soft is a registered trademark of Hudson Soft Co., Ltd. Felix 
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Felix the Cat 
For play on the Nintendo Entertainment System 

¢ Journey through nine levels of intense animated adventure 

¢ Felix’s Magic Bag of Tricks Provides dozens of helpful items 

¢ Features many character’s from Felix’s zany cartoon series 

« Enter hidden Magic Bags for super bonuses and power-ups 

Bonk’s Adventure 
For play on the Game Boy System 

¢ Classic video game character now available for the GAME BOY 
¢ All-new transformations and power-ups for our cave boy hero 

¢ Do flying head-spins and Pile-driver moves to “bonk” bad guys 

¢ Multiple challenges in the special trial areas for extra points 

Bomberman II 
For play on the Nintendo Entertainment System 

* New power items and poison skulls highlight the excitement 

¢ Features include options for 2 or 3-Player simultaneous play 

¢ Build up bigger and better bombs to blow away the enemies 

* Over 50 levels of incredibly bombastic heroics in 1-Player mode 

the Cat is a registered trademark of Felix the Cat Productions, Inc. Nintendo, Nintendo Entertainment System, Super Nintendo Entertainment System, Gameboy and the Official Seals are registered trademarks of Nintendo of America Inc. 

HUDSON GROUP 

HUDSON SOFT 
HUDSON SOFT USA, INC. 
400 Oyster Point Blvd. Suite 515 

South San Francisco, CA 94080 

Tel (415) 871-8895 
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Okay, we saw bits and pieces of 
it at the Summer CES. We heard all 
the hype. We read page after page of 
press releases and video publication 
previews. But this is one game that 
you really have to see to believe. 

INES 
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acrobatic off the spring board
. 

Sonic gets 

Sega promised that Sonic 2 
would be bigger and better, and they 
weren't kidding. The new eight-meg 
size has made room for new back- 
grounds, new colors, new levels, new 
music, new moves and animation, 
and a new two-player option.The first 

Sega Sizzles With 
Their Super Sequel 
Sonic the 
Hedgehog 2 

thing you may notice when you pop 
in this cart is that Sonic has a new 
friend, a little fox by the name of 
Miles “Tails” Prower. This enthusias- 
tic buddy can work as a help or a 
hindrance in the single player mode, 
cooperatively in the two-player 
mode, or competitively in a special 
“versus” mode. A single player can 
choose to be either Sonic or Tails. A 
computer-controlled partner will join 
in the fun and, if you get stuck, just 
let your partner lead the way to safe- 
ty. Both the cooperative and the com- 
petitive modes feature a split screen. 
The versus mode is made up of four 
main levels ranging from a casino 
level to a road race for the gold. 

The next thing you'll notice are 
the eye-popping graphics. The back- 

grounds are more intricate and 
detailed than ever before. And the 
colors are so bright, you may want 
to keep your shades close at hand. 
The new scenes feature upside-down 
corkscrews, revolving tunnels, con- 
stantly moving machinery and tubes 
that jet Sonic and Tails through 
the levels. There is an added depth 
and 3-D look to this game that’s 
incredible. 

Sonic 2 has ten basic levels, each 
consisting of several stages, plus 
bonus stages and a special hidden 
stage. These levels vary from the 
Green Hill Zone, the Metropolis 
Zone, the Chemical Factory, Oil 
Ocean, The Dust Hill Zone, The 
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Casino Zone and more. Each level 
has its own unique tricks and traps 
such as hidden vine triggers, floating 
platforms, spring boards , fans and air 
bubbles that make this version more 
challenging than its predecessor. 

Sonic not only faces Dr. 
Robotnik in his new Death Egg, but 
this little blue speed-demon has a few 

new tricks of his own. The Spin-Dash 
is a turbo-speed maneuver that will 
help Sonic out of sticky situations. He 
flips off of spring boards end-over- 
end and picks up steam faster than 
ever before. 

There are even new tunes created 
by the same composers from the orig- 
inal Sonic, although fans will be 
happy to hear the familiar Sonic 
theme remains. In fact, Sega has kept 
everything we loved about the first 

Sonic and taken it one step further. 
Sonic the Hedgehog 2 will take you 
to new heights to face new chal- 
lenges at all new speeds. Catch it if 
you Can. 



| Stay Ahead Of The Game! 
Subscribe to Game Informer... 

The hottest new video game magazine around. 



