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r' ) A Game So True-to-Life

i ^ You Don’t Just Play It.

You Live It!

Finally, a fantasy role-playing adventure

that makes you a part of the action.

Beware ofthe serpant's bite.

It is deadly. Andyou are

vulnerable.

TAITO Taiio Software. Inc. 267 West Esplanade, North Vancouver. B.C., Canada V7M IA5 II you cannot find this product at your local retailor, Visa/MasterCard holders can order direct

from anywhere m the U.S. or Canada by calling toll-free, 1-800-688-2486. Taito®. The Only Game In Town™ and Dungeon Magic™ are trademarks of Taito America Corporation.

Taito €1990. All rights reserved. Nintendo® and Nintendo Entertainment System® are registered trademarks of Nintendo of America Inc CS1990 Nintendo ofAmenca Inc



NEVER BEFORE HAS A FORCE
OF ONE BEEN SO POWERFUL!

Crime and kidnapping have put

a death grip on New York, Tokyo

and Rio. A solitary figure strives

to squelch the misguided deal-

ings of a bunch of underhanded

terrorists bent on kidnapping

innocent kids. Only the Black

Manta possesses the

powers that can save them.

Hfc * Master the awesome power of ten* magical, Ninpo martial arts

* Gather clues that allow you to track

down El Toro, the evil drug lord

• Exterminate international terrorists

> Sensational color graphics

k * Exciting soundtrack

* Furiously challenging

PUT THE FORCE OF ONE
ON YOUR WALL!
Send for your FREE Black Manta

poster today! Quantities are

iimited. Write to:

Black Manta Poster

Taito Software, Inc.

P.0. Box 1439

Bothwell, WA 98011

Adventure!

Mystery!

Intrigue!

TAITO

Rated 4 out of5 for graphics

and sound, challenge and

theme/fun on the Power

Player Meter!

Nintendo Power,

March/April 1990

267 West Esplanade, North Vancouver, B.C., Canada V 7 M 1 A 5

If you cannot find this product at your local retailer, Visa/MasterCard holders can order direct in the U.S. or Canada by calling toll-free 1 -800-688-2486. Taito,® The Only Game

in Town,™ and Wrath of the Black Manta™ are trademarks of Taito America Corporation. Taito © 1990. All rights reserved. Nintendo,® Nintendo Entertainment System,®

Nintendo Power,™ and Nintendo World Championships™ are trademarks of Nintendo of America Inc. © 1990 Nintendo of America Inc.



Enjoy

Hudson

The Future Is Now. The Challer

The future in gaming has arrived! At last, a space

adventure with loads of action, dynamite graphics, S (ifi!

and fantastic challenges at every level. The 4
" f

year's 2777. A time of terror. XEXYZ, a peaceful

world kingdom, is attacked from deepest space by

bizarre and bloodthirsty mechanical beasts out to conquer

the earth! Yet there's still hope! And you're it. You are the

one Star Warrior who dares to battle the robotic monsters and

their empire. Only you can save the planet!



It Is Real. The Game Is XEXYZ.
But be careful. You'll need all your courage and cunning to

succeed. Otherwise, the entire human race is doomed to extinction!

So get ready, Star Warrior. Play XEXYZ, live XEXYZ. Look for it

today at your favorite video store

The future is now.

.ICENSeO BrNINTENDO'
FOR PLAY WITH THE

HUDSON GROUP

Hudson Soft USA, Inc., 400 Oyster Point Blvd., S-515

South San Francisco, CA 94080 • Tel: 415-495-HINT

Hudson Soft' is a trademark of Hudson Soft Co., Ltd. XEXYZ' fs a trademark of Hudson Soft USA,

Inc. Nintendo' and Nintendo Entertainment System
-

are trademarks of Nintendo of America Inc.



12 Letter From the GamePros

14 The Mail

22 Cutting Edge
Color Dreams puts some oomph into NES cartridges.

Hot at the Arcades
Check out these two hot coin ops.

Adventures ot GamePro
Our hero slugs it out in Tecmo World Wrestling.

ProViews
This issue the GamePros look at:

Nintendo: Super C, Code NameWiper, Abadox, Astyanax,

Adventures of Lolo 2, Burai Fighter, and Rad Racer II.

Genesis: Moonwalker, Air Diver and Shove It!

Sega Master System: Alex Kidd in Shinobi World.

TurboGrafx: Cybercore and Bloody Wolf.

Atari: Basketbrawl.

Game Boy: Teenage Mutant Ninja Turtles, Batman and Wizards

& Warriors: Fortress of Fear.

SMA.T. (Secret Weapons and Tactics)

The hottest tips and tactics from GamePros everywhere.

Ask the Pros
The GamePros answeryour game questions.

Short ProShots
A quick look at some hot games.

ProArt Contest

The Phantasy Star II winners.

ProNern Report
The latest and greatest in video game news.

ProChallenge Board
Compare your scores with the Pros.

Next Issue

A look at what's coming up next month in GamePro.

COVER ILLUSTRATION: FRANCIS MAO
COVER ART © 1990 MIRAGE STUDIOS

©1990 IDG Communications/Peterbofough, Inc. TheGAMEPRO™ name and logo are trademarks of IDG Communications/Peterborough. Inc.

Nintendo and Game Boy are Registered Trademarks of Nintendo of America, Inc. Sega and Genesis are Registered Trademarks of Sega of

America, Inc. Atari and Lynx are Registered Trademarks of Atari Cap. TurboGrafx is a Registered Trademark of NEC.
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Enjoy

Hudson IHEVRE ALIVE!

And Lurking in Mendel Palace.
Suddenly, you're transported to a new dimension!
Where only you can save a beautiful girl from her own
nightmare - from her own toys that have sprung to life!

Welcome to MENDEL PALACE™
,
a fantasy as wild as

your imagination!

Get ready for non-stop thrills and the hottest graphics

around. With 20 areas and 200 levels! You've never
played anything like it.

Two Player Mode

MENDEL PALACE ... a dreamworld that will blow your
mind!

Look for it today at your favorite video store.

Hudson Soft USA, Inc., 400 Oyster Point Blvd. S-515
South San Francisco, CA 94080 • Tel:41 5-495-HINT

Hudson Soft is a trademark of Hudson Soft Co.. Ltd.

Mendel Palace 1 '' is a trademark of Hudson Soft USA. Inc.

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

LICENSED BY NINTENDO "

FOR PLAY WITH THE

*L'iunnii.W>





The exciting new Dick Tracy video game is racing toward a Nintendo Dealer

near you. Soon you'll be able to help Americas greatest detective rid the

crime-ridden city of Big Boy Caprice and his band of villainous thugs, including

Pruneface, Itchy, and Flattop. Get on the case now, and ask your dealer for

further details.

Licensed by Nintendo for play on the

(Nintendo)

EnTERTBinmEnTFREE POSTER INSIDE BOX

U Nintendo



WELCOME TO THE

FORCE HID

!

Official

(Nintendo^)
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Guess who's coming to the big screen? Well, if

you guessed the bravest, smartest, and most

popular comic strip crime-fighter ever, the only

man tough enough to take on gangster boss

“Big Boy" Caprice and his band of menacing

mobsters, the Legendary police detective Dick

Tracy, you’re right! Walt Disney’s comedy-adven-

ture features Warren Beatty as the one and only

Dick Tracy-out to stop organized crime in the

big city.

It's an alkiut war between Big Boy and his

marauding mob. including the likes of Flattop,

Pruneface, The Rodent, and Itchy. In order to

continue his racketeering activities Big Boy's

got to eliminate his law-enforcing opponent

once and for all. And so he devises an elaborate

scheme to frame Tracy for murder and under-

mine his integrity as an officer of the law.

What next? Would you believe a mysteri-

ous and faceless villain known as The Blank?

How will Dick stop Big Boy and The Blank? How

will he restore his good name? Where will it all

end? Head to a theater near

you to find out!

As ace detective Dick Tracy pores over the

crime files and mug shots piled on the desk in

his dimly lit office down at police headquarters,

he realizes there's only one conclusion...the re-

cent crime wave is the work of Big Boy Caprice.

And so begins Bandai’s version of Dick Tracy for

the NES. In this one player action/strategy title

you put on Dick Tracy's trench coat and hit the

streets in search of Big Boy, Itchy, Flattop, and

the rest of the gang. Check your notebook for

clues, and scan the mug shots for profiles of the

bad guys. Climb into your car and drive to the

hideout of the criminal you’re after. Once you’re

there you’ll have to fight your way through an

assortment of Big Boy's thugs while collecting

energy, more powerful weapons, and evidence

to make your case stick. Capture a criminal and

you can either arrest or interrogate him for more

clues. Once you’ve rounded up the entire gang

you're after Big Boy himself. “Calling Dick Tracy,

Calling Dick Tracy." Get going-they’re calling

your name!
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/ KICK IN \
f WITH GOAL!

'

AND SUPPORT THE
U.S. SOCCER TEAM
AND YOUTH

\ SOCCER ASSN. >

\ DETAILS ON GOAL! /\ BOX /

Sudden Death.
Ifyou thought soccer was a game for the rest

of the world, here’s America’s answer. A fanatical

crowd, a full team of 11, and action so precise, so
powerful, so awesome, you can almost taste it. Win
or lose, one thing’s certain: GOAL!™ will win you over.

At your favorite video game store now!

©JALECO,,
Serious sports.

For serious players.

Jaleco™ and GOAL!™ are trademarks of Jaleco USA, Inc.

Nintendo® and Nintendo of America® are registered trademarks

of Nintendo of America. © 1990 Jaleco USA, Inc.



CombungaH
By the BamePros

They're on T.V.
,
the big screen,

the shelf of every store in town,

and number one on every kid's

wish list Teenage Mutant Ninja

Turtles- the hottest thing to hit

the U.S. since pizza! But

where did they come from?

Not, contrary to popular be-

lief, from the sewer. These

engaging

amphibians are the products of

the combined creative genius

of Kevin Eastman and Peter

Laird. The story of how they came to exist

is as entertaining as the Turtles themselves.

it seems that back in 1983 the tikes of ninjas and teenage mutants were

hot in comics. Eastman and Laird, both comics fans, were sitting around one

evening watching T.V. Just for fun they sketched a turtle with nun chuks in

hand. Then they decided to make the turtle a teenage mutant. Instead of

tossing this idea in the trash can the two decided to develop a story line and

produce their own comic book.

Eastman and Laird wrote, drew, published, and even bound and stapled

their very first issue of Teenage Mutant Ninja Turtles, The premiere issue was

black and white with a two color cover. Their first print run was 3,000 copies. To

advertise the comic the enterprising duo sent press releases everywhere. The

news wire picked up the release and the first edition sold out instantly. It has

since been reprinted five times and the rest, as they say, is history!

Eastman and Laird became Mirage Studios and after hooking up with

Surge licensed the Turtles to Playmates to produce a line ofTeenage Mutant

Ninja Turtle toys. These now famous plastic Turtle toys were released in con-

junction with five half hour cartoon episodes featuring the adventures of the

teenage turtles. Needless to say the pizza-munching mutants captured the

imaginations of kids (big and little) everywhere. Their latest escapade in-

cludes a romp on the big screen which had the third largest first-weekend

take in the history of movies.

What next? Well, GamePros everywhere are enjoying video versions of

Teenage Mutant Ninja Turtles - in the arcades, for the NES, and now, for the

Game Boy (see our ProView in this issue). And there have also been others

who tried to capitalize on the Turtle madness with ideas of their own. For ex-

ample, Adolescent Radioactive Black Belt Hamsters, Geriatric Gangrene Ju-

jitsu Gerbels, and Samurai Penguin. Sounds off the wall, but no stranger than

Teenage Mutant Ninja Turtles. And the moral of this turtle tale? Follow your

dreams, believe in yourself, and go for it! You never know!
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1 Now you con hove
Nickelodeon anywhere.

It's a Magazine... It's a Club... It's a Store.

THE NICKELODEON MAGAZINE
Month after month Nick Magazine brings

you the coolest stuff about:

Your Favorite Celebrities—Hear what they have
to soy and see which one gets slimed next.

Gome Zone—The toughest mazes and word
benders around.

Nicktoons—Featuring comics like Pork Avenue
and Flat Car. Check 'em out.

Nick Rocks—A rock 'n' roll photo quiz with the

freshest groups.

~ Mm

THE NICK STORE
Get special "Kids Only" prices.

Each month you can order the coolest books,

compact discs, cassettes, videos, posters, hard to

find Nick hats, t-shirts and other great stuff.

•.oi
.

THE NICK CLUD CARD
Don't Grow Up Without It!

Your own 3-D hologram card will get you
special offers or discounts at these places.

TCBV”
The Country$ Best \bgurt«

AND MANY MORE TO COME.

^Mail ro: Nickelodeon Club, P.O. Box Nick-1
,
Indianapolis, IN 46291-0160

Yes! I wont ro be o member of rhe Nick Club for o year ond

ger 12 FREE issues of Nickelodeon Magazine plus rhe money saving

Nick Club card for jusr $9.95 (Please allow 6-8 weeks for delivery)

Method of Payment: Check or Money Order (payable ro Nickelodeon Club)

Charge my club membership ro: MasrerCard

Diners Club American Express Visa

Account # Valid Through_/_
Signature

Nome of Parent or Guordion

Kid's Nome

Address

City .
Store _ . *P_

The dub reserves the right to request additional information or reject any application. Offer limited to new
members in the U.S.A. only. Local taxes if any will be added. "Nickelodeon Club" is a service of BMG Dired

Marketing, Inc., 6550 East 30th Street, Indianapolis, IN 4621 9-1 1 94. “Nickelodeon- and “Nick" are registered

trademarks owned and licensed by MTV Networks, a division of Viacom International Inc. “Game Zone",

“Nicktoons", and "Nick Rocks" are trademarks owned and licensed for use by MTV Networks, a division

of Viacom International Inc. Other trademarks used in advertising are the property of various

trademark owners. Copyright 1990 MTV Networks. All rights reserved.
, , _ „

I

s, a division
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AndNow A Word From Our

"Big Kid" Readers

Let me start off by saying that I love

your magazine and I always look for-

ward to buying each new issue. Keep

up the good work.

This past Christmas my wife

bought me a Nintendo Entertainment

System and I own several great games

(Tecmo Bowl being my favorite). The

reason I'm writing is because I have

fallen in love with the Sega Genesis

and the TurboGrafx systems. How can

I get one without disappointing my

wife? I had asked her for an NES for

about two years before I got one.

Please help me out, guys. Also, pass

the word to Sega and NEC. Whoever

puts out the most sports titles will earn

my business. I’d like to see a football ti-

tle similar to Tecmo Bowl, I’m tired of

"monster” games.

Ken Stover, Gainesville, GA

(A quick survey ol the office came up with

the lollowing suggestions: Buy a Genesis or

TurhoGratx, wrap it, andpretend someone

gave it to you as a gilt. Or, perhaps you

could suddenly "win" the system in a rattle.

Another idea is to give your wile a Genesis

or TurhoGratx lor her birthday! But our

best suggestion isjust to tell her the truth

-you need both systems to take advantage

ot all ol the greatgames available. Alter all,

the tamily that plays together stays togeth-

er, or something like that. - Ed)

I am a 39 year old “kid” and a true “vid-

iot” at heart. Your column in the April is-

sue regarding adult involvement in

video game playing was excellent!

I 've read all of the current mags in-

cluding the ones that concentrate on

PC games and I, in manyways, prefer

yours.

I own the Atari 2600, the Coleco

system, Intellavision, Sega Master Sys-

tem, and now Genesis. I've got about

twenty years of gaming experience

(Remember Pong!) and soon hope to

be a video game creator.

The only change I’d like to see in

your magazine is the inclusion of more

14 GAMEPRO Magazine

actual game graphics and general

overviews of the visual art of video

game graphics. Please continue to

keep an open mind to any and all new

and old video game systems and soft-

ware because there will never be an-

other drought of public interest in video

gaming again. Working on the "Mother

Brain” presently.

MikeZito, Houston, TX

I am a 33 year old “kid" and mother of

two. I have been an avid video game

player since they first appeared .Ten-

plus years ago I began with the old

“Pong” system that my mother

bought my husband and

me for Christmas. Then we

moved up in the world to the Atari

2600. 1 still have the system and my

daughter has it hooked up in her room.

The box still has the price tag on it-

$153.88! Potential buyers of today’s

systems should be aware of the im-

mense improvements that game sys-

tems have undergone without the price

rising that much! There’s absolutely no

comparison between my Atari and the

Nintendo that I bought for $99! But I still

love my old Atari, too!

Anyway, I’m getting ahead of my-

self. My second machine was the won-

derful Atari 7800. Then, in January

1989 1 finally purchased the Nintendo

after hearing so much about it. I am to-

tally addicted to the system and to

game collecting. My current game li-

brary consists of 33 cartridges for the

2600, 20 for the 7800, and 51 for the

Nintendo.

I have seriously considered pur-

chasing one of the 16-bit systems, but

the Nintendo is a great system and I

have a lot of money invested in it-well

over $2,000. 1 also have the Power Pad

,

the Power Glove, the Advantage Joy-

stick, two sets of different joysticks, and

two joyball controllers.

I presently subscribe to five differ-

ent game magazines and I must say

that I rate GamePro number one. Your

magazine is beautifully illus-

trated and I have problems

keeping my 1 1/2 year old

away from it! Thanks for an

excellent magazine that both

little and “big" kids can enjoy!

Dixie G. Sanders, Irving, TX

I have to write you first to say

your mag is the greatest and the

game coverage is super

fantastic.

But I want to say that all of

these young “kids" who think

they’re the best really get to me at

times! I’m 54 years young, own a

Nintendo System, and my grand-

kids really have trouble getting it

away from me!

I'm an adventure game addictwho

has finished Ultima, Zelda (1 st and 2nd

Quest without dying once), Adventures

of Link, Dragon Warrior (four days),

Gauntlet, Strider, Castlevania I and II,

Wizards and Warriors, Battle of Olym-

pus, Magic of Scheherazade, Mystery

Quest, Shadowgate, Faxanadu (three

days), Guardian Legend, Duck Tales,

Metroid, Dr. Chaos, Monster Party, and

Willow. I also love puzzle games -
I

have beaten Solomon’s Key, Lode Run-

ner, Bomberman, reached level 47

(one at a time) on Crystal Mines, and

beaten Lolo I. I’m currently at Level 7-1

in Lolo II. I also love Chessmaster-a

real challenge as is Archon.

Continued on Page 17.



FREE POSTER
of Al Unserjr. in

action in specially

marked packages!THE WORLD'S
FIRS! 220 MPH
VIDEO GAME.
Take on the hottest tracks in the world as the racing season cruises

from Brazil to Spain, then on to Hungary and 12 other countries before you

come back to the USA for the season's final challenge.

But getting there won’t be easy - you'll have to tap the raw power of

your turbo-monster to haul your way past the world's top drivers. And in

this game you need a lot more than just hyper driving skills.Vou've got to

control your mechanics and pit crew — together you design and build the

perfect race machine for each new track.

On top of it all, Al Unser Jr. is at your side. He'll let you drive his car while

he schools you on what it takes to win. And when you think you're ready, you

can go start your own race team, build your own car and take on Al Jr.

in wide-open wheel-to-wheel action.

Al Unser Jr.'s Turbo Racing:' If you think you can handle it!
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Enter a subscription to GamePro for the incredibly low price

of $19.97 for 12 super hot monthly issues. You'll save

$27.43 off the same number of copies purchased at the

newsstand.

2

!

YES
! En ter my one-year subscription

to GamePro for just $1 9.97 for 1 2 monthly

issues. That represents a savings of $27.43

off the cover price, as well as nearly $5 off

the regular subscription price.

Name _

i

«

-

1

State Zip.

:! Check enclosed VISA MC AMEX

;

j
Card # Exp. Date

'i

;i

J

Signature

! j
Please allow 6-8 weeks for delivery. Annual basic rate:

l $24.95 for 12 issues. Single copy newsstand price:

I $3.95. Offer valid for a limited time. Rates good in U.S.

J

and possessions only. Elsewhere add $10 U.S. funds.
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However, my all time super fa-

vorites are Koei's games - Nobunaga’s

Ambition, Romance of the Three King-

doms, and Ghengis Khan. These

games have to be the ultimate challenge

to your mind and reasoning powers.

I just wanted to let you know that

there are those of us past 50who love

the games as much or more than kids!

Phyllis Brittain, McKinleyville, CA

I find all of the Protips informative, and I

read GamePro from cover to cover.

Donna Erickson, Kearny, NJ

(Hey, oltler GamePros, thanks tor coming

out ol the closet! It's great to hear your

stories. In tact, we enjoyed it so much that

we'd like to Invite any GamePro anywhere

to write in and tell us why you're a Game-

Pro. Send a snap shot otyoursell and If

your story catches our eye you mightjust

lind yoursell on the pages ot GamePro

From the Rumor Mitt

I think GamePro is great! I was wonder-

ing if Nintendo is making a color Game
Boy? My friends tell me there’s one out

in Japan. I plan to buy a Game Boy but

if they’re coming out with a color unit

maybe I’ll wait for that.

Richard Nelson, Rochester, Ml

(How long are you willing to wait? I/Ve

haven't heard about a color Game Boyjust

I recently played Super Mario Brothers

for the first time, and then I ran out and

bought a Nintendo for my 31 st birthday

present to myself!

My husband thought I was going

crazy, but nowwe both sneak down-

stairs to play the game after our five

year old daughter goes to bed!

I bought your magazine to see if

there were any tips for Super Mario

Brothers, but didntfind any. It would re-

ally be nice for those of us who are

newer gamers if there were a ProTip

section for the older games. I know

there are so many new games, but the

classics deserve their time in the mag-

azine, too!

I love your magazine even though I

have a limited game collection right now.

what you think ol Donna's suggestion to

add a section lor older game tips to the

magazine. -Ed)

TurboRratx Scores

I am writing to you about your ProChal-

lenge section of GamePro. It seems

that you include Nintendo, Sega, Atari,

and now Genesis, but what about the

TurboGrafx? I’m sure that there are a

lot of Turbo GamePros out there like

myself who would like to send in their

high scores. So couldn’t you add a

section to your ProChallenge Board for

the Turbo? I'm sure it would be most

appreciated!

KenShulin, CoraoPolis, PA

(You've got HI Turbo Ians, send us your

scores and we'll start the TurboGralx

ProChallenge in the next issue ol GamePro!

-Ed)

portable Famicom in development, which

plays regular game carts. We bet that tech-

nology shows up in the U.S. belore a colar

Game Boy. In lad, Minnesota-based BBL En-

terprises has demonstrated a prototype

NES-compatible portable to Nintendo (see

ProNews, May, 1330). But that nitty device

is on indelinlte hold, and the word on the

streets is that the BigN is toying with the

idea ol producing its own unit. - Ed)

So, Tell Us What You Think.

This is your magazine so tell us

what you would like to see in it.

Here’s your chance to design

the kind of magazine you've al-

ways wanted. Send your sug-

gestions to:

GAMEPRO Magazine

Dear Editor

P.O. Box 3329

Redwood City, CA 94064

Thanks for your input!