IF YOU THOUGHT TETRIS WAS FUN, 
LOOK WHAT WE DID TO WORDTRIS. 

ACID. BOMBS. DYNAMITE. OUR SCIENTISTS 
MADE IT HARD TO GET A WORD IN EDGEWISE. 

This mind-boggling, falling-block Soviet game will 
burn you up, blow you away, blast your socks off. 
This time the falling pieces are letter blocks. Instead of 
forming lines, you form words. Horizontally. Vertically. 
They clear. You score. The pace quickens. Where’s that 
Magic Word? A Wild Card Block appears. The challenge 

builds as the levels go higher and the blocks fall faster 
and faster. You find our 50,000 word dictionary knows 
all. You’re in the mood for 2-player mode so you take 
on a friend. So much to do, so little time. More 
challenging than Tetris? You have our word on it. 

Spectrum HoloByte, Inc. 2490 Mariner Square Loop, Alameda, CA 94501 

THE WORD’S OUT. 
WORDTRIS IS AVAILABLE FOR 

‘ im GAME BOY™ AND SUPER NES: 
eT eR Roe 34 For Visa/MasterCard orders call 24 hours a 

$ “Sy day, 7 days a week: 1-800-695-GAME (Orders 
: Only). For product questions and availability 

call: 1-510-522-1164 (M-F: 9am—5pm PST) 

Original game ©Armenica, Inc. Tetris is a registered trademark 
and Wordtris is a trademark of Elorg and both are licensed 
to Spectrum HoloByte, Inc. Spectrum HoloByte is a registered 
trademark of Spectrum HoloByte, Inc. 
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From The Top Answers 

Ted Hoff 
Vice President, Tengen 

1992 marked the twentieth anniversary of Atari, the 
company that first brought video games to the arcades 
with Pong. We checked in with Tengen, the company 
formed by Atari Games to bring their arcade titles into the 
home. Game Informer talked to Ted Hoff, Vice President 
of Marketing and Sales at Tengen, to see where they’ve 
been over the last twenty years and where they’re headed 
in the years to come. 

What is Tengen’s affiliation with Atari? 
“Time Warner sold a portion of Atari Corp. to Jack 
Tramiel, founder of Commodore, in 1985. The remaining 
coin-op division became Atari Games. The Atari 
Entertainment video game unit remained with Atari 
Corporation, so Atari Games couldn’t take arcade games 
to the home market under the Atari banner. They formed 
Tengen as a subsidiary of Atari Games in 1987 for that 
purpose.” 

With Atari celebrating their 20th anniversary, what do 
you see as some of their milestones? 
“When Knowlan Bushnell first formed Atari in 1972, little 
did he realize he would be the forefather of a four to five 
billion dollar industry. In marking the twentieth anniver- 
sary, we’ve seen that this is not a come and go market. 
We’ve seen various new technologies that bridged the 
twenty year time span and provided leading edge video 
game development, which has maintained the consumer 
interest.” 

How did you enter the video game industry? 
“I’ve been in gaming seventeen years, and was a consul- 
tant to the company in the late eighties. | joined Tengen in 
marketing and sales about three years ago.” 

What focus has Tengen had in the video game industry? 
“Our primary focus has been to bring the Atari Games 
arcade hits to home console platforms; that being the 
Pacman series; the RBI Baseball series, Road Blaster, Pit 
Fighter, and Tubin’. It’s challenging to duplicate the 
arcade experience and, as the coin-op technology 
advances, the technology of Tengen has to advance in 
order to deliver the same gaming experience to the con- 
sumer.” 

Wa N Ser 

TENGEN 
VIDEO GAMES 

What arcade titles, to date, have become the biggest suc- 
cesses for Tengen? 
“The biggest success was probably Pit Fighter, because it 
represented such advancements in technology. We were 
able to duplicate all the motion of the actors and the game 
play on the Genesis system. Another game that duplicates 
the arcade experience very closely is Hard Drivin’ 
because of its polygon technology.” 

Tengen has begun marketing a line of game accessories. 
How did that come about? 
“There’s more to this business than just cartridges. 
Accessories became an obvious line extension for us. 
Tengen’s philosophy in entering the accessories market 
was to be able to provide a full line of value-added, high- 
quality, aggressively-priced accessories that have a com- 
mon appearance among the packaging and a familiar 
name.” 

How has Tengen been affected by the current 16-bit 
technology war? 
“We've benefited from what has turned out to be a classic 
market share battle. It not only creates the category, but 
forces category growth very rapidly to where the installed 
base of 16-bit Genesis and Super Nintendo combined by 
this Christmas may be between seventeen to twenty mil- 
lion units. That’s much higher than was expected a year 
ago. We have the opportunity to sell into a much larger 
installed base.” 

Does Tengen have plans to develop software for the CD 
ROM format? 
“We will start working on CD with an internal develop- 
ment team, and begin our delivery to market when the 
installed base has matured somewhat.” 

What type of new technology will Tengen be using in 
future carts? 
“Atari Games is doing interesting things with simulation 
and advanced digitization. The technology going on now 
at Atari Games will be the kind of technology Tengen will 
be able to bring to the consumer once those products are 
out in the coin-op market.” 

Where do you see the video game industry heading? 
What do you foresee in its future? 
“There’s enough new technology and new capitalization 
that | think you'll see a very rapid and enormous advance- 
ment in the delivery of home entertainment to the mass 
market. With prices being driven down, and the installed 
base of video game units approaching that of VCRs in the 
United States, | think you’ll see the continued develop- 
ment, enhancement and delivery of products to con- 
sumers that will evolve over time.” 
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Combat Basketball. 
No personal fouls and plenty of 
excitement highlight this bone-crunching 

futuristic basketball title! Dodge missiles, 
saw blades and more as you pound your 
way through the most intense contact 

sport ever created. 

e Fast one-on- 

one action! 

Play against the 

computer or a 

friend (1 or 2 player). 

e Super League Mode! Make your own 
team by buying and selling players. 

Up to eight people can play in the 
same league! 

e Battery back-up lets you save your 
league for future grudge matches! 

HUDSON SOFT USA, INC. iUDSON GROUP 

CART MAIN ® 400 0vsTER POINT BLVD. suTEsts 
ie SOUTH SAN FRANCISCO. CA 94080 

/ (415) 871-8895 

© 1991 Hudson Soft USA, Inc. All rights reserved. Bill Laimbeer's Combat Basketball is a trademark 
of Hudson Soft USA, Inc. Hudson Soft USA, Inc. is a trademark of Hudson Soft Co., Ltd. Nintendo, Super 
Nintendo Entertainment System and the Official Seals are trademarks of Nintendo of America Inc. © 
1991 Nintendo of America. 



FOUR NEW COURSES 
FOR YOUR GENESIS 
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LEADERBOARD GOLF 
- Near the green use the special 

pers. igitize ice a “Chip” and “Punch” shot options 
‘Best Ball? “Skins” and : pepe tt BE to improve your accuracy. 

“Texas Se am ble? ak 

Ask your caddy which c 
recommends and be sure to check 

the wind direction before you hit 
your next shot. 

of your ball on the green. Hita 
little harder on wet ae and | 

on a anes. 

Tee it up on some of the world’s most famous golf courses. Florida’s Doral Country 

Club, a course so tough it has pros think about getting into a new line of work. 
Cypress Creek, the longest in Texas, this baby challenges even the biggest hitters. 

Saint Andrews in Scotland, the true granddaddy of them all. And, if that’s not 

enough, there's the custom designed Gauntlet Links, maybe the toughest of the ~ 

four. So if you’re ready for the excitement of world class action...This bub’s for you! 

Available for Sega™ Genesis™ 

Leaderboard is a trademark of Access Software Inc. SEGA and GENESIS are trademarks of Sega Enterprises LTD. © 1992 US. Gold, Inc. 
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FUN,FUN,FUNI! A peaceful life in quiet Chinaland was suddenly thrown into 

disaster, after the Universal Peace Conference was over. The 

2 Emperor's concerns kept growing until Jack and Ryu decided to 

go out and settle the problem. The places they visited during their 

expedition were:Chinaland, Mysteryland, Fairyland and Future- 

land. The more they advanced, the more suspenseful it became. 
What they found out was a devastating plot. 

There are loads of exciting action, cool items, neat vehicles, great 

attacks, and magic spells available. They are all yours to blow 
adversaries out of the way of the once peaceful Chinaland. 



ING GAMES FOR SUPER NES AND GAME BOY" !! 