ATARIA 5200

GAME BOY

The Video Game Specialists

JUST A FEW EXAMPLES:
NINTENDO: GENESIS:
Action Set $99.95 16 Bit System $189.95

Batman $44.95 Ghostbusters $47.95

Tecmo Wrestling $44.95 Shove It! $44.95
Double Dragon II $54.95 Phantasy Star II $69.95

SEGA: LYNX:
Master System $79.95 Game System $189.95

Basketball Nightmare $37.95 Gauntlet III $39.95
Scramble Spirits $37.95 Rampage $39.95
Golden Axe $42.95 Chip's Challenge $37.95

ATARI 2600: GAMEBOY:
Game System $49.95 Game System $89.95

Bump N Jump $17.95 Hyper Loderunner $27.95
Kung Fu Superkicks $14.95 Bugs Bunny $27.95
Quest For Quintana Roo $14.95 Kwlrk $29.95

TURBO GRAFX-16: ATARI 7800:

Game System $159.95 Game System $69.95

J.J. and Jett $44.95 Dig Dug $16.95
Deep Blue $44.95 Food Fight $16.95
Bonk's Adventure $59.95 Ballblazer $21.95

(Nintendo')
LYNX"

[Geiiesis)"
Personal Arcade

ATARI XE

JOYSTICKS
ACCESSORIES

HANDHELDS
FOR A COMPLETE CATALOG

SEND YOUR NAME. ADDRESS. AND MACHINE TYPE

PLUS SI FOR POSTAGE AND HANOLING TO BOX 901-P • LANCASTER, TEXAS 75146 • (214) 227-7694
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TAKE THE FLIGHT OF YOUR LIFE

WITH THE ULTIMATE AIRCOMBATGAME

UC.Wdtl.*'*
fot play on vhc

Nintendo)

Air Drop Supplies

Strap yourself into the hottest fighter ever.

No other game has more weapons and more
missions over more terrain than this ace. Now air

combat soars to incredible new heights with

Captain Skyhawk.

infen
Nintendo® and the Nintendo Entertainment System ®
are registered trademarks of Nintendo of America Inc.
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Official
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DestroyJet Fighters

Do you have the guts to battle Cabal—the fiercest

terror force of all? Blast your way through twenty
action packed missions. It's you alone or with a
buddy against Cabal.

Good luck.you.'ll need it. No Games Hit Harder.
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EVERYTHING ELSE
The Power Glove. You plug it in like any

joystick. But the similarity stops there. Because
now you don’t just guide the action. You’re in

the action.

As soon as you put on the Power Glove, its

3-D sensors track the position of your
hand in space. You enter the program
code. Calibrate the glove. Center it.

And feel the mechanical moves of a

joystick give way to free-flowing,

instant response.

You actually knock out Mike

Tyson. Grab the steering wheel of Rad Racer.’

All simply by moving your hand.

The Power Glove also gives you moves
you’ve never had before—and never will have
with a joystick. Twist your wrist for an immedi-

ate head butt in Double Dragon.

Bend a finger for “Thrash Mode”—
your character turns and shoots in all

possible directions.

Bend another for “One-Shot
Turnaround": you automatically

change direction and fire faster than
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IS CHILD’S PLAY.
you ever could with a joystick. With new moves in two dimensions: up, down; left, right. Starting

at your disposal, the Power Glove makes your in the summer of 1990, software designed for

joystick games, especially vertical scroll games, the Power Glove adds the third dimension-
new. Different. More exciting. depth—so that you’re playing in a “virtual real-

And that’s only the beginning. Because ity.” It’s the future of video games. Years ahead

with games specifically designed for the Power of schedule.

Glove, you’ll be blown into another dimension: So put on the Power Glove and put on the

the third dimension. power of the future.

In the ’80’s, all video game play occurred And feel everything else become child’s play.

Double Dragon: © 1988 Technos Corporation. © 1989 Mattel, Inc. All Rights Reserved.



The SuperCartridge

By The Whizz

Computer in a Cartridge

Even if you haven't played with

a Genesis or a TurboGrafx, you

NES gamesters who are Game-

Pro regulars have a notion of

what you're missing. Should

you or shouldn’t you spring the

big bucks for that 16-bit system?

It's a tough decision that just got

tougher.

Color Dreams is upping the

ante in the cartridge wars with a

totally new type of NES cart

called the SuperCartridge, a Nin-

tendo-compatible game cart

with the potential to break

through to a brave, new world

of NES graphics, sound, and
gameplay.

The SuperCartridge contains

an independent 8-bit Z-80 mi-

croprocessor that shakes hands

with the NES's own 8-bit proces-

sor to double your gameplaying

power. Hmmmm, 8 plus 8

makes 16, but you can sit back

down, team. The SC doesn't

mean 16-bit (read Genesis and

TurboGrafx) quality NES games.

It does, however, mean poten-

tially outrageous NES games!
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A Blast from the Past

Maybe you can’t teach old dogs

new tricks, but old microproces-

sors are something else. The Z-80

is no Bow-wow, even though it's

a charter member of the Person-

al Computer Hall of Fame. It's

the same brain that powered the

venerable Radio Shack TRS-80

PC and a crateload of CPM ma-

chines.

The Z-80's definitely got the

power to kick NES gameplaying

up a notch. Color Dreams isn't

promising games with higher

resolution, but you're guaran-

teed a steady diet of handsome

full bit-map graphics, rainbow

colors, and gigantic sprites.

Thanks for the Memory

The Z-80's got the brains, but it

needs some microchip brawn to

perform its processing magic.

Color Dreams plans to pack the

chunk of sup-

memory (ROM) to enable pro-

grammers to draw radical graph-

ics and compose monster digi-

tized sounds. That's roughly 10

to 12 times more than Super

Mario Brothers 2.

That ROM teams up with

64K of dynamic random access

memory (RAM) shared between

the Z-80 and your NES to pro-

cess video signals. RAM is the

key element that enables your

games to move and groove by

SC with a hefty

porting silicon.

The SuperCartridge can hi

up to 256 kilobytes (K) of

read only



Catch ofa Lifetime.

The power of serious baseball action

in the palm ofyour hand—that’s what you
get from the new GAME BOY* edition of

“Bases Loaded.” Featuring all ofthe

dazzling plays and realism that made
“Bases Loaded” great at home, captured
from two separate perspectives that

actually move with the action.

“Bases Loaded” for GAME BOY Catch
it at your favorite video game store now!

Live Action That Never Ends.

@JALECO-
Jaleco™ and Bases Loaded® are trademarks ot Jaleco USA Inc. Nintendo® GAME BOY® and

Nintendo of America® are registered trademarks of Nintendo of America. © 1990 Jaleco USA Inc.
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For the hottest previews on new Taxan releases, winning game
hints and exciting high score contests, fill out this card for your
free subscription to Taxan’s Newsletter, VIDEODICTION.

Name Age

Address

City State Zip

T&XAM

For the hottest previews on new Taxan releases, winning game
hints and exciting high score contests, fill out this card for your
free subscription to Taxan’s Newsletter, VIDEODICTION.

Name Age

Address

City State _ Zip

T&XAIM
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What You See

All that hardware enables the SC

to churn out excellent colors

and graphics. The SuperCart can

juggle two pages of onscreen

graphics to produce real time

animation. This means NES
games that project bit planes,

those moving bands of graphics

that you see racing across the

background in 16-bit games and

coin-ops. Get set for games with

pseudo 3-D effects for deep back-

ground detail and humongous
monsters and bosses since

sprites will be able to stretch

across several planes.

Probably the SC's niftiest

trick is replacing Nintendo's

character-oriented graphics with

pixel-mapped graphics. Pixels

are the tiny dots that make up a

TV picture. The SuperCart can

control the color in each pixel,

which translates into extra fine-

ly-tuned NES color and more
graphic detail.

Sounds Good

NES gamesters usually rely on

their imaginations to decipher

what a character is saying or

what a sound effect is trying to

mimic. The SC should clear up

the NES's speech impediment by

compressing more data into a

whopping 32 kilohertz (KHz) au-

dio sampling rate. By compari-

son a telephone operates at 3

Khz, a TV produces 4-5 Khz, and

the NES manages 4 Khz. Thirty-

two kilohertz is practically hi-fi

and compact disc quality sound!

Obviously, your TV speakers

can only handle so much. But

laser blasts, howls, just plain vo-

cals, you name it should finally

be frighteningly clear and dis-

tinct. (Now, will someone please

can the dweeb music for some
happenin' tunes?)

Yeah, But What About

the Games?

The SuperCartridge prototype is

making the rounds at Color

Dreams' labs. But according to

CD, SuperCartridge games may
appear on store shelves as early

as September of this year. The
first title through the chute will

likely be Hellraiser, a fantasy ar-

cade adventure based on Clive

Barker's movie and the Marvel

comic book of the same name.

Color Dreams will do original

programming for the cart as a

showcase for the new SuperCar-

tridge format. We're not sure

we're ready to view the LeMarc-

hand Cube's grisly surprises in

sizzling color, but we can't wait

to take a peek at the Cenobites.

Next up will probably be

Storm Lords from Hewson of

London, England. Storm Lords is

an arcade-style Amiga game that *

will be ported over to the Super-

Cartridge format. In fact, Color

Dreams's initial Super-Cartridge

offerings will

probably

feature several Amiga conver-

sions. Storm Lords, will chal-

lenge your spell-casting skills in

a journey across a fantastic land-

scape.

How much will a SuperCar-

tridge game set you back? Proba-

bly about $60-$75 for the first

crop according to Color Dreams.

After that, we guess they'll be

relatively less expensive.

It's A Super Cartridge!

If the SuperCartridge turns out

to be all it can be, NES fans

should be prepared for some ab-

solutely dynamite games. Your

NES won't suddenly outshine

the Genesis or the TurboGrafx,

but it will be looking unbeliev-

ably better than anything else

you've seen so far!

SuperCartridge games defi-

nitely are at the top of Game-

Pro's most wanted list. Be here.
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2421 205th Street, Suite D-204, Torrance, CA 90501



THE LASTGAMEYOU PLAYED
LOOKED GOOD UNTIL NOW!

Official

(Nintendo)

Seal of Quality

--W.

« £ -

22904 Lockjess Ave., Torrance, California 90501 / TEL: (213) 326-8880

Nintendo ® and Nintendo Entertainment System ® are trademarks of NINTENDO OF AMERICA INC

Clash at Demonhead is a trademark of VIC TOKAI. INC.

• Use the Hermit's force to

shrink yourself to micro size

-mcLescape caves that an ant

couldn'tget out of!

-Travel under scalding, molten

lava with your supersuit!

• Plunge to wonderous depths

of the sea with your aqua lung!

Dart across the sky with your
'

‘
\ak!

Blowyour opponents toy
oblivion with the thundershot,



Official

(Nintendo)
'Nintendo]

Seal of Quality



Ihe ancient land of Daedalus is governed by

symmetry and time. It is a land, where your

progress will be severely tested by the

challenge of myriad shapes and blocks. It will

take the art of Daedalus and the power of

your mind to solve the confounding riddles of

the blocks. To master Daedalian Opus™ is to

achieve the art of victory.

Daedalian Opus™ (dt-da'iE-an o'pas) THIS GAME
IS LICENCED BY NINTENDO®

(Nintendo^

\ Seal of Quality ,/GAMEBCH
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TOKAI INC

$100,000 Daedali
ISWEEPSTAKES & TOLJRNj
prizesawarded each month!

winners fly to Los Angeles! Jm
ier$ compete in “Daedalian Opus'”

SWEEPSTAKES
^

1

Each month, beginning July 15th, 1990/^^^^^“
a drawing will determine dO&Winners who will receive

prizes including a Daedalian Opus" jacket. The last

drawing for the final 400_winners will occur on

fovember winners have been drawn,

sd from July through November will go

ng for the Daedalian Opus " tournament.

"tries will be drawn for the

ve winners will be awarded $1000 cash,

(hotel accommodations and meals are included),

Light Boy accessory for use with Game Boy™,
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ESWAT (Sega)

Liberty City's got a crime problem, and

you’re the solution. You’re about to become

the ultimate factor in the battle against

crime.

ESWAT is a gang buster with a high-

tech twist. You start as a rookie beat cop,

the newest member of the ESWAT (Espe-

cial Weapons and Tactics) squad, and blast

your way up the ranks till you become an

awesome mechanized Super Cop.

You get five rounds and 1 5 stages. You

can go it alone, but two-player games are

more fun. Your pistol's effective in Round 1

,

but from Round 2 on your basic weapon is

a wicked Gatling gun. Earn segments of

CFR Ceramic Armor and find the Plasma

Cannon, the Multi-Launcher, and the Mega-

bombs. You’ll need it all to mow down an

endless horde of vicious gangsters.

ESWAT isn’t anything you haven't

played before, but the gameplay ranks with

the top buddy fighters. The graphics are

great, and the intensity's maxed out!

PROTIP: II you run out ol ammo, you can

punch and kick.

PROTIP: To nail Round 1 's boomerang-

tossing Boss, jump and shoot over the

hostage. Don't torget to duck.

PROTIP: Your armor can take two di-

rect hits, then it's curtains. However,

you can replace the damaged pieces.



YOU CAN'T STAY
IN THE DARK FOREVER

LICENSED BY

LightBoy, there's no better way to see the light.
LightBoy™ is a unique accessory designed to be used with Game Boy®. It is a lightweight,

compact instrument which unfolds to fit directly onto Game Boy®, allowing you to view the

screen with light through a magnifying glass.

VIC TOKAI INC.
22904 Lockness Ave., Torrance, California 90501

TEL: (213) 326-8880

Nintendo®, Game Boy® and Nintendo Entertainment System® are trademarks of

NINTENDO OF AMERICA, INC. LightBoy™ is a trademark of VIC TOKAI INC.
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Chapter 11:

TECMO WORLD WRESTLING!

Alex West, a computer hacker and video games fanatic, has been suddenly transported off Earth and into the Video Dimension by the wizard Zardoth. The Video Dimension exists parallel to E;

a separate electromagnetic plane, and is linked to Earth via all of Earth's electrically oriented mechanisms—such as computers and video games. But, in this dimension, the worlds and elements of

video games are a reality!! Zardoth seeks Alex’s exceptional video gaming skills to help defeat the menace of the Evil Darklings—a cruel shape-changing race that has overwhelmed the Video

Dimension and seeks to launch a secret invasion of Earth by way of the electronic transdimensional bridge created when people play video games. The Evil Darklings influence has trapped Alex in

this dimension, and the only way for him to return to Earth is to physically enter various video games, and seek out and destroy all of the Evil Darklings hidden within. To aid Alex’s mission, Zardoth

has magically bestowed upon Alex the costume and powers of GAMEPRO—the ultimate video gaming champion!
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Warning:The Foil

ChillSyDizzinessAnd

Gauntlet*: Smash arcade hit. The
enchanted Star Gem has crashed to

earth. Capture it from evil creatures

before they use its magical strength

to destroy man. 1 to 4 players.

Lots ofgames are available on compact

cartridges, with more being developed as

we speak.

Blue Lightning Fly a top secret combat jet

while avoiding missiles, ice fields, canyon
walls and the dark of night.

Plug any standard

headset into the Lynx for

more realistic

Atari®, the Atari logo. LYNX™ and Electrocop™ are trademarks or registered trademarks ofAtari Corporation. ©1990 Atari Corporation, Sunnyvale, CA 94089-1302, All rights reserved. (Electrocop™ Software ©1990 Epyx, Inc,



Electrocop Rescue the kidnapped

daughter of the president. Invade the

Steel Complex where dangerous robot

traps protect the Criminal Brain.

CaliforniaGames : Surfyour brains

out. Skateboard the Half Pipe. Juggle the Foot Bag.

Slam offthe desert berms on yourBMX bike.

Chip's

Challenge":

Help Chip

through 144

levels without

getting nailed by
cherry bombs, water -

and hundreds of

WAX ’": The latest

arcade mega-hit from

Atari Games. You must

form “Klax”from

colored tiles tumbling

down the conveyor

belt. 100 levels.

The Lynx portable game system is every bit as good

as home systems.

It has great color and sharpness like a big screen TV.

It has deep levels ofplay on popular and new games.

And on some games, you will be able to link up to

eight Lynxes so everybody can play together.

It’s enough to give you chills.

And make our competitors sick.

It’s available at all major toy and electronic retailers.

Call 1-800-443-8020 for

the dealer nearest you.

licensed to Atari Corp.) California Games®, Chip’s Challenge1", and Blue Lightning™ are trademarks or registered trademarks ofEpyx, lnc.©1990. Gauntlet® and Klax™ are registered trademarks of Atari Games Cotp. ©1990.
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P r o V i e w

If you thought you'd seen the last of the'

evil Red Falcon when his island hideout

was destroyed in the classic game

Contra, think again! Red Falcon es-

caped to his home planet, and, boy, is

he holding a massive grudge against

Earth! He's especially hot to get the two

-heroes responsible for his defeat-Mad

Dog and Scorpion, With vengeance in

mine! Red Falcon searched the entire

galaxy and rounded up the nastiest

crew of villains he could find. His goaH

to mount a second assault on Earth,

This time Red Falcon plans to take

over our planet by secretly implanting

his galactic warriors into the minds of

U.S. Army personnel around the world.

Earths citizens will be defenseless

once their military manpower and

weaponry areunder Red Falcon's con-

trol! In fact, the Pentagon just reported

that they've lost contact with Fort Fire

Storm, where the majority of the nation's

nuclear weapons are stockpiled . Has

Red Falcon already struck?! Due to the

presence of the large amount of nucle-

arweapons, the Army is hesitant to

launch a full-scale investigation. There-

fore, they're sending in their top agents,

you and a friend (Mad Dog and

Scorpion),

Find the Falcon

If you thought Contra was a blast, wait'll

you get a load of Super C! Just as in the

original saga you have the option of go-

ing after Red Falcon bn your own or

teaming up with a friend for simultane-

ous Two Player action.

Blast yourway through eight

stages (six horizontal and two over-

head vertical scrollingj-beginning at

the gates of Fort Fire Storm and, if

you're good enough, ending in the Red

Falcons Palace. Each stage is overrun

with Red.Falcon’safien sidekicks

dressed in sergeant's clothing to con-

fuse you.
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Other hideous alien terrors include

the Babalu Destructoid Machine, Lip-0-

Suction, Jagger Froid, the Spit Soldier,

and the Temple of Terror

Whvotfa

°°t the k

IVerofthe BossTa lre at toe

S,^'he ol̂
0U3“t°„im

"eke tone ] *»
C3n

’tjumpon
L

thl
el Thl’1

toe screen r section

you*ymp£
s
Lthea'’ei

0Vep toenZ9
JS0ma s*>

199 tl> thesafest 31,9
h°ny°ujumJn '

on- Tht
e9on it.

0 Reacts as /

shoot
strutft

vorotmor

W

tteway In
.vniotfe oo intP!

Level
Three

!

troy me
show

inip up out ot

i miss, they e

July 1990 39



mmsm
||S88l#8i#i

Some Old Familiar Faces

As you battle the fiendish aliens you

can collect all of the old familiar Con-

tra weapons (Machine Gun, Spread

Gun, Laser, Flame Thrower, and

Rapid Fire) as well as the Mega Shell

(which destroys all enemies on the

screen) and the Barrier (which gives

you limited invulnerability).‘^^Tl^^oltheLip-u
run a steam pb
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monsters^

gf (f|e scree
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Super C-quel

Strategy? Jump and blast your way

through anything and everything in

your way until you reach the Red Fal-

con! Don't worry if you don't make it

through-you can continue on any

level up to three times.

Don't miss this one shoot-em-up

fans! The fast-paced action, detailed

graphics, and awesome sound ef-

fects make Super C an extremely ad-

dictive game. You’ll need all your wits

and reflexes, if you're going to make

it to the final showdown with the Red

Falcon. Don't even blink-the fate of

our world rests in your hands!!

Super C by Konami ($43.95).
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Tou’re Dash Galaxy, fearless Space
Explorer. You've just landed on a strange planet filled with inter-

galactic lunatics, deadly force fields and dangerous pitfalls.

Welcome to the Alien Asylum— it’s a real pain in the asteroid!

But hey, they don’t call you Dash for nothing. You can jump and
run faster than anyone in the universe. And that should help as

you blast your way to the Control Complex in search of the alien

spaceship— your only hope for escape. But can you find it— be-

fore you run out of air? Time to make some tracks and blow this

looney bin— because the chase is on and it’s out of this world!

(Nintendo)

DATA EAST USA INC.. 1850 LITTLE ORCHARD STREET. SAN JOSE. CA 95125 (408) 286-7074.

Game Program; © Beam Software, PTY LTD., 1989. Dash Galaxy in the Alien Asylum; TM 1990 Data East USA Inc. Nintendo and Nintendo Entertainment Systems are registered trademarks of Nintendo of America, Inc.
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BySlo'Mo

A centipede the size of a hot dog scur-

ries up your leg. Man, do you HATE the

South American jungle! But if the war

on drugs lasts any longer, you might as

well move here.

This time Commander Jones

came up with a real winner! Your mis-

sion: destroy the powerful Drug Cartel,

free captured agents, save innocent

hostages, and take down the murder-

ous Drug Lord. Oh yeah, you’re hope-

lessly outnumbered, too.

Great! All you need now is some

blue tights, a red cape, and a big "S”

on your chest. But you’re a professional

- it’s a dirty job, but it’s your job. That’s

why they call you “Viper".

Mr.Smith Goes to South

America

Code Name: Viper from Capcom is a

one-player run and gun adventure that

pits you against a sinister army of nar-

co-terrorists.

As the mysterious “Mr. Smith" (code

of intrigue and mayhem as you infiltrate

seven South American hideouts and

then flush the Drug Lord from his hidden

headquarters. The scenic tour takes you

through the Brazilian jungles, up into the

mountains of Chile, and through ancient

Incan ruins.

Most people pay thousands for a

trip like this, you ride for free - if you sur-

vive. The graphics here are great with

sharp background detail: You’ll like the

look - the characters (sprites) are large,

the animation’s smooth, and the

scrolling action's crisp.

When you aren't ducking and dodging,

investigate the hidden doors on every

level. Don’t kick back, every level has a

time limit.

PP0TIP: Find the time capsules lor the

precious seconds you need to tlnlsh a

Free the captured commando. He

has a grenade that destroys the hide-

out and blasts you into the next level

.

He also holds part of a secret commu-

nique that eventually breaks open the

mystery.

You start the game with your trusty

.45 auto, but a machine gun would



help. You know you'll find guns and am-

mo here - drug thugs always have

guns and ammo.

PROTIP: Survive andyou carry the Ma-

chine Bun and Extra Ammo from level .

to level. Stock up.
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PROTIP: To conserve ammo; the ma-

chine gun also shoots single shots.

PROTIP: IIyour ammo drops to zero you

lose rapid lire, but your .45 continues

to lire single shots.

Who Goes There?

Your adversaries are for the most part

soldiers with conventional weapons

and there are no level bosses, although

you can expect a little man on man with

the Drug Lord. No problem you say?

Guess again.

Visit exotic locations, meet strange peo-

ple-ami shoot at them.

The mercenaries attack in endless

waves; often they come out of

nowhere. In the most difficult skill level,

be quick or you're dead. Some goons

fight hand-to-hand, others have

weapons. You face Snipers, Napalm

Soldiers, and Frogmen. The Cartel's se-

cret army, however, is a horde of drug-

crazed Maniacs.

PROTIP: When level 1 loot soldiers

shoot at you, crouch and lire. They

never hit you. Alter that watch out.

PROTIP: Look out lor snipers In the

Levels ruins. Breen dots appear in the

windows when they're about to ap-

pear. II they catch you by surprise,

back out ol the scene and try again.

PROTIP: Try the upper tier in Level 5,

It's the easiest route. Brab the ma-

chine gun in the second hidden door

and watch out lor Maniacs.

PROTIP: In Level 8, you can hit the

snipers in the balcony byJumping up

and shooting but not tram ground level.

Traps spring up everywhere.

Watch out for rolling mines, Viper-zap-

ping statues, acid drops, tricky tread-

mills, and vicious vacuums.

PROTIP: Watch out lor the tailing steel

girders hi Level 7.

PROTIP: The armless statues in Level 8
can't harm you ilyou stand in front ol

them.

GetA LHe

Video doom strikes swiftly and often

.