OPERATION MODES ARE AVAILABLE. 

een MODE 

WHAT IS THE NEW HIRYU ena a WAS 
FROM ACTION GAME MANIACS TO PEOPLE WHO ARE NOT SO HOT ABOUT ACTION 
GAMES CAN HAVE FUN! THIS IS THE NEW HIRYU NO KEN SYSTEM THAT PEOPLE 
HAVE BEEN TALKING ABOUT! 

1 XPERT MODE THAT FULLY UTILIZES THE HIRYU NO KEN. 

2). EXCITING FIGHTING MODE THAT REQUIRES SIMPLE 

CONTROL. 3). COMMAND BATTLE STYLE, ANIMATION MODE FOR 

PLAYERS WHO WANT TO ENJOY THE STORY. 4). AND LAST BUT NOT SYSTEM WHICH.” PROGUCES. HE 

LEAST, VS TOURNAMENT MODE WHERE EIGHT PLAYERS CAN HIS_GAME HAS FOUR DIFFERENT MODES. ENJOY SUPERB. FIGHTING ACTIONS! 

PARTICIPATE RST, YOU CAN ENJOY EXCITING ATTACKS NIQUES THAT HAVE ALL THE FUE im 

T 

F 

AND ARE NOT REQUIRED TO DEFEND YOUR- 
SELF IN FIGHTING MODE SECOND, EXPERT 
MODE FOR FIGHTING MANIACS. IT’S GOT JOINT 
TWISTING, OVERTURNING, COMBINATION TECH- 

(QUES AND MUCH MORE! THE FIRST VIDEO a MODE 

THE FIGHTING GAME HAS FINALLY COME THIS FAR! THE 
ULTIMATES 150 TECHNIQUES! 

HAS GOT YOUR BASIC TECHNIQUES, LIKE PUNCHING AND 
KICKING. ALONG WITH THROWING, FINISHING AND ALSO 

THE NEW FEATURE, OVERTURNING TECHNIQUE IS AVAILABLE? OUR GAME THAT LETS YOU PLAY A FULL SCALE 

OWN SYSTEM REPRODUCES OVER 150 DIFFERENT TECHNIQUES FIGHTING GAME! FOR BEGINNERS AND THOSE 

THAT HAS ALL ELEMENTS OF FIGHTING SKILLS! A FIGHTING GAME se WHO Eh WOY THE STORY, GHERE IS YOU CAN ENJOY EXCITING FIGHTS 
W CLOSEST TO PERFECTION! : War NOW OVS TOUNUENT Wobe Mar ero WMH SIMPLE OPERATIONS. 

H ARTICI . IT'S A SUPER THE STIRRING FIGHTING MATCHES 

EAvESSIeM TeCIOues Gan ae Puede 
SIMPLE BUTTON OPERATIONS! EVEN jie 
EGINNERS CAN ENJOY THE FULL 

NEW HIRYU NO KEN SYSTEM J cae 

oe 

STORY MODE HAS A POWERFUL ENEMIES TOO! 
MYSTERIOUS ENEMY THAT HAS SUPERHUMAN 
SKILLS AND TECHNIQUES MOVES SUPER QUICK 
AND ATTACKS WITH A BIG HAMMER, GIVING 
FLYING WARRIORS A LOT OF TROUBLE 

WHEN YOU FIND THE TUSK SOLDIERS AND THE MOONLIGHT 
WARRIORS AMONG THE FIGHTERS, TRANSFORM INTO THE 

Ce a i ae STORY MODE f/ ACTION MODE NIMATION MODE 
END! SE a Sa 

WPT a ATS OM ATIC MTS THRE ME rok THs Pes ar yx TH STORY MODE IS MUCH MORE FUN 
WHO ENIOYT continuing y ACTON GAME WITH AND INTERESTING! 
THE STORY 
nar) 

P TO EIGHT PLAYERS CAN PARTICIPATE IN THE VS TOUR: 

NAMENT MODE! 
MORE THAN 150 TECHNIQUES ARE AVAILABLE FOR YOU TO CHOOSE 
FROM OF COURSE. 
YOU CAN ENJOY THE GAME BY YOURSELF OR WITH YOUR GOOD 
FRIENDS. PUSH THE START BUTTON! LET'S SEE WHO IS GOING TO 
WIN THE TOURNAMENT! 