You only have two Energy Points. One

blow costs one point; one shot means

better luck next time! At least there are

three continues per game and com-

pleting Levels 3,6, and 8 nets your

passwords.

PROTIP: There's an extra Energy Point

on Level 3. You can absorb two shots

belore you lose it and you can carry it

to the next level.

PROTIP: There's only one 1-Up. It's on

Level...naww, you lind It.

The non-stop action basically

scrolls horizontally left to right, although

your gunfights ascend several tiers in

each hideout and you can back out of

scenes all the way to the beginning

.

There are three skill levels. Each

one accelerates the actions of your en-

emies. You, however, always react at

the same pace.

PROTIP: IIyou get into a tight spot,

holding down Up. Pop out when you're

ready.

PROTIP: When you're in a crouch, you

can't whip around to lire behind you.

Stand up, turn, crouch, and tire-

tpiicklyl

Beware! The Drug Lord's watch-

ing. In between levels you review the

action via his personal computer. You’ll

see points for that level
,
the number of

people you rescued, elapsed time, and

total points for the game.

The Drug Lord monitors your progress.

Mission: Impossible?

Armchair commandos will find this

sharp-looking, intense shoot-em-up a

tough nut to crack. Ready to take on

the drug runners in some controller-

crunching jungle gunslinging? The

'gang's all here!

Code Name: Viper by Capcom ($43.35).
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By Brother Buzz

It's the year 501 2 - feeding time for Par-

asitis, a gigantic cytoplasmic space

monster. Unfortunately, your world,

Abadox, is just the tasty morsel it

craves. The gallant World Alive Force

launches a full-scale attack, but the

planet-munching blob makes the entire

squadron a high-tech hors doeuvre. It

even swallows a hospital ship with the

Princess Maria on board.

You are Second Lieutenant Nazal,

the lastWAF warrior. Abadox is gone,

but the Princess may still be alive. You

face an eternity of solitude - time

enough for revenge!

Stomach Pains

Break out the turbofire and the slow

mo, GamesPros, this one-player shoot-

em-up from Milton Bradley keeps you

blastin'! Drop into the belly of the beast

and wade through six gory stages -

three vertical and three horizontal. Ev-

ery stage stars a horde of vile vermin

and two menacing Guardian creatures.

Parasitis has a planet-sized appetite!

You get three lives and unlimited

continues. Plowever, this cart’s all or

nothing (apparently) - no save, no

passwords.

Abadox’s 2 megabit RAM paints

excellent, vibrant graphics. Its a scenic

tour through the gore to Parasitis' Core

Body Armor
Your trusty Blaster has unlimited fire-

power. but shoot the Blue Scorpions to

collect Power Capsules for special

weapons and equipment. The Tres-

beam, the Star Beam, and the Parado-

ra Gun are extremely deadly pulse

weapons, although your shots must ex-

it the screen before you can fire again.

The Pandora Bun hlasts the /Ill-Seeing

Guardian.

Find the Twin Missiles. They automati-

cally home-in on traps and enemies

when you stock up on points and Cap-

sules. Super Speed-Up and Orbiting

Barrier Shields help you escape bad

scenes.

Sometimes, however, it's best not

to waste time on the Scorpions.

Basic Anatomy

Stage 1 is a ferocious fight versus Fire

Skulls and Jaws of Death. Bag the mu-

tant canine monster. Bau (Bow. wow!),

and glide into Parasitis’ mouth. Then,

the Tonsil Guardian tries to eyeball you

to death.

Don't choke in Stage 2 as you

weave your way down the pulsating

throat past the Elands of Death and the

Lizards of Doom. You'll fight the Eye

Worm and the Evil Eye.

PBOTIP: The Stage 2 Eye Worm sprays

you with pulses, but there's a spot

within its circular path where none ot

the shots can touch you.

PBOTIP: The gooey walls ol Stage 2's

linal channel appear to spit out an im-

penetrable shot storm. Try to stay at

the top edge ol the screen as it scrolls

down.

Stage 3 is the Deadly Forest of

Nerves full of loathsome fish. Red Lar-

vae, and vicious hydrozoa. Turn the

Great Shark into bait and blind the All-

Seeing Guardian,

PBOTIP: In Stage 3, try not to shoot

Bed Larvae. They unleash three pesky

little eggs. In any screen containing

Bed Larvae there's a sate spot, use it.

The Great Shark has tishy moves.

PBOTIP: avoid the Blue Bubbles. They

contain the Lost Souls ol your fallen

friends which cling to you.
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Gut Parasitis’ stomach in Stage 4

but dodge the worm balls, and stom-

ach crabs. King Crab and the Cilia

guard the.digestive chamber,

PHOTIP: Worlt your may down the lett

side ol Stage 4's Cilia Guardian. When

you get eye to eye, stay at the top ol

the screen and lire away.

The Stage 5 intestinal channel is an in-

organic mess full of Insectoids and

robot trap's. The Three; Opines guard

.

the energy nerve center and tine me-

chanical Guardian Commander's a

head case

PHOTIP: Blast the Guardian Comman
der's eyes as you dodge its pulses,

then scoot to salety at the top lelt cor

ner ol the screen.

PliOIIP: Hit the Brain Bombs dead on or

grey matter latches onto you.

PHOTIP: To pass through Stage B's

Death Press, you need Super Speed.

PHOTIP: II you reach the Death Press

with Super Speed, let the screen scroll

up until the very last moment. Then, as

soon as the press opens, go! Don 't

waste time by shooting and avoid the

energy halls.

Now. find the black inner chamber,

destroy the Core Guardian, and rescue

the Princess. Yowl You aren’tfinished

yet! Speed is what you need to carry

Princess Maria out before Parasitis gets

a permanent case of indigestion.

/l/o Guts, No Glory

No secrets here - it's survival of the

slickest! Shoot and move: fight and

run away. A key survival tactic is to

find the spots where nothing can

harm you.

Abadox is a

packed with pixel-poppin'

Lt. Nazal’s last words: "Through the

lips and over the gums, look out Par-

asitis here I come!"

Abadox by Milton Bradley (Price Hot

Available).

Stage 6 is the Tube of Death with

heatseeking fireballs and Brain Bombs.

The Five Guardians protect the door to

the Core -and the Final Army
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Beasts and Bosses

In addition to the many mythical beasts

and monsters that populate each of the

areas, you'll also do battle with a giant

boss at the end of each level. These

creatures range from the deadly

Medusa, who lets loose with creeping

crawling snakes, to giant, winged drag-

ons, who beat at you with their wings,

and terrible, clawed lizards, who trans-

form into even more terrible beasts,

PBOTIP: IIyou can manage to save your

magic through the entire lirst level,

wipe out the end level boss with sev-

eral shots ol the Blast or the Bolt

spells. This technique works with sev-

eral ol the weaker bosses.

A vision of a beautiful but sad girl floats

before you , You sense her fear and a

dark evil presence near her. Suddenly

she calls your name, "Astyanax,

Astyanax!” With a start you wake up.

What a strange dream! The next day

on your way home from Greenview

High you can't get the haunting picture

of the mysterious, beautiful girl out of

your mind. All of a sudden the sky

changes colors, the sun turns purple,

and you're transported to another

world. It seems you've been chosen by

the people of Remlia to rescue Prin-

Blackthorn, the evil wizard. With only

the help of Cutie, a friendly fairy, you

must defeat Blackthorn and his evil

sidekicks and rescue the Princess.

Bark Passage

To find the princess you battle your way

through six levels in the Land of Remlia.

The terrors you face are many. Jump

across broken bridges over waters

filled with evil, swimming creatures that

leap up to get you.

PBOTIP: Towards the bottom ot Level 3-

3 you'll come to a tricky jump. Move all

the way to the edge ol the platform,

jump, and even though you hit your

head keep pushing to the right, al-

though it looks like you won't make the

jump, you will.

Climb into dark, dank castle dun-

geons. fighting off strange blob-like

creatures who transform

liernselves into different

7 deadly forms. Figure a

i way out of the castle

c. / maze or you'll be
* trapped inside forever.

PBOTIP: II you need to use your magic

during a level don't worry. As you

near the end ot the level, use up your

spell meter (to lour lights or less).

Next, look lor a stone idol. Cutie al-

ways appears in the idol it Astyanax

has lour or less on his spell meter.

Use Cutie to charge up your meter lor

the battle with the level boss.



PHOTIP: To defeat the Medusa Bess at

the end ol Level 2, stay in the center

of the screen. Swing and hit her on

her belly button, and then turn to slash

the snakes she throws at you.

PROTIP: Defeat the boss at the end of

Level 4 by kneeling on the left side ol

the screen and waiting for this tree

creature to hop over to you. Just keep

slashing and you'll wipe him, and his

deadly seeds, out. Itjust takes patience.

Might andMagic

To defend yourself from Blackthorn’s

horrible legion of helpers, you'll have to

wield powerful weapons and cast po-

tent spells. You begin your quest with a

mighty Broad Ax in hand. As you battle

through the different levels, you'll earn a

Spear and a Sword. Each weapon

damages your enemies, uses up your

spell power, and increases the power

of your spells differently. Smash stone

idols to grab weapons.

PROTIP: Your weapon power bar rises

and falls as you swing. The higher the

power the more damage your swing

does. Let the bar build up to max be-

tween swings. It’ll take you less hits

overall for enemies that take multiple

hits to destroy.

PROTIP: The spear enables Astyanax to

cast the most spells because it re

quires less spell power. For this rea-

son, the spear is often your best

weapon-stronger than the Broad Ax. It

leaves you with plenty of spell-casting

power.

You can cast three different spells -

Bind, Blast, and Bolt. Each has a unique

effect on your enemies and works best

in different kinds of situations.

v/

PROTIP: When you reach Level 4 your

journey gets tough. As you try to

cross the waters here you'll find

they're teeming with life forms all out

to hurt you in a big way. Try using the

Bind spell to freeze the beasties and

then move past them as last as you

can. This way you conserve your life

until you reach Cutie, who will replen-

ish your spell power. Then continue to

use the Bind spell until you reach a life

potion and eventually pass the level.

Other special items to grab are red

and blue potions that replenish your life

gauge and the wing, which enables

you to swing your weapon more quick-

ly than usual.

PROTIP: Look tor a 1-Up in Level 4-2.

The Stull of Legends

Succeed in fighting your way across

the land and into the inner reaches of

the castle and you'll do battle with

Thorndog (“heart of stone, face of

bone") and the evil Blackhorn himself!

Save the day! Save the princess! But

can you save Cutie?! ! Jaleco’s

Follow the story with the animated

sequences.

Astyanax has great graphics, tough

gameplay, and lively animated story

sequences that enhance the game sto-

ryline. Can an ordinary boy on his way

home from school be transported to

another world to rescue a beautiful

princess? In the world of video games

he can. It's a day in the life of Astyanax!

Astyanax from Jaleco IS44.95).
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By Andromeda

What? You haven’t heard? Why, it’s

been in all of the papers! It seems ev-

erybody’s favorite duo, and certainly

one of the most well-rounded video

couples around, is back! Yes, Lolo and

Lala have returned for another saga of

mind-bending maze madness. It

seems the happy pair was returning

from the Haunted Castle, Lolo having

just sprung Lala free, when the nasty

King of Eggerland swooped in to make

more trouble. In the blink of an eye Lolo

found himself solo again. Now Lala’s

imprisoned in a castle in the clouds,

and Lolo has to work his way through

the even more difficult mazes in the

King’s Tower and Castle to free her.

Go Ahead and Make Lolo's Day
This time around you’ll have to puzzle

your way through ten floors, each with

five rooms. To exit a room you must col-

lect all of the Heart Framers, grab the

jewel in the treasure chest, and run for

the door. This sounds easy enough, but

each room is a brain-busting confusion

of obstacles that make Lolo’s task total-

ly tricky. These include rushing rivers,

seas, lava beds, trees, rocks, and

deserts.

Even worse than the inanimate

dangers are the strange crew of beast-

ies that inhabit Eggerland . If you’re a

Lolo fan
,

you'll see more than a few fa-

miliar faces, including Snakey, Alma,

the Skull, and the dreaded Medusa.
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Lolo Goes Solo

To grab the framers without injuring

your roly-poly physique use different

objects and special items you find in

each room. Move Emerald Framers

Break the rock with hammer power,
turn Snakey into an egg, and ride right

up the river to the treasure chest!

around to trap enemies, block their

shots, and otherwise protect yourself

from danger. Rest in flower fields. Use

trees, rocks, and other obstacles to

protect yourself.

Punk 1-8 will stump people

ml laminar with the original Lolo. To

gelpast the 'two rows otHeart

framers do the following: first move

the for left framerm the row up one.

Saf move the right turner in the row

up ms. Mow push the middle tamer to

die left. Hepsat the same procedure

lor the secondrow!

hearts ins the upper lelt corner. Block

m Sen Medusa with a tamer. Use the

sSisr Iramers to block Medusa in the

upper right earner. So down to the

lower right to grad the last heart.

You'll earn Magic Shots by grab-

bing different Heart Framers. Use these

to turn some monsters into eggs and

roll them to other locations. If you shoot

a monster with two shots, you'll blow it

right off of the screen. However, after a

few seconds it will return to its original

position. Eggs are also useful for cross-

ing rivers and other bodies of water. Lo-

lo can ride on them!

PBOTIP: On levels where you have to

turn more than one beastie into an egg

boat, wait until the other egg sinks be-

fore you make the second boat. Other-

wise you'll sink yourselt!

You can also earn special powers

by grabbing Heart Framers. These

magical abilities are Bridge Building,

One-Way Passes, and the Hammer for

blasting rocks.

This is definitely Lolo’s most difficult

challenge to date. If you're a Lolo rook-

ie, try your hand at the original saga,

The Adventures of Lolo, before you try

the sequel. Both offer the same totally

frustrating, tear-your-hair-out, give-your-

self-a-headache, get-incredibly-addict-

ed-and-play-for-hours-on-end kind of

challenge. Lala’s really in trouble this

time, but Lolo will get her back. After all,

whatever Lolo wants, Lolo gets.

The Adventures ol Lolo 2 by Hal America

($38.35).

48 GAMEPRO Magazine



GAME BOY.
GAME PAK

rhe game that took over 2500 years to

ievelop—and at least that long to master! A
eemingly endless number of variations of
heplaying board, each withfive increasingly

lifficult stages to unravel. Play the original

version, using MahJongg tiles, or the

ipdated version using the alphabet. We can

each you how to play the game—the only

hing we can’t teach you is how to quit!

HAL AMERICA INC.

~[fce J-UMoJieL- »

7873 S.W. Cirrus Drive, Building 25F • Beaverton, Oregon 97005

Tel 503/644-4117 • Fax 503/641-5119

RevengeSleGatof
’Gators galore! Eight scrolling screens—seen

entrances to bonus areas—hungry 'gators the

unexpectedly swallow your ball and mov
it to a new screen—all in a package you ca

slip into a pocket and take with you anywhen

You 'd need a pinball machine the size of th

Everglades to hold all this excitement, bu

Hal America and Game Boymake itportable

LICENSED BY

1990 HAL AMERICA INC.

Nintendo. Game Boy and the Official Seals are trademarks ofNintendo ofAmerica Inc. ©1990 Nintendo ofAmerica Inc. (Nintendo?



Nintendo

P r o V i e w

swr*&.
By The Mongoose

The Burai, a race of super-brains, are

out to conquer the universe! To accom-

plish this task they’re creating thou-

sands of robo-mutants-half machine,

half flesh-in their seven manufacturing

bases. If someone doesn’t stop them

they'll overrun the galaxy. Volunteers,

please take one step forward

!

A Monster Mash
To defeat the Burai and halt their robot

invasion you’ll have to seek them out

and destroy them. This means you

must somehow find away to invade

each of the seven robo-mutant manu-

facturing bases, obliterate them, and

annihilate the Burai's robotic creations.

In five of the seven bases game-

play scrolls horizontally. Battle through

each of these bases and annihilate the

enemy boss at the end of the level

.

Don’t dawdle. The game controls the

scrolling on these levels.

PROTIP: Beware ol abrupt changes in

the scrolling direction or you'll lind

yoursell trapped and squashed Hat!

To polish off the other two levels

you search an area from an overhead

perspective using your radar to find the

enemy base in order to blast it to

smithereens.

Burai Beasts

Frankenstein would have loved this

cart. Each of the levels is filled with hor-

rible alien monsters, all headed straight

for you. The Burai creations you’ll battle

include Foureyes (a bubble robot),

Mothster (half-moth, half-machine),

Stingwing (watch out for his mechani-

cal stinger), Big Beak (looks like a dodo

but doesn’t act like a dodo), and Man-

taroid (a fiendish green pollywog-type

creature).

PROTIP: In Level Four grab the rotating

shield to protect yoursell from the

schools ol Mantaroids that swim by.

The big Burai bosses are fear-

some horrible creatures of flesh and

machine. In Level One, for example,

you'll battle Giganticrab whose clutch-

ing claws and waving tentacles try to

smash you.

PROTIP: Jawsipede, the Level Two

boss, is very tough! Shoot the blue

connection points to blow Jawsipede

into dillerent sections and then shoot

the tails to blast each section.

The ultimate boss is Level Seven’s

Slimedragon. He’ll try to melt you down

with molten rock, but don’t get hot un-

der the collar. You’ll figure out a way to

stop him.

Galactic Gunning

And just how are you going to defend

yourself against all of these nasty crea-

tures? Why, you’ll have to strap on your

proton pack and power it up. At the

start of the game you have a simple

multi-directional shooting gun. Snare a

weapon-change symbol to switch to

the Laser, Missile, or Ring weapon. You

can grab power-ups to increase any

weapon’s strength to a level of three.

PROTIP: Use the Ring Shot to blast

through walls and destroy creatures

you can't reach.

Red pods power up your Cobalt

Bomb. Use it when you need to wipe

out an impossible pack of on-screen

enemies. Other power-ups include

Speed and Extra Men.Besureto

search for Hidden Rooms which can

contain all kinds of extra power-ups-

but don’t get trapped inside!

Mission Impossible

Burai Fighter is one tough cart! Fortu-

nately the game features a difficulty se-

lect that enables you to start with easy

gameplay and work up to the Ace Lev-

el! If you’re a die-hard shoot-em-up fan

and you’re looking for a challenge, this

one's for you. Remember: In space, no

one can hear you scream.

Burai Fighter hy Taxan (S40.00).
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Nintendo

P R 0 V I E W
By Bary Barth

Slip on those racing gloves and tighten

that seat belt. Release the brake. Keep

one hand on the stick and one on the

wheel. You can feel the horsepower

roaring beneath the hood. There’s the

signal. ..PUNCH IT! No, this isn’taday

at the Indiannapolis500. It’s Rad Racer

2, a new auto racing game from

when your car is completely stopped,

push Down on your Control Pad and

you’ll see your engine power build up

on the power gauge on the lower part

of your screen. Now pushing Button A

gives you an instant Turbo Boost. This

comes in handy when you need to re-

cover some lost time afteracrash.

The Tour de Had
No Sunday drivers need apply here! To

beat the game you’ll have to make it

through eight levels of tough racing

.
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PBOTIP: To drive at night press Button

B eight times before you start your

stage. To get to each successive stage

you must press the button one more

time (i.e. Stage 1 press eight times,

Stage 2 press nine times, Stage 3
press 10 times, etc.).

In addition to a speedometer, a

tachometer, and a time counter, your

Squaresoft and the hard drivin’ sequel

to the Nintendo hit, Rad Racer.

Before you climb behind the wheel use

the Select button to pick your traveling

sounds (two tunes to choose from) or

turn them off. Hit Start and you’re off. But-

HkSPMSSi. IiMJDMSS!®*

PBOTB’: Watch your acceleration on

tight curves or you'll wipe out lor

sure.

ton A is the accelerator. Use it with Upon

the Control Pad for faster acceleration.

Button B slows you down enough to

take those hairpin turns.

One of the great features of Rad

Racer 1 1 is the Turbo Boost Start Sys-

tem. At the beginning of the game

STAGE Z BZG APPLE
MUSIC: SING YOURSELF

The Map.

Each level takes you to a new location,

like Key West or the Big Apple and fea-

tures a different background to race

against.

PBOTIP: To pick your favorite stage go

to the Bad Bacer 2 title screen. Press

Button B eight times lollowed by Upper

Lett on the Control Pad. Then push

PBOTIP: Beplay your lavorite stage by

A and Start simultaneously. To begin

the stage hit Start again.

There is also a night driving option

where you can choose to play some or

all of the stages in a night setting.

state of the art dashboard includes a

road sign radar that indicates which

way to turn in advance, atrip gauge

that tells you where you are during

each stage, and a power gauge that in-

dicates the power required to use the

turbo boost.

Since there are three check points

in each level, the lap time counter locat-

ed on the bottom left-hand side of the

screen records the time required to get

from the starting point to each check

point.

On The Hoad Again
Better keep your eyes on the road, on

the screen, and on whatever else it

takes to win this wild race. With quick

reflexes and a steady shifting hand,

victory and the trophy can be yours.

Pad Pacer II by Squaresott ($44.35).
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MOONV

PROTIP: Show 'em your smooth moves

by sliding down the bannister!

"Dancing Machine"

Defend yourself and "show them

funky and strong is your fight” by us

all of the J-Man’s smooth moves. “It

doesn't matter who's wrong or who's

right” ‘cause with Michael’s special

magic powers you can kick, punch,

and jump your way out of trouble. And if

you get into a really tight spot you can

get the bad guys to bop until they drop

- leaving you victorious.

PROTIP: Take some time to experiment

with ditterent button combinations. As

Michael you can pull oil some amazing

moves. Practice your favorites and get

ready to strut your stutt.

PROTIP: To launch a Dance Attack

press the magic button and spin back

and lorth by hitting Lett and Right

rapidly. You'll begin to dance and the

bad guys dance with you until they

u
n tm
M mi

<s, Are You Okay?

From the moment you spin into Club 30

to the beat of “Smooth Criminal" it’s a

marathon - dance-style. Throughout

the three levels of the dub you’ll take on

Mr.Big’s blue-suited criminals at every

turn while you try to rescue Katy from all

sorts of places.

PROTIP: On each area

you'll have to rescue

to advance. Look tor i

ous places, like behini

look lor them in the n

places - which we ll I

discover!

PROTIP: Use the dillerent thing

find in the club to help you mot

the bad guys. Dive a chair a kit

it'll knock over a row at crimii

PROTIP: At the end ol each area ol

each level Rubbles, your Iriendly chimp

buddy, shows you which way to go to

corner the bad guys.

PROTIP: You can hit th.

nals at the r~“
*'

eas ol this I IMS
In Level 2 you cruise through city

streets, into a multi-level parking

garage, and under the ground into the

sewer as you try to show the local

hoods just “who’s bad.” Hunt every-

where for Katy while nasty barking

Dobermans nip at your heels and

machine gun toting buddies of

Mr.Bigtrytotake

you from bad * .

to worse.
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VALKER
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"ITs Close To Midnight and

Something Evil's Lurking

in the Dark"

Level 3 for thrills and chills that'll make

your hair stand on end. As fog and mist

float by you'll have to search grave-

wpss mn‘ii atmMmipm
pepam elmasetmmm
ratal msis

yards, swamps, hollow trees, bushes,

and more for the Katys. And all the

while zombies pop up from below the

ground to try to put you six feet under.

IP 312812

nance! After yew dance attack meet
down to meet them on tlteir level and

PRUTIP: Use

tombstones

.

blast them with shots ot manic.
PROTIP:

,

tww; B Imtild Urnmm# s.t tint

rnL nt Id'ofL i-ifdmtwdw Urn

lUHtwhsuituimL uMtm rnlimi

imirn waitmummfcm tim

To Be Continued...

Moonwalker’s four megs are jam-

packed with some of the most beautiful

1 6-bit graphics you'll ever see. The ani-

mation is smooth, realistic, and eye-

popping. Game play is fun and fea-

tures three different settings to make

the game more difficult. The music

showcases some of Michael Jackson's

classics- "Bad," “Beat It,” “Thriller,”

“Billie Jean," and “Smooth Criminal.”

And Michael himself has personally put

his stamp of approval on every single

sprite. "But wait," you say, “Aren’t there

three more levels?" Yup! But we're not

gonna’ let you see them until the next

issue of GamePro. Stay tuned for Part II

of our Moonwalker ProView and

remember if “you wanna’ be

starting something," like the game.

m- it'll be available in September!

Nloonwalker by Sega ot America

(Price Not Available).

PHOTIP: Don’t use your Dance Attach to

heat the end of area thugs on this level

or you’ll have to light twice as many ot

them. It isn’t pretty, but one trick

that works is to hit all three buttons

^^ilmost simultaneously. You’ll turn

jpofaa whirling, kicking Michael

^^^^tervish. You won’t get



P R 0 V I E W

By Brother Bun

The fanatical leader of a mysterious

Middle Eastern terrorist organization

has acquired a ruthless air force. Now,

they rule the skies with an iron hand -

but wait’ll they get a load of you

!

Strap yourselves in for some furi-

ous jet fightin'; Seismic’s Air Diver is a

rockin' rollin’ Genesis air combat cart.

Fly the Unfriendly Skies

Your F-1 19 Stealth Fighter is a great set

of wings, but you’re the brain that

makes it work. Look sharp, the action's

The awesome F-1 19 Stealth Fighter.

intense. In fact, you’ll probably find

yourself bobbing and weaving as you

wage high speed war against the evil

sky pirates.

PBOTIP: After you get blasted, pressing

Start speeds up the screen transitions

action.

You pilot the F-1 1 9 from the cockpit

with a forward-looking view. At first you’ll

find the bulky control panel and the

thick windshield struts distracting, but

even though it seems like you're only

playing with half the screen, you quickly

get used to it.

The Flight Plan

You must complete eight missions in

hot spots all around the world. Your as-

signment is to clear the skyways of ene-

my jets and to destroy the Enemy Su-

per Carrier that patrols each sector.

PBOTIP: Australia, the North Pacific

Ocean, and South America are the easi-

est missions. Also, when enemyjets

make their very lirst pass at you at

the beginning of these missions, the ad- PBOTIP: You can sometimes destroy

vantage is yours - they never fire missiles with your guns, but don't

missiles. count on it.

Each mission is divided into three

sections. In the first part, a terrorist

squadron attacks you in afrenzied dog-

fight. Next, you face the toughtest chal-

lenge as a battle-hardened enemy ace

drives you nuts in a topsy-turvy one-on-

one aerial shootout. Finally, you track

down the Enemy Super Carrier, Dodge

its brutal firepower to blast it out of the

skies.

Name your poison with the Mission

Selection Screen, which displays a dig-

itized world map that delineates the

airspace controlled by the enemy. Each

Pick a hot spot, any hot spot.

area has a probability of completion

percentage - four are less than 30 per-

cent and the two 5 per-centers are

killers! Luckily, there are three skill levels

and you can set the game for three,

four, or five lives. Select an area with the

targeting crosshair. Then, the Super

Transporter ferries you into the battle

zone.

PBOTIP: Although the map's hot spots

flash, you don't have to place the

crosshair directly on them to get

there. To save time, move the cursor

just past the white air space borders

instead.

Looking lor Trouble

Your conventional adversaries are sui-

cide squadrons of wonderfully detailed

McDonnell-Douglas Harriers and Sovi-

et-made Mikoyan Mig-29’s and Sukhoi

Su-27’s. They’re no pushovers so don’t

pause to admire the artwork, or you’ll

meet a firey demise.

PBOTIP: As long as a missile doesn't ap-

pear within the gunsight frame it won't

hit you. You can't dive under missiles.

give 'em the gun!
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Use the Vulcens against the Enemy Super

Carrier.

PHOTIP: Versus regular aircraft the

missiles are the most ellective

weapons. Versus the Enemy Carrier

Ships, your cannons are sometimes

more ellective.

The Radar screen is critical as an

early warning device to track jets lurk-

ing over the horizon and creeping up

from behind. Use it to plan yourfighting

strategy, but make quick decisions, the

enemy’s fast!

PHOTIP: Watch out lor the enemy aces.

Even though radar shows them Hying

directly away Irom you, they perlorm

an impossible reverse move that

brings them directly bach at you with

guns blazing.

Fighting Air-to-Air

Don’t worry your ship has plenty of bite

in the form of Vulcan Cannons and

Sidewinder missiles. They're deadly,

but they aren't unlimited.

PHOTIP: When bogies creep up on your

tail, watch the radar scope. When the

Iront tip ol the red blips are about to

touch you, mahe a sharp lelt or right.

The enemies lire at you, but they miss.

Swing hack and blast them as they

pass by.

PHOTIP: On the radar scope, the nose

olyour ship must touch the blip before

you can see an enemy aircralt.

PROTIP: What you see is what you get.

Once you lock on to a target, your

heat-seeking missiles will home in on

it as long as you can see it through the

windshield. Try to hit more than one

jet at a time.

PROTIP: Chase downjets, especially

the enemy aces. It's easier to nail

them Irom behind than when they're

coming at you and shooting back. Use

your radar andyour alterburners.

When you feel the need for speed,

go supersonic with the afterburners -

you can outrun or catch any enemy jet.

But use afterburners wisely, they gulp

down fuel and trying to run on empty is

a fatal mistake.

PHOTIP: The vertical loop is a key move

to deleat the enemy aces. Press C

twice then, hit Up. When you come out

ol the loop you'll lind yoursell on your

adversary's tail.

If you successfully complete a mis-

sion, you'll dock with the Super Trans-

porter for refueling and rearming before

you tackle your next objective.

NotAiP

Air Diver is a great looking air combat

game. You get sharp graphic detail, vi-

brant colors, and lightning quick ani-

mation. The nighttime scenes are real

knockouts!

The wild blue yonder was never

wilder. This game won't let you down,

video jet jockeys - it just shoots you

down.

Air Oiver by Seismic ($43.35).
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start back at the beginning of a room or

trace your steps to see where you've

made a mistake.

You can also hit Button C to take

back your last move if you suddenly

have second thoughts. Of course, it’s

still going to take some basic brain

power to solve the puzzles.

If you succeed in getting a level in-

to order, then you’ll earn a password

that enables you to begin where you

left off in your next game. If you suc-

ceed in getting the warehouse into or-

der, you’ll get the car, the girl, and from

there, who knows! But one option is to

work a little more overtime.

PROW: Remember that you may have

to move the same box in a room sever-

al dilterent times ami not necessarily

in sequence.

That’s right, if you're a glutton for

punishment you can enter the Edit

Mode and create your very own ware-

house rooms to clean up. Make them

as easy or as difficult as you like.

Packltln

Music and graphics-wise Dreamworks'

Shove It! is not the strongest Genesis ti-

tle you’re likely to see. But if you love an

extremely tough, very addicting puzzle

challenge, this cart is more than

enough to keep you busy for hours. In

the end it takes brawn and brains to

succeed and you’re more likely to end

up with a headache than a backache!

Shove It! by Dreamworks (Price Not

Available).

Hey buddy, you’re a tough guy down

from the docks, Stevedore by name.

You’ve found the girl of your dreams but

it seems she has a thing for red sports

cars and some other dude has stolen

her away. You could write her off or you

could work a little overtime and get

yourself a bigger, better sports car (af-

ter all, that’s the American way). To earn

the necessary bucks you’ll have to put

the warehouse in order.

spot. Now, till in the top row with the

last two crates, anil then tinaiiy, till in

the remaining L-shaped row ol tour

crates.

If you slide the crates around in the

wrong order, they get stuck or blocked

and you can’t complete a room.

Once you’ve checked in for work you’ll

find that the warehouse, consisting of

1

6

levels and 160 rooms, is a mess.

Packing crates are scattered around in

every room. A series of white dots in

each room shows you where the pack-

ages are supposed to be. Your job is

simple - push the crates around until

they’re on the white dots.

Well, sure there are a few things we

didn't mention. Each of the rooms has

more twists and turns than a pretzel.

PROW: Never move a box into a cor-

ner. You can't get it out again!

PROW: Before you move a box along-

side ol a wall make sure thatyou can

slide it along the wall to where you

want it to go, or that you can slide it to

a spot where you'll be able to move it

in another direction.

Nobody Said It Was Going

PROW: In Stage Z, Room 1 1, lirst move
six crates into two vertical rows ol

three along the right side ol dots. Next

move a crate to the upper left spot and

ToBeEasy
Don't panic. You can work as long as

you like, and you’ll have a little bit of

help from the computer. If you get stuck
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WHATNM

PAT RILEY’S SLAMMIN’AND
JAMMIN’ BASKETBALL'
Check out the size and detail of the players.

Check out their moves. Slam-dunk behind the

head. Make your magic moves down the lane for

a lay-up. In their face. Realism you won't believe.

Realism you simply can’t find, except on Genesis.

TOMMY LASORDA
BASEBALL'

All the major league plays. Moves. And strategy.

From choosing your own line-up to the subtleties

of shifting your infield and outfield. Only on
Genesis. Whether it's the realism of the graphics or

the challenge of the play, this is simply the most
sophisticated baseball game to be found anywhere.

SPIDER-MAN**
You’ll need to capture a special key from each of

the five arch criminals to disarm the secret super

bomb that threatens New York City. As you meet
each challenge, choose carefully which of your

super powers you will use, or you shall fail in your

quest. Action and adventure only on Genesis.

MICHAELJACKSON’S
MOONWALKER"

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

Imagine. fbu’re Spider-Man, scaling the face of a

towering high-rise. Or Joe Montana, rolling left to

throw the winning touchdown pass. Or Michael

Jackson, taking on the evil forces of Mr. Big. And
there’s only one place you can do it all. On Genesis

by Sega?

Sports games which actually put you in the game
by uniquely capturing the feel and action of the

sport. The superb game play and graphics of real

blockbuster arcade hits which can only be duplicated

through the 16-bit technology of Genesis. Music video

games which recreate the dance moves and stereo

music of the stars like only Genesis can. And adven-

ture games with depth of play and mega-power
second to none. 'Ibu can’t do this on Nintendo?

Genesis is the only true 16-bit system and that’s

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



why Genesis provides a total video gaming

experience you simply won’t find anywhere else.

Certainly not on any 8-bit system. Or even on

JOE MONTANA
FOOTBALL"

'fou’ve never seen blocking, tackling, or open field

running that looks this realistic. Call the play, take

the snap and look for an open receiver. It’s the game
inspired by Joe himself. And it’s only possible from

Sega, the masters of arcade entertainment.

JAMES “BUSTER” DOUGLAS
KNOCKOUT BOXING “

Defend your title against top-ranked challengers in

a twelve round main event. Adjust to the boxing

style of your opponent in the early rounds. Go to

the mid-section to slow him down. And put him

against the ropes with deadly combinations.

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

quick left hook. Only on Genesis.

ARNOLD PALMER
TOURNAMENT GOLF '

You can practically feel the breeze in your face as

you tee off. Careful. Account for the wind factor.

Choose your clubs carefully and adjust your stance

for hooks or slices. Only Genesis lets you play the

best courses around the world. And feel like you’re

there. You can’t do this on 8-bit.

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

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

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

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

a Turbo-8.

Add to that the Genesis team of Michael Jackson,

Joe Montana, Tommy Lasorda, Arnold Palmer,

Pat Riley, James “Buster" Douglas and Spider-Man.

Only on Genesis.

SKUA



Aaaaaalex! Aaaaaalex! Where has that

squirrely little daydreamer gotten him-

self off to this time I? Always disappear-

ing off on some wacky adventure. Well,

by process of elimination we can rule

out the scissors/paper/stone madness

of Miracle World 'cause there’s no sign

of the evil Janken. Of course, there’s al-

ways the celestial plight of the Lost

Stars, but since they’re up in the sky

twinkling away right now, it can't be that

either. Hrnmmm, that doesn’t leave us

much to work with, but knowing Alex

and his imagination, wherever he’s got-

ten himself off to it’s no doubt full of all

sorts of wild surprises.

Meanwhile, while we're conjuring

up ideas as to Alex’s whereabouts, off

in a flower patch Alex and his best gal

are happily hangin-out, soaking up

some rays until whammo.. .tragedy

strikes ! Suddenly a dark form flashes

out of the sky and snatches up Alex’s

sweetheart. Stunned, poor Alex doesn’t

know where to turn . Luckily at that mo-

ment, the form of a good ninja appears,

explaining to Alex that after 1 000 years

of banishment the evil, Dark Ninja has

returned to reap havoc in the land. Al! is

not lost though, as the good ninja offers

to help Alex by first bestowing Alex with

ninja powers and second, transporting

him into the land of the evil Dark Ninja,

Shinobi World.

Now, sporting nothing but a set of

oversized ears and a single Katana

blade, Alex must set off to face four

phases (three levels each) of impend-

ing Shinobi doom, in Sega's newest

Master System, Alex saga. The burn-

ing question is: Can you help Alex win

back his love. Stay tuned for more.

Dancing the Shinobi Shuttle

Alex's adventure begins in the city

streets of what could appropriately be

dubbed "Ninjaville." In other words, the

streets are crawling with'em so start

slashin’ A.S.A.P. If your Katana just isn’t

cuttin’ it, don’t worry there are plenty of

treasure chests brimming with goodies

such as a super- slasher (powered-up

sword), spears, energizer hearts, and if

you’re really lucky an extra life.

PROTIP: Make Alex climb up the lamp

posts in level 1. When he reaches the

to spin. At top speed, Alex turns into a

Scooby Dooby Diving

If you’re an Alex fan, then you know that

no Alex Adventure would be complete

without a few underwater scenes. So

on that note, take a deep breath and

get set to dive into the shark-infested

waters of level two.

PROTIP: Watch out tor yellow scuba

If you’re either a monkey or you just

have a passion for climbing things,

you’ll both love and loathe Shinobi

World. Alex is a pretty handy little

climber though, and he can tackle th<

challenges, but just be prepared for

some hair-tearing aggravation when

you discover a cheeky little twist. Just

when you've managed to hack and

claw your way nearly all the way

through these vertical tunnels, you’ll be

happy to discover that some of the

bricks miraculously regenerate them-

selves. There’s more. You don’t have to

climb wall-tunnels, some are simply

there to trip you up.

borne

the wall. After

the directional button

to make contact with the s

wall. Now. simnlv contin

one side ol the wall to the next.mmum*IIP
62 GAMEPRO Magazine



the extra door to the left (Not the one

through the doer, lump up the first two

ledgesr, then make a biglump to the

ledges on the right. New, lump up onto

the highest of these ledges (you'll dis-

appear fur a moment), runacross and

you'llcome out on the other side

where you'll find a treasure chest with

an extra me inside of It. Yahoool To get

out Just go back the wayyou came in -

go through the door and then out the

other door marked "exit.

"

that says "exit"). Piter you get

WORLD

Guess what, gamers? You get to go un-

derground, too in level 3 (Ha, Ha). The,

dripping caverns you'll find here are

deadly,so watch your footing, mind your

head and learn the timing of the drips.

ILLUSTRATION: ERIC LEE

PROIIP: In level 3 you must cross over
a huge waterlaH via a very shaky lag

bridge, took closely at the logs before

you cross. The logs that have a slight

greenish tint to them are rotten and

wdl cottapse dypulump ontothem.

Are you ready to roll? If you’ve made it

this far, you’re now in level 4, the final

chapter. Whew! Don't slow down now,

rollin’-bowlin' balls as well as more se-

cret passages will keep you and Alex

plenty busy till the end.

PROTIP: Stand on top of the little boxes

that release twwliiig halls. Wait here,

learn their Mains amimake ami tor

it before you become a human howling

Good old Alex, he’s done it again.

Only this time he’s landed in a world full

of trouble, Shinobi style. If you’re look-

ing for some truly cross cart-ural enter-

tainment, look no further. Alex is in a

tight spot butwe all know he’s got the

stuff to come out on top. Remember:

Tricks are for Kidd I

Alex Kidd In Sltinohl World by Sega ol Amer-

ica (Price blot Available).

July 1990 63



TURROERAFX

P R 0 V I E W
By Hobbs

Bzzzzzzz, silence. Bzzzzz, silence.

Bzzzzz, smack! Ouch! '&#!©%$# fly!

Does this paint a familiar picture? Just

thinking about those grotesque, tickly

little legs scurrying across your cheek

is enough to make you twitch. Come to

think of it, few things are worse than the

relentless buzzing of some maniacal,

kamikaze bug who’s chosen your face

as a target. Right? Well, maybe not.

Let’s be creative and take this bug sce-

nario one step further. Try to imagine

what could be worse, much worse,

than the unwanted attentions of the av-

erage, pesky insect.

Picture if you will some strange

twist of fate turning all of those twitchy,

hairy, crunchy bugs into larger than life,

no wait, dinosaur-size creatures with

one thing on their minds - REVENGE!

Jiminey Crickets, what next! Do you re-

ally want to know? Of course you do, so

get ready, get set - there’s a super in-

sect invasion swarming right in your di-

rection. Cybercore, a buggy new eight

level, single-player shoot-em-up ad-

venture for the TurboGrafx, pits you

against the evil forces of Chimera, a

mysterious entity who poses a grave

threat to the human race. If you’re hun-

gry for a real Turbo Grafi-cal feast, take

on the persona of. Rad Ralph
,

the only

man handy enough with a space ship

to handle this king-sized pest problem.

Stop Bugging Me
Move over Arnold Schwarzenegger, it’s

time for the GamePros to assume the

role of the ex-terminator. Your trans-

portation - Rad Ralph's super duper hi-

tech space-craft. No time to get comfy

though; as quick as you can say “black

bugs blood’’ you'll be bombarded by

masses of creepy crawlers. To make

matters even worse, you start off with a

measly twin-fire gun and single-release

explosives! Not to worry - it’s a matter

easily remedied and all you have to do

is keep an eye open for what you might

call a “Fairy-God-Beetle’!

doofooo

/..
'

stitof.T

» 2

The good beetle will appear at

least twice during any level and is easy

to identify since it flies in the same di-

rection as your spacecraft. Oddly

enough, you must pummel your ally

with bullets in order to reap its rewards.

When you do this the beetle releases a

series of colored bubbles (four max for

each color). Collect them to strengthen

your arsenal and increase the size of

your ship as well.

Technicolor power-ups.

To gain maximum benefit from the

power-up bubbles you must collect the

same color bubble (blue, green, yellow,

orange) each time the power-up beetle

releases them. The bubbles work in a

series. If you pick up all blue bubbles

(four max for any color) you’ll get all

power-ups assigned to that color.

Some weapons are better for certain

levels than others. If you need to switch

weapons just pick up a different col-

ored bubble from the beetle. You’ll start

off at the lowest weapon for that color,

but, hey, you can’t have everything, eh.

PROTIP: Learn the flight patterns ol the

Fairy-God-Beetle. Bet good enough at it

and you may he able to pummel it enough

times to cause it to release two ol the

same colored hubbies. Abracadabra, a

double power-up in one go!
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mosquitos, laser-beaming locusts, and

a host of strange mutant-insects you’ll

probably never see the likes of in your

worst nightmares!

PHOTIP: II you come across a yellow/

green bubble (not Irom the beetle) grab

it lor temporary invincibility. Hint: Un-

fortunately good things must always

come to an end, so when you hear a

chirping noise consider your invincibil-

PHOTIP: To commit massive (high scor-

ing) insecticide, pick up the blue bubble

weapons. They're powertul and they

also provide you with rapid lire. For

example, the fourth blue bubble will

give you triple bombs and a simultane-

ous spray ol live shuriken-type shots.

A Bonus ol 100,000 points equals one

extra lifo. Do for it!

tty as good as gone.

A Bee In Your Bonnet

No game would be complete without a

big boss or two, or three, or four, right?!

Of course the ultra-evil Chimera, slime-

ball that he is, is not about to let you and

Ralph off easy. This creep stationed a

big boss at the end of each level and in

the middle of each too. Hold on! Before

you FLY off the handle take heed. These

jokers have a buzz that’s much worse

than their sting.

PBOTIP: At the end ol Level Three aim

for the big lly boss's eyes, shoot, and

then circle around her to avoid the

deadly maggots she shakes oil ol her

body.

Consider Levels One through Four

a rest period. After that things really

start to get hairy or, shall we say, spi-

dery. Don't get discouraged. Persever-

ance and choosing your weapons with

care will get you through.

PROTIP: Beware ol shrubby-looking

bushes in Level Four. A small fraterni-

ty ol bomb-spitting ants will scurry

out unexpectedly.

This town's crawlin' with 'em.

A Fly In Your Soup-etl Up Engine

Bug-filled oceans, towns, and valleys

are all part of the arduous terrain you

must travel through to get to Chimera.

Don’t be at all surprised if you run into a

few undesirables such as giant water

PROTIP: You'll see an enticing Held ol

Ilowers in Level Three. Don't be fooled,

they're deadly. Blast them mercilessly

and then stand by momentarily and

wait. II you're lucky the Bower just

ble before it wilts!

i shot and a boomerang-style

hieid. This is an ellective choice ol

veaponry for some ol the upper lev-

els, especially Level Fight.

Excellent graphics and great play-

__
oility make fooe captivating variation

of the shoot-em-up theme. And re-

member, it’s going to take morelhana'

flyswatter to squash this buncft of vora-

cious vermin. But

it bug you!
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By Hobbs

You are a Bloody Wolf
!

(No, this isn't

cruelty to animals!) In fact being a

Bloody Wolf is a great honor, really! As

a B.W., you are part of one of the mili-

tary's finest special missions personnel.

Sly and cunning like the wolf, no one

escapes you when you're onto their

scent. O.K, now that we’ve got that

cleared up, the name sounds pretty

cool, eh? Alright, back to business.

As the story goes, the government

is faced with a whopper of a problem!

A problem too big for even the hot-shot

G-men to handle. (Here's where you

come in.) Somehow the president has

slipped through protective barriers and

is now in the hands of a hostile, militant

force. Ooops! Now a very embar-

rassed government waits helplessly in

the wings while you, the Bloody Wolf,

go out and single-handedly (one-play-

er game) rescue him, preferably in one

piece! What would they do without you?

II it mom-shoot it!

You’re armed with a machine gun and

a handful of grenades, but strategy is

the name of the game If you’re going to

survive these eight levels of non-stop

military madness. Your mission begins

in enemy camp territory, choc-a-bloc

with trucks and barbed wire as well as
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a constant shower of unfriendly

grenade and gunfire. Get a handle on

your moves early on and you’ll be in

good shape to burn through the first

four levels. You've got a powerful jump,

so use it to your advantage by soaring

over a seemingly endless forest of

barb-wire coils as well as occasional

bone-crushing, runaway logs.

PHOTIP: At the end ot level one, destroy

the big boss's missiles by tiring direct-

ly at them as they glide through the

water. This will save you Irom literally

losing the groundyou stand on as the

missiles take out huge chunks ot the

river bank.

PHOTIP: Leave no stones unturned! (Es-

pecially in level three!) In other words,

check all doors and cave entrances.

Many ot them contain valuable weapon

power-ups, tood, medicine, and most

importantly hostages, some ot whom
have valuable inlormation to share.

If you thought the hunters were out for

the wolf in the first four levels, just you

wait. After risking life and limb to rescue

the president along with countless oth-

er hostages, you discover that the

chopper can only manage one more

passenger safely. Well now, between

you and Mr. Prez, guess who's gonna

lose the coin toss? Just to add to your

woes, as the rescue chopper takes off,

you turn around only to discover about

50 enemy soldiers breathing down your

neck. Gulp! The only consolation-you’re

taken alive. What next you ask? Well, here

comes a real switch-O-change-O!