ACTION LOVERS YOUR FRIENDS FOR THOSE WHO ARE NOT CRAZY 
=a Lio) = ABOUT FIGHTING ACTIONS, COM 

SUI HE FLYING 
WARRIORS SO COOL! ENJOY THE 
Al ANIMATION FIGHTING EXPERT MODE VS TOURNA- CTIONS BETWEEN THEM AND DAR 
GON WHO'S RISEN FRO! MODE MODE MENT MODE AS A BLACK GHOST! 

CULTURE BRAIN™, ULTIMATE FIGHTER™, SUPER NINJA Gaiman) SEED Er nteNo  ronienar on eg 

BOY™, FIGHTING SIMULATOR 2 ini FLYING WARRIORS™ NINTENDO® AND NINTENDO ENTERTAINMENT SYSTEM* , SUPER NINTENDO ENTER- 

and NINJA BOY 2™ are trademarks of CULTURE BRAIN US. TANNENT SYSTEM: GAME BOY® , THE OFFICIAL SEALS ARE TRADEMARKS OF 

C1991 NINTENDO OF AMERICA INC 
A,, INC. All rights reserved. 

CULTURE BRAIN USA. INC. Bldg. 0-130 18133 NE 68th St. Redmond, Wa 98052 

AL 
- FLYING in WARRIORS 

YOU CAN PLAY VARIOUS KINDS OF CON- 
TACT SPORTS: IN FIGHTING SIMULATOR 

amg MODE ONE OR TWO PEOPLE CAN PLAY, OR 
5 IN THE FIGHTING ACTION GAME MODE, MANY 
FEATURES LIKE SIDE SCROLLING ACTION, 
AND COSMIC SAUCERS ARE AVAILABLE. 

JACK AND RYU WENT ON A SPACE TRIP WITH THEIR 

PALS, WHERE THEY CAME ACROSS THE GALANDS, 

FIERCE PIRATES OF SPACE. WHAT THEY ARE AFTER 

IS CONTROL OVER THE UNIVERSE WITH THE 

MIGHTY POWER OF 7 TREASURES. RIGOROUS BAT 

TLES AROUND THE TREASURES BREAK OUT WITH 

YOU IN PART OF THE ACTION AGAIN!! 



it! Aly! Shoot! Ride! 
your hands sweat and your heart 
pound as you fly the Army's most 
advanced attack helicopter on 

ngerous combat missions! 

re away in RAMPART .” an 
plosive game of superb strategy, 

graphics and 
action, as you 
seek to conquer 

Get Tengen’s great hits for your 
Genesis” and you'll do more than 
play. Everything's so real, you'll 
live the action and excitement! 

RBI"4 has such awesome anima- 
tion, graphics, sound and realistic 
play, you'll experience every crack 
of the bat, every roar of the crowd 
as you play in the big league! 

In STEEL TALONS;’ feel your iy en the Middle Ages! 

stomach drop, : ay (es e A Ride your bike 
All 26 Pro Tear z 5 : : ga with twice the 

wee eon ee ee yoy fun and laughter 
Division C Mis : 
‘83 to’91! =~ when you wreak 

> “Home Run : . 

phics and action mischief as 
wand more! +=PAPERBOY"?2! 

Advanced combat flig 
simulator with 360° 
polygon graphics. 

uy the full line of Tengen hits at Toys“R” Us, 
ay-Bee Toys, Target, Babbage’s, Electronics 

Boutique, Software Etc. and other fine retailers! 

Or call to order. 

TERSGER 
VIDEO GAMES 

APERBOY: TM and ©1984 Atari Games Corp. Licensed to Tengen, Inc. 
1991 Tengen, Inc. All rights reserved. RBI: TM and ©1987 Atari Games 

_Corp.; licensed to Tengen, Inc. ©1991 Tengen, Inc. All rights reserved. 
RAMPART, STEEL TALONS: TM Atari Games Corp.; licensed to Tengen, 
_Inc. ©1992 Tengen, Inc. All rights reserved. Sega, Genesis and Game 
Gear are trademarks of Sega Enterprises, Ltd. 

All-new graphics 
with action on both 
sides of the street! 
Coming Jan. '93! 



Made with) love’ by, 

Our goal is to presejvelclassi¢ video gamelimagazines soi that 
they/ are) not lost/permanently: 

People interested) in helping outiinjany capacity; 
please visit us at retromags.com: 

No profit is) made) from) these/scans, nor do we offer anything 
available from| the publishers themselves: 

If you| come across anyone selling releases from 
this site) please/do not/support them and do letius) know: 

Thank you! 