Now, you get to take on the role of a fel-

low Bloody Wolf, trek through more

treacherous terrain, and rescue your-

self, or at least who you used to be.

P.S., you will eventually switch back to

your original character to battle it out

with the last of the Big Bosses.

PROTIP: Use guntire to destroy the sol-

diers guarding the caves. Grenades

are too powerful and will destroy ev-

erything inside the cave, hostages and

power-up weapons included.

PROTIP: To avoid potentially tatal hits in

Level Seven, plant yoursell under the

right-hand corner ot the Gun boat (big

boss) and cut loose with rapid lire.

This should allow you to get in enough

hard blows to destroy the boat, while

allowing you enough time to maneuver

around any stray bullets.

PROTIP: Take time out lor a stroll

through the lorest. Don't lorget to

climb the trees, they'll hold more than

a stray kite in their branches.

Whew! This new lead blaster for

the TurboGrafx has enough action to

leave even the most anxious fingers

tired and cramped. Eye pleasing

graphics and catchy level-tunes only

add to this up and coming must-see

from NEC. Hello Mr. President!

Bloody Woll by NEC (8B9.B9).
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By Hobbs

Yeah, there’s nothing quite like a good

game of hoops to take the edge off

that old monster called stress. It’s been

a long night and as you kick back your

imagination runs wild with visions of in-

credible feats of basketball brilliance, ri-

valling even the Air Master himself,

Michael Jordan.

That’s it! No more dreamin' for you!

Quick as a flash you grab your sneaks,

a fresh pair of brass knuckles, and a

switch blade Oust for good measure)

and head on downtown to play the ulti-

mate aggression-releasing game,

BASKETBRAWL!

No, you didnt misunderstand me,

lethal weapons are an essential part of

this rough and tumble B-ball game, the

Mayor’s big plan to help curb inner-city

gangwars. Well, the Mayor's in for a bit

of a surprise. Unfortunately these boys

play by a whole new set of rules -

punching and stabbing are fair play.

Takin' It to the Street

After you choose from a lineup of six

bad boy personalities, it’s time for round

one in organized sports' (and the Atari

7800’s) most deadly game. One or two

players can join a bruising bunch of

ballplayers in a hard-fisted 1 -on-1 or 2-

on-2 game. The action begins wrth a

center court stare-down, straight into

the eyes of some of the biggest thugs

around such as “Bruiser,” "Buster,”

“Slash,” and “Biff.” Each one has a dif-

ferent, brutally effective skill. Slash, the

punk rocker, for example is an incredi-

ble jumper and shooter, while Biff packs

a beefy knuckle sandwich. Take these

strengths and weaknesses into consid-

eration when choosing your persona.

PHOTIP: Simon is a mil-balanced play-

er and detiniteiy a sound lirst choice.

PROTIP: Watch out tor the ret! His idea

ot a sharp call is to toss daggers at

you trom the sidelines.

Slammin’andJammin'

Player control is as smooth as a Jordan

reverse slam-dunk. The right button

delivers punches, the left delivers the

throws. If you want to pass to a team-

mate, quickly press and release the right

button. Better yet, if you want to bean

someone with a power throw (2-on-2

game only), hold down the right button

and push up on the controller. Careful!

Don't waste too much time choosing a

target or you may lose the ball.

PHOTIP: Punching is an ellective hall

stealing method. However, when the

players pile up during the heat ot a

game, he carelul not to punch your

own guys. Swing at the wrong hoodlum

and the ball sguirts into the hands oi

the other team!

PROTIP: Deliver enough helty blows and

you can put a player out ot commission.

P.S. There are no replacements.

The Winning Edge

Feeling run down? No problem, just go

for some power-ups. Grab a glass of

energizing moo juice or for a quick pick

me up to get the lead outta your

shoes.Or, make a move on a lightning

bolt and you'll be quick as a flash.

PROTIP: Your opponents like milk and

lightning, too, so be sure to heat them

to the punch!

Alright lor Fighting

If you're tough enough to take on the

hardcore inner-city streets for some

heavy duty jungleball, jump on that joy-

stick and give this all new 7800 cart a

shot. In your face, your ear, your stom-

ach, your mouth, your...

BasketBrawl by Atari (SMM).
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By Michaelangelo

Yo, dudes and dudettes! Michelangelo

here, typing away with all six fingers on

my trusty ol’ word processor. The radi-

cal folks at GamePro offered me a

year’s supply of pizza if I would review

our latest adventure for the Game Boy.

I'm not stoked about typing, but hey, I’ll

do anything for pizza!
!

(Cowabunga!
!)

April Goes AWOL!

Konami’s Teenage Mutant Ninja Turtles

is an awesome game that lets you take

each one of your four favorite turtles on

an adventure to rescue our friend April

who has been kidnapped by that

gnarly Shredder dude. The game has

five really rad stages with three levels

per stage.. .so that’s like 15 different lev-

els in all. (And like I didn't even use a

calculator to figure that out!) At the end

of each stage is one of Shredder's main

goons, who’s really tough to squash.

(Don’t worry, they just look tough!)

At the beginning of each game,

you get to choose between us four tur-

tles (pick me! pick me!) and our re-

spective weapons: Leonardo with his

swords, Donatello and his bo stick,

Raphael with his sais, and yours truly

with his nunchuks! In addition to your

weapon, you also get an unlimited sup-

ply of ninja throwing stars! (Rad!)

You start with eight hit points, but

lose a point each time you get zapped

by one of Shredder’s creepos or their

weapons (Bummer!). Not to worry

though, you can always recharge by

eating pizza slices and whole pizzas

pies that randomly pop up along the

way! (Yum!)

But, if you lose all your hit points,

then that Turtle becomes a prisoner of

Shredder and his Foot Clan. Then you

have to choose from the remaining Tur-

tles and continue from where you were

caught. Now you have to rescue not

only April, but all your captured fellow

Turtles! (Double Bummer!)

Mice in orte
0
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piranha-infested river, and all the way to

the heart of the Technodrome itself!

The graphics and animation are

the best I've ever seen on the Game

Boy! You’ll actually feel like you’re slosh-

ing through a river or jumping over the

roofs of speeding cars on the freeway!

along the treemy-

And I bet you’ll lose your karma

over the totally tubular tunes, including

our awesome theme song

!

Fans of our arcade game will freak

when they recognize the same ugly

boffos on their Game Boy screen.

They’re all there: Foot Clan stooges,

This game wings you through the

streets of the big city, into the sewers

below, out on the freeways, through a

nine units!

Mousers, Electrodroids, plus intense

bosses like that Rhino and Bug-Eyed

Dude!

You’ll also have to watch out for new

nasties like fireballs, attack bugs, and

these monstrous boulders trying to turn

you into instant pancakes. (But hey,

they’re no problem for expert martial ex-

perts like us!) They come at you pretty

fast and there's a lot of them, but pay at-

tention to their patterns and you can

wipe them out without breaking a sweat!

Trust me on this one you guys, you’re

gonna love Teenage Mutant Ninja Tur-

tles on the Game Boy! Even after

you’ve finished the game, you’ll want to

play it again and again just for the fun of

it. I'd like to rap some more with ya, but

the pizza delivery dude is at the door,

and I want to get to them before the

other guys do! (Sometimes they're

more like pigs than turtles you know!)

Teenage Mutant Ninja Turtles by Konami

I$33.35).
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By Catwoman

ould have been a happy occ

i City was preparing for th

i of its hOOth anniversary when

y the Joker appeared on the

Tins evil apparition is outto de-

stroy the populace by spreading DDID

Nerve Gas throughout Gotham City.

Who can stop the Joker? Batman, of

course. Dedicated to fighting criminals

and upholding justicejfetman will

need every Bat Trick he’s got up his

sleeve to stop the Joker, rescue the

lovely Vicki Vale, and save the good cit-

izens of Gotham.

Assault and Bat-ery

As Batman "Bat-tie" your way through

three different action stages in the

streets of Gotham City. Even worse

you'll have to wind your way through

thedark and dreary confines of some

Of Gotham's creepiest buildings such

as the Axis Chemical Factory, the dusty

Flugelheim Museum, and the sparky

Gotham City Cathedral.

PROW: Watch out lor secret trap

Boors in Level 2-3. They can drop you

right into the middle ot your enemies,

or they can lead you to some great

power-ups.

You’ll also have to take to the skies in

your Batwing for an aerial Bat-Fight

high above the city streets.

Those Marvelous Toys

To defend yourself you’ll have to snag

special bat weapons that boost your

power.

PROTIP: Sometimes you can just use

your Bat-Brain to get out ot tricky situ-

ations. Ot the Beginning ot 1-3 stand

right next to the ledges and your ene-

mies willjump clear over your head.

Begin with a Normal Weapon and

grab power-ups to convert to the

rapid-fire Shot Weapon, the spiral shots

of theWave Weapon
,
the awesome

blasts of the Power Weapon, the bullet-

like boomerang Batarang, and the

deadly Tranquillizer Weapon.

PROTIP: The Power and Wave Shots can

shoot through obstacles. When pow-

ered up to high levels these make ex-

cellent weapons. The Tranpuilizer

weapon is also very powertut.

You can increase the power of

your weapon with Spear Ups. Grab a

CBatwing or a Faster Batwing to shield

yourself fromfenemy fire.

PRO TIP: Grab this Batwing by using the

game scrolling to make this tricky

jump in 2 I a cinch.

Other special items include a

Smoke Bullet which obliterates all ene-

mies on the screen, power-ups for your

life gauge, bonus points, and 1-ups.

PBOTIP: Shoot to make these hidden

steps appear in Level 4-1. You can

climb right up to snag the I -Up.

Bat In The Bellry

It’ll take several showdowns with the

Joker before the final fight high above

the city streets in the Cathedral Belfry.

PBOTIP: Watch out tor Level 4-2 in the

Cathedral. The game begins to scroll

on its own

!

Although the graptnics area little small

(You may end up blind as a bat!), the

gameplay for SunSoft’s Batman is ex-

cellent. Holy Game Boy, Batman..

Batman by Sunsott (Price Not Available).
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The Video Game

GET THE GAMEJIILETHAT BRINGS

TMAN INTO YOUR LIVING ROOM.
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The CAPED CRUSADER is back, as.

you’ve never seen him before!^

Sunsott' is a registered trademark of Sun Corporation of America. TM S c DC Comics Inc. 1989. Nintendo" ami Nintendo

Entertainment System* ate registered trademarks ot Nintendo ot America, Inc, c 1989 Sun Corporation ot America City State Zip

Mail to: Sunsoft, P.O. Box 2390, Libertyville, IL. 60198 gp

THE
TITLEHOLDER!

Hot News for Hot Shots!

Get the inside track on Sunsoft games in the

FREE Sunsoft Game Time News.

Name Age

If the stark reality and explosive actionjf the

movie BATMAN left you screaminyor more,

this is the moment you’ve been waiting

for! It’s a trek from the streetaBF'

GOTHAM CITY™ to the daritedt depths

of the city underworldjfdfight to life

with graphic magicJM BATMAN
today at your favorite dealer now.



By Charlie T. Aslan

The evil Wizard Malkll is back -and this

time he means business! Princess

Elaine has vanished
,
and you fear that

Malkll has whisked her away to his

dreaded Fortress of Fear at the other

side of the treacherous Tangled Woods

ofZanifer.

You are Kuros, wielder of the

IronSword. Up to now, you’re the only

one who has successfully challenged

the dark powers of Malkll. Can you suc-

ceed once again?

The Saga Continues

Wizards & Warriors: The Fortress of

Fear is a new one-player Game Boy

cart that features great graphics and

fast action on a par with Wizards &

Warriors, the popular NES version.

Here you must conquer five levels of

the Fortress of Fear, 1 8 sectors in all.

PROTIP: At the very beginning ol the

lirst level, move a lew steps to the

right, jump up to the second level, then

move as lar lett as you can. You'll lind a

key and a bonus point item.

PBOTIP: You can ride on most moving

platlorms (clouds, stone slabs, etc.)

even though they disappear oil-screen.

You'll find magic items plus food

and drink along the way to aid you in

your quest. Keep an eye peeled for

locked treasure chests. They contain

gems and magic, but they can only be

opened with a key.

PROTIP: To obtain the Potion ol Healing

in Level 1-1, go to the lar right ol the

lower level, pick up the key, then back-

track to the treasure chest.

PROTIP: To complete Levi

must get a key and open\

treasure chest containp

Jumping, so you can lei

large crevasse up ahei

you lose the Boots, so

back and get them a

Move It, Kuros!

You can make Kuros move left or right,

crouch, jump, swing his sword, and

stab. The playing screen displays

Kuros’ life force, the current level and

sector, the number of lives remaining,

the number of gems collected, the

number of keys collected
,
and the

score.

PROTIP: When you move right to lelt on

the top ol the wall in Level 1-2, thrust

lorward with your sword rather than

W #Sl

ms

quickly in Iront ol you keeps the bats

and the warriors from touching you.

You begin the game with three

lives; however, you'll find miniature

Kuros dolls along the way that add one

life to your total.

PROTIP: The chest on the lower tier in

the middle ol Level 1-0 contains a 1-Op.

You can reach it hyjumping oil the

cloud when it drops to the bottom ol

the screen.

PROTIP: When you lace the Super Bat

on Level 1-3, stay on the top lelt block.

The bat comes at you (he's on the same

horizontal level as you), so jump to the

bottom lelt block. When the bat Hies

off-screen, jump back to the top lelt

block. Alow the bat Hies vertically from

top to bottom, disappears, then moves

Irom bottom to top. Hit the hat as it

moves in Iront ol you. It takes approxi-

mately S hits with your sword to de-

feat the bat. WARNING: Never remain

on the same horizontal plane as the

bat, or it corners you and does plenty

PROTIP: Collect as many gems as you

can. For every 10 gems you lind, yuu

receive a free man.

And you’ll need every life you can

get your hands on! It isn’t long before

you’re bombarded by bats, punctured

by arrows, and otherwise mauled by

the malicious minions of Malkll.

Looking for Adventure?

Fortress of Fear is a great Game Boy

adventure. If you like puzzling levels

and fast-paced swordplay, give it a go.

But don't let that old Black Magic put

you in its spell!

Wizards & Warriors: The Fortress ol Fear

by Acclaim (Price NotAvailable).
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HEmm

thousand years ago, an
army of malicious aliens invaded the

peaceful city of Kyoto, forcing the

villagers into an endless battle with

the unwelcomed visitors.

This is the classic video game that

took Japan by storm ten years ago.

This new HEIANKYO ALIEN
program, made especially for

Game Boy, has the added attraction

of providing you with two different

versions for twice as much excite-

ment and double the fun!

HEIANKYO ALIEN features the

Multi Matrix Sound System (MMSS),

the latest advancement in audio

high technology.

In addition, with the new two
player opponent mode, available

only on Game Boy software, two

players can enjoy the thrills of this

exciting game simultaneously!

HEIANKYO ALIEN, the

Japanese masterpiece, is a

game everyone will enjoy.

THE JAPANESE MASTERPIECE

Nintendo^

ItittrforivorNintendo i

(H989 Nintendo ol Air

& 1989 Meldoc/live F

meldac
MELDAC OF AMERICA, INC
1801 Century Park East,

Suite 2210
Los Angeles, California 90067
(213)286-7040

contact: Robert Leitgeb



IT’S 10,000 YEARS AGO.

YOO MOST BONK 28 STAGES OF BAD GUYS

TO RESCUE YOUR PRINCESS.

AND YOU’VE ONLYGOT 1 WEAPON.

You live in a world of DDFDADF Tfl RIITT IIFACIQ the Princess Za (a most

prehistoric swamps, tropical rllCrflnC III DUI I llEffUua excellent-looking babe.)

forests and stone age deserts. Humongous dinosaurs, As Bonk, the heroic young Neanderthal head-banger, you

primordial gators and various other slimies, beasties and will now embark on an epic quest through five levels of

creepies roam at will. monstrous foes to rescue your princess. But there’s just one

And the bad news is, evil King Drool has kidnapped catch. The only weapon you can take with you is your head.



Meat helps Bonk get fired up to beat the bad guys.

Like all fast food, you never know when you’ll come

across it, so keep your eyes peeled.

TurboGrafx ' and Bonk’s Adventure’’’

As Bonk, you must battle Huey, the first Boss. Huey is

hypnotized, so he forgets he’s really your friend. Just

keep bonking him on the head to jog his memory.

A most heinous boss, Tractor Head, has a deadly

beanball fight with Bonk. You can beat him, just use

your head.

Sometimes Bonk needs to climb to get where he’s

going. Since they hadn’t invented the ladder in

10,000 B.C., he uses his teeth.

trademarks of NEC Technologies, Inc. © 1990 Hudson Soft, © Atlus Ltd., ? 1990 Red. ? 1990 NEC Technologies, Inc.
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Stage 2-3:

This stage can be cleared quite

easily if you know all of the basic

techniques. Don’t forget to grab the

1-Up. Enemies in this stage include

Kung Fu Commandos, Floating

Viper, and Gun Man.

I Stage 3-2:
—

^ord^theKe^Th

1

1° 'S find the

to the warp zones
y
Th^

key,eads y°u

I

.^youto
PsST&rones

in Stage 4-2 there Lh
5'1 Howeve

Scroll e, that slows I jwp
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G
?
ns move-

be ahie
vss Sta9e 4-2 you wnrV

time.

Man. punchingtiV
lnclude Gtjn

Commandos and Floating vJS?
FU

Stage 2-4:

Bison Commandos will appear here

for the first time. They move quickly

and throw fast punches. Your

stronger enemies, such as Uni-Gon

and Thunder Bolt also appear.

I
be able to get it until th

8
/

4'2 you Won ’

f

telr-fiST 8 -

Stage 6-3. We reco^mend you warp

J
stSeyouVbe

8

N
Sinth

/
Ws stage ft

*blet0Ci

trough thJ
y°Uarrived

t

Stage 2-1:

Watch out for Gun Man who appears

for the first time in this stage. Attack

him from either the side or back. Be- ,

ware of all of the enemies, including

kicking Kung-Fu Commandos, in the
'

upper screen. To defeat Cat Mage
you’il have to get Scroll A and the

Shorin Temple Mark B in this stage.

78 GAMEPRO Magazine



S&Ef

Use the Crystal

Sqe doesn't have any special

“oncentrate ondefea«

vour enemies, including Golem

Kn, Were Cat, Medusa Cat,

r* Maae, and Thunder Bolt.
_

Here Dragon Man appears tor the

first time. You must have more than

five items plus use your Sword or

Gun Balls to defeat him. To use the

Sword, press both the A and B But

tons simultaneously while you we*.

Enemies on this stage include Bison

Commandos and Floating Viper.

Stage 3-4:

The Miracle Kick is the only item
available in this stage. However,
Uni-Gon appears frequently. Use

I Iwf
^ick passages to avoid him.

After you obtain the Miracle Kick,
use it on Spear Man and then go on

[

to the next stage.



Abate* (imtendol

S baShedaw! but watch

1 put, it tlies at you when you zap

The Eyes Have It

In general, to beat any Guardian
monster shoot the “open” eyes.

(TurboBratx)

|
fry To Pitch A No Hitter

When you're pitching against the

computer, try the following: throw

the ball through the space be-

I tween home plate and the insid

line of the batter's box, opposite

the side your pitcher is throwing

from. For example, if you have a

right-handed pitcher, throw he

ball to the right side of the plate

(the first base side), and vice ver

safer a left handed pitcher. You

must also start to curve the ball as

soon as the pitcher releases it. If

this is done correctly the batter al-

most never hits the ball! Most of

the time he won’t even swing, it

you're having trouble youi may be

curving the ball too late. This trick

works considerably better against

right-handed batters, but with a lit-

tle practice it can be done with a

lefty as well. When I use this trick I

average 24 strikeouts a game and

so far have always had either a

shut-out or a perfect game.

Tom Whitlock 01, Woodhorr.NJ

Clout!Master (Sega)

Beat the Bosses

^Badox (Mntentio)

BeAnt the Brest Shark

it rw
^ dropping underneath it as

natomJ?
Wards you and then fly-ng to the far right screen edge

Y

s~ssfaK

andlp^^
tern. The Tresbeam is the best
weapon here.

bolts stay in the upper left of the
screen and then move down, fol-

lowing the bolts.

Round t: The boss here is the

Phoenix. Hit him in the beak 15
times to destroy him. Your best
bet is the 3-way shot.

Round 2: Battle Kappa along the
Koh River. Aim for the red blinking

spot on his head. To avoid his

i 3: Beat the Giant Buddah
by shooting at the red blinking dot
above his sunglasses. Move back
and forth and zoom in close to his

face.

Round 4: Use a double red bullet

to fire at the spot on the Dragon’s
head.

Round 6: Shogun is the hardest
boss to beat. Try different strate-

gies, but remember to shoot at the
white blinking spot on his head.
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Hot News for Hot Shots!

Get the inside track on SunSoft games in the

FREE Sunsoft Game Time News.

Address

Mail to: Sunsoft, P.O. Box 2390, Libertyville, IL. 60198 gf

THE
TITLEHOLDER!

Sunsoft * and Fester's Quest'" are trademarks of Sun Corporation of America. Characters for Fester's Quest
1" are licensed

from Barbare Artists. Inc. Television rights for Fester's Quest™ are licensed from Orion Television, Inc. Nintendo * and

Nintendo Entertainment System* are trademarks of Nintendo of America, Inc. r 1989 Sun Corporation of America.



AsKSSS-came when you enter a iowi i ui

laae try the following: Use the slow

motim trick outside of a town orL enter the town or vil-

™£e Next° enter the town or vil

tege (while still in slow motion) and

cress Start. The music? will got

change! This can be done any-

Use the Magic Wand
There is a way to escape from en-

emies in Phantasy Star without us-

ing magic - even the enemies that

won’t let you run away Just use a
wand! You'll find a store with

wands at Skure on Dezoris. Equip

Noah with one (as his weapon)
and then buy an extra one. When
in battle highlight it on the Item

menus. This works in all places ex-

cept when every direction is

blocked off or when fighting a
large creature such as Medusa or

Lassie.

Steve South, Newark, NY

He learns new songs when you

progress farther and farther into

the game.

Save Time!!

While playing Phantasy Star II you
very often lose playing time due to

the complicated nature of the game
Here are some tips that can save
you 30 to 90 minutes each:

General Hints:

# 1 : During battle on Mota if you find

yourself or your party getting low on
HP there will be a pause in the ac-
tion, allowing you to use strategy.

Take the opportunity to use Mono-
mate, Dimate, or Trimate to regain
HP and save you and your group
members from being killed.

#2 : Always carry an Escapipe and a
Telepipe on Mota. If you find your-
self low on HP at any time you can
get back to town, recoup, and Save
your game without taking any more
losses or losing valuable game
time, power ups, or Mesetas.
#3: When you’re in a town always
get cloned and healed, buy gear
and weapons, and stock up on
medicine before you leave the town.
And then go to Data Memory and
save your game! If you get killed in

the country you can continue your
game, and you’ll be healthy,

stocked up, and ready to go right

out and battle again. You reduce
your risk of lost play time.

Other Hints:

# 1 : Don’t play the organ in the Piata

Control Tower. Use Musik and then
proceed on your way!
#2 : When you’re traveling by scoot-
er, looking for a change of water col-
or south of Uzo to locate Climatrol,

look south of False Uzo or the most
southern island, the island closest to
the mainland. (The hintbookwill de-
ceive you!)

#3 : When you've completed retriev-

ing items in Climatrol and you reach
Niefirst she will ask you a question.
Answer “No." Then use an Escapipe
and Telepipe to return to town. Clone
back any dead in your party, go to
the Hospital to be healed, and then
shop. Stock up on Dimate and Tri-

mate. Stop at Data and then return
directly to Niefirst? Save all of the TP
you can on the way back to Neifirst.

You II need it! (With the exception of
Nei) Before allowing Nei to battle

Neifirst have her give all of her items
(with the exception of items only she
can use - such as ribbons) to others
in the party. You’ll be glad you did.

Anyone killed while fighting Neifirst

will be cloned back to life for free if

Neifirst is defeated. So if you lose
someone, just keep fighting. When
fighting Neifirst have Rolf use the
techniques of Nafoi or Githru and
you’ll greatly increase your odds of

success!

^mmr
sim

Bias White, New York, NY
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X-Men® fans! Now
the fantastic gang of heroes..

Wolverine." Cyclops," Nightcrawler.

Storm." Colossus." Ice Man '...are at

your command to save the entire human race.

As Professor Xavier, you must choose the right

X-Men to complete your colossal mission—to stop the

evil mutants. For uncanny and explosive Nintendo®

action and strategy, X marks the spot!

TM & c 1990 LJN. Ltd. X-MEN Copyright c 1988 Marvel Entertainment Group. Inc. All Rights Reserved. X-MEN. CEREBRO,’
WOLVERINE. " CYCLOPS.” NIGHTCRAWLER ,” STORM,” COLOSSUS,” ICE MAN.” MARVEL SUPER HEROES! and Marvel
Character names and likenesses are trademarks ot Marvel Entertainment Group. Inc. All Rights Reserved. Nintendo and
Nintendo Entertainment System are registered trademarks of Nintendo of America Inc.



On Stage 4-4 of Batman you can beat

the Dual Container Alarm easily!

Jump on top of the middle block and

when the vehicle blocks come at you,

duck and punch. They won’t touch

|

you! After they pass, fall back to the

bottom of the ground so they don't hit

you with their bullets as they go down.

|

Then go back up to the top of the

middle block and repeat the same

procedure. When a block blows up

go to the bottom and punch the last

one a few times and you’ve won.

You’re on to the next stage!

Clint Koltveit, Mount Vernon, IN

This password starts you at Level 4 -

040471
his password starts you at Level 1-

081620

217298

« g

I" ‘
f

Beat Level 7-4

rin fff
feVel 7~4 Y0U need todo the following: Shoot the Snakev

out, and then put an Emerald
V

Framer where he was. Snakey willcome back somewhere else! Now
you can figure out how to get out
of here no problem.

Xexyz (Nintendo)

Passwords!

All shoot-em up scenes until 1 1-1:

Xexyz (Nin

A2A4A 6A8A0

All odd numbered enemy boss

scenes:
5C2B5 C8A1E

PASS MORD

A13 57912
BBA13 57912

By the Pro, n.J.F.

HI SCORE
0101030

Lcvei select

Se

e

ofhqf
V
lSe,eotwithatw

ist.

JPas Sh nobl and Nintendo's Shinobi have the same level select
I
Down, Down, Left, Right, UptUpi

IP SCORE
OOOOOOO
REST lO

2P SCORE
OOOOOOO
REST lO

|
Daniel Lim, Livingston, NJ Start Out With 10 Lives!

To begin the game with 10 lives dur-

inq the title screen hit: Right Left,

Down Up, A, B, and Start. For two

players press Select at the end of this

sequence.

nv the Pro, h.J.f.
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KOEI

The Best, Longest Selling Simulation

Game Ever Released in Japan

Features: For one to eight players; two

separate scenarios; five levels of diffi-

culty; battery backed memory; demo
mode; complete instruction manual and

historical notes; poster included.

. Software Publisher's Association's

Mf Excellence in Software Awards.
(IBM-PC Version)

1989 Best Video Game Innovation

Mf' 1989 Best Strategy Video Game
Game Player's Magazine

All Titles Also

Available for

IBM- PC & Amiga

fNinlendo)

Build an empire as Genghis Khan, or

one of his rivals. Battle your enemies

with a cavalry, lay seige to their castles

with archers, or even challenge them to

a duel.

Features : For one tofour players

;

battery backed memory; two separate

scenarios;five levels ofdifficulty; demo
mode; complete instruction manual and

historical notes; poster included.

1989 PC Excellence Award
'Mf' (IBM-PC Version)

Game Player's Magazine

Features: 255 characters, each with a

distinct personality; military, economic

and diplomatic simulation; five different

scenarios; ten levels ofdifficulty per

scenario; for one to eight players; demo
mode; complete instruction manual and

historical notes; poster included.

1989 Strategy Game of the Year
Mr’ Computer Gaming World Magazine

(IBM-PC Version)

•
.
1989 Most Innovative Video Game^ Computer Entertainer Magazine

NEW

Genghis Khan
Conquests OfLove and War

Kobunaga's Ambition
The Struggle to

Become Shogun

Romance ofThe
ThreeKingdoms™

Live Second Century China

TO ORDER: Visit your retailer or call 415-348-0500

(9am to 5pm Pacific Time) to charge on Visa/MC; or

money order (U.S. $) to KOEI. U.S. shipping only.

IBM & Amiga are registered trademarks of International

Business Machines Corp. & Commodore Amiga Inc.

TM designates trademark of KOEI Co., LTD.

KOEI Corporation • One Bay Plaza, Suite 540 • 1350 Bayshore Highway, Burlingame, CA 94010 • Tel: 415-348-0500

KOEI...We Supply The Past, You Make The History
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Password

If you enter “JAELECO" in Bases

Loaded it takes you to the final

qame of the season as Jersey, It

says 38 games, but if you play the

game, you’ll find you have 85 wins!

Jason Bergdower, HumOolit, II

Get Ho Extra Ball

If you’re in the bonus round with the

skulls and green aliens, kill all of the

green aliens and skulls except for

one skull. Do not hit this skull! Try to

keep you ball up for about twenty

seconds without hitting it. If you do
this, a pterodactyl-like creature will

appear. Hit the pterodactyl-like

creature and it will explode. By do-

ing this, after you clear the board,

you’ll receive a perfect score of one
million points and an extra ball!

Barry Clegg, IV. Huntingdon, PH

words:
'nthef0"°wig pass-

ProA

ProB

ProC
ProD

< (TurboGratx)

Mott Boader (TurboGratx)

j

$50,000! I

=n you enter the Course Setec-

Screen, hold the Select button

vn and push the Control Pad to

Riqht. This activates the time

ion At the end of the race the

e of the winner will be shown,

shing the pad to the Left acti-

tes the “slip’’ option. This option

£ your car slip and slide even

th the best tires and brakea

jshing the Select with Button 2

ttivates the “Rich” option. When

3 time to choose your parts, you

,li>-j.o; Jh.SJ-.Bg'-L

start with $50,000 instead of only

$5,000. The computer cars also

receive $50,000, but they will still

choose cheap parts instead of

the better expensive ones!

perry Mercer, Brockton, MA

Password to Map 22: arbine

Password to Map 32: WINNER
u, Canada
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I f/ L/ly
The pinball game of the '50s meets the technolog)’

of the '90s! ROLLERBALL brings

you tivo exciting new games in one.

SKYSCRAPER—A four-screen, vertical-

scrolling pinball tour-deforce guaranteed

to challenge any player, beginner or pinball

wizard! MATCHPLAY—Fast-paced head-to-

head competition with afew twists you’ve

never seen before! The electronic pinball

game with true pinballflipper feel and ball

action! The only thing it won’t do is TILT!

.Nintendo,,

Watchfor our games at the

Nintendo World Championships.
Soon to be in a city near you.

HAL AMERICA INC
Official

Licensed by Nintendo for play on the
(Nintendo)

. Seal of Quality ...(Nintendo)
EDTERTBinmEnT 7873 S.W. Cirrus Drive, Building 25F • Beaverton, Oregon 97005 • Tel 503/644-4117 • Fax 503/641-5119

SVSTEm . HAHs a trademark ofHAL America Inc Nintendo * and Nintendo Entertainment Systems* are registered tradmarks ofNintendo ofAmerica Inc

Nintendo World Championship is a trademark ofNintendo ofAmerica Inc

From the makers ofREVENGE OF THE 'GATOR





Now with the hottest

2-plaver action anywhere!

~
Official

'rTir>i<;nd°>

Seal ot Quality

Nintendoen swisTenv

River City Ransom.
It’s you and your buddy versus the mean-

est, baddest drug lord in town. He’s holding

the entire high school hostage, and only the

two ofyou can expel him.

You'll both go to battle against ghoulish

gangs and depraved dropouts. Along the way,

you’ll gain extra power and strength. And you’ll

need all you can get. School’s out forever,

unless you answer

the call!

Hurry. Head over

to your nearest video

game store. Ask for River

City Ransom. It’s your big

chance to be a hometown

hero.

And look for the

American Ttechnos label on

many other Nintendo

games. We have more hot action

coming your way.

WIECHnOS
amERican lECHnos inc.™

Suite SW3-372, 10080 N. Wolfe Road, Cupertino, CA 95014

Phone (408) 996-1877
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DearASK THE PROS,

How do you get the key from the skeleton

in the shark-infested waters in the begin-

ning of the game?

sack ofthree coloredjewels. Next, goto

the room with the pedestaland the trap

door. Place the properjewel in the hole in

the wall anda crystal sphere willap-

pearon the pedestal. Take the sphere

- it is very important! Now, go to the

lake area (where the skeleton and

key are). Drop the sphere in the lake and

watch as the lake suddenlybecomesa

frozen pond. Walkacross the ice to the

skeleton and take the key.

DearASK THE PROS,

In Shadowgate how do you get

across the room with a firecovered

floor. I know you use the crystal ball but

as soon as you enter the room it forces

you back outside.

Matthew Veinotte, Nova Scotia, Canada

DearMatthew,
Frankie Onder, Des Moines, IA

DearFrankie,

Great question!Andone ofthe most fre-

quentlyasked questions regarding

Shadowgate. To get thekey from the

skeleton's hand, youmust first finda

You're right! You do need the crystal ball

to freeze the floorand eliminate the fire,

but there is another itemyou 'llneed ifyou

wanta chance to throw the crystal ball in-

to the fire - the robe ofprotection. This is

the robe hanging on the wall in the room

with the spectre. Defeat the spectre and

take the robe. It will protect you from

the flames in the room long enough to

throw the crystal ball into the fire.

DearASK THE PROS,

I can’t seem to find the Travel Pass in the

village that lets you go through the

checkpoint and into the arcade.

Jeffrey Tam, Brooklyn, New York

DearASK THE PROS,

How do you get your travel pass in Alex

Kidd in High-Tech World? I can get my
fake travel passes in the village, but I



cannot get my real travel pass to get to

the arcade.

Jason Long

Dear Jeffrey and Jason,

To geta REAL travelpass in Alex Kidd in

High-Tech Worldyoumustgo to the tem-

ple in the village. While in the templeyou

mustpray to thegods lOOtimestore-

ceive yourREAL travelpass.

TurboGrafx

Vigilante

DearASK THE PROS,

In Vigilante for TurboGrafx, do you have

any helpful hints on beating the last

guy? He’s impossible.

Teresa Ha, Tappan, NY

Dear Teresa,

Impossible? No, just very difficult.

Here are some hints for (defeating the

very tough last enemy:

1.

Itis important to use as few ofyour

"continues"as possible beforeyou get to

thelastenemy. You'llneedallyour con-

tinues to whittle awayat the strength of

the lastenemysince the enemies retain

the damageyou 've inflictedon them af-

teryou die. The more continuesyou have

available, the more damageyou can

cause.

2. Charge the enemyand kick him in the

chest. While he is recovering from the

kick, duck down andkick at his shins

repeatedly.

3. Mostimportantly, whenyou dieand

come back to lifeyou are invincible fora

fewseconds (whileyourcharacter is

blinking). Use this time to inflictas much
damage as possible on the enemy.

'"u uameif?

SS^^^your
any tough quesfo^

°r answer

zz&P*
GAMEpRo Maga2 .

:/ne
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Box 3329
Redwood City, CA 94nnn
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the!
BRAND

slam
I

• PLAY SINGLES, OR DOUBLES WITH

LENDL OR EVERT AS YOUR PARTNER

• PLAY 4 MAJOR TOURNAMENTS TO

WIN THE GRAND SLAM TITLE

• TOTAL BALL CONTROL, WITH SPINS

AND THE “MIRACLE SHOT’

• GET ADVICE FROM LENDL AND EVERT

AS YOU PLAY

• CREATE YOUR OWN PLAYER PROFILE

• 1M+1M ROM MEMORY

^IsmiK^
Corporation of America A

<UFOUR
PLAYER
GAME



Sure, maybe on the outside,

Boomer is cute and a bit on the

pink side. But on the inside, he’s

all fight. Boomer is the last

warrior left in Asmik World.

Before Boomer can defeat

the dark lord Zoozoon in his

tower, Boomer needs to dig up

an assortment of buried wea-
pons and destroy Zoonzoon’s

mutant guards. But if Boomer
cannot find the key to the 8

different worlds of the tower, he

will never battle Zoonzoon for

control of Asmik World. Time
is running out. They need your

help now.

1 V



Nintendo

If the “drip, drip, drip” of a leaky faucet

is enough to give you a headache, just

wait until you get an eye-full of Pipe

Dream, a virtual plumbing nightmare.

In this computer favorite gone cart for

the NES, you take seven basic pipe

pieces and fit them together accord-

ingly. Sounds simple enough right?

Wrong ! You see there's water flowing

through the pipes and if you don’t get

the joints hooked up in a hurry, you’re

gonna’ get wet, not to mention lose the

game. With a bit of quick thinking and

some souped-up hand/eye coordina-

tion, getting through the 36 brain-

wrenching levels of Pipe Dream will be

"water under the bridge", or shall we

say “pipes”.

Gameplayerswithatruesenseofad-

venture must be willing to risk their lives,

but not their integrity. Think you’ve got

what it takes? If so, read on for further

details about Solstice, the all new cart

for the NES. As the legend of Solstice

goes, somewhere deep in the dark,

foul catacombs of Kastlerock, home to

the evil Moribus, lie six tiny pieces of

wood that make up the magical staff of

Demnos. This little stick has enough

power to take hold of the destiny of

both heaven and earth. Of course,

there is one small problem. If someone

doesn’t find the missing pieces of the

staff and rescue the Princess Eleanor

from Moribus real quick, life in the dark

ages may just be snuffed out all togeth-

er. If you're both noble and brave, enjoy

a good role-play challenge, like to use

magic potions, and aren’t afraid to

search over 200 rooms in the dank in-

nards of Moribus’s domain, Kastlerock,

than you are our person. Serious in-

quiries only.

SkateorDie2
(Electronic Arts)

Good news! Forallofyouwho’vebeen

holding your breath in anticipation of

the smash PC hit, Skate or Die, to turn

cart, breathe easy ‘cause it’s Skate or

Die 2. Yes, Electronic Arts has done it at

last and here’s how it goes. One day

while jammin’ down the sidewalk on

your ultra-narly skate board - Splatto! -

there’s a poodle sticking to your

wheels. Unforunately done doggie

happens to belong to the Mayor’s wife.

Yo, dude, if you haven’t already

guessed, things are lookin’ mighty bo-

gus, Now, you and your heavy-duty

skatin’ ramp have been sentenced to

the junk pile. Skate your way through

various levels, collecting items such as

tacos, chili, fries, and tapes, to trade for

the materials you need to build a new

ramp. Of course, that’s just the tip of the

iceberg as you’ve also got a variety of

goons on your tail. There’s no time to

lose, dudes, so get stoked for some

ramp-action in Skate or Die 2

.

Have you ever stuffed boiled eggs into

the mouth of a clown? No? Surely

you’ve tried shooting a friend out of a

cannon and into a humongous plate of

slippery spaghetti? Well, if you haven’t

at least seen one of these hilarious

stunts you’re in for a real treat, ‘cause

Double Dare, an American T.V. favorite,

has gone cart-smart for the Nintendo.

Hold onto your hats, gamers, that’s only

the first half of the Double Dare. The

other half requires some honest to

goodness noggin-knockin' with over
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ockford, the son of an adventurer, takes up the quest from

his late father's will. To find the Secret Jewel of the SixWorlds,

the quest begins in the strange and perilous Boulder Dash!

An underground world swarming with weird enemies, all

out to prevent you from collecting the priceless diamonds

just waiting to be mined. Can you master the enchanted

walls, transform butterflies into jewels, find the mysterious

escape tunnel, and get away from the growing amoeba
before it engulfs you? Six different magical worlds of adven-

ture awaityou in BOULDER DASH!

LICENSED BYNINTENDO’

FOR PLAYON THE

CNintendoQ
ENTERTAINMENT SYSTEM.

JVC
JVC MUSICAL INDUSTRIES INC
6363 SUNSET BLVD., SUITE 500
HOLLYWOOD, CA 90028

Published under license from FIRST STAR SOFTWARE INC., FIRST STAR SOFTWARE INC, BOULDER DASH, the audio visual program entitled BOULDER DASH as well asthe name ond likeness ofROCKFORD are registeredtrademarksof

FIRST STAR SOFTWARE INC., and are used with permission. BOULDER DASH was created by Peter Liepa with Chris Grey. Audio visual material copyright 1 984, 1 990. All rights reserved. Licensed in conjunction with JP International.

©1990 VictorMusical Industries Inc., ©1990 Data East Corporation. Nintendo and Nintendo Entertainment System ore trademarks ofNintendo ofAmerica Inc.



1 ,000 brain-crunching questions. Wow,

talk about a double whammee!

Whether you play with a friend or

against the computer, you’re not going

to want to miss this laugh-attack oppor-

tunity.

Good news, Pinball Wizards, your pas-

sion has made a comeback, only this

time there’s a whole new twist Jaleco’s

new Pinball Quest for the NES com-

bines some old and new pinball action

with the excitement of a role-play. With

up to four-person play, take your pick

as you tackle some zany scenarios

such as a pinball golf course, complete

with sand traps, water hazards and

pesky gophers. Here’s the best part,

though. Should you feel a bit bored with

the traditional pinball challenge, just se-

lect role-play from your menu screen

and you're off on an incredible six-level

adventure where you take on the per-

sonality and form of a pinball. You ven-

ture through graveyards, rivers, and

dungeons to rescue the Princess Bali,

who’s been kidnapped by the evil

Beezelbub, Wow! Sounds like it’s time

to play ball!

It was your late father's last request that

you, Rockford his only son, carry out

the last, most vital adventure he simply

hadn’t the strength to finish - the quest

for the Secret Jewel of the Six Worlds.

Now, you must take on the death-defy-

ing challenge of Boulderdash for the

NES. This 6 level, subterranean, purga-

tory teems with dangerous creatures

such as the life-draining amoeba. Not

all is bad, however. Amazing butterflies

that transform into jewels and mysteri-

ous, hidden escape tunnels are there

to reassure you that collecting the pre-

cious gems is possible. WII Rockford,

the man of stone, carry out the legacy

or will he be crushed like a bug by a

dashing boulder?

they’ve sucked the life out of the planet,

they plan on vaporizing us! Fortunately

there is still hope and his name is Cap-

tain SkyHawk. As co-pilot, it’s up to you,

Captain SkyHawk, and your F-1 4 VTS

to stop the desecration of Earth.

Genesis

Have you ever dreamed of manning

the controls of a super hi-tech F-14 VTS

jet, fully equipped with Hawk bombs,

Phoenix missiles, and a Spy Satellite

Viewer? If you haven’t, start dreamin'

'cause while we weren’t looking a

group of alien invaders decided to pay

Earth an uninvited visit. Now, it seems

they don’t want to leave until they’ve

drained all of the energy out of the plan-

et and transported it back to their

space station. And that’s not all! After

It appears that Rex, space hero of the

new Genesis action space-fantasy Tar-

get Earth, is feeling a bit vexed. Why?

Unfortunately, Earth is (as usual) under

siege and if Rex doesn’t successfully

accomplish six major space-age mis-

sions and destroy the cyborg armada,

it’s going to be eternal nap-time for

Mother Nature and all her kids. Plowing

through battles that take place on both

Earth and in outer-space, Rex, with

your help of course, must overcome

countless enemy attacks led by the evil

Ranee. Will Mother Earth survive yet

one more brutal attack?

TurboGrafx

A rumor, flowing amongst the kingdom,

tells us that somewhere deep within the

dank, musty dungeons lies a great

treasure. Little is known about these

riches as few have dared to venture

forth within these menacing caverns,
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Masters of the Game

Blistering action, multiple skill levels, super graphics, a bigger

screen and the most realistic sound effects ever make
Acclaim’s SuperPlay'" hand-helds the games to

beat. With high-tech features like an

r arcade-style continue mode, ^

high score memory
and roll-over scoring,

the better you

greater the

challenge!

So if you're

tired of just twid-

dling your thumbs
and crave real power
in the palm of your

hand, fire-up

an Acclaim

SuperPlay

hand-held

Feel the Heat!

Acclaim? Masters ot the Gamer SuperPlay.” andWizards & Warriors” ©Acclaim Entertainment, Inc. Wizards 8Warriors® 1989 Rare Coin It. 1943: The Battle of Midway” TM &© 1988Capcom USA, Inc. Ring King” TM Data East.

Knight Rider TM &© 1982 Universal City Studios, Inc. Hulk Hogan” is a trademark of the Marvel Comics Group licensed exclusively to TitanSports, Inc. World Wrestling Federation? WrestleMania" and all other wrestlers' names and
character likenesses are trademarks of TitanSports, Inc. © 1989 TitanSports, Inc. All rights reserved. ® 1989 Acclaim Entertainment, Inc.



filled with all types of horrifying, danger-

ous creatures. Alas, the king demands

that these riches be recovered and has

decided to send out out a warrior (you)

to face the danger. Now, in Double

Dungeons for the NEC, you must find

the treasure by working your way

through over 20 twisting, turning hall-

ways, filled with snakes, killer bees, poi-

sonous, man-sized spiders, and more.

It's a dark and dirty job, but who would

dare say no to the king?!

Game Boy

WWF Superstars (acclaim)

What do you think yourmom would say

if you invited big time wrestling favorites

Hulk Hogan, the Ultimate Warrior, and

Randy Savage over for dinner? Hold

on, Mom, before you turn three shades

of purple let us assure you, you’ll prob-

ably never even have to see their faces

'cause these massive marauders have

been shrunken down, via Acclaim, into

nice neat, tidyGame Boy-size charac-

ters. Now in WWF Superstars, you can

go against the computer or head to

head with a buddy to try out some of

these guys' favorite moves. Whether it

be a body slam or an elbow smash,

you’re just a finger tip away from experi-

encing the glory of big time wrestling.

Look Ma, no dirty dishes!

ii:.:

rematch. But the Ghoulies are in trouble

- nobody really knows how to call forth

the Great Fire! The only clue to the sur-

vival of the Ghoul Realm is a legend

that only the sole heir to the Red Gar-

goyle can bring back the magic flame.

As Firebrand, guardian Gargoyle of the

Realm, you must discover the heir to

the magic flame and save the King-

dom. Can you light a fire under the De-

stroyers? Gargoyle's Quest packs a ton

of horizontally and vertically scrolling

action into a small package. Gargoyles

never looked so good!

Attention, all boxing fans! Big time box-

ing is ready and waiting to hop into your

pocket and go, go, go! That’s right

sportsters, Heavyweight Champi-

onship Boxing has been scaled-down

to a slick, Game Boy size cart. You can

assume the role of an up and coming

amateur boxer and work your way up

the ranking ladder. You can even

choose your man's speed, stamina,

and punching power and that’s not all!

Fight from a ringside view or from the

first-person viewpoint where you'll stare

straight into the eyes of your ugly oppo-

nent. Wow! That’s pretty impressive for

a little guy like the Game Boy! On that

note, all we can say is with an uppercut,

a jab, and a shuffle to the right, pick up

your GameBoy and head for the fights!

Last time the Ghoul Realm faced the

Destroyers, the mysterious Great Fire

swept through the kingdom and mirac-

ulously wiped out the Destroyer army.

Several hundred years have passed,

and now the Destroyers are back for a

According to the standard English

dictionary, the definition of the word

“puzzle” is: To confuse or perplex.

O.K., that sounds simple enough;

however, after you get a taste of Kon-

ami’s new Game Boy cart, Quarth,

you’ll probably be tempted to re-

write that definition to: Aggravation or

Neurosis. Well, in this game the ob-

ject is to complete various, unfin-

ished puzzles by shooting blocks

from your spaceship into the unfilled

areas. The problem is that the puzzle

you're trying to fill in is heading right

for you and if you don’t get it filled in

quick enough (making it disappear)

it's going to crush you. Are you ready

to start rewriting those dictionaries?
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Nintendo,
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(Nintendo)

Saalot Quality.

All you had to do
was fir\d the bad

guys and punch their

Jj
' lights out.

Well, it's not that easy

anymore.
An evil master race is now

vying for world control. To save

the planet from eminent doom,
you must gather intelligence, execute

a plan of attack and thwart their efforts

at every juncture.

You're Rocket Ranger, defender of

world peace.

Strap on your rocket pack and
launch an all-out effort into the

stratosphere.

Pick up Rocket Ranger today. The
world desperately needs your help.



YOU COULD BE THECHAI

Winning prize of

A game tournament
unparalled in history.

Please look for de-

tails on display

posters at

participating retail

stores.

You are the torchbearers of the

i culture which is to be transmitted to the

'''N next generation.
Culture Brain is runn-

ing a nationwide to-

urnament with the

popular NES soft-

ware, Kung-Fu

Heroes !

)

\nnjAfffAjam

The ultimate action baseball.

Full editing for up to six teams.
Play ball with your favorite major league stars, heroes from

the past, fantasy leagues—even enter yourself as the star!

Enter team and player names, and all the important stats for

your very own team.

A complete, six-team, 165-game Pen-
nant Race.
Play a full length season with six teams, for 5, 30, 60, or

even 165 games. Follow the teams and players through the

season-monitor their stats, even get top- 1 0 rankings in

batting and pitching.

Fully automatic simulation.
Simulate a full season based on statistics. The season can be
played automatically, while you can enjoy following a team
through its games. And by editing team and player abilities,

it's a full-auto simulation game.

The hilarious features of Ultra Play.
Add a whole new dimension of fun to baseball with the

wacky Ultra Plays. Throw pitches that disappear or speed
up in mid-air. Fight back with hits that explode or knock out

the fielders. And catch them by leaping hundreds of feet in

the air. With the six teams of the Ultra League, you'll play

baseball like It's never been played before!

\ KUNG-FU HEROES™, FLYING DRAGON™

ANO BASEBAll SIMULATOR 1.000™ are

All rights reserved.



PION OF THE U.S.!
Kung-Fu Heroes Nationwide

Tournament First-prize win-

ner will receive $10,000 A

full scale tournament!

sr
a>

>n The masterpiece fantagy quest.
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FIVE CHAPTERS OF MAGIC AND
MYSTERY OVER 750 DAZZLING
SCREENS.
Unprecedented scale, challenging puzzles, and intense

combat, unlike anything else. And a finale full of awe and
wonder. The world of Scheherazade is an adventure full

of glory.

CD

» 3

QTQ*C“
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MAGICAL BATTLES WITH ELEVEN
ALLIES!
Seek out your trusty companions and invoke an astonish-

ing variety of magical spells.

Through the past and the future, you are the hero, battling

the sinister forces of evil.

ARTIFICIAL INTELLIGENCE
ENHANCES THE GAME EVEN
MORE!
With the support of the Artificial Intelligence program-
ming, even beginning players can enter the magical world
of Scheherazade and behold its wonders.

GRAPHICS AND SOUND FROM A
WORLD OF FANTASY!
With stunningly beautiful visuals and a musical sound-
track that will captivate your imagination, The Magic of

Scheherazade is a gaming experience that’ll leave you
spellbound!

It will make your hands sweat!

Kung-Fu has never been this real!

No other fighting game has this level of realism, this

assortment of real defensive techniques. Over a dozen

moves are at your command, all with the support of

Artificial Intelligence programming. Armed with these awe-

some skills, you’ll train at the legendary Shorinji monastery

mn

Si
50Z i

m

Set off on a journey of intense
adventure!
Your mission is to retrieve the Secret Scrolls, which hold the

key to unique kung-fu skills.

Now you must set off on the journey to complete the

mystical mandara seal and activate its magical powers.

With each new mystery, startling new powers will be in

your hands.

Six types of fighting!
You’ll face the toughest challengers from the fields of

Kung-Fu, Boxing, Karate, Wrestling, Kick Boxing, and
Martial Arts. Only by defeating them all will you make it to

the top.

The shadowy forces of evil await!
As you work your way to the World Tournament, you’ll

have to battle the Forces of evil, masquerading as your

opponents. It’s up to your skills to transform them, and
defend the world from the legions of darkness.

Culture Brain U.S.A., Inc.

15315 N.E. 90TH Redmond WA 98052.
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Official

(Nintendo)

Seal of Quality

***'• M"

It's here. ,,

Challenge your wisdom
with this ultimate new
adventure/puzzle game!

• Over 250 Challenging
Rooms to Explore

• Brilliant 3-D Graphics,
Music and Special Effects

• Powerful Potions and
Magical Keys

• Fearless Evil Characters
to Defeat

Licensed by Nintendo ‘ for ploy on the

Nintendo

rp •

; | . \ KjP?
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$2.95each plus .50 for postage and handling for each issue. Total: $3.45.

Please sendme copies fora total of $ .

Address

Credit Card No. (VISA/Master Card only)

Signature

Place your check ormoney order, payable to GAMEPRO, in an envelope and mail to:

GAMEPRO Magazine, Comic Edition, 80 Elm St., Peterborough, NH 03458

No cash please. Offer valid in USA. For Canada add $1.00 per issue. Foreign orders

add $2.00 per issue payable in US funds only. Allow 6-8 weeks. C0790



GamePro Special Products

n YF9i
i Send me the products I’ve

selected below.

QTV DESCRIPTION PRICE TOTAL

1 yr Subscription to GamePro $18.97

Subtotal

Shipping $2.75

Total

Check enclosed VISA MC AMEX

Acct # Exp. Date

Signature.

Name

Address.

City State Zip

Make check payable to GamePro. Offers good for a limited

time. Payable in U.S. funds. Foreign orders add $10 U.S.

funds. Regular GamePro subscription rate $24.95. News-

’
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electric

shade straps.

classic cap-

1f' 0ur favorite hero heir
only. Specify S/M/L/XL.

ar™ up for action. White

elheftIItST-shirt or Hero i

Short-sleevoS
7 -99 '
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ACCESSORIZE!
Bring the arcade action home when
you shop at Toys “R" Us, your

video game headquarters. The

Advantage Joystick, shown above,

lets you zap the enemy in rapid tire

or sio-mo speeds. And you ’ll love

our low prices on an amazing

assortment of video accessories,

including all of the hot new
controllers. Upgrade your system

today...we have every accessory

you need!

Nintendo!

Over 400 Toys “R" Us stores coast to

coast. Check your phone book for the

store nearest you. We accept Visa,

Mastercard, Discover and American
Express.



It was a tough selection, but here are
the finalists from hur March 1990 £
contest. First anti secontl glace

winners were displayed in the

Sega Booth at the June

Consumer Electronics

Show in Chicago,,

TJonE5‘?0

1st Place
Tom Jones, Carthage, MO (Age 25)

Top and Middle: Sega stall and

counselors select the winning

art. Bottom: at Nitsen, Director

‘ GAMEPRO Magazine
3rd Place

Broderick Macaraeg, Vallejo, CA (Age 24)

Y-K-, Jamaica, NY (Age)6)



THUMB MASTER: The original neoprene thumb protector.

Thumb Master is the hottest new home video game accessory. A
must for home video game enthusiasts of all ages (six years to

adult). It covers and helps protect the thumb against the soreness

that results from pushing the buttons on hand-held control pads
of home video game systems. Neoprene's flexibility enables free

movement and agility of the thumb. It is form fitting and will not

slip off of the thumb.

Thumb Master comes in seven hot colors— Black, Blue, Aqua,
Purple, Fluorescent Green, Pink and Hot Pink—in small, medium
and large sizes. Order yours today, for $5.00 each plus $1.50

shipping & handling per order ($2.50 Canada residents) from
Bachiero Creations, P.O. Box 10258, Torrance, CA 90505.

COLOR QTY COLOR
BH
|

TOTAL

|

Colors: Black, Blue, Aqua, Purple, SUBTOTAL
Fluorescent Green, Pink, Hot Pink 'SHIPPING/HANDLING
Sizes: Small, Medium, Large TOTAL

$1 50



2nd Place
hoi, Dallas, TX (Age 16)

LaBianca,

Josh Taugner, Glendale Heights,

Jason Goad, Dayton, OH (Age 15
)
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MIDWEST’S LARGEST GAME & ELECTRONICS DISTRIBUTOR

Call Now
Thousands of Game Cartridges in Stock

mss %i&°
SOP®- KOB

Sega/ Genesis™
Wireless Joy Sticks

Accessories
Hand-Held Games
Fast and Friendly Service
Newest Releases & Hard-To-Find Classics

IfYou Don’t See it . . .Ask for it - data
All Your Favorite Games S'Seasi

Action Sets by Nintendo”
Rock Bottom Pricing

ROmST/lR

SUNSOFT ®a@]
INDUSTRIES

HALAHI'ICA «•-

@JHLEC0

5«Ta

masnavox

canon
mincaia

Panasonic-Industrial

Scotch

6°,T** 0KONAMI

S*/ir«4

Te
<*«lc

NINTENDO, NINTENDO ENTERTAINMENT SYSTEM, AND GAME BOY
ARE TRADEMARKS OF NINTENDO OF AMERICA, INC.
SEGA AND SEGA/GENESIS ARE TRADEMARKS OF SEGA OF AMERICA.

VCR’S HUB
Camcorders d®
Big Screen TV’s

Fax Machines
Televisions

Compact Disc Players

Blank Audio Tape
Video Tape for VHS, BETA, 8mm & C-Size
Tripods, Lights & Wireless Microphones

JVC
li.-f.THCH

R\COH NADY

FAX NUMBER: (708) 827-3568

MAVEN VIDEO • 1575 ELLINWOOD • DES PLAINES, IL. 60016



R E P O R T

E.A. Meets NES

In a long awaited and eagerly antici-

pated announcement Electronic

Arts, the largest supplier ofcomputer

entertainment in the United States,

confirmed that they have become a

Nintendo licensee. The company
plans a fall release for their first NES

product, Skate or Die 2. A sequel to

the smash NES hit, Skate or Die, this

cart features all new skateboarding

action for fans everywhere.

And in great news for Genesis

fans Electronic Arts has also con-

firmed that they will be marketing ti-

tles for the Sega Genesis. The Genesis

platform should allow for some fabu-

lous translations of some of E.A.'s

biggestcomputer titles. E.A. currently

has three releases in the works-all

well-known titles for computer

gamers. Zany Golf, a miniature golf

title, is billed as "everything you al-

ways wanted to see at Putt-Putt Golf

but were afraid to imagine." The

game is designed by Will Harvey and

Sandcastle and has nine different, in-

credibly wild holes and eighteen lev-

els of action. Release is scheduled for

August. Budokan, an award-winning

computer title, is a sophisticated and

realistic martial artsgame. You'll jour-

ney toJapan to study the martial arts

of Karate, Kendo, Nunchaku, and Bo.

Once you're ready you'll compete

against other masters at the Budokan

pavilion in Tokyo. The computer ver-

sion of this title featured some of the

most beautiful graphics we've ever

seen. This should be a dynamite title

for the Genesis. And last, but not

least, EA is bringingthe smash com-

puter title Populous to the Genesis. In

this role play title designed by Bull-

frog you become a divine power out

to conquer evil. You encourage your

followers to go forth and multiply,

build, and conquer in your name.

You can even perform acts of

God-floods, earthquakes, and the

like. Of course, Evil is up to the same

sorts of tricks! These last two titles

should be on the shelves by the time

you read this.

It looks like E.A. is entering the

cartridge market with a bang-good

news for gamers everywhere. We'll

have more on all of these title in up-

coming issues.

A Litter ot Games for the Lynx

Lynx fans are excited about the an-

nouncement of titles in theworks for

the rest of 1990. Here's a rundown on

current games and release dates:

Ms. Pac Man (June): A duplicate of

the arcade classic. Two player simul-

taneous action.

Slime World (June): An original title

that allows up to eight players to en-

ter a world of slime-filled caverns

competing on six different levels.

Max (July): A one-player puzzle title

similar to the arcade version. Use a

paddle to catch bricks as they fall off

conveyer belts and stack them by

color horizontally, vertically, and

diagonally.

Paper Boy (September): Deliver pa-

pers, break windows, and avoid dogs

and cars in this version of the popular

arcade title.

Rampage (September): A four-play-

er title similar to the arcade hit. You

become a monster and advance by

smashing buildings and eating

people!

Xenophobe (September): Another

popular arcade hit this title puts you

in an alien space station. Become one

of five characters and clear the space

station of alien invaders.

3-D Barrage (September): A one or

two player title similar to 3-D Break-

Out.

Zarlor Mercenary (September): This

intergalactic shoot-out is based on
the arcade title of the same name.

Road Blasters (October): Fifty rounds

of racing action where players shoot

at each other with bombs and other

weapons while they drive. Similar to

the coin-op game of the same name.

A.P.B. (December): Control a police

car driving through the city streets

from an overhead perspective while

you arrest criminals. Similar to the ar-

cade version.

Checkered Flag (December): An
original racing title.

Ninja Gaiden (December): Eight

rounds of ninja action in this famous

arcade title.

Vindicators (December): One or two

players maneuver through this futur-

isticworldfrom an overhead perspec-

tive. Destroy enemies, collect fuel,

and keep moving!

Red Baron (December): A dog fight

game pitting WWI-type airplanes

against one another. The title is

planned for four players.

Tournament Cyberball (Early 1991):

This sequel to Cyberball puts you on

the grid iron for a futuristic game of

football where the players are robots.

Now there, Lynx fans. You've got

a lot to lookforward to!

Cinemaware Heads NEC's

Software Blitz

NEC has announced that they've tak-

en a minority equity position in Cine-

maware Corporation. The rationale be-

hind this move was an interest in

fostering what Keith Shaefer, senior

vice president at NEC Technologies,

terms "leading-edge software devel-

opment." Cinemaware is currently

developing titles such as "It Came
From the Desert" using CD-ROM
based video game tecfinology. With

cinematic techniques Cinemaware
programs interactive movies on com-

pact discs, interweaving storylines,

and in-depth character develop-
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CELEBRATE OUR 1 stANNIVERSARY! This month only take 1 0% offanygame or accessory in stock

or $1 0.00 off any Genesis, Turbografx, Lynx, Nintendo, Atari or Gameboy System until 7-31-90

THE ULTIMATE GAME CLUB
Next Time CAI .1. US FIRST & don’t make mistakes ever again.

And since we ship overnight & match any price, why bother going anywhere else!

CALL 1-800-TOY-CLUB & Order NOW!
Here’s Just Some of the Benefits: For a complete listing of Games, Systems & Accessories CALL 1 -203-388-6366

• We stock all the games the stores have & all the games they don’t • Preorder anygame available over 30 days prior to release and get $5 off. This way
• We’ll match any advertised price on any items they have in stock ftju are guaranteedgetting it before it sells out!
• We Buy used games for cash or credit & Sell used games at discount prices. • Buyany 1 2 New Games overanyperiod of time& get a free game ofyour choice. Just
• We ship all orders in stock within 24 hours overnight BPjWB? save your receipts & when you get 1 2 saved up, send them to us in the mail & pick out

at the lowest prices anywhere! agL-_J your free game.
~TTrJM

• We have a Toll Free # 1 -800-TOY-CLUB to place orders! • We now accept personal checks & company checks with ESS Telecheck.
• We offer specials, discounts, contests & prizes + a subscription to our Newsletter This means your order will go out fast. No waiting for your check to clear the bank,

featuring tips, secrets, strategies & more you’ll find no where else. Instant aoDroval thru Telecheck.
We also offer discounts on our large orders respectiveto the size of the order!

Ok) Saybfook. CT 06475.

We also *i pay yxjB lees torgams you sal us irises you are a member. Pl_
.

i
Genesis. Tutografx and Nnfento are legeteredtiadeniefks and are not retoted to us nor are mendoiaed by them.

I ourcontrol. AJ prtes feted are members prise only. NOTE; Some ofthe items in thisadmaynotbe In
1 — *

obese. AlCanedwi customers are respore-



DIRECT
DISTRIBUTORS
1 -203 -395-0851

• NEW GAMES AT DIRECT
PRICES

• USED GAMES AT BELOW
COST

• WE BEAT ANY PRICE
ON ANY ITEM

• WE SELL TO VIDEO
STORES, TOY STORES
MINI-MARTS, MOM &
POP STORES, AND
OTHER BUSINESSES
ONLY!

• WE STOCK ALMOST
EVERY VIDEO GAME,
SYSTEM & ACCESSORY
EVER MADE!

• BUY 1 GAME TO 1000
FROM OUR FULL COLOR
CATALOG. SORRY NO
RETAIL SALES TO THE
GENERAL PUBLIC

• WE ALWAYS GET THE
BEST GAMES FIRST!!!

HERE'S SOME EXAMPLES:
ABADOX 34.00

ASTAYANAX 28.00

BASEBALL SIMULATOR 1000 34.00

TOP PLAYERS TENNIS 32.00

ARCHON 26.00

FESTER’S QUEST 26.00

3 STOOGES 33.00

BACK TO THE FUTURE 28.00

WILLOW 36.00

GODZILLA 33.00

CASINO KID 29.00

EIGHT EYES 33.00

BURAI FIGHTER 30.00

RIVER CITY RANSOM 30.00

DYNOWARZ 29.00

ROCK & BALL 29.00

IF WE DON’T HAVE IT-
THEY DON’T MAKE IT

ment. The game features digitized

footage of live actors incorporated in-

to the gameplay and is designed so

tljat the choices the player makes can

actuallychange notonly the progress

of the game, but even the ending.

NEC claims their involvement will

not limit Cinemaware's game devel-

opment to only the TurboGrafx plat-

form and expressed an interest in

making investments in other lead-

ing-edge software companies in the

future.

And an update on confirmed

TurboGrafx titles planned for the rest

of 1990:

July: Bloody Wolf, Chew-Man-Fu,
Timeball, and Y's-Book I& II (CD).

August: Camp California, Devil’s

Crush (sequel to Alien Crush),

Dragon’s Curse (Desparado), Psy-

chosis (Paranoia), Splatter House,

and Red Alert (CD).

September: Bravoman, Drop Rock,

Super Volleyball, T.V. Sports Foot-

ball, World Beach Volleyball, Mag-
ical Dinosaur Tour (CD), and Final

Zone II (CD).

October: Boxyboy, Legendary Axe
II, Tiger Road, and Veigues Tactical

Gladiator.

December: Battle Royale and Lords

ofthe Rising Sun (CD).

And In Other Nevus...

If you go to watch some monster

truck racing this summer, you're like-

ly to see the Acclaim logo on trucks,

hats, and unifonn patches. Acclaim

is acting as a sponsor for Bigfoot truck

racing while they promote their Big-

footTruck racing title for the NES. Ac-

claim has also been granted the right

of first refusal to develop allWMS In-

dustries (including Williams Electronics

Games and Midway Manufacturing) for

the NES, Game Boy, and SuperPlay

hand-held electronicgames. The first

two titles are Narc and Arch Rivals.

Acclaim plans to release three or four

WMS titles annually. The possibilities

are endless! Asuka Technologies, in

partnershipwith Atlus Ltd., is entering

the Nintendo market. Their first re-

lease will be Cosmo Tank (see Short

ProShots). This fall Activision will re-

lease a boxing title for the Game Boy

called Heavyweight Championship
Boxing. For one or two players the ti-

tle puts you in the ring for twelve

rounds against your choice of six dif-

ferent deadly boxers. Heavyweight

Championship Boxing also has two

different perspectives-a third person

view of the ring action and a first per-

son face-to-face look at your oppo-

nent. Ready for a September release is

Mondu's Fight Palace, the new work-

ing title for the computer game
known as Tongue of the Fatman.

This Sega Genesis title pits bizarre and

ruthless aliens against each other in

hand-to-hand combat! At the June

CES Activision will also preview two

new NES titles that transport players

out of this world and into strange

and unusual galaxies. More on this

soon. To clarify for those of you who
are confused, Capcom Company Ltd. (of

Japan) has licensed titles (such as

Ghouls and Ghosts) to Sega ofAmer-

ica for development for the Genesis

system. However, Capcom USA is not a

third party licensee for Genesis and

currently has no plans to make car-

tridge titles for anything other than

theNintendo system. And yet anoth-

er newer licensee is MELDAC (an

acronym for Mitsubishi Electronics, The

Dark Ducks, and Crown Records). The

company's first title is Heianky Alien,

a Game Boy adventure set 1,000

years ago in ancient Japan. Taxan has

announced a licensing agreement

with Hasbro, Inc. to develop an NES
video game using G.I. Joe. Plans in-

clude a three meg cart with MMC3
configuration for super graphics. The

game will have multiple quests, dif-

ferent difficulty levels, several end-

ings, and a password capability. A
Game Boy version of G.I. Joe is also

planned.

At the annual American Video

Association awards Tengen was
named “Manufacturer of the Year-1-

989,” beating out the likes of Sega

Game Systems, Sony, and Pioneer Cor-

poration. To keep the momentum go-

ing in 1990, Tengen is planning re-

leases of such big titles as Pacmania,

Klax, and Hard Drivin! The company
currently makes software for the NES,

the Sega Genesis, and soon, the Tur-

boGrafx-16.
//2 GAMEPRO Magazine
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When you have achieved your best score on
any Nintendo, Sega, Genesis or Atari (7800
or XE) game, you may submit your score by
sending us a photo of the screen. If you have
the highest score, your name will appear in
our next issue! Also, in each issue a drawing
will be held of all high scorers, and one in each
area (Nintendo, Sega, Genesis, Atari and Game
Boy) will win a free GAMEPRO Supershirt!

For best photo results, turn out the lights in
the room, use a 35mm camera and no flash,
and stand at least 3 to 4 feet from the screen.
You can also use a video recorder/camcorder

and submit your score on video tape. (High
scores submitted on photos and tape cannot be
returned.)

In order to be fair to all players, please abide by
the following rules:

1) Players must play the game continuously-for
example, finding a safe corner, setting your joy-
stick on auto fire to rack up points, and going on
vacation is a no-no. Scores achieved through
these kinds of tricks, or scores which are impossi-
ble to achieve in normal play, will be disqualified.

2) Secret power-ups are allowed.

3) Slow motion is discouraged, but will be

allowed on certain games when our panel of
judges feels slo-mo is necessary.

4) Non-scoring games that you win by “fin-
ishing” require the same proof as scoring
games. Finish” scores will appear in one is-

sue of the magazine.

Please mail in your proof of a super score,
and print on a piece of paper your name, ad-
dress, phone number, name of game, name
of game system, score achieved, and mail to:

GAMEPRO Magazine
ProScores
P.o. Box 3329
Redwood City, CA 94064

MBNOO

Game

8 Eyes

720 Degrees

1943
X,

Adventures of Loio

Alien Syndrome

Alpha Mission

Arkanoid

Balloon Fight

Battle of Olympus

Bionic Commando

Black Bass

Bubble Bobble

Bugs Bunny

Castlevania

Cobra Triangle

Contra

Deadly Towers

Dig Dug 2

Donkey Kong Jr.

Donkey Kong 3

Double Dragon

Double Dragon 2

Mike Puzdrak

Jason Hancock

Conrad D. Cheslock

Donald E. Vasquez

Matthew Samuels

Shane Stebanuk

John Mooney

Craig Beggs

Adam Albert

Fred Payton

David Wright

David Wright

Nicholas Wacker

Finished

Finished

365,400

2,621,400

Finished

202,500

242,220

783,350

691 ,950

Finished

Finished

21.9 lbs

NlClluiao

Michael Gaddis

Jeff Adkins

1,770,390

132,500

Legend of Kage

Legendary Wings

Life Force

Mach Riders

Marble Madness

Mega Man

Metal Gear

Mickey Mouscapade

Mighty BombJack

Ninja Gaiden

Operation Wolf

Paperboy

Pinball

P.O.W.

UOUUIC Uiayw" -

Double Dribble

Dragon Warrior

Duck Hunt

Duck Tales

Faxanadu

Fist of the Northstar

Galaga

Gauntlet

Godzilla

Gotcha

G radius

Guardian Legend

jeTT MUMna

Conrad D. Cheslock

Jim Hernandez

Fred Payton

Charlie Kimble

Scott Lindsey

Buzz Morgan

David Wright

Michael Liebel

Bruce Davis Bruce 104

Mike Puzdrak

Doug Butord

Vincent Barredo

Corey Christian

Jake McKee

David Higgins

Kelly McKenzie

David Wright

Conrad D. Cheslock

Scott Lindsey

999,990

979,300

6,553,500

Finished

415,100

251,000

Prisoners ot War

P C. Pro Am

Rad Racer

Rampage

Robo Warrior

Rush 'n Attack

744,000

210,900

139,590

nts/Computer 24

Finished

998,500

11,877,000

Finished

1 581 ,400

284,710

Rygar

Section 1

Seicross

Shadowgate

’

3,150

9,646,700

651,870

Gyruss

Gyromite

Hogan’s Alley

J.J. Cano

Mike Moore

3,652,000

9,999,990

Kelly McKenzie

Randy Bachmier

9 ',999,990

368,050

I luyuii - • —

v

Indiana Jones

Iron Tank

Kevin McLaren

Ed Van-Tilburg

596',900

9,999,999

Jackal

Karate Champ

Kid Icarus

Kid Niki

Kung Fu Master

John Meara

Adam Albert

1
’,180,900

957,130

9,900
AaamMiueu

Conrad D. Cheslock

Sam Wu
Edouard Charbonneau

'

557 ',700

580,210

Shooting Range

Party Game

Skate or Die

Sky Kid

Solomon s Key

Spy Hunter

Squoon

Star Force

Star Soldier

Stinger

Strider

Super Dodge Ball

Super Mario Bros.

Super Pitfall

Tecmo Bowl

Teenage Mutant

Ninja Turtles

Tetris

Tiger Heli

Roger Gullatte

Vincent Kelly

Pierre Aparicid

Shane Stebanuk

Rohit Bose

Bob Christopher

Sean Randall Evans

Sean Randall Evans

The Game Freak

Frank Nieradko

joe Greenlee

Glenn Stockwell

phillippe Derouchle

David Wright

Bryan Clickener

Jeff Dowis

David Wright

Mike Oliger

Frank Maruca

John Orr

Ben Saners

John J. Whittington

Adam Albert

Shane Snuffer

Fred Payton

Ray Venosdale

706,650

637,300

1.192.300

277,270

124,480

1.227.300

Finished

1,020,450

13,008,920

525.000

761.900

191,300

502,280

224,700

229,800

255,845

39,443

3,807,400

2.724.000

l’,182,600

Finished

440,580

9.999.900

Finished

Finished

99,990

Conrad Cheslock

Todd A.Barber

Roy Inman

Mike Gampp

Glen Stockwell

Jonathan Henry

Keyy McKenzie

A.J.F.

David Wright

Matthew Samuels

Jason Sabato

Glenn Stockwell

Walter R. Prendes

Christopher Pollock

Randall Kennedy

John Ketchem

185,624

108,950
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NINTENDO (cont.)

Game

Top Gun

Town & Country

Surf Design

Track & Field

Track & Field II

Trojan

Willow

Wayne James

Danny Spies

Wings

Wizards and Warriors

World Runner

Wrecking Crew

Xenophobe

Zanac

Zelda

Zelda II

Adam Albert

Walter R. Prendes

Berny Kiel

Mike Puzdrak

David Lowe

Conrad D. Cheslock

Ben Sanders

Adam Kline

Shane Stebanuk

Adriano Garcia

Dave Hanych

David DiMarcantonio

Xuong Lu

Action Fighter

After Burner

Alex Kidd/Lost Stars

Alex Kidd

/

Miracle World

Alien Syndrome

Altered Beast

Astro Warrior

Aztec Adventure

Black Belt

Bomber Raid

Calif. Games, BMX

Calif. Games, Half Pipe

Choplifter

Double Dragon

Enduro Racer

Fantasy Zone

Fantasy Zone II

GangsterTown

Hang On

Kenseiden

Kung Fu Kid

Maze Hunter 3-D

Miracle Warriors

Missile Defense 3-D

My Hero

Out Run

Phantasy Star

Poseidon Wars

Power Strike

Pro Wrestling

R-Type

Rambo
Rambo III

Rampage

Rastan

Rescue Mission

Safari Hunt

Shinobi

Shooting Gallery

Space Harrier

Space Harrier 3-D

Spellcaster

The Ninja

Thunderblade

Score

Score

91,600

109,770

999,999

Champion

308,000

Finished

Finished

1,016,000

180,285

669,650

999,400

999,990

36,783,810

Finished in 5 games

Finished in 1 games

Time Soldiers

Transbot

Wonder Boy in

Monster Land

Zaxon

Zillion II

Robbie Siegmann

Alex Kidd

Vanessa Mihara

7,437,700

66,666,660

1,363,800

Gus Zambrano

Brian Gaudreault

75,900

359,000

Score

Alex Kidd-Enchanted Castle

Altered Beast

Arnold Palmer Golf

Finished

2,381,100

Forgotten Worlds

Claudiu Lorentz

Robert Wong

Andre St. Laurent

Gus Zambrano

Todd Bustillo

DeAngelo Price

George Sun

Gerald E. Shepard Jr.

DeAngelo Price

John G. Polizzi

Gus Zambrano

Alex Bisono

Alex Bisono

Wayne Frick

Brian Gaudreault

Chris Camero

A.J.F.

Vanessa Mihara

Gus Zambrano

Gus Zambrano

Jake Harvey

Sean Skierski

DeAngelo Price

Brian Gaudreault

Sam Wu
Andre St. Laurent

Andre St. Laurent

Brian Gaudreault

Michael J. Andrus

A.J.F.

Michael J. Andrus

Jordan Crane

Michael J. Andrus

Shane Gransden

Gus Zambrano

Brian Gaudreault

Andrew Frick

Matt Slezak

Todd Bustillo

Donald Simpson

Zak Druzba

DeAngelo Price

Matt Cameron

Zak Druzba

Michael J. Andrus

n

Score
Golden Axe

Kevin MacKenzie

Todd Bustillo

Dennis Banomini

,
JJSSvmjit

Eli Cook

Ronny Engrassia

Sebastian Thibaudeau

Jonathon Zaremba

Finished

Finished

1,149,360

9,599,400

123.200

137.200

Last Battle

Phantasy Star II

210,600

116,500

365,700

655,900

87,100

5,031,200

785,000

60,400

23,650

3,327,200

Rambo III

Revenge of Shinobi

Space Harrier II

Super Thunder Blade

Thunder Force II

World Champion Soccer

1,213,780

6'06"50

9,999,999

6,573,200

167,920

4,125,0

112,700

2,217,400

217,400

Finished

345,600

586,590

39,592,690

Finished

165,852

4,476 c

552,300

1,153,000

1 ,368,320

60,500

35,540,810

18,517,740

juiiauiun

Michael Schellenberg

Michael Campana

Jonathon Zaremba

Zack Carter

Robert Layne

Luciano D. Geronimo

Victor Wang

Matt Gehrke

Ben Ritchey

Brian Gaudreault

Brian Gaudreault

Shane Stebanuk

Lee Venteicher

Jonathon Shek

Finished

Finished

Finished

Finished

Finished

Finished

Finished

Finished

Finished

Finished

443,650

50,700

25,664,100

9,185,560

2,983,310

World Champion

Score Setting

Asteroids

Dark Chambers

Dig Dug

Desert Falcon

Donkey Kong

Double Dragon

Food Fight

Galaga

Jinks

Joust

PACMAN
Popeye

Rampage

Robotron

Mario Bros.

Joe Knox

John J. Whittington

Eugenio Angueira

John J. Whittington

John J. Whittington

John J. Whittington

Steve Vineyard

Dean Bucholz

John J. Whitington

Greg Vandendriessche

97,700

680,600

120,780

588,034

106,700

120,600

34,330

337,800

A.J.F.

Peter Boadry

INT

142,640 Banana

937,470

2,081,990

568,600

1,321,400

Super Mario Bros.

Tower Toppler

Xenophobe

Xevious

Shane Shaffer

John J. Whittington

John J> Whittington

John Whittington

John J. Whittington

Heath Holloway

Buzz Morgan

116,910

159,950 INT

3,648,375

135,600

.
.6,630

152,940

2,139,930

811,910 INT

1
’,165,750

42,300

GAME BOY

Game
Score

Finished

2,200,700

Super Mario Land

Tetris

Marc Ehrenberg

Jonathon Wheeler

2,510,000
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Tint OF GAME

1 0 Yard Fight

1942

1943

720 Degrees

8 Eyes

Adv. Bayou Billy

Adventure Island

Adv. of Lolo

Adv. Tom Sawyer

After Burner

Air Fortress

Alien Syndrome

All Pro Basketball

Alpha Mission

Amogon

Anticipation

Arkonoid w/contrl

Arkanoid (contrl only)

Athletic World 10 19 Goal 18 34 Pinball 14

Baby Boomer 20 39 Godzilla 18 39 Platoon 8

Back to Future 16 34 Golf 5 15 Popeye 12

Bad Dudes 14 29 Golf Pebble Bch 14 29 Predator 8

Bad Str Brawl 18 36 Golgo 13 6 16 Pro-Am Rocing 8

Balloon Fight 10 26 Goonies II 4 14 Pro Wrestling 10

Baseball 6 14 Gotcha 4 14 Punch Out 8

Baseboll Stars 22 44 Grodius 12 24 Q-Bert 10

Bases Loaded 10 19 Grand Prix 18 36 Racket Attack 12

Batman 20 39 Guardian Legend 16 29 Rod Racer 6

Battle of Olympus 20 39 Guerilla War 10 26 Raid Bungl. Bay 12

Bionic Commando 8 19 Gum Shoe 8 19 Rambo 2

Black Boss 30 59 Gunsmoke 6 19 Rampage 8

Blades of Steel 16 29 Gyruss 12 22 RBI Baseball 12

8laster Master 10 24 Hogans Alley 4 14 Renegade 6

Bomber Man 16 29 Hollywood Sqs. 18 36 Rescue Emb. Miss. 14

A Boy and His Blob 20 39 Hoops 16 29 Ring King 16

Breokthru 8 19 Hydiide 8 19 River City Ransom 18

Bubble Bobble 20 39 Ice Climber 8 24 Rood Runner 20

Bugs Bunny 20 39 Ice Hockey 4 14 Robo Cop 20

Bump and Jump 16 26 Ikari Warriors 4 14 Robo Warriors 10

Burger Time 12 24 Ikari Warriors II 6 19 Roger Robbit 20

Calif. Gomes 20 39 Indiana Jones 14 26 Rolling Thunder 16

Captain Commie 14 28 Iron Sword 16 39 Romonce/3 Kings 30

Casino Kid 22 44 Iron Tank 8 19 Rush 'N Attack 6

Castlequest 14 29 Jackal 8 19 Rygar 10

Costlevania 8 19 Jaws 8 16 Section Z 5

Castlevonia II 10 19 Jeopardy 22 44 Seicross 14

Chessmoster 22 44 Jeopardy Jr. 18 36 Sesame Str 123 14

Chubby Cherub 30 55 John E. Qtrback 4 14 Sesame Str ABC 14

City Connection 14 26 Jordan vs. Bird 18 36 Shadowgate 18

Clash/Demonhead 18 36 Joust 10 19 Shinobi 25

Clu Clu Lond 20 39 Karate Champ 4 14 Shooting Range 12

Cobra Command 10 22 Karate Kid 8 16 Short Order 12

Cobro Triangle 10 24 Kamov 14 26 Side Pocket 40

Commando 4 14 Kid Icarus 12 29 Silent Service 14

Contra 14 29 Kid Niki 14 26 Skate Or Die 6

Cybemoid 16 29 King Knight 10 26 Sky Kid 16

Dr. Choos 10 26 Kings of Beach 18 34 Sky Shork 12

Dr. Jekyll / Hyde 14 26 Knight Rider 18 34 Slalom 8

Dance Aerobics 8 19 Kung Fu 2 10 Soccer

Dash Galaxy 18 34 Kung Fu Heroes 15 28 Solomons Key 22

Deadly Towers 6 16 Legocy /Wizard 8 19 Spelunker 18

Defender II 12 24 Legend of Koge 8 19 Spy Hunter 4

Demon Sword 18 34 Legendary Wings 10 19 Spy vs. Spy 6

Desert Command 14 29 Life Force 10 19 26

Defender/ Crown 14 34 Lode Runner 18 36 Stadium Events 12

Dig Dug II 16 29 Lunar Pool 25 49 Star Force 10

Dino Riki 18 36 Moch Rider 6 16 Star Soldier 12

Donkey Kong 10 24 Magic of Sherezode 22 44 Star Voyager 6

Donkey Kong Jr. 10 24 Magmox 8 19 Stealth 16

Dnky Kg Jr Moth 22 44 Maj Lg Baseboll 8 19 Stinger 14

Donkey Kong 3 6 16 Mappy Land 16 29 5lr*r 8

Super Dodge Ball

Super Off Road

Superman

Super Mario I

Super Mario II

Super Morio/Duck Hunt

Super Pitfall

Super Sprint

Taboo 6 th Sense

Tog Team Wrestling

Tecmo Baseball

Tecmo Bowl

Teenage Mut. Ninja Turtles 1

Tennis

Tetris (Tengen)

Tetris (Nintendo)

3 Stooges

Thundercade

Tiger Heli

To the Earth

Toobin

Top Gun

Top Gun II

Town& Country

Track & Field

Track & Field II

Twin Eagle

Ultima

Urban Champion

Volleyball

Wheel /Fortune

Wild Gunman

Willow

Winter Games

Wizards/Warriors

World CIs. Tr. Meet

World Games

World Runner

Wrecking Crew

Wrestlemanio

Xenophobe

Xevious

Zanac

Zelda

Zelda II

SEND US YOUR
USED GAMES AND

RECEIVEto

75
00
PER

'GAME

3» ACCEPTED GAMES

||
ARE PAID WITHIN

?; 48 HOURS OF

RECEIPT OF GAMES

MOST GAMES DELIVEREO WITHIN 2 BUSINESS DAYS

FREE MEMBERSHIP—Just fill outcoupon and mail in. You will

receive "The Fun Club" catalog monthly.

THE FUN CLUB
4948 Highway 169 North, New Hope, MN 55428

SS“" (612)533-8118f|
OR WRITE TO: "THE FUN COMPANY"
FUNCO, INC., 4948 Highway 169 North, New Hope, MN 55428
To Purchase: Send check or money order, or credit card number to FUNCO, INC.

,
4948

Highway 169 North, NewHope, MN 55428. AddS4 50 Shipping plus 50* per game. AddSI .00

per title if ordering by credit card. APO's, Canada, Alaska, Hawaii, please double shipping

to clear.

and original box. Subtract Si .00 for missing manuals and S3.00 for missing boxes. Accepted

games are paid within 48 hours of receipt of games.

(Due to o 3 month leod time to ploce this od. our sell or buy prices moy be different)

; |We reserve the nght to refuse eny purchase or sue.)State Zip

NEW RELEASES
Pleose call; games may or may not be

out by the manufacturer.

• Abadox 20 39

'Adv. of Lolo II 20 39

*AI Unser Rocing 20 39

' Bad News Baseball 20 39

•Baseball Simulator 22 44

'Bases Loaded II 22 44

'Big Foot 20 39

' Black Manta 22 44

'Bugs Bunny Birthday 20 39

'Burai Fighter 20 39

'Castle Dragon 20 39

•Chiller 20 39

'Conflict 20 39

'Crystoilis 20 39
' Crystal Mines 22 44
' Double Dare 20 39

'Dusty Diamond 20 39
' Dynowarz 20 39

' Fantasy Zone 20 39
' Final Fantasy 20 39

'Ghost Buster II 20 39

'Heavy Barrel 22 44

•Impossible Mission II 18 36

Jack Nicklaus Golf 20 39

'Journey to Silius 20 39

'Kid Kool 20 39

'KLAX 20 39

'Ms. Pacman 20 39
' Mafot Conspiracy 20 39

'Majic Johnson Bsktbl 22 44

'Ninja Gaiden II 22 44

Phantom Fighter 20 39

'Pinball Quest 20 39
' Pinbot 20 39

'Police Academy 20 39

'RBI II 20 39

'Raid 2020 18 36

'Rock 'N Ball 20 39

'Rocket Ranger 20 39

'Roller Ball 20 39

'Skull/Crossbones 20 39

'Super Contra 20 39

'Super Mario III CALL

'Super Off Road 22 44

'TecmoWld. Wresting 22 44

"Terra Cresta 20 39

'Tombs & Treasure 20 39

'Vegas Dreams 22 44

'Vindicators 20 39

'Viper 20 39

'Wheel/Fortune Jr 20 39

'Win, Lose, Draw 20 39

'World Champ. Wrestling 20 39

'Xexyz 20 39

'Xybots 20 39

SEGA GENESIS

Control Deck-NEW SI 79

Air Diver 22 44

Alex Kid 20 39

Fantasy Star II 28 59

Forgotten World 25 49

Ghouls N' Ghosts 20 49

Golden Axe 20 44

Golf 25 49

Herzog Zwie 22 44

Last Bottle 10 29

Mystic Defender 15 39

Rambo III 15 39

Revenge of Shinobi 25 49

Soccer 15 29

Space Harrier II 10 29

Super Hang On 21 39

Super Hylide 22 44

Super Thunder Blode 10 29

Thunder Fore II 10 29

Tom lasorda Baseball 20 44

Truxton 15 39

Zoom 16 32

ONSALEI

Thunderforce II S19.95

NINTENDO ACCESSORIES

Control Deck S30 $59

Light Gun 1 4

Advantage Joystick 10 24

Nes Max Joypad 5 10

Misc. Controllers 7 15

Power Glove 35 69

U Force 25 49

Power Pad 10 19



Don'tMissAnyoftheAction.
OrderBackIssuesofGamePro!
Ifyou missed out on these hot issues the first time around

here's your chance to complete your collection!

‘•min

Please send me the L J L J CT
tellowing Hack isms: tl) P
$4.50 eacil (Includes postage and handling)

Signature

Place your check ormoney order, payable to GAMEPRO, in an envelope and mail to:

GAMEPRO Magazine, Back Issues, 80 Elm St., Peterborough, NH 03458

No cash please. Offer valid in USA. For Canada add $1.00 per issue. Foreign orders

add $2.00 per issue payable in US funds only. Allow 6-8 weeks. JUL90

Name

Address

City State Zip

Credit Card No. (VISA/Master Card only) Exp. Date



The
Game
(Service

12 TOP GAMES $QQ
A YEAR for only ww.
Anybody can sell you a video game, but only one company offers you

what you really want and at a price that’s hard to believe. This is the once a

month game service that delivers to your door. Every month you will receive

a new game and return the one from the previous month. Each game comes
in a self-addressed, reuseable mailing box, so all you have to do is drop it in

the mail.

We make it SIMPLE, we make it FUN, and we make it AFFORDABLE,
(about .270 A DAY) for you to play and enjoy the best games all year long.

OUR PROMISE TO YOU!
We sincerely value your business. This is why our researchers and

buyers closely monitor the rapidly changing market, to ensure that we pro-

vide you with the LATEST & GREATEST video games available from

NINTENDO, AKLAIM, BANDAI, COLOR DREAM and others. All games are

compatible with the Nintendo entertainment system.

SERVICE IS NOTJUSTPART OF OUR NAME.
SERVICE IS THE NAME OF THE GAME.

(4263)

TO ORDER CALL 1 -800-678-GAME OR SEND CHECK, MONEY ORDER
OR CREDIT CARD NUMBER TO:

THE GAME SERVICE, INC.

P.O. BOX 45503 1 -404-474-4040

ATLANTA, GA 30320

There will be a one time charge of $24.00 to cover postage & handling. Georgia residents

please include 5% sales tax. Sorry— Service not available to those outside of the Continental

United States. We reserve the right to refuse any order. All games are the property of The
Game Service, Inc. Games more than five days late will be assessed a late charge of $2.50 per

day. For more information send a self-addressed, stamped envelope plus $1 .00 to the above

address. Allow 4-6 weeks for original delivery.

THE GAME SERVICE, INC. 1 990 ALL RIGHTS RESERVED.
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;'s no time to

waste. Alien forces are

threatening to destroy

humanity and you’re the

last hope.

Simulation flight drills

train you for combat, but

nothing can prepare you

for what's to come in the

most critical battle in

space history.

You'll have the most

powerful arsenal of

weapons at your defense.

But even then, you'll have

to give it everything

you’ve got to stop the

enemy and return alive.

Save yourself and

you’ll save mankind.

Image Fight—judged

a hands-on favorite by

the Nintendo Game
Counselors for play on

your NES.

Hill
IREM AMERICA CORP

Irem America Corporation

8335 154th Avenue N.E.

Redmond, WA 98052

FAX: (206) 883-8038

©1989 Irem America Corporation. Nintendo and Nintendo Entertainment System are trademarks of Nintendo of America Inc.



Tengen's hot lineup

ofover a dozen super

arcade hits includes

these exciting titles.

Order them today!

IF IT GETS ANY MORE REALISTIC, YOU'LL
NEED A GLOVE TO PLAY!
When you want real pro baseball without going

to the ballpark, RBI" BASEBALL 2 is the

only game in town.

• You get all 26
Pro teams,
each with a

roster of 24
real players.

• Every player

comes with his

actual 1989
stats.

• There's Instant
Replay, as well as

new and improved
animation, graphics,

and sound effects!

• You get the

designated-hitter rule,

switch-hitting, and
your own lineup of

starters and subs.

• It's approved by the

MajorLeague Baseball
Players Association !

Tengen's products are designed and manufactured
in USA by Tengen. They are not designed, manu-
factured, sponsored or endorsed by Nintendo.*

RBI: TM Atari Games; licensed lo Tengen, Inc. ©1990 Tengen, Inc.

Nintendo and Nintendo Entertainment System are trademarks ol Nintendo ol America. Inc.

ORDER TODAY!
Visit your retailer or call
TOLL-FREE WITH VISA/MC:

1 -800-2-TENGEN
(1-800-283-6436)

TENGEN
ARCADE HITS THAT HIT HOME
1623 Buckeye Drive, Milpitas, California 95035



Our goal is to preserve classic video game magazines so that

they are not lost permanently.

People interested in helping out in any capacity,

please visit us at www.retromags.com

ofif is made from these scans, nor do we offer anything

ilable from the Publishers themselves.

e across anyone selling releases from

ease do not support them and do let us know.

Thank you!


